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We present a Non-Photorealistic rendering algorithm that produces images with the
appearance of a tradition Oil painting from a three dimension description of the scene. Also, we
learn how to write the program to control shade of color and light on the Graphics Processing
Unit. Two dimension images, which are the results of modification of three dimension images,
have the appearance of the tradition oil paintings alike. The result of this research is a rendering
algorithm that produces images with the appearance of a tradition Oil painting from a three
dimension description of the scene. Besides, we can apply it to make a 2D cartoon animation.

We use the summed area table that is simulation of a painting by paintbrush to make a
traditional oil painting. This method is easy to use and has quickly process. Depth Edge
Detection is to emphasize the edge of the model more prominent. The last method will be sent to
process in Shader. We can choose one of various parameters from the Shader to produce the last

image on the screen which has the most appearance of a traditional oil painting.





