SERIOUS GAMES & SIMULATIONS (SGS)
Their technology, Techniques and Methods in Design and Application 
Serious Games and Simulations, a topic area of Distributed Systems Online, has been created to facilitate and support the emergence of Best Practice in the Design and the Application of Games & Simulations for Entertainment and Serious Applications (i.e. health care, defense, water management). These Best Practice will contain the state of the art in the design and application methodologies, as well as in games, simulation and media techniques and technologies.
It will provide a platform for sharing and integrating the dispersed development of academic knowledge and practical experience into a coherent body of knowledge, representing the ‘State of the Art’ in design and application of games & simulations. The topic area will be accessible to students and professionals, to new comers and experts in the field.

Note: A more detailed description of Topic Area and the Mission Statement can be found at the About Page.
Contents
· The Fundamental Building Blocks of games and simulations will be used to provide a scaffold, or architecture, for the development of Best Practice and Standards in games & simulations. These building blocks are the basic elements from which games and simulations are built, as such they are present in all serious games and simulations. This will cover the whole range of games & simulations. (For more information see “link to about page”)
· A Forum to provide a platform for inter-disciplinary discussions on how best to apply what techniques, methods or technologies to build better games and achieve better effects. (under construction)
· An Expert Experience Database that is based best paper contributions from relevant symposia and journals. This will contain the state of the art in the design and application methodologies, as well as in games, simulation and media techniques and technologies. (under construction)
· A Link Page linking to organizations and institutions that are at the forefront of developments in games & simulation methodologies and technologies.

· A Peer Reviewed Online Journal to share knowledge and experience, and raising the state of the art by peer review. (planned release early next year)
· A Best Practice Page that will contain the most current examples of Best Practice in game & simulation design and application methodologies and technologies. (under construction)
If you have any suggestions for new content, or comments on these pages, then please send <email address> an email. 
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