2.0 
Motivation and Justification (numbers refer to IEEE Pervasive Computing Concept paper)

The proposed IEEE Electronic Games and Simulations magazine will provide a tightly focused forum for discussing these critical trends. Its lively mix of top-quality peer-reviewed articles and timely columns on:

methodology, technology and application of electronic games in the burgeoning fields of 

entertainment (console, computer, mobile), 

“serious” forms (education, business, medical, simulations and training)

electronic game research (human factors and application development)

development of practical standards, applications and hardware 

will simulate further important work in this domain. Furthermore, by reaching out to like-minded individuals throughout the IEEE, this new publication will serve as a cross-disciplinary meeting place for a broad range of researchers, developers, and educators involved in advancing interactive computing.

Additionally the online component will add a forum for leaders in the field, podcasts, cross-links to content to include examples of games, tools, and other industry groups and vibrant educational institutions such as:

http://www.digra.org/
http://www.gamasutra.com/
http://seriousgamessource.com/
http://www.igda.org
http://www.isaga.org
http://www.nasaga.org/
Publications:

Game Developer http://www.gdmag.com/homepage.htm
ACM: Computers in Entertainment http://www.acm.org/pubs/cie.html
Journal of Game Development (Charles River Media http://www.jogd.com )
3.1 
Topics

We can expect that the new board will want to cover all aspects of current and emergent electronic game and simulations research and applications development, including:

· principles of games & simulations

· software (2D and 3D game engines, animation and graphic programming, etc.), 

· platforms (computers, consoles, mobile devices, cell phones, controllers, etc.), 

· human factors (interface development, learning environments, “fun factor”, game testing)

· applications (entertainment, business, medical, government, training, simulations, education, etc.)

· emerging technologies, 

· societal impacts,

· methods and techniques

· general topics

6.0 
Suggested Editorial Board

We can expect that the new board will want to cover all aspects of current and emergent electronic game and simulations research and applications development, including:

· Principles of games & simulations

· Iou Wenzler

· Jan Klabbers

· Chris Bateman

· Brian Fargo

· Clint Hocking

· Hardware/platforms (computers, consoles, mobile devices, cell phones, controllers, etc.), 

· Mike Lin

· Tony Tamasi

· Richard Huddy

· Industry (Microsoft, Ninetendo, Sony)

· Software (2D and 3D game engines, animation and graphic programming, etc.), 

· Rob Brown

· Timothy Roden

· Giovani Pauell

· James R. Parker

· Marco Roccetti

· Human factors (interface development, learning environments, “fun factor”, game testing)

· Matthias Rautenberg

· Jim Gee

· Matthew Matteas

· Joy Canon Bowens

· Marc Prenski

· Applications (entertainment, business, medical, government, training, simulations, education, mgt, etc.)

· Rob Brown

· Jim Dunnigan

· From application areas
· Societal impacts,

· DIGRA

· STS

· David Rejeski

· Methods and techniques (modeling techniques, validating/models)

· Alison Heppenstall

· General topics

· Emerging technologies, 

