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Appendix A 

Recommendation 

Some of the general recommendations made by the people who evaluated the game were: 

1. Change the color to the cards to make them more striking to the players. 

2. Make the cards in a more resistant material so that it can be used for longer. 

3. Ask a greater number of questions. 

4. Create more difficulty in the questions. 

5. Ask open questions for the development of the participants.  
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