Rendering Demo:
By Andrew Osiow © 2007
Creating a Shadow only Light
1:
Create a Maya scene with a ball floating above a plane. 

2:
Add a Spot light, move it above and to the side of the ball and aim at the ball.
3:
Turn on Depth Map Shadows for the Spot Light.
4:
Duplicate Light.
5:
Turn shadows off on the duplicate light.
6:
Inverse the intensity of the Duplicate Light, (-1 for example).
7:
Before you do a Test Render, add a second light source, (Use an Ambient).

8:
Turn down the Ambient Shade value to 0.0.
9: 
Set the Ambient Light Intensity to 0.5.
10:
Render

11:       Group the two Spot Lights, center the Pivot of that group and name group as a shadow light.

12:
Finally, group the new light group under the ball, so as the ball move the Shadow Light Group will track it.

Creating Shadow Passes from Shadow Only Lights
Continue to work the current demo file…

1: 
Raise the Ambient Light’s Intensity to 1.0
2: 
Raise the Disfuse value of the shader that’s connected to the Plane to 1.0.

3:
Select Attribute Editor for the ball and turn off Primary Visibility in Render Stats.
4:
Set the Enviroment Color Attribute for the rendering camera to white.

You can set this through the Camera Attribute Editor.
5:
Test Render – You should see all white except for the shadow.
