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ABSTRACT

In football simulation games, it is very important for the interest of the game to make
the stats of the football players close to reality. As the management concept is
introduced to the sports simulation game, when the user plays the game for a long time,
the existing player character retires. Therefore, the game creates the environment of the
game by creating a new player in the game. In this study, we propose a method to
create a new player character by using genetic algorithm to have the optimal ability
similar to existing players. We compare and evaluate the player character with the
existing random generation method, the correction random method and the proposed
algorithm, and verify the validity of the proposed method.
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[Fig. 2] Examples of quality proportional roulette
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The Character’s stats created in random method
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[Fig. 5] The Character’s stats created in random
method
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