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Algorithm 1 Evaluation of RHEA
Require: 0 < a <1
t < TimeBudget

if t > JustBeforeTerminationTime then
while |EndTheGamel|l ArriveAt Depth do
Population— =1
if Probability is @ then
Population+ = MutatedIndividual
else {Probability is 1 — a }
Population+ = CrossedIndividual
end if
end while
end if
if t = JustBeforeTerminationTime then
Evaluate(Population)
Ezxecute(BestIndividual's Action)
Population < NewPopulation
end if
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