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ABSTRACT

In an online-game, the various game service victimized cases are generated by the
bots program or auto program. Particularly, the abnormal collection of the game money
and item loses the inherent fun of a game. It reaches ultimately the definite bad effect to
the game life cycle. This paper collects and analyzes the pattern of game behavior
change for the bots detection method. By using the game activity changing information
of the human and game activity changing information of the bots, the degree of
resemblance was measured. It utilized in the bots detection method. In an experiment, by
using the served online-game, the model of a user and bots were generated and
similarity was distinguished. And the reasonable result was confirmed.
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