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Introduction (Heading 1)
Please write your text using the paragraph templates given in this file and please stick to the structure given by the Headings.
 Make sure that your text is understandable and assume that the reader might not have the same prerequisites and knowledge as you have. For citations, please use the Harvard Citation Guide and add all cited text references at the end of the chapter. Pictures can be embedded using the text format Picture as it can be seen here. Make sure that the pictures are copied into the file and have a sufficient resolution (at least 150 dpi). Please mark your figures and pictures with a meaningful text using the format ‘Figure’. Be aware that the book will be printed in black & white. So markups in pictures based on colors will not be recognizable.
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Figure 1: Description of figure 1.
For tables there are two formats: one is table heading and one is table text. Please do not use Word auto formatting for the tables. Your tables can be marked using the format ‘Table’:
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To get a common look throughout the book we kindly ask you to use for Bullets and listings the following formats.
Bullet 1
Bullet 1
Bullet 1
Bullet 2
Bullet 2
Bullet 3
Bullet 3
For numbered lists:
List item #1
List item #2
List item #3
…
Educational Objectives and competencies
Please describe here in detail your educational objectives and the competencies that are developed using the game or simulation.
Duration and number of participants
Please characterize the typical duration of the game/simulation and the number of participants (min. number / max. number / roles).
Material list and preparation
List here in detail the material needed for the game (including description of special cards or game boards) or simulation. And describe how the game or simulation has to be prepared. Please, provide photos or graphics of the game board or special material.
Instructions
Write down here detailed the instructions for playing the game or conducting the simulation. If necessary make a distinction between instructions for the game/simulation leader/facilitator and instructions for the participants. Add photographs of game situations or similar. Please add hints and advises relevant for the game/simulation. Please give also a clear statement when to finish the game/simulation or what status ends the game.
Summary
[bookmark: _GoBack]Please give a short summary of the game/simulation and results that you gained while using the game/simulation.
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