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Shadow Generation from Stereo Images
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This paper presents a novel approach to generating
wing two-dimensional (2D)

shadow

object shadows

inform-ation Previous approaches of
generation are wsually based on 3D geometry. In this
paper, we present a way of deriving accurate shadows
of a 3D object which requires only stereo images of the
object taken from two different viewpoints. For each
view of the object, the object shadows can be
generated for point light sources located along the line
comnecting the two view pomts. The approach assumes
that at least five reference points on the base plane,
where the object shadow 15 to be cast upon, can be

identified in the stereo mages. The shadow generation
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15 accompli-shed by identifymg the portion of the base
plane which 15 m shadow in an mage with respect to
the reference points wusing the view-invariant
cross-ratios and some geometric properties associated
with perspective piojection. The approach can be
extended easily to solve more general problems which
involve multiple objects as well as mmltiple planar

surfaces on which object shadows are to be cast.
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