Line Size by distance 
Material by Toli Carter, Drachis@gmail.com 

This material is a post process material; please edit the values in the instance if you want to change the parameters of the effects. To use it you need to add it to the post process chain FX_HitEffects.UTPostProcess add a MaterialEffect node and connect it to SceneRenderTarget.Out then link the material instance in the MaterialEffect node and voila post processy goodness.
Some terms explained,

Parameter Name (Default Value) – Short Description
Scalar Parameters
Shadow Crush Distance (1024) – Number of units away from the camera that shadows stop being forced to zero, this is blended out from the camera to the distance given. 
Highlight Crop Intensity (0.1) – Amount of additional highlights added to the scene via the highlight crop.

Highlight Crop Scene Value Offset (0.5) – Cutoff for values that will be added to the scene to help make the brighter areas of the scene pop more. Any value above the threshold will be added to the scene.
Shadow Crush Point (0.01) – Value at which dark colors will be crushed by the post process, setting this too high will drop chunks of the scene into darkness.

Screen Resolution (1500) – Setting this to the screen size will help Line Size remain accurate rather than an approximation.

Line Max Size (2) – Prevents lines from growing larger than a particular size in pixels by clamping the sample offset. Works unless Line Falloff steps in a large number (>8).
Control Bias (2) – Sets the amount of detail required for a line, higher numbers will reduce detail and smaller numbers will add more detail. Setting this too high (>32) will only outline elements that are very far from the next object (2000 units +).

Minimum Detail Size (1) - The minimum distance between two objects that will not form a line, can be used to remove lines from small elements in the scene.
Light Weight Falloff (2) – Alters how the lines will diminish in size as they are farther from the camera, should be adjusted along side falloff steps.

Line Distance (8192) – Furthest distance, in unreal units, from the camera that lines will be generated
Line Min Size (0) – Allows the forced drawing of lines at distances greater than Line Distance

Line Falloff steps (6) – Should be adjusted with Line Weight Falloff, changed the number of line weight changed that are made as the lines are drawn in the distance. Should be (>3) in most cases and numbers (>8) can cause unpleasant results.

Vector Parameters
Line Color ([0,0,0,0]) – The color of the lines overlaid on the scene, the alpha does nothing and the color is absolute.

Method
The current implementation has 9 z-buffer samples, 8 offset samples and a control sample used to offset the co-ordinates of the other 8. The lines are generated by taking the difference of the z-buffer offset by a factor of the z-depth. Eight samples of the z-buffer have their co-ordinates offset by a factor determined by the pixel’s depth from the camera. This is setup by subtracting the depth z-buffer from a distance and clamping the values at zero to have the largest values closes to the camera (and no sample offset beyond the specified distance). The sample is then weighted for distance by an exponent to help push or pull the offset. The value is modulated and clamped before being fed into the z-buffer co-ordinates. 
The scene receives a crush and cap to the highlights and shadows to help make the elements feel more graphic. Both are done on a de-saturated version of the scene and multiplied over top the original frame. A side effect of this is a slight build up of shadows on objects close to the camera. If this is un-desirable there is a control to change the crush blend with the frame buffer.


The nodes are annotated at points of interest and clustered by function. If you wish to use this in a scene or if there are any issues with the material or its implementation please e-mail me at Drachis@gmail.com.

