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Abstract - This study is proposing a framework for aesthetic features of contemporary caricature drawing based on previous 
studies. Measuring aesthetic value is important to differentiate between visual arts artifacts. Caricature as a visual art has 
some unique feature related to the exaggeration nature, which make the measure of aesthetic value different from traditional 
pictures. The contemporary aesthetic measure has been developed over time and normally discussed from the 
objective/subjective direction, objective/subjective direction, or quantifiable/ perception direction. However, whether it is 
quantity or percept there is a common sense of elements or features, which developed over time. Caricature have some 
unique feature related to the exaggeration nature. The study proposed a framework of digital caricature aesthetic features.  
 
Index terms - Aesthetic features, caricature; digital, aesthetic measure, aesthetic value, digital caricature.  
 
I. BACKGROUND  
 
Digitization concept is related to the digital era, 
which becomes a major topic that affects every single 
activity in our daily life [1]. Regarding art domain, 
digitalization is the conversion of tangible analog 
artwork such as painting, illustration, or caricature to 
an electronic format that can be handled virtually via 
digital tools [2], [3].  
 
For caricature domain, digitization may include the 
production of digital caricature by using graphic 
design software [4], and the distribution of the digital 
caricature by using e-commerce tools [5].   
 
With digitalization evolution, caricature and other 
visual arts were affected by the assistance of 
computerized systems. Before the 1980s, the norm of 
using computers was limited, and the majority of 
caricature drawings are produced as free hand and in 
basic black and white colors [6]. In the new 21 
century, revolutionary changes are acquired in the 
world, and the term digital era was coined. 
Caricaturists began to transfer their works to digital 
format with the support of drawing and animation 
programs such as Photoshop and Illustrator to yield 
the benefits of technology and near-perfect digital 
coloring [7].  
 
Measuring aesthetic of images is an old phenomenon, 
which was handled by philosophers from a long time 
[8]. But with the revolution of digitization and the 
invention of images by computers, aesthetic features 
understanding become critical for the success of 
automation and graphical design development [9]–
[11]. The current aesthetic evaluation is based on a 
set of features, which reflect photographers 
perceptual rather than the expert's point of view [9]. 
Therefore, this study is proposing a framework for 
aesthetic features of contemporary caricature drawing 
based on previous studies.  

II. DIGITAL CARICATURE  
 
Caricature is a pictographic or storybook that 
demonstrate an object (such as a person) by making 
the unique features more outstanding while making 
the common features simpler. This visual affect will 
attract audience towards perceiving the message of 
the caricature. Caricaturist normally have a message 
of the drawings which can be for comic, politics, 
humorous, learning, and many other purposes [12]. 
Caricatures may be disparaging or perhaps free and 
can serve a political goal or come to be utilized 
“entirely pertaining to entertainment. Caricatures” of 
people in politics are commonly employed in 
editorial cartoons, while caricatures of celebrities are 
often seen in entertainment mags [13].  
 
A digital caricature is the transformation of freehand 
drawing to the assistance of computer-based tools. 
The skill of the artist is still essential for linking 
between the message and the drawing. The skilled 
artist are using graphic software such as Photoshop 
instead of the pencil and brush. He even can use a 
digital touch drawing board instead of the paper in 
freehand style [12]. Another technique known as 
“Computer Generated Caricature” is the automatic of 
semi-automatic generating of cartoon-like graphs by 
using a featured software. This type of caricature is 
used for fun to convert a normal picture into cartoon-
like picture or to generate caricature based on a series 
of selection. In all cases computer generated 
caricature does not reach the level of replacing the 
passion of artist [14], [15].  
 
III. AESTHETIC MEASURE  
 
Aesthetics is a subset of philosophy working with the 
character of fine art, beauty, and taste while using the 
creation and appreciation of beauty. It truly is more 
psychologically, defined when study regarding visual 
or sensory-emotional aspects, quite often named 
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conclusions of feeling and flavor. Extra extensively, 
academics in the field defines aesthetics as "critical  
expression about art, traditions, and nature". In 
contemporary art, the term aesthetic can also 
reference a set of concepts hidden the functions of the 
particular artwork movement or fundamental 
principle: as an example individual addresses of the 
Cubist aesthetic [16], [17].  
 
The term aesthetic measure is related to aesthetic 
features, aesthetic value, aesthetic evaluation, and 
many other concepts. Although the topic of beauty 
has been studied for centuries, no scientifically 
comprehensive theory explains what constitutes 
aesthetic experiences [18]. Moreover, the 
development towards constructing a solid aesthetic 
measure theory has not gain significant progress. 
However, previous efforts in explaining aesthetic 
principles are a useful foundation for proceeding. As 
example, theories of aesthetic attractiveness, 
perceptions, pleasure, and data flow beside the 
previous investigation of subjective and objective 
element are all significant findings to proceed for 
development. Most early scholars of magnificence 
held the angle that attractive features existed in the 
subject alone. Magnificence was thought about to end 
up being impartial premises of the stimuli under 
consideration. Certain lines, symmetries, patterns, 
and colorations had been presumed to become 
innately beautiful [19], [20]. This method has 
revealed that every single object could have a most 
suitable kind, which usually once secured might are 
inclined to be considered attractive by simply 
everyone [21].  
 
IV. AESTHETIC MEASURE IN 
CONTEMPORARY LITERATURE  
 
In 2015 study, Marchesotti et al. proposed a list of 
200 beauty attributes and 200 ugly attributes that was 
deducted from huge data set of image-scores-
comments to computationally measure aesthetic 
image [11]. Marchesotti et al. method tested 
successfully, but the vast number of attributes still 
needs more investigation. In another 2015 study, Kao 
et al. claimed that aesthetic features are difficult to 
understand and used the artificial neural network 
model to learn aesthetics from AVA database 
(academic-ready database) [10]. Kao et al. proposed 
model enhance the beauty prediction, but the model 
could not answer the question “what makes the 
images have high aesthetic quality”. In another 2013 
study, Wang et al. argued that aesthetic features were 
categorized into four dimensions, figure-background, 
Color, Shape, and Composition [22]. Wang et al. 
findings showed that the proposed features are 
successful, but they claimed that the method is direct 
and simple, and needs development to make it more 
subjective. In another study, Faria et al. argued that 
after reviewed prior aesthetic evaluation datasets the 

study proposed a criticize discussion and conclude for 
a suggestion to refine the aesthetic features based on 
experts perspectives rather that photographers [9].  
 
V. AESTHETICS MEASURE THEORIES  
 
The challenging chain starts from Alexander 
Baumgarten’s 1750 Aesthetica, The first article 
formalized the term aesthetics into the philosophical 
domain and claimed that aesthetics is an important 
science and deserve more investigation [23]. In the 
contemporary art, three approaches are key remarks 
within the domain of quantifying aesthetics or 
rationalize aesthetic, Birkhoff’s Rational Aesthetic 
Theory (1933), Bense’s Information Aesthetic Theory 
(1965), and Franke’s Cybernetic Aesthetics Theory 
(1967).  
 
In 1933 study of David Birkhoff, an American 
mathematician, proposed an article titles “Aesthetic 
Measure” [24]. This study is commonly known to be 
the first academic work in the domain of aesthetic 
judgment and aesthetic meaning. Birkhoff 
representation of aesthetic is a mathematical logical 
approach, where he proposed aesthetic measure (M) 
as a function of complexity (C) and order (O). The 
mathematical expression of aesthetic measure is 
written as: Measure (M) = Order (O) / Complexity 
(C). Based on Birkhoff assumptions, the more order 
the more aesthetic value, the less complexity the 
more aesthetic value [25], [26].  
 
It is clear that Birkhoff's formula core concept is 
order/complexity, and to make it clear he discussed it 
in an advanced mathematical formula. Birkhoff's 
proposed order/complexity as a function of a 
diversity of symmetry items that construct the 
geometric of the artwork. The formula is Order (O) = 
Vertical symmetry (V) + Equilibrium (E) + 
Rotational symmetry (R) + Horizontal-Vertical 
network HV – general negative Factor (F). Birkhoff 
defines C as the number of distinct straight lines 
containing at least one side of the polygon. It quoted 
Birkhoff: “The 'complexity' of paintings is usually so 
considerable that they are analogous to decorative 
patterns whose constituent ornaments must be 
appreciated one by one”. Based on Birkh off 
assumptions, the design of any work of art imaginary 
lines can be drawn across from indicate point, 
following the primary lines of the composition. The 
distribution of lines is a balance between complexity 
and order, which maybe observed as symmetry or 
texture as these lines define geometric areas that have 
a comprehensible form generally. Similarly, light and 
dark areas have a particular order or pattern [26]. It is 
important to know that Birkhoff’s rational aesthetic 
theory was initially proposed to quantify the aesthetic 
values of potential designs such as jugs, architectural 
objects, tunes, and even poems. In 1943, his 
assumptions discussed in science news and 
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newspapers and expanded the application of the 
rational theory to paints as well [23].  
 
With the development of information theory, Max 
Bense (1954) developed Birkhoff’s model and 
assumptions to include additional dimensions [27]. 
Bense integrated the concept of cybernetics in the 
aesthetic measure. He described the measure of order 
as “redundancy” and material outflow as “entropy” 
[28]. Bense claimed that aesthetic measure of 
contemporary art can not be seen only as lines, 
directions, and balance with terms like symmetry or 
texture that emphasize on contrast. Aesthetic process 
and physical realm are likely to in different directions 
and consequently have different principles. Physical 
approach assumed that aesthetics can be constructed, 
while process approach assumed that aesthetics is a 
perceptional procedure. Bense was persuaded that 
previous theories emphasized on objective 
representation and lack in subjective representation. 
Bense’s approach took the shape of an attempt to 
systematize the foundation of information aesthetics. 
Bense developed the concept of information 
aesthetics in his articles of “Modern Aesthetics” and 
“Aesthetica III” at Germany in 1957. Bense proceed 
his aesthetic measure research and set the principles 
of “generative aesthetics”, which was an integrative 
of distributions and arrangements. He proposed a 
comprehensive, integrative approach that compound 
the of most operations, rules, and theorems to 
function as indicators can purposely and 
systematically generate in the former aesthetic states 
[29]. Bense’s assumptions were based on four 
methods of aesthetic representation: the semiotic, the 
metric, the statistical, and the topological. First 
method is for the dimension of signs and symbols, 
second method is for the dimension of shapes and 
global structure, third method is for the dimension of 
generating local structures or a kind of micro-
aesthetic, and fourth method for dimension of 
representing relational principles and of the whole 
organization [26]. An artwork is an aesthetic object in 
Bense’s theory that have an information which is 
carried in a physical matter and in a process of 
communication. Bens substitutes the traditional 
aesthetic explanatory approaches with a method of 
observation and communication. He proposed the 
term aesthetic information to be representing the 
mediation of artwork in information flow perceived 
by audience (Bense, 1976). As in information theory, 
information is messages that can be measured in 
quantities; information aesthetics can be quantifies on 
the means of signs (White, 2009).  
 
Aesthetics measure domain had a significant interest 
from scholars during two decades starting 1960. 
Siegfried Maser, one of Bense’s fans, studied the 
numeric aesthtics; while Herbert W. Franke and 
Helmar Frank pursued a serious research in the 
domain of information aesthetics. Frank and Frank 

main contribution is the consideration of the 
psychological facet of information aesthetics [30]–
[32]. Helmar Frank and Herbert W. Franke tried to 
produce a combination of the methods of perceptual 
study and information theory. The contributions were 
directed at the conclusive rejection of the Idealistic 
belief of audiences of artwork being passive 
customers [26], [33]. The theory of apperception 
suggestions that a “surplus offer” of information 
revives the observer’s impatience, while a “deficient 
offer” primes to “boredom.” [34]. In order to obtain a 
certain degree of complexity without beating the 
recipient’s absorptive capacity, Franke proposes a 
“multi-plane model.” “It is then in the hand of the 
artist to conquer a number of “layers” of the work of 
art, and outside this he can create associates among 
the layers with the viewer can worry himself in 
advanced stages of the reception route.” [35]. As 
Franke comprehends it, the practice of new expertise 
in art, for instance in computer art, brings about a 
symbiosis of rational thought and aesthetic formation, 
since as an art form linked with the world of science 
and technology it makes use of aesthetic elements 
that are mathematical, logical, or technical in origin. 
Cybernetic aesthetics and computer art therefore 
prove to be far reaching bridges that interconnect art, 
science, and digital-information processing [26], [33].  
 
VI. PROPOSED FRAMEWORK OF 
CARICATURE AESTHETIC FEATURES  
 
Visual art aesthetic analysis leads any investigators to 
dig inside the artifact properties regarding artifact 
quality. Therefore, representing the artifact features is 
essential and differentiate between an artwork and 
another. In this study, our focus is on the caricature 
features that belongs to the drawing and picture 
domain [36]. While caricature belongs to the 
drawings domain, but it has some unique feature 
related to the exaggeration nature [37]. The 
contemporary aesthetic measure has been developed 
over time and typically discussed from the 
objective/subjective direction, objective/subjective 
direction, or quantifiable/perception direction. But 
whether it is quantity or percept there is a common 
sense of elements or features which developed over 
time. Birkhoff (1933) proposed the objective features 
of proportion, symmetry, and harmony. Bense (1954) 
suggested additional features such as subjective 
features related to perceptions. Franks (1967) 
introduced layered features where technical, logical 
and mathematical features leads to information 
complexity which affects perceptional aesthetics 
value. Therefore, from the different theories it can be 
concluded that there are three main dimensions of 
aesthetics measures technical, objective, and 
subjective.  
 
Different scholars use different terms interchangeably 
such as features, attributes, qualities, characters, 
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elements, and properties. For this study, we are using 
the term aesthetic features to refer to the measurable 
symbol that constructs the picture quality [36]. 
Accordingly, extracting a set of particular features 
from different pictures, such as lightening ration, 
enable us to compare different caricature drawings or 
images. In this section, we are underlining the set of 
features that can describe and quantify drawings 
aesthetic quality. Figure (1) demonstrates an 
infographic for the Caricature measure framework 
The features are merged from the image aesthetics 
features and caricature techniques.  
Different scholars use different terms interchangeably 
such as features, attributes, qualities, characters, 

elements, and properties. For this study, we are using 
the term aesthetic features to refer to the measurable 
symbol that constructs the picture quality (Pascoal 
2015). Accordingly, extracting a set of particular 
features from different pictures, such as lightening 
ration, enable us to compare different caricature 
drawings or images. In this section, we are 
underlining the set of features that can describe and 
quantify drawings aesthetic quality. Figure (1) 
demonstrates an infographic for the Caricature 
measure framework. The features are merged from 
the image aesthetics features and caricature 
techniques. 

 
Figure 1: Framework for Caricature Aesthetic Features 

Sources (Datta et al., 2006; de Faria, 2012; Den Heijer, 2012; Goferman et al., 2012; Leder et al., 2014; Luo & Tang, 2008; Sarigul, 
2009; Sullivan, 2010; Tamura et al., 1978; Wang et al., 2013) 
Features of Caricature Techniques  
Caricature art has some techniques become common 
and become part of the features symbolize the 
caricature drawings, such as reversing, contrast, 
assimilation, and intertextuality [37].  Reversing 
technique is usually regarding choosing a well-known 
problem or a product or service and reversing it to 
accomplish a humoristic sense. The shock reversing 
in the caricature can make the subject salient, and the 
message of the caricature reach easily. Therefore, this 
unique technique is an important feature in 
constructing the caricature aesthetic value [37].  
Subject size is one of the features of the composite 
category and refers to the ratio between the subject 
size and the background size [38]. In caricature 

domain, size contrast is a commonly used technique 
in caricature. This feature aim is to shock the 
audience by increase the size of one element to an 
unusual ratio compared with other elements of the 
subject [37].  Assimilation technique is about 
adapting a position in order to address a message or 
meaning [37]. A famous example was the cartoonist 
assimilated the circles of the Olympics game’s 
symbol to a palette of a tank in order to load the 
meaning of the tank to the 2008 Olympic Games in 
China.  
 
Intertextuality is one of the most popular techniques 
in all media of visual communication of postmodern 
world. It is based on creating a new meaning by 
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referring to existing famous texts and contexts, by 
assuming that the viewer is familiar with those texts 
and contexts [37]. It is used in wide variety of media; 
from sit-coms to advertorial posters.  
 
Features of Color  
Scholars expressed that color is a primary set of 
features for abstractly differentiating bad and good 
pictures [36], [39]. Color features, such as luminance 
contrast, stand out some parts of the image whenever 
used effectively, but can obliterate the abstract if used 
poorly. Other features such as brightness can reduce a 
picture attractiveness if applied poorly. Therefore, the 
mixture of the appropriate color features is essential; 
the balance in color feature plays a significant role in 
aesthetic value.  
 
Luminance Contrast is the difference in luminance or 
color that makes an object distinct Contrast is a 
standard technique applied to increase the aesthetic 
value of a picture. It is usually used to make some 
intended part of the picture to stand out or to just 
enhance a particular section. Different measures are 
used to quantify contrast, but two are commonly used 
Weber contrast, and Michelson contrast [38]. Weber 
contrast is a function of luminance of a particular 
small part of the picture and the average luminance of 
the image. Whereas Michelson contrast is a function 
between highest and lowest luminance values in the 
image. 
 
Color distribution is important when considering 
backgrounds in images. This feature evaluates the 
background area in order to obtain its color 
simplicity. Images possessing a background with high 
color complexity will concentrate large amounts of 
attention, thus distracting the observer from the 
subject which the picture aims to highlight [9], [38].  
Lightning balance feature is defined by [40] as the 
average pixel intensity to characterize the presence of 
light. This way it can be judged whether there is 
over/under exposure or a right balance between high 
and low lighting.  Warm and cool colors are defined 
based on human spirits enthused by colors; as 
example blue and purble colors generate calm (cool 
colors), but red and yellow generate motivation and 
excientement (warm colors) [22]. Cool colors are the 
ones with the hue values between 30 and 100 in the 
HSV space [0-360] while warm colors are outside the 
[30-100] values. This feature is computed by first 
counting how many pixels are located in the warm 
colors layer and dividing by the overall amount of 
pixels, obtaining its ratio.  
 
Features of Texture  
Ciesielski et al. describe the texture as the perceived 
surface quality of a work of art [39]. The importance 
of texture is directly bound to the identification of 
objects or regions of interest in an image. Since it is a 
native feature of virtually all surfaces, it makes it 

easier to understand the relationship between the 
elements in the environment. The various aesthetic 
items in texture include components of the pattern, 
granularity, and orientation among others. The pattern 
is often described as a repeating unit of shape or 
form, which proves to be very useful for extracting 
saliencies in an image. Granularity is an objective 
measure of graininess, which indicates the 
presence/absence and nature of texture within the 
picture. It can be used to try to identify individual 
elements, such as the sky [41].  Texture coarseness is 
considered by Tamura et al. as the most fundamental 
texture feature; its primary purpose is to identify the 
largest size of the fundamental elements, known as 
texels, forming the texture [42]. A texture with higher 
coarseness is the one which has a smaller amount of 
texture elements for a fixed image size.  Texture 
contrast measures the variance of the gray levels in 
the image and quantifies the tendency of the 
distribution towards black or white.  
 
Diagonal orientation has been observed that the 
presence of diagonal elements in the texture improves 
the aesthetic rating for viewers [36]. Therefore, the 
objective is to search for these items with various 
orientation angles. Tamura et al. propose a method 
that quantifies the directionality of a section by first 
obtaining edge strength and direction with the help of 
the Sobel edge detector [42].  
 
Features of Composition  
In art, a composition refers to the arrangement of the 
components or visual elements of a scene to produce 
a visible artistic concept. As such, its importance 
comes from directing the viewer into seeing 
determined sections of a picture as well as placing 
focal elements in aesthetically correct places. In this 
subsection, the features considered will explore these 
points and the techniques used for achieving so. 
Reflectional symmetry is present in our everyday 
lives. It is undoubtedly a concept that has been related 
to aesthetic favoritism. Den Heijer analyses the 
psychological intricacies of symmetry, revealing that 
humans are predisposed to ascertain symmetry within 
100ms [43], [44].  
Reflectional symmetry is one dimension of symmetry 
feature; it is based on the horizontal, vertical, and 
diagonal symmetry. Compositional balance or 
harmony is the other aspect of Symmetry, that 
concern with the balance between different parts of 
the picture. To obtain the compositional balance, we 
split the image into two halves; the axis chosen are 
vertical, horizontal, and diagonal. We then measure 
the distance between each half as a function of hue, 
saturation, intensity, and colorfulness [45]. There are 
12 features with different weights we used to 
compute the distance between two image halves [43].  
Liveliness feature is considered by den heijer [43]. 
He observed that different intensities presented in a 
picture could often be deemed interesting or lively. In 
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order to measure whether a picture is uninteresting or 
energetic, we will be calculating the entropy of the 
intensity of the pixels presented in the picture. We 
will be able to distinguish a picture as uninteresting if 
it has little to no variation in its pixel intensity as well 
as low entropy, contrasting with a lively image which 
has many different pixel intensity values and high 
entropy. Entropy can be seen as a function of the 
pixel's intensity value and its probability.  Subject 
size is related to the saliency between subject and 
background. Saliency map is used to shoe the 
lightening ratio or subject mask [38]. Subject size is 
another feature to show saliency, Faria proposes a 
feature which takes into account the subject 
importance in an image, more specifically its 
presence proportion, and its relevance to aesthetic 
judgments [38]. He measures which percentage of the 
image that is considered part of the subject as a 
function of the subject size and the total picture size. 
Sarigul define contrast size as a technique in 
caricature drawing, it is based on surprising the 
viewers by using figure or size contrast [37].  
 
Rule of thirds is a very popular rule in photography 
domain. As described by Datta et al., it consists of 
dividing a picture into nine equal parts by two 
imaginary lines both horizontal and vertical, creating 
four intersection points in the middle of the image 
[40]. Those points define the Region Of Interest 
(ROI) and indicate where the object of interest should  
be placed. In theory, this rule states that the ROI 
should be located at one of the four intersection 
points. Thus concluding that the principal object of an 
image should be located either inside or on the 
periphery of an ROI. Blurring effect on an image can 
indicate multiple events, it can mean the image has 
poor compression, therefore making it look like a 
poor quality picture degrading its aesthetic value. 
However, it can also have other meanings attached to 
the image, such as the sense of speed, depth 
perception, generating background effects and 
shadows, smoothing edges in images eliminating 
"jaggies", conveying highlighting effects among 
others.  
 
Features of Salience  
All the events that occur very few times are identified 
as a saliency. In visual art is what most people 
describe as the most significant element [46]. Studies 
show that elements that are interesting and manage to 
captivate the attention of people can contribute 
positively to visual aesthetics [47]. The opposite can 
also be considered, where aesthetics can divert the 
attention of the viewer towards the saliency [48]. In 
Wong and Low considered the quality of the 
interaction between subject and background as well 
as the overall quality of the subject in a picture to be 
very discriminative features [49]. The result of 
saliency methods is a saliency map, these display the 
relation between pixels in an image by assigning 

them a value between 0 and 1, for the minimum 
(black) and maximum (white) saliency values 
respectively. There are multiple ways to extract 
saliency maps from an image. Another technique for 
saliency is the low depth of field, which increase the 
sharpness of the subject contrast and decrease the 
background contrast. Lighting ratio is the contrast of 
the lighting in both subject and background. Luo and 
Tang highlight the importance of having an obvious 
distinction in the brightness between subject and 
background [50]. Normally, the most aesthetically 
pleasing images are the ones with a high 
subject/background contrast. The subject and 
background are obtained by creating a saliency map.  
Low depth of field is a higher aesthetic purpose, in 
macro shots, the subject of interest can be enhanced 
by displaying it in sharp contrast with the out of focus 
surroundings. We can identify this event with high 
values of the low Depth of Field indicator. Datta et al. 
extract this feature with a technique the divided the 
image into 16 rectangular blocks of equal proportions 
denoted, define the interest object as a center point 
[40]. A macro shot tends to capture the object of 
interest at the center, contrasting with the out of focus 
surrounding area. This indicates that a high value for 
this feature is consistent with the purpose of a macro 
shot.  
 
Features of Information Flow  
Aesthetic features are not composed of quantitative 
components only, there is the psychological 
dimension that is related to judgmental perception of 
the human besides the overall meaning of the 
caricature drawing. The task in aesthetic perception 
of visual art is to comprehend the aesthetic emotion 
and judgment that are evoked when we experience 
beauty. To judge and explain beauty in science, 
models of aesthetic judgment and perception have 
been proposed in cognitive psychology and 
information science. Based on the information-
processing stage style of aesthetic processing, five 
stages-perception, explicit classification, implicit 
classification, cognitive mastering, and evaluation are 
involved in aesthetic experiences [18]. An artwork 
generates cognitive perception of the audience, so 
audience can judge the difference between images. 
Every image have a message to be flowed to the 
viewers. The degree of message complexity and 
observability if different between artworks. 
Caricature is one of the strongest visual arts that 
relays on sending messages and normally related to 
daily life styles such as political and social issues. A 
caricature image with no message is not exist, the 
good caricature is the one can send message rapid and 
clear [51].  
 
CONCLUSION AND FUTURE WORK  
 
Digital caricature is one of the contemporary visual 
arts, but it has some uniqueness compared with other 
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traditional picture-based arts. Caricature as a visual 
art has some unique feature related to the 
exaggeration nature, which make the measure of 
aesthetic value different from fabulous pictures. 
Visual art aesthetic analysis leads any investigators to 
dig inside the artifact properties regarding artifact 
quality. Therefore, representing the artifact features is 
essential and differentiate between an artwork and 
another. The study proposed a framework of digital 
caricature aesthetic features; the features categories 
are techniques, color, texture, composition, salience, 
and information flow. The proposed framework is an 
integrated approach to unify the mixed nature of 
caricature art. Future research is going to validate the 
proposed framework by using a qualitative approach. 
As mentioned by many scholars, experts’ point of 
view is important; therefore, the future work will seek 
the caricature art specialists in a semi-structured 
interview method. Further research is also required to 
develop quantifiable items for every feature. It could 
be a survey to examine audience perspectives or a set 
of scaled attributes for computer-based tools.  
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