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Design of virtual pet evolutionary game based on Genetic Algorithm
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[ Abstract] In recent years, the Internet has not only brought about changes in people s lifestyles, but also enriched people’s
entertainment methods and online games have risen at a rapid pace, among which pet—based games have always been favored by
players. However, looking at the current status of online games, there is a general phenomenon that the competitive pressure brings
psychological burden to players. Although online games inject vitality into psychology, psychology is still not well combined with
games to bring more psychological relaxation to players. This article aims to analyze how to build a game product and use the core
function of Genetic Algorithm to realize the genetic inheritance of the main body of the game, namely the pet dog, so as to satisfy
the players to relax their hearts, achieve their creativity, and release pressure in the fragmentation time. This article starts from the
analysis of the status of online game products, introduces the demand of pets and the pursuit of psychological satisfaction which
players are pursuing, and then leads research methods, analyzes users’ preferences and habits, and tests game products from the
aspects of game interface, the main functions, and interaction modes, and also designs a programming implementation. The article
analyzes the function and effect of the game completely and systematically, and evaluates the user experience from the completion of
the function and usability.
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Fig. 1 Gene block exchange
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Fig. 2 Concrete concept
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public void NewDog( )

b7 oy & ERYFRAZIIT S
ears| earsIndex . SetActive (true) ;
eyes [ eyesIndex |. SetActive (true) ;
mouths[ mouthsindex ]. SetActive (true) ;
skins| skinsIndex |. SetActive (true) ;
tails| tailsIndex ]. SetActive (true) ;
skinsColor [ skinsColorIndex ]. SetActive (true) ;
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