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An Implementation of Shooting Games using Genetic Algorithms 
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This research is an implementation of a shooting game that shooting down the opposite term's fighter 
plane by firing bullets while moving our term's fighter plane. The opposite team’s fighter plane is 
created randomly and perish when it gets out of the realm. There are two offense strategies . The first 
one is attacking while moving oneself’s plane. The other strategy is that the player transfer his plane 
but offense is conducted by genetic algorithms. The player can move their plane in 3 ways: left, right, 
and stop. 100 opposite fighter planes are created randomly. The planes gotten out of the realm is 
excluded. The number of shot down plane in the realm and accuracy rate was evaluated. As a result, 
satisfied result was shown in second experiment-applying genetic algorithms.
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그림 1 유전자 알고리즘의 흐름
Figure 1. the flow of genetic algorithm
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 %of  total

A 01000 64 5.5

B 10011 361 30.9

C 01101 169 14.4

D 11000 576 49.2

표 1.룰렛 휠 선택 방법
Table 1. roulette wheel selection 

A B C D O P Q R
E F G H S T U V
I J K L W X Y Z

P1 P2

1 0 0 1 0 0 1 0
1 1 0 0 1 0 0 1
0 1 0 1 1 1 1 0

O B C R A B Q R
S T G H S F H V
I X K Z W X Y L

 C1   C2    

그림 2. 블록 균등 교배
Figure 2.  block uniform crossover

3.
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L R L S R L S S L L L S S L

그림 3.염색체의 구조
Figure 3. chromosome configuration
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그림 4.게임 화면
Figure 4. game monitor

4.
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Hit /

A 46 / 39.2 1

B 54 / 55.9 3

C 72 / 68.4 5

표 2. 플레이어의 게임 결과
Table 2. result of game

Hit /

A 62 / 96.5 1

B 77 / 96.1 3

C 85 / 97.4 5

표 3. 플레이어의 게임 결과
Table 3. result of game

5.
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