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ABSTRACT

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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Figure 1. the flow of genetic algorithm
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Table 1. roulette wheel selection

o Al %) ¥ = %of  total
A 01000 64 5.5
B 10011 361 30.9
C 01101 169 14.4
D 11000 576 49.2
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Figure 3. chromosome configuration
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