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Cel-shade rendering is a major process in computer-aided cartoon production.
Artists usually need to see their pre-rendered sketches in real-time. However, 10 render a
large mesh objects in real time is not trivial. Several mesh simplification methods has been
proposed and can be used for accelerate the rendering computation process. In cel-
shade rendering, however, several details of mesh is needed for particular parts of the
object while previous overall mesh simplification methods can cause low quality of
rendered pictures. This research presents a real-time cel-shade rendering method using
mesh simplification and selective mesh reconstruction which can simplify mesh in several
details corresponding to a particular part of the object, so real-time cel-shade rendering

can be performed and give the smooth and more preferred pictures.





