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A Proposal of a Method to Interact with
Virtual Shadows by Real Shadows

Hiroko Iwasaki! REer ITo! Momoko Konpo! Sava Suaiural Yuka OBal SHingt Mizuno!

Abstract: In this research, we propose a system, which enables users to enjoy interaction with virtual shad-
ows generated by CG and projected to a screen by real shadows of a user and objects in front of a projector.
When a user rocks a birdcage, virtual shadows of butterflies fly away from a real shadow of the birdcage
and alight on the user’s real shadow. When a user uses a watering can, virtual shadows of water come out
from a real shadow of the watering can. The system scans 3D shapes of objects in front of the projector
with a Kinect. As the result, the system can simulate real shadows on the screen generated by the projector.
Interaction with virtual shadows by real shadows is realized by controlling virtual shadows based on the
simulated results of real shadows.
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