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ABSTRACT

Capture the flag is one activity that widely exposed to the whole world nowadays. In
UiTM, Faculty Mathematical Science always runs a program to train student in
capture the flag either talk or competition. Students at university level tend to learn
hacking skills from the internet nowadays. The problem is they may misuse their
skills to attack people in cyber space. Besides that, student that has interest in capture
the flag competition need to learn how to use this in the proper way. This system has
being developed to overcome the problem in order to train student in capture the flag
without commit in ethical issues. Student UiTM used this system to practice their
skills of capture the flag. This system prepared interactive challenges or questions
that student can answer. After they answer the challenge they got their performance
status. The system can be access by student UiTM using their ID number after
register in this system. The registration can help administrator monitor the system.
Student can take the challenge anytime to improve their skill. Student will be
monitor by system administrator and their good performance in answer the challenge
can bring them to the level like participant in capture the flag competition. By using
this system to test their skill of hacking, student also learn the ethical of hacking. In
conclusion, this system might provide the education of hacking to student in ethical
way and the can use their skills to participate in hacking competition then expose

their skill to industry.
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CHAPTER 1

INTRODUCTION

1.0 Introduction

Nowadays, Hacking is an activity which is greatly favored by hardcore users on
this website. Regardless of age, many of us conduct research on the world of
hacking. For them, to learn this technique, they can hack websites to their liking.
However, what they think is not as simple as that. To master this technique, one
must know and understand the true meaning of hacking. As we know, all
students at the university who took the cost of security will be introduced on the
basis of hacking. This chapter describes the background of the study, statement
of the problems statements, objectives, project scope, and research significance

of this study.

1.1Background of Study

Nowadays, Hacking competition is good for students to provide the
opportunities for them to gain experience about the world of hacking. However,
not all who participated in this competition have adequate preparation and some
of them just trying their luck. They cannot learn about hacking apart in class
because to master these techniques, they need require a lot of exercising and
learning. This is because the hacking world is a vast phenomenon. So, the only
appropriate if there is a system that is able to provide facilities for those who
want to learn and conduct training on hacking. In this thesis, we explore the
issues of teaching hacking in level university for students. Initially, we develop
the Capture the Flag Learning System to give the proper training for student and

for facilitate lecturers to select the best student for hacking competition.





