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INTRODUCTION

AIMS

● Investigate players who cheat
● Changes in behaviour
● Ethical and moral concerns
● Effects on others

OBJECTIVES

● Reasons
● Impact on users
● Social impact
● Analyse concerns
● Effects of cheating in multiplayer
● Alternative solutions
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 CHEATING

CONCERNS
Ethical and Moral

SOLUTIONS
Anti-Cheat Methods

IMPACTS
Players vs Communities

REASONS
Why do people cheat?
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IMPACTS

SOCIAL

● Loss of Trust & Engagement
● Damaged Reputation
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IMPACTS

GAMING EXPERIENCE

● Degraded Performance
● Unfair Advantage
● Integrity of the Game
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IMPACTS

MENTAL HEALTH

● Reduced Satisfaction
● Negative Effects
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— John Huizinga

“Play demands order absolute and 
supreme. The least deviation from it 

"spoils the game", robs it of its 
character and makes it worthless”
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METHODOLOGY

RESEARCH APPROACH: PHENOMENOLOGY

● Questionnaires
● Interviews
● Practical Experiment
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ANALYSIS OF RESULTS

KEY FINDINGS

● Perceptions of Cheating
● Impact on Personal Growth
● Reporting and Handling of Cheaters
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EVALUATION

CONCLUSION & FURTHER RESEARCH

● Cheating in Video Games
● Further Research
● Fostering a More Enjoyable Gaming Experience
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WHY???
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DEMO :// TIMELINE
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April 27, 2024

● Initial Setup
● Assets
● Basic Functionality

April 28, 2024

● Background
● Refined Code
● Start / Finish
● Timer / HUD
● Level Design

April 29, 2024

● Sound Effects
● Controls Menu
● Controller 

Compatibility
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DEMO :// Galactic Gus.exe
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DEMO :// PLAYTEST

PLAYTEST VIDEOS
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https://docs.google.com/file/d/1BRziGjV7FIPu0CJXmVpX3zB13B8YOjtC/preview
https://docs.google.com/file/d/1c2krXZ2SklaJZW3chVxGyVKXJQh0h5T1/preview
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DEMO :// PLAYTEST

PLAYTEST VIDEOS
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DEMO :// PLAYTEST RESULTS
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DEMO :// PLAYTEST RESULTS

RESULTS, HYPOTHESIS & CONCLUSION

The results from this 
playtest support the 

hypothesis that 
players will be more 
likely to cheat when 
the difficulty ramps 

up too quickly.
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