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Objectives
                                      Representing textures as a procedural distribution of interchangeable elements
 using a single example. This compact semi-procedural representation  can be used to automatically 
synthesize infinite textures at real-time framerates without repetitions.   

Results

High apparent resolution

Composite textures preserve original particles resolution, yielding
textures with huge apparent resolution (3.0M * 3.0 M) at  25 fps

Extended control
Synthesis
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