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the Effect of Solution by Selection Methods in Multi-Objective Genetic Algorithms

ogd od
Yasuo OKADA

Abstract: Today the most general method in multiobjective genetic algolism is the method of
ranking and some selection methods.These methods was researched and compared many times, but
only two selection methods was compared, and some methods was not compared at the same time.
Now in this paper some methods is compared at same time.
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Fig. 1 Pareto Optimal Solution
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Fig. 2 Result of Examplel in Roulette and Elite
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Fig. 3 Result of KTTP in Roulette and Elite
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