Call for Papers
2017 Borneo International Conference on Digital Content (BICODIC)
http://bicodic.org

2017 Advanced Research on Applied Mathematics in Science and Engineering (ARAMSE)
http://aramse.org

2017 2nd Game Physics and Mechanics International Conference(GAMEPEC)
http://gamepec.com
 
7 – 9 February 2017

Kota Kinabalu, Sabah, Malaysia

Submission Paper Deadline : 31st December 2016 !!!
Malaysia Technical Scientist Association (MALTESAS) together with Universiti Malaysia Sabah is pleased to announce that it will be hosting Triple Conferences:-
2017 Borneo International Conference on Digital Content (BICODIC) 
2017 Advanced Research on Applied Mathematics in Science and Engineering (ARAMSE) 
2017 GAME PHYSICS AND MECHANICS INTERNATIONAL CONFERENCE
This international level conference its aim to be more specific in the development and cutting-edge technology related to Digital Content, Advanced Research on Applied Mathematics in Science and Engineering and Game Physics and Mechanics. The conference provide a platform where researchers, professionals, academicians and industries to share and generate forum of the technology. It will include keynote addresses, oral presentation of contributed papers, and others.
Publications:-
BICODIC and GAMEPEC:-
ALL ACCEPTED PAPERS WILL BE INCLUDED IN ADVANCED SCIENCE LETTERS
ISSN: 1936-6612 (Print): EISSN: 1936-7317 (Online)
Copyright © 2000-2016 American Scientific Publishers.
All Rights Reserved.
SCOPUS Indexed (Q3/Q4 Journal Rank by SCIMAGOR)
CPCI-S by Thomson Reuters
http://www.scimagojr.com/journalsearch.php?q=19700181106&tip=sid&clean=0
ARAMSE:-
All Accepted and Paid Papers will be Published in American Institute of Physics (AIP)
Listed in http://scitation.aip.org/content/aip/proceeding/aipcp/info/forthcoming-titles under conference title above
SCOPUS Indexed (http://www.aip.org/) 
(http://www.scimagojr.com/journalsearch.php?q=26916&tip=sid&clean=0)

Conference Tracks:
BIODIC
Track 01: TBA
Track 02: TBA
Submit paper via http://edas.info/N22940
ARAMSE 
Track: Mathematics Mathematical Logic Algebra Analysis Calculus, Differential Equations and Integration Geometry and Topology Graph Theory and Combinatorics Group Theory Number Theory, Arithmetic Probability and Statistics, Game Theory Modeling and Simulation
Track: Applied Mathematics Physics, Chemical and Biology Computer Graphics Computer Games Complex Networks Cryptography and Information Security Dynamic Systems, Control and Automation Economics and Finance Neural Networks and Artificial Intelligence Numerical Analysis, Algebra and Computational Mathematics Operational research Pattern Recognition and Image Processing Signal Processing and Recognition Medical Mechanical and Manufacturing Engineering Computer and Electrical Engineering Environmental Sciences Fundamental and Applied Sciences Geosciences and Petroleum Engineering System and Naval Mechatronic Engineering Chemical and Civil Engineering Other Topics in Applied Mathematics.
Submit paper via http://edas.info/N22939
GAMEPEC
Main Core Tracks – A) Game Physics and Mechanics
A1. Game Physics with Mathematics – Rigid Bodies Kinematics (Forces, Momenta, Energy, etc), Rigid Bodies Motion (Netwonian Dynamics, Lagrangian Dynamics and other Dynamics in Games), Deformable Bodies (Elasticity, Stress, and Strain, Mass-Spring Systems, Control Point Deformation, Free-Form Deformation, Implicit Surface Deformation), Fluid and Gases, Physics Engine (Collision Culling, Collision Detection, and related fields), Linear Algebra, Calculus, Affine Algebra, and other mathematics related with Games
A2. Game Mechanics and Gameplay -Internal Economy in Games, Machinations in Games, Common Mechanisms, Design Patterns, Simulating and Balancing Games, Building Economies, Integrating Level Design and Mechanics, Progression Mechanism, Meaningful Mechanics and others
Secondary Tracks – B) Other Topics in Game Technology
B1. Computer Games, Multimedia – A discussion not only about the components and designs (software and hardware) of computer games and multimedia but also on its' social implications such as censorships and regulations, education, and training. This would also be a platform to gather future trends and visions on multimedia games, strategies and troubleshooting.
B2. Cloud Computing and Virtualization – Discussions on the value of cloud computing, theoretical and historical analyses and comparisons of different cloud business models and applications. This will also include discussions about the incubation process of IT Virtualization, security and future trends.
B3. Web Technologies and Internet Applications – Discussions on the emerging and future trends on web technologies and internet applications. Education and training are also one of the key areas to be emphasized on this topic.
B4. Social Computing and Behavioural Modelling – Discussions on evolution and historical influences of social computing, applications and behavioural modelling and all its implications. Public may also present their opinions on trending topics and case studies.
B5. Enterprise Resource Planning & Supply Chain Management – Discussions on ERP and Supply Chain Management performance, security, and maintenance. Topics would also include processes and implementations, tactics and strategies to adapt.
B6. Mobile Communications, Networking and Applications –
Submission Paper Deadline : 31st December 2016 !!!
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Conference Chair
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