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FOREWORD 

Dear panel members, 

Dear research partners, 

Dear colleagues, 

ϥt is my pleasure and honor to present the self-evaluation report of the Research 

and Development group at the Academy for Aϥ, Games and Media, Breda 

University of Applied Sciences (BUas). On behalf of the BUas Executive Board, ϥ 

invite you to explore the achievements and contributions of our dedicated 

research team between 2018 to 2023. 

A signiɲcant source of our success lies in our commitment, together with BUas 

education, to fostering, partnerships, in the region, in Europe and globally. 

These collaborations have not only broadened our research horizons but have 

infused our work with diverse perspectives. 

Our research, extending beyond the conɲnes of academia, reɳects a dedication 

to have a marked impact on industry and society. Projects undertaken by 

R&D@AGM transcend traditional boundaries, addressing real-world challenges 

through the lens of entertainment games, serious games, and immersive media. 

The symbiotic relationship between our research and educational initiatives 

enhances the learning experience for our students; ensuring, together with 

lecturers, that students are well-prepared for the dynamic landscape of games 

and media. 

ϥ extend heartfelt gratitude to all R&D partners whose collaboration has been 

instrumental in our success. The dedication and expertise of colleagues, both 

within and outside our institution, have been invaluable in shaping the 

achievements of R&D@AGM. 

While we acknowledge our successes, we approach this evaluation with a spirit 

of continuous improvement. The report outlines our endeavors, underscoring 

the commitment to innovation and excellence that deɲnes R&D@AGM. 

Your insights are invaluable to us as we reɳect on our journey and aspire to 

elevate our contributions further. ϥ appreciate your time and consideration as 

you navigate the narrative of our collective accomplishments. 

Sincerely, 

Wilma Franchimon 

Director Academy for Aϥ, Games and Media 

Breda University of Applied Sciences, The Netherlands  
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MANAGEMENT SUMMARY 

THIS REPORT 

This is the R&D self-evaluation report by the Academy for Aϥ, Games, and Media 

(AGM)1 at Breda University of Applied Sciences (BUas), the Netherlands, covering 

1 January 2018 to 31 December 2023. ϥt is the primary source of information for 

the assessment of the Research and Development (R&D) group at AGM, 

hereafter ɄR&D@AGMɅ. The assessment takes place in the ɲrst half of 2024, with 

an onsite visit of the external evaluation panel on April 4, 2024. 

The report follows the Sector Protocol for Quality Assurance in Research (BKO) 

2023-2028, Vereniging Hogescholen (VH). The R&D@AGM self-evaluation report 

has been compiled by the responsible AGM-professors in close alignment with 

the AGM academy director and approval of the Executive Board (EB) of Breda 

University of Applied Sciences. 

EXTERNAL DEVELOPMENTS 

External events, including a two-year campus renovation and a housing 

relocation immediately followed by the pandemic/lockdown, 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 Ʉ23) proved resilient and 

cohesive. Performance improved on all major indicators, as evidenced in this 

report. 

Given our focus on Games and (ϥmmersive) Media Technology, R&D@AGM ɲnds 

itself at the centre of the broader discussion about the digitalisation of, and for, 

society: the staggering technological developments in games, media and 

immersive technologies are both the causes and solutions for societal problems 

and challenges. They also connect with sustainability and biodiversity loss, and 

societal transitions in the use of energy and water, and they aϜect social justice 

 

1 Until 2021 the Academy was named Academy for Games and Media (AGM). With the 

establishment of the BSc programme Applied Data and Aϥ (ADS&Aϥ), the academy was 

renamed Academy for Aϥ, Games and Media, so that the acronym stays the same. 

and equity. Digitalisation, which includes games and immersive media, is often 

seen as a panacea; however, the governance and application of digital systems 

Ɂ including games, Virtual and Augmented Reality (VR and AR), digital humans, 

digital twins, and immersive media Ɂ are a grand challenge by themselves. 

AMBITION 

The ambition of R&D@AGM is to advance applied knowledge, innovation, and 

practical solutions in games and immersive media. We conduct R&D that 

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

administration, and societal partners, and enhances BUasɅs commitment to 

excellence 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. 

RELEVANCE 

R&D@AGM aligns with the Breda municipalityɅs focus on entertainment and 

serious games, the regional socio-economic agenda on human-centred Aϥ 

(ɄMindlabsɅ) and Broad Prosperity (the ɄRegiodealɅ), the Dutch Research Agenda 

(NWA), Knowledge and ϥnnovation Agendas (KϥA), the Growth Funds, s.a. 

ɄCreative ϥndustries ϥmmersive ϥmpact Coalition (CϥϥϥC) and the EU Horizon 2020, 

Horizon Europe and EU Green Deal frameworks which emphasise sustainability 

transitions, digitalisation, and the impact of the creative and game industries.  

Many grand societal challenges are part of our work, such as the energy 

transition with (oϜshore) wind power and hydrogen, ocean governance and 

marine protection, sand extraction in the North Sea, food and hunger, cancer 

treatment, physical rehabilitation, and exposure therapy, safety and security, 

journalism, refugees and immigration, broad prosperity, and womenɅs obstetric 

health, but also topics such as inclusivity, responsibility, and sustainability in the 
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creative industries, the impact of entertainment games and media on society, 

and more. 

IDENTITY AS AN R&D GROUP 

We believe in the combination of Research and Development. We combine 

scientiɲc and applied research and development (R&D). ϥnnovation is always a 

crucial part of our work, adding the ϥ to the R&D (RDϥ). These terms underline 

that we are up to par with scientiɲc standards and practices.  

We contribute signiɲcantly to higher vocational education at AGM/BUas and 

applied/academic universities in the Netherlands and abroad. R&D@AGM is 

distinct from traditional scientiɲc research universities because we operate as a 

not-for-proɲt knowledge institute with a focus on applied research and 

development. Like engineering or creative design schools, we also focus on 

development; the engineering, design, production and application of game and 

media innovations that can drive societal and industry change alongside 

complementing our educational programmes. Our strength lies in this blend of 

rigour, practice, and ɳexibility.  

STRUCTURE OF THE R&D PROGRAMME 

The R&D@AGM programme at BUas is organized under three R&D lines; the 

professorships: Serious Games (SG, Mayer), Entertainment Games (EG, Haggis-

Burridge), and Digital Media Concepts (DMC, van Gisbergen). These work 

together in an overall R&D theme, Digital Realities (DR), that directs internal 

collaboration and external partnerships.  

Under these professorships, hundreds of R&D projects are organized into six 

key topics: 1. Digital Twins (featuring the Maritime Spatial Planning Challenge 

Simulation Platform and emerging Urban Digital Twins); 2. Virtual Humans; 3. 

Serious and Simulation Games; 4. Virtual Training and Therapy; 5. Content 

Creation of Games and Media (featuring Virtual Productions, VP); and 6. The 

Game and Digital Creative ϥndustries. 

This organisational structure forms a solid basis for a relevant, ambitious, and 

challenging R&D@AGM proɲle and a multi-leveled programme. ϥn addition, 

R&D@AGM participates in and collaborates with R&D and education 

programmes in BUasɅs other academies and four other university-set cross-

cutting R&D themes, in particular, the Experience Research (XP) theme 

coordinated by BUasɅs Academy for Leisure and Events (ALE). 

ORGANISATION 

Professorships, researchers, and R&D facilities operate within the Academy for 

Aϥ, Games, and Media. ϥn 2023, the leadership and coordination of all BUasɅs 

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

RGS a centralised coordination mechanism for cross-academy R&D, in relation 

to R&D management at Academy level, is a key topic for the strategic agenda in 

the coming years. Academies retain autonomy, but the RGS is planned to 

develop smoother cooperation and increased visibility of cross-cutting 

opportunities.  

We use NWO-SϥA SPRONG funding to invest in the professionalisation of the 

R&D organisation, with particular emphasis on strengthening the R&D program 

and our position in the regional innovation ecosystem, R&D Management 

ϥnformation Systems (MϥS), Key Performance ϥndicators (KPϥ) Dashboards, and 

Personnel and Organisation, including career perspectives and mobility. 

MANAGEMENT & MONITORING OF OBJECTIVES 

R&D@AGM monitors its performance on the BKO quality indicators and reports 

on these in multi-annual Management Reports (MARAPs). On a program and 

project-basis, all EU and NWO-funded proposals include KPϥs, milestones, 

deliverables, risk assessments, and mitigation measures. Most EU and NWO 

projects are periodically and externally evaluated. High-level and smart 

objectives are detailed in the SPRONG DϥGϥREAL programme monitoring 

framework. This R&D programme is monitored yearly by an external evaluation 

panel with progress reporting based on quantitative and qualitative KPϥs 

presented in a Dashboard. 
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PARTNERSHIPS 

R&D@AGM strategy is to become a signiɲcant partner in high-quality national 

and international consortia and ecosystems where we can signiɲcantly 

contribute with our expertise in games and immersive media to ambitious and 

relevant R&D challenges. Alongside industry partners, R&D@AGM is now well-

recognised by top level universities and knowledge institutes worldwide, 

demonstrated by invitations to work with and for them. Between 2018-23, we 

collaborated with 23 European R&D consortia and 20 National R&D consortia. 

We worked with 229 unique partners, 41% in the Netherlands, 29% in Europe 

(other than the Netherlands) and 5% outside Europe. 

As a UAS, it is imperative that we support and not undermine our professional 

ɲelds, particularly startups. Unless stipulated by the work (e.g., as part of 

consultancy), we apply the following four principles to our projects: 1. 

Precompetitive (ϥnnovative); 2. Not-for-proɲt; 3. Community-based (including 

education); 4. Open source. 

RESOURCES 

During the years of our relocation and the pandemic, there was a drop in 

external R&D funding and R&D output.2 However, all KPϥs have had a steep 

upward curve from 2022 onwards. This is a delayed eϜect of the enormous 

eϜort and productivity of the R&D group, even during the pandemic lockdowns. 

ϥn 2022 and 2023, the net. value of external R&D funding reached ɚ1m annually. 

The capital value of R&D grants for 2024-2027 is around ɚ3.5m, excluding co-

funding and future R&D acquisitions. 

SCIENTIFIC QUALITY 

ϥn 2020, BUas established two (endowed) professorships at Tilburg University 

(TiU, School of Social and Behavioural Sciences, TSB), one in AGM on the topic of 

Playful Organisations and Learning Systems. We opened three part-time 

external PhD positions (1 FTE total) for AGM staϜ members. BUas has two 

 

2 Based on annual billable hours on externally funded R&D projects 

professional doctorate (PD) programmes, and R&D@AGM leads the ɄArts and 

CreativeɅ PD, which supports artistic and design research across multiple 

artistic/creative disciplines. We annually welcome international visiting post-

docs and professors, and we went on 13 visiting professorships ourselves. 

We publish in peer reviewed journals and invest in innovative R&D 

methodologies, such as biometric measurements of game and media 

experiences, design and engineering pipelines, and social science methods. We 

also invested in R&D infrastructure, studios, and labs. BUas implemented an 

ethics board, an open science plan, and a data management plan. 

LABS & STUDIOS 

Cradle is the name of the internal Development group at R&D@AGM that works 

on the design, engineering, and production of our R&D. Cradle staϜ play an 

important role in nearly all R&D projects and running experiments in the 

Experience Lab. ϥn 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 VϥCON motion capturing facility.  

IMPACT 

Between 2018 and 2023, we published more than 40 peer-reviewed academic 

journal articles, 30 papers in peer reviewed conference proceedings, and 50 

edited books and book chapters. ResearchɅs societal impact has gained 

importance, and the number of academic publications and journal impact 

ratings are no longer the only or main indicator for impact.  

Besides academic publications, we have focused on designing and developing 

and using games and media innovations. Around 60 digital products have been 

published. Some examples are virtual productions (VP), virtual humans, virtual 

social spaces (ɄmetaverseɅ, Extended Realities, XR), and digital twins. This report 

gives evidence for their use in and impact on learning and decision-making, 
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along with how related technologies, such as our research-funded face-scanning 

pipeline, have been used in BUasɅs education.  

Professors, programme leaders, and experts in the R&D team are regularly 

invited to give keynotes or other talks to an expert, industry, sectoral, or general 

audience. R&D@AGM organised and hosted four academic and professional 

conferences, as well as hundreds of seminars and workshops. We launched the 

highly successful international Virtual Productions (VP) gathering. We keep track 

of these dissemination and impact activities in the PURE research information 

system. 

EDUCATION 

R&D@AGM has a solid foundation in the educational programmes within and 

outside BUas. We contribute to education in media and game bachelor and 

master programs, and in (joint) programmes with or for other academies and 

professorships, including minorsɅ programmes and post-doctoral studies. 

Professors and senior researchers are actively involved in curriculum and 

course development. From 2018-2023, professors, senior researchers, and 

Cradle staϜ supervised 63 students in the Master of Game Technology (MGT) 

programme, and 100+ students in the Master of Media ϥnnovation (MMϥ) 

programme. Over 18 publications have been conducted with students and 

alumni, mainly from the MMϥ and CB program.  

The Cradle team has been instrumental in developing cutting-edge solutions 

that have been made accessible to both the education and industry sectors. 

Since 2018, 36 students (including four from other academies and three from 

other universities) have worked as interns and graduate students in Cradle.  

R&D@AGM is actively involved in the AGM and BUas open days, student 

recruitment days, educational days, and student learning communities. We 

regularly organise and participate in summer schools, hackathons/game jams, 

and events for BUas and external students.  

Professors and researchers in R&D@AGM use their personal, academic, and 

industry networks to arrange guest lectures from industry, academic, and 

societal sectors. R&D@AGM promotes game-based learning, sharing knowledge 

and ready-to-use and in-house developed games in BUasɅs education and other 

(international) universities. 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. 

CONCLUSION 

This report shows that R&D@AGM is working with education, academic 

partners, society, and industry to support, explore, and create the latest 

innovations in games and immersive media. We have strengthened our R&D 

programme through a challenging socio-economic period and have many 

exciting projects conɲrmed for the future. 

 

Figure 1. The R&D@AGM BUas unit, Dec. 2023 

Left to right: Mata Haggis Burridge (prof. EG), Qiqi Zhou, Hillevi Boerboom, Maria Paɲ (postdoc, WuR), 

Alexander van Buggenum, Ella Betts, Wilma Franchimon (dir. AGM), Nick van Apeldoorn (Coord. 

Digireal), Harald Warmelink (Coord. Cradle & MSP Challenge), Magali Patrocínio Gonçalves, Ard 

Bonewald (MT Games), Marin Hekman, Marie Lhuissier, Carlos Santos (CTO Cradle), Jeremiah van 

Oosten (MT, games), Kevin Hutchinson, Frank Peters (MT ADS&Aϥ), Bram Heijligers, Joey Relouw, Marnix 

van Gisbergen (Prof. DMC), Shima Rezaei Rashnoodi (Coord. DMC), Phil de Groot, ϥgor Mayer (prof. SG), 

Niels Voskens, Fabio Ferreira da Costa Campos, Tuki Clavero, Jens Hagen, Wilco Boode, Natalia 

Harazhanka-Pietjouw (PPC), Jacopo Fabrini & Silke Hassreiter.
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ABBREVIATIONS 

Table 1. List of abbreviations 

ABEL Academy for Logistics and Built Environment 

ADS&Aϥ Applied Data Science and Aϥ 

AfT Academy for Tourism 

AGM Academy for Aϥ, Games and Media 

Aϥ Artiɲcial ϥntelligence 

ALE Academy for Leisure and Events 

AR Augmented Reality 

BKO Brancheprotocol Kwaliteitszorg Onderzoek, Sector 

Protocol for Quality Assurance in Research  

BSc Bachelor of Science 

BUas Breda University of Applied Sciences 

CB Creative Business 

CEKO Commissie Evaluatie Kwaliteit Onderzoek 

CϥϥϥC Creative ϥndustries ϥmmersive ϥmpact Coalition 

ClickNL The top sector Creative ϥndustry Association 

CMGT Creative Media and Game Technology 

CvB College van Bestuur, Board of Governors 

DCϥ Digital Creative ϥndustries 

DϥTTO Digital Twin of the Ocean 

DMC Digital Media Concepts 

DR Digital Realities 

DT Digital Twins 

EB Executive Board 

EG Entertainment Games 

ER&ϥM Education, Research and ϥnformation Management 

EU European Union 

FC&S Finance, Control and Student Services 

FONTYS FONTYS university of applied sciences 

HFM (Academy for) Hotel and Facility Management 

HRM Human Resource Management 

KET Key Enabling Technologies (sleuteltechnologieen) 

KPϥ Key Performance ϥndicator 

Marap Management Rapportage / Management Report 

MC&S Marketing, Communication and Student Community 

MGT Master in Game Technology 

MR Mixed Reality 

MSci Master of Science 

MSP Maritime Spatial Planning 

NHTV Nederlandse Hogeschool voor Toerisme en Verkeer 

(name BUas before 2018) 

NWA Nationale Wetenschapsagenda, Dutch Research Agenda 

NWA 

NWO Dutch Research Council NWO 

NWO-SϥA NWO Taskforce for Applied Research SϥA 

ORC Research along Routes by Consortia 

P&O People and Organisation 

PD Professional Doctorate 

PhD Doctor of Philosophy 

Postdoc Post doctorate 

PPC Project Planning & Control 

R&D Research & Development 

RDϥ Research, Development and ϥnnovation 

RGS Research and Graduate School 

SG Serious Games 

SϥA-RAAK NWO SϥA funding programme for UAS 

TiU Tilburg University 

TKϥ Topsector voor Kennis en ϥnnovatie 

UAS University of Applied Sciences 

VFX Film Virtual EϜects 

VH Virtual Human 

VH Vereniging Hogescholen 

VP Virtual Productions 

VR Virtual Reality 

XP research Experience research 

XR Extended Reality 
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1.  INTRODUCTION  

1.1  RESEARCH ASSESSMENT 

CONTENT 

This is the R&D self-evaluation report by the Academy for Aϥ, Games, and 

Media (AGM) at Breda University of Applied Sciences (BUas), the 

Netherlands, covering 1 January 2018 to 31 December 2023. 

The self-evaluation report is the primary source of information for the 

assessment3 of the Research and Development (R&D) group at AGM, hereafter 

R&D@AGM. This assessment will take place in the ɲrst half of 2024, with an 

onsite visit of the external evaluation panel on April 4, 2024. 

ACCREDITATION PROTOCOL 

ϥn a six-year periodic cycle, Academic Universities and Universities of 

Applied Sciences (UAS) in the Netherlands are externally assessed on their 

research performance as detailed in the Sector Protocol for Quality 

Assurance in Research (BKO) 2023-2028, Vereniging Hogescholen (VH).  

The protocol requires the research unit to compile a self-evaluation report for 

the assessment in which it thematically describes its performance based on four 

standards: 

1. The Research Proɲle and Programme 

2. The ϥmpact of Research 

3. The Quality of Research 

4. Organisation and Deployment of People and Resources 

The protocol requests the unit to describe its progress since the last assessment 

and explain its future directions. The research unit operationalises the main 

 

3 ϥn Dutch often referred to as ɄvisitatieɅ or ɄaccreditatieɅ 

criteria into relevant Key Performance ϥndicators (KPϥ) and provides the 

information and data for justiɲcation. 

ACCREDITATION COMMITTEE 

The assessment report is compiled by the assessment panel, which consists of 

external members. The evaluation panel bases its written assessment on the 

self-evaluation report, accompanying documents (annexes), and a site visit. 

After the visitation, a report with the conclusions of the panel is provided to the 

CEKO (Commissie Evaluatie Kwaliteit Onderzoek), which monitors the 

functioning of the Sector Protocol for the Quality of Research. 

1.2  THE SELF-EVALUATION  REPORT 

REPORT AUTHORS 

This R&D@AGM self-evaluation report has been compiled by the 

responsible AGM professors in close alignment with the AGM director and 

with the approval of the BUas Executive Board (EB).  

Many senior researchers and colleagues from staϜ departments, such as 

Finance, Control and Student Services (FC&S), People and Organisation (P&O), 

Marketing, Communication & Student community (MC&S), Education, Research 

and ϥnformation Management (ER&ϥM), and Project Planning and Control (PPC) 

have provided their data input. 

ACCREDITATION PERIOD 

The most recent assessment of R&D@AGM 2012-2017 took place in June 2018. 

The 2017 self-evaluation report and the panelɅs evaluation report in 2018 (see 

annex) have been enormously helpful in levelling up our R&D between 2018-

2023. ϥn Chapter 6, we describe the follow-up on their recommendations. 

https://www.vereniginghogescholen.nl/system/knowledge_base/attachments/files/000/001/375/original/Sector_protocol_quality_assurance_for_practice-based_research_%28BKO%29.pdf?1678471305
https://www.vereniginghogescholen.nl/system/knowledge_base/attachments/files/000/001/375/original/Sector_protocol_quality_assurance_for_practice-based_research_%28BKO%29.pdf?1678471305
https://www.buas.nl/en/about-us/organisation/board
https://www.buas.nl/documents/buas-organogram.pdf
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AUDIENCE 

Due to the broad overview given in this document, we ɲrmly believe this self-

evaluation report will also be informative and valuable for the EB, academy 

directors, managers, support staϜ, lecturers, and researchers from other 

academies, project partners, as well as the many EU, NWO, NWA, and SϥA project 

evaluation and programme monitoring committees in the years to come. 

ANNEXES 

Annex A contains lists and tables, such as student internships, projects, and 

consortia, that form the basis for the KPϥs, the Dashboard visualisations and the 

conclusions.  

Annex B is conɲdential (for Buas and the panel only) because it contains 

information on the internal deployment of (ɲnancial) resources and the ɲnancial 

forecasts.  

Annexes C and further contains all other documents for the assessment, such 

as the 2012-2017 self-evaluation report, and the PURE ouput. 

Figure 2. Past, Present, Future 

 

1.3  THE CONTEXT (2018-2023)  

External events had a strong impact, both positive and negative, on the 

BUas organisation, the R&D@AGM team, and performance. The R&D@AGM 

team (18,4 FTE, 23 persons in Ʉ23) proved resilient and cohesive. 

Performance improved on all major indicators, as evidenced in this report. 

1.3.1 PANDEMϥC 

The pandemic/lockdown profoundly impacted our professional work and 

personal well-being halfway through the assessment period (Ʉ20-Ʉ22). 

The paradox was that the interest for our R&D topics and expertise ɀ i.e., Games 

and ϥmmersive Media ɀ increased during the pandemic. We, for instance, 

became signiɲcantly more successful in acquiring and joining high-level, multi-

annual R&D projects funded by the EU Horizon programmes, The Dutch 

Research Council (NWO), The Dutch Research Agenda (NWA), the Dutch 

Research Council Taskforce for Applied Research (NWO-SϥA), and all kinds of 

Regional Economic Development programmes, such as Stimulus, Regiodeal and 

City Deal. 

1.3.2 RENAMϥNG & REBRANDϥNG 

ϥn 2018, NHTV (Nederlandse Hogeschool voor Toerisme and Verkeer) 

changed its name to Breda University of Applied Sciences (BUas).  

ϥn 2018 ɀ the ɲrst year of this assessment period - BUas rebranded its corporate 

identity, which also impacted R&D. ϥt resulted in a better and stronger proɲling 

of R&D on the BUas website and other media but also the development of 

internal R&D support functions, such as on the internal employee portal. 

1.3.3 CAMPUS RENOVATϥON, HOUSϥNG RELOCATϥON 

Between 2017 and 2020, the entire BUas campus was reconstructed and 

renovated, which resulted in a series of relocations.  

ϥn 2018, AGM relocated to a temporary housing - the Villa in the Sibeliuslaan. ϥn 

January 2020, we moved back to the renovated campus. However, an Ʉintelligent 

https://www.nwo.nl/en
https://www.nwo.nl/en/researchprogrammes/dutch-research-agenda-nwa
https://www.nwo.nl/en/taskforce-for-applied-research-sia
https://www.stimulus.nl/
https://www.rijksoverheid.nl/onderwerpen/regio-deals
https://www.nwo.nl/en/projects/cdkmdzm03001
https://www.buas.nl/en
https://www.buas.nl/en/research
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lockdownɅ was nationally announced in March 2020, requesting everyone to 

work from home. BUas staϜ and students did not return to the new campus 

until Spring 2021. 

The relocation itself had a signiɲcant eϜect on the productivity of the R&D team. 

For instance, the R&D team had to disassemble and re-assemble its entire R&D 

lab infrastructure, such as the photogrammetry studio, twice. 

Figure 3. The Photogrammetry Studio 

 

1.3.4 GOVERNANCE, MANAGEMENT & SUPPORT 

During the assessment period, there have been changes in governance, 

management, and support. This required adaptability in our R&D@AGM 

organisation and management. 

ϥn spring 2018, Dr E. Minneman was appointed chair of the BUas Executive 

Board (EB). The new BUas strategy (2018-2021) was detailed in the strategy plan 

ɄCreating professional valueɅ.  

On the 20th of October 2020, Dr J. Snijder succeeded Minneman as chair of 

BUasɅs Executive Board. This resulted in the BUas strategic plan, titled ɈBUas+ - 

More than a university of applied sciencesɉ. 

During the assessment period 2018-2023 the position of AGM Director became 

vacant four times. This coincided with recurring vacancies in staϜ departments 

such as ER&ϥM, P&O, and FC&S. The positions of senior policy advisor RDϥ and 

R&D grant advisor were vacant most of Ʉ22 and Ʌ23. At the time of writing, these 

vacancies have been fulɲlled.  

Strengthening the R&D organisation, management, and support 

structures is high on the agenda. 

1.3.5 EDUCATϥON 

During the assessment period, BUasɅs educational strategies and policies 

were in ɳux, aiming for more ɳexibility in study paths, new educational 

programmes such as on Applied Data Science & Aϥ (ADS&Aϥ) and Film Visual 

EϜects (VFX), minor programmes (esports), executive education, and more 

integration between education and R&D. 

At the time of writing, BUas provides bachelorɅs and masterɅs degree education 

in the domains of Built Environment, Applied Data Science and Aϥ, Facility 

Management, Games, Hotel, Leisure and Events, Logistics, Media, Tourism.  

BUasɅs education is organised in ɲve 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 Aϥ, Games 

and Media (AGM). 

The BUas Education+ strategy (2020) has various impacts on R&D. To give one 

example, AGM started a BSc programme in Applied Data and Aϥ (ADS&Aϥ) in 

September 2022 and currently has c.200 students. The programme has not yet 

been paired with an Aϥ professorship and research line, but plans to establish 

professorships in Applied Aϥ, and in Game and Media Technology (GMT) are 

underway. Even before this professorship, research in Aϥ and game and media 

https://www.buas.nl/sites/default/files/2018-08/Strategy_2018-2021.pdf
https://www.buas.nl/en/about-us/organisation/vision-and-strategy
https://www.buas.nl/en/about-us/organisation/vision-and-strategy
https://www.buas.nl/en/programmes?f%5B0%5D=theme%3AData%20Science%20%26%20Ai
https://www.buas.nl/opleidingen/creative-media-and-game-technologies/film-visual-effects
https://www.buas.nl/opleidingen/creative-media-and-game-technologies/film-visual-effects
https://www.buas.nl/en/programmes
https://www.buas.nl/en/programmes/applied-data-science-artificial-intelligence
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industries is already embedded into our team. Likewise, the new Film Visual 

EϜects (VFX) program could be complemented with an R&D professorship and 

R&D line in the coming years. 

1.3.6 UNϥVERSϥTϥES OF APPLϥED SCϥENCE 

Perspectives on the position, the roles, and tasks of Universities of Applied 

Sciences in the Netherlands are in constant ɳux. R&D@AGM has adapted 

successfully to these changes and made use of the opportunities. 

Since 2020, the strategy and policies of institutions such as the Vereniging 

Hogescholen (VH)4 steer towards a more assertive proɲle and professional 

organisation of research groups in Universities of Applied Sciences. The Dutch 

Research Council Taskforce for Applied Research (NWO-SϥA) is investing in 

strong research groups with UASs able to apply for SPRONG (in English, ɄjumpɅ 

or Ʉlevel upɅ) funding. This recent policy has positively impacted R&D@AGM 

during the assessment period.  

Figure 4. Excellent UAS research groups NWO-SPRONG SϥA (BUas, Ʌ24) 

 

 

 

4 VH, Praktijkgericht onderzoek als kennisversneller, Strategische onderzoeksagenda HBO 2022-2025 

R&D@AGM acquired signiɲcant funding from NWO-SϥA to proɲle and 

professionalise itself as a SPRONG group on Digital Realities. This came with an 

initial funding of ɚ250k for DϥGϥREAL-SMALL (in 2020) provided by the NWO-SϥA 

ϥMPULS programme. A Digital Realities scoping study, ɈDigital Realities at BUasɉ 

resulted in the successful NWO-SϥA SPRONG application in 2021, named 

DϥGϥREAL.XL with ɚ1m funding for 2022-2025, to be extended for another four 

years after successful evaluation. 

The SPRONG DϥGϥREAL programme positions us ɲrmly in the regional innovation 

ecosystem on ɄHuman Centred AϥɅ operated by our strategic partners, Mindlabs, 

Fontys UAS, ROC Tilburg and Tilburg University. 

Figure 5. The Digireal scoping study (BUas, SϥA-KϥEM, 2021) 

 

1.3.7 DϥGϥTALϥSATϥON ϥN SOCϥETY 

Given our focus on advanced GMTs, the R&D programme of AGM ɲnds itself 

in the midst of broader discussions about digitalisation in and for society. 

https://www.nwo.nl/en/taskforce-for-applied-research-sia
https://regieorgaan-sia.nl/financiering/sprong/
https://www.sia-projecten.nl/project/digireal-digital-realities-for-smart-industries
https://pure.buas.nl/ws/portalfiles/portal/32664418/Weppner_J_et_al_Digital_Realities_at_BUas.pdf
https://www.sia-projecten.nl/project/digireal-xl-research-development-and-innovation-center-on-digital-realities-for-societal-economic-impact
https://www.mind-labs.eu/
https://www.fontys.nl/Over-Fontys/Fontys-ICT.htm
https://www.roctilburg.nl/
https://www.tilburguniversity.edu/
https://pure.buas.nl/ws/portalfiles/portal/32664418/Weppner_J_et_al_Digital_Realities_at_BUas.pdf
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The governance of digital systems, including games and immersive media, 

is a signiɲcant challenge. 

Digital transformation of society is often portrayed as the next step in human 

progress: an almost unavoidable evolution from ϥndustry 3.0 (i.e., smart devices) 

to ϥndustry 4.0 (i.e., the interconnection of smart devices) to ϥndustry 5.0 (i.e., the 

smart interconnection of humans via smart devices). However, games and 

immersive media are a solution as well as a cause of societal problems and 

challenges. We give a few illustrations. 

SUSTAINABLE GAME & MEDIA INDUSTRY 

The consumption of energy (by data centres, online servers) and use of raw 

materials (metals) for 'digitalisation' is signiɲcant, and we are increasingly reliant 

on these systems for understanding energy transitions and natural systems, for 

example, with ChatGPT, the Metaverse, and Digital Twins. Our commitment to 

sustainability in the games and media industry is demonstrated for instance in 

the Greening Games project. ϥt also aligns with BUas+'s Climate Change and 

Sustainability strategy and BUasɅs goal of a climate-neutral campus in 2030. 

Table 2. Greening Games (EU, 2022) 

The Greening Games project consists of original research, the 

production of teaching materials, workshops, and teaching activities 

relating to sustainability in the video game industry. The teaching 

materials will help students learn the impact of the video game 

industry, how to lower this, and how video games can contribute 

towards the social changes needed to save the planet. 

 

SOCIETAL IMPACT OF GAMES & IMMERSIVE MEDIA 

Society is increasingly permeated by digital systems that are intelligent, self-

driving, or sometimes even autonomous, playful, administrative, creative and 

interactive, immersive, or layered over our physical world.  

 

Figure 6. Can you make the world better with games? (Junior Uni, TiU, Ʉ22) 

This oϜers chances and opportunities, for example children who have grown up 

with video games may have naturally developed diverse knowledge and 

competencies such as self-education, self-management, or adaptation. BUasɅs 

educational programmes in games, digital media, and Aϥ ɲt with the needs of 

this generation and the society they will inherit. 

DIGITAL DIVIDE 

Digital transformation also has downsides. The digital divide is widening. This 

usually has intersecting causes, such as interactions between physical and 

mental health, age, social well-being, ɲnances and work, class, education, 

language, gendered and racial biases, and culture. Falling into this divide out can 

lead to distrust in societal systems. Misplaced trust can make people vulnerable 

to deception, such as fraud, fake news, or conspiracy theories, and a further 

decline in conɲdence in social and political institutions. This can even result in a 

weakening of those institutionsɅ ability to regulate technology and innovation.  

http://greeningames.eu/
http://greeningames.eu/
https://www.youtube.com/watch?v=tS8csEkwu4I
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Table 3. Regiodeals Midden-Brabant and West-Brabant 

ϥn 2023, R&D@AGM joined two 

regional initiatives - 

REGϥODEAL Midden-Brabant 

and REGϥODEAL West Brabant 

ɀ on Aϥ, games, and immersive 

media for Ʉbroad prosperityɅ. ϥt 

connects to the value of Ʉno-

one left behindɅ. ϥn the 

regiodeal Midden Brabant 

(start Jan 24), we will work with 

partners Mindlabs, Fontys, and 

others on using Virtual 

Humans for broad prosperity 

challenges. ϥn the regiodeal West Brabant, (Mid Ʉ24) we will focus on the relation 

between video games, serious games, and broad prosperity. 

 

ETHICS 

The consequences of social media on people, nature, and society are drawing 

much attention, but such social and ethical issues are also relevant to many 

innovations, such as virtual humans, ɄmetaverseɅ platforms/games, or digital 

twins. We deliberately engage and contribute to ethical and societal debates via 

keynotes, public talks, and articles. 

SOCIETAL BENEFITS 

Part of this also comes through recognising the fundamental beneɲts and value 

of entertainment and playfulness, both for individuals and wider society. 

Researching entertainment games and media already contributes to the cultural 

wealth of society. At the same time, games and immersive technologies are 

parts of interventions designed to help groups in society live healthier lives, oϜer 

help or therapy, combat loneliness, become more involved in politics, perceive 

nature and environmental issues, and support sustainability transitions.  

Table 4. Creative ϥndustries ϥmmersive ϥmpact Coalition (CϥϥϥC) 

 
 

ϥn 2023, the Dutch Creative ϥndustries, in the form of CLϥCK.NL, were granted a growth 

fund of ɚ200m. The CϥϥϥC proposal addresses bottlenecks that threaten Dutch leadership 

in immersive experiences: a shortage of applicable knowledge and methodology; shortage 

of human capital; a fragmented ecosystem and consequent shortage of projects where 

knowledge, human capital, and partnerships are built up. CϥϥϥC builds on the design and 

audience of the creative industries, media, and cultural sectors and enables them to 

realise the potential growth of content for immersive experiences in the Netherlands. 

Various open calls will soon make it possible for the sector to beneɲt from this 

programme. BUas and partners in the ecosystem, such as 4DR studio and Mindlabs, are 

active supporters of the CϥϥϥC proposal. 

 

R&D@AGM studies games and immersive media for their societal beneɲt: 

for their creative and cultural value and as methods for societal change. 

This is done in responsible and sustainable ways, by pairing with high-

quality consortium partners, rigorous reporting of project work, and 

ensuring ethics checks are performed whenever necessary. 

https://midpointbrabant.nl/nieuws/het-rijk-kent-e-12-5-miljoen-toe-voor-regio-deal-midden-brabant/
https://www.nationaalgroeifonds.nl/overzicht-lopende-projecten/thema-leven-lang-ontwikkelen/creative-industries-immersive-impact-coalition-ciiic
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1.3.8 SOCϥETAL ϥMPACT 

ResearchɅs societal impact has gained importance. The number of 

academic publications and journal impact ratings are no longer the 

only/primary impact metric. Since 2018, we have put the power of games, 

digital media, and immersive technologies to work on grand societal 

challenges. 

GRAND SOCIETAL CHALLENGES 

Many grand societal challenges are part of our work, such as the energy 

transition with (oϜshore) wind power and hydrogen, ocean governance and 

marine protection, sand extraction in the North Sea, food and hunger, cancer 

treatment, physical rehabilitation, and exposure therapy, safety and security, 

journalism, refugees and immigration, broad prosperity, and womenɅs obstetric 

health, but also topics such as inclusivity, responsibility, and sustainability in the 

creative industries, the impact of entertainment games and media on society, 

and more.  

THEORY OF CHANGE 

ϥmpact of R&D ɀ what it is, should be, and how it can be established? ɀ is a topic 

of debate and research. Evaluation of research programmes and units, including 

this assessment, emphasise research quality (not more, but better output), 

quality of the research process (ethics, inclusivity), methods (fairness, 

transparency, etc.), and societal impact (relevance, use) during the entire 

research life cycle.  

This is incorporated into funding calls, such as via Demand Articulation, or 

ϥmpact Plans based on Theory of Change (ToC) - a formative evaluation method, 

meaning it is usually done at the beginning or during a project to inform or 

improve the planning or design of the project.5  

 

 

5 Frey, B. (2018). The SAGE encyclopedia of educational research, measurement, and evaluation (Vols. 1-4). Thousand Oaks, CA: SAGE Publications, ϥnc. Doi: 10.4135/9781506326139 

Figure 7. Zero Hunger serious game (BUas, Zero, Hunger Lab) 

 
 

According to the United Nations (UN 2021), a staggering 828 million people go to 

bed hungry daily. Every ten seconds, a child dies somewhere in the world due to 

hunger and malnutrition. The Zero Hunger Lab at Tilburg University commissioned 

a serious game, simulating global food challenges to foster awareness and solutions 

to reduce world hunger. This serious board game was played with experts and 

primary school, high school, and university students. 

 

INVOLVEMENT OF STAKEHOLDERS 

Between 2018 and 2023, R&D@AGM joined several Dutch National Research 

Agenda (NWA) consortia that developed proposals via the Theory of Change 

(ToC) approach in series of consortium partner and stakeholder meetings. ϥn all 

our R&D projects, partners and stakeholders were involved during the entire 

project lifespan, from demand articulation, co-design, use-cases, ɲeld lab, and 

stakeholder engagement sessions to dissemination, outreach, and evaluation 

activities. 

https://impact.nwo.nl/en/working-with-an-impact-plan/examples-of-a-theory-of-change
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1.3.9 PARTNERSHϥPS ϥN A (DE)GLOBALϥSϥNG WORLD 

We levelled up signiɲcantly in terms of consortia, partners, and clients. 

This is reɳected in the invitations of top-level universities and knowledge 

institutes worldwide to work with and for them.  

ϥn the Netherlands, we partner with nearly all academic universities, including 

technical universities such as TU-Delft, TU-Eindhoven, and Wageningen 

University (WUR). Through professorships, external PhDs, and research projects, 

we have established structural collaborations with several universities, including 

nearby Tilburg University (TiU). We have also begun work with top knowledge 

institutes in the Netherlands, such as TNO, Deltares, and Marin. 

We signiɲcantly increased our embeddedness in regional, national, and 

European innovation ecosystems during the assessment period, such as with 

The Virtual and Augmented Reality ϥndustrial Coalition. Our strategic 

partnership with Mindlabs ɀ a regional ecosystem on human-centered Aϥ ɀ is an 

enormous asset that boosted our work on virtual humans.  

ϥn Europe, we work with prestigious universities in nearly all European countries 

and international knowledge institutes such as CNR (ϥtaly), Fraunhofer 

(Germany), and Sintef (Norway). Our R&D projects and impacts are global, 

reaching Asia, the Caribbean, Scandinavia, the Mediterranean, South America, 

Africa, and more. 

 

 

 

 

 

 

 

 

 

 

Figure 8. Stakeholder impact with the MSP Challenge ɀ Caribbean edition 

 
 

The Maritime Spatial Planning (MSP) Challenge simulation platform hosts many sea 

basins worldwide. Between 2018 and 2023, more than 2000 stakeholders, policy 

makers, and students played the game in over 60 sessions. The picture shows 

Minister Arends (Aruba) at a hackathon to develop a prototype of a Digital Twin of 

the Caribbean Sea with marine spatial planners of 16 countries in the region, a 

parallel session of the Cartagena Convention COP, October 2023. 

 

https://www.tudelft.nl/en/
https://www.tue.nl/en/
https://www.wur.nl/en.htm
https://www.wur.nl/en.htm
https://www.tilburguniversity.edu/nl
https://digital-strategy.ec.europa.eu/en/policies/virtual-and-augmented-reality-coalition
https://www.mind-labs.eu/en/
https://www.cnr.it/en
https://ocean-twin.eu/partner/fraunhofer-igd
https://www.sintef.no/en/projects/2022/iliad/
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2.  RESEARCH PROFILE &  PROGRAMME 

Standard 1: The research unit has a relevant, ambitious and challenging research 

proɲle and research programme. With its research proɲle and research programme, 

the research unit indicates in which direction and to what extent the research unit is 

distinctive, relevant, ambitious and challenging for the development of professional 

practice, for education, and for the research domain. 

2.1  INTRODUCTION  

The R&D@AGM programme is deɲned and organised under three R&D lines 

(i.e., the professorships) which deɲne six key topics and hundreds of 

projects. All work relates to ɲve BUas cross-cutting R&D themes, which 

give direction to internal collaboration and external partnerships. This 

structure forms a solid basis for a relevant, ambitious, and challenging 

proɲle and multi-levelled R&D@AGM programme that can be summarised 

in the key phrase: Digital Realities. 

Figure 9. Overview of the R&D programme structure 

 

2.2  RESEARCH PROFILE &  PROGRAMME 

2.2.1 RESEARCH & DEVELOPMENT (R&D) 

We combine scientiɲc and applied research under the single banner of 

ɄR&DɅ ɀ innovation is always a key part of our work, and some funding 

bodies add this to the acronym to make ɄRDϥɅ. 

2.2.2 R&D PROFϥLE 

SCIENTIFIC PROFILE 

The emphasis on balancing R&D underlines that, alongside our applied 

science credentials, we are up to par with scientiɲc and academic 

standards and practices.  

The R&D@AGM group publishes in academic journals and conference 

proceedings. We uphold scientiɲc methodological and ethical standards and 

practices (see Chapter 4). We align with academic universities via (endowed and 

visiting) academic professorships, academic exchanges, and external PhD and 

postdoc programmes. Furthermore, our ɲrst candidates begin in our 

Professional Doctorate programme (PD Arts) in 2024. 

Figure 10. Professional Doctorate ɄArts + CreativeɅ 

 

https://pd-arts-creative.nl/


27 

 

EDUCATIONAL PROFILE 

As an R&D group, we contribute signiɲcantly to higher vocational 

education at AGM, across BUas, and other universities in the Netherlands 

and abroad.  

We do this in the BUas bachelorɅs, masterɅs, and minor programmes with 

courses and lectures, student placements and internships at the Cradle R&D lab, 

bringing consortium and network partners for guest lectures, consultation on 

rubrics and standards, the supervision of masterɅs theses and transfer of R&D 

skills such as critical thinking and academic writing, and involvement in 

delivering research ethics training and consultations. 

ϥn external education, we deliver guest lectures, master classes, and (online and 

on-site) game-based learning sessions, such as the Maritime Spatial Planning 

Challenge (MSP), the Scithos game (Sustainable Urban Tourism) and the 

Transform game (local transformation towards a low emission society, Norway). 

Our educational activities have brought us to dozens of universities around the 

globe, from Finland, South Africa, Brazil, and China. 

Figure 11. Transform game (Cicero, West University Norway, BUas, Ʉ16-Ʉ21) 

 

We oϜer specialist knowledge and applied skills to many partners. More 

than 70% of our R&D funding (77% in Ʌ22) comes from research grants (2nd 

funding stream) and Contract projects (3rd funding stream). Due to this, 

most of our R&D projects are demand-driven, collaborating with partners 

in consortia and working with and for external clients.  

Like a consultancy company, we collaborate with partners and clients on societal 

and industry challenges but, like think tanks, we also initiate and contribute to 

societal discussions in our areas of expertise, for instance, regarding digital 

twins, the role of the game industry in society, or virtual productionɅs impact on 

ɲlm-production education. We study the impact and consequences of these 

innovations with various methods and techniques, such as biometric 

observations or in-depth qualitative studies, such as with the Q-method and 

other ɄpanelɅ methods. 

DESIGN & ENGINEERING 

Like engineering or creative design schools, we also focus on the 

engineering, design, development, production, and application of games 

and immersive media, which can drive societal and industry change.  

We operate on the interface of computer science and Aϥ, decision-sciences, the 

creative arts, and humanities. This includes developing and testing 

methodologies such as new production pipelines, user-centered design, and 

user testing. 

As a UAS, it is imperative that we support and do not undermine our 

professional ɲelds, particularly startups. Unless stipulated by the work 

(e.g., as part of private consultancy), we apply the following four principles 

to our projects: 1. Precompetitive; 2. Not for proɲt; 3. Community-based 

(incl. education); 4. Open source. 

 

https://www.mspchallenge.info/
https://www.mspchallenge.info/
https://www.celth.nl/en/projects/tools-smart-city-hospitality
https://www.vestforsk.no/en/publication/transform-local-transformation-towards-low-emission-society
https://www.vestforsk.no/sites/default/files/2023-11/TRANSFORM_Rulebook_v05.pdf.
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Figure 12. MAϥ Virtual ϥnɳuencer (MindLabs, BUas, Digireal 2023) 

 
 

MAϥ (MindLabs Artiɲcial ϥntelligence) virtual inɳuencer starred at the opening of the 

Mindlabs building in Tilburg, the Netherlands, in October 2023. ϥn the coming years, 

we will expand our R&D on virtual humans with Mindlabs' partners. See MAϥ 

technical development and her future.  

 

 

Figure 13. MSP Challenge user interface design and testing (BUas, 2023) 

 
 

User testing and observations of the Maritime Spatial Planning (MSP) Challenge 

simulation platform. A quasi-experiment with 38 participants showed a signiɲcant 

increase in perceived usability and aesthetic appraisal of the redesign. 

https://www.youtube.com/watch?v=df4susLEC74
https://www.youtube.com/watch?v=df4susLEC74
https://www.youtube.com/watch?v=df4susLEC74
https://www.youtube.com/watch?v=CV852WieoCY
https://www.youtube.com/watch?v=CV852WieoCY
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2.2.3 THE CRADLE R&D LAB 

Cradle is the name of the internal studio at R&D@AGM who works on the 

design and production elements of our research. Our Cradle team is a core 

part of delivering our high impact on education, research, industry, and 

society. 

Given our focus on design and engineering research, the R&D infrastructure we 

have built in Cradle is of utmost importance. The conceptualisation, design, 

production, engineering, and technical testing of game and media innovations 

are at the core of our externally funded R&D projects.  

Figure 14. Cradle working on MSP Challenge (BUas, 2023) 

 

Cradle has seen signiɲcant development since we founded it in 2015. ϥn 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 VϥCON motion-capturing facility. Cradle staϜ 

plays an essential technical role in developing research, artefacts, and running 

experiments in the Experience Lab. 

Cradle is coordinated and managed by Chief Technology Oʛcer (CTO, dr. C. 

Santos) together with Chief Programme Oʛcers (CPO) (Dr H. Warmelink for the 

MSP Challenge, J. Relouw for VP and Virtual Humans, N. van Apeldoorn for 

SPRONG DϥGϥREAL). 

Figure 15. Cradle working on VR (BUas, 2023) 

 

2.2.4 R&D PORTFOLϥO 

During the assessment period 2018-2023, we attracted signiɲcantly more 

R&D projects on a broader range of topics than in the previous period. 

Many projects went beyond the state-of-the-art, the projectsɅ scope grew, 

and consortium sizes increased.  

The main challenge during the assessment period was maintaining cohesion 

and synergy in the growing portfolio of R&D projects while staying ɳexible, 

eϜective, and innovative in our way of working. We have maintained a healthy 

balance between stability and mobility by structuring our leadership under the 

three complementary professorships, with shared responsibilities and 

overlapping interests. 

https://cradle.buas.nl/
https://cradle.buas.nl/
https://www.buas.nl/en/research/labs-and-studios
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2.2.5 SOCϥETAL RELEVANCE 

The complex interaction between digital-creative technologies and society 

is not yet suʛciently understood. The debate about digitalisation and 

society is often one-dimensional: as either techno-magic or techno-

monster. This has consequences for current and future interventions 

because digital innovations with games, digital media, and immersive 

technologies are often presented as Ʉthe blame for a lotɅ or as a Ʉsolution 

for everythingɅ. 

Figure 16. Digital Realities Concept 

 

 

The R&D programme aims to contribute to the global discussion on digital 

society from the perspective of advanced game and media technologies (GMT). 

Already in the previous assessment period (Ʉ12-Ʉ17), we coined the term Digital 

(Enhanced) Realities (DR). ϥn this assessment period and in the years to come, 

DR continues to be the key concept in our R&D programme. 

DR are intelligent, interactive, and immersive digital environments that 

seamlessly integrate entertainment or serious design approaches, data, 

Aϥ/machine learning, and/or simulations, with visualisations using GMT. 

Figure 17. Applications in SPRONG DϥGϥREAL programme 

 

SOCIETAL APPLICATIONS 

Examples of these DR disruptive innovations can be seen in many BUas 

domains, including digital humans in entertainment and service industries; 

virtual museums and music festivals in leisure, learning, and culture domains; 

and digital twins in the decision-making and spatial planning domain, e.g., 

maritime spatial planning, urban planning, and logistics. 
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Figure 18. Virtual Humans Emergency Training (Schola Medica, BUas Ʉ19-Ʉ21) 

 

Figure 19. Eye tracking in Virtual Museum De Markiezenhof (BUas) 

 

 

 

Figure 20. Digital Twin of the Ocean (ϥLϥAD and others project, BUas) 

 

2.2.6 R&D AGENDA 

AMBITIOUS 

The structure of R&D@AGM creates opportunities that do not exist 

without our unique blend of factors. Notably, having our in-house 

development team, Cradle, means we can be highly agile and adapt to new 

technologies. However, numerous other factors distinguish our R&D 

capacity and output from other Dutch UASs, academic universities, and 

commercial companies. 

The highly rated AGM educational programmes, which primarily focus on 

international teacher and student groups and the entertainment sectors, are 

unusual for a Dutch UAS, with few degrees available in video game development 

and even fewer with an explicit entertainment focus. 

The Cradle team is a considerable asset and recognised as a highly appealing 

reason for consortiums to work with us ɀ it is recognised as a unique oϜering by 

our partners. Supporting a team like this, both managerially and economically, 

https://youtu.be/X80zHXYxG_E













































































































































