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Preface 
 

 

This report describes the results of the evaluation on the quality of the research and the 

organisation of the Research and Development group at the Academy for AI, Games and Media 

(R&D@AGM) of the Breda University of applied sciences (BUas) in the period between 2018-

2023. The external assessment panel that has done this evaluation was assigned by 

R&D@AGM, and commissioned by BUas, in consultation with Netherlands Quality Agency 

(NQA). NQA has screened the panel members as to their independence and expertise. 

 

The assessment panel consisted of: 

Mrs. M.C. Isaaman MA, panel chair and expert in the domain of Game Development. 

Mrs. Dr B. Harms PhD, panel member and expert in Media Design. 

Mr. Dr S. Arnab PhD, panel member and expert in Game Science. 

 

Mrs. Ir.  M. Dekker-Joziasse, senior auditor of NQA, acted as secretary to the panel. See 

Appendix 3 for further information on the expertise of panel members. 

 

The audit took place on April 4, 2024. The research accreditation of R&D@AGM has been 

executed in accordance with the Sector Protocol for Research Quality Assurance in Research 

2023-2028 from The Netherlands Association of Universities of Applied Sciences. 

 

Evaluation performance 

In preparation of the research audit, the assessment panel received several documents, such as 

the Self Evaluation Report and a representative selection of (research) products and publications. 

The selection represented the various (research) lines of the research unit, representing the 

range and the quality of the output. These documents gave the assessment panel a first 

impression of the research unit.  

 

Before the in-person audit visit the panel members held a preliminary Teams-meeting, where they 

shared their first impressions and addressed the main topics for further questioning. The actual 

onsite visit for the audit was planned on 4th April 2024. During this visit additional documentation 

was studied and the panel had meetings with several stakeholders involved in the research unit 

(see appendix 2). All (oral and written) information enabled the panel to reach a well-balanced 

judgement.  

 

Structure of this report 

This report has been set up in accordance with the four standards of the Sector Protocol for 

Research Quality Assurance 2023-2028 and it describes the panel’s findings, deliberations, 

conclusions and recommendations.  

 

The characteristics of R&D@AGM have been outlined in chapter 1. Chapter 2 addresses the 

findings and conclusions regarding the four standards of the sector protocol. Chapter 3 describes 

the judgements given by the panel on the standards, and the final judgement. In chapter 4 a 

number of recommendations have been outlined. 
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The assessment panel declares that the assessment of R&D@AGM has been carried out 

independently. 

 

Utrecht, July 12, 2024 

 

Panel chair      Panel secretary  

 

M.C. Isaaman MA      Ir.  M. Dekker-Joziasse 
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1. Characteristics of R&D@AGM 
 
The research group R&D@AGM is part of Breda University of applied sciences (BUas). 

BUas offers bachelor’s and master’s degree education in the domain of Built Environment, 

Applied Data Science and AI, Facility Management, Games, Hotel, Leisure and Events, Logistics, 

Media, Tourism. This is organised in five academies: 1. Academy for Tourism (AT), 2. Academy 

for Built Environment and Logistics (ABEL), 3. Academy for Leisure and Events (ALE), 4. 

Academy for Hotel and Facility (AHF), 5. Academy for AI, Games and Media (AGM). 

 

BUas has 12 professorships with 11.5 fte professors, within the five academies, under the line 

management of the Academy Directors. R&D@AGM is placed under the AGM. 

There are three R&D lines/professorships with three leading professors:  

- Serious Games, Prof Mayer 

- Entertainment Games, Prof Haggis 

- Digital Media, Prof van Gisbergen 

 

R&D@AGM has an overall theme: Digital Realities. Around this theme activities are set up in a 

combination of research and development with scientific and applied research and development 

(R&D) aimed at innovation. R&D@AGM operates as a not-for-profit knowledge institute with a 

focus on applied research and development. And R&D@AGM contributes significantly to higher 

professional education. 

 

Research projects are organised into six key topics: 

- Digital Twins (Maritime Spatial Planning Challenge Simulation Platform and Urban Digital 

Twins 

- Virtual Human  

- Serious and Simulation Games 

- Virtual Training and Therapy 

- Content Creation of Games and Media, including Virtual Productions 

- The Game and Digital Creative Industries 

 

The interest for R&D@AGM’s topics increased during the Covid pandemic. More high-level multi-

annual R&D projects were acquired by the EU Horizon programmes, the Dutch Research Council 

(NWO), the Dutch Research Agenda (NWA), the Dutch Research Council Taskforce for Applied 

Research (NOW-SIA), and various Regional Economic Development programmes, such as 

Stimulus, Regiodeal and City Deal.  

 

The Cradle R&D Lab is the central hotspot for the conceptualisation, design, production, 

engineering, and technical testing of game and media innovations. It supports many R&D 

research projects and offers contributions to educational programmes. It includes an Extended 

Reality (XR) stage, a photogrammetry studio, an Experience Lab and a VICON motion-capturing 

facility. 

 

Since 2018 external events, including a two-year campus renovation and a housing relocation 

immediately followed by the pandemic/lockdown, have had a powerful challenging impact on the 

R&D team, its development, and its performance. Overall, the R&D@AGM team (18 FTE, 23 

persons in 2023) proved resilient and cohesive. Performance improved on all major indicators. 
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The previous audit in 2018 R&D@AGM received a few recommendations. In the current self-

evaluation report the follow-up on these recommendations have clearly been taken up. 

 

- the quality assurance for projects is strengthened by the professionalisation of the internal 

organisation and management, centralisation in a service model of the project management 

processes with the department Project Planning and Control (PPC). Information systems to 

support this are being developed. There is more focus on end-of-project evaluations and 

registration of other forms of outlets than mere publications. 

 

-  together with BUas, work has been done on a better positioning and profiling of the 

research group on the BUas website and internal portals. There is currently more attention 

on marketing and communication policy for R&D and public communication. 

 

-  the monitoring and evaluation system is strengthened for R&D. The entire pipeline of R&D 

projects is monitored in collaboration with PPC and work is in progress on the development 

of specific information management systems and dashboards. The research group is 

required to deal with various external frameworks and organisations, each with its specific 

set of objectives and KPIs. R&D@AGM and BUas are looking for a system that can 

combine and standardise these across projects. The research group first focuses on a 

good working system and a quality handbook will follow afterwards. 

 

- the research group remains alert to the challenges and opportunities resulting from fast 

developments in the external environment, e.g. fast technological developments.  

 

-  the investments in grant applications, the hosting of events, and open-source research is 

impressive and highly successful. 

 

-  the research group has improved its impact on education with a more direct impact on the 

content of curricula, involvement in placements and internships, and supervision of theses. 

The research group works in a symbiotic model where students in games, media and from 

other academies and universities join in the work of the Cradle team. The student’s work is 

focussed on and guided in a professional R&D environment, where the results are aligned 

with educational goals and objectives. 

 

 

  



 

© NQA –Research Audit Academie AI, Games and Media - BUas 
 

8/30 

2. Standards 
 
 
In this chapter, the assessment panel describes the findings, considerations, and conclusions on 

the four standards of the Sector Protocol for Research Quality Assurance 2023-2028.  

 

 

Standard 1 

The research unit has a relevant, ambitious and challenging research profile and research 

programme. 

 

Alignment R&D@AGM’s profile with the BUas mission and vision 

It is BUas’s mission “to empower young professionals on their journey to shape a better world”, 

“by educating them for and in a continuously changing world” (BUas Strategic Plan 2022-2025). 

For R&D this is organised around four cross-cutting R&D themes:  

a.  Experiences; 

b.  Digital Realities; 

c.  Places and flows; 

d.  Sustainability.  

 

The panel finds that the mission and profile of R&D@AGM has a strong cohesion and clearly 

aligns with the central theme of Digital Realities. Furthermore, the panel noticed that R&D@AGM 

also demonstrates many connections to the other themes giving sustenance to the desired cross-

cutting approach. R&D@AGM clearly lives up to the goals of contributing to educational 

excellence, societal agendas, and impact on industry and societal sectors. Moreover, the profile 

and research agenda align with the national and international research agendas.  

 

Within the theme of Digital Realities, researchers consider how digital realities/games, including 

virtual and augmented reality, can contribute to a better governance and management of societal 

challenges. This is done via a cross-domain and interdisciplinary approach, with connections to 

other research domains, educational programmes, and societal and industry partners. Besides 

research, scientific and academic, R&D@AGM also emphasises the importance of scientific, 

societal of educational innovation. Within the AGM-domain, scientific and applied research is 

combined under the banner of R&D – Innovation, which is highly suitable for a university of 

applied sciences. 

 

According to the panel, R&D@AGM not only aligns with BUas's profile but also with Breda 

municipality's focus on entertainment and serious games. It supports the regional socio-economic 

agenda on human-centred AI (‘Mindlabs’) and Broad Prosperity (the ‘Regiodeal’), aligns with the 

Dutch Research Agenda (NWA), and adheres to the Knowledge and Innovation Agendas (KIA). 

Furthermore, it is in sync with various Growth Funds, such as the ‘Creative Industries Immersive 

Impact Coalition (CIIIC)’, and EU frameworks like Horizon 2020, Horizon Europe, and the EU 

Green Deal, emphasising sustainability transitions, digitalisation, and the impact of the creative 

and game industries. The alignment with these research agendas and the impressive cooperation 

with and co-funding from renowned knowledge and research institutes, along with the 
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collaboration within research groups of academic universities shows the relevance of the 

research that is done.  

 

The panel finds that R&D@AGM has a strong profile, which is highly ambitious, relevant and 

challenging. The ambition of R&D@AGM is to contribute to applied knowledge, innovation, and 

practical solutions in (serious and entertainment) games and immersive media. The research 

addresses real-world challenges, fosters collaboration with industry, public administration, and 

societal partners, and enhances BUas’s commitment to excel in education and societal impact. 

Such impacts include sustainability transitions, ecology, and broad prosperity, and contribute to 

an economically viable, innovative, sustainable, and responsible game and media industry. The 

panel has seen examples of research projects that contribute to addressing real-life challenges 

on topics such as transitions in the use of energy and water, food and hunger (Zero Hunger 

serious game), cancer treatment, safety and security, refugees and immigration, inclusivity and 

sustainability in the creative industry.  

 

The research group manages to combine state-of-the-art research projects with development, 

innovation and engineering. The ambitious blend of topics, approaches, theoretical and practical 

research, development, and innovation is commendable. The panel compliments the research 

group on the management of the research profile with such diverse and broadening partnerships 

in many different and international sectors. Therewith, the research group has a good eye for 

ethical issues and societal impact. The mix of research and education, the practical approach 

within the Cradle Lab, and the blend of serious and entertainment research is unique on a 

national and international scale/level.  

 

Research programme  

The research programme is organised under three R&D lines, each under the supervision of one 

of the professors:  

-  Serious Games (SG), Prof Mayer. Focus on playful organisations and Learning Systems, 

the use and evaluation of interactive simulations, serious games and Digital Twins, Mixed 

and Augmented Reality for policy analysis, organisation and management;  

-  Entertainment Games (EG), Prof Haggis-Burridge. Focus on the content, creation and 

cultural context of the artistic and commercial video game industry; 

-  Digital Media Concepts (DMC), Prof van Gisbergen. Focus on Immersive Media Strategies 

(VR, AR, XR) and a wide range of activities related to the innovative use of (digital) media 

technologies for designing and measuring experiences. 

The three research lines have distinctive and complementary profiles in terms of the challenges, 

research topics, research methods and partnerships.  

 

The research projects are organised into six key topics:  

1.  SG - Digital Twins, featuring the Maritime Spatial Planning Challenge and Urban Digital 

Twins;  

2.   SG - Serious and Simulation Games, focus on the development of serious and simulation 

games to contribute to stakeholders’ and students’ understanding of complex systems, e.g. 

sustainable tourism Scithos game, the Zero hunger lab and Hydrogen Supply Chain game;  

3.   EG - Virtual Humans, using photogrammetry data and volumetric capturing in the 

development of 3D characters, for training topics in health, journalism, politics and broad 

prosperity;  
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4.   EG - Content Creation of Games and Media, with topics in Virtual Productions, AR, VR and 

XR, with the use of the first on campus LED VP Wall in mainland Europe; 

5.   DMC - Virtual Training and Therapy, e.g. the Recovery project with the use of VR and AR 

in alcohol addiction treatment, BHVR+ for VR training to reduce industrial accidents of 

VIRGIN  tool for the training of journalists;  

6.   DMC - Creative and Games Industries, studies the creative and game industry and its 

impact on society, e.g. game cultures (Gamehearts) and Long Run Gaming Start Up. 

 

These key topics work together well in the overall R&D theme, Digital Realities (DR), which 

directs internal collaboration and external partnerships. During 2018-2023 more consortiums 

were formed with an increase of research projects, and a broader range of topics. This caused 

the challenge to maintain cohesion and synergy in the growing portfolio of projects.  

 

From the documentation and from the interesting discussions during the audit visit, the panel 

concludes that there is good cooperation among the professorships/research lines to align 

research opportunities to the central theme and key topics. This gives good focus and balance 

with the current capacity. The research profile and research key topics are clearly supported by 

internal and external stakeholders, as proven in research project evaluations.  

 

Research indicators and periodical survey in year plans 

The objectives and research indicators are defined and evaluated in three formats:  

a.  the SIA SPRONG programme, with a focus on the R&D programme’s organisation and 

quality management including support and management information systems. This is 

incorporated in the R&D@AGM Strategic Plan and the objectives of the monitoring 

framework; 

b.  the yearly BUAS Management Reporting based on the BKO standards, including KPI’s for 

funding, number of project proposals/projects, publications, exposure/dissemination, 

outcome, partner satisfaction, impact on education, HRM and R&D infrastructure. Most 

KPI’s are registered in the PURE and financial information management systems; 

c.  the individual reporting methods of the funding programmes such as NWO, Erasmus+ and 

Horizon Europe, with KPI’s, milestones, deliverables, risk assessments and mitigation 

measures. These are overseen by project and programmes managers. Many projects are 

regularly monitored and audited after finalisation. 

 

In extensive appendices, R&D@AGM has provided evidence for its output and impact and the 

results per KPI within the three formats. The panel finds the results impressive. For further 

development, the panel finds that improvement is possible by setting overall KPIs for the research 

group as a whole. With targets being set, more clearly, monitoring can address the successes 

and possible set-backs more directly than those currently presented. From the discussions during 

the audit day, the panel is under the impression that the professors and project/programme 

managers keep a good track of progress using daily contacts and regular weekly and monthly 

project/team meetings. But, for the panel it is not completely clear if and how exactly the goals 

and targets are met for the research group as a whole.  
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Conclusion 

The panel finds that R&D@AGM has clearly progressed since the previous audit in 2018. The 

vision and mission still have the same fundamentals, but they have been specified more clearly 

and spread out along the central research lines and key topics. The panel finds that the research 

lines have matured and are moving in a rising trajectory, with room for further expansion. 

R&D@AGM has an extremely relevant, ambitious, unique, and distinctive profile. 

The alignment to the BUAS R&D policy and central theme of Digital Realities is evident, with 

room for further cross-cutting activities on other themes. This keeps the organisation agile and 

alert with a view to the incorporation of new topics and technologies in the fast-changing field of 

digital realities.  

AGM is known and renowned for its research and considered by the panel as unique in its profile, 

research programme, and meaningfulness within education, the professional field, and its 

academic networks (see standard 2). The research group is a front-runner in its field of expertise 

and within the sector of universities of applied sciences.  

The research group is operating on a regional, national, and international level with strong 

recognition and support from all partners. Cradle and the other research labs are a key feature. 

The organisations outstanding reputation enables further expansion in the future. The key 

challenge lies in making further expansion with confidence, in a strategic way for R&D@AGM 

based on the strengths that are clearly present. 

Key performance indicators are clearly specified for the planning and monitoring of projects. The 

panel finds that the output and the positive, often impressive results, could still be presented 

better with a clearer reference to those goals and targets. More specific indicators for the 

research group as a whole are possible. All the data is available. It requires a more strategic 

approach, to communication design, in order for dissemination and visibility to be clear and fully 

explicit. In that way the unique performance of R&D@AGM can be showcased and spotlighted 

across multiple, appropriate channels. 

The panel finds that the attention for dissemination and the investments in PR and marketing of 

the unique profile and research approach are stronger than before. Although BUAS and AGM 

have had difficulties in filling management positions and getting continuity among support staff, 

R&D@AGM has been successful in broadening its scope, strengthening its research profile and 

the necessary consortia and networks with research partners inside and outside BUAS. The 

panel finds this impressive and commendable. Especially since this is done in a time frame that 

was also disrupted and impacted by the Corona pandemic and the relocations within BUAS. 

Based on the considerations mentioned above, the assessment panel assesses standard 1 as  

Excellent. 
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Standard 2 

 

The research unit makes transparent what its contribution is to the development of professional 

practice and society at large, of education, and of the research domain. 

 

In general 

The panel had access to the complete list of active research projects from the audit period 2018-

2023, including all academic and public appearances, publications, and products such as video 

demonstrations for the industry and general audience. They also examined academic exchanges 

of staff members, the number, size, and budgets of national and EU consortia, student 

internships, supervision of master theses, PhD/PD positions, and contributions to educational 

programs. During the audit visit, and via digital links embedded in the information dossier, the 

panel accessed numerous project sites and demonstrations of outputs 

 

R&D@AGM tracks its output, dissemination, and impact activities using the PURE research 

information system. Between 2018 and 2023, it collaborated with 229 unique partners: 40% 

based in the Netherlands, 30% in Europe, and 5% outside Europe. 

 

R&D@AGM applies four principles to its research projects: 1. Precompetitive (Innovative); 2. Not-

for-profit; 3. Community-based (including education); 4. Open source. The research group uses a 

set of seven KPIs for its contribution to society, industry, education and the research domain: 

-  Alignment with societal and industry RDI agendas; 

-  RDI funding - quality, coherence, level of a strong portfolio of externally funded projects; 

-  RDI consortia and partnerships of a higher quality and in a longer-term relationship; 

-  Co-design, user involvement of stakeholders; 

-  Academic output and professional output, quantity and quality; 

-  Dissemination, communication and institutionalisation, including satisfaction of partners and 

clients; 

-  Learning and change, use and useability of knowledge and innovation. 

Besides that, the performance is also monitored along the lines of the BKO standards and quality 

indicators. Output, impact and performance are registered in the R&D Management Information 

Systems (MIS) and the PURE registration system.  

 

The panel has reviewed extensive data and numerous examples of successful and high-quality 

research projects. AGM's strong engagement with transdisciplinary communities and various 

pathways to impact, including organising conferences and talks, attracts a wide audience and 

enhances the lab's visibility. The lab's excellent facilities draw visitors and support impactful 

research activities. The XR-stage is unique. Also, the expansion of the MSP Challenge simulation 

platform is impressive. Professors and team members actively engage in industrial collaborations 

and keynote presentations, ensuring the relevance of the research program. Research at AGM 

also informs education at BUas, exemplified by examples of how research translates into 

practical applications, such as the development of a face-scanning pipeline used in student 

projects and professional industry settings. 

 

Contribution to the professional practice and society at large 

The panel finds that R&D@AGM is very successful in obtaining EU and general funding for 

regional development and/or transboundary regional collaboration. There is excellent alignment 
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with the EU Research and Innovation agendas. The research group has become more successful 

in the alignment with the Dutch Research Agenda and the attainment of NWA research projects 

with research partners.  

 

With a focus on games and immersive media, R&D@AGM aligns well with several Top Sectors 

and Knowledge and Innovation Agendas (KIA) in the Netherlands. The research group has strong 

connections and impact in the creative industries, exemplified by the VR experience ‘The 

Imaginary Friend’. Additionally, they have significant influence in the information technology and 

water and maritime sectors, demonstrated through projects like the MSP Challenge, which offers 

immersive visualisation of the North Sea, and the use of digital twins and serious gaming in 

offshore renewable design. 

 

R&D@AGM is also highly active and impactful in the Brabant region, where it has strong 

partnerships with knowledge institutes, public organisations and companies. In Mindlabs research 

is done on the use of AI, robotics, serious games, virtual humans and immersive technologies for 

different socio-economic challenges. The partnership with Mindlabs resulted in R&D grants such 

as SPRONG DIGIREAL and the REGIODEAL Midden Brabant on Virtual Humans. Mindlabs has 

contributed to the building of consortia between academic institutions, industry/business and 

public-societal organisations.  

 

Another example of such partnerships is the cooperation with the municipality of Breda to use 

applied technology to enhance the visibility of Breda for companies and to strengthen the existing 

network. The Breda Game City was very beneficial. This has raised the awareness of the 

importance of the games industry to the regional economy. 

 

The panel understands that the societal impact of the research done has gained importance, and 

the number of academic publications and journal impact ratings are no longer the main indicator 

for impact. Around 60 digital products have been published and the R&D team members are 

regularly invited to give keynotes or other talks to an expert, industry, sector, or general audience. 

R&D@AGM organised and hosted four academic and professional conferences, as well as 

hundreds of seminars and workshops. These events are well attended by professionals and 

experts from industry and knowledge institutes and by policy makers at a global, national and 

regional level, e.g. the Virtual Production Gathering, Everything Procedural Conference and the 

Marine and Urban Development conference.  

 

R&D@AGM has clearly shown the panel its connections with and impact on the media and 

gaming industries. BUas’s video game development programs are highly regarded. The research 

group also offers advice, services and support to public, private and societal organisations by 

means of contract-projects. These projects account for ten percent of the annual R&D funding.  

 

R&D@AGM regularly organises online lunch meetings on specific topics such as Virtual Humans 

and AI. These are attended by scientists and representatives from knowledge institutes, industry, 

NGO’s and politics. Experts from the R&D team are regularly invited to give keynotes and talks to 

larger scientific, professional and public audiences and organise demonstrations and other 

dissemination activities. The number of keynotes and talks has risen sharply in the last three 

years. 
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The panel is impressed with the number of projects that R&D@AGM has participated in during 

the previous years and with the impact achieved at international, national, regional, local and 

BUas levels with the professional industry and societal sectors. These activities are accounted for 

in the PURE-registration system. The significance of the research is clearly highlighted in the 

visuals and representations in the self-evaluation report. The importance of the research is 

strongly acknowledged in the demonstrations the panel attended and within the meetings the 

panel held with the professors, the (lecturer-) researchers and representative external 

stakeholders. 

 

The panel compliments R&D@AGM on its research portfolio, network and partnerships within the 

industry and within society at large. The research group is well known and highly regarded for its 

work and impact (quality and quantity). The fact that many partners stay connected and 

participate again in subsequent research projects is a clear sign of the added value of the output 

and impact of R&D@AGM’s research. Societal partners are always involved during the entire 

project lifespan, from demand articulation, co-design, use-cases, field labs, and engagement 

sessions to dissemination, outreach, and evaluation.  

 

It is clear to the panel that the research is rooted in the professional practice and aligns with 

research topics and questions from the professional practice, which supports the application of 

the outcome in the professional practice. The research group has a focus on the development of 

the engineering, design, production and application of game and media innovations that can drive 

societal and industry change. 

 

Contribution to education and professionalisation of teaching staff 

The panel finds that R&D@AGM has strong connections with and an impact on educational 

programmes and activities within and outside BUas, especially in the BUas’s Master 

programmes. Over seventy percent of R&D staff is active in teaching activities. This involvement 

takes place at different levels:  

1.  Education: teaching, mentoring and supervision; 

2.  Network: industry and societal connections; 

3.  Content: curriculum, content and didactics; 

4.  Development: labs, facilities and support activities. 

A comprehensive vision delineating the involvement of the R&D group in educational endeavours 

across these four distinct levels has been articulated. This vision has been fortified by the 

appointment of an R&D Educational Coordinator in 2023, tasked with fostering and enhancing 

educational initiatives within the group. 

 

This is clearly shown in the linkage of R&D@AGM to BUas educational programmes, in particular 

MSc programmes, minors and executive education: 

-  the SG line connects to the MSc in Game Technologies (MGT). 

-  the EG line connects with the MSc Game Technologies (MGT), the BSc in Creative 

Business (CB), the BSc Creative and Media Game Technologies (CMGT) and a minor in 

Sustainability, Social Responsibility and Professional Identity (SSRPI). 

-  the DMC line connects to the MSc in Media Innovation (MMI), and the BSc in Creative 

Business (CB) and the minor e-sports. And education in the domains of leisure and events 

an in executive education with partner industries. 
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All research lines also have connections to other R&D and education programmes in other BUas 

academies, for example within the four university cross-cutting R&D themes.  

 

At least 17 R&D@AGM staff members (7 fte) are involved in education, especially in the MSc 

programmes. In the audit period 2018-2023, the staff held 100+ guest lectures, demonstrations, 

and masterclasses and guided 30+ internships in Creative Business and Creative Media and 

Game Technology areas, and 36 students have worked as interns or graduates in Cradle. 130 

MSc theses were supervised: 63 MGT en 61 MMI. 13 PhDs, PD and postdocs trajectories were 

guided and supervised. Students and alumni were co-author in 18 publications and 500+ 

students participated in game-based learning activities. R&D@AGM staff members are also 

active as external examiners for students’ graduation projects. Furthermore, educational services 

are provided to partner universities around the globe. Cross-cutting themes are addressed in the 

BUas Research and Graduate School and in the wider BUas R&D programme in cooperation with 

other academies.  

Professors and senior researchers are actively involved in the development of curricula and 

course content, and grading rubrics in the Master of Media Innovation, the Bachelor of Creative 

Business and the Master of Game Technology.  

 

These activities also contribute to the professionalisation of the teaching staff within the BSc and 

MSc programmes. Network partners are brought in for guest lectures, and skills such as critical 

thinking, academic writing and ethics training are addressed. There is a professionalisation plan 

for developing lecturers into lecturer-researchers.  

 

In near future, there are plans to connect the BSc programme in Applied Data and AI (started by 

AGM in September 2022, now 200 students) to new starting professorships in Applied AI and 

Game and Media Technology (GMT). In 2023, a R&D educational coordinator was appointed in 

2023 for the alignment with the master and bachelor programmes. R&D@AGM is actively 

involved in the AGM and BUas open days, student recruitment days, educational days, and 

student learning communities. Hundreds of students at BUas and universities worldwide have 

participated in game-based learning sessions, notably with the in-house developed MSP 

Challenge, the Scithos game, and the Zero Hunger game. 

 

R&D@AGM staff members are interconnected across professional networks and education by 

means of their membership and input in AGM industry boards. In these boards the content of 

education programmes is aligned and incorporated to the demands of, and developments in the 

R&D network. 

 

The Cradle team offers state-of-the-art facilities to teachers, students and industry partners, such 

as VR/AR glasses, in-game metrics systems, motion capture systems, biometric observation 

hardware and virtual production equipment. VIBE face-scanning is used in the Bachelor Creative 

Media and Game Technology. The Virtual Production Studio and the XR-stage are often used by 

Creative Business bachelor students.  

 

Contribution to the research domain 

The R&D programme and portfolio operate with a transdisciplinary approach at the cross-section 

of various scientific disciplines, such as computer science, creative design, social and cultural 

studies and philosophy and ethics. The research and output contribute to and is highly valued by 
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different sectors such as culture media studies, game and entertainment industry, medical and 

life sciences, sustainability studies, tourism or urban planning. The research outcomes contribute 

to the body of knowledge in the different disciplines and sectors and helps in the further 

development of R&D agendas. Furthermore, better methods and techniques are developed and 

scientific foundations are provided for methodological innovations, including testing, validation 

and evaluation methods of games, media and AR/VR.  

 

Between 2018 and 2023, over 40 peer-reviewed journal articles, 30 papers in peer-reviewed 

conference proceedings, and more than 50 edited books and book chapters were published. 

These publications showcase technological and methodological innovations and their 

applications. The number of outputs varies with the research project cycles, with only one in 2023 

but 5-11 per year in previous years. More academic output is expected in the upcoming years 

due to long-term projects and current PhD and PD trajectories. The same applies to the 

objectives and key indicators used to monitor the output and effectiveness of the overall research 

portfolio. 

 

R&D@AGM has a strong network of academic partnerships with other national and international 

universities and knowledge and research institutions from e.g. Denmark, the UK, Sweden, 

Finland, Germany, Australia, China, and Indonesia. Professors and senior researchers are invited 

around the world to visit other universities and knowledge institutes. R&D@AGM annually 

receives national and international exchange visitors from academic and industry colleagues. 

This is trackable in the internationalisation database.  

 

R&D@AGM also invests in PhD (3 part-time, in total 1 fte) and PD (supervision of 4 Professional 

Doctorate-students in 2 PD programmes) positions for its staff members. Since 2020 there are 

two endowed professorships at Tilburg University in the School of Social and Behavioural 

Sciences that supervise the PhD-candidates together with one of the R&D@AGM professors. 

R&D@AGM has the lead in the Arts and Creative Professional Doctorate. Two candidates have 

started in 2024 on game design and narrative elements. In addition, a postdoctoral programme is 

being set-up with Brazilian universities resulting in exchange visits and prolonged stays of five 

Postdocs at BUAS. Professors and senior researchers were members of four external PhD 

committees. 

 

The panel is impressed with the output and contribution of R&D@AGM to the academic domain. 

The research group is well-known and highly valued by academic partners for its contributions.  

The panel sees that whilst that there is a good balance with contributions to books, conferences 

etc. there is also a challenge to increasing that output going forward that needs addressing. 

 

The panel understands that the research group aims to publish one or two articles and 

conference proceedings papers per key topic. The lead time of an academic journal publication 

does not always match with the rapid pace of the technological developments and innovations. 

Therefore, it seems logical to the panel that R&D@AGM’s focus lies more on academic 

conferences and industry-facing publications. The panel concludes that R&D@AGM is a front 

runner in the research domain and on the research methods in its domain, with a clear 

impact on the partners in a wide range of sectors.  

Findings derived from ongoing projects indicate a tangible contribution to knowledge 

expansion within the designated research domain. Recognising the practical nature of its 
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impact, the R&D@AGM group acknowledges a greater emphasis on applied knowledge 

rather than purely academic pursuits. 

 

 

Conclusion 

The panel regards that the contributions of the research of R&D@AGM to industry and society as 

abundant, strong and well demonstrated. The research group has taken a leading position in the 

hosting and organisation of research and professional conferences, for local, regional an 

international audiences. In this particular area R&D@AGM has clearly taken positive steps up the 

ladder, as was advised during the previous audit in 2018. The research group has invested in the 

connections with researchers from academia/industry/government, resulting in a vast network 

that offers a platform to discuss and debate new content and possibilities to expand and excel 

even more. According to the panel alignment with and the contributions to industry and society 

are clearly demonstrated and can be rated as excellent. There is a clear focus on the industry 

and a strong effort to create societal impact. Issues such as societal impact are often 

covered/addressed in funding calls and proposals via demand articulation of impact plans.  

The research group offers great opportunities for (lecturer-)researchers and students from 

bachelor, master, PD and PhD level to interact and participate in research activities. This is not 

limited to AGM. Many students and lecturers from other BUAS academies and from other 

universities both national and international participate within R&D@AGM. The relationship with 

education is really excellent for the master students and students in the graduation phases and 

can be further improved in the curricula at bachelor level. The panel also sees many good 

examples where the outcome of research projects is included in educational programmes. The 

panel thinks that this can be set up more structurally with more direct involvement of the 

professors and researchers in the development of the curricula, curriculum processes and 

decision-making phases of the educational programmes. 

The panel considers the research group to be a front runner on the R&D@AGM research domain 

and the research methods used. The research group has a real impact in the knowledge domain. 

Yet, there is a challenge in the output of academic journal publications. But the panel sees the 

opportunities that lie ahead with the upcoming PhD and PD trajectories. Overall, the panel sees a 

good balance between contributions to books and conference papers, which also contributes to 

the academic research domain.  

All elements considered; the panel judges this standard as excellent. The research output is a 

front runner in the research domain and on the research methods, and they demonstrate 

excellent output and impact that fit in with the profile of the research group and BUAS.  

Challenges lie in the academic journal publications and in finding new ways for further 

dissemination of the impact. The excellent and valuable research done can be made more visible 

for R&D@AGM, for example a prospectus that is usable for professionals and policy makers. 

 

Based on the considerations mentioned above, the assessment panel assesses standard 2 as  

Excellent. 
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Standard 3 

 
The research unit’s research complies with the standards applicable in the field with regard to 

conducting research. 

 

In general 

As mentioned already in Standard 2, the panel has had a broad insight into the overall Pure 

system, where all research projects are registered and monitored. This gave a broad overview of 

the total portfolio, research methodologies, project guidelines, and output. Together with more 

specific websites, project descriptions and presentations and from the discussions held during the 

audit visit, the panel received a good insight into the amount and the quality of the research 

activities.  

 

Quality of research 

The panel is impressed by the quality of the research, from the proposal phase to execution and 

dissemination. The panel experienced that there is direct attention for ethical, societal issues and 

security of data and privacy issues. This complies with the Dutch Code of Conduct for Scientific 

Integrity. Lecturer-researchers and students are also made aware of guidelines regarding these 

issues during instructions and regular project meetings. Project and research processes are 

described clearly. 

 

Within the research group, a broad range of methodologies and techniques are applied: 

Creative design methodologies, design and engineering research, use and usability testing, the 

use of psychometrics, study of social psychology and group dynamics, observational 

methodology, experimental design, mixed methods methodologies, intervention methodology and 

action design and methods for organisation, network and innovation studies. The panel finds the 

professors and senior researchers to be front runners in their fields of research and in the 

methodologies used. The research methodologies comply with the standards in the research 

fields and often contribute to innovation of R&D methodologies, e.g. the use of AI or biometric 

observations. The quality of the research is acknowledged by research partners and external 

reviewers, who seek the cooperation with the R&D@AGM and often return as long-term research 

partners.  

 

BUas endorses the importance of Open Access publication which is supported by the PURE 

Research Information System. The emphasis on open access publications is supported by a 

dedicated fund which reflects a proactive approach towards knowledge dissemination. The 

guiding principle is that data should be as open as possible and as closed as necessary. When 

data cannot be shared, this will be described in the data management plan with each project. A 

secured sharepoint and research drive are available for safe data storage. This is supported by 

the ICT and the legal departments at BUas. 

 

Internal quality assurance 

The quality of the research is monitored at several levels, primarily led by professors and senior 

researchers. They evaluate all incoming research proposals, considering relevance, selection and 

evaluation criteria, research methodology, societal consequences, ethical factors, and the 

consortium involved. They also assess the potential benefits of the research and outcomes for 
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the education programmes. The panel concludes that professors and researchers possess 

excellent experience and can ensure the high quality of the research delivered. 

 

The professors and programme/project managers monitor and assure the research quality as to 

methodology, alignment with the Dutch Code of Conduct for Scientific Integrity, the interaction 

with education, quality of the deliverables etc. Within the project teams, weekly stand-ups are 

held where progress and approaches are discussed in sprint meetings. The panel understands 

from the interviews during the audits that these meetings have a high self-critical nature, where all 

research projects are compared to the research requirements. Once a month, the entire 

R&D@AGM team meets to discuss featured work like completed projects, outcomes, publications 

or significant milestones. Once or twice a year the entire R&D groups have a meeting to present 

recent research and publications and to discuss R&D strategic plans. 

 

Within BUAS the experience, capacity and support systems for research are centralised with the 

formation of a central unit with project support officers (PPC). These officers keep track of the 

project portfolio, the research capacity and -progress, depletion of budgets, financial reporting’s, 

and servicing the contacts with the other departments. These processes and oversight are a 

major step forward in project management and quality assurance. 

 

BUas has installed a Research Ethics Review Board (RERB) in 2021. This board screens all 

projects and research activities where BUas researchers are in the lead regarding compliance 

with the Dutch Code of Conduct for Research Integrity. Attention is paid to the safety and ethical 

rights of research participants, non-participants, animals, the environment, public or private 

property, the researchers themselves and the reputation and property of BUas. All five BUas 

academies are represented in the RERB. The ethics assessment is embedded in the research 

support protocol, together with a GDPR check, a check regarding secure data management. 

 

External quality assurance 

External partners and the protocols of subsidy providers play a major role in the external quality 

assurance. External partners provide a very strong network that gives regular input and feedback 

on the research quality and processes. Numerous quality checks are embedded in proposal 

guidelines and templates, articulating criteria for the relevance, objectives, methodologies, 

procedures, risks and ethics with research projects. In national and EU trajectories these 

proposals are screened by external reviewers. And in the set-up of proposals, the quality 

assurance is tuned with other research partners. External partners also act as critical friends, 

especially when cooperation is recurring. 

 

The panel finds that R&D@AGM has followed up on the advice from the previous audit to 

strengthen the attention for quality assurance and criteria from the starting point. This is 

structurally embedded in the start and set-up of the research projects. From the discussions held, 

the panel concluded that research participants refer to the research proposals as a clear starting 

point and reference for measuring progress and successes. 

 

All research projects are periodically monitored and evaluated, during the research process and 

after completion. The criteria to be met are described in the project plans and guidelines. For 

example, each NWO proposal comes with a detailed project plan that is part of the review 
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process and contains directed criteria on input, throughput and output. Criteria are intertwined 

with the seven KPIs (mentioned in standard 2). 

 

BUas is a participant in the National Digital Competence Centre for Applied Research, where 

experience is combined from twenty higher education institutions with regard to Open Science, 

FAIR data, data stewardship, and data-intensive research. This offers good references and a 

platform to discuss open science and data issues. 

 

Conclusion 

The panel finds that R&D@AGM has an excellent focus on research quality and is particularly 

impressed with the integration and assurance of ethics by the ethics board, a strong feature 

highlighted in all discussions. It is notable that quality and ethics are key principles for all research 

participants, from students to professors and external partners. There is significant attention and 

dedicated funding for an open access approach. Internal quality control measures are robust, with 

weekly and monthly meetings involving all research participants. External criteria from funders 

play an important role in external quality assurance and are aligned with internal KPIs. The panel 

is impressed with how R&D@AGM combines information from informal connections with formal 

quality control through the evaluation of subsidised projects. 

 

The panel finds that the mixture of informal and formal connections and input will be a good way 

of moving forward. This came across very strongly in the internal and external communications. 

And it clearly offers openings to new research opportunities with new partners across different 

areas, domains and departments. 

 

For the future, the panel deems that there does lie a challenge with the further growth of the 

research group which calls for further strategic streamlining, structuring and formalisation. The 

panel encourages R&D@AGM to clearly set out its own future path that enables a strong balance 

between formal and informal connections to direct and assure the research quality. 

 

Based on the considerations mentioned above the assessment panel assesses standard 3 as 

Excellent. 
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Standard 4 

 

The way in which the unit is organised, the deployment of people and resources, and the 

internal and external partnerships, networks and relationships, make it possible to achieve the 

research profile. 

 

Organisation of R&D@AGM 

The positioning of the R&D@AGM group has changed since 2023. Before 2023, R&D groups 

were positioned decentral to BUas academies. The professors operated under the line 

management of the Academy Director. In 2023, the leadership and coordination of all BUas’s 

R&D have been placed under a Research and Graduate School (RGS). It has replaced the 

former coordination structure of the BUas Research Committee.  

 

Academies retain autonomy, but the RGS is planned to develop smoother cooperation and 

increased visibility of cross-cutting opportunities across the five BUas academies. This 

reorganisation is supported with centralisation of management and support structures.  

The professorships, researchers, and R&D facilities still mainly operate within the Academy for 

AI, Games, and Media. Each professor leads a research team in their research line. During the 

previous period, partly due to the COVID-19 pandemic, R&D@AGM faced significant challenges, 

including two relocations and numerous vacancies in key positions: AGM Director, staff 

departments, senior policy advisor RDI, and R&D grant advisor. The position of AGM Director has 

been filled at the interim basis from August 2023. Continuity was achieved by structuring the 

leadership under three complementary professorships, with shared responsibilities and 

overlapping interests.  

 

One of the professors participates in the two-weekly RGS board meetings, where discussions are 

held on possibilities for cross-cutting research projects, funding, seminars and conferences. RGS 

is also the platform for discussions regarding the opening of PhD, Post doctoral and Professional 

Doctorates, the professionalisation of the R&D support organisation and RGS acts as an advisory 

body for academy and university management on R&D strategies. 

 

The panel sees a progression from the previous audit with a more centralised approach towards 

the organisation of R&D groups. In practice the three AGM professors are still in the lead, due to 

the vacancies that existed at management level until recently. While the current organisational 

structure is functional, it places additional administrative burdens on the professors. The panel 

recommends enhancing the new RGS organisation to provide professors with more dedicated 

research time and focus. This enhancement would facilitate reaching higher levels of 

achievement and expand opportunities for transversal research. The newly started Research 

Management Information System is a good step in this direction.  

 

The professors are the line managers for the R&D staff. Lab directors and programme managers 

handle capacity planning and project management with the PPC department. And they hold 

annual performance interviews with mid-level and junior R&D staff, in the presence of seniors or 

professors if required. In regular bilateral meetings, professors align with the Academy Director 

on managerial issues and R&D strategy. 
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Project management has improved since the previous audit. All R&D@AGM projects are 

assigned to project leaders. The larger, more complex projects are directly assigned to senior 

researchers. Key topic areas are assigned to programme managers. The Cradle Lab Director is 

the coordinator of all development and innovation projects. Project managers have high 

autonomy but are required to report on progress and resource usage during annual and quarterly 

planning, comparing actual outcomes to the set targets. 

 

People and resources 

The panel has reviewed the financial overviews of R&D@AGM's funding from the audit period 

2018-2023. In 2022 and 2023, the net value of external R&D funding reached €1 million annually. 

The panel concludes that the funding is sufficient to achieve the ambitions and goals. BUas offers 

a strong basis for research with 10 percent first stream funding. The overall funding has 

increased by 70 percent. The research group has been relatively successful in attaining 2nd 

stream funding. The growth in 3rd stream funding is impressive. This has doubled in the period 

2018-2021 and after a slight dip in 2022 (possibly after the pandemic effect) the funding almost 

tripled when comparing 2023 to 2021. This is a clear indication that R&D@AGM is very 

successful in obtaining external funding. The research group states that 70-80 percent of funding 

comes from external funding, a clear proof that most research projects are demand driven, in 

collaboration with partners in consortia. The co-funding by BUas of R&D@AGM is on average 20-

25 percent of the external (2nd and 3rd) funding for coverage of central supporting services. These 

are investment costs that fluctuate with the projects granted per year.  

 

Overall, the panel is of the opinion that there is a sound financial basis for future years. This 

complies with the multiannual forecast for future acquisitions that the research group presented. 

For the future, the panel advises R&D@AGM to be consistent in their view on growth, specifically 

regarding a more advanced approach to funded projects. The research group might consider 

upscaling to bigger projects, in cooperation with consortia of partners. 

 

Between 2018 and 2023, the number of staff increased from 13 fte to 18 fte; within 2023 3 fte 

professors, 2 fte senior researchers, 11 fte midlevel researchers, and 2 fte junior R&D. The team 

is quite stable in its composition. Over the years the number of mid-level and junior researchers 

has increased, whereas the number of senior-researchers has declined. For the years ahead, 

with a growing R&D portfolio, a shortage in capacity in all functions is expected.  

The panel noticed during the audit that management pays good attention to the personal and 

professional well-being of personnel, including gender, integrity, safety, and discrimination issues. 

The communication lines and contacts within the team are short and helpful in problem-solving 

and the provision of support.  

 

R&D@AGM is successful in binding talented students, researchers and developers by offering 

permanent contracts. This has helped to build a stable research group. Furthermore, there are 

good career and mobility perspectives within BUas, which also supports the transversal research 

with other Academies. Staff members are successful in career steps in other academies of BUas 

or pursue further MSc of PhD studies. R&D@AGM still experiences challenges to fit its personnel 

structure to the ‘function house’ of a university of applied science, which is set-up to fit 

educational activities. The panel concludes that the research group is able to realise its research 

and education ambitions. Realising a sufficient focus/mass rate will remain a challenge in the 

upcoming years. 
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The panel sees good student participation in the research projects: 30 students in Cradle 

placements, more than 160 student theses, 18 student co-authoring, more than 500 students 

taking part in game-based learning sessions, 150 students participating in summer schools, 3 

personnel members in PhD positions and 4 student awards. The very first Professional Doctorate 

starts in 2024. The panel finds student participation impressive, both directly through placements 

and graduation theses, and indirectly through educational activities. This reaches far beyond the 

scopes of the AGM department. 

 

Facilities 

On the basis of a tour around the campus facilities and the demonstrations of their usage, the 

panel judges the R&D facilities as excellent. Cradle is the internal Development group at 

R&D@AGM that works on the design, engineering, and production of the next generation of 

digital realities. Cradle staff play an important role in nearly all R&D projects and running 

experiments in the Experience Lab. In this assessment period, Cradle initiated and coordinated 

several labs and studios for education and R&D, including the Extended Reality (XR) stage, the 

photogrammetry studio, and the VICON motion capturing facility. It also houses equipment for 

psychophysiological and neuroscience techniques. Researchers, students, and industry partners 

collaborate in the development of innovative scientific methods for measuring experiences. 

 

The research group makes good use of the state-of-the-art Motion capture studio, the 

photogrammetry studio, the Extended Reality lab, and the Extended Reality stage with a giant 

LED screen. 

 

Partnerships, networks and relationships 

The panel compliments R&D@AGM on its engagement with the professional practice and the 

way it levelled up in terms of consortia, partners, and clients. As already described in standard 2, 

the research group is very successful in the connection to and cooperation with professional 

partners and consortia of partners from the level of developers and researchers up to the level of 

local and national government. It connects to:

 
 

Alongside industry partners, R&D@AGM is now well-recognised by top level universities and 

knowledge institutes worldwide, with connections to nearly all Dutch and many European 

universities, top knowledge institutes (e.g. TNO, Deltares, Marin, CNR in Italy, Frauhofer in 

Germany), innovation systems (e.g. Mindlabs, Virtual and Augmented Reality Industrial 

Coalition). The research projects have global impact reaching Asia, the Caribbean, Scandinavia, 

the Mediterranean, South America, Africa and more, e.g. the Maritime Spatial Planning Challenge 

simulation platform and the DIGISHAPE consortium, a national alliance on data and AI for the 

Dutch water sector. 

 

The panel recommends further exploration of the possibilities of forming larger consortia and 

longer-term relations in order to become even more sustainable in the research projects portfolio. 

The panel is confident that R&D@AGM can upscale and is ready for bigger projects in 

cooperation with consortia of partners. From the evidence provided the panel believes this will 

bring the research group into the premier level in gaining high end grants and that this will also 
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further strengthen the innovative connection to education. This development will require 

supporting manpower to enable the scaling up of successful impact aiming at qualitative growth.  

 

Conclusion 

Based on the considerations mentioned above the assessment panel assesses standard 4 as 

Excellent.  

 

The panel acknowledges the progression from the previous audit in the number, the scale, and 

the scope of the research projects. The research group has been extremely successful with its 

grant applications resulting in a rich and vigorous portfolio. Resulting in a strong R&D 

infrastructure with a powerful national and international collaborations network. 

 

The organisational structure has worked up to now, with the professors taking up managerial 

tasks. But as the organisation and the research areas progress further, this structure will need re-

designing to address the limitations currently affecting HRM aspects, including talent recruitment, 

capacity building, budgeting, employee satisfaction, mobility, career paths. 

 

The panel advises BUas to review the structure for a new era, include lightening the 

administrative tasks for the professors. As the R&D group undergoes rapid expansion, it is 

imperative to strategize and manage this growth to ensure sustainability, particularly with the 

acceptance and completion of new large-scale projects. A serious consideration should be given 

to whether the way forward is through quantitative growth or qualitative growth or how those 

outcomes might strategically work together? 

 

The panel deems that the research group is ready for a next step, an advanced approach to 

funded projects. That upscaling to bigger projects in cooperation with the consortia of partners is 

possible and will enhance the credibility and sustainability of the research portfolio in the future at 

the highest level. 
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3. Final judgement 
 
Judgements on the standards 
 

The assessment panel has reached the following judgements on the standards: 

 

Standard 

 

Judgements 

Standard 1 Research profile and research programme Excellent 

Standard 2 Impact and contribution to the domains Excellent 

Standard 3 Research quality Excellent 

Standard 4 Preconditions Excellent 

 

The judgements have been evaluated in accordance with the rules as laid down in the Sector 

Protocol for Research Quality Assurance 2023-2028. The conditions are such that there needs to 

be a positive judgement on at least three of the four standards, among which standard 3 is to be 

positive in any case. 

 

The panel compliments the research group with the progress since the previous audit. The panel 

has experienced a spirit of continuous improvement. 

 

After further review the panel agreed that the Buas is an Impressive group with an excellent 

portfolio and profile. With continuing and increased support from BUas, they can scale up and 

further increase BUas reputation internationally, attracting more investments and students. 

 

The challenge for Buas going forward will be that in the period before the next review they must 

maintain and/or exceed the work they have done to get this judgement. 

 

Therefore, along with the triumph of success, the challenge with overall excellence is maintaining 

and improving this. How to be sustainable at this level? How to plan the next phase? How to 

identify what growth is required for further research innovation? And what structures need to be 

put in place for this new era eco system at BUas to be excellent and successful? 

 

 

The standards 1, 2, 3 and 4 are assessed with the judgement ‘excellent’ Overall the assessment 

panel assesses the quality of R&D@AGM from Breda University of Applied Sciences as 

‘Excellent’.  
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4. Recommendations 
 

 

 

The assessment panel has the following recommendations for the research group:  

 

Standard 1 

• Rethink the game and media technology professorship, to ensure no major overlaps. 

Perhaps consider associate professors to further expand existing work and increase 

capacity by building on existing research areas and profile. 

 

Standard 2  

• Increase high impact journal publications building on/exploiting outcomes and findings 

from previous and ongoing research projects. Ensuring relevant audiences are reached. 

 

Standard 4  

• Work on BUas support for increased capacity, providing much needed space for the 

professors and their team to focus on their research and expanding their impact. 
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5. Appendices  
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Appendix 1 Documents studied 

 
The assessment panel had seen and studied the following documents/sources: 

 

General 

-Self-Evaluation Report of the Research Unit: Better futures with Games and Immersive Media 

 

Attachments to the self-evaluation Report 

Annex A, Projects, output and impact 

Annex B, Financial information AGM and BUas 

PURE (management information system) reports with listing of research outputs 

Self-evaluation report previous audit 

Publication list 

 

Information via digital links in the self-evaluation report 

- Information on the organisation's structure and positioning of R&D@AGM 

- Strategy plans BUas, BUas Mission statement. Cross-cutting R&D Topics 

- European Research and Innovation Agenda, Dutch Research Agenda, National Growth Fund, 

Click NL, Topsector Creative Industries 

- The three professorship research programmes and project portfolios 

- Related educational programmes: e.g. BSc Applied Data and AI, Master Game Technology, 

Master Media and Innovation, PD Arts programme, minor eSports 

- Game based learning sessions: Maritime Spatial Planning Challenge, Scithos game, Transform 

game  

- Field labs such as Digishape and Chronosphere 

- Description of many research projects and programmes with NWO, NOW-SIA, SPRONG, NWA, 

Stimulus, Regiodeal and City deal 

- Publications and other forms of output, listing and examples 

- Cradle and Mindlabs information 

- Listings of internal and external partners/consortia and their agendas 

- Quantitative indicators from MARAP (management reports) 

- the online lunch meetings 
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Appendix 2 Programme for the site visit 
 
 

Time Activity 

09:00-09:15 Arrival panel / brief welcome  

09:15-10:00 Internal deliberations, consider documents  

10:00-11:00 Meet the Professors (3) and Cradle director (1), 4 persons 

11:00-11:15 Short break 

11:15-12:00 Demo’s Cradle Lab 

12:00-12:30 Lunch 

12:30-13:15 Meet the management, 5 persons, President and Member of the 

Executive Board, Director AGM, Manager Media/member MT and MT 

member R&D 

13:15-13:30 Short break 

13:30-14:15 Meet the Lecturers and researchers, 5 persons, manager MGT, 

Research Coordinator Media, Cradle Coordinator/Programme 

Manager MSP Challenge, Programme Manager Digireal, PhD 

researcher Cradle Lab and WP Lab. 

14:15-14:30 Short break 

14:30-15:15 Meet the students, six persons involved with research projects, 

MGT graduate/PD, MGT graduate/Cradle, 2 MMI students, student 

Media/Creative Business/intern Virtual Productions 

15:15-15:30 Short break 

15:30-16:15 

online 

External Partners: 4 research partners, national and international, 

universities, professional practice 

16:15-17:15 Panel deliberations, preparing feedback 

17:15-17:45 Feedback results and closing of the day  

All staff present (Grand Café) 
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Appendix 3  Expertise of the panel members and secretary 

 

 
Mrs M.C. Isaaman MA, Founder and co-director, Chrome Yellow, Specialist 
Consultancy Agency, UK an Co-Director and CEO Women in Games UK.  

Mr Dr D.S. Arnab PhD, Lead of Ludic Design, Coventry University, UK and Professor in 
Game Science, PhD Director of Studies, Coventry University, UK 

Mrs Dr B. Harms PhD, Professor UAS Transformational Media, NHL-Stenden 
University Leeuwarden 

Mrs Ir. M. Dekker-Joziasse, auditor NQA 

 


