o000 O0O0ooooooo
THE INSTITUTE OF ELECTRONICS,
INFORMATION AND COMMUNICATION ENGINEERS

oo  abRUbO 0o ogoooogd

oo oovY

oooo
TECHNICAL REPORT OF IEICE.

oo ooy oo ogYy Oo govY

10000000000000 0630-0192000000000 8916-5
E-mail: {{masaki-ki,fumio-o,kanbara,yokoya}@is.naist.jp

O0o0b O0o0obOOooO0ooOo0oooOOo0ooOoOo0obDOoOoO0OOoOobOOO0O0OOO0 BEDROOOCOODOOOOOOOD
gohogoboooobobooboboobooboobooboobboobooboobooboobooboboobobon
gobogobooooboobooboobooboobbooboobooboobooboobooboboobobon
gohogooboooboooboboobooboobooboobboobobboobooboobooboobobon
gbooboobobooboobooboobon

gboob ooboboboobo,bobooboobooboa,boodn

Tone-Mapping for HDR Images Divided with Dimidiate Luminance and
Spatial Distributions of Bright and Dark Regions
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Abstract This report proposes a novel tone mapping method focusing on an HDR image with dimidiated lumi-
nance and spatial distributions of bright and dark regions. We assume that human visual perception does not feel a
sense of discomfort even if a magnitude relationship between luminance values of pixels near the boundary between
bright and dark regions is reversed when these regions are definitely divided according to dimidiated luminance
and spatial distributions. Under this assumption, we divide an HDR image into bright and dark regions and apply
a different tone mapping function to each region independently. We show resulting images represented by using
dynamic range effectively and confirm usefulness of the proposed method through subjective evaluation.

Key words tone mapping, high dynamic range, segmentation
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