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1. Introduction

The game analyzed in Schiller et al. (2018) is Destiny*. Valve Corporation
(2003) is a gaming platform, and also of type misc (without the subtype
game).

1.1. Goals and Motivation

Research Goal 1

My Research Goal 1

1.2. Methodology and Structure

' Bungie, 2014.
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2.2. Summary
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6. Lessons Learned
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Appendix A.

Appendinx 1 title

Some appendix content.
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