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1 Introduction 

1.1 Background 

The Top Sector Creative Industries aims to encourage and facilitate public-private 
partnerships developing knowledge for the sector of the creative industries. The 
related arrangements are laid down in innovation contracts, see the NWO website 
for the innovation contract for the Creative Industries. All NWO calls for the Creative 
Industries are underpinned by the knowledge and innovation agenda of the Creative 
Industries 2016-2019 (KIA CLICKNL 2016-2019). The topic of the Human Capital: 
Professional Games for Professional Skills call is of relevance for the CLICKNL | 
GAMES network and the CLICKNL | Media & ICT network. 

 
The Social Infrastructure Agenda (SIA) combines consistent quality research aimed 
at strengthening and innovating the socio-cultural foundations of the Dutch 
economy. The aim is to strengthen the foundations of the Dutch knowledge economy 
with scientific knowledge for public and private organisations. The SIA has six 
roadmaps, one of which is Human Capital, see www.nwo.nl/humancapital. This 
roadmap is aimed at ensuring sufficient and high-quality human capital. 
 
This call for proposals forms the third consecutive call on Human Capital. The first 
call was focused on the link between education and the labour market and the 
improvement of the organisation of human capital by companies. The second call 
was focused on the teaching of 21st century skills in an educational setting. This 
third call focuses on the development of professional skills, game design, and the 
use of behavioural, physiological, and neuronal signals to induce and measure skill 
development through serious gaming and neurocognitive recordings. 
 
The content is to be directly related to the demand for knowledge that exists within 
the business community and society. Given the public-private partnership (publiek-
private samenwerking, PPS) nature of this call, financial contributions (i.e. matching 
contributions) are also requested from parties in the public and private sectors. 
Selection will take place on the basis of scientific excellence and the social and 
economic value.  
 
This call is a joint initiative of The Netherlands Organisation for Scientific Research 
(Dutch acronym: NWO), division Social Sciences and division Humanities, the 
Netherlands Initiative for Education Research (Dutch acronym: NRO) and the 
National Initiative Brain & Cognition (Dutch acronym: NIHC). Where it is stated 
‘NWO’, all parties are included. 

1.2 Available budget 

The total available NWO budget for this call is €2 million. This budget is available for 
grants for two types of projects: strategic research and embedded research. 
Projects are to be carried out by knowledge institutions in partnership with partners 
from the private and/or public sector. The partners have to contribute (match) a 
sum of 20 percent of the budget required for the total project (grant + matching 
contribution), including a cash contribution (see paragraph 3.2). 

1.3 Validity of the call for proposals 

This call for proposals is valid until the closing date 30 June 2016. 
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2 Aim 

With the Human Capital: Professional Games for Professional Skills call, NWO aims 
to facilitate fruitful collaboration between scientists from a wide range of relevant 
disciplines, industry and public parties to address issues that have the promise to 
contribute to practice in the near future. 

The call will exploit and enrich professional gaming and virtual/augmented reality as 
tools for development, training, and maintenance of skills from secondary education 
level onwards up to senior workers. Research and development projects should be 
directed to professional skills as exploited in modern society. Projects should 
integrate different scientific fields - educational science, game design, neurocognitive 
research - to bring skill development in the 21st century. 

The project design logically involves an actual educational or professional training 
context applying virtual reality or games. The company or institution that houses 
this context can be designated as ‘user’ of the project results (see paragraph 4.2, 
criteria B1). 

The Goals 
A. Gather knowledge about the potential  of serious games for the training of 

professional skills. This can target students who take the step from regular 
(initial) education to professional practice via professional education or can be 
for professionals who learn new or retrain existing professional skills in the 
context of changing job demands. Professional skills embrace the full range of 
skills necessary for becoming an expert including job specific cognitive skills 
(e.g., enhanced sensorimotor abilities), or procedural skills (e.g., training to 
steer a machine) as well as more generic higher-order skills, the latter often 
denoted as 21st century skills (e.g., collaboration, communication, self-
regulation, and problem solving). Studies to be conducted relate game 
characteristics to learning activities and outcomes, investigate transfer and 
retention effects, and seek for explanations of identified relations from cognitive, 
developmental, social-cultural, and underlying neuronal principles. 

B. Contribute to realising the Games and Media & ICT agendas of Creative 
Industry. Games are used in a variety of sectors – from education, training, 
science, urban design to policy making in governance – as a way to train new 
skills and create business opportunities. Game production follows iterative 
processes of conceptualizing, designing, validating, and bringing to market. 
Since the desired abilities such as professional skills are fast-changing and 
characteristically non-deterministic, flexible, cost-effective and context-aware 
prototyping methodologies rooted in trans-disciplinary game research are 
required to design and implement them. This requires knowledge of the natural 
and playful interaction between player and game in relation to procedural 
rhetoric, rules, narratives, game aesthetics, player mentalities, and the socio-
cultural contexts in which learning takes place. Studies under this call will gather 
knowledge on these aspects and relate this to game characteristics such as 
combining the physical and virtual world (i.e., mobile applications and 
augmented reality) and meaningful animations and actions in the context of 
professional tasks. 

C. Identify the potential of physiological (e.g., heart rate, pupil dilation, eye 
movements) and brain measures (neurocognitive signals) of cognitive, 
motivational and emotional variables to realise game adaptivity (manual and/or 
automated). Learning per definition takes place within a learner. Learner-related 
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signals can add to the learning conditions as provided in the game at different 
stages of learning. For example, encoding of new information can take optimally 
place when the learner’s brain is ready to process new information, e.g., 
focused-attention. Also, memorizing acquired information strongly depends on 
physiological and neural states, e.g., sleep condition of the learner. Finally, 
retrieval of acquired information also depends on the learners actual physical 
and neuronal condition. Insights about all these information-related processes 
can typically be best obtained by measuring changes in behaviour, physiology 
and brain states. 

 
The Problem 
Modern societies require citizens to adapt to a rapidly changing environment and to 
learn and relearn skills at a relatively frequent rate. In particular, in a professional 
context lifelong learning will very likely become the norm. Not only to keep up to 
speed with the requirements of one’s profession but also to be able to change jobs. 
This development also has its consequences for the initial training of young people 
for the job market as it is expressed in a recent OECD report “Skills Outlook 2015”: 
“Giving young people a good start to their independent working lives has become a 
major challenge” (p. 3). The transition from school to work has never been 
particularly easy, but for millions of young people in OECD countries it has become 
nearly impossible: work and education are too often separate worlds. Presently, 
there is also much debate on the type of skills that should be part of the primary and 
secondary school curricula such that new citizens will be better prepared for the 
demands placed by the increased unpredictability of society and personal careers. 
Thus, there is not only a need to teach core professional skills to facilitate the 
transition from school to work, but also to teach those skills in such a way that 
learners develop ‘adaptive expertise’, that is, also have the 21st century skills 
necessary to deal with new requirements and situations. Accordingly, knowledge of 
the learning capacities in young adults and in adulthood, will help to fine-tune the 
type of skills to be developed more early in life during school years. There is still 
little known how to develop effective and efficient tools to train professional skills at 
school in combination with training more generic skills that also help to prepare for 
retraining and adaptation of skills. Serious games may play a pivotal role in creating 
favourable training opportunities to increase general learning performance that are 
useful in the real-world. 

 
The scientific challenge 
This problem translates to questions on the cognitive and social capacities that are 
required from students to learn professional skills in an educational context or when 
adults try to maintain and extend the requirements of the job at hand or when they 
prepare for a career shift. The scientific challenge is to find out how serious games 
can be designed in such a way that they help students to improve their general 
knowledge, but also professionals within a specific setting to acquire particular 
demands. The envisaged research should deepen insight into game features and 
social-cultural, developmental, and/or (neuro)cognitive parameters of acquiring, 
maintaining and adapting professional skills. 

 
Project requirements to participate in the programme  
Each project should contribute to the overall aim of this call as described above. To 
foster synergies between the different goals, each project should add to the 
knowledge of at least two of these three elements: 
 
1. The development of professional skills (using serious gaming), encompassing 21st 
century higher-order skills that help students and professionals to be prepared for 
the more demanding labour market, changes in job requirements, career switches 
etc. (adaptive expertise); 
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2. Game design, including both the combination of virtual reality and the real world 
(e.g., using augmented reality), mobile technologies, game aesthetics, game 
dialogue, and the socio-cultural embedding of games in relation to the acquisition of 
professional skills; 
3. The use of behavioural, physiological, and neuronal signals to induce and measure 
skill development through serious gaming and neurocognitive recordings that give 
information on the learner’s state and susceptibility for training interventions. 
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3 Guidelines for applicants 

3.1 Who can apply 

The Human Capital programme, which is both interdisciplinary and transdisciplinary 
in nature, focuses on collaboration between academic parties, businesses, 
governments, civil society organisations such as educational institutions, and other 
knowledge institutions. To fulfil this criterion, all partners involved in a research 
proposal must form a consortium. 
 
Each proposal has one main applicant. A proposal can be submitted on behalf of a 
consortium by a researcher affiliated to one of the knowledge institutions listed 
below: 
 Dutch universities;  
 NWO and KNAW institutes;  
 the Netherlands Cancer Institute;  
 the Max Planck Institute for Psycholinguistics in Nijmegen; 
 researchers from the DUBBLE Beamline at the ESRF in Grenoble; 
 NCB Naturalis; 
 Advanced Research Centre for NanoLithography (ARCNL). 

 
The main applicant submits the application on behalf of the consortium and is 
responsible for the scientific cohesion and the results as well as for the financial 
accounting. In this call, a researcher can be involved in no more than two 
applications, and can be the main applicant of one application.  

 
The institution where the main applicant holds an employment contract needs to 
comply with the conditions governing submission and funding. The principal 
applicant's tenure must be for at least the duration of the application process and 
the duration of the funding period. Other academic staff can be included as co-
applicants. Collaboration with Universities of Applied Sciences (HBO) is stimulated in 
this call. Complementary practice-oriented work led by a lector or senior researcher 
can be an integral part of a proposal. In this way, the University of Applied Sciences 
can specifically contribute with case studies as part of the research process, and to 
translation of the research results into practice. 

 
Project consortium, private and public sector partners 
The project consortium must consist of at least one knowledge institution permitted 
to submit applications to NWO (presented above) and one private sector partner. 
Public sector partners are very welcome to join a project consortium and also to 
partake in the matching requirements. 

3.2 What can be applied for 

This call for proposals covers two types of projects: strategic research and 
embedded research. 
 
Strategic research  
This instrument aims for research proposals studying long term research questions. 
The core of this instrument is funding PhD positions and post doc researchers. 
 
To apply for funding through this instrument, the following criteria must be met: 
 The amount of funding that can be applied for with NWO (grant) is minimum 

€250,000 and maximum €600,000;  
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 The project duration must be minimum two years and maximum five years. 
 
Embedded research  
This instrument aims to stimulate and create more interaction and cooperation 
between academia and industry. Scientists, knowledge users and companies are 
able to perform research together or further develop products or services. 
Embedded research can take on different forms. It can consist of a researcher 
temporarily working at a company, existing lab or atelier, and performing research 
with a question driven character in cooperation with that company, lab or atelier. It 
can also be a person from the creative industries who works temporarily, or part-
time, in a research environment under the guidance of a senior researcher. In that 
case, an appointment for this person as a PhD candidate is possible.  
 
To apply for funding through this instrument, the following criteria must be met: 
 The amount of funding that can be applied for with NWO (grant) is minimum 

€75,000 and maximum €125,000;  
 The project duration must be minimum six months and maximum two years. 
 
Budget 
The following can be applied for in both a strategic and an embedded proposal: 
 
Personnel costs 
• Temporary academic personnel: PhD positions and/or post doc researchers. At 

least one researcher for a minimum of 0.5 FTE must be appointed for the 
duration of the project. A bench fee of €5,000 is to be made available from the 
NWO grant for each PhD position and post doc researcher.  

• Temporary non-academic staff. 
• Replacement grants. Professors, Associate Professors and Assistant Professors 

may be exempted from part of their teaching duties by means of a replacement 
grant so that they can focus on research for the Human Capital programme for a 
specific period of time. A replacement grant for conducting research will only be 
granted if the applicant can demonstrate that a PhD candidate or post doc 
position cannot fulfil the intended purpose. The salary costs of the replacement 
can be covered by the replacement grant (at the salary level of a post doc). A 
replacement grant can be requested for up to four years with a maximum 
appointment of 0.2 FTE a year. 

 
Material costs 
• Material costs related to spending required in order to perform the research: 

applicants are urged to limit the budget for material costs. Regarding the NWO 
part of the grant, material costs can never be more than 40 percent of the total 
budget. Costs associated with the transfer of knowledge (dissemination and 
valorisation) and internationalization may be included in the budget. If part of 
the project activities are to be conducted at a university of applied sciences 
(HBO), the related costs can be funded as part of the material costs. 

 
Costs related to computers, standard software and other expenses forming part of 
the standard facilities of the research institute or the partners’ research departments 
are excluded from the grant, as are the costs of management, supervision, 
coordination and consultants. 
 
Conditions for matching 
In this call for proposals, the private and public sector partners in the project 
consortium have to contribute (match) at least 20 percent of the budget required for 
the total project. Matching can partly be in kind, but must also include a cash 
contribution. Half of the cash requirement need to come from one or more private 
partner(s), the other half may also involve one or more public partner(s). 
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A university of applied sciences (HBO) cannot act as matching partner while at the 
same time receiving budget from this call. 
 

The contribution in kind (green 
part) may represent a smaller 
share as long as this is 
compensated by a higher cash 
contribution (red part) such 
that it brings the ratio of the 
partners’ contribution to the 
grant to the required level of 
at least 20% of the total 
project budget. 

 
Cash contributions are to be settled with NWO. By making a cash contribution, 
private and public partners agree to pay all their cash contributions to NWO. NWO 
will then make the cash contributions part of the grant. Cash contribution will be 
collected from the partners after grant award by NWO, and will be paid out 
simultaneously with the NWO grant in instalments. 
 
Contributions in kind are to be accounted for by the end of the project. NWO will 
accept contributions in kind in the form of person hours worked by personnel or 
material contributions, such as the use of specific software and access to facilities. 
Prerequisite for these contributions is that they can be capitalized and must form an 
integral part of the project plan. For more information, see the annex Regulations 
governing contributions cash and in kind. 
 
The contributions (financial and practical) of the private and public sector partners 
must be clearly evident from the description of the project, the timeline and the 
budget presented in the application. Project management, supervision, coordination 
and consulting services do not count towards the matching contribution.  
 
Each of the contributions to be made by the matching partners for grant matching 
purposes, must be confirmed in a commitment letter by each partner. This 
commitment letter must contain an explicit statement of the agreed financial or 
capitalised in kind contributions and should be attached to the application as an 
appendix. The amounts stated in the commitment letter must correspond to the 
amounts stated in the budget presented in the application. Grant applications are 
approved on condition that the partners set out the arrangements concerning 
matters such as confidentiality and intellectual property rights in a consortium 
agreement. A funded project cannot start until NWO has approved the consortium 
agreement. A format for the commitment letter and consortium agreement will be 
provided at the NWO website. 

3.3 When can applications be submitted 

The application procedure consists of two steps: the submission of an expression of 
intent and the submission of the full proposal. Please Note! A full proposal can only 
be submitted after an expression of intent has been submitted. 
 
The closing date for the submission of expressions of intent is May 19, 2016, 14:00 
hours (CET). 
 
The closing date for the submission of full proposals is June 30, 2016, 14:00 hours  
(CET). 
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3.4 Preparing an application 

To prepare an application, please take the following steps: 
 Download the application form from the electronic application system ISAAC or 

from NWO’s website (on the grant page for this programme); 
 Complete the application form; 
 Save the application form as a pdf file and upload it in ISAAC; 
 Upload the commitment letter(s) in ISAAC. 

3.5 Specific conditions 

General guidelines and conditions 
The NWO regulation on granting and the Scientific Research Funding Agreement are 
applicable to applications for NWO grants. 

 
NWO policy  for public-private partnerships (PPS) 

The NWO policy for public-private partnerships describes the minimum requirements 
for consortium agreements. These relate to recording arrangements on the 
governance, finances, publications, intellectual property and liability as well as 
disputes. The NWO policy with regard to intellectual property (IP) and the transfer of 
knowledge are described on the NWO website.  

Open Access 
All scientific publications resulting from research that is funded by grants derived 
from this call for proposals are to be immediately (at the time of publication) freely 
accessible worldwide (Open Access). There are several ways for researchers to 
publish Open Access. A detailed explanation regarding Open Access can be found on 
www.nwo.nl/openscience-en. 

3.6 Submitting an application 

An application can only be submitted to NWO via the online application system 
ISAAC, https://www.isaac.nwo.nl/. Applications not submitted via ISAAC will not be 
considered. A principal applicant must submit his/her application via his/her own 
ISAAC account. If the principal applicant does not have an ISAAC account yet, then 
this should be created at least one day before the application is submitted to ensure 
that any registration problems can be resolved on time. If the principal applicant 
already has an NWO-account, then he/she does not need to create a new account to 
submit an application.  
 
When you submit your application to ISAAC you need to enter several additional 
details online. Make sure you allow enough time for this. 
 
For technical questions please contact the ISAAC helpdesk, see Section 5.1.2. 
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4 Assessment procedure 

4.1 Procedure 

The NWO Code of Conduct regarding Conflict of Interests applies to all persons and 
NWO personnel involved in the assessment and decision-making procedure for this 
call for proposals. 
 
The first step in the assessment procedure is to determine the admissibility of the 
application. This is done using the conditions stated in Chapter 4.2 of this call for 
proposals. 
 
The assessment of full applications consists of two stages. 
 
Stage 1: assessment by reviewers and rebuttal 
At least two (inter)national scientific experts (reviewers) are to issue an assessment 
report for each application, based on the criteria mentioned in section 4.2. 
Applicants will be given the opportunity to respond in writing to the reports of the 
reviewers, the rebuttal. 

 
Stage 2: assessment by assessment committee 
NWO will appoint an assessment committee to assess all full applications. The 
assessment committee consists of (international) researchers of high standing from 
the relevant scientific disciplines and experts from the private and public sector. The 
assessment committee will use the assessment reports from the reviewers and the 
rebuttals from the applicants to make an assessment of each application. 
 
The members of the assessment committee will discuss all applications, using the 
criteria mentioned in section 4.2, at a meeting that will result in a recommendation 
on each proposal and a recommendation regarding the prioritisation of all 
applications. Applications for embedded and strategic research projects will be 
assessed by the same assessment committee and combined in one ranking.  
 
The board of NWO NIHC, which can be accompanied with members from the boards 
of NWO NRO, NWO Social Science and NWO Humanities, decides which applications 
are to be awarded funding, based on the advice issued by the assessment 
committee. NWO gives all full proposals a qualification. The applicant is informed of 
this qualification when the decision about whether or not to award funding is 
announced. For further information about the 
qualifications see www.nwo.nl/qualifications. 
 
Time line 
5 February 2016 Match making event 
March 2016 
19 May 2016 
30 June 2016 
July - September 2016 

Publication of call for proposals 
Deadline for submitting expressions of intent 
Deadline for submitting full proposals 
Consultation reviewers 

October 2016 Applicants are given opportunity to respond to 
comments from reviewers 

December 2016 Assessment and prioritisation by assessment 
committee 

January 2017 Decision by NWO 



10 

Chapter 4: Assessment procedure / Human Capital: Professional Games for Professional Skills 

4.2 Criteria 

Eligibility of full applications 
After receiving the full applications, NWO will determine whether applications are 
eligible. NWO will not process any applications in cases where one or more of the 
following apply: 
 the application was not submitted in the earlier stage of expression of intent;  
 the application was not submitted using the online application system ISAAC; 
 the application was submitted after the deadline; 
 the application is not in English; 
 the application was not completed correctly and the applicant failed to comply 

with the request to submit a corrected application by the relevant deadline; 
 the application is not within the thematic demarcation of this call for proposals; 
 the main applicant does not fit the description given in section 3.1 and/or does 

not act on behalf of a consortium as described in section 3.1; 
 the project budget and matching contribution(s) do not satisfy the conditions 

laid down in this call for proposals. 
 
Full applications are to be assessed on the basis of the following criteria: 
 
A. Scientific quality 
1. Scientific quality of the proposal: objectives, approach and methods, fitness for 
purpose and feasibility; 
2. Scientific quality of consortium: national and international embedding, 
publications, expertise, multidisciplinary and interdisciplinary collaboration, and 
access to required equipment and facilities; 
3. Innovative nature: development of new knowledge/concepts and/or 
groundbreaking methods and technologies. 
 
B. Knowledge utilisation  
1. The added value and practical application of the envisaged research results, in 
economic, technological and/or social terms. How are organizations with educational 
or professional training expertise involved, i.e. ‘users’ of the project results?;  
2. Added value of the public-private partnership: interaction and collaboration 
between researchers and public and private sector partners in the consortium. 
 
C. Appropriateness 
1. Extent to which the application is in keeping with the aim of this call for proposals 
(see chapter 2). 
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5 Contact details 

5.1 Contact 

5.1.1 Specific questions 

For specific questions about Human Capital: Professional Games for Professional 
Skills and this call for proposals please contact: 

Rob Heinsbroek 
T: +31 (0)70 344 09 87 
E: humancapital@nwo.nl  

5.1.2 Technical questions about the electronic application system ISAAC 

For technical questions about the use of ISAAC please contact the ISAAC helpdesk. 
Please read the manual first before consulting the helpdesk. The ISAAC helpdesk can 
be contacted from Monday to Friday between 10:00 and 17:00 hours CET on +31 
(0)900 696 4747. Unfortunately, not all foreign telecom companies support calling to 
0900-numbers. However, you can also submit your question by e-mail to 
isaac.helpdesk@nwo.nl. You will then receive an answer within two working days. 



NWO guidelines with regard to co-funding projects 

What is co-funding? 
NWO defines co-funding as "The contribution of a public or private party - either in cash or in kind - to 
a project or programme financed by NWO". In this construction, NWO is the legal entity that 
undertakes the financial obligations. 

Basic principles of co-funding: 
- Public or private parties can make 'in cash' or 'in kind' contributions to the cost of projects.

- The nature and extent of co-funding is included in the Call for Proposals. The Call for
Proposals can also contain other provisions relating to co-funding that are more specific to 
the particular programme. 

- The co-funder must confirm its co-funding in a letter of support pledging a contribution. This 
letter should set out the pledged contribution in terms of cash funding, capitalised material 
or deployed personnel. The letter of support must be addressed to the project leader. He/she 
will send a copy of this letter to NWO together with the grant application. The amounts 
specified in the letter of support must correspond with the amounts shown in the project 
budget. 

- The arrangements for co-funding will be set out in a contract between NWO and the co-
funding party or parties. NWO will also make mention of the co-funding in the grant award 
letter relating to the research proposal. 

- In the event of any doubt, the decision-taking NWO body will decide what does and does not 
constitute co-funding. 

- All parties must warrant that the knowledge ensuing from the project for which co-funding 
is received will be and remain available in the public domain. NWO has a special IP protocol 
for this purpose; please see the general conditions relating to grants. 

Acceptable as 'in cash' contributions: 
- All funding except that which is defined as: 

o funding allocated by NWO;

o TKI allowances (TKI = Top Consortia for Knowledge and Innovation).

- The Call for Proposals can also contain other provisions, more specific to the particular 
programme. 

Acceptable as 'in kind' contributions: 
- Co-funding in the form of deployment of staff and material contributions can be accepted on 

the condition that it/they are translated into capital value and are fully integrated into the 
project. This will be made clear in the description and the planning/phasing of the research. 
The current market value will be used for any equipment that is pledged. 

- It is possible that some part of the research will be carried out by one or more third parties. 

Where experts are assigned to the project, one condition is that the expertise provided in the 
form of man-hours is not already available to the research institution(s) and that it is therefore 
deployed specifically for the project. NWO applies fixed rates for senior or junior researchers 
when capitalising staff deployed by a third party for the purposes of a project (see: 
www.nwo.nl/ financiering/hoe-werkt-dat/salaristabellen - the text is only available in Dutch). 

- Services can only be provided as a form of material contribution if they can be identified as a
new effort, i.e. the service is not already available at the research institution(s) that is/are 
carrying out the research. It could be the case that services previously provided (a database 
or software, for example) will be proposed as 'in kind' co-funding: in such cases, acceptance 
is not automatic and contact should be sought with NWO in advance. NWO will then determine 
whether a concrete value can be determined for this contribution. 

Not acceptable as co-funding: 
- Co-funding from the research institute of the projects' applicant or any joint applicant, unless 

otherwise stated in the Call for Proposals. 
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- Discounts on commercial rates, including those on materials, equipment and services. 

- Costs relating to overheads, supervision, consultancy and/or participation in the User 
Committee. 

- Costs of services to which conditions are attached. The provision of co-funding may not be 
made subject to conditions. Co-funding is not dependent on whether or not a particular 
phase in the project is reached (there is, for example, no 'go/no-go moment'). 

- Costs that are not reimbursable according to the Call for Proposals. 

- Costs of equipment if one of the objects (or the principal object) of the research application is 
to improve said equipment or increase the added value thereof 

 
Reporting and justification procedure: 
NWO recognises two alternatives: 

1. Justification in advance (co-funding is effected through the NWO budget): 

After a grant is awarded to a research project, NWO invoices the public or private party that 
has committed itself to providing a cash contribution to the research project. After receipt of 
the contribution(s), the funds are allocated to the project. 

If the co-funding party remains in default of payment, NWO reserves the right to withdraw the 
entire grant (pursuant to Art. 4:48 of the General Administrative Law Act [Algemeen Wet 
Bestuursrecht, Awb])  

2. Justification in arrears (co-funding is not effected through the NWO budget): 

If the co-funding is not part of the NWO budget, i.e. the funds are paid directly to the 
beneficiary, NWO will consider the financial contribution to be an 'in kind' contribution and 
register it as such. 

Public and private parties should report on and justify their contribution (whether in cash or in 
kind) to NWO within three (3) months of the end of the research project for which the 
contribution has been provided; they can do so by providing NWO with a specification of 
contributed costs. 

The request to determine the definite value of an in cash and/or in kind contribution must be 
submitted by the project leader together with a joint final report and the application to 
determine the definite grant value. In cases where an in cash and/or in kind contribution 
(which is not part of the NWO budget) exceeds €125,000, an auditor's report must be 
submitted. A written statement from the project leader will suffice in other cases; the 
statement must make it clear that the funds or resources (insofar as they are not part of the 
NWO budget) were actually attributed to the project. 

 
In accordance with Article 6 of the General Terms and Conditions of NWO Grants, NWO can 
withdraw all or part of an allocated grant, with retrospective effect if necessary. This could 
occur, for example, if one of the partners fails to fulfil its obligations. In consultation with 
you, as project leader, NWO will then determine whether - and in which way - a transition 
can be made to follow-up funding for the project. 
 

If no final report and justification is received, NWO reserves the right to withdraw the entire 
grant (pursuant to Art. 4:48 of the General Administrative Law Act [Algemeen Wet 
Bestuursrecht, Awb]). 

 

 

This document is a translation. In the event of any difference of opinion as to the interpretation of the content, the 
original Dutch version will prevail. 
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