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Interactive Evolutionary Computation based on Fitness Prediction
and its Application to Generation of Facial Caricature
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Abstract: Interactive evolutionary computation is one of the optimization methods, which
efficiently extracts person’s sensitivity and makes it reflect in evolution. We propose a technique
in which fitness is predicted by using the evaluation values estimated based on the nser's selection
history even when the users don’t evaluate by giving numerical values. This technique was
evaluated by simulation using a human user model based on the NK fitness landscape. It has
been shown that mean fitness was 2 greater than the one without any prediction methods

when fluctuation was large in a smooth landscape. Then we applied this technique to generation
of facial caricature.
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