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The left sub�gure shows the result synthesized with the grid size of 50, grids
radius of 120, and the aggregation center is (40, 40), the particle shooting number
is 500, and its running time is 19 secs. The middle sub�gure shows the result
synthesized with the grid size of 100, grids radius of 60, and the aggregation
center is (80, 80), the particle shooting number is 2000, and its running time is
22 secs. The right sub�gure shows the result synthesized with the grid size of
200, grids radius of 30, the aggregation center is (180, 180), the particle shooting
number is 8000, and its running time is 28 secs. As we can see, as the grid size
decreases, more particles are needed to aggregate into the same large-scale terrain
and in turn, it takes more time for running, and it results in more details of the
synthesized terrain.

4.4 Changing Textures

For showing some special visual e�ects, we have generalized the idea of "Great
Barrier Reefs". Hereby, we have used three di�erent texture styles to synthesize
the Great Barrier Reefs. As shown in Fig. 7, the left sub�gure shows the Great
Barrier Reefs rendered with a stony mountain style. In this case, the lower part
is �lled with stones and grass, the middle part is the stony hills, and the upper
parts are �lled with green vegetation. The middle sub�gure shows the Great
Barrier Reefs rendered with a desert hill style. In this case, the lower part is
�lled with yellow sands, the middle part is �lled with some sparse vegetation,
while the upper parts are �lled with sandy hills. The sub�gure on the right shows
the Great Barrier Reefs rendered with a volcano style. In this case, the lower
part is �lled with burned stones, the middle part is �lled with red lava, while
the upper parts are �lled with volcano outbreaks. As we can see, the results
shown here look realistic and is ready to be considered to be used in the movie
for rendering some special visual e�ects.

Fig. 7: Experiments results of changing textures.

5 Conclusion

In this paper, we have proposed an interesting question about how to generate
the Great Barrier Reef using procedural modeling techniques. By proposing a






