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ABSTRACT

In order to strengthen the information security of the organization, it is important to invest in the information security
facility, but the information security awareness of the organization members is also very important. Effective education is
needed to raise awareness of this information security. However, the method of collective education utilized by most
organizations is not very effective. Educational methods using serious games can be a good alternative. Educational methods
using serious games have already proved effective through various cases and researches and are used in many fields. In this
paper, we design and implement a game program to improve the awareness of individual information security policy
importance. The training was conducted for the members of the organization and the change of awareness about the
importance of individual information security policy was examined through analysis of evaluation data before and after the
training.
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