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Abstract i

NPR is the area of research which does the image creation of the impression where the
hazard person who creates made a human intimate image by the hand in objective. NPR in
Cartoon-Rendering when the human being recognizes a thing, it is a technique which
expresses a thing to use an appearance and the line which are a means of basic and intuitional
expression. Also Cartoon the person probably is, the hazard which helps, raises the efficiency
of namely meaning delivery and a simplification technique with the means for it uses. Is like
this cartoon basic rules where the simplification and omission are life, from modeling, the low
of LOD technique which it is using specially actively from game and one pulse communication
is having a common point. The research which it sees Cartoon effects of GPU bases which use
DirectX Shader programs LOD it leads and it applies the method for about under presenting
it expresses Cartoon effects in exterior.
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