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Summary

This paper overviews the research on interactive evolutionary computation (EC). The interac-
tive EC is an EC that optimizes systems based on human subjective evaluation. First, the definition
and features of the interactive EC are described. Then, the overview of the interactive EC research
follows. The overview consists of two parts: application and interface researches. The application
fields of the interactive EC are categorized into three: artistic field, engineering field, and educational
field. We also point out that the biggest remained problem is human fatigue and introduce several
trials to overcome the problem. We categorize the research on this issue into four: improving of input
interface, improving of display interface, fastening EC convergence, and combining normal GA search.
One of feature of this paper is to overview the interactive EC research with more than 90 references.
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