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ABSTRACT
Place an abstract of your abstract here. This should be approximately 100 words long. In this paper we describe the formatting requirements for DiGRA Australia Conference Proceedings.
Keywords
keyword, keyword, keyword, keyword
INTRODUCTION
Place your 400-800 word abstract here. Your text goes here. This format is to be used for submissions that are published in the electronic conference proceedings for DiGRA conferences
.  The same format will be used for conference articles uploaded to the DiGRA library. 
In essence, you should format your paper exactly like this document. The easiest way to do this is simply to download this template from the conference web site, and replace the content with your own material. The template file contains specially formatted styles (e.g. Normal, HEADING levels 1 – 3, Reference and Index) that will reduce your work in formatting your submission.
Submissions for review should be anonymous. You should remove your names and affiliations from the author list, and not include a bio.
Bio

Place your 100 word bio here. The purpose of this section is to identify your institutional and disciplinary context. This has been included in the submissions to help attendees better network and to ensure the conference reflects the breadth of games research in Australia. This is not necessary for peer review.
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Place your acknowledgements here (such as acknowledgements for funding). If you have no acknowledgements, please remove this section. This template (used originally in DiGRA 2011 conference) was developed based on a similar template for the CHI conference (Doe and Smith 2011) and the template from DiGRA 2005. Some of the references cited in this paper are included for illustrative purposes only. Special thanks to Annika Waern and José Zagal. 
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