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The videogame industry

Generated nearly S25 billion in revenue ’

worldwide in 2011

Strong growth has been seen during ]
<

the past years

Online games revenues will account for more
than 38% of total video game software
revenues by 2013




Massive multiplayer online games (MMOG)

Popular sector within the videogame
industry

Human players compete against
others in a virtual world

Virtual currency that allows players to buy
Iitems
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MMOG cheating

o Affects the trust that honest
players have in the game

 Reduces their satisfaction on
playing the game

* Reduces revenue for the game

‘ producers
~




%@m“ Objective

Develop a methodology that will identity ’
cheaters in a massive multiplayer online racing

game, who are using bots to gain an unfair
advantage over other players.




of 2.2 million observations for 45,457
distinct players.

The data for this work comes from a

racing multiplayer online game. The

dataset in this work contained a total i
e
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Players with a winning ratio greater than 70%
are selected in the dataset obtained in step 4.

Data Analysis

/ Original data /
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1. Cleaning Data

» | Inspect garbage data
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/ Cleaned data /
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2.(a) Analyze time
in between races

2.(b) Analyze race
duration

v

Y

Suspicious Suspicious
PVE btw PVE_dur

v Y

3. Match players
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4. Analyze players results

/ Potential cheaters /




%@m’” Results

214 Suspicious
players

¥

In total, 200 players had a winning Select PLﬁvers?;f;h
win ratio 2
ratio greater than 70%. A decision tree (win: race result=1)
is used to characterize the data of the l
(]

200 players, and to understand their / 200 players /
behavior within their group.
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Variables: NR, Y, Z, W
Characterize players Histogram

performance 5 measures table:
n, mean, median, std dev, max, min

h 4

/ Potential cheaters /




Results

Nocde Id: 1
mtatistic Train Validation
Average 1.585 1.593
Count: 140 el

mean dur

< 143 3665 Or Missing == 1435 3665
_

Node Id: P
mtatistic Traln Validation
Average l.EB 1.57
Count: 102 ¥

!
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== 11335 Or Missing

1
IMode Id: 5
mtatistic Tralin Validation
Average l.81 l.5E
Count: b g]
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