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Ambition:

The ambition is to improve the standard of game design through the creation of a shared knowledge domain. This domain will include the evolution of standards in game application and the development of the science behind gaming.

Scope: 

The scope is bounded to digital games & simulations. The reasoning is that DSonline is part of the IEEE, an organization that is strongly focused on the development of standards in the electronic and information technologies. 

The Audience

The Audience of the DSonline topic area on gaming & simulation (G&S) consists of designers, users and researchers in design and application of G&S.

· The inclusion of designers is obvious. What might not be so obvious, but true nonetheless, is that this includes game-designers, modelers and designers of the digital media wherein digital games are played. This also includes educators that want to teach G&S design, and students that want to learn G&S design, most likely also in the categories of game, modeling and media. 

· At this point in time the input from users is important because as yet little is understood about the requirements that serious applications ask from games. Existing knowledge is widely dispersed over many domains, and when explicit often in the form of anecdotes. For better application of (serious) games designers need to obtain a better understanding of the user-requirements.

· The application-researchers are included because in order to achieve better results from (serious) gaming a better understanding is needed about how humans are affected by games and game-simulations.

That we have a broad (potential) audience doesn’t mean that the scope of the DSonline topic area is too large. The topic area can be well bounded by focusing on the fundamental building blocks of G&S. This focus has the added advantage that it cuts through all the misunderstanding and the multitude of applications. It forms the common ground between designers and application users. As such it forms the architecture to improve the standard of G&S. (Both in design and application.)

Purpose/Goal of audience: 

1. To create better Simulations and Games (S&G).

2. To improve the results from S&G.

(Or perhaps just to professionalize the S&G design and application)

To create better S&G we need:

· To better know S&G design

· (which requires =>) To better know the capabilities of the Media wherein the game will be played, in our case digital media. 

· (which requires =>) To better understand the user-requirements,

· (which requires =>) To better understand the underlying science about how S&G can be used to achieve results. I.e. About how S&G work, about they affect human behavior. And about when S&G are effective? And why they are effective?

Defining the moment, what are we talking about?


Figure 1

I have included figure1 because it visualizes the essence of what we are talking about when we speak of games and simulations, as such it can help us define the subject areas (or basic building blocks) that we need to cover on the DSonline S&G topic area. The figure is a free recreation of work done by Dick Duke, Jac Geurts and Ivo Wenzler. 

On the right side of the figure we see what we could call the design aspects, on the left the application aspects. Together these aspects cover the domain of game or simulation. By using these aspects as the grounds for an architecture of the DSonline website will pull us, and others, out of the confusing definitions about gaming and simulation.
Furthermore, the design of G&S is a collaboration of multiple disciplines, its application and its research spread over numerous application domains, and the publication of experience and knowledge spread over a wide variety of platforms and journals. By sticking to the basic aspects of S&G we can bring these dispersed interests together, and thus help professionalize the design and application of S&G.

	Table describing each of the aspects presented in figure 1



	Content:
	describes the topic area of the S&G, about what and who is represented in G&S. 

Each topic area, or each domain in which it is used, may result in additional (dedicated) requirements for G&S design and application.



	Purpose:
	describes the goal for which the S&G is made. For example, entertainment, education, research, training, decision making, planning, socialization, communication, etc. 

Each category of purpose may result in additional (or dedicated) requirements for G&S design and application.



	Game:
	Is about the nature of the interaction between players and between players and the game, usually described in the game-rules. This also includes knowledge about interaction-mechanisms and their effects.



	Simulation:
	Is about the creation of dynamic models of objects, processes and environments.



	Media:
	Is about the environment in which the G&S are represented and played. For example:  carton board and paper or plastic playing pieces in a board game, or metal figures and model buildings in table top games, or virtual worlds and figures in a computer game. 


Notes:

Simulators could be seen as part of this dimension. Their play ground is also a virtual (and digital) world. What makes them special is that the (game) interface consist of a (a mock-up of) real world, for example the cockpit in a flight simulator. 
As more and more equipment is digitized and able to communicate with other equipment in a network, it becomes more and more possible to link them to a virtual environment to exercise and train their capabilities and operators, achieving results without actually affecting the real world. 


Architecture of Archive:

My suggestion for the website architecture is to use the aforementioned categories (content, purpose, game, simulation, media). They form clear enough subdivision of the topic area that can be understood by all. By virtue of HTML or XML we can bring each reader to what he or she wants to know about the development of standards in S&G design and application. (We can also cross link the documents so that anyone interested in gaming in education gets to see all relevant articles, even from articles that come from a different application domain.

The concept represented in Figure 1 forms the integrating mechanism for compiling standards of G&S.

Overall Categories:

· Games

· Game-simulations

· Simulations

Application domain (content)

· Healthcare

· Military

· Schools, colleges, universities

· Transport

· Water management

· Etc.

Purpose or application area:

· Entertainment

· Education

· Training

· Research

· Exploration

· Decision Making

· Planning

· Visualization

· Socialization

· Communication

· Innovation

Game mechanisms/ types of Interaction:

· To be filled in….

Game types:



examples

· Strategy (bird eye view/3D)




 

· Real time strategy


Command and Conquer / Harpoon

· First Person (shooter / Sims)
America’s Army / Falcon 4, Need for Speed, Nascar
 racing

· Third Person (shooter / Sims)    
Lara Croft / the Sims

· Arcade



Space invaders

· Action



Mario 3D

· Role play 



World of Warcraft, 



Simulation:

· Modeling objects

· Modeling environments

· Modeling processes

· Modeling agents (behavior)

· Modeling interaction

Media (as applied for /in G&S):

· Visualization 

· Game-engines

· Human-Machine Interaction ( human-S&G-interaction)

· Single station / Networked capabilities

· Drama and storytelling

Note: the archive should also contain a section where examples of play, game mechanisms, and simulations can be shared. These are not meant to be fully functional applications, but just illustrate current and newly developed capabilities.

Action:

Of course, now the architecture has to be filled with relevant knowledge. For this purpose we should make our existence known to practitioners in the field and to make contact with relevant communities to establish linkages. (If they allow papers to be searched form our website we increase the coverage of DSonline.) 
· Let the world know that we exist
· What other sites/platforms/forums would we like to link to?

· What other sites/platforms/forums are interested to link to us?  
Purpose


Utility and application





Content


What and who





Media


Formats of representation





Simulation


Models and environment





Game


Nature of interaction





Abstraction





Reality














�Should we stick with G&S or are these things sufficiently distinct?


�What about games that involve a mix of digital and non-digital communications and objects?


�Do we include Running Sims on real systems, for example running a sim on train traffic control networks? I’d say yes (AT).


�I think this is a matter of tagging the XML content. What tags, what namespace shall we use? Do we need to generate something, or is there a good namespace we can use?


� Where would Civilisation, SimCity and SimEarth go as examples?
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