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3.2 Perlin Noise

Perlin Noise ¥+ Noise &5 tf¥3 B &9 ¥
J= detossd magd 2w 4 uskel A4S A%
299 #2429t gt
FRACTALSUM(X):ZA noise(B'x) (0<A<=1,1<B) (A 1)

i L

At BE 2EE& HFEN A IFo 4FE T4
B o4l A%E F2, Y wol2E FANL 7
$ nSEne) wolxg AT Ao 4+ glen o
AtZEE<aY 3>3 2}

int freg = 1;
int amplitude = 1;
int noise = 0;

for o in octawves
noise += amplitude*texture (freg*uv);
amplitude /= 2;
freq *= 2;

endfor
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