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Controlling difficulty with player movement prediction 
in a shooting game 
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Shoot-them-up players tend to enjoy the attention from audience by dodging screen-full of bullets and show off their skill. 
However, this is not possible for unskilled players, consequently they often feel unmotivated to keep playing the game. In this 
thesis, we aim to present a system that any player can dodge tremendous amount of bullets without raising the difficulty, by 
retaining the number of bullets while reducing the “effective” bullets. 
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Figure 1 Game play screen 
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