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Abstract

The game has developed rapidly, starting from simple graphics and quests, then now the game has a
graphic with good quality and complex quests. Most people think of games as a means of playing and
wasting time, but games can be used as stress relievers, learning media, making money and many
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more uses. Therefore, the game requires a good game experience (GX). The GX in question is GX which View all related documents based
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