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Abstract- This paper focuses on improving data privacy and 

security for an AI based machine to combat world hunger. 

World leaders saw reducing hunger and malnutrition (SDG 2) 

as a key step to a more safe, fair, and sustainable communities 

in 2014. Ironically, hunger has not abated ever since. According 

to the most recent figures, the number of people who are 

severely underweight has increased for the second season in a 

row. To overcome this issue, machine learning has been 

implemented to flexibly learn and come up with solutions 

quicker than humans based on data collected throughout the 

world. There is however one problem with this, and it is of 

course, the security that is used to protect these data. Many 

different data security software has been released to overcome 

this particular issue, but they were all separated into different 

platforms such as Data Loss Prevention Software (DLP), Data 

Centric Software (DCS) and Database Security Software (DSS). 

Hence, this research is carried out to figure out a more efficient 

way to protect these valuable data stored by the Artificial 

Intelligence. 
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I. INTRODUCTION 

Artificial Intelligence (AI) methods have been adopted in 
a variety of applications as a result of recent technological 
advancements and increased processing capacity. Machine 
learning models, for example, are often used to encourage 
growth in the fields of health care, gaming, and finance, while 
deep learning models are being utilised by autonomous car 
manufacturers to construct pipelines for self-driving 
automobiles (OSENI, MOUSTAFA and JANICKE, 2022). 
Machine learning (ML) frameworks and, more importantly, 
deep learning (DL) algorithms, which are now used in various 
AI systems, allow for the automation of jobs and processes, 
resulting in new capabilities and functions that were 
previously unavailable. In the video game StarCraft II, for 
example, DeepMind's AlphaStar, an AI machine built on deep 
reinforced learning, achieved Grandmaster status by defeating 
many high-level human players in 2019.The use of AI 
techniques in a variety of applications gives a once-in-a-
lifetime opportunity to address a variety of socioeconomic and 
environmental issues. However, without dedicated study on 
safeguarding these technologies, this will not be possible. 
Adversarial machine learning has lately attracted a lot of 
research attention, and a continued focus on this topic will 
surely secure the widespread adoption of transformative AI 
technology (OSENI, MOUSTAFA and JANICKE, 2022). 
Robust algorithms are critical to the advancement of a secured 

and safe inventive future as AI becomes growingly 
incorporated into all aspects of human operations and 
lifestyles. 

II. LITERATURE REVIEW (RESEARCH DOMAINS) 

A. Learning Attitude and Style of Different Types of 

Individuals 

Learning patterns and style can be different depending to 
one’s pace, it is never be set that one individual will have 
exactly same learning attitudes as others. Due to the 
importance of this fact, individuals with different learning 
paces and learning styles should be considered in the learning 
systems, studying the learning styles of the students would 
effectively help the student to understand the studies (Araújo 
R et al., 2020). No matter the achievements or intelligence 
level of the student, all individuals have their very own 
learning style (al., 2019). There will never be a one-fits-all 
solution to captivate all learning styles, but research is made 
to further enhance current learning modules to achieve better 
results. To get over the blockage in the learning stages one 
should have proper attitude to overcome the difficulties, 
attitude towards the subject is going to directly influence the 
results of learning (Lo C, Lin C, 2020). Reflecting to this 
domain, properly enhance and focused learning system could 
cover more types of learning styles but learning attitudes will 
always determine the person’s passion towards one subject 
whether the person is willing to climb over the blockages and 
reach to the end of the studies. 

B. Cybersecurity Awareness 

When there is an improvement in the Information 
Technology field, it will lead to more uses in technology fields 
where numbers of users on the internet dramatically increases 
by time goes. Thus, browsing the internet is not how everyone 
thought of, safe. Every single individuals are browsing the 
internet carelessly without knowing the fact that they might be 
caught in utterly dangerous situation where risks of losing 
assets, leaking private information or losing one’s life. In 
numerous cases, where people are lacking cybersecurity 
awareness were caught in difficult situations, to avoid tragic 
incidents from happening (A A. , 2021). Cybersecurity 
awareness can be injected to individuals with different ways, 
it could be in a form of a tabletop game which cyber security 
as the topic of the game, this method of training cybersecurity 
knowledge into employees were used in certain company 
(Hart S et al., 2020). Moreover, children are now exposed to 
internet in their daily basis also not knowing the cruelty side 
of browsing the internet playing games online, getting a 
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profile in social media, most of the time they were not 
supervised and were allowed to surf on their own, regardless 
the situation the threats are there to attack. It is believed that 
cybersecurity related programmes can influence them to be 
aware of the risks they are facing when they are online as they 
will act as the seed for the next generation’s technology (A A. 
S., 2019). As a short reflection, regardless of the age of a 
person, surfing through the internet will contain certain risks, 
internet is a double edge sword, it links everything from good 
to bad together. So, cybersecurity awareness should be 
practiced in peoples of all ages to prevent cyberattacks 
increasing, one should be careful and cautious before 
depending on systems security protocols to keep them safe. 
Cybersecurity must not be transferred through the traditional 
way of learning subjects but also could be gamify with 
advanced platforms. 

III. SIMILAR SYSTEM 

A. Duolingo 

Duolingo is a well-known learning platform for language 
study. It offers gamified learning method which catches 
numerous users’ attention. Other than that, the design of 
Duolingo’s graphic user interface is modern and simply 
understandable. It has online and mobile application support 
where allows users to access it anytime anywhere. 

 
Fig. 1. Duolingo icon (Duolingo, 2022). 

B. Babbel 

Babbel also has online and mobile application support, 
where it has its name well-known through advertisements. It 
requires subscription to use the application, it offers 
professional way of learning. 

 

Fig. 2. Babbel icon (Babbel, 2022). 

C. Compare and contrast table 

According to Table 1, both Duolingo and Babbel has 
Online and Mobile Application support. Application support 
for mobile and online has become the base line of a good 
application. Paid and subscription option is available for both 
systems, Duolingo is paid to disable advertisements however 
Babbel requires user to pay before using the application. Age 
restriction is rated on both application where Duolingo is 13 
years old above, Babbel has an age restriction which is 16 
years old or above. Duolingo uses gamified learning method 
while Babbel uses professional method. News feed function is 
available on Duolingo but not on Babbel. Lastly, both 
application Duolingo and Babbel focuses on languages 
leaning. 

TABLE I.  Similar System Comparison Table (Nagel, 2019) 

Characteristics/System Duolingo Babbe-l 

Online Yes Yes 

Mobile Application Yes Yes 

Paid/Subscripti-on Disable ads Subscri-ption 

Age Restriction 13+ 16/16+ 

Learning Method Gamified learning Professi-onal 

News Feed Simplified/Formal No 

Topics of Learning Language Learning Langua-ge 

Lear-ning 

 

IV. PROBLEM STATEMENT, AIMS AND OBJECTIVES 

Cybersecurity is currently one of the most important 
elements when it comes to implementing any kind of 
technologies. Government itself will not be able to cover up 
the cybersecurity for all individuals, thus consumers of 
technology devices should be aware of the risk being exposed 
in the eco-system of internet (Hans de Brujin, Marjin Janssen, 
2017). Apparently, the term cybersecurity is no stranger to 
anyone who is accustomed to surfing the internet, however 
peoples do not recognize the importance of cybersecurity 
(Rajesh ChandarmanI; Brett van NiekerkII, 2017). The people 
of all folks in this era are lacking awareness toward the 
importance of cybersecurity awareness. 

Improvements that are expected to be implemented on the 
proposed system will be as below. Age restriction will not be 
applied in this proposed system as our main objective is to 
allow individuals from all ages to be able to utilize this 
application. Professional learning methods and gamified 
learning experience is combined here to improve the range of 
users’ suitability. As this would enhance their interest in terms 
of professional learning style will provide reliable and real-
life implementation exercises, combining with the awarding 
and levelling system of gamified learning. Enabling this 
proposed system with further features where users can get 
information about recent updates on cybersecurity related 
cases and innovations. This proposed system will be 
delivering the topic of Cybersecurity as the main learning 
topic and focusing target for news and information collection 
for users. 

This research is aimed to rise a platform for all types of 
users to be able to learn more about the importance of 
cybersecurity and practices to be done for users so that they 
can be safe on the internet. While the objective of the research 
is: 
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• To update users with the latest cybersecurity news. 

• To provide daily reminders to peoples about self-

protection against cybercrimes. 

• To provide the fundamentals cybersecurity to 

users. 
This research will tremendously be useful for users in all 

ages. It will build a foundation for every user to be aware or 
cybersecurity in terms of keeping themselves safe and be 
prepared of more complicated technologies in the future. 

V. METHODOLOGY 

In this research, qualitative research is used to enhance the 
study on preferences of each type of individuals. For sampling 
of data gathering, stratified sampling will be implemented to 
properly analyse populations. Structured survey will be 
conducted to collect data, which is only needed for this 
research, questions are structured with ranking questions, list 
questions and category questions. This survey will be held on 
kindergarten, primary school, high school, universities, and 
offices. Data feedbacks received will be processed and analyse 
statically with charts to visualize information. 

Fig 3, shows proposed system’s flow chart. The system 
starts with login and links users to main dashboard. Main 
dashboard will be having three links that leads user to 
newsfeed, show awards page and cybersecurity practices 
page. In newsfeed, user can view cybersecurity related news, 
show awards page will list down the progress and trophies 
earned, learn CYB tab will direct users to practice 
cybersecurity knowledges. Learning cybersecurity with the 
proposed system will have a gamified version of professional 
learning method which allows users to have fun and study the 
subject and keep track of their progress. The newsfeed will fill 
users with recent cybersecurity precautions and insights. The 
combination of constant updating newsfeed and advance 
gamified learning style will eventually lead users to be able to 
learn more about cybersecurity awareness passionately. 

 

Fig. 3. Proposed System Flow Chart. 

VI. CONCLUSION 

To conclude this research, this system will be a learning 
platform which does not have age restriction and allows 
individuals from all ages to learn about cybersecurity 
awareness and getting newest updates about the most recent 
cybersecurity related news and information. This system will 
eventually prepare users to be ready on accepting newer 
technologies with the fundamentals of cybersecurity, as they 
will be able to naturally protect themselves. 
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