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[bookmark: _Toc610088060]Executive Summary
this report gives a full overview looking at outside factors shaping the creator economy. it explains why the topic matters, how the analysis was done using frameworks like literature review structure, DPSIR, STEEPLE and stakeholder mapping. key findings show the sector is growing fast but faces major instability and unfair power balances. the summary stands alone so the reader understands the main points without reading the whole work.

[bookmark: _Toc200434296]Introduction
The report starts with background explaining how online content creation has involved from hobby into a major economic sector. it states clearly the reports aims: examine external drivers pressures and impacts, analyse how these create problems and innovation opportunities, and identify where improvements are needed. it also outlines how the rest of the report is organised.
 
[bookmark: _Toc2091416041]Literature Review
[bookmark: _Int_KWxQOqDo]background research shows how digital platforms changed work and commerce entirely over the last two decades. why important this shift changes employment patterns copyright labour rights and economic models so needs proper study. what research has found early work focused mostly on media industries newer studies confirm the creator economy is worth billions globally but highly unequal with algorithmic control and regulatory gaps as recurring themes. specific focus this work looks specifically at how macro external forces affect creators operational and working conditions. current thinking there is agreement that growth is strong but unregulated creating risks as well as opportunities. remaining questions how can the sector be made more sustainable and fairer while still allowing innovation how policy and business models should adapt.
[bookmark: _Toc714803811]Main Analysis DPSIR Framework
[bookmark: _Toc449146966]Drivers
The creator economy has grown because of changes in technology, society and the way people work. A major reason for this growth is that internet access and social media have become a normal part of everyday life. These platforms have allowed people to create content and reach audiences without needing to work for traditional media companies. Because of this, content creation has changed from being mainly a hobby into a possible career for many people.
Another driver is the change in what people want from work. Many people are now looking for more flexible jobs where they have more independence and control. Becoming a creator can offer this, which has made the industry more appealing. Audience behaviour has also changed, with many people preferring content that feels more personal and genuine rather than traditional advertising.
Technology has also made a big difference. Improvements in phones, cameras, editing software and online tools have made creating content easier and more affordable. At the same time, issues around copyright and digital rights have become more important as creators need better ways to protect their content.
[bookmark: _Toc628592114]Pressures
Although the creator economy is growing, it also comes with many challenges. One of the biggest pressures is the amount of competition. Since more people are becoming creators, it is much harder to get noticed and build a large audience. Many creators have to constantly produce new content to stay relevant.
A further issue is the control that platforms have over creators. Algorithms decide which content is promoted and which content receives less attention. This means creators can lose views and income because of changes they have no control over. This creates uncertainty and makes it difficult for creators to plan their future.
Creators also face problems when working with companies and platforms because they often have less power during negotiations. Payment rates, contracts and platform rules are usually decided by larger organisations. Copyright problems can also affect creators when their work is copied or used without permission. On top of this, rising living costs make it harder for some creators to rely on unpredictable income.
[bookmark: _Toc469824484]State
The creator economy is currently growing at a fast rate, but it is still an uncertain industry. While some creators have built successful careers and earn high incomes, many others struggle to make enough money consistently. This shows that the benefits of the industry are not shared equally.
Another issue is that laws and regulations have not fully caught up with how quickly the industry has developed. Areas such as worker rights, copyright and fair payment are still being improved. Many creators work independently, meaning they do not have the same protections as people in traditional employment.
Large online platforms continue to have the most influence because they control important parts of the creator economy, including audience access, advertising and monetisation. This creates a situation where creators depend on platforms but have limited control over decisions that affect them.
[bookmark: _Toc2048190975]Impacts
The growth of the creator economy has created both positive and negative impacts. On the positive side, it has opened new career opportunities and allowed people to earn money from their creativity. It has also helped businesses reach customers in new ways and created communities around different interests.
However, there are also serious challenges. Many creators experience financial uncertainty because their income can change depending on trends, audience engagement and platform decisions. The pressure to regularly create content can also have an impact on mental health, as creators often feel they need to always be active online.
The lack of employment benefits is another concern. Many creators do not have things that traditional workers often receive, such as stable pay, paid leave or job security. This means that although the industry provides opportunities, it can also be risky for people who depend on it as their main income.
[bookmark: _Toc1580345722]Responses
Creators have started adapting to these challenges by finding different ways to earn money. Instead of relying on one source of income, many use sponsorships, subscriptions, merchandise and other methods to make their earnings more stable.
Other groups are also responding to issues within the industry. Governments are introducing new digital regulations, while industry organisations are pushing for better treatment and clearer standards for creators. Platforms have also made changes to improve creator support, although they still have a large amount of control over how the industry operates.
Overall, the creator economy has created many opportunities, but more needs to be done to make it fairer and more stable for creators in the future.

[bookmark: _Toc479402371]STEEPLE Analysis
	STEEPLE
	factor

	Social
	Social changing media habits audience expectations of authenticity and transparency trends shifting rapidly.

	Technology
	Technological improvements in production tools connectivity and AI lowering barriers but also disrupting existing models and creating new risks.

	Economic
	Economic advertising market fluctuations cost of living pressures platform commission structures and uneven revenue distribution.

	Environmental
	Environmental energy use of data centres and streaming services waste from frequent hardware upgrades.

	Political
	Political international differences in tax labour and online regulation moves to enforce fairer payment and copyright rules.

	Legal
	Legal copyright enforcement difficulties complex terms of service data laws and evolving employment classification.

	Ethical
	Ethical debates over fair pay mental health impacts privacy transparency and concentration of power in big tech firms.




 
[bookmark: _Toc1456247909]Stakeholder Analysis
using Mendelow power interest matrix:
· Key players platforms advertisers regulators high power and high interest set rules and control resources.
· Keep satisfied network providers payment services high power but low direct interest in creator outcomes.
· Keep informed creators audiences small businesses high interest but low power to change systems.
· Minimal effort hardware suppliers and general public low power and low specific engagement.
 
[bookmark: _Toc2095395830]Conclusion
brings together all main points without adding new information. emphasises first that the whole sector is defined by external factors creators rarely control. while technology opens new possibilities it also creates instability regulation is developing but remains inconsistent and fair distribution of value is still a major issue.
 
[bookmark: _Toc27418166]Recommendations
To make the creator economy more sustainable, better support should be provided for creators entering the industry. Many people start creating content without fully understanding areas such as contracts, copyright, taxes and managing income. Providing simple and accessible guidance on these topics would help creators make better decisions and avoid problems in the future.
Creators should also be encouraged to build more control over their own work and income. At the moment, many creators rely heavily on large platforms, which can create problems when algorithms, rules or payment systems change. Supporting alternative ways for creators to connect directly with their audiences would reduce this dependence and give creators more stability.
Another recommendation is for platforms and businesses to improve transparency and fairness. Clearer information about how algorithms work, how payments are calculated and what creators are agreeing to in contracts would help create a more balanced relationship between creators and companies. Industry-wide standards could also help prevent unfair treatment and improve working conditions.
Finally, digital skills and online economy education should be included in relevant courses and training. People entering the creator economy should understand both the opportunities and risks involved before starting. Learning about areas such as online rights, financial planning and personal branding would better prepare future creators.
Overall, these changes would help create a creator economy that continues to grow while also providing better protection, fairness and long-term opportunities for the people working within it.
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Drivers rising internet access (See Appendix 2) changing work preferences demand for authentic content,(see appendix 3 ) technological advances and policy moves on digital rights and copyright.
Pressures intense competition algorithmic volatility weak bargaining power copyright infringement and rising costs of living affecting both creators and audiences.
State rapid growth but fragmented income highly concentrated at the top regulation still playing catch up platforms remain dominant gatekeepers.
Impacts positive like flexible work and new creative routes negative including precarity mental strain exploitation and lack of standard employment protections.
Responses creators diversifying income streams industry bodies pushing for standards governments introducing new digital laws and platforms updating terms though often in their own interest.
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