ET GAN B R@EEM R

Team member:
BT 1752896
FEIL 1752762

Project Title:
BT GAN R BERMR

Motivation The motivation:

BRI REERMRGFAE—TME, BMNTEBE BT GAN REFFBERHR.

The Goal of the project:
S —MEBRHRBEELMERR fragment shader,

Itt, shader B14&:
1. IBZIRBUINEE,
2. PIBIRENINGE,
3. BB REMEINEE (GAN),

BAVEEFRINE saba MR FRAAY shader
BANFEEH saba MEEEEINEEFIYIES|E, NEBRM—LEEMNET (Tt
MG NNEEAN B EEZK)
W AHBRIAAE A saba, BCE—MEEIEBUERAYTTEE.

The Scope of the project:

A B K EdE:
1. GAN f9&it#nillZk,
2. NHIRE,
3. &R saba Wi H FHIAEY], EHEECIERTHISRNERMEIESE
4. &3 saba T B A9 fragment shader;

BN EBA=BE:
1. PEsIZENERSEN (BREA saba TIE HEFHIINEE)
2. 3D ER (EREEAMARFHRLY)

Related CG techniques:

1. Toon shading:
Toon shading is a type of non-photorealistic rendering designed to make 3-D
computer graphics appear to be flat by using less shading color instead of a shade
gradient or tints and shades. Cel-shading is often used to mimic the style of a comic
book or cartoon and/or give it a characteristic paper-like texture.

2. Deep learning for CG: GAN there:
We try to use GAN to gen cartoon style fragment, which hasn’t been tried by any
other people.
We also proposed a new way to train GAN for CG task. (If we success )



Project contents:
BN BB EiE:

® —“) fragment shader,

Itt, shader B14&:
1. BEIREINEE,
2. BEIREUINEE,
3. HEREMHINEE (GAN),

® X saba 1B MIEH:

BRMA B ERENMEHE:
1. XEVLzEashZEHNER (BIRIIZGEERERRNER),
2. Xt saba HUERELMVER, MEMAIAIA shader;

Implementation plan:
$®1-8 F:
1. SERMEXRIEXEIEES, ST GAN HIERIRIT,
2. ik saba T B 88 B A BN LIZFTER.
%9 A:
1. SRUBHEENERIFEK, SIBHuRSE.
2. SERXHEVIENESR SHIIZBER.
10 &:
1. FIRIIZ GAN, HERRFH AR EFha A,
2. 5% saba 2844, 1&E shader #XIEN, HIEAN GAN R,
®£113:
1. BE GAN, &A%,
2. &% shader, #A GAN,
F12F:
1. % GAN, H python A C++ (FJRERIELI, AEKMNRA) .
2. SA@tEEdRE 2RiL/hASER,
% 13-15 F:
ZMA.
IR RIS ER BFHER, BIHRENEANZE.

Roles in group:
HH1THE 1752896:
3T GAN HHX A T,
FREBIX 1752762
A3 saba XK T1E.
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https://github.com/benikabocha/saba
https://github.com/hepesu/LineDistiller
https://github.com/alex000kim/nsfw_data_scraper
https://github.com/pfnet/PaintsChainer
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