Investigating Cheating in Games, the Impact of Cheating, and Mitigation Methods – A Case Study
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This project will be a case study investigating cheating in video games. The initial investigation will explore the various methods employed by cheaters to cheat in games, as well as how these methods work. The impact of these methods in games will then be discussed, focusing on game communities and developers, and how they may cause a game to lose players and cause a loss of sales. The report will then discuss the methods taken by developers to counteract these methods, discussing how effective these methods are, and whether they may affect average, non-cheating players. 
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