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Fig. 1 Takigi Noh
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Fig. 2 Noh Costume
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Fig. 3 Weave structure chart
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Fig. 4 Geometric representation of BTF.
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Fig. 5 BTF Textures of Noh Costume
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Fig. 6 3D Model of Noh Costume
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Fig. 7 3D Model of Noh Stage
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Fig. 8 Fire Model by Perlin Fire
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Fig. 9 Animated Ambient Map
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01 0000
Table 1 Operating Environment

CPU Intel(R) Core(TM) i7 950@3.07GHz
RAM 24.0GB
oooood NVIDIA GeForce GTX 580 x 3
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Fig. 10 Rendering Results of Noh-stage
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Fig. 11 Mipmap Effect
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