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first approach - 

scale full acquisition dynamic 

range into display dynamic range 
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marcie - 10 bit log film scan 



exr -> 10bit log conversion 



marcie - converted to ñradiometric linearò 
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marcie - converted to ñradiometric linearò 



full range acquisition scaled to display 

dynamic range (and gamma corrected) 



second approach - 

extract displayôs dynamic range 

from full acquisition dynamic 

range 
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match display dynamic range instead of full 

acquisition dynamic range 
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full range acquisition scaled to display 

dynamic range (and gamma corrected) 



match display dynamic range from acquisition 

preserving relative intensities 



limiting to the displayôs dynamic range while 

preserving relative intensities is an 

improvement - but still looks ñlow contrastò - 

why? 
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limiting to displayôs dynamic range while 

preserving relative intensities is an 

improvement - but still looks ñlow contrastò - 

why? 

Âstevens effect - perceived contrast decreases 

at lower luminance 

Âhunt effect - perceived ñcolorfulnessò also 

decreases at lower luminance 

Âdisplay flare characteristics reduce contrast -   

sequential contrast vs. simultaneous contrast 

 


