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“Here at last is the definitive guide to high dynamic range imaging—a field
that is poised to revolutionize the way we view, manipulate and enjoy digital
images. The authors provide a detailed review of the basic concepts and
methods necessary to incorporate high dynamic range images into any
practical application. This book is indispensable to researchers in computer
graphics, digital design and visualization; indeed to anyone who cares about
the realism and fidelity of the images they use on a daily basis.”

—Heinrich Biilthoff, Executive Director, Max-Planck-Institute
for Biological Cybernetics

High dynamic range imaging produces images with a much greater range of light and color than
conventional imaging. The effect is stunning, as great as the difference between black-and-white and
color television. High Dynamic Range Imaging is the first book to describe this exciting new field that is
transforming the media and entertainment industries. Written by the foremost researchers in HDRI, it
will explain and define this new technology for anyone who works with images, whether it is for
computer graphics, film, video, photography, or lighting design.
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