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Images and videos can be cartoonized for a number of purposes, including comic book publishing in magazines, anime, TV shows, 

and fun social media events. This study proposes utilizing Generative Adversarial Networks (GANs) to cartoonized images and 

videos. As a result, this study suggests the idea of cartoonizing real-world images and videos. The paper also advises employing 

cartoonization to construct a comprehensive picture hub for the user, which would use the Python OpenCV package to do 

operations such as upscaling, denoising, and filter modification on the input images. In addition, the project allows you to 

convert films to GIFs and use them as cartoon filters on a variety of social networking networks. As a result, rather of focusing 

just on caricaturizing photographs and videos, the project aspires to be user-friendly and make use of a variety of other features.  

 

Keywords: Generative Adversarial Networks (GANs), OpenCV, cartoon filters 

1. INTRODUCTION 

A cartoon is a picture or group of pictures made from an 

animation's series of drawings. These cartoons may 

show characteristics that are realistic or not. Cartoons, on 

the other hand, have sparked widespread interest, 

particularly among young people and artists. As a result, 

cartoons find use in a wide range of applications. Some 

examples include animated films, comic novels, 

cartoon-based image filters, and cartoon television 

programs. There is a likelihood that some of the 

applications will feature real-world situations. An 

animated film, for example, may include a 

representation of a city that represents a real-world 

metropolis.  

To generate these cartoon visuals, a great artist either 

utilizes computer technologies to create a single image or 

manually creates such sceneries. To achieve a greater 

quality, artists must shade and draw each colour zone 
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based on actual circumstances. This entire process is 

labour-intensive and time-consuming, particularly when 

working on animated films or comics. Furthermore, 

currently available computer applications, such as 

Adobe Photoshop or Corel Draw, are not free to use and 

may be difficult for beginners to master and create at the 

required quality. As a result, equipment capable of 

turning a still photo or video from the real world into an 

animated image or video is necessary. 

 In this study, we offer a Generative Adversarial 

Networks (GANs)-based technique, as well as features 

such as image denoising and picture upscaling, for 

converting an image, GIF, or video file into cartoon 

versions. OpenCV is used to do picture upscaling and 

denoising. The model is trained using a collection of 

photographs and cartoon pictures. The trained model 

aids in the creation of cartoon pictures or films that are 

not part of the training set. When integrated with other 

applications, this technology can let users convert 

real-world photographs or videos into cartoon versions 

as needed, or it can function as an easy-to-use, freely 

available image filter.  

. 

2. LITERATURE SURVEY 

 The huge achievement has been accomplished with 

learning-based stylization, cutting edge techniques 

neglect to deliver Cartoonized pictures with satisfactory 

quality. There are two reasons. To begin with, rather 

than adding surfaces, for example, brush strokes in 

numerous different styles, animation pictures are 

exceptionally streamlined and disconnected from 

genuine world photographs. Second, in spite of the 

variety of styles among specialists, animation pictures 

have a recognizable regular appearance clear edge, 

smooth shading concealing, and general basic surfaces 

which are altogether different from different types of 

works of art [2]. Customary strategies are essentially 

founded on misrepresented numerical theoretical 

models. These techniques regularly apply face parsing 

strategies to section out every facial segment; at that 

point utilize non-photorealistic delivering strategy or 

basic sifting handling to get animation pictures. In view 

of these strategies, there are different picture 

cartoonization APPs on our cell phone, like 

MomanCamera, Cartoon Camera Photo Editor. In spite 

of the fact that accomplishing the objective of constant 

preparation in these APPs, they neglected to produce 

detailed facial parts. [3]. Moreover, nowadays cartoons 

and comics are getting more and more popular 

worldwide. Many famous comics are created based on 

real world scenery. However, comic drawing involves 

substantial artistic skills and is. 

very time-consuming. An effective computer 

program to transform photos of real-world scenes to 

comic styles will be a very useful tool for artists to build 

their work on. In addition, such techniques can also be 

integrated into photo editing software such as 

Photoshop and Instagram, for turning everyday 

snapshots into comic styles [1]. Alternative strategies 

that need some user engagement rely on image/video 

separation to improve the findings. Furthermore, 

particular approaches for portraiture have been 

developed, in which facial component identification 

enables automatic semantic segmentation. These 

approaches, however, cannot handle generic images. 

[1][4].    

3. SYSTEM ANALYSIS 

 A. EXISTING SYSTEM  

The existing system lacks a comprehensive solution for 

cartoonization of images and videos using advanced 

techniques such as Generative Adversarial Networks 

(GANs) and additional features like upscaling, 

denoising, and editing filters. Current cartoonization 

tools often offer limited functionality and may not utilize 

state-of-the-art deep learning methods. Moreover, there 

is a gap in providing a user-friendly platform with a 

complete Image-hub that caters to diverse user needs. 

The absence of efficient video to GIF conversion further 

restricts the usability of cartoon filters for social media 

sharing. The proposed project aims to address these 

limitations by implementing a robust system that 

leverages GANs for cartoonization, integrates various 

OpenCV features for image enhancement, and 

introduces video to GIF conversion capabilities, thereby 

offering a comprehensive and user-centric solution for 

cartoonizing images and videos. 

 

DISADVANTAGES OF THE EXISTING SYSTEM 

1. Training Data Diversity: 

One limitation is the dependence on the quality and 

diversity of the training dataset. If the dataset used to 

train the GAN lacks diverse examples of real-world 

images and corresponding cartoonized versions, the 
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model may struggle to generalize well to a wide range of 

inputs. 

2. Fine-Tuning Challenges: 

GANs often require fine-tuning to achieve optimal 

performance, and finding the right balance between 

generating realistic cartoonized images and avoiding 

artifacts can be challenging. The model may need 

adjustments and iterative training to improve results. 

3. Processing Time: 

Cartoonizing high-resolution images and videos using 

GANs can be computationally intensive, leading to 

longer processing times. This could impact the user 

experience, especially for users with slower hardware or 

internet connections. 

4. Limited Control Over Cartoonization Process: 

Users may have limited control over the cartoonization 

process, potentially resulting in dissatisfaction if the 

system does not provide customization options. 

Fine-tuning the balance between cartoon-like features 

and preserving important details can be a subjective 

task. 

5. Generalization to Different Styles: 

GANs trained for cartoonization might struggle to 

generalize across different artistic styles. If the training 

data primarily represents a specific cartoon style, the 

model may not effectively adapt to cartoonizing images 

or  

 

6. videos with diverse artistic characteristics. 

It's crucial to address these limitations during the 

development and testing phases to enhance the overall 

effectiveness and user satisfaction with the 

cartoonization system. 

 

B. PROPOSED SYSTEM 

The proposed system aims to overcome the limitations of 

the existing approaches by introducing a sophisticated 

framework for the cartoonization of images and videos. 

Leveraging Generative Adversarial Networks (GANs), 

the system will be trained on a diverse and extensive 

dataset to enhance its ability to produce high-quality 

cartoonized outputs. To address fine-tuning challenges, 

an iterative approach will be implemented to continually 

refine the model and optimize its performance. In order 

to improve processing time, optimizations in the form of 

parallel processing or hardware acceleration may be 

explored to ensure a seamless user experience. The 

proposed system will also prioritize user control by 

integrating customizable parameters, allowing users to 

fine-tune the cartoonization process according to their 

preferences. Additionally, efforts will be made to 

enhance the model's generalization capabilities, enabling 

it to adapt to various artistic styles and maintain 

consistent performance across a broad range of inputs. 

By addressing these key aspects, the proposed system 

endeavours to provide a robust, user-centric solution for 

cartoonizing images and videos with advanced features 

and improved overall performance. 

 

ADVANTAGES OF THE PROPOSED SYSTEM 

1. Advanced Cartoonization Quality: 

The proposed system, utilizing Generative Adversarial 

Networks (GANs), offers superior cartoonization quality 

by learning intricate patterns and details from a diverse 

dataset. This ensures that the generated cartoonized 

images and videos exhibit realistic and visually 

appealing features. 

2. Versatile Customization Options: 

Users benefit from versatile customization options, 

allowing them to fine-tune the cartoonization process 

according to their preferences. Adjustable parameters 

provide control over the level of cartoon-like effects and 

enable users to tailor the output to specific artistic styles 

or desired visual characteristics. 

3. Comprehensive Image Enhancement Features: 

The system goes beyond cartoonization by incorporating 

a complete Image-hub with features such as upscaling, 

denoising, and various editing filters. This 

comprehensive set of tools enables users to enhance and 

modify their images creatively, expanding the utility of 

the system beyond cartoonization. 

4. Efficient Video to GIF Conversion: 

The proposed system includes a seamless video to GIF 

conversion feature, facilitating easy sharing of 

cartoonized content on social media platforms. This 

enhances user engagement by providing a convenient 

and widely compatible format for sharing animated 

cartoonized content. 

5. User-Friendly Interface: 

With a focus on user experience, the system incorporates 

a user-friendly interface for easy navigation and 

interaction. This ensures that users, regardless of 

technical expertise, can comfortably access and utilize 

the diverse features offered by the system, making 



  

 

 
292     International Journal for Modern Trends in Science and Technology 

 

 

cartoonization and image enhancement accessible to a 

broad audience. 

 

4.SYSTEM DESIGN   

SYSTEM ARCHITECTURE 

Below diagram depicts the whole system architecture. 

 
Fig 1. Methodology followed for proposed model 

 

5.  SYSTEM IMPLEMENTATION 

 MODULES 

1. Image Cartoonization Module: 

This module involves the core functionality of using 

Generative Adversarial Networks (GANs) to cartoonize 

input images. It includes the training and deployment of 

the GAN model, ensuring that the cartoonization 

process effectively transforms real-world images into 

visually appealing cartoon-like representations. 

2. Video Cartoonization Module: 

Extending the cartoonization capability to videos, this 

module focuses on efficiently processing video frames 

through the trained GAN model. It involves the 

integration of temporal coherence to maintain 

consistency across frames, ensuring a smooth transition 

from real-world footage to cartoonized content. 

3. Image Enhancement Module (Image-Hub): 

This module comprises a set of image enhancement 

features, including upscaling, denoising, and various 

editing filters. Users can apply these enhancements to 

both real and cartoonized images, providing a versatile 

Image-hub that goes beyond cartoonization and caters to 

diverse user needs for image manipulation. 

4. Customization and Parameter Tuning Module: 

Recognizing the importance of user control, this module 

allows users to customize the cartoonization process. 

Users can adjust parameters such as cartoonization 

intensity, color palette, and style preferences to tailor the 

output according to their artistic preferences, providing 

a personalized experience. 

5. Video to GIF Conversion Module: 

Enabling users to share animated cartoonized content on 

social media platforms, this module facilitates the 

conversion of cartoonized videos into GIF format. It 

includes algorithms for efficient frame extraction, GIF 

creation, and optimization, ensuring compatibility with 

various platforms and enhancing the system's usability 

for online sharing. 

 

6 . RESULTS AND DISCUSSION 

 The purpose of carrying this experiment is to prove 

the reduction in Make span, execution time, and the 

increasing of resource utilization in a dynamic cloud 

environment. During the testing of the algorithm, we 

have considered pre-emptive scheduling of tasks. This 

means the task can be interrupted during execution if the 

workload violates SLA, it can be migrated to another 

resource to complete execution, as shown in. During the 

scheduling process, several QoS performance 

parameters of cloudlets are considered, such as: 

 

 
Fig 2. Upload an image for Image Cartoonization 

 
Fig 3. Results for Image Cartoonization. 
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fig 4. Results for video Cartoonization 

 

7. CONCLUSION AD FUTURE WORK 

The present methods for converting real-world images 

or videos into cartoon versions which were proposed by 

other systems compromise the quality of the image. In 

the case of video, the audio present in the video file is 

lost in the resultant cartoon version of the video. We 

purpose a system that helps in cartoonization of images 

and videos with the help of Generative Adversarial 

Models (GANs). To implement this, real-world image 

files are denoised and then passed through the GAN 

model which generates the desired cartoonized image. 

The video is cartoonized by breaking it into many 

picture frames while simultaneously deleting the audio 

from the image file. Each photo frame is denoised and 

put through a GAN to generate cartoonized image 

frames. To make cartoonized movies, the animated 

image frames are concatenated and converted into a 

video. The video is then mixed with an audio file. After 

the implementation of the project, the desired cartoon 

version of images and videos was achieved. Also, the 

loss of audio has been solved using this approach. 

Hence, the GAN based Cartoonization model helps in 

saving time to convert the real-time image/videos into 

their cartoon version with less noise and better quality. 
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