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Integrating game and cybersecurity knowledge. A game that provides players
with knowledge about
cybersecurity.
Play Zone Coins Card interface

SEREESEES * How to play

---------- 1) Once the player enters the game, they will be able to buy and equip cards

from the shop for both the User and sides.

2) After selecting the customisable card deck, players can go to the lobby to
meet with other player & teleport to the

3) Once players join the Play server, they will recieve 3 main stats: Malware,
Safety, and Security

The win condition are as follows:

e Hacker must clear 2 out of 3 stats x ~
@
e User must max out 2 out of 3 stats

*When a stat is maxed or cleared, it is locked and cannot be changed for the rest of the game.
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4 ) Additionally, players will have TechCoins, the in-game currency they receive

every round, which includes an interest system. The game also introduces a

e 3 Round Counter, Buff/Debuff system, Card Counter, and Pass System.
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& In summary, the development of the game “Learning media for online
@ o et ) Find Problem safety in the form of a card game.” has allowed players to enjoy themselves while
gaining knowledge about online risks. The game’s quality and content were rated

as good, thanks to its gameplay mechanics and the information within the cards.
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