ORGANISATIONS PAGE
On this page you will find links to organizations that are involved in the development of games and simulations and in improving our understanding of them. “This site will only list those links that are key contributors to the State of the Art in games and simulations.”(Note: is this possible or doable?)
To facilitate access and utility we have organized this database according to the constituting building blocks of games and simulations.

1. APPLICATION & Education in application
CONTENT (what and who)
Health Care
www.gamesforhealth.org
The Serious Games Initiative founded Games for Health to develop a community and best practices platform for the numerous games being built for health care applications. To date the project has brought together researchers, medical professionals, and game developers to share information about the impact games and game technologies can have on health care and policy.

Social Change / Social Issues
www.gamesforchange.org
Games for Change (G4G) provides support, visibility and shared resources to organizations and individuals using digital games for social change. This is the primary community for those interested in making digital games about the most pressing issues of our day, from poverty to race and the environment. We are the social change / social issues branch of the Serious Games Initiative. 

www.igja.org
The International Game Journalists Association provides resource, community and education to an international group of journalists covering video games.

PURPOSE (utility and application)
Education

www.fas.org
The federation of American scientist has started a national research program in the United States on the effective application of games in education.
Research
www.digra.org
DIGRA is the association of academics and professionals who research digital games and associated phenomena. It encourages high-quality research on games, and promotes collaboration and dissemination of work by its members.
www.isaga.org
ISAGA is an international organization for scientists and practitioners developing and using simulation, gaming and related methodologies. 

They include simulation, gaming, role-play, structured experiences, policy exercises, computerized simulation, play virtual reality, game theory, experimental learning and active learning.

The are used in a broad range of professional areas, including: university, industry, government and business. Note: ISAGA is not concerned with gambling. The term “gaming” refers to learning games.

2. DESIGN  & Education in design
GAME (nature of Interaction)
www.gamedevelopers.ie  

Research on digital games industry at Centre for Society, Technology and Media (STeM) at Dublin Universiy. Headed by Dr. Aphra Kerr.

www.digitalgamewdeveloper.com
A webpage on essential news, tools and techniques. A digital media net community.

www.igda.org
International Game Developers Association. The IGDA is a nonprofit professional society that is committed to advancing the careers and enhancing the lives of developers by connecting members with their peers, promoting professional development, and advocating on issues that affect developer community.
SIMULATION (modeling, models and environment)
MEDIA TECHNOLOGY (technology in formats of representation)
www.interactive.org
The mission of the academy is to advance common interest in the worldwide entertainment software community. Recognize outstanding achievement in interactive content and the entertainment software community. Conduct annual awards show and enhance the image and awareness of entertainment software.
www.theesa.com
The entertainment Software Association (ESA) is the U.S. association exclusively dedicated to serving the business and public affairs needs of companies that publish video and computer games for video game consoles, personal computers, and the internet. ESA members collectively account for more than 90% of the $7billion in entertainment software sold in the U.S. in 2005, and billions more in export sales of U.S. –made entertainment.

The ESA offers a range of services to interactive entertainment software publishers including a global anti-piracy program, business and consumer research, government relations, and the intellectual property protection efforts. ESA also owns and operates the Electronic Entertainment Expo.
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