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This study examines the application of computer vision methods for detect-
ing anomalous player behaviour in first-person shooter games. Traditional signa-
ture-based anti-cheat systems demonstrate limited effectiveness against modern
cheat software capable of bypassing file-level detection. The proposed approach
employs real-time object detection algorithms, particularly YOLO, to identify
game entities and analyse cursor movement patterns. Deviations from statistically
typical human motor behaviour serve as indicators of automated assistance soft-
ware. The method offers a non-invasive alternative to kernel-level anti-cheat so-
lutions while maintaining detection capability for both aimbot and wallhack-type
violations.

HeuecHa rpa B oHnaliH-irpax — He HOBa mpobiemMa. Aje B KiGepcropTi, Jie
IpaBIli 3MararoThCA 3a peaibHl NPU3U 1 PEUTHUHT, 11€ BXKE CEpHO3HO BILUIUBAE HA
BCIO exocucTemy rpu. Haitnommupenimi nopymensst — aimbot 1 wallhack. Ilep-
M caM HABOJWThH MPHUIIT HA TOJOBY BOpPOTa, APYTUi MOKAa3ye TPaBIliB KPi3b
ctinu. O6uaBa pyiHHYIOTh YECHY TPY.

KnacwyHi aHTHYITH TPAIIOIOTH TIPOCTO: MIYKAIOTh MiA03piii (aitmu abo mpo-
IIECH Ha KOMIT FOTepi rpaBiis. JJoOBruil 4ac e mpairoBaio Hermorano. Ase 3apas pos-
POOHMKH YITIB HABUMIMCA iX 0OXOJIUTH — BUKOPUCTOBYIOTh 00(yCKallilo KOy, AH-
HaMi4HE 3aBaHTAXEHHS, 3aIlyCK 3 JpaiBEpPHOro piBHA. TOMy cTapl METOJIU BXKE HE
CIIPABJIIOTHCS TaK, sIK paHiie. [loTpiOHI HOBI MIAXOIH.

OnuH 13 HUX — BUKOPUCTaHHS KOMII FOTEPHOTO 30py. [11es B ToMy, 11100 aHa-
Ji3yBaTH caMy KapTUHKY T'PH B pealbHOMY Yaci, K 1e poOuB OH JIF0IMHA-CIIOC-
Tepirau. Jljis BUSIBIEHHS MEPCOHAXIB Ta iXHIX TOJIB Ha €KpaHi 100pe MiAX0IUTh
apxitektypa YOLO — BoHa mBHJKa 1 JOCTAaTHbO TOYHA JUIsi POOOTH IIiJT 4ac
Matuy [1]. TounicTh noKamizamii 06’ €KTIB OIIHIOETHCS 32 METPUKOIO:

_1ANnB|

loU = ———
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ne A — nepenbauenuit bounding box;
B — erasionHuii.
Cucrema nocTiHO (iKCye, e 3HAXOAATHCS 111, 1 TapaJieTbHO CTEXKHUTH 32
TPAEKTOPIEIO PYyXY MPUILILTY, OOUUCTIOIOYU HOTO MIBUJIKICTh:
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v = V (Ax)%+(Ay)?
At !

ne Ax, Ay — 3MilIeHHs NPULILTY MK KaJpaMmu;
At — "yacoBwii iHTEpBaJl.

JlroguHa pyxa€e MUILKOIO HE 1/1€alIbHO — € IPUPOAHIN TpeMop, 3aTpUMKa pe-
aKili, HEBEJIWKI BIAXWICHHs Bij mnpsmoi JiHii. Tak BiamToBaHa MOTOpPHKA.
Aimbot mpailtoe iHaKIIe: BiH HABOJUTHCS P13KO, MATEMATUYHO TOYHO, 0€3 3aiBUX
pyxiB. Cructema aHali3ye MIBUJKICTb, TPUCKOPEHHS Ta KyTOBI BIIXUJICHHS IIPH-
Ty — 1 SIKIIO Il TapaMeTPy CUCTEMATUYHO BUXOJSTh 32 MEXK1 JIIOJICEKOI HOPMH,

1€ CUTHAJI PO TopymieHHs. JlociKeHHs M ATBEPIKYIOTh, IO TaKi MaTepHH J0-
Ope BiZIpi3HIIOTHCA BiJI MPUPOIHIX pyXiB [2].

Tabmuis 1 — O6uncaeHHs MBUAKOCTI PyXy MPHUIILTY 3a (OopMyII0F0:

L, V@07 + @yy?

At
Kanp Ax(px) Ay(px) At(mc) v (px /mc) | Tum pyxy
1-2 12 8 16 0,87 JIronuna
2—-3 15 11 16 1,14 JlronuHa
3-4 9 6 16 0,68 JIronuna
4-5 187 143 16 14,7 Aimbot
5-6 193 139 16 15,1 Aimbot

SIk BUJIHO 3 HaBEACHUX JIAHUX, MBUAKICTh PYXy MPHUIILTY aimbot-nporpamu
NEPEeBUIIY€E JTIOACHKUM Moka3HUK y 13—17 pasiB. Taki 3Haue€HHS BUXOJATH 3a
MeX1 (P1310JI0TTYHO MOKIMBUX XapaKTEPUCTUK MOTOPUKH JIFOIUHHU, 110 JO3BOJISIE
OJTHO3HAYHO KJIacH(iKyBaTH MOAIOHY MOBEIIHKY SIK aBTOMAaTH30BaHY.

Oxpemo BapTo 3rajgati wallhack. Floro Tex MoHa BHSIBHTH depe3 TIOBEIi-
HKY T'paBIs: SKILIO JIOJMHA MOCTIHHO MOBEpPTAE MPUILLT caMe TY]IU, 1€ 3a CTIHOIO
CTOiTh BOPOI' — LI€ CTATUCTUYHO HEMOXJIMBO 0€3 CTOPOHHBOI'O 1HCTPYMEHTY.
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CucreMa MOPIBHIOE HATIPSIMOK TOTJISTY TPABIS 3 pEaTbHUMU MO3HINISIMU TTPOTH-
BHUKIB Ha KapTI1 1 OIyKae Mi103piil 301ru.

[Ile onuH Ba)KJIMBHII IUTIOC TAKOT'O MIJX0/y — BIH HE Uila€e KOMIT FOTEp Ipa-
Bl B3araii. Higkoro noctymy fo ¢ainis, npoiieciB uu onepatuBHoi nam’ati. Cu-
cTeMa MpocTo a”ami3ye BigeonoTik [3]. Lle 3HiMae nutaHHs KOH(IAEHIIHHOCTI,
sIK€ YaCTO BUHMKAE 710 cydyacHux kernel-level antuuiTiB Ha kmrant Vanguard abo
Easy Anti-Cheat.

3BICHO, € CKJIaIHOIII. JIesKi HOBI YiTH B)KE€ HaMaraloTbCs IMITYBaTH IPUPO-
JTHIA pyX MUII — J0JIa0Th ITYYHHH TPEMOp, 3MIHIOIOTh MBUAKICTE. KpiM ToTrO,
cucteMa moTpedye BEIMKUX J1aTaCeTIB peajbHOI MOBEMIHKU TPaBIlB IS HaB-
yaHHS Ki1acudikaropa. Aye HampsiMOK poOouwrid. | ckopiril 3a Bce came o€ THaHHS
KOMIT' FOTEPHOTO 30PY 3 MOBEAIHKOBUM aHAII30M CTaHEe OCHOBOIO aHTHUYIT-CUCTEM
HACTYMHOTO MMOKOJIIHHS.
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