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ABSTRACT

In this paper, we present an efficient method for simulating massively virtual clients in an online game
environment. Massively multi-player online games and other multi-user based networked applications are becom-
ing more attractive to the gamer players. Such kind of technology has long been researched in the area called
Networked Virtual Environments. In the game development process, a set of beta tests is used to ensure the sta-
bility of online game servers. A set of testing processes consumesa lot of development resources such as cost,
time, and etc. The purpose of VENUS system is to provide an automated beta test environment to the game de-

velopers to efficiently test the online games to reduce development resources.
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