
Neyret / AdvectedTextures

Figure0: A low resolutionsimulated�uid andthecorrespondingtextured�uid. Four advectedprocedural textures(thelast is in a 3D �uid).
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Figure2: Our advectionschemeusingN = 3 layers.

Figure3: First three:ghostingartifact onprocedural noisewith classicalblendingof 3 textures.Lastthree:our blendingwithoutartifact.

Figure5: Variouskindof generatedimages.Thetwoon left relyonhardware textures.Thetwoon right areprocedurally generated.
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