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Development of real time cartoonization shader for VR entertainment system
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float? edgeOffsel = 1 / screenResolution;

nl = texZDitsd, inp.uy + float2(-1,-1) = edzedffset)f
n? = tex2D(ish, inp.uv + float2( 1, 1) * edgeOffset);
nd = tex2D{tsh, ine.uv + float2(-1, 1) * edzeQffset):
nd = texZD{tsh, ine.uv + float2( 1,-1) * edzeOffset);

/Ty U L LR

colorlnage = abs(nl - n2) + abs(nd - nd);

/ES DORNE
colorInage.reb = dot{colorlnaze.reb, float3( 0.298912f, 0.586611f. 0.114478F));
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7/ PSRBT

float fy = texZD(tsh, input + float2( * offset) - tex2D{tsh, inpul + float2( 0, -1) * offsetl);

.1 1
s 0) ¢ offset) - tex2Ditsd, input + float2(-1, 0) * offset);

0 )
float fx = tex2Ditsh, input + float2( 1 )
JOREERERS (Chicsy. L r-ORJOBRBRERTED)
float bfy = tex2DitsB, input + float2( 0, 1) * offset) - tex2D(tsB, input + float2( 0, -1) * offset);
float bfx = tex2Di(tsB, input + floatZ( 1, 0) * offset) - tex2D(tsB, input + float2(-1, 0) % offset);

/I BERODEEHE
float centercalor = surt (fx ® fx + fy % fy);
float outline = sartlhfx * bfx + hfy * bfy);

7/ GERARIEIR £ 0|

centercolor += outline;

MORBEIRITTHC. RARUE- Y3 VIREENT S
centercalor += (1.0F - (src.a ® 0.114 + src.g # 0.587 + src.b » 0.298));

/R
centercalor = 1.0 - centercolor;
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g+ sre.b;

EEREND
hstep(0.35f, 0.45f, irosa);

colorlnage.reb = irosa
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