Journal of System Simulation

Volume 32 | Issue 3 Article 13

3-25-2020

A Game Cheating Detection System Based on Petri Nets

Zheng Hong
1. East China University of Science and Technology, Shanghai 200237, China;;

Ye Cheng
1. East China University of Science and Technology, Shanghai 200237, China;;

Wenxuan Deng
1. East China University of Science and Technology, Shanghai 200237, China;;

Pan Li
2. Hunan Institute of Science and Technology, Yueyang 414006, China;

Follow this and additional works at: https://dc-china-simulation.researchcommons.org/journal

b Part of the Artificial Intelligence and Robotics Commons, Computer Engineering Commons, Numerical
Analysis and Scientific Computing Commons, Operations Research, Systems Engineering and Industrial
Engineering Commons, and the Systems Science Commons

This Paper is brought to you for free and open access by Journal of System Simulation. It has been accepted for
inclusion in Journal of System Simulation by an authorized editor of Journal of System Simulation.


https://dc-china-simulation.researchcommons.org/journal
https://dc-china-simulation.researchcommons.org/journal/vol32
https://dc-china-simulation.researchcommons.org/journal/vol32/iss3
https://dc-china-simulation.researchcommons.org/journal/vol32/iss3/13
https://dc-china-simulation.researchcommons.org/journal?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/143?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/258?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/147?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/147?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/305?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/305?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/1435?utm_source=dc-china-simulation.researchcommons.org%2Fjournal%2Fvol32%2Fiss3%2F13&utm_medium=PDF&utm_campaign=PDFCoverPages

A Game Cheating Detection System Based on Petri Nets

Abstract

Abstract: Game cheating endangers the normal cyber game seriously. The bottlenecks of the anti-
cheating technology are the low efficiency and its too much dependence on the signature matching. Not
relying on the signature matching, a highly efficient game cheating detection system is proposed, which
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