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Tin this simulation-style social-impact game, players take on the role of someone creating and distributing fake news for a
profit. The purpose of the game is for players to leave with a better understanding of how misinformation is created and
spread so that they are more sceptical of information that they encounter in the future. This game is freely available online
and has been played more than 300,000 times by players in 170 different countries.



