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Fig 1. Game Map
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(1) Begin

(2) Initialize population;

(3)  Evdgluate population;

(4) While not maxgeneration

(5) Select chromosomes for next
population;

(6) Crossover and Mutation;

(7) Fualuate population;

(8) end while
{9) end Begin
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Fig. 2. Genetic Algorithm
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Fig 3. The Example of Path Finding
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