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Please read carefully through this template before using it to format your submission as this will save you and the conference organizers considerable time and improve your chances for acceptance. Change the number of authors as required.
This template is formatted using as top margin 2 cm, bottom margin 2,5 cm and side margins 1,5 cm. Columns have a width of 8,5 cm and are spaced with 1 cm. Paragraph indentation is 0,5 cm. Line spacing is Multiple at 1,15 with 0 pt before and after. Text is formatted to Times New Roman 9.

If you wish use a numbered list of references at the end of this document, ordered alphabetically by author and then year, and referred to by numbers in brackets, like so [1].

Use a minimum of 600 words and a maximum of 4000, excluding acknowledgments and references. More specific instructions follow for each section.
Description
Write a brief description of the game and its implementation stages.
Target Audience
Present the target audience of the game. Examples: children's game, first grade students, older than 16, all ages, etc.
Game Genre
Present the genre of the game. Examples: educational, platforms, racing, adventure, puzzling, strategy, action, etc.

Plot and Characters
Present the game plot as well as a description of the characters involved.
Visual Style
Briefly describe the game visual style and, if you consider proper, include original hand drawn or computer made drawings. 
To report to figures always abbreviate using as example Fig. 1. Place figures in line with text preferably occupying the full width of the column they are in (8,5 cm). Use a resolution of at least 300 dots per inch and add a blank line space before and after all figures or leave a top and bottom white space margin within the figure itself.
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Fig. 1. The caption should explain the details of the figure and

be formatted to the center in Times New Roman 8.
Game Mode
Briefly and objectively describe the interaction mode of the game and its structure: levels, puzzles, etc.

Blender Tool
Briefly and objectively describe the conception stages of the game.

Acknowledgments [optional]
Use this section to thank people or entities who have helped you developing the project.
References
Authors should present any sources that they have consulted and any resources that they have utilized during the development of the their project. 

Copyright is held by the author(s).

Blender PT Conference 2013, Porto, Portugal

ISBN: To fill in by the organizing committee.


