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Position Estimation of Near Light Sources Using Clear Hollow Sphere
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Abstract : Position estimation of near light sources is one of the most important problems for 3D

shape estimation by Photometric Stereo. In this paper, we propose a novel method for estimating

position of near light sources by using reflected positions of light sources on a clear glass hollow. This

method has good features; (1) geometric calibration for multiple reference objects is not necessary,

(2) detection of corresponding reflections is easy, (3) position estimation for light sources is stable.

In experiment, we show an initial result of light source estimation using multiple light sources and

real images.
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