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General machine learning for Bullet Hell Game

NoMURA Naoval® HasHIMOTO TUsYOSHI*

Abstract: Deep Q Network (DQN) is applicable to various games, but it has a problem that it tends to
fail in complicated and difficult games. In this research, we pick up barrage STG even among complicated
games, and tried to succeed in learning by incorporating the characteristics of human play in this game into
DQN. In this game, human has a feature that are not seeing the entire screen and change the field of vision
according to the amount of bullets. By incorporating the mechanism into DQN, we obtained better results

Vol.2018-GI-39 No.4

2018/3/2

than the conventional method.
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