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Rendering is the most important process in computer graphics. Texture really

helps improving quality of the picture because it holds surface details in image
format without having to store large geometry data. But texture acquirement process
is limited to capturing devices and surface constraints that result in small texture.
When using these textures, they must be expanded to cover surface area. But
simple algorithm such as tiling can produces repetitive feature along with artifacts.
Our research proposed new method to synthesize texture using segment data from
image segmentation. We use this data to determine the suitable patch size and
boundary zone to be used in synthesis and use segment information for suitable
patch selection process. This technique speeds up the selection and brings better
result patches. Our technique helps reducing synthesis time, improve result quality

and provide automatic process for synthesis texture.





