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D E S C R I P T I O N  A N D  R E Q U I R E M E N T S

• Project Description:

• Develop an application that builds an 

image from a collection of overlapping 

polygons of various sizes, colors, and 

transparencies that resembles an 

original image

• Requirements:

• Use a genetic algorithm to find the 

best arrangement of polygons

• Develop an interface to interact with 

the algorithm, allowing for 

modification of parameters and 

operators

• Display ‘good’ fit genomes with 

statistics
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P RO C E S S

• Genetic Algorithm, [a] machine learning method 
that is used to find [an] optimal solution...based on 
the theory of natural selection by Charles Darwin 
(1).

• Individuals, the genomes of the population

• Fitness Score, how good an Individual is 

• Selection, selecting the best Individuals 

• Mutation, altering an Individual’s ‘genes’

• Crossover, merging two Individuals’ ‘genes’

(2)
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S O L U T I O N

• Design
• Code:

• Separate projects: From drawing polygons to testing the algorithm

• A background task

• Application:

• Windows Form application (C#)

• Ease of use

• Project goal
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L E A R N I N G  A N D  D E V E L O P M E N T

• My best learning techniques
• Dr. McVey-Pankratz

• Genetic algorithm: parameters, operators; Coding: user interface (C#); Design: user interface

• Dr. Meyer

• Genetic algorithm: parameters, operators; Design: user interface

• Microsoft Learn C# Guide (3)

• C# programming language guide and documentation



QU E S T IO NS ?
•A very special thank 
you to…
• Dr. McVey-Pankratz

• Dr. Meyer

• Dr. Pankratz

• Dr. Hagedorn

Thank you for 
attending!
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