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1.Introduction
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G et TP AR RARR FIEAR BRI KB FHE- BE G P LARROERILT
3] o 4ok F R IE SRS > HORE FE Y G ERFER RGN R ."lii‘%“fﬁg Pk ofd
KE 2 E A PER v B ¥ (Game-Based Learning » GBL)(Plass et al., 2015; Qian & Clark,
2016) ~ i 25 % (simulation gaming)(Crookall, 2010)fv#5 # & %' (mobile learning)(Jahnke et al.,
2020)50%% § H F 0 MD READRKTH Ak 0 B AKE LM R 2 B EAHE (Alam,
2022) o #kd > dBE FETL F IR > MAL L R rh(SNS)R xSk B R 5 WK B A K 6 o
v e RS A o B (Alam, 2022; Gumbheer et al., 2022) » ¥ ¥ A F ZhiEfe® 224 1 F F R
A7 o F‘ Ao BARABFERFLFEL o ivs a0 E O da j\‘l’%lfr}‘ffxl}a M aE A B A
Z_ R ens B o @ 2R R IR SRR B K A 2 (Shirky, 2014) - H =t 0 P ow § Bk ¥ HRR Y B0
AL e LR B AT A o B AT foRTa £ “Lr% Reniognd & 2 L*Jfﬁ(Alam
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WA 0 m ERE EP R 0 ) F e A e i B 42(Duffy, 1996) o fAt § E A KR
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% % ¢ COVID- 19&'%%&.* P AP Ffed BN B FR Y LB
e s B an™ w3 B (Ratten, 2020) © X/ > F o ZApM i 2 19 SR F @
ERC N Rt ;}j;ﬁggg T OB AP B BLAT ~ ML aAp B e Y foa iF = % (Ing et al., 2020) -
Nyikes(2018)4p 1 » 515 17%ch# 2 4 3 T] A & chfici> 22 F IR LEHPPHRF o F

FPREFTEFOEEZREY ) AL TEF Y ERE AR I BN G L8 B
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oL aaphl S e (el g > 3t ﬁ’{:}fi—;é}ﬁ . #L;iw e z’a_)*rsﬁgtfi%‘r. % AP R o TAR
ARG g 5 AR T P HR(Gretter & Yadav, 2016) o 3+ 5 L e 2 B anp 73 TR L
A4 oL FEB A ’fr,éf_:%‘« 3 B v $ 4 H(Basterbrook, 2014) - % £ & R eng B4 & Ep’fﬂ 23T
& KPS © LR G EIICTS) B AT e R R T  end SRR W A e S
d (Kabakeci et al., 2010; Rogers et al., 2014; Caldwell, 2018) o 2k @ > iZuds Pjirenid * iﬂ" » W iR
3 — & kb * (Pomasunco & Orosco, 2020; Chen & He, 2013) » 4rie % = ik ~ 20 4 %’%B’& ~BA
A & B % (Alexei et al., 2021; Sikder et al., 2019) o 2% > %5 0P N Fo v FieH » A
ALY RS RSB {e TR L B RRE 1 BTG Rl AR e o BERIED
B RAABREETF SN RERE XY 0 R I/Eﬂ;j Matdem D8 REBERLET 21
#(Rahman et al., 2020) -
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R R L Bk o RRF R P H I MR Y B A ED
(OfCom, 2016) > # @ » BRI * 3T W4T il § FRELD G o bldofe 4« SR fors
N~ ERMEE B A AL & & (Annansingh & Veli, 2016; Hamid & Rahman, 2018;
Griffiths & Kuss, 2015) o -4 823 fo > & o & J= % & & ML O 4 (Rahman et al.,
2020) > fe s A F R 7 AT p e iz FgER)e kX :’f—’fﬁ’ v e TR ATIE B P endE S
ey BidFansd(Ahmadetal, 2018)c iR PR 2% 2Ky 2 - B> &£ & chix
3% o L,~eﬁm BT AETREF AN LSRR B hFIELAEL S o
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AR X TR PR eaHE S ML T H R T EAAA 2 3 1 B (Keller et al, 2024) o F] L k5T -
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2.Literature review
20 888§ i S0
Serious Games on Mobile learning

Sotamaa (2007) #-Fcd 258 Tk 5 X - (M URPI L fechid fe > IR P LB EARY O
ﬁgﬁﬁﬁ%m’uim%iﬁ%ﬁﬁmﬁiﬁ&otﬁ?%éﬂ’%%éﬁu&w4%%
A B Y Baeg ey s (DamaSevicius, 2014) o F 45 Bk AN R OKT B 0 ARG
ﬁgﬂig¢awzﬁ;ﬁﬁ@wmm&mmmnm&o@Qé%%&$*¢ﬁ%mﬂﬁé
BRHEMEFT LB D o ok T BV A A SREP R L o BKT P MR AN
BeP > REYEF R EN LA .;f]:}ﬁ: G I - T L S friﬁk’)i (Kaczmarczyk et
al., 2016) - Mostafa & Faragallah (2019) 335 B ¥3¢ 8 - A2 3 N3 BB R 25 > &% 1
@ TR 3R G o ”KE' #}b%r}mﬂfﬁ.owﬁ"éfi¢ ABEGIA M2 e A
A vipet 2 @5}7:—')@? “&Ef'u'?‘l‘—“ Frendoin ~ Wil B R o K7 NI A a- B A
s o Vargas etal. (2014) 45 31 > 4248 60% Bk BN E F KT A& - L BAKF 23 R o
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2014) -
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i %ﬁé}ﬂ”g WiEHRZEY FOFRERL A > S fem F ¥ 2% (Kaczmarezyk et al,
2016) ° FIRT o Boh séf“v“’ 113 5 32 FehPg i fr 8 ¥ 48 (Gros, 2007) o 4 2hEN

?'\%A%i PR SEEY o AVNERY > FEYCUBR T AR AL (4
PR SRIERDLRES (B0 A ok B 0§ ¥ 5% o Delgado etal. (2019) g7
Fpdpdl o S Y F g mald o AE YV REY 0 B T 0 IE L T s
éﬁ*«%&%‘iﬂ? KB AFY FBARMSR S o ARTAAS T EIBRG - BRG0P
R XFREY A AL g K Ag B L RE (TSN (7 5 B (Hung et al., 2018) - Kosmas et
al. (2018)» T Ae P R HT A BARK T § kB Y HEhEE P o A Hm
By i o WIS E Y i - BHAEY Y O FF R Sk ER AN DA
frR X o Wi P nE Y A0 0 BY FF g R AT

CREHT AR BRSNS AR EY BB 6 A R RS Y 5 %
(Wouters etal., 2013) - 3F % %J‘a‘% Ao g AR Y R F 22 T U ok B
ENEIE LS o L3 & AR (Kalmpourtzis, 2018) » ¥ 3 A3 B % £ B » A0 uqid
ﬁﬁj{f}%ﬁ P ALTER o A R Y EAEk RAER Y F rﬂl;é“% (Hung et al., 2018;
Sapounidis et al., 2019) » Gao and Mandryk (2012) e9%7 3 B o7 > A3 H (TcnPeph % 57 ez i
HEE Y emnaefe LA iE R - Orjictal. (2013) B pkh 25t ? @ * S (P B g B0
}I?c o — T 7 & * Kinect £ g ¥5EY - u%ﬂ E L0 s A BinAe s Ee oS iRl 3 A
AP BB 4F e Yo% (Kosmas et al., 2018; Kourakli et al., 2017) o "ﬁE P B Y2 g eh
FRAu A PR A RS G T A BT e blde o 5 S G BN SRR T
A2 R S E R R o N B A TS - BRIRRE T KT R Bod ¥55% (Slimani et
o1 2016) * B3 (PR IR R I R REIR S RIS ] 2
(Shmanl etal,2016) ° B4 A T » APk BN AR 0 SRR 2R R R
B apFELG RRMAFLEs 217 & Peﬁ. B- Fp Rl At B E Y R
(Slimani et al., 2016; Mildner & ‘Floyd’Mueller, 2016) » k@ » A2 enB ¥ 5 ¢ F 53F
ZimARGT - TP o

B2 L EAETT AR T SRR > Ao b USRGEAEY 2 7 b IR R frie vt i
o B RZEERTRE Y R * H s 250 (T 5 PIEE (Triantafyllou & Georgiadis, 2022; Rlchey et
al., 2021; Zafeiropoulou et al., 2021) o ¥3 B 2558 » — & Z 3 w3 g mzéﬂ& K o R <Al
e SN TR ol T Rk o Lt F RN LR Y TR BN S (F/Q)‘Lj ELE S
'fr;% O R EEY ‘ﬁ:}% EARE £ #F (Slimani etal.,, 2016) o 1335 p 2 4T3 » BT 5
ii%*iﬁ%*%ﬁiéiﬁ%$~ﬁ4%ﬁ%%% + (Ryanetal,, 2000) = f 2 {27 &
pE2eFVERY BT P AERDPE S wd FRMIR 2 LG xR hF R
MG RRaardFg &3 L & (Wanget al.,2019) AR RE- HEF R AR
ERANEROFYREY > FRBEE AT RantiE 32 o NREF A PE T FYEN -
FE N BEhERNE BRI f”f'}’ffﬁmﬂ Mo R RN EFREY c AEY Ny
ERAFIT NG F 3N BHELRY ERBE RSN TERFHBBRE o E
g3 funb} 5B T2 Y ko iz W B FY DTN 2 B FINFEREYE
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U @ EH R (T o REE A AN AL HEEAS 0 f B A A L PR enE B S 2
Z— o R E R kA g ok (Nelson & Mateas, 2007 ) » B iy i i85 & 2 & pk £
B 3 A M e bde > Togelius & Schmidhuber (2008) 4% d1en M A 143 H o3B3 | 87 TR
B HEARII S | BP0 Al e WGBSR Y PAIRT o 4 2 5% AL R TR BE 2SN
F ~NPC {7 5 ot i2 3 & > B8 MAHIRR gl A ik df - & - { & s PSR % - Stable
Diffusion % ] 2 = et #£ % = fliz Bt 3D #3) > » 1 £ 4c Ludo Al v Modl.ai B it
it P EVRIZR AR 0 S TR RN K0k 5 45 o NVIDIA 7 GameGAN s 50 { #+% 1 i 5025
BRlEFae B > 4 VAL 7 e L SRR g sa B BF 01 B EAL P RFem A E,ﬁ'
TR R B EE R LATLR O SRR F g 1 (Werning, 2024) -
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BE & I75 A AP PR L T Ffed F o P EHA SN AlGwT Y S %ﬁ%ﬁ
MR B R X ] o bl4e 0 Diazetal. (2019) #73F 7 4o 1% 3 &30 AL B i AT R B E o
L2580y 4| % > @ Edwardsetal. (2021) 323 4 = 5% Al & 7 4 &~ T e Bfoge 4 (7 I;?Ji

PR o FRa 4 a3V AL mgafg‘ﬂ,@i&%\;}i4ﬁ$‘r%ﬁr} s BN R A (b mgz 4
ﬁ%ﬁ | iEe ehk d o’?ﬁjﬁiAI;}iqﬁi’é—ﬁ,ﬁ TARFNAlGRET SRR LF{ RN R
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FEREZGNEL o RPEEPR Y P LR Y I g @ R e 4 0 R RE
Pl B e iR AR & o0 B R °i&§@}’a?ﬁé%%ﬁ\
Bl 4258 > # 3 43K 4 (Ungerer, 2016) « % % (literacy ) ¥ 7 £ - B #7%

TR B A ARG P o L AN AR f&ei—f"ﬁiﬁ FoOMARG - A v 5y
(Bucklngham 2010) « >+ 2001 # 2/ T3 Fizhe - BIZFFE 2 E 0 KT F DMILEIC

A Ao 3 &% B (Ungerer,2016) c 2 £ &7 8% 7 7 ’?ﬁi#‘w £% o5 13 4

4 @#‘éﬂ,{iﬁ‘mﬂk”? B A E R L Ky TP R4 42 B (Hatlevik et al., 2018) o 7 B
ﬁ%im%¥*§ﬁgf@®ﬂw@ﬁr% CREMLRA T PR E IR A
B o P HE A S L EER L BN oD B R g BARR T R i PR -

> ;\ (Jan, 2018) -

FE pp it T2 A - BATHEAE . L B EY S Eg RIS e Y
(Hendrix et al., 2016) o &2 35 foig ! ?:» B oerehigs R L 2k —;J—i‘@%iﬂ , TRMFEL AR PR
e1E_% (Caulkins etal., 2019) o 277 7 P L Z J8 F o 2088 o r] s B PR Aok E
YR AR AP HEELL I AV ER > AF Y EAREAF > St 7R
FrHaEe ARBIRT > 2R - BEREFS AMESN I ERDLEIZIG o
Rk EEt 0 B RERG Y OGN R F o R AP D E D3 .'Ts(Caulklns etal.,
2m%°ﬂ% FRFOR 0 G o BRI A R ALE R O LB R Rk 2 eh g Y o AR
HF o EEd EREKT PRI FEH I L RFRIRTG M o B ﬂ;ﬁ?\i”bﬁ?‘ ’
. BNt RI - B add cFTEFR PTNEE IR LI FREBE
Fe FZ AR G- BER DGR A F > kB PP REAF Y ok T ATH
i’ﬂﬁ$$£%x~m%@» o B EAERFRE G- BTSN TR R
B P ey % F‘“ B aE > 42— 8.2 ¥ »c i (Faith et al., 2024) » PRRER O ERE 2GR A
E5 2B 20 AAREZ LB P TR G e 0 o éﬂ‘ﬁﬂ 3R MR Ry ﬂ LA
RAiEo kT > T v ARMAFMAEF E8TR PR FEFREI P ELREY
Firte - S o PR g F R F R VAP e d o iR g Qiﬁ*i
FoE o AT AR o1 B fe g G ods i P&‘*"K’?F c BITR AR REFRFHLFH L
L 3 NP E R o S E Jz;z?ﬂ A O N U &w’é.;z%t—%f N T P _H'jgﬁig;,n ,
TR F R LEI 0T 5 fob 8 o SSETRIN O £H R R b i frigst FQERzE
B fepliz (Faith et al., 2024) o

X
s
w
el
\\\?{r

e

BRI TR R 2RV A S FE SR 00 P B okt B - BHF O
FEEREPFING L > g 72 B 3k 3+ h CyberProtect (Twitchell, 2007) o fiE B 25k Y > I e
P PEEGUOR L F IR o QPR R A DB Y MR L LR
GO M <) i %EPﬁ«’azbviﬁ‘“* G d et RAAE SR o E Y
A M P L AR R P ERERE I PNk V- BELEHF A4 ERAE
3 4 BB g 0 CyberCIEGE (Irvine et al., 2005) » gz{?;ﬁ*« AmimEE AP RET T2 BHFF



TR AR g o U pEE E ko HP mF - BAANT 2P H KE
PeF e Iy P EE (Cone etal., 2007; Jones et al., 2010) » Z#M 7 25 T2 & ¥ 1
Ll E o FIREF- & m{—# N A A < B B o Anti-Phishing Phil » % 255% % 3 = e
B B8] AT o RRINIE - ME A 0 R PR A g B AT 5 49 448 (Shenget al.,
2007) « B2 F AR B 0 BHUSE AR VIR P RN H B KM 0 F oA 0 SR h S
o4 o 2R EFRRAPINRT T ERBABNI I L RPR ISR AR
> R 3A2 0 Cyber Awareness Challenge i m 4 (Mostafa & Faragallah, 2019) » i i i&
FEMBSR S AT UE YL AR VL TR R B X AN AR B
WO RAFFEE ELABIRELHATRG P o B 0 B ot #2548 (board based
Snakes and Ladder)» #ti:tdh* K&z F i 247 ;_'—iﬁrx 2 R G 2 > % (Reid & Van Niekerk,
2014) e B g AP > GRS 2V LB TAL XML > J B FEREF
RE2OFAZ 2L THEF L HEL ff%?ﬁ’}»l A2 ELEPREE

B R GRS RR SRR TR 2BV RN 2 iERE
F Rl R RAER L AE ARG AT RERN G o G P RN EA PN G - R
e T A SN H L g AHAPEFREL X e g o AP & p RS

PRV TR RRE DR T AR . Tt 0 AP EE AT P B4R PR o
PR LA RIGAR R { £ %2 R PR E Y P o A

P R F] 0 AP R SRR 0 AR RIS DT B Y PR SR, BT
fer TiE L 58 Y BHe w o
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3.Methodology
3.1 &7 25 A
Educational Game Model

2 % b ¥ (Rapeepisarn et al, 2008)22 # 5 p % (Prensky, 2005) » &_F 3 5 A 25a B3t 5
BARFZ - BV R RAPEFLAFVERY AL - BAT R EHT 3 b hF
PR 0 A PEESALL RN G E S PR A PR ARG S RE S g g o
74 o AP ik g Mostafa & Faragallah (2019) #% & ende v 2558 #0318 {7 12 2% > 4 Fig 19757 ©
PRECEE B EARY 4% 7 ChatGPT T3 p % 24 S ehpfps 1 & o AP B 4EchF % 2 ookl
r2 prompt 975 5% &k % ChatGPT » 3R 2 § ﬁvi N PERNH-F A K T o KIS A A SR B
FALBefoiit > R ERSE) FEFY PERAPE 0 TP RIS RAER SR o
SRR L A LT ESE A LW B AR 7 W T SR kg o 4 R @R 5
v‘ ﬂ# W ?’f{ll’ ,/H\mi\g'éégﬂgz‘;ﬁ;% o



. Learning Target |—'| Sustainable Digital Literacy Skills |—

__________________________________

= Entertain [% Knowledge :
| Feature Information Security | |@ Serious Game IMSJ | H | i
1
Prompt Optimization _@{E . _S_k_ll_ls_ S— [ : g_ :?_ F?%?g_c_ S } _:
Chatgpt I—'| Manual Modification |
Fig 1. %77 5 412 % v v5% 507
TRRT SRR 1“-‘ 531 E Y F el B B AR G PER AR o B AP

R RS SEVER *i - B Y PR T T AR Y Li’?‘f‘iﬁﬁ% ﬁfﬁ‘ﬂiﬁ' &
2 AR (Ke, 2017) . leﬂé ¥ R vé%zzf/o—g;,mﬁfwg%: X g R R R
7 48 B (Marcelino et al, 2024) o F]pt > NP fF LB Y P FRfrF % ?f( TR o 2R
o FE T_E i RN FE A frrt a0 u,‘ﬁwﬁb NEOEY > FEFAEY rds 2 BREBEAE D
I gr(Kiili et al, 2005) » &8 > § & ¥ —*f/o— B h B kT R 8§ %k FE
¢ aariifed(Kolb et al, 2014) - Hatzivasilis(2020),",_?‘ ),% PRINRY AKRE e ahE &M o
BT I AT e 5 IR i SRR
i 2 & 19 42 & (Hautamiki et al, 2019) oM W AEBE AT A E Y A E L e ok
B P O A
Y32 A iER ’\%‘fﬂf‘"ﬁ““ﬁv Hhg g o H"'*‘ 2 dp 'JP’“%‘W”’I HEY
) )ﬂ?;(lsrael et al, 2020) » @ {4 F'#F‘ Ve el S AR i S o Fa;? F F 4 F 4~ (Mann et al,
2021) 0 Wi a2 RK S e ek o

T L I SR Y AREIE- &/ Lk NP Oy ﬁﬁ;‘iﬁ’fﬁ“ 42 (Svéabensky et al, 2018; Jin et al,
2018) Schepon1k(2016)éa% B3 AR DABPFY AT AP CENF AT HL B
Fad IMER BARES PAF RS0 AP AT ffi(;.ﬂfr’éﬁ YA ERPRE o e Pl
%%&%ﬁﬁfwﬂfmﬁ?(?ﬁ'a%”)’wﬁ#ﬁﬁ~m§ﬁ*mﬁ(kﬁ)~
% W o drBoh BRENGRAL > H ARG AR o R R R A PRT ALY L i
£ F;“?h Taylor—Jackson(2O2O)‘;"?ri%J£§ R (T I A o B8~ MR L F Fv i A
FAEASPIFLERCEAAZORR - g g AEARIHIF L8 PARRE LI HFHND
EF ARG wEE .Jzi X o b7 p;.z;;?i!]m%‘?ﬁf} pgo'z.{? f_‘vﬁtﬂ-ﬁ ! p\_:.mﬁp 7, M_&rgi;‘gjﬁgﬁig
%%mﬁ;tiﬁ%m%%nﬁﬁﬁa’mwﬂﬁi T ENIEE RNy B S U
FH A BAZIGT > FUE A RT R gHEAREFSIH SR Er o His L5 Priis mFF
%él&ﬁ&%ﬁmrﬁww CEB G o T R REE A R SRR
RSk B T B et B {re 2% 248 45 - R (Shahetal, 2018) - F]pt >
R HREHIC 6 A g g ¥ 2 2L £ & (Rapeepisarn et al, 2008) - & ¥ 4
FOUGERP & E i sl o 4 R T R TR o A 3 B L FE A PR éc..%ﬁ{
I PRRN 0 3 BV B E S E 242 % (Rutherford, 2014) o v B3 L 5% 2 25k > 1 0R_
A ok ¢ 1 (Prensky, 2005) o #75 258> & 971 * Flane g & ,‘E%\% (R A - R
2ZmEFRER LRGP FFAEFT VAR F AN ETEERBELL 6 v 4
(Knapp et al, 2017) -

3225 T W
Game learning material design

B 25pN G 3F 5 ¥ % D4 B 0 Huangetal. (2013) 4 141 % PR~ 3 B 8 R
PIET  pfRf e B oo e B T ~ 54 A% nirh d B E AR S
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KT TR EY REW AL G ot o AR T R L o AT
A E A foz B 4 (Bediou et al 2018; Cardoso-Leite et al., 2020; Noroozi et al., 2020) o 3= 7H_
FiofifeisF o W fm‘;tg,t@e-i [EREN AR CIENE 1 xvﬂ',;‘;g;_pa W akend & o pboh
PEFAC P L—ﬁi*fﬁ”?é"ﬁ zﬁrﬁfﬁv%‘f VHE Sex H"%* 2+ B 31 3 74(Gee, 2005) o Be iP5k 2 H1 0 B
gl LR uw'ﬁ)’m PO KD ABRE e R £ 8 R
Rl HArP Feen P #(Wang et al., 2017) » B PRV T - fEInd % 0 3 € R AT
fod o e TR AT e B2 ﬁwifrfwfu—'ﬂ TR feR A PE 4 Bl T TR RE R
B oo g » B PN K R {g%ﬂ)\r{griqﬂa v BB Y EAE Aral A N B o Bts s TRl
Fogpglp e ehiid o B R L el B R FY p A ol R
(Gee, 2005) -

RETPNED DS éf%”’*‘]” A i d %3 i 4£7] (loosely con-nected ) o & &
£ 4| (highly integrated contents ) e Mgl #‘” AR S KT P FHEBAK LG R
FeoFmr o kTP F A Ei’f’r}’“‘? i B o E s Bl «uf}’r}**«f < _iT
FAER s m TN F B R E DR 0 Io BT EEEN & IR SRt fode 1T/ e RN 0 KT
R RIESECRR] &iﬁ#%e)%ﬂéivﬁWA’afhmﬂW%éw%ﬁ““ﬁoﬂﬁi,
K F\’hk’k’ﬁ’r}tkﬁ)“‘m 28 (/H\LFLE | " HEFSIBELEY PR  =pinE - BiFdir
i—;‘f\’rig_‘ PEEY 2% « 2R FESH P{’L*Qifﬁ-&m\?ﬁx%—% ?{%?‘-ﬁ??f‘f » I
FE I R Y ﬁﬁﬂ¢ﬁﬁﬂoapé@£&mmﬁ%$ %yj’%ﬁéﬁﬁ&
(2D3D) $H5cT Bk E P P PBRG f - Renfik o R AP 2 ABRT
NEBELDEY HeEirEY ‘x% (Bai et al., 2012; Kebritchi et al., 2010) » 2 » § 7= 1 -4
P & d4p 2 e % (Schrader & Bastiaens, 2012; Ak & Kutlu, 2017) ¢ @ S 3n s » 25 AR
EEPAF S H B TG o Aol B 2 EfoAE o FIX > AL H* T Unity
TR EFIE > FEM R ;%“%i.?%ﬁﬁPqu@%@mﬂm#
Rapeepisarn et al. (2008) s 7 & % > g A Pepiig 3] ~ Y B8 ¥ b 2 B = 5
%f»o

%pm¢g&w@mamema’m%ﬁ*&1é’%%ﬂm'Qéﬁtﬁﬂ A
A ARAFTRM D RGN € R DDos 7o R IZHH > W EARE C 2 N 0 I RE T
DDoSsc#ehfh A RIL > R * W A $2) ¢ R FLF G b3 A FmFo A R RIF L
AT MBERT AR RS R IR AR A LB - R ke > F
ARERIEVREGDFRL RS B EFIELEY PP IELE o B8 A A TR
o B R P AP E LS B Pl gag o &I £ 4SS B

1. DDoS+*# <+ EHH ' »mp A 5 ¥ LeDDoS st# £ B> 11 Eq“é?s‘é}% A5V 57
“rTHREE” & - ﬁ;w:%taﬁ&*'& % - 8 DDoS sz ¥ £ £ » # ¢ ¢ 3£ SYN Flood ~ UDP
Flood ~ HTTP Flood ¥ > ®3= %‘»J‘ LRI fRiE 7 P\»"II%t"‘ PR R L g S g
=

2. D&SH EHCH, ST fdo R RAolr I DDoS st 0 £ AR B B VSR s el B
$\531§T,11 % i % DDoS ¥ f#PR7+ 5 ek o

BRFE - MR R i e R B R R LB EHR Y 3D
FRvsph i » T AMF P RERE R T 2By EmpANY {}ﬁ‘ﬁ.;ﬁﬁ’g‘,u T 2
DDoS sz # a2 > M X 2L - BT LA 2o &N Gl - =R 01 2T
b BB AR AR 0 T 4o 3P R 42+ 2400 DDoS s o



éﬁH3D**ﬁ&$* AFrdp | T HohiB AR o X AE B Ao AR I R Pl 0 A
&bﬁﬁ%ﬁov“ﬂbﬁﬁﬂu&ﬁ%k A R o IR E C BRRBBEEF

RS EH (PR ) B EE THIRRE s,gra\mf?rr? chk o BRI WA L o BT E LD
AR E > M TR ) % B I DDoS  fRPRAR DR T o 3R IRAAEIRE B RAKHE
ﬁ%@’ﬁﬁ%%ﬁ§ﬁﬁ%@ﬁ.%Fg2%%°%4ﬂﬁ§m@ [foog & -7 g7
LR FF B A o R @k i ik > BEE 2 m/,,\gqrﬂ%a o 3 B8V fRAY
Frenp WEF e f c BB HE 5 ARSI EIE S N BRI L AN R MR REY
DDoS s # i 42 > 7 ﬁiﬁﬁﬁﬁﬁm&ﬁ BB RERE 2B EN 4°é@%%w
SR o FOF N B Y R T > autlr A oo

Fig 2.4t Vg2 in gz 25 5

33 R AL
Experimental procedure

RS ST ﬂff’ai%rﬁ-’l LRI MR SEBS 4 E T2 L 4 ﬁw',fp’;—é%*ﬁ &4
AL ¥mee (CG) fof e (EG)> Mg fmt d > 777 i ALBl4o Fig3 #r7 o H R e
436 A e i AE o ChatGPT shiF s e i B Y > TR KfF i Er 2+ 4
ViTqr o B AR E o BEkind 36 LH 4 A % Hr ChatGPT chiv é B 258 8 ¥ 17 3
el AR PR LR RS UL LS C AR U R S SRR T
FAFR ERE X R R ST Rl T AEBEY ﬁﬁﬂﬁﬁxﬁﬁm#$ﬂ
felicdp 3 00 o APRFT Y ”@ FE BT AN 0 - B E TR RIR(S
e A B2 AL Aot £ &) o Fkd - Bdo g L 7t P i ¥R
Bd E el s o WS kR i«%—”"ﬁ‘#ﬁ FALrSFReBFRE - B i & F 5851
Wﬁﬁﬁﬁﬁﬁﬂoi hE R e R LR ’p$i~w%mé@? BREF AP o d

- KRBT EAR '*#E]P?mf‘—" AP RRA o AiRfRER A 0 €3 RALE FF 3 )
7wpﬂﬂﬁﬁﬁpﬁ%m?iﬁ CHEE AR EEmr E (B e AR %ﬁﬁﬁ
2og R VR ) X ABSEEHR -
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[ Control Group(N=36) ] [ Experimental Group(N=36) ]

--------- | i g

[ Sustainable Digital Literacy Scale Al Gameplay Self-Efficacy Scale ]

Week 1

[ Basic Knowledge Instruction ] Week 2

L
RV A
[ Mobile Serious GBL vylthout J [ Mobile Serious GBL.WIth ] Week 3-5

ChatGPT Integration ChatGPT Integration

Post-test

1
1
1
1
1
Sustainable Digital Literacy Scale Al Gameplay Self-Efficacy Scale 1 Week 6
1
1
1
1

Fig 3. %47 § /% A2 B

...J

T

S
Ey ,r

4. R%ERE B L7
Experimental questionnaire and analysis

ﬂ\ﬁﬂi" Edew 2R % B FrefeftR e 36 4 0 g SR AFY "'L'rF’”f 2%
AN AR T R SR /bl ?:}isb o AP @ Sajldan etal. (2023)k ez 2 2 £ 4 &
Abdelraheem & Ahmed (2018) FHNOERAIFTEELEFTHS S AT AR Gk .:E‘ﬂ:if_
FAHEREE bl ERE S (Sajldan etal. 2023)3*’1’r A :}ijﬁ? (Use of
7wmm%w%m{§§f%M_iﬁ&waﬁﬁw%ﬁWmé?’%w4ﬁ W e LT E
SRR T A A PR v 4 5 T3 g 22 (Information Management on Digital Media)4p 2
AU EPREFFRF A E 2 5ufrrdZE Fa F § EDF M 0 2L > (Online Safety) %
ANKEF A RERA TR @ e P (LB FAELRM) 0 L E A
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el

RPN F O HBEREE 2L BT o B (Positive Impacts of Technology) & 77 7 #ci
BT fep K280 hn 67 c HEARED - BB T RAPE 2a :ﬁ’*
2 ik RB? o Y F R ed LBBS o TAREE R RT FR R FE Pk
FR R PR AR E ) kAR BT R RS ARSI Y A4 L "J
v@r& P ehBi4ETF)E 2 - o AL (7 5 B % (Abdelraheem & Ahmed, 2018) R & 5 = B o

PREEM R AL H B EREL R AP ERE Y T, B TR R R
WA G P RERARTRALN S PFR R A T Bt &g
Fulb s B E’ = IEJEFE R ek 3 B ;«;31]»&_&5?#&4 4 dudt ¢ § i 88 o BARG
UG ERRs i AR RN F o BRSPIRANH R R im;l:‘akri’ﬁf%f'ri o %
EEEECEY > B4 7 WA R AAA MR B e T S P R R A ‘ff‘ ) %\E‘E”ﬁ e
B DERS P o h AT W R RS R 2P IR R -
H A AL LRERE 2ABDEMY S 57 Wy MR ALY 2R WIED 0 2 R
ERGAE e A A BT 2 L KA TR 2F R FTANEED

A ANOVA E (TH#P] > % % 4o Table 1 ~ Table 2 #17¢ © & * Fjiw (Use of
Technology)( F=90.12, p<.01) ~ % %% 2 (Online Safety) ( F=95.67, p<.01) ~ #jiFenit 6 2 58
(Positive Impacts of Technology) ( F=80.54, p<.05) ~ 4% Fﬁé u‘*(Soc1al Relation)(F=82.31, p<.05)
2172 % kAL (Social Issues)(F=75.43,p<.05)F B F M « 7 5% L 37 5 B9 » Fu L4
HRRL2RTOEY > 3 T fng 2 HeRs }_mi"'ﬁ*‘*’%'%i (EARIE Tl 28 U PR S
By >anthB 76 o oA Iﬁ“"ﬁ BAAN B A g 2R EguE S s 4 oy 8 B84 g eyl icd
FEABL 2SS o BRTFFAPT T LR HGET F2 AAFEKEEZR D B P20
BB o

Table 1l : #%t- < §#ci=2 % i £ 4 2 ANOVA ~ 47

variable SS |dff MS F p Partial n°
Use Of Technology 8532 |1| 8532 |90.12 | 0.004** 0.432
Information Management On Digital Media| 0.81 |[1| 0.84 | 68.71 0.62 0.015
Online Safety 152.45|1| 146.83 | 95.67 | 0.006** 0.583
Positive Impacts Of Technology 139.87| 1] 139.87 | 80.54 0.029%* 0.459
Social Relation 159.43|1| 147.27 | 82.31 0.032%* 0.712
Social Issues 146.12| 1| 146.10 | 75.43 0.037* 0.607

Note. *p < .05, **p < .01, **%p < 001

Table2 : 773 A2 2 B 22w 3P THEeEEL

EG(N=36) CG(N=306)
variable Pre-test Post-test Pre-test Post-test
M SD M SD M SD M SD
Use Of Technology 3.05 0.51 4.03 0.49 3.97 0.48 3.02 0.50

Information Management

On Digital Media 3.02 0.5 3.12 | 049 | 3.01 0.48 3.03 0.46

Online Safety 219 | 052 | 404 | 041 | 3.02 | 052 | 3.05 | 041
Positive Impacts Of 305 | 034 | 404 | 043 | 343 | 049 | 304 | 073
Technology
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Social Relation 2.75 0. 4.02 | 042 | 3.00 | 0.23 3.01 0.48

Social Issues 305 | 042 | 403 | 050 | 347 | 0.50 3.03 0.24

Bt ARy TR 2 ffr)*‘v BB A DAL P A BT AR * ANOVA
Aran s Bl AL SR g Ao ARG A FFHEFLR o AL E* Hong, etal (2023)
Silva et al. (2024) #73%k 2+ 0k %;gﬁ BT mESBLEF AR B Ao Al et en
By ke pAoni gy BRI S A AR IR A RS TR L TR AR 2 AR
TAER Y ST E AR 4 mwfr (Bandura 1997) - F]pt > A=y £ 4 M ER <o AN IEARE
ic (Gameplay Self-Efficacy) » i ¢ 7 253% & jg (Gameplay Anxiety) o #} & (Perceived
Value) » B & = AIZ5E p oot £4 - B E FE’r,ﬁ'**‘ E - iy %é‘fi%f“ Fok & DR >
Spielberger (1972)f5 it 7 F R E R EFF L - KL LA~ f Bf SRR 0 oh B R JdpchAL
BASFERGEFeDER - FEHN SO REFIEF > BAEF L P a4 HerE R L] @
BiAv B h o b o B A AR TIPS P fosiE Bl R rrgf' B AR
AR e R ALWE E Y Ade > BAEENTABAR (1) Lo 2 f o g £ (Positive
and Negative Perceptions) : :=ix 5 4 A i * Al § ¥ R 2PFa@4E ~ 348 > 112 7 5 f
o o (2) FraEhg? oy 7w (Confidence in Knowledge and Skills) @ 7€ & 24 & Al #f 24 7 4
peIRfippg pMATTRAAME Y TG

AL p ooka 2w (SRR H 27T ANOVA & 47 > piiFAa{7a » L7
Levene' s#o RE&#HF L > &% 87 7 118 (7 ANOVA » 457 (F=5.13,p=.624) - $5 it |+
3t 22 ANOVA & 47 %% % 4 Tabled ~ Table5 #757 @ 5 4 gk p Mo P skle® 3 BF &
“ (F=45,p <.001, Partial 7 ?=0.35) % P & 4 4250 iE2 7 $ 2 * Tz < &F%“i%’ deoo
WEEEEY LB e BB E By B2 R SR A IR B To o B
SR RS ¢ AR F 4 R kR F R (F=41.4,p <001, Partial 7 ?=0.323) - &7
BEKEFREBECER GRS > 40 TEE s v Faods s fA H{ER Y PR R
et o 3 et o B4 GG HEFITEMFN L REE B SR Y F s G ??
FEDEFHERY o ARABES G 0 FHREY 7 FHRS (F=24.48,p <001, Partial 7 °
=0214) c iPB HREF B2 AN A IFER O SR ARPE Y 2 AT URFEY S
o BT UREYHEAERE L G Rl el bR e frf e goe kY o FAARIE
AB e 00 4o 0 e PE R b R (F=37.8, p<01,Partlal 7 1=0.305) » FP PHEN K 32
BTRL GRS L R TR AL PR MR SRR e i
Bpom 0 BE ¥ % 1Y (F=42.6,p <.01, Partial 5 *=0.34) > # P &4 & AL+ T {3 @ EF A% 2>
AL ZAIPMEY EHPLCHEFRS cSF P AN RT L FY 20k PER
Ir'_}_o

Table 3 : 4-4F Al 2558 p 2\ 2tie £ % # ANOVA 4 47

variable SS |df| MS F p Partial 1’
Gameplay Self-Efficacy 150 |1 150 45 <007 #** 0.35
Gameplay Anxiety 133 | 1| 132.88 | 414 <.001%** 0.323
Perceived Value 136.4 | 1| 136.42 | 2448 | <.00]1*** 0.214
Positive and Negative Perceptions 1255 | 1| 1255 37.8 <.01** 0.305
Confidence in Knowledge and Skills| 142.8 | 1 | 142.8 42.6 <.01** 0.34

Note. *p < .05, **p < .01, **%p < 001
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Tabled : #77 AlZFENp Noag 2w (S| T30 B &% L

EG(N=36) CG(N=36)
variable pretest posttest pretest posttest

M | SD| M | sD| M | sD | M SD
Gameplay Self-Efficacy 153 | 191 | 225 | 308 | 154 | 16 | 21.8 | 3.01
Gameplay Anxiety 166 | 191 | 198 | 212 | 167 | 13 | 173 | 133
Perceived Value 12.8 1.92 15 2.39 12.5 2.1 12.5 2.46
Positive and Negative 135 | 188 | 189 | 275 | 142 | 201 | 195 | 2098
Perceptions
Confidence in Knowledge | 35 | 70 | 150 | 2.11 | 140 | 1.80 | 140 | 1.90
and Skills

5. Discussion

BB R RS9 v ﬁ 5~ 3 ol F‘X%‘L Vet T TR & A #H((Irving,
2011) > AFE 3 - HIFE T LA DA R GIL A 0 BT MR P DT
A€ frik B St MG & %‘i&iﬁ i 1—31 foF mgjﬂéi’ BETjFiEalis nE Hik
3 E R HE R L e AL g fo (L oy B 1 M £ & (Whalen & Paez, 2021) -
AP AN E RS B e 3P0 EF RS 0 5] E 4 Use of Technology -
Online Safety ¥ Positive Impacts of Technology o RPN A 2 AL BL B PN AL § iR B
4OEERE Y L 4 B R R T >R o A @ & Information Management on Digital Media & & ¥
ﬁJ°“Ww?fﬁ%@%“¢%°%%?W*?%%$i$%ﬁﬁﬂﬂﬁ&ﬁﬁ%ﬁﬁ
Aom AP RERRR T A H AT e AAIREEN A2 g 0 FHREF L &
Gameplay Anxiety 22 Perceived Value » 8 F % = o & PP 2558 P 3§ B Pt R L {orpr k4145
Flo T FTE R A SR B Y B ke 0 B HERNE Y AR R oo
*t Confidence in Knowledge and Skills } erdg Fie#H £ 0 » 4 S8 Al it i Bt eng P 2
BHBF LD Ao B2 B E 2 A Y L REF B T FHAR
4550 AH’FuE'I’ﬁ”f:’T”"%’Rﬁiiﬁﬁ"fﬂ‘«ﬁ’*’@ ARG FRfrp A EF P HEORT B E -
Frul A a i o Rk m‘r% Pk 2 2 6 A20BEF o Rm o HIN T R LH LR
A%mﬁm’*P i B e ARBE LY BAor R SR P R ﬁp%,i%ﬁ$g
VR & AR %t/ \J}i/p’rh"xﬁ—-d“bz‘h—iﬁﬂ—‘kmé&ﬁ’)’iﬁ?”i{% e pF o L E £ OHPIE B
FANEY 2% {20 #2258 AlF T afF A -
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6. Conclusion and Future Work

T ORRE 2RTEGR PRI F A AR FARN c GERANEF D
e L % %.i%ﬁ ’ %fﬁé?i;&w | fe ol 858 sc s A B p 3 foi g pd X BB P
HWip R P erg@f2 2 et 5 i Lok i 4 o B4 NV AL FN > Bk s T E g8
Bt L R ITFAmp e FMEY E g TRETVEYRPEFAR o G AN
B F A SHER B DA FRY o TR T RERE ) F A EFEN - A
PARERF I F R BRI RS E R o AR T Rt F o A
E= G P s

AT LA 3 RN AL BB R 2R T Y OB RS B L AR B R Y o
PRI G enitt o AAFEVHEZRFERT (VR) 2438 F 8 (AR) Zimiz;t
Pt > ik - HF ?‘,:44 FER > PR E TSR PRI BE Y A% o FF
PRE>RPOPEFFC FEARERFEEPROITBER G LG T OMERLE

o=

oo
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