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F1Ye: AR &aE]E (Genetic Algorithm), W] 3 478 Al (Scrolling—Shooter Game), A1Y 474 (Game Life Cycle)
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1. Related works
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lll, The Proposed Scheme

1, System & Level Design
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2. Shooting Game Pattern Modeling
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3. Evaluation Function
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4. Mating and Mutation
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New Genes
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5. Implementation Result
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|V, Conclusions
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