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This book constitutes revised selected papers from the50th
International Simulation and Gaming Assaociation Conference, ISAGA
2019, which took place in Warsaw, Poland, during August 26-30, 2019.
The 38 papers presented in this volume were carefully reviewed and
selected from 72 submissions. They were organized in topical sections
named: simulation gaming in the science space; simulation gaming
design and implementation; simulation games for current challenges;
simulation games and gamification; and board perspective on
simulation gaming.



