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Abstract

In teaching management, teachers often struggle with inefficient computer equipment and most students
are unaware of cybersecurity. The purpose of the article was to compare students' understanding of
conceptual, cognitive progress, and achievement motivation through the Cyberland board game to teach
digital security. The learning process integrates game goals, rules, situations, and behavioral outcomes. Using
the quasi-experimental research method of Control Group Pretest Posttest Design in 5th grade students.
The results of this study are from quantitative data analysis using T-test statistics. It was found that students
in both board game-based learning and lecture-based learning had a significant difference in post-
conceptual understanding scores. In addition, students in both the Board game-based learning groups had
a significant increase in pre- and post-conceptual understanding scores. Furthermore, the approach
significantly supports students' motivation to learn. These findings support the notion that students can
gain a better comprehension of conceptual cybersecurity through Board games-based learning. Based on
these preliminary findings, this article further proposes the development of a digital board game that
integrates digital citizenship, learning sustainability, and Al-enhanced learning to support personalized,

reflective, and long-term learning experiences that foster responsible digital behavior.

Keywords: Game-based learning, Learning management strategies, Digital citizenship, Primary education

management
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NANNAREY 36 15.22 + 3.60 .
, 736
nANAIUAL 34 14.56 + 3.94
*,o < .05

Y @ ! £y

31015199 2 wansliiudndniSeuns 2 ngu danuiaudila ses nsldmalulagarsauna

a

ageUaendiy uanasiunieald fninudedtu 95% nd1fetniseuns 2 nquiaus See msldinalulad

o

ansauwmeegaaendy windsiundmaglasufanssunisiseuiluanidell
Wan15398TNeveiuAInINIVe TR 2 : N15IRNIsSeuuvUUITEIgUnduasn1sIanisiseulnelduasany

dowaliinSeuaiusarimuinaugaudlonisldinaluladarsaumeaeersuaanieiiudunialy

nn1sSeuitsuanuimmtiluanuiaudila 1509 nsldmalulagaisaunaedsUasnde
votinieungunaaswangualunl ihdeyadauSuiuanuuunaaeunawiou (AxLUULAL 20 AZWUL)
WAZVEASHU (AZLUWAY 20 Azu) 1509 N1sldnaluladansaumeegisasnds Nlasuaniniseuudazngy

119N1SHSIVFBUN AN RANIBNISNAADUADNFLTID1984 (Inferential statistics)
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775997 3
UaAINANITIATIZY Dependent Samples t-test YavAgiuUNDULAZAUTEUlUNGUNAADILALNGUATUAL

WuunAEeU ey P
AzlUWRRENBWSEY + SD t-value
(A1)

, nawseu 36 12.58 + 4.82
NAUNARDY — 4.444*

NAIBU 34 15.22 + 3.60

, nawuLseu 36 14.12 + 3.33

NGNAIUAY — 081
VGSIEHE)Y 34 14.56 + 3.94

"p<.05

91NM151971 3 UAAINANNTIATILIFIBARA Dependent Samples t-test LOATIIABUANULANAIIYD
azuuuiouuazndansiFoulungunaassnaznguaiuny dmiundunaass (§1u2u 36 AL) NUIAzLULLAAY
nauseu (15.22) qmdmmumaﬁadauﬁau (12.58) egadlfuddynisad@fisyiu .05 (¢ = 4.444, p < .05)
Favureauinisianisisouiililungunaassdmadenisimuiaudiamiluaiiuiainudila
Sos nsldmeluladansaumnaetsUasade sgradiiuddy

dmFunguarunu ($1uu 34 Au) wuiazuueddaSeu (14.56) gandiazuuuadsieudou (14.12)
wsirsuanatsilsififoddynaada (t = 081, p > 05) Bawandliifuiiniandouiiouasndadoulunguaiuny
dawasionsiSouiizes msltimalulaBansaumeognsasnsde fenulndiAssiulsifauumndnegedidfams
Ghlg

Aatu Han1934A5189% Dependent Samples t-test AMWiudn1sdansiieusnldlungunaaes

fUsgdnsamunnitnisianiseuiildlunquaiuay

Wan1539e7NeI909AuA1913 AT Ta7 3 : n15IANITITEUUUVUTTEIEUNALAZN1TIANITITEUS IneUa AN

denanousiglalildugnsvaainSeuniuanarenuvials

Mnmseuiitsuwsaslaliddugnslldugvsvesinteunquitlasunsdanisiseuilnglduesanu ngw)
(ngupuAy) waznguilasunisianisiseuiivuussensund (maaes laihdeyaidalSunaanuuudeuniuuseyela
Tldugns 1399 msldmaluladansaumasgiavasnds lasuandniseuninisnsadeunisadfmenisnagsy

WUU (T-test)

#7579 4
uanIKANITUATIYY Independent Samples T-test vauvvaavnIuussgilalkldignsvesiniSeunduseuszning

UniSeUNgUNARDIUALNGUAIUAL

. . JulnEeY 4 .
R NRUUNLIYU AZLLUULRAAENDULIYU + SD t-value
(AL)
AuANNaule ﬂejammaaq 36 4.44 + 0.66
. 4.672*%
(Attention) NAUAIUAL 34 3.76 + 0.93
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. 4 Uty P
G nautiniey AzLUUIRGYNaUSEY + SD t-value
(L)

sunaAgItes QGHVIELN 36 4.39 + 0.70
. 3.643%

(Relevance) NAUAIUAL 34 3.89 + 0.83

fuanusiula NANNARDY 36 4.36 + 0.59
: 4.787%

(Confidence) NAUAIUAN 34 3.63 +0.95

AUALTRINDLD NGUNARY 36 4.52 + 0.60
3.856*

(Satisfaction) NANATUAL 34 4.04 + 093

"p<.05

INAN597 4 UARINANTTIATIEI Independent Sample t-test S¥MINGLUNARBILATNGLAIUALLAITY
usagslalldugvslidunvivdaieu eauBuniisi:

1. shunnwayls (Attention) : Aadsvesngunaaed (4.44) ganitnguaiugy (3.76) egnafidedidnms
@i (t = 4.672, p < .05)

2. #umutieades (Relevance) : ANtadgvoangunaans (4.39) ganitngualunu (3.89)
agadltudAgyneadin (t = 3.643, p < .05)

3.9

. gruAuula (Confidence) : ANLaGgv0INqUNARDY (4.36) INI1NFUAIUAN (3.63)

I3
o = o

agadltedAgyneadia (t = 3.856, p < .05)

agUINHaNITIATIER ttest dnudussgdlalddugnilddugrivestnidoussninaingunnaosuas
nguarvANdiAuLAnAIuAnAseg1eidddynisaddluyndd nanAednideuildiunisdanisifoud
Tnglduasainy uaztinFouildiunsdansBouiuvuussesund Tussgdlalidugvdlddungvivdadounnnsaiu

o o A

agnaiifedndy fianundesiu 95%
B o5ushena

aAUTIeran1TIVENgITasTUAI0 13T YR 1 : n15IANITITENIUVVYSSEIeUNAUaN 13N T5ITEUSlRY 1Y

vasany &13150%muIAAT TansTdimaluladarsaumaeesUaanievesinSeuuanaeiunTalsl

NMIANyIUTEUgUNaAzLUNANIANNEIlD Boe nsldnaluladansaunaegslasnsiysening

v '

UnISEUNGUNAARILaZNANAIUAN NUTWARTLUURANeUSBUsSEnIsnISsuaaanguliliauwanseiuegadl

v o o o

Hoddytadn .05 nanfetniouianauliauianuansolussiuillndiAsetiu Fuandiifuinindenndy
eghaduluegnaiussansam egnslsinunendnisdanisdouinuin dnisounguneassiinzuuuiadends
GougenidniSeunguauauesnadidodfymsaiafsyiu 05 nadnsiuandliiudsyansmnueanislivedn
inusauAumsianiseuilasldsuuuuisesmsiBeudinunsduansiasuguuuudion (game-transformed

inquiry leamning cycle) Nan3s0enseAuUNTREUIINNTUTIBR Mg uf ludnsiSeudidauseaunisal 8nnsnaln
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nsBoudiuueinnuidutionsfuufdniusuasnsdessnglungusmiansannasasiliinG suaansa
I avlseynaldanuiauenuasndeatsaumels

Mnnmsfnwfananaenndesiunuideues Huizenga et al. (2017) indnianimuindounsiGousiuy
TineuilfinuanunsadfiunsidusumedgauasmsandenuivesinGeulfegnaidoddy WeiSeuiouiu
Fn1sdeunuuAuAY Kiili uay Ketamo (2018) na1231 inunszauiiidnuusiBenagnsannsoimuiinygnis
UszananadeyauazmsAndenagndvestnbou duduinveddydmivnsdlannanmanaluladidudeou
uaz Pho uwag Dinscore (2015) na1n31 msiSeusiildinuiduguanansaantesineseninsmnudiBmauiuaznis
thlUlfluma §oals Tnstamzluanufifsdestumalulad dnvaznisiFouiuvuldnouveanunsyniuaing
anmndeunsieuiiuiauls fedaaiunisidiusanedenseiotedu msujduiussevinnay waznis

widgyndenagns Jadudadevdrdglumsiauanudilasgrsnsounguifertundnnissiuaulasndens

walulad

aAUTIeNan1TIVEINgITeITUAI01MTTYR 2 : n15IANISITEUFIVVUTTIIeUNAUazN 159N 15T EU TR 1T

vasany dewaliiniSeuainsarimuinngaudlonisldinaluladarsaumaeersuaanieiuduiola

MnnmsAnvianuimiaaianadile Fes mslimaluladasaumaediasnds wuindiiles
tFsungunaasaiiiuiifiarufiomdlunsSeuiesiideddymeadanissdu 05 nadndiuandiiiui
nsdnmaeuiuuuusssisdniionaiifedinlunsduaiumudilaludomiifinnududon Wewisudeudy
nsdamsiseuslngliuesninuiidmaliidniFeuifmunsidaauniinguaiuau :1nmsfnusing aonades
fuaAdeves Papastergiou (2009) Na1291 MIFeudriunutiefindsyaniamnisBouiuazaudilaluide
fisudouldAniiSnsaeusuudain Sudonnnnalnnsdeudinuuesanudiautuddnvusnisudeiuas
nsAndenagns HenszduliitniFeuiidiusindegn (Active Learning) lunszurumsiSeus Taslanzogisdsly
sadenslimalulafansaunaotnsuaende uonaninisiidnifeundunasesiidusulufnssuediseiiosds
donAdoaiuauIdeues Pivec (2007) ndnin inunsAnyitasaraussgalalddugminasdaaiunsiidusiuves

Tn5eu

aAUs1gNaN15398 N8 UAI9 NI Y0l 3 : n13IANITSIUFUUUUTTEIgUNAUasN15IANITISEUSIng

o = v o o A ) ;
vasainy derasausegelalildugnsvesdnseuiuanarnunsels

PnnsAnwnsdlalldugrssenidnBsundunaaeiasnguaiuny nuirdnSeungunaaeiusegda

N o

Tldugvanduseugenindnieunguvnaseddideddynieadfinsedv .05 Tunniif nadnstuansliiui

a a

msdansideuflaglivesanufuuinnssuiiiussansamlumsduaiuussgdlalldugrivesindouluiifsma o
1gun (1) sunwaule nalnnisudeduazufduiudaelungunsedulitinBouRnanufuiuasindaiua
e (2) fuenuiieddes mssenuuuianssuiidenleaiuinguszasdinisiFeuiasdieliinSounseniings
AuAuarUszlesiveiomdeuiunids (3) Kruanuiule ngniniuazitmsnefidaaudielitnFoususas
ANuAINTaTeIRULeS uaztAnamidesiulunisussanuingUsrasd (4) anuitawsls ussenAntsSeuii

v '3

asassfuazlasuniseeniunngdu dwaliiinSeuiaviruafidsuindenisiteus Yadewmanifaduiudsdai

o [

fuindeulidndeuausausudsuunumangsudeyaiissegaien undugadrsnnudiulszaunisal

Y Y
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$raoduny Sedmalnonssonuansalunindilauazandmdnmisliineluladansaunaegnaaonisliegng
fUsgavEnIm INNSANYIAINGT donARediuIWITEYes Wouters et al. (2013) na1231 MILTeusHIuNLEmS
TiniFouiiussgalalunsBeuganimaBsuuudiaiy Wesmminufiesddsznauiinssdumimalauaznisiam
$auvesiiniFousisreiiios uanandl Plass et al. (2020) na1217 MsiFeukunueLinussgslanisluyes

o a o

iniseu Inswmeauanuaulasasanuiianela WewininiSeulaliujduiusiuileninisiseuiiiunalnveany

'
a

Vlmgﬂﬁmw,l,a%ﬁ’wna
B unasUanmsIde

n133nn1siseuilaslduasainuiieimuiniuianudilanisidmalulagaisaumasgisvasndiy
Faruvinendnlunisinnisiseunisaeulusiuainunsouvean1sidaunsuiimesnluieanounasy
LiflussavsnndadudsddglunisaeusieivireniumeiiinSeudesiafinuzwaznisdouiainnsujoRase

v
A U v a1

anvadniSeudulngifanaanuianuiilalunisldaunelulagasaumeaegilaondiy nsdnnisiseuilagld
vesanu3aduiBnivilsiiannsadenlomyuiignisSeudinunsuifuasdudanse sadsmnuaynaunuszning
nsiau dniFeuldnsadaesdanudinunszuiunisiduiny Wuujduiusszuindniiouiiunalnvesnuiid
AMTme s19tanisiasunsmnsuInanslisundadindslddnaus antunisalinueeludinusediu
nsaununddddneuiniFoudesmaaunuiniglunguuazandianiunsaiivasadouazdimansznulunisly
waluladansauaiiiotuvhianssunsuisiuuundulureauiFou S68nsdansdouiilddaaiuinee
Boufanuszaunisal wunsildiusiuvesiniFeuldiandsuanudaiiu uazaheufduiussenineinGouuas

£ v PN

A3 AzazABuUUIMTNgTevena i dudliiuusi fnaedu wesdtsainanimundounisSeuiiise
MBN19L38UFUUU Active Leaming dmsumsianisinunluanissed 21 :nmseneiseatuifunuinnise
nsisguilagldveiainuannsaimuiaiuianudrlanmsidnalulagasaunaegisasndeliuanaiuas
gauInNnIINITIRNISSeusLuLUTIENeUnfedadlideddny MnmsSeuiisuaziuuanuianudilalunisly
welulafansaumeogaasnfodounasndaFoussnitnguuaznislungy Snmsindanindoudidaanse
nszfuusegslalddugvdvesinFeulumnuinnudlalunsléimaluladarsaumaogisUaonds wansliiiui
nsthuuamensinmaeudiluvssgndldludombunguiues diavinve nsfsiinmsiuasuitoym szt

[ o o 3

duasuimundniseulvaenadesiunisdanis@nwimidunisaseanuivasinvendndudmiun1sasedin

Tugalagiuuazeuian
Y o o S Y a o
. VDIAINNNNIBUVDLEUDLUSINNNTIIIY

Ja91110

1. nsdanisiseusiaglduesanudeddanudilaluniniegnsaziden ﬁaﬁuﬂgﬁaaumiLﬁm‘i’mu‘ﬁﬂm
lumsiauuasanandu 2 Au

2. Tumsdnfanssunisieus 1 A arsAilsdanisdnassatlinunzay dwunisusuivestdniteu

Tunsandunanssy lawn nsAnwIenaswaynin1vasny
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Yaauau

1. AISHAIUIUDSALNILNDAIASUNITANILATIZILALINLHULANLIN T
2. AMSHNAIIUDSANNEI NS UL BN DUMS 85 AUTUDUILS 18I VINGINITATLI

3. msAnwINsIansiseusiaelduesanuieinuianuianudilalusgivou

%

¥ ¥ aa -4 o [ ¥ = 1 [
. Jaldusnsas1sndviavasatnuamsunisitinalulagasaumeegtslasnne

nradnsilowuresAdeiuansbiiiuinnisdanisseusinglivesanuanunsoimunnnuianudile

mumslémaluladansauneetslaondouarusagdlalldugrsvesinGeuldegndiduddey nadnsdmnanasviou

=

J1n1siieudiiuUszaunisalilsaniunisal n1sdnduls wavnisldlusindagnilunalndrdgide

v
o o [ ' o

Aon1siseuiidadnuaznisiudsunlandanginssy nuidedfnhradnsdainanuiduasziidunsounuifn

s 9 o

Wdlassasnennaddvavesanuduanimuindeunisiiouivan Judenlesdiinnulunaiio wdvia arudsdu

s = v

VBINITEUS warnsSeuiTEsunAwRe Uy 1UTeivg H1unseuiunsiteuiidenn nmsasvioudn wazn1siseus

£

Weiiuaules nieuviaangnennsauluIAngana g Design Principles dwfumsiauunannesuidiauesainy

331 lngLdun1seniuuaniunsaiianase n1sieuiiunaansveIn1snseyi n1sasrausegdlaniglu nmsly A

o '3

Weatuayunsiseuiianizyana wagnisilenisasvioudnliluiny Mellidielinmsiaunidviavesanulimesald

FIUTEAVBHATDIUBSANILTINILANAUNAENTVRIWITY uidsanunsaenseduludnisiseusniianudsdunay

o

ADAAABINUUSUNNSANWIAINA L UTEELE1)

o |
v o v a o o

MtuudInTeukIAnMINRLATTavesSanueduasuanudunailiosndiasgrsdsBudenisiou

masunaanedyyuseivg awnsausenaumessfusnounmelull

(1) PIUNMTOBNLUULALANINLINGBNNTSISEUS: annwindeun1sseuilngldfdviauesainy (Digital Board Game-

Based Learning Environment)

o '3

aefusznauilviminidy vewnseunwifn "iufivszaunisalnisiseuindn “lnofdavesany
gneonuuulnduieiesdonsiseusidegnnlalendlidniseuladdiusiuduaniunisalitaesiiasviouuiun
voslanfdvialudinede inuldldvihwihidiesdudediennutuie uidulaswadinisseuiinauien niin

o ¢

naln wazrnisiufduiusmedsaudseiusgiause uiaavedanulunseunuifniiusenoudiedaunisel
N13138U3L39U3UN (scenario-based learning) ﬂamﬁfﬁ'ﬂlﬂ%uﬂ”ﬁﬁmlﬁaﬂaqwé (rule-based and strategy-based
mechanics) N15+ausaufuvesinid ey (collaborative play) wazaruvimieiiiusefuaiududeunugisu
(progressive challenges) dsianuniitisadauszaumsninadoudiifienumng wagduguddylunianszdun

SEUIUMSTEUs LU 9 YaInTeULUIAA

(2) fifLNUNA1IM1IN159ANI5I58UT (Core Pedagogical Dimensions): aedUsznauililuiilavesnsouuuifia

9 o

Usznoume 3 IaTdeulesuasiasunadadaiuuaziu loun anudunailiesdidva anudsBuveinisiious waz

nsseuinasunaaeYayanuseivg

(2.1) finenubunadeosdidiia: fianulunadedidayudunisiaudnsouliianug anudila

Winwe uarAunuzdrualunslidnalulagidviaeg wasnsie fsesssu uarSurnveuseday MunsiTeus
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Mnanunsaiiraeduny thieuarldfnnsdndulaluuiuniidudeuredlanidvia wu msdnnisteyadiuyana
nslidedenusaulay msimsndniuesddu uasmssufleduanumdssmidlawes msdeudluliaildlfitudes
nsanenenANsBadeIinnss wiidunsaseenunsemindidasesssuuaznansenuvaanisnseiib ulanfdva
Tnglénalnvennslunisazdiounadnivesn1sdndula (consequence-based learning) LiteliiiniFouanuisn

'Y ¢ aa v aa

Foulosanuslugnsufoiats uasiwundndnvalvosmafunadesidvaninuniw

(2.2) ffnnudaduvesnisizous: finnudidureanisieuiatiunisesnuuuyssaunsainigous
flisAnegiissnadugrisrordu uiduaiuniadouliidoiiios n1sasegueansegila wazniaidsuudas
damginsslluszeren AdvavesaindlunseunnfedgnesnuuulsiinFeuldindgusraunsainisdouitedd
ATAVINe ihunsiakaraniunsififanavanvatsuazLuszdummdudeussaluddy awdduludil
agviourunsaiiauseslanislu nsilalenalvdniseuldasvioufnsonisnseyinvenules uasnI1seey 9

aa o

waovaeunuAaziruafiuaudunadedmdvalinatadudiunilsveangAnssuludinUsediu wwidnd

P b2
=

weaaudiduvesnisiseudidunszuiunsiinluaindssaunisal nisazvieuda waznisiiaauslulddn
TuuSuniumneing

s

(2.3) fiAnsiSeuniasunawnedyyuseiug: Iinsseuiiasundenelyayiuseavgiadumsly Al

3 ] 9

a

\WunalnafuayumsiFouiamsyana Ingliidameunuunuimvesdaeunienisandulavesinizou Al viwehil
AsgsingAnssunsiau sUuuunsinaule wazseduanudilavestniiou eusuusaunisainisiFeusls
wngaufutiniZoussiazau Tunsouwuafad Al gninaldifeusussduausnuesny WidelausuusSoundy
fosunemana wazatuayunsazvioudavesiniFousnaduszuy doyaiildan Al fsannsadlulflusuuuy
M5iATIEinsI3eud (leaming analytics) iletaelragitrlafaunnisuazamnudesnisvesinGouy uazesniuy

Aanssunsiseusiasuldegnamungay

(3) ﬂizmumiﬁﬂuiﬁ’mmﬁ (Learning Processes Mediating Mechanisms)
aaﬁﬁﬁznauﬁaﬁmaﬂizmumsL%‘&JuiﬁlLﬁﬂ%umﬂﬂﬁiﬂﬁé’uﬁuéﬁwdwﬁﬂt,%au AIAUBIANY Uag Al
Fovhmihidushnandumsideslesszminsnisesnuuumsisousiunadndnsisous nszuaumsddnusznaume
nsfidautandesn n1sAndanagns nsnseninfanadwivesnisnsgyin uasnisasfeuAniilussduyanauay
NANNTEUIUNITTEUIAINANTIBANATUNTSBRSIBITTuALes NM5USUNagnsn1siSous wagn1siaunvinye
nsfatugs Fadunalnddyiiviilinisdeuslingrogifiosduny uwianmsadielouluguiunnisldinalul ad

TudInasla

(@) HaENSNTS YU ST eY AU ST EZEN)
23dUsENoUgATNEveINTaULINARABNaE NSNS FawUteanlunadndszerduiarszesen Naans
seagdu loun nMsiawanuianudilasuaiudasademanalulad nisiiussduusagdlanagnisidiusy

Tunsiseus uasmanseminlunisdndulalulanfidvia dunadnssseseasvioufrnudsdurensious laun

mMandenasunginssunsdunadendviaegesuiinvey nsiianusluldluaniunisaiase nisaegreansegdla

TunsGens wazanuiulalunisldviendunldszuunisseuddnass nadnsivadasviouthmueasgaveansou

wAnlunsadnSsulraunsansaTinludrundnalaeg1aUasnsy Ta5u555u wavdatu
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