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TAKUMI : Renderer for Animated Cartoon with Depth Map

HiroNORI WAKAMAT! and HARUHIRO KATAYOSET!

This paper proposes a new non-photorealistic rendering method using a depth
map, and introduces a real-time cartoon-like video converter called TAKUMI,
based on the proposed method. here have been proposed many systems that
convert an given image into non- photorealistic one. Images that these conven-
tional methods renders lack in perspective, due to processing equally applied to
the whole image. We propose a method that solve using a depth map. The pro-
posed method generates cartoon-like jump edges based on depth informa- tion,
and adjusts the tone color of region of the same plane considering the values
of normal lines. TAKUMI, implemented the proposed method using Kinect,
works at the frame rates or 30fps. We expect TAKUMI to be used in the fields
of entertainment and content production.
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