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Figure 7: The location, in the training texture, of each pixel copied to the
images in Figure 1. The vertical and horizontal pixel indices are encoded
in the red and blue channels respectively. The size of the patches
increases in each sequence of images with texture transferred from the

same keyframe.

Secondly, the boundaries between classes currently
produced by the proposed approach can be abrupt (see the
videos at [28]), misrepresenting the distinctive transitions
actually observed between two particular classes (e.g., grass
and sand, or sand and sea). A better way to handle these
transitions is to include exemplars of them in the texture
training set, and use the texture transfer algorithm for their
reconstruction. As mentioned in Sec 3.3, mixtures of textures
are not satisfactorily handled by the simple color matching
essayed here, which must be replaced by a more sophisticated
algorithm to pursue this approach.

Thirdly, the proposed framework could be extended to
generate the texture pyramids needed to render textured
surfaces at different scales in video games and virtual worlds.
Essentially, the proposed framework would act like a
procedural texture generator [30], where textures are defined
and controlled directly and intuitively by the keyframe images
rather than indirectly, by other than visual means. Results in
these directions will be reported elsewhere.
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