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ABSTRACT: Images can create emotions in human being. The greater part of the past work on feeling 
acknowledgment utilizes components of-craftsmanship dependent on low dimension visual highlights. We 
examine framework to extricate passionate substance of picture and utilize this for picture feeling 
grouping. Here, we propose a feeling arrangement framework, to perceive feelings from works of art. The 
methodology is to dissect the impact in artistic creations dependent on color, texture and edges and to 
explore how it very well may be critical to the programmed feeling producing framework. 
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Introduction  
Images not only display the contents themselves, 
but also convey emotions, like pleasant, 
depressed, excited and racy. Affective images 
classification is useful and not in many fields such 
as computer vision and multimedia. Current 
researchers usually consider the relationship 
model between images and emotions as a black 
box. Images extract the visual features such as 
colors, edges and textures and use them directly 
upon various classification algorithms. We used 
emotion recognition system to interact with 
digital art and check how the digital art works, 
depending on the user’s facial expression. Our 
main approach is to extract emotions from art 
paintings so instead of using human facial 
expression, we have used art images. 
 

 
Figure 1.a                               Figure 1.b 

 

 
Figure 1.c                               Figure1.d 

 

literature survey 
Now-a-days, there is an expanding research 
enthusiasm on creating computational models for 
feeling examination of current craftsmanship 
canvases. Past works examined the job of a few 
visual highlights (for example color, edges and 
texture) while anticipating the feeling passed on 
by the works of art to the spectators. 
Yanulevskaya[1] proposed scene categorization 
system to distinguished between emotion 
categories. The framework is prepared on IAPS 
dataset and connected it to the accumulation of 
perfect work of art. Their methodology dependent 
on the collection of neighborhood picture 
measurements and Support Vector Machine 
(SVM). 
Zhaoet[2] proposed principle-of-art for image 
emotional classification. We apply high level 
content detection and recognition method to 
improve performance of emotion recognition. 
Machajdik[3] proposed affective image 
classification using features inspired by 
psychology and art theory and accomplish result 
utilizing sematic based highlights. They bound 
together structure to group works of art sincerely 
consolidating low-level visual highlights and 
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abnormal state ideas from brain research and 
workmanship hypothesis. 
 

III. PROPOSED SYSTEM 

 
Figure 2: Basic Block Diagram of Art Emotion 

Recognition System 
 

The above figure shows the basic block diagram of 
our system. Firstly, the 200 images are given as an 
input for training purpose. Pre-processing is used 
to resize the image to 100*100 pixel, it removes 
the unwanted noise and is processed further. 
Feature Extraction is used to extract the features 
from the image based upon color, edges and 
textures. Here, the colors are extracted from the 
image using [3*3] matrix of RGB, for texture 
purpose, Gray Level Co-occurrence Matrix (GLCM) 
Algorithm is used and for edges, we used Canning 
Algorithm. These input images are classified in 6 
different Emotion labels i.e. Pleasant, Relaxed, 
Calm, Racy, Depressed and Bored. Now, for testing 
purpose, the image is provided by the user. The 
new image is then resized to a specific size and 
features are extracted from that image, further it 
is given to the classification block. Support Vector 
Machine (SVM) is used as a classifier, to analyze 
the testing image and it compares the features of 
testing image with the training image. If the 
features of the image are matched to a high 
percent with one of the emotions then the label is 
assigned to that image.   
 

IV. METHODOLOGY 
Dataset is divided into training set and testing 
test. The training set is used to train the 
parameters of classification model and test set 
consists of similar and unseen samples which is 
used for verification and performance of model. 
We use Graphical User Interface (GUI) for testing 
purpose. The new image is taken from the user for 
testing purpose. GUI extracts the image from that 
image and match the features with trained 
features, accordingly the emotional label is 
assigned to the image. The histogram of the output 

is also provided in the form of percentage.  
A. Feature Extraction: 
The selection and development of image feature is 
critical and important part of feature extraction. 
They are extracted based upon colour, edges and 
textures.  
1. Colour: Here, the colour is used as a language 

to express feelings and interest of human. 
[3*3] matrix is used to extract the RGB colour 
feature from image and transform it into HSV. 

2. Texture: Textures are used to measure how 
the colour emotions are changed when the 
texture features are added with the colour 
feature. GLCM algorithm is used to extract the 
features from the image. It is a relationship 
between visual texture and certain emotions. 
It tells us about the calculation of pixel with 
specific value and the specified relationship of 
the image. 

3. Edges: Edges are the important features of the 
image. It is a pixel collection of its 
surrounding having step edges and it exist in 
the object and the background. We use the 
Canny operator to detect the edges.  

B. Dataset: 
Dataset comprise of 200 craftsmanship pictures 
for feeling grouping. The picture is ordered into a 
particular size. Depressed, Calm, Racy, Pleasant, 
Excited and Relaxed are the kinds of feeling 
utilized in this model. These pictures are isolated 
into preparing and testing set. The quantity of 
pictures in every class are roughly same in size. 
The conceptual canvases comprise of blends of 
shading and surface with no item. The dataset is 
not quite the same as IAPS dataset. Feelings are 
evoked because of the nearness of certain article 
in the picture. To get the ground truth for the 
conceptual painting dataset, the pictures were 
peer appraised in web-study, where the client 
could choose the best fitting enthusiastic 
classification.  

1. International Affective Picture System 
(IAPS) Dataset: The IAPS is a common 
stimulus set widely used in emotion 
recognition. It consists of documentary 
style natural color photos complex scene 
containing portraits, babies, animals, and 
others. 

C. Classifier: 
Support Vector Machine (SVM) is used to classify 
the features of testing image and provide the 
appropriate emotion to the image. The extracted 
emotion for painting is used to train and 
distinguish between the emotions. 
1. Support Vector Machine (SVM): SVM is the 

supervised learning model with learning 
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calculation that examine the information 
utilized for order. SVM can effectively perform 
non-straight order utilizing part trap for 
mapping their contributions to high 
measurement highlight space. At the point 
when the information is unlabeled, regulated 
learning is beyond the realm of imagination 
and unsupervised learning is required which 
endeavors to discover normal bunching of the 
information to gatherings and after that map 
new information to these shaped of 
gatherings. 

 
Figure 3.a SVM 

 

 
Figure 3.b Support Vectors 

 

D. Proposed GUI: 
A graphical UI (GUI) is a human-PC interface (for 
example a route for people to collaborate with 
PCs) that utilizes windows, symbols and menus 
which can be controlled by a mouse (and regularly 
to a restricted degree by a console too). GUIs 
remain in sharp complexity to direction line 
interfaces (CLIs) which utilize just content and are 
gotten to exclusively by a console. We use GUI for 
craftsmanship feeling acknowledgment 
framework.  
Here, the GUI enables the client by transferring 
any sort of workmanship to picture by which it 
will perceive which picture has a place with which 
feeling class by the mean of grouping. When it is 
characterized, it gives the yield in percentage and 
furthermore show the main 3 coordinating feeling 
classifications. Finally, it additionally shows the 
histogram of the outcome. 

 
Figure 4 Proposed GUI 

 

V. RESULT 
Result 1: 

 
Figure 5 

The above outcome demonstrates the best 3 
classes of the feelings in percentage by which it is 
pronounced as depressed picture. 
Result 2: 

 
Figure 6 

 

The above outcome demonstrates the best 3 
classes of the feelings in percentage by which it is 
pronounced as relaxed picture. 
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VI. FUTURE SCOPE 
Utilizing SVM, the exactness level isn't estimated 
to identify the passionate name. Therefore, by 
applying Deep Learning Neural Network in future, 
will give the exact outcome for passionate name. 
This framework will likewise improve the 
execution dimension of the feeling 
acknowledgment framework. 
 

VII. CONCLUSION 
We utilized a choice of highlights explicit to the 
issue of full of feeling picture characterization and 
accomplished outcomes that are superior to 
tantamount condition of craftsmanship. The 
proposed programmed framework will be utilized 
for feeling arrangement and scoring by extricating 
feeling highlights dependent on colors, edges and 
textures. For arrangement, instead of compelling 
each picture to be in a single emotion class, a 
"passionate histogram" demonstrating a 
distribution over the classifications could be 
delivered. We drew motivation from the idea of 
standard of workmanship for more elevated 
amount comprehension of picture. These 
highlights can likewise be utilized to create other 
feeling-based applications, for example, picture 
musicalisation and full of feeling picture recovery.  
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