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Online Game Security: Survay and Perspective

SHINJI R. YAMANEt and AKIRA BABA'#

As the online game industry grew up, the amount of computer crime related to computer
game is increasing. Online games, especially MMOG(Massively Multiplayer Online Game)s
arose new problem where the real world and virtual world intercourse. This paper describes
current situation on MMOG referring to international statistics firstly, and consider MMOG-
original computer security issues. Then the fiture issues on the reasech in MMOG security is
examined.
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Although the term cheater vilifies these
individuals, they rarely see themselves as
evil. To them they are simply playing the
game within the game. The real challenge
is not to play by the rules, but to see how
they can bend or break them without hav-
ing to pay the price.'® [p. 308]
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