ulT e Qo] M EAS) IR YL

T3 FEE AR

73
Enhanced Augmented Reality with Realistic Shadows of Graphic
Generated Objects
A, 3714
EY3AU N AAAA BN FAFRAY 374

Taeone Kim and Ki-Sang Hong”
Department of Electronic and Electrical Engineering

POSTECH
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In this paper, we propose a method for generat- d 4 gtk B =RgME o] 7S it AT
ing graphic objects having realistic shadows inserted of g dojA Htle YA EAHLE Ff A
into video sequence for the enhanced augmented re- 28 £ = BHE A3 o F HSA —‘v’—"‘i,

ality. Our purpose is to extend the work of [1], which EA7 Ao w4 gz o oA 2 ¥
is applicable to the case of a static camera, to video 2 YA BAE I e 43S Mg, ——l"":}

sequence. However, in case of video, there are a
few challenging problems, including the camera cal-
ibration problem over video sequence, false shadows
occurring when the video camera moves and so on.
We solve these problems using the convenient cal-
ibration technique of {2] and the information from
video sequence. We present the experimental results
on real video sequences.
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3.1 Projective Motion and Structure
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3.3 Virtual Camera #|4F 2 23}
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