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1
METHOD FOR PRODUCING A COLOR
IMAGE AND IMAGING DEVICE
EMPLOYING SAME

CROSS-REFERENCE TO RELATED PATENT
APPLICATIONS

This application is a continuation-in-part of U.S. patent
application Ser. No. 12/869,624, filed Aug. 26, 2010, which
claims priority from U.S. Provisional Patent Application No.
61/238,706 filed Sep. 1, 2009, the disclosures of which are
incorporated herein by reference.

BACKGROUND

1. Technical Field

Processing and projection or display of color images on
surfaces, on televisions, on game displays, on computers or
by other electronic display media. In particular, methods and
systems for display power savings, and extending battery life
in color image display devices by managing color output
while not degrading color image quality.

2. Description of Related Art

The projection and/or display of color images is an active
area of commercial research and development. New image
display, television, games, computers and projection products
and viewing experiences are being launched in the market-
place on a regular basis. In one aspect of the marketplace,
digital cinema or video projector technology that utilizes
colored light emitting diodes (LEDs) as the source of the
primary colors for imaging, offers the promise of extreme,
wide color gamut along with very long life, low heat illumi-
nation. LED brightness is currently limited, however, requir-
ing three optical systems and three image modulators, i.e.,
one for each ofthe red, green, and blue (RGB) color channels,
for the brightest images. Current projector lamp technology is
of higher brightness and can take advantage of single optical
systems and single image modulators using complex color
filter wheels to provide full color display. In a second aspect
of the marketplace, televisions, game displays and computer
displays such as liquid crystal displays (LCDs) are now being
introduced with LEDs as the backlit light source to again take
advantage of the extreme, wide color gamut, long life and low
heat output of LEDs. In a third aspect of the marketplace,
projectors, televisions, game displays and computer displays
are being introduced with more than the typical three (RGB)
colors to improve brightness and expand the color gamut.
Such products offer the promise and technical challenge of
how to best use the wide color gamut.

In a color image projector, in order to gain the advantage of
the available wide color gamut, longer life, and lower heat of
LED illumination, and to achieve maximum brightness with
a single optical system and single image modulator, the mul-
tiple RGB channels may be combined for some portion of
time during image frames to produce a white exposure during
apixel, or a portion of an image pixel area can include a clear
filter area that transmits all of the LCD backlight spectrum for
a 4™ white sub-pixel. Adding these multiple RGB channels
during an image frame duty cycle or area will increase the
brightness, but will also reduce the colorfulness by desaturat-
ing the pure RGB colors.

Furthermore, in prior art projectors, color rendering is
accomplished by processing each of the RGB channels inde-
pendently with matrix operators or with one-dimensional
color look-up tables. In some projectors, the RGB colors and
the combinations of two and three colors may be indepen-
dently controlled. However, such control does not provide
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2

full three-dimensional color processing. With these limited
processing options, it is not possible to display images opti-
mally in human visual system (HVS) perceptual terms. For
example, it is not possible to render visual lightness contrast
without affecting either or both ofhue and chroma. Achieving
optimal visual processing that provides the brightest, most
colorful images, while preserving perceived color accuracy
requires three-dimensional color processing.

In providing any color image for viewing by a human
observer, whether it is an image printed on a substrate, an
electronic display, television, or a projection onto a viewing
surface, the perception of color stimuli by the human observer
is dependent upon a number of factors. In the International
Lighting Vocabulary published in 1987 by the Commission
Internationale de 1’éclairage (CIE), it is noted as follows:
“Perceived color depends upon the spectral distribution of the
color stimulus, on the size, shape, structure, and surround of
the stimulus area, on the state of adaptation of the observer’s
visual system, and on the observer’s experience of the pre-
vailing and similar situations of observations.”

Moreover, in a treatise on the stained glassed windows at
the cathedral at Chartres, The Radiance of Chartres: Studies
in the Early Stained Glass of the Cathedral, (Columbia Uni-
versity Studies in Art History and Archaeology, No. 4), Ran-
dom House, 1*" Ed., 1965, author James Rosser Johnson
wrote that, ““ . . . the experience of seeing these windows . . .
is a very complicated experience . . . that spans many aspects
of perception.” Yet fundamentally, “ . . . when the spectator
enters the Cathedral from the bright sunlight, . . . the visitor
must step with caution until his eyes have made a partial dark
adaptation . . . then the details of the interior will seem lighter
and clearer while, at the same time, the [stained-glass] win-
dows become richer and more intense.”

Adaptation plays a powerful role in the instance depicted in
Johnson’s narrative. By adapting to the darkness or lower,
perceived diffuse white of the cathedral’s interior, the colors
of the windows appear exceedingly brilliant, invoking a per-
ception, in the words of Vincent Scully, Architecture, The
Natural and Manmade, St. Martin’s Press, 1991, that, ““ . . .
transcend| s] the statics of the building masses, the realities of
this world . . . [creating] a world of illusion, shaped by and for
the heavenly light of the enormous stained glass windows.”
While such a perceptual experience is certainly complex and
affected by the many characteristics of the human visual
system (HVS), the richness of it is largely and simply made
possible by the broad extent of sensitivity of the HVS and its
innate ability to adapt to its surround.

The HVS is capable of adapting to an incredible range of
luminance. For example, the HVS may adapt its light sensi-
tivity over a range of about eight orders of magnitude, e.g.,
from a starlit, moonlit night having a luminance of about
0.0001 candela per square meter (cd/m2) to a brightly lit
summer day of about 600 to 10,000 cd/m2. Equally remark-
able is that the HVS may accommodate over five orders of
magnitude of luminance at any given instant for the percep-
tion of complex visual fields that are routinely experienced.
This adaptation occurs relative to diffuse white, i.e., an area in
the scene that appears white. The perceptions of lightness and
chroma are then relative to this white. The higher the bright-
ness of the perceived white, the lower the brightness and
chroma of similarly illuminated objects in the scene will
appear to the observer; conversely, the lower its brightness,
the brighter and more colorful such objects appear.

This means that changing the stimulus that appears white
affects the appearance of all other stimuli in the scene. For a
display or projection of an image, these powers of adaptation
can be harnessed to expand the gamut of the medium in the
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perceptual sense. For any image display, and particularly
single modulation LED displays such as those employing a
digital micromirror device (DMD), the projected image can
be made to appear brighter by the addition of light from
combining RGB colors for some portion of the image frame
time. In so doing, the powers of HVS adaptation are exploited
to increase the apparent brightness and lightness contrast of
the displayed images. For displays illuminated by red, green,
and blue LEDs, although the added light reduces the actual
display color gamut provided by the “LED primaries,” the R,
G, and B primary colors of the LEDs often exceed the current
video standards, such as e.g., ITU Radiocommunication Sec-
tor (ITU-R) Recommendation BT.709, which is the United
States standard for the format of high-definition television
and consumer digital media. Thus some colors which are
possible to output by the R, G, and B LEDs, or displays with
more than three colors and extended color gamut are not
available to be encoded in the input color data for display in
accordance with such standards. Optimal use of these
extended colors requires full three-dimensional color pro-
cessing and can be further optimized using knowledge of the
HVS. Prior attempts to process the current video standards,
such as with one-dimensional color processing and color
matrices, or without use of HVS models have resulted in
unsatisfactory and unrealistic displayed images and high
rates of product return by consumers.

Tlustrative of some of these attempts, FIGS. 1A-1D are
two-dimensional schematic diagrams of various prior art
ways for processing input color data to produce output color
data for rendering a color image. FIG. 1A shows a color
hue/saturation/contrast/brightness method, depicting the glo-
bal controls that rotate hue, stretch saturation and contrast and
raise brightness. All colors are changed with these controls
with no way to isolate a given color or color region like flesh
tones. R, /G, /W, are input HD709 standard colors,and R,/
G,/ W,,, are more pure output LED Colors. There are four
controls, and if each control is provided with 20 settings for
example, there are 80 global choices.

FIG. 1B shows a color matrix method depicting a linear
matrix global control that rotates and scales the color axes. All
colors are changed globally with no way to isolate local colors
like flesh tones. R, /G,,/W,,, are input HD709 standard colors,
andR_, /G, /W,,,are more pure output LED colors. Ifa3x3
matrix is used, there are nine global choices.

FIG. 1C shows a color gamma tables method depicting
gamma global controls that independently maps each input
color non-linearly to do things such as increase contrast. It
can be seen that, e.g., red changes are the same for all green
values. The same relationships occur with other combinations
of primary colors. Thus gamma controls are global, with no
way to locally isolate colors, such as flesh tones. R,,/G,,/W,,,
are input HD709 standard colors, and R_,/G,,/W,,, are
more pure output LED colors. With three primary colors
having 4096 settings, there are 12288 global choices.

FIG. 1D shows a 2D example of an RGBCYMW seven
color mapping method. In this simple example of 7-color
tetrahedral processing, the RBG/RGW triangles are indepen-
dently processed using linear interpolation of input/output
control values at each vertices. This is a global control, with
no way to isolate local colors or regions like flesh tones.
R, /G, /W,, are input HD709 standard colors, and R, /G,,,/
W,,..are more pure output LED colors. With 14 In/Out colors,
there are 14 global choices. R, /G, /W, are input HD709
standard colors, and R,,/G,, /W, are more pure output
LED Colors.

Digital Cinema Initiatives, LLC (DCI) is a joint venture of
major motion picture studios, which was formed in 2002 to
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create standards for digital cinema systems, including image
capture and projection. The digital color standard adopted by
the studios for professional movie releases in the DCI format
is 12 bits per primary color, nonlinear CIE XYZ Tristimulus
values. This is the first time that a digital standard has been
established that is encoded in visual color space and therefore
independent of any imaging device. For example, using this
standard, the same digital file can be displayed to produce the
specified color on a television or a printer. The color gamut of
this digital color standard is larger than any possible display.

FIG. 3 is adiagram of color gamuts, including color gamuts
of'the DCI and HD709 standards, and color gamuts of various
media and/or imaging devices. It can be seen that in diagram
400, the color gamuts 406, 408, 410, and 412 of the various
imaging devices are substantially larger than the HD709 stan-
dard 404. Accordingly, to take full advantage of the color
capabilities of these imaging devices 406-412, the color
gamut of the HD709 standard must be mapped upwardly, to
render the full colors of the larger color gamut, while simul-
taneously preserving flesh tones and other memory colors,
and optimizing the particular device for viewing in a particu-
lar environment.

It can also be seen that the large triangular boundary 402
that represents the DCI standard encompasses all of the color
gamuts of the media and/or imaging devices, as well as the
color gamut of the HD709 standard 404. Accordingly, the
digital color standard input color gamut 402 must be con-
tracted or reduced to fit within the color gamut of a physical
display such as a television or projector. Truncating or clip-
ping those input digital color values of the DCI standard that
lie outside of the color gamut boundary of the display device
will cause loss of color saturation and detail and create a
visually sub-optimal displayed image. Conventional video
processing using one-dimensional color tables and linear
matrices will also produce sub-optimal displayed images.
Optimal display of these contracted colors requires full three-
dimensional color processing and can be further optimized
using knowledge of the HV'S and the state of visual adaptation
in particular viewing environments.

Also, image and video media display products are now
being reduced in size. Examples of such products are the new
miniature pico-projectors and portable, handheld displays
such as iPods® or iPads®. Because of power, heat, and size
limitations, these displays generally have reduced color gam-
uts due to reduced contrast or reduced color saturation. They
also are often used in widely differing viewing environments
both indoors and outdoors. Improvement of the overall qual-
ity of these smaller gamut displays with conventional image
and video input is critical to product value. Conventional
video processing using one-dimensional color tables and lin-
ear matrices will also produce sub-optimal displayed images.
Optimal display of these contracted colors requires full three-
dimensional color processing and can be further optimized
using knowledge of the HV'S and the state of visual adaptation
in particular viewing environments.

Additionally, the capabilities of HVS adaptation are
affected by the viewing environment. In a dark room, higher
contrast is needed in a projected or displayed image for an
equally perceived viewing experience as compared to a room
with normal room lighting or viewing the same image in
bright outdoor lighting. Relative to bright outdoor lighting,
the HVS adaptation to the dark room and the lower overall
image brightness combine to reduce the perceived image
contrast. In a brightly lit room, less contrast is needed due to
brightness adaptation and more contrast is needed due to
viewing flare from room lights illuminating the dark areas of
the displayed image.
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Inimage displays, televisions, and/or projectors using high
brightness light sources or expanded or reduced color gamuts,
there is therefore a need in displaying and/or projecting
images to optimize the increase in perceived brightness, con-
trast, and colorfulness while preserving expected memory
colors of the displayed image such as flesh tones. Such an
optimization should take into account that not all colors
should be adjusted in the same manner and to the same extent.
To do so would result in images containing certain details that
appear unsatisfactory to a human observer. For example, if a
flesh tone of'a face in an image is modified in the same manner
as a relatively saturated color of another object in the image,
the face will be perceived as “pink,” “orange,” or “burnt” by
an observer and thus will be perceived as unsatisfactory.
There is therefore a need to achieve this optimization while
also preserving certain known colors, such as flesh tones, grey
tones, named colors (such as commercial “brand” colors),
and other “memory” colors in the image. Prior attempts to
process the video inputs with one-dimensional color process-
ing and color matrices for such extended brightness, contrast
or color gamut displays, have resulted in unsatisfactory and
unrealistic displayed images and high rates of product return
by consumers.

Current projectors, televisions or displays that attempt to
enhance or improve perceived color quality with processing
that is in any way different than exact colorimetric color
reproduction, do not preserve memory colors in the back-
ground. A memory color may be characterized as a localized
volume in a color space, as will be described subsequently
herein. The algorithms used in current image displays, tele-
visions and projectors cannot uniquely preserve a volume
within a three-dimensional color space while changing a dif-
ferent volume within the same three-dimensional color space
using one dimensional tables, or matrices, or enhancements
which are applied to all colors in the 3D space. For example,
in some image projectors, color enhancement is attempted
using output color definitions of the seven input colors RGB-
CMYW (red-green-blue-cyan-magenta-yellow-white). This
may allow one to provide a bright white in an image without
changing red, for example, but it does not allow one to specify
any point or localized volume of a memory colorina 3D color
space, which is required to preserve that memory color. As a
result, when current image displays, televisions and projec-
tors provide enhanced colors, they do so across the entire
color gamut, “enhancing” certain memory colors such as
flesh tones such that a typical human observer finds them
unsatisfactory and not perceptually optimal. In such image
devices, the color enhancement is somewhat arbitrary; it does
not preserve memory colors, nor produce a perceived display
image that is realistic for a better viewing environment.

More generally, to the best of the applicants’ knowledge,
no one has implemented the use of three dimensional color
tables in 3D color processing to improve image quality for
video images, or in 3D color processing for gamut mapping to
larger color gamut displays than a particular image standard,
or in gamut mapping to smaller color gamut displays than a
particular image standard, or in 3D color mapping to displays
with secondary color capability and more than three colors
that are primary or secondary, using visual models of the
human visual system or otherwise. Currently, standard color
processing for displays uses one dimensional tables, 3x3
matrices or matrix mathematics that allows output definition
of a small number of colors like RGBCYMW.

3D color tables have been implemented for color calibra-
tion, but in such circumstances, the tables are small (e.g.,
7x7x7). These 3D look-up-tables are used instead of one
dimensional tables and 3x3 matrices because the small 3D
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look-up-tables are generally faster, albeit at the expense of
some loss of precision. In any case, significant color improve-
ment or enhancements to deliver color “looks,” or gamut
mapping or mapping to displays with secondary or more than
three primary colors with such small tables is not possible.

Another problem in certain types of image rendering
devices is that the outputs of the primary color light sources
are not stable. This is particularly true for image rendering
devices that use organic light emitting diodes (OLEDs) as the
sources of the primary colors red, green, and blue. A known
problem with OLED displays is that the blue OLED typically
has had a considerably shorter lifespan than the red and green
OLEDs. One measure of OLED life is the decrease of lumi-
nance to half the value of original brightness. The luminance
of currently available blue OLEDs decreases to half bright-
ness in a much shorter time than the red or green OLEDs.
During the operation of an OLED display, this differential
color change between the blue OLED and the red and green
OLEDs changes the color balance of the display. This change
is much more objectionable to a viewer than a decrease in
overall brightness of the display.

To the best of the applicants’ knowledge, the problem of
managing the overall lifespan of OLED displays has not be
solved adequately, which has led to significant delays in prod-
uct introduction in the marketplace. There is therefore a need
to provide a solution that manages the overall quality and
lifespan of the relative luminances of the red, green and blue
OLED:s in a display device.

Another problem in certain types of image rendering
devices is that the battery life of the device is not sufficient to
satisfy users’ needs. As advances have occurred in wireless
communication technology, consumers are spending increas-
ing amounts of time using such devices, while also demand-
ing increased quality in the color images that they display.
Mobile displays are being used increasingly for all types of
entertainment media including long form media such as tele-
vision and movies. These uses occur in diverse lighting envi-
ronments, and the usage lifetime is a critical characteristic to
consumers. In a typical hand-held device, both the increase in
the duty cycle and the demand for maximum perceived image
quality of the display have placed a heavy burden on the
batteries used to power such devices.

Consumers are often finding that the battery life of a par-
ticular device is less than stated in sales literature and/or
owner’s manuals. The also find that they cannot use their
devices as often as they would like (in some cases nearly
continuously over the course of a day), without carrying some
sort of a charging cord and plug that connects to a 12 volt
automobile jack, a 120 VAC outlet, or a USB port. This is a
significant annoyance, and device makers recognize the over-
all problem.

One solution would be to increase the overall size of the
batteries in the device. However, this is clearly unsatisfactory,
because space within any of these devices is at a premium,
and manufacturers are unwilling to allocate additional vol-
ume to batteries when it is needed for many other purposes of
equal or greater priority.

Another measure to increase battery life is to reduce the
power delivered to the image display, which may be a plasma
display, a liquid crystal display (LCD), or an organic light
emitting diode (OLED) display. This generally results in a
reduction in the brightness of the display, which is also unsat-
isfactory to consumers, particularly when viewing the display
in full daylight. Their expectations of image quality are con-
tinuously being raised. For example, a recent iPad® product
of Apple launched in Mar. 2012 offers “breakthrough tech-
nology” in its display, as set forth at http://www.apple.com/
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ipad/features/: “The Retina display on the new iPad features
a 2048-by-1536 resolution, 44 percent greater color satura-
tion, and an astounding 3.1 million pixels—in the same 9.7-
inch space. That’s four times the number of pixels in iPad 2
and a million more than an HDTV.” In general, the newest,
most desirable image displays on the market are typically
demanding more battery power, rather than less.

Consumers are unwilling to trade battery life for image
quality. There continues to be an increasing need for color
display devices that can provide the highest of image quality
while also providing sufficiently long battery life to meet
consumer demands. Products which can meet this need will
have a significant competitive advantage in the marketplace.

SUMMARY

A color-enhanced image display, television, or projection
that maintains certain known colors and optimizes colorful-
ness and contrast will have the highest visual perceptual qual-
ity if and only if the rendering is accomplished wherein the
input RGB colors are processed inter-dependently. This
requires the use of a three-dimensional color look-up table,
also referred to herein as a 3D LUT. The color enhancement
may entail increased brightness and/or a larger or smaller
color gamut, depending upon the particular image display or
projector. In prior art image displays and projectors in which
traditional matrices and one dimensional color tables operate
independently on the RGB input colors, a brighter display is
not possible without affecting hue. For example, blue skies
will be shifted towards purple, flesh tones will be altered in
unpredictable ways, and many other color artifacts may be
present, depending upon the content of the particular dis-
played/projected image. The use of 3D color look-up tables
enables brighter, higher contrast, and more colorful image
displays and projections without color artifacts. Using meth-
ods of the present invention, this can be accomplished for
image displays or projectors which have color gamuts about
the same as that of a given color standard, or larger than the
standard, or smaller than the standard. The color rendering of
such image displays or projectors can be enhanced using
three dimensional tables with differing methods in each vol-
ume and with visual models.

In one aspect of the invention, a first method of producing
a color image is provided comprising providing input image
data from an image source such as a camera; generating an at
least three-dimensional look-up table of values of input colors
and output colors, wherein the values in the lookup table
convert the input image color data to output image color data
in an image rendering unit; loading the at least three-dimen-
sional look-up table into an image color rendering controller;
loading the input image data into the imaging color rendering
controller; processing the input image data through the at
least three-dimensional look-up table to produce output color
values stored at the addresses in the at least three-dimensional
look-up table; and outputting the output color values to the
image rendering unit to produce an output image that is per-
ceived to have at least one of enhanced brightness, enhanced
contrast, and enhanced colorfulness compared to the input
image.

The values in the lookup table may be calculated based
upon a visual model of the human visual system and they may
include modeling to improve the perceived brightness or con-
trast or colorfulness for different viewing environments. The
at least one of enhanced brightness, enhanced contrast, or
enhanced colorfulness introduced by the at least three dimen-
sional look-up-table may produce a chosen artistic perception
in the output image. The image rendering unit may have an
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expanded color gamut greater than the color gamut of the
input image data, wherein the output colors to the image
rendering unit utilize the expanded color gamut, or the image
rendering unit may have a reduced color gamut smaller than
the color gamut of the input image data, wherein the output
colors to the image rendering unit utilize the smaller color
gamut. The input image data may contain memory colors and
non-memory colors, and the method may include identifying
the memory colors in the input image data to be substantially
maintained, characterizing the memory colors and non-
memory colors with respect to their chromaticities, and pro-
ducing an image with substantially maintained memory col-
ors using the image rendering unit. In such circumstances, the
perceived colorfulness, brightness, and contrast of the non-
memory colors are changed differently than perceived color-
fulness, brightness, and contrast of the memory colors. They
may be increased more than perceived colorfulness, bright-
ness, and contrast of the memory colors. In one embodiment,
the perceived colorfulness, brightness, and contrast of the
non-memory colors are increased more than perceived color-
fulness, brightness, and contrast of the memory colors. Gen-
erating the at least three-dimensional look-up table may
include computing enhanced lightness, chroma, and hue for
the memory colors using a non-linear enhancement function.
The enhancement function may be a sigmoidal function.
More than one at least three-dimensional look-up table for the
color transformation of the non-memory colors and the
memory colors may be generated and used. Each of the at
least three dimensional look-up tables may be optimized for a
different viewing environment of the image rendering unit.
The method may further include providing a sensor for mea-
suring the ambient light in the viewing environment.

The input image data may be of a first color standard, and
the method may further include converting the input image
data of'the first input color standard into an input color speci-
fication for inputting into the three-dimensional look-up
table. The at least three-dimensional look-up table may have
at least three input colors and/or at least three output colors.
The at least three output colors may be any combination of
primary colors as independent light sources or secondary
colors defined as combinations of primary colors. The at least
three dimensional look-up table may be losslessly com-
pressed to reduce storage use in memory of the image color
rendering controller. The method may further include cali-
brating the image rendering unit by measuring the color
response of the image rendering unit, and then modifying the
output image data either by additional processing after the at
least three-dimensional look-up-table or by including the
required calibration in the at least three-dimensional look-up-
table.

The image color rendering controller may be contained
within the image rendering unit, or it may be external to the
image rendering unit. An auxiliary imaging device controller
may be in communication with the image color rendering
controller and the image rendering unit. The image rendering
unit may be selected from, but not limited to a projector, a
television, a computer display, and a game display, and may
use DMD, plasma, liquid crystal, liquid crystal-on-silicon
modulation, or direct modulation of the light source. The light
source may be an LED, OLED, laser, or lamp light sources.
Without limitation, the image color rendering controller may
be in communication with at least one of a cable TV set-top
box, a video game console, a personal computer, a computer
graphics card, a DVD player, a Blu-ray player, a broadcast
station, an antenna, a satellite, a broadcast receiver and pro-
cessor, and a digital cinema.
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The image rendering unit may include an algorithm for
color modification, wherein the at least three-dimensional
look-up table further comprises processing the input image
data to compensate for the color modification performed by
the image rendering unit. The image rendering unit may
include an algorithm for creating secondary colors from pri-
mary colors, and the at least three-dimensional look-up table
further comprises compensating for the color modification
performed by the addition of the secondary colors in the
image rendering unit.

The at least three-dimensional look-up table may further
include processing the input image data to increase perceived
color, brightness, and contrast to compensate for the reduc-
tion in perceived color, brightness, and contrast caused by the
algorithm for color modification in the image rendering unit.
The at least three-dimensional look-up table may contain a
transformation from a suboptimal viewing environment to an
improved viewing environment including the visual adapta-
tion of the human visual system. The at least three-dimen-
sional look-up table may include the definition of secondary
colors, and may further contain enhanced lightness, chroma,
and hues to increase perceived colorfulness, contrast, or
brightness to compensate for the loss in perceived colorful-
ness, contrast, or brightness due to addition of the secondary
colors by the image rendering unit. The at least three-dimen-
sional look-up table may further include processing the input
image data to include chromatic adaptation of the human
visual system to a specified white point that increases the
brightness of the image rendering unit.

The instant method may be used in the display or projection
oftwo dimensional (2D) or “three dimensional” (3D) images.
The 3D images are typically produced by providing 2D stereo
images simultaneously or in rapid sequence taken from two
perspectives, so as to provide the observer with the illusion of
depth perception. The image rendering unit may be a “3D”
unit. By way ofillustration, and not limitation, the unit may be
e.g., an autostereoscopic display, or it may include a polariz-
ing filter to separate the 2D stereo images being projected and
directed to the eyes of an observer using polarization glasses,
or it may include a shuttering mechanism to separate the 2D
stereo images being projected and directed to the eyes of an
observer using time synced shutter glasses. In any case, both
sets of 2D images may be processed according to the instant
method to deliver 3D images that are perceived by an
observer to have enhanced brightness, and/or enhanced con-
trast, and/or enhanced colorfulness.

In another aspect of the invention, an additional method of
producing a color image is provided, the method comprising
providing input image data of a first color gamut and an image
rendering unit of a second, expanded or reduced color gamut;
generating an at least three-dimensional look-up table of val-
ues of input colors and output colors, wherein the values in the
lookup table expand or reduce the input image data to encom-
pass the second color gamut of the image rendering unit;
loading the at least three-dimensional look-up table into an
image color rendering controller; loading the input image
data into the imaging color rendering controller; processing
the input image data through the at least three-dimensional
look-up table using the input image data as addresses into the
at least three-dimensional look-up table to produce output
image data from the output color values stored at the
addresses in the at least three-dimensional look-up table; and
outputting the output image data to the image rendering unit
to produce an output image that is perceived to have at least
one of enhanced brightness, enhanced contrast, and enhanced
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colorfulness compared to the input image. This method may
also include the various aspects and/or steps described above
for the first method.

In another aspect of the invention, the models may include
visual models of HVS perceptual adaptation to produce a
projected or displayed image that appears as it would in a
more optimal, well lit viewing environment. The image pro-
cessing may include correcting for low level lighting of the
surrounding environment and/or indoor or outdoor ambient
light added to the displayed image. More specifically, a
method of producing a color image by an image rendering
unit in a sub-optimal viewing environment is provided, the
method comprising generating an at least three-dimensional
look-up table of values of input colors and output colors, the
table containing a transformation from a suboptimal viewing
environment to an improved viewing environment; loading
the at least three-dimensional look-up table into an image
color rendering controller; loading the input image data into
the image color rendering controller; processing the input
image data through the at least three-dimensional look-up
table using the input image data as addresses into the at least
three-dimensional look-up table to produce output image data
from the output color values stored at the addresses in the at
least three-dimensional look-up table; and outputting the out-
put image data to the image rendering unit. This method may
further include the various aspects and/or steps described
above for the first method. The improved viewing environ-
ment may be such that an observer may perceive the color
image to have more color, contrast, or brightness.

In yet another aspect of the invention, a method of produc-
ing a color image by an image rendering unit is provided, the
method comprising generating an at least three-dimensional
look-up table of values of input colors and output colors, the
three-dimensional look-up table containing the definition of
secondary colors or more than three primary colors; loading
the at least three-dimensional look-up table into an image
color rendering controller; loading the input image data into
the image color rendering controller; processing the input
image data through the at least three-dimensional look-up
table using the input image data as addresses into the at least
three-dimensional look-up table to produce output image data
from the output color values stored at the addresses in the at
least three-dimensional look-up table; and outputting the out-
put image data to the image rendering unit to produce an
output image thatis perceived to have at least one of enhanced
brightness, enhanced contrast, and enhanced colorfulness
compared to the input image. This method may also include
the various aspects and/or steps described above for the first
method.

The secondary colors or more than three primary colors
may be explicitly defined, or the secondary colors or more
than three primary colors implied in the design of a three in by
three out look-up table for two conditions. In either instance,
measured responses of the image rendering unit may be used
to define the three-dimensional look-up table, or mathematics
provided by a manufacturer of the image rendering unit may
be used to define the three-dimensional look-up table. Alter-
natively, an open definition of how the secondary colors or
more than three primary colors are used may be provided.
This method may also include the various aspects and/or steps
described above for the first method.

In another aspect of the invention, the problem of display-
ing or projecting an image that is optimal in human visual
perceptual terms regardless of the ambient light and back-
ground environment of the image is solved by using visual
models to enhance the perceived colorfulness, contrast, or
brightness of the image, thereby improving the perceived
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quality of the image. The visual models of human visual
perception may be used to create look-up tables of at least
three dimensions to process the image to be displayed.
Memory colors of the image may be preserved. The method
may further include performing empirical visual studies to
determine the dependence of the preference of colorfulness,
contrast, or brightness on the ethnicities of the human observ-
ers, and defining the perceived quality of the image for each
nationality of human observers. The method may further
include adjusting the colorfulness, contrast, or brightness of
the image based upon one of the ethnicities of the human
observers. The method may further include generating an at
least three-dimensional look-up table of values of input colors
and output colors, the three-dimensional look-up table adjust-
ing the colorfulness, contrast, or brightness of the image to
match the enhanced appearance of analog film systems or
digital systems designed for cinemas. The method may fur-
ther include adjusting the colorfulness, contrast, or brightness
of the image to produce a chosen artistic perception in the
image.

In another aspect of the invention, a method of producing a
colorimage by an OLED display is provided that manages the
overall quality and lifespan of the relative luminances of the
red, green and blue OLEDs in the display. The method com-
prises providing input image data and providing the OLED
display having at least three OLEDs, each OLED being of a
different primary color; generating an at least three-dimen-
sional look-up table of values of input colors and output
colors, wherein the values in the lookup table convert the
input image data to output image color data of the OLED
display in a manner that optimally manages the quality of the
image and the lifetime of the at least three OLEDs; loading
the at least three-dimensional look-up table into an image
color rendering controller; loading the input image data into
the imaging color rendering controller; processing the input
image data through the at least three-dimensional look-up
table to produce output color values stored at the addresses in
the at least three-dimensional look-up table; and outputting
the output image data to produce the image by the OLED
display. The values in the look-up table may be calculated
based upon a visual model of the human visual system. This
method may further include the various aspects and/or steps
described above for the first method.

The at least three OLEDs may be a red OLED, a green
OLED, and a blue OLED. In such an instance, managing the
quality of the image and the lifetime of the OLEDs may
further include adding a white primary and mapping prede-
termined amounts of the grey component of RGB pixel values
to the white primary to reduce the usage of RGB and extend
the life of the red, green, and blue OLEDS. Alternatively,
managing the quality of the image and the lifetime of the
OLEDs may comprise adding other primary colors and map-
ping predetermined amounts of the RGB pixel values to the
other primary colors to reduce the usage of RGB and extend
the life of the red, green, and blue OLEDS. The method may
further comprise operating the at least three OLEDs such that
a first OLED does not reach end of life sooner than the other
OLEDs, and the image quality of each of the OLEDs is
reduced about equally over time without perceived artifacts or
appearances predominantly of one of the OLED colors.

The method may be further comprised of having a con-
trolled degradation of image quality due to changes in the
outputs of at least one of the OLEDs, wherein the change of
quality at any given point in time has the least loss in per-
ceived quality. The controlled degradation may be tracked by
accumulating and using usage data for all of the OLEDs. The
controlled degradation may be performed on the entire image
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over time, or on at least one portion of the image over time.
The controlled degradation may be performed by substan-
tially maintaining the brightness of the image while gradually
reducing color saturation of the image over time, or by reduc-
ing color saturation of the image to a greater extent in image
pixels of low color saturation than in image pixels of high
color saturation, or by substantially maintaining the bright-
ness of the image while reducing color saturation gradually
using adaptive one dimensional tables on each of the primary
colors.

The one dimensional tables on each primary color may be
calculated using a quality degradation model. The quality
degradation model may average among one dimensional
tables that are pre-designed to provide the targeted image
quality at specific OLED lifetimes. The one dimensional
tables may be produced by interpolation between a one
dimensional table for when the OLED:s are initially operated
and a one dimensional table for when the OLEDs are at the
ends of their useful lifetimes.

In another aspect of the invention, in an image display,
television, or projector, the problem of achieving an expanded
or maximum color gamut by temporally combining R, G, and
B during an image frame duty cycle to increase brightness
while maintaining saturated pure R, G, and B colors is solved
by calculating the combinations of R, G, and B that maintain
a physical or perceived input color in a given viewing envi-
ronment thereby maintaining physical or perceived color
saturation and achieving increased brightness. The calculated
combinations are implemented in a 3D look-up table.

Inany of the above aspects of the invention, the color image
to be produced may contain “memory colors” as defined
herein, and non-memory colors. In general, the memory col-
ors of the image that is produced are preserved. The methods
may include identifying the memory colors in the input image
data to be substantially maintained, characterizing the
memory colors and non-memory colors with respect to their
chromaticities in the image rendering unit, and producing an
image comprising human visual system perceptually accurate
memory colors using the image rendering unit. The perceived
colorfulness, brightness and contrast of the non-memory col-
ors are increased more than perceived brightness and contrast
of'the memory colors. In one embodiment, generating the at
least three-dimensional look-up table may include computing
enhanced lightness, chroma, and hue for the memory colors
using a sigmoidal enhancement function. More than one at
least three-dimensional look-up table may be generated for
the color transformation of the non-memory colors and the
memory colors. Some or all of the at least three dimensional
look-up tables may be optimized for a different viewing envi-
ronment of the image rendering unit. In such an instance, the
method may further include selecting one of the at least
three-dimensional look-up tables for loading into the image
color rendering controller based upon the viewing environ-
ment of the image rendering unit. A sensor may be provided
for measuring the ambient light in the viewing environment.

In arelated aspect of the invention, the problem of display-
ing an image that simultaneously has high brightness and
high colorfulness of a majority of colors (and particularly
high saturation colors), while maintaining realistic “memory
colors” is solved by adding white light or any combination of
multiple R, G, B colors by combining R, G, and B for some
portion of the duty cycle of the image projection time, accord-
ing to a 3D look-up table, which replaces the lost colorfulness
of'adding color combinations and at the same time preserves
flesh tones and other known memory colors. The image data
is processed with a 3D look-up table in a manner that that
increases the perceived colorfulness, brightness, and contrast
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while preserving flesh tones and other known memory colors.
The 3D look-up table is created to produce the improved
image quality. Visual models may be used to perform the
image processing.

In any of the above aspects of the invention, the methods
may further comprise converting the input image data of a
first input color standard into an input color specification for
inputting into the three-dimensional look-up table.

The solutions to the above problems may entail multi-
dimensional look-up tables, with three dimensional look-up
tables being one example. The at least three dimensional
lookup table may have three or more input colors and three or
more output colors. The output dimension may be different
from the input dimension, such as having RGBCYMW (red-
green-blue-cyan-magenta-yellow-white) output values in an
RGB table, i.e. three values of input and seven values of
output. The number of outputs may also be greater than three
due to the display having more than three physical colors, i.e.,
more than three primary colors such as R, G, and B. Insuch an
instance, the output colors could therefore be the primary
colors or combinations of the four or more colors. In general,
the three or more than three output colors are any combination
of primary colors as independent light sources or secondary
colors defined as combinations of primary colors. The at least
three dimensional look-up table(s) may be losslessly com-
pressed to reduce storage use in a memory of the image color
rendering controller.

More specifically, according to the present disclosure, a
method of displaying an image containing memory colors
and saturated colors is provided comprising identifying the
memory colors in input image data to be substantially main-
tained, characterizing the memory colors with respect to their
chromaticities, and generating a three-dimensional look-up
table for a color transformation of saturated and memory
colors. The three-dimensional look-up table is loaded into an
imaging device controller, and input image data is loaded into
the imaging device controller. The input image data is pro-
cessed with an algorithm using the three-dimensional look-up
table to produce output image data. The output image data is
output to an image rendering device, and a high brightness,
high contrast image comprising human visual system percep-
tually accurate memory colors is displayed or projected.

In one embodiment, the method includes preprocessing,
wherein one dimensional tables and matrices are provided for
converting the variety of possible input color standards into a
preferred color input to the 3D or higher dimensional color
look-up-table. This is done for the purpose of making a single
or reduced number of 3D or higher dimensional color look-
up-tables adaptable to different video standards. In another
embodiment, the algorithm containing the 3D or higher
dimensional mathematics is executed in real time by the
central processing unit of a computer in the image display or
projection device so that the need for a 3D color table is
obviated. This may be done if the device computer is provided
with adequate computational processing capability and
memory.

In another embodiment, the method includes incorporating
the variety of possible input color standards directly into the
creation of the 3D or higher dimensional color look-up-tables
to adapt to different video standards.

In some circumstances, the image rendering unit (such as,
e.g., a display or projection device) is provided with some
color modification capability that is “built in.” For example,
the device may provided with an algorithm to add white or
secondary colors, resulting in a loss of colorfulness, and a
distortion in the appearance of memory colors. In such cir-
cumstances, the output values in the at least three-dimen-
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sional look-up table are determined such that the input image
data is processed to compensate for the color modification
performed by the image rendering unit. The method may thus
include providing at least 3D color tables to adjust the color
data in a manner that shifts it in a direction within the color
space that compensates for the built in color modification that
is performed by the image rendering unit. The at least three-
dimensional look-up table further comprises processing the
input image data to increase perceived color, brightness, and
contrast to compensate for the reduction in perceived color,
brightness, and contrast caused by the algorithm for color
modification in the image rendering unit. In a more specific
instance in which the image rendering unit includes an algo-
rithm for creating secondary colors from primary colors, the
atleast three-dimensional look-up table may further comprise
compensating for the color modification performed by the
addition of the secondary colors in the image rendering unit.
The values in the at least three dimensional lookup table may
also be determined such that the at least three-dimensional
look-up table further comprises processing the input image
data to include chromatic adaptation of the human visual
system to a specified white point that increases the brightness
of the image rendering unit. The at least three-dimensional
look-up table may also adjust the colorfulness, contrast, or
brightness of the image to be produced to match the enhanced
appearance of analog film systems or digital systems
designed for cinemas.

According to the present disclosure, there is further pro-
vided a device for producing a color image. The device is
comprised of a computer including a central processing unit
and a memory in communication through a system bus. The
memory may be a random access memory, or a computer
readable storage medium. The memory contains an at least
three dimensional lookup table.

Inoneaspect of the invention, the at least three dimensional
lookup table contains values of input colors and output colors,
wherein the values in the lookup table convert an input image
color data set to output image color data in an image rendering
unit that is connectable to the device.

In another aspect of the invention, the at least three dimen-
sional lookup table may be produced by an algorithm for
transforming input image data comprising memory colors
and non-memory colors to a visual color space, and comput-
ing enhanced lightness, chroma, and hue for the memory
colors and non-memory colors in the visual color space. The
algorithm to produce the three dimensional lookup table may
be contained in the memory.

In another aspect of the invention, the at least three dimen-
sional lookup table includes values of input colors and output
colors, wherein the values in the lookup table convert a first
color gamut of an input image data set to encompass a second
expanded or reduced color gamut of an image rendering unit
that is connectable to the device.

In another aspect of the invention, the at least three dimen-
sional lookup table contains a transformation from a subop-
timal viewing environment to an improved viewing environ-
ment including the visual and chromatic adaptation of the
human visual system.

In another aspect of the invention, the at least three dimen-
sional lookup table contains the definition of secondary col-
ors, and enhanced lightness, chroma, and hues to increase
perceived colorfulness, contrast, or brightness to compensate
for the loss in perceived colorfulness, contrast, or brightness
due to addition of secondary colors by an image rendering
unit that is connectable to the device.
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In another aspect of the invention wherein the image is
perceived by a human observer, the memory may contain a
visual model to enhance the perceived colorfulness, contrast,
or brightness of the image.

In any of the above aspects of the invention, the device may
further include the image rendering unit in communication
with the computer. The image rendering unit may be selected
from a projector, a television, a computer display, and a game
display, and may use DMD, plasma, liquid crystal, liquid
crystal-on-silicon modulation (LCOS), or direct modulation
of the light source and LED, organic light emitting diode
(OLED), laser, or lamp light sources. The device may further
comprise an auxiliary imaging device including at least one of
a cable TV set-top box, a video game console, a personal
computer, a computer graphics card, a DVD player, a Blu-ray
player, a broadcast station, an antenna, a satellite, a broadcast
receiver and processor, and a digital cinema. One of a liquid
crystal display, a plasma display, and a DMD projector may
be in communication with the auxiliary device. The device
may further comprise a communication link to a source of
input image data.

The at least three-dimensional look-up table includes the
definition of secondary colors, and contains enhanced light-
ness, chroma, and hues to increase perceived colorfulness,
contrast, or brightness to compensate for the loss in perceived
colorfulness, contrast, or brightness due to addition of the
secondary colors by the image rendering unit. Alternatively
or additionally, the at least three-dimensional look-up table
may contain a transformation from a suboptimal viewing
environment to an improved viewing environment including
the visual and chromatic adaptation of the human visual sys-
tem.

The memory of the device may contain a set of at least three
dimensional lookup tables; each table of the set may be opti-
mized for a different viewing environment of the image ren-
dering unit. The device may be provided with a sensor for
measuring the ambient light in the viewing environment.

In another aspect of the invention, a method is provided for
displaying a high quality color image while reducing power
consumption of the display. The display may include a dis-
play screen, or the display may project the image onto a
surface. The method may include providing different
amounts of added white or brightness to each pixel as a
function of the input pixel color value. Pixels with higher
color saturation may have smaller amounts of white added so
that the input color saturation is better preserved, and pixels
that are more neutral grey can have more white added to
increase the brightness more for black-white pixels. This
allows the input color saturation to be maintained to a high
degree, and thus the colorfulness (and thus the image quality)
perceived by an observer to be maintained. Additionally, if the
amount of added white is reduced to a negligible amount for
the highest input color saturation, the full input color gamut of
the display can be maintained.

Various methods of reducing the added white with increas-
ing color saturation are contemplated. For example, a Gaus-
sian function of the input color saturation may be used that
has a one sigma (one standard deviation) width that is smaller
than the full input color gamut. This method of adaptively
adding white to a pixel results in the added brightness and
corresponding power savings to be dependent on the image.
For images that are more black-white, and thus low in color
saturation, the power savings will be highest, and for highly
colorful images, the power savings will be the lowest. This
type of processing may be implemented in real time on image
data so the image-dependent power savings may thus change
from image to image. This method is in accordance with the
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color processing of this invention, because the loss in color
saturation is in the mid-range of image color saturation and
the color processing of this invention has the highest color
saturation restoration in this range of input color saturation.
Additionally, because most images have low-to-medium
color saturation, and because the power savings is greater for
those types of image pixels, the resulting average power sav-
ings for a given set of image (such as amovie or video) is close
to the maximum power savings for black-white images.

In another aspect of the invention, the problem of display-
ing high quality images on a portable display device over an
extended period of time is solved by modifying the primary
colors of the display device such that the resulting new pri-
mary colors are more efficient. This enables power to the
device to be reduced, such as by using a lower power light
source (for a liquid crystal display), or by using a lower power
lamp or lower power white OLEDs. This results in less heat
production and less other display management costs.

However, such a modification to the primary colors will
change the color gamut of the display, including its white
point. Without corrective action, this can result in colors
being rendered by the display that are unsatisfactory to the
viewer. In a further aspect of the invention, this problem is
solved by the use of the Applicants’ three-dimensional color
look-up tables (3DLUTs), which correct the colors to those
that are aesthetically pleasing.

Thus the combination of modifying the primary colors of
the display device such that the resulting new primary colors
are more efficient, and correcting the resulting shift in color
gamut by the use of three-dimensional color look-up tables
solves the problem of displaying high quality images on a
portable display over an extended period of time. By lowering
power consumption, battery life of the portable display is
increased.

Inaccordance with the invention, there are multiple options
for solving this overall problem. According to one aspect of
the invention, there is provided a method of producing a color
image using a display comprised of pixels comprising red,
green and blue primary color subpixels. The method com-
prises reducing the color gamut and increasing the brightness
of the image relative to a base level, decreasing power to the
display to reduce the brightness of the image, restoring color
to the image to approximately the base level by modifying
image pixel data using a three-dimensional lookup table to
produce output image pixel data, and communicating the
output image pixel data to the display to produce the color
image. The display may be one of an LCD display, an LED
display, an OLED display, a plasma display, and a DMD
projector.

Reducing the color gamut and increasing the brightness of
the image may be accomplished by adding white to the image.
White may be added by adding a white subpixel to each pixel
of'the image, or by adding white to at least one of the primary
color subpixels of each pixel of the image. White may be
added to two or all three of the primary color subpixels. The
white may be added to the primary color subpixels in unequal
amounts.

In certain embodiments, the white may be added adap-
tively according to an algorithm by which the amount of
white added decreases with increasing color saturation. A
Gaussian function may be used in the algorithm to define the
decrease in white with increasing color saturation. The algo-
rithm may be used to determine the values in the three-
dimensional lookup table.

A plurality of images may be produced using the display,
wherein the algorithm includes determining the amount of
white to add to each image pixel and the amount of the
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decrease in power for each image. The algorithm may include
determining the amount of white added for each individual
pixel, and additionally, for each individual red, green and blue
primary color subpixel. The white may be added to the sub-
pixels during a portion of a pixel exposure time.

The white may be added from a second source that is
separate from a first source that provides the red, green and
blue primary color subpixels. In embodiments wherein the
display is an LCD display, a first backlight may be the first
source, and a second backlight may be the second source.
Alternatively, the white may be added to each pixel by a white
subpixel.

In certain embodiments, the decreasing power to the dis-
play reduces the brightness of the image to approximately the
base level. In other embodiments, decreasing the power to the
display reduces the brightness of the image to a level brighter
than the base level, i.e., some power reduction to the display
is achieved while also providing a brighter display.

In certain embodiments, restoring the color of the image is
performed in the IPT color space. The values in the three-
dimensional look-up table may be determined by using a
visual model of the human visual system, which may include
amodel of chromatic adaptation of the human visual system.
Restoring the color of the image may include correcting the
white point of the display to a white point of a color standard.

In certain embodiments, memory colors are preserved in
the color image.

BRIEF DESCRIPTION OF THE DRAWINGS

The patent or application file contains at least one photo-
graph rendered in color. Copies of this patent or patent appli-
cation publication with color photographs will be provided by
the Office upon request and payment of the necessary fee. A
Petition for the acceptance of color photographs is being filed
under37 C.F.R. 1.84(b)(2) concurrently with this application.

The present disclosure will be provided with reference to
the following drawings, in which like numerals refer to like
elements, and in which:

FIGS. 1A-1D are illustrative, two-dimensional schematic
diagrams of various prior art ways for processing input color
data to produce output color data for rendering a color image;

FIG. 2 is a schematic diagram of aspects of the instant
method for processing input color data to produce output
color data for rendering a color image;

FIG. 3 is a chromaticity diagram that depicts color gamuts
of'the DCI and HD709 standards, and color gamuts of various
media and/or imaging devices;

FIG. 4 is a perspective view of a three-dimensional color
space depicting a series of color gamuts of an image display,
projector, or television in which the gamuts have been
sequentially reduced by the addition of white to the R, G, and
B primary colors thereof;

FIG. 5 is a schematic diagram of a device for producing a
color image;

FIG. 6 is a flowchart depicting the steps of one algorithm
for generating a three-dimensional lookup table for the pur-
poses of this invention; and

FIG. 7 is a flowchart depicting one method for producing a
color image in accordance with the present disclosure;

FIG. 8 is a schematic diagram of one mathematical flow-
chart for producing a color image in accordance with the
present invention, which includes color output calibration;

FIG. 9 is a graphical representation of a chromaticity dia-
gram, including a first color gamut transformation that
enables a reduction in power consumption by a display, in
accordance with the present invention;
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FIG. 10 is a two-dimensional “slice” of the three-dimen-
sional color volumes in the first color gamut transformation
depicted in FIG. 9;

FIG. 11 is a graphical representation of the chromaticity
diagram of FIG. 9, including a second color gamut transfor-
mation that enables a reduction in power consumption by a
display, in accordance with the present invention;

FIG. 12 is a is a two-dimensional “slice” of the three-
dimensional color volume resulting from a third color gamut
transformation in accordance with the present invention; and

FIG. 13 is a graphical representation of a set of color gamut
transformations in which the saturation or brightness of pri-
mary colors is reduced, which enable a reduction in power
consumption by a display, in accordance with the present
invention.

FIGS. 14A-14C show image simulation results from one
embodiment of the Applicants’ method of displaying a color
image;

FIG. 15 is a perspective view of a two-dimensional Gaus-
sian function of pixel saturation that may be used to calculate
the pixel-dependent amount of added white to an image in an
adaptive manner;

FIG. 16 depicts the dependence of the total gamut volume
in CieLLUV color space, the relative luminance increase and
the power savings achieved for various Gaussian o values of
FIG. 15;

FIG. 17 depicts a chromaticity radius within a color gamut,
the chromaticity radius resulting from a chosen o, and o,
value of a two dimensional Gaussian function;

FIG. 18 depicts a comparison of the colorfulness measure
with and without the use of one embodiment of the Appli-
cants’ color image processing; and

FIGS. 19A-19D and 20A-20D depict comparisons of two
exemplary images resulting from the Applicants’ color image
processing with respective original images and unprocessed
images with white added.

The present invention will be described in connection with
a preferred embodiment, however, it will be understood that
there is no intent to limit the invention to the embodiment
described. On the contrary, the intent is to cover all alterna-
tives, modifications, and equivalents as may be included
within the spirit and scope of the invention as defined by the
appended claims.

DETAILED DESCRIPTION

For a general understanding of the present invention, ref-
erence is made to the drawings. In the drawings, like refer-
ence numerals have been used throughout to designate iden-
tical elements. In describing the present invention, a variety of
terms are used in the description. Standard terminology is
widely used in image processing, display, and projection arts.
For example, one may refer to the International Lighting
Vocabulary, Commission Internationale de 1’éclairage (CIE),
1987 for definitions of standard terms in the fields of color
science and imaging. One may also refer to Billmeyer and
Saltzman’s PRINCIPLES OF COLOR TECHNOLOGY, 377
Ed, Roy S. Berns, John Wiley & Sons, Inc., 2000; and Color
Appearance Models, Mark D. Fairchild, Wiley-IS&T, Chich-
ester, UK (2005).

In order to fully describe the invention, as used in the
present disclosure, certain terms are defined as follows:

Brightness—attribute of a visual perception according to
which an area appears to emit, or reflect, more or less light.

BT.709—abbreviated reference to ITU Radiocommunica-
tion Sector (ITU-R) Recommendation BT.709, a standard for
the format of high-definition television.



US 8,860,751 B2

19

Chromaticity—normalized CIE Tristimulus values often
used to visualize the color gamuts of devices in a Chromatic-
ity diagram, such as that shown in FIG. 3.

CIECAMO2—the most recent color model adopted by the
International Commission on Illumination, or Commission
internationale de 1’éclairage (CIE), published in 2002.

Color—A specification of a color stimulus in terms of
operationally defined values, such as three tristimulus values.

Color Space—A three-dimensional space in which each
point therein corresponds to a color.

Colorfulness—Attribute of a visual perception according
to which the perceived color of an area appears to be more or
less chromatic.

Contrast—In the perceptual sense, assessment of the dif-
ference in appearance of two or more parts of a field seen
simultaneously or successively.

DCI Standard—a color standard for digital cinema systems
created by Digital Cinema Initiatives, LL.C a joint venture of
major motion picture studios formed in 2002. The standard is
included in the publication, “Digital Cinema System Speci-
fication,” Version 1.2 approved by Digital Cinema Initiatives,
LLC Mar. 7, 2008.

Display—An imaging device which forms an image from
discrete lighted elements at a surface thereof.

Color Gamut—The range of colors producible with a set of
inks, lights, or other colorants. A color gamut may be
described in terms of a particular region of a color space.

Hue—Attribute of a visual perception according to which
an area appears to be similar to one of the colors, red, yellow,
green, and blue, or to a combination of adjacent pairs of these
colors considered in a closed ring.

Memory color—a color of an object in an image for which
an observer may consciously or unconsciously observe and
make a judgment as to whether the color of the object is
accurate, based upon the observer’s memory of previous
experiences observing the object. Examples of memory col-
ors are flesh (human skin) tones, the green of grass, the blue
of'the sky, the yellow of abanana, the red of an apple, and grey
scale. The accurate rendering of colors associated with com-
mercial products and registered trademarks, such as “Kodak
yellow”, “IBM blue,” and “John Deere green” may be impor-
tant to some viewers/users of images, and are also examples
of memory colors. It is further noted that the perceived
appearance of memory colors may be influenced by the con-
text in which they are seen by an observer.

Primary colors—The colors of the individual light sources,
including all color filters, that are used to create a color image
in an image rendering unit.

Projector—An imaging device which forms an image by
delivering and in some instances focusing light on a distant,
separate surface such as a wall or screen.

RGBCYMW-—in the use of any of these capital letters in
combination herein, they stand for red, green, blue, cyan,
yellow, magenta, and white, respectively.

Rendering an image—providing an image for observation,
either via an image display that forms an image from discrete
lighted elements at a surface thereof, or via an image projec-
tor that forms an image by delivering and in some instances
focusing light on a distant, separate surface such as a wall or
screen.

Saturation—Colorfulness of an area judged in proportion
to its brightness.

Secondary colors—Linear or non-linear combinations of
the primary colors of an image rendering unit that can be
controlled independently from the primary colors.
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Tristimulus values—Amounts of the three reference color
stimuli, in a given trichromatic system, required to match the
color of a stimulus being considered.

White—a set of three values of primary colors, typically
red, green, and blue, that may be added to a color in a portion
of an image, thereby in effect adding white to the color to
brighten the color.

It is further noted that as used herein, a reference to a three
dimensional lookup table or a 3DLUT is meant to indicate a
table of at least three dimensions, unless otherwise indicated.
A lookup table may be multidimensional, i.e., it may have
three or more input colors and three or more output colors.

FIG. 2 is an illustrative, two-dimensional schematic dia-
gram depicting the full multi-dimensional capability of an at
least three dimensional color table 54 used in processing
input color data to produce output color rendering a color
image. For the sake of simplicity of illustration, the diagram
420 of FIG. 2 depicts only a 2D rendition of an at least 3D
color table 54 of the present invention. Any point, and/or any
region in the full color space can be changed independently.
The small squares 422 represent locations in the color space
in which no change in color is made. These locations may be
memory color locations, such as flesh tones.

In other regions 424, selective increases in contrast, color-
fulness, and brightness may be made. The larger squares 426
in these regions 424 represent locations where colorfulness,
contrast, and brightness are increased. Any local color or
color region, such as a flesh tone region, can be chosen for
unique color processing. In one embodiment, a 3D color table
may contain output values for every input RGB color, which
for 12 bits per color would be 4096x4096x4096 independent
colors, thereby providing 68.7 billion local color choices. In
another embodiment, a 3D color table size can be reduced by
using the most-significant bits of the input colors to define the
3D color table locations and performing multi-linear or other
multi-dimensional interpolation using the least-significant
bits of the input colors.

Itis to be understood that the while the squares 422 and 426
are meant to indicate various color regions, the borders of the
squares are not meant to indicate sharply defined boundaries
of such regions. As described previously, these regions may
be modeled using a probability distribution that provides a
smooth transition from regions in the color space that are
outside of the regions defined by the squares.

For example, the various regions may be defined by Gaus-
sian boundaries that are smoothly connected by probability
functions. In defining the color output values in the at least 3D
LUT 54, volume derivatives may be used that displace the
color (R,GG,B) vectors in different amounts. Within memory
color regions, the color vectors have a lesser displacement, or
possibly none at all, while other color regions have larger
displacements to increase their contrast, colorfulness, and
brightness.

The full table may be very large. For example, a large table
results if the input color is 24-bit (i.e. 8 bits each for R, G, and
B), and the output includes white and is 32 bit (i.e. 8 bits each
forR, G, B, and W). Referring to FIG. 5, this large 3D LUT 54
may be used if the memory 36 of the image color rendering
controller is sufficiently large, and results in the fastest color
processing. However, if the memory 36 is limited in size, but
sufficient computational capacity is available in the CPU 34,
multi-dimensional interpolation may be used to reduce the
size of the 3D LUT 54. In this particular example, for each
respective primary input color, bits 3 through 8 may be used
to define and address the 3D LUT 54. Multi-dimensional
interpolation may then be used with bits 1 and 2 to define the



US 8,860,751 B2

21

output colors that occur between the output colors associated
with the 8 vertices of the cube in the 3D LUT 54 defined by
bits 3 through 8.

The color gamut of an image rendering unit, such as a
display, television, and/or projector is defined by the maxi-
mum colors that can be produced by that image rendering unit
with combinations of its primary colors. FIG. 3 shows the
color gamuts of various image rendering technologies com-
pared to the CCIR709 color standard 404 and the DCI color
standard 402. FIG. 3 shows that displays such as LED pro-
jectors (gamut 406), OLED displays (gamut 408), Digital
Cinema projectors (gamut 410) and televisions with more
than 3 primary colors (gamut 412) have larger color gamuts
than the CCIR709 color standard (gamut 404) for digital
media distribution, thus illustrating the need to map the
smaller CCIR709 color standard to the larger color gamut of
these display types. All other international color standards for
consumer digital color media are similar to CCIR709 and
therefore exhibit the same need to map these standards to the
larger color gamut of the display types in FIG. 3. In the
methods of the present invention, this is done while simulta-
neously preserving memory colors, and optimizing the par-
ticular device for viewing in a particular environment, and
taking into account adaptation of the human visual system.
FIG. 3 also shows that the DCI “Hollywood” color standard is
significantly larger than the color gamut 414 of an infinite set
of lasers, and therefore larger than any possible display or
image rendering unit, thus illustrating the need to map the
larger input to the smaller color gamut of any display type
including a professional digital cinema projector.

In a color image rendering unit, such as a display, televi-
sion, and/or projector, in order to achieve maximum bright-
ness with a single optical system and single image modulator,
the multiple RGB channels may be combined for some por-
tion of time during image frames. Adding these multiple RGB
channels during an image frame duty cycle will increase the
brightness of the image, but will also reduce the colorfulness
by desaturating the pure RGB colors. FIG. 4 is a perspective
view of a three-dimensional CIECAMO2]J L*a*b* opponent
color space 10 depicting a series of color gamuts of an image
display, projector, or television in which the gamuts have
been sequentially reduced by the addition of white to the R, G,
and B primary colors thereof. The outer (coarsest squares)
color gamut 12 is the color gamut of one exemplary image
projector having its primary colors produced by red, green,
and blue LEDs. The wire frame color gamut 11 represents the
CCIR709 video color standard. The successively finer
squares solids 14, 16, 18, and 20 represent the color gamuts
resulting from the addition of 6.25%, 12.5%, 25%, and 50%
white, respectively. For the sake of simplicity of illustration,
2D projections of the color gamuts 11-20 are provided on the
a*b* plane as respective closed curves 11A-20A. The color
gamut 12/12A of the LED primaries has no added white. It
can be seen in general from the 3D perspective renditions and
the 2D projections that the addition of white always reduces
the color gamut of the image device.

However, this does not mean that the addition of white to
the images of the device cannot be beneficial. It can also be
seen that the addition of white at a 6.25% level, as indicated
by solid 14 and closed curve 14 A, results in a color gamut that
is approximately equal to the CCIR709 color video standard,
while at the same time making the image perceived to be
brighter. In an image rendering unit, and particularly in single
modulation LED displays such as those employing a digital
micromirror device (DMD), the image is made to appear
brighter by the addition of white from combining RGB col-
ors. In digital cinema, this may be done for some portion of
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the image frame time. The capabilities of human visual sys-
tem adaptation are thereby exploited to increase the apparent
brightness and lightness contrast of the displayed images.

In one aspect of the present invention, visual models of
visual perception by the human visual system are used in
determining the optimum amount of white to add to the colors
of the image. The perceived colorfulness, contrast, and/or
brightness of the image are enhanced, thereby improving the
perceived quality of the image. The visual models of human
visual perception may be used to create look-up tables of at
least three dimensions to process the image to be displayed.
The methods of the present invention may include performing
empirical visual studies to determine the dependence of pref-
erence of colorfulness, contrast, or brightness on the ethnici-
ties of the human observers, and defining the perceived qual-
ity of the image for each nationality of human observers. The
colorfulness, contrast, or brightness of the image may be
adjusted based upon the preferences of one of the ethnicities
of the human observers.

FIG. 5 is a schematic diagram of a device for producing a
color image, which may be observed by a human observer.
The imaging device may include an image rendering unit
suchase.g., atelevision, a display, a projector, or another unit.
Referring to FIG. 5, the imaging device 30 may include an
image color rendering controller 32 or computer 32 or other
processor comprising a central processing unit 34 and a
memory 36. As an alternative memory, or in addition to the
memory 36, the controller 32 may include a computer read-
able storage medium 38 such as a hard disk. These compo-
nents are in communication through a system bus 39. The
device 39 may be further comprised of an image rendering
unit 40, which may be an image display or projector, such as
a liquid crystal display 42; a plasma display 44; a digital
mirror device (DMD) 46 including a DMD 80, a lamp 82, and
color wheel 84; or a digital mirror device 48 including a DMD
80, and red, green, and blue LED’s, OLEDs or lasers 86, 87,
and 88.

The imaging device 30 may process input image data that
is stored on the storage medium 38, or the imaging device 30
may receive input image data from an external device or
source 50. The external source 50 may comprise an Internet
connection or other network or telecommunications connec-
tion, such that the input image data is transmitted through
such connection.

The imaging device 30 may be adapted to a system for
displaying or projecting an image in a variety of ways,
depending upon the particular application. In some embodi-
ments, the imaging device 30 may be provided as an inte-
grated system comprising the controller 32 and the image
rendering unit (display or projector) 40, which only needs to
be connected to a source 50 of image input data. In another
embodiment, the imaging device 30 may be separate from the
image rendering unit 40, and in communication with the
image rendering unit 40 through a network or telecommuni-
cations connection as described above. The imaging device
30 may be provided comprising the image color rendering
controller 32, a first port (not shown) for connection to a
source 50 of image input data, and a second port (not shown)
for connection to the image rendering unit 40. This configu-
ration is particularly useful for retrofitting to projection or flat
screen televisions that receive signals via a cable that is con-
nected to a broadcast source of image input data (e.g., “cable
TV programming”). In such circumstances, the cable carry-
ing input image data 50 could be disconnected from the image
rendering unit 40, and the imaging device 30 could be placed
in line between them to perform the image processing of the
present invention.
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In other embodiments, the imaging device 30 may be in
communication with, or integrated into an auxiliary device 60
or auxiliary imaging device controller 60, which is in com-
munication with the image rendering unit 40. The imaging
device controller 60 may be, without limitation, an audio/
video processor, a cable TV set-top box, a video game con-
sole, a personal computer (PC), a computer graphics card of
aPC,ora DVD or Blu-ray player. In another embodiment, the
imaging device 30 may be integrated into the electronics and
processing components of a broadcast station, a broadcast
antenna, receiver or processor, or a digital cinema theatre. In
another embodiment, the device 30 may be integrated into the
hardware and software of media creation, preparation, and
production equipment, such as equipment used in the produc-
tion of DVDs of movies and television programs, or the
production of digital cinema for distribution to theaters.
Broadcast stations, digital cinema theaters, and media pro-
duction equipment may all be comprised of an auxiliary
imaging device controller 60.

The memory 36 of the device 30 may contain a set of at
least three dimensional lookup tables 54; each table of the set
may be optimized for a different viewing environment of the
image rendering unit 40. The device 30 may be provided with
a sensor 70 for measuring the ambient light in the viewing
environment of the image rendering unit 40, or in the case of
a projector 46 or 48, in the viewing environment of the pro-
jected image. The memory 36 may contain a visual model of
the perception of the human visual system that may be used to
enhance the perceived colorfulness, contrast, or brightness of
the produced image.

FIG. 6 is a flowchart depicting an algorithm for generating
a three-dimensional lookup table to improve the perceived
colorfulness, contrast or brightness in non-memory colors,
while preserving to a higher degree the color accuracy of
memory colors. The algorithm 100 of FIG. 6 may be used to
perform step 210 of the method 200 of FIG. 7. Additionally,
the algorithm 100 is applicable to other image rendering
devices that use DMD, plasma, liquid crystal, liquid crystal-
on-silicon modulation, or direct modulation of the light
source, and using LED, OLED, laser, or lamp light sources.

Referring to FIG. 6, in operation 110, the RGB input values
of the input image data are “reverse gamma” corrected to
compensate for the non-linearity of this data, thereby produc-
ing linearized scalar RGB values. (The original input data is
supplied with the expectation that it will be used in a display
or projector that may have a gamma value of about 2.2, for
example.) In operation 120, the outer product of the scalar
RGB values and the projector matrix is taken to express the
input image data as CIE XYZ tristimulus values. In operation
130, the tristimulus values are converted to a visual color
space. The transformation to a visual color space enables
perceptual modeling to be performed, which characterizes
the interdependencies of color, contrast, and brightness, and
allows the perception of memory colors to be preserved. The
visual color space may be an opponent color space that accu-
rately models constant perceived hue, and has the dimensions
of lightness, yellow-blue, and red-green.

In operation 140, the visual color space predicted appear-
ance attributes of lightness, chroma, and hue are computed. In
operation 150, the enhanced lightness, chroma, and hue for
colors to be rendered are computed. Operation 150 may
include steps 152, 154, and 156 for maintaining memory
colors in the rendering of the image.

In applications in which there are specific memory colors
to be preserved, operation 150 of the method 100 may include
steps 152, 154, and 156. More specifically, the method 100
may include the step 152 of identifying the memory colors in
the input image data 50 to be substantially maintained. This
may be done based on intuition and experience and/or market
research data. It is known that observers of an image depicting
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human subject matter (such as a movie or television program)
will find it objectionable if the colors of the skin, and faces in
particular, of the humans in the image do not match those
colors that they have in their respective memories of how the
humans should look. They will perceive the humans as “not
looking right,” if they are too pink, orange, dark, light, etc. In
like manner, certain other memory colors, such as “grass
green” and “sky blue” must be rendered so as to appear as the
observers remember them from experience. Regardless of
how satisfactory the other colors in the image appear, the
observers will find a product that does not render memory
colors accurately to not be perceptually optimal, and will
likely not buy the product, whether the product is an imaging
device such as a television, or a movie to be viewed in a
theater.

Once the memory colors are chosen, they are characterized
with respect to their chromaticities in step 154 from both
empirical data and the perceptual context in which they are
seen. For instance, it is well understood that humans remem-
ber green grass and blue sky as more saturated than the actual
stimuli. And, within reason, no matter the color of an illumi-
nant, humans will remember a banana to appear to be a certain
yellow (which may also be a memory color). Furthermore,
these memory colors are not distributed across the extent of
perceptual color in any systematic way. Hence, their repre-
sentations must necessarily be made in a multivariant, three
dimensional, statistical sense and their rendering accom-
plished in a purely appearance or vision based color space.
Algorithms may be employed using visual mathematics
which ensure that the memory colors are specified in terms of
perceived colors.

In step 156, the enhanced lightness, chroma, and hue for
non-memory colors and memory colors are also computed. It
is noted that in the color space of the input image data, a given
memory color is not a single point within the space. To the
contrary, memory colors are regions within the color space
that are to be left at least perceptually unchanged, or much
less changed during the color transformations of the instant
methods to produce enhanced images. By way of example,
the memory color “flesh tone” is a range of colors correspond-
ing to the colors of very dark-skinned peoples of African
ethnicity to very light skinned Caucasians or Asians. Accord-
ingly, the memory colors are identified and characterized
such that the colors within this region will be left unchanged
or minimally changed in the color transformations.

Additionally, these memory colors may be characterized as
not having rigid, discrete boundaries; this may be done so that
in the color transformations to be performed, there is not a
discontinuity in the degree of color change at a boundary of a
memory color, as explained previously with reference to FI1G.
2. In one embodiment, the memory color may be modeled
using a probability distribution that provides a smooth tran-
sition from regions in the color space that are non-memory
colors to the region defined as the particular memory color.
Any smoothing function that changes the local multi-dimen-
sional derivatives smoothly will be satisfactory. The probabil-
ity distribution may use non-linear enhancement functions.
An exemplary overall non-linear function that may be used is
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In operation 160, the enhanced lightness, chroma, and hue
of'the visual color space are converted to enhanced CIE XYZ
tristimulus values. In operation 170, the enhanced CIE XYZ
tristimulus values are converted to enhanced RGB scalar
values with “white channel.” In operation 180, gamma cor-
rection of the enhanced RGB scalar values is performed to
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produce a 3DLUT containing enhanced RGB values with
white channel. The 3DLUT may then be used in the method
200 of FIG. 7.

FIG. 6 concludes with a simple statement 101 of the net
effect of the operations 110-180. The 3DLUT, which is of at
least three dimensions, is created as a discrete sampling of the
visual model and contrast/color/brightness HVS perceptual
improvement mathematics, and may include preservation of
memory colors. Referring also to FIG. 5, the at least 3DLUT
54 may be generated by the CPU 34 of the imaging system 30
according to an algorithm 52 stored in memory 36 or on the
readable storage medium 38. Alternatively, the at least
3DLUT 54 may be generated by another computing system
and uploaded to the system computer 32. The algorithm 52 of
FIG. 5 for generating the at least 3DLUT 54 may be algorithm
100 of FIG. 6.

FIG. 7 is a flowchart depicting one method for rendering a
color image in accordance with the present disclosure. The
method may be performed using the imaging system 30
depicted in FIG. 5. Referring again to FIGS. 5 and 7, in step
210, the 3DLUT 54, which may be produced according to the
algorithm 100 of FIG. 6, is loaded into the memory 36 or the
readable storage medium 38 of the imaging device 30. In step
220, the inputimage data from the source 50 is communicated
to the CPU 34. The input image data may be of a first input
color standard, and may be converted into an input color
specification for inputting into the at least three-dimensional
look-up table. In step 230, the input image data is processed
with an algorithm 56 that may be stored in memory 36, using
the at least three-dimensional look-up table 54 to produce
rendered image data. In step 240, the rendered image data is
output to the image display/projection device 40, and a high
brightness, high contrast, and high colorfulness image is dis-
played or projected in step 250. The image may include
human visual system perceptually accurate memory colors.
The method 100 may be repeatedly performed at a high rate
on sequences of image input data, such as at the rate of 24 or
48 “frames per second” used in digital cinema, or such as at
the rate of 30, 60, 120 or 240 frames per second used in
consumer displays.

Referring again to FIG. 5, and in one embodiment, the
3DLUT 54 of input colors and output colors may contain, or
the values therein may be determined from, the definition of
secondary colors, and enhanced lightness, chroma, and hues
to increase perceived colorfulness, contrast, or brightness to
compensate for the loss in perceived colorfulness, contrast, or
brightness due to addition of secondary colors by the image
rendering unit 40. In another embodiment, the 3DLUT 54 of
input colors and output colors may contain, or be determined
from, a transformation from a suboptimal viewing environ-
ment to an improved viewing environment including the
visual adaptation of the human visual system.

In another embodiment, the method may include providing
input image data 50 of a first color gamut, and an image
rendering unit 40 having a second, expanded or reduced color
gamut. The 3DLUT 54 of values of input colors and output
colors is generated, wherein the values in the 3DLUT 54 are
calculated based upon a visual model of the human visual
system, thereby expanding the input image data 50 to encom-
pass the second color gamut of the image rendering unit 40.

In another aspect of the invention, the image rendering unit
40 may be provided with some color modification capability
that is built in or embedded in hardware or software. For
example, the device may be provided with an algorithm to add
white or secondary colors, resulting in a loss of colorfulness,
and a distortion in the appearance of memory colors. In such
circumstances, the output values in the 3DLUT 54 are deter-
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mined such that the input image data 50 is processed to
compensate for the color modification performed by the
image rendering unit 40. The method may thus include pro-
viding the 3DL.UT 54 to adjust the color data in a manner that
shifts it in a direction within the color space that compensates
for the embedded color modification that is performed by the
image rendering unit 40. The 3DLUT 54 further comprises
processing the input image data to increase perceived color,
brightness, and contrast to compensate for the reduction in
perceived color, brightness, and contrast caused by the algo-
rithm for color modification in the image rendering unit 40.

In a more specific instance in which the image rendering
unit 40 includes an algorithm for creating secondary colors
from primary colors, the 3DLUT 54 may further comprise
compensating for the color modification performed by the
addition of the secondary colors in the image rendering unit
40. The values in the 3DLUT 54 may also be determined such
that the 3DLUT 54 further comprises processing the input
image data 50 to include chromatic adaptation of the human
visual system to a specified white point that increases the
brightness of the image rendering unit 40.

In another aspect of the invention, the image rendering unit
40 may unintentionally contain some color modification
capability resulting from variation in one or more parameters
of'the unit 40. For example, if the image rendering unit 40 is
an OLED display, then over the life of the display, color
modification may occur due to the differing life spans
between blue OLED and red and green OLEDs of the display,
as described previously herein. During the operation of the
OLED display, the differential color change between the blue
OLED and the red and green OLEDs will change the color
balance of the display if no countermeasures are instituted.

In such circumstances, the output values in the 3DLUT 54
may be determined such that the input image data 50 is
processed to compensate for the predicted decrease in lumi-
nance of the blue OLED. The method may thus include pro-
viding the 3DL.UT 54 to adjust the color data in a manner that
shifts it in a direction within the color space that compensates
for decreasing blue OLED luminance. The 3DLUT 54 further
comprises processing the input image data to increase per-
ceived color, brightness, and contrast to compensate for the
reduction in perceived color, brightness, and contrast caused
by the continual loss of blue OLED luminance.

The 3DLUT 54 may also adjust the colorfulness, contrast,
or brightness of the image to be produced to appear as it
would in an image from an analog film system or digital
system used in cinemas. It is known that film is generally not
designed to reproduce color as the eye sees it at the filming
site. (A color gamut 416 for film is shown in FIG. 3.) Instead,
the colors in film images have increased contrast and
increased colorfulness in anticipation of the viewing environ-
ment in which the film images will be observed. It is also
known that digital systems aim to match the look of film
images. Accordingly, the 3DLUT may be designed to provide
the same effect in a cinema.

The production of the 3D LUT 54 is not limited only to the
algorithm 100 of FIG. 6. Bit depth modification and interpo-
lation as described herein may also be applied to all of the
applications herein which include the use of 3DLUTs. The
3DLUT may vary in bit depth, depending upon the capacity of
the memory 32 and the processing power of the CPU 34. In
one embodiment, the 3DLUT may be a twelve bit table with
4096x4096x4096 discrete addresses containing three or
more color values of predetermined bit precision. In another
embodiment, some bits of the table may be used for interpo-
lation between adjacent values. For example, the final two bits
of respective adjacent table values may be used in interpolat-
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ing colors between them. Other methods of multi-dimen-
sional interpolation are known, and are included in embodi-
ments of implementing the 3DLUT. Additionally, the input
data may contain more than three primary colors such as
RGB. For example, the input data may contain RGBCMY
(wherein C=cyan, M=magenta, and Y=yellow), or some
lesser combination such as RGBCM. In such an instance, the
3DLUT could have outputs of RGBCMYW.

Depending upon the particular application, the algorithm
100, or other algorithms that may further include bit depth
modification and interpolation, may be used to produce more
than one 3DLUT. One factor that may be used to determine
the values in the 3DLUT is the set of characteristics of the
display or projection device. Referring again to FIG. 5, dif-
ferent 3DLUTs 54 may be produced for different image out-
put devices, for example, an LCD display 42, a lamp-and-
color-wheel DMD projector 44, and an LED DMD projector
46. The characteristics of the display or projection device 40
include the “color engine” of the device, and whether it
includes only RGB as the primary colors, or has more than
three colors. The 3DLUTs 54 may be losslessly compressed
to reduce storage use in the memory 36 of the image color
rendering controller 30.

Other factors pertain to the “surround,” i.e., the viewing
environment of the display or projection device 40, such as
the ambient lighting of the room in which the display or
projection occurs, and the lighting and/or surface immedi-
ately surrounding the display/projection screen. In general,
the 3DLUT values provide a displayed/projected image hav-
ing more contrast, brightness, and colorfulness for any “sur-
round”, i.e. viewing environment; for example, a particular
room lighting and any conversion from that room lighting to
an improved room lighting. If the room lighting is darker or
brighter than a desired level, the generation of the 3DLUT 54
may include a visual adaptation transformation to produce a
perception of improved viewing environment. The visual
adaptation transformation is based upon visual models that
may include models of the adaptation of the human vision to
viewing environments.

For example, in a dark room there is essentially no ambient
lighting (other than minimal safety and exit lighting), but
using a visual adaptation transformation to increase contrast
and colorfulness in a manner analogous to that used in motion
picture print film to provide the perception of an improved
viewing environment to an observer. As the room lighting
increases and the image brightness increases to about the
same level, the adaptation transformation is still needed
because it the room lighting is still not as bright as daytime
outdoor lighting, while the ambient lighting must be compen-
sated for. In summary, the visual adaptation transformation
implemented in the 3DLUT 54 uses visual adaptation models
to produce the effect of improved viewing environment.

Other factors in generating the 3DLUT 54 may include a
knowledge of the different sensitivities to colorfulness in
different worldwide regions, or the intended use of the dis-
played/projected images; for example, whether the images
are viewed in a video game that is being played, or viewed as
a movie or television program.

These multiple 3DLUTs 54, or a subset of them may be
stored in the memory 36 of the computer 32 of the device 30.
Additionally, data on the viewing environment factors 58 may
be stored in memory. The image device 30 may include a
keyboard (not shown) or other input device to access a user
interface (not shown) that may be displayed on the display or
projector 40 (or other user interface screen). The user inter-
face may offer the capability of inputting data on the viewing
environment factors 58, and/or other factors such that the
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optimum 3DLUT is selected from the stored 3DLUTs 54 for
the particular display or projector 40 and viewing environ-
ment. In that manner, the most perceptually optimal images
are provided to the user by the system 30. The 3DLUTs 54 are
effective for the enhancement of a variety of images, includ-
ing but not limited to games, movies, or personal photos.
Additionally, some improvement of grey scale images is
attained by the resulting contrast and brightness enhancement
thereof.

The 3DLUT 54 may be produced according to variants of
the method 200 such that it has additional or alternative
characteristics. The values in the 3DLUT 54 may be provided
to convert a first color gamut of an input image data set 50 to
encompass a second expanded or reduced color gamut of an
image rendering unit 40 that is connectable to the device 30.
The 3DLUT 54 may contain a transformation from a subop-
timal viewing environment to an improved viewing environ-
ment in which the color image is to be observed, including the
visual and chromatic adaptation of the human visual system.
The 3DLUT 54 may contain the definition of secondary col-
ors, and enhanced lightness, chroma, and hues to increase
perceived colorfulness, contrast, or brightness to compensate
for the loss in perceived colorfulness, contrast, or brightness
due to addition of secondary colors by an image rendering
unit 40 that is connectable to the device 30.

In another aspect of the invention, the methods of produc-
ing a color image may include input color standard transfor-
mation and color output calibration of the image rendering
device that is in use. This is best understood with reference to
FIG. 8, which is a schematic diagram of an alternative method
300 for producing a color image, which includes such color
output calibration. The diagram includes color output cali-
bration operations 350, 360, and 370; however, for the sake of
clarity, the entire method depicted in FIG. 8 will be described,
with reference also to FIGS. 6 and 7.

In operation 310 (“Gammal”), the input values of R, G,
and B are reverse gamma corrected to compensate for the
non-linearity of this input data standard, thereby producing
linearized scalar values R;, B;, and G,. This correction may be
done using the respective one dimensional lookup tables 311,
312, and 313. The input values of R, G, and B may be between
8 and 12 bits (314 in FIG. 8) inclusive. The output values of
R;, G,, and B, may have 16 bit resolution (315 in FIG. 8),
depending upon the architecture of the image color rendering
controller 32, and also upon the need for the greater bit depth
of the imaging standards being used. The input R, G, and B
values may be provided from various devices, such as a video
camera having an output in accordance with standard BT.709.
In such circumstances, the value of gamma used in the cor-
rection may be 2.2. The input R, G, and B values may be
provided in accordance with other imaging standards, and
other values of gamma and other 1D lookup tables 311, 312,
and 313 may consequently be used in the reverse gamma
correction as needed.

In operation 320 (“Color Transform™), every color value in
the image data stream 319 represented by aunique R,, G,, and
B, combination is then operated on by a 3x3 matrix deter-
mined by the particular imaging standard being used to per-
form a color transformation to R;,, G,,, and B;, values that are
linearized scalar values referenced to the standard BT.709.
The R,;, G,,, and B,, values may be provided with a bit reso-
Iution of up to 16 bits as indicated in FIG. 8.

In operation 330, (“Gamma?2”), the values of R,;, G,,, and
B,; are gamma encoded to re-introduce a non-linearity into the
processed data, thereby producing gamma encoded values
R;;;s Byis and Gy, for input to the 3D color tables. This encod-

ing may be done using the respective one dimensional lookup
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tables 331, 332, and 333, using a gamma encoding factor of
1/2.2, in one embodiment. Other factors may be suitable,
depending upon the particular imaging standards being used.

The resulting values of R;,;, B,;;, and G,,; may be reduced to 10
bit resolution as shown in FIG. 8, to enable sufficiently fast
subsequent processing using the 3D color tables 54. The
gamma encoding enables a reduction in the number of bits
from 16 for linear data to much less for gamma encoded data,
such as 10 bits, without artifacts. This makes the at least 3D
table much smaller. It is effective to use fewer gamma
encoded bits because the eye sees image data in a manner
analogous to a gamma encoder.

In operation 340, the three dimensional color tables 54 are

used to process the R, B,,,G,,; data to produce output image
R, B,,G,,W,, data for display or projection. In this embodi-
ment, the table 54 is 3D in (RGB) and 4D out (RGBW). Other
table structures of at least three dimensions may be used,
depending upon the particular application. Additionally, for
the sake of simplicity of illustration, there is only one table 54
shown in FIG. 8; however, it is to be understood that there is
a first 3D LUT for determining R,,, a second 3D LUT for
determining G,,, a third 3D LUT for determining B, , and a
fourth 3D LUT for determining W,,, where a white channel is
implemented. In this embodiment, the white could be for an
OLED display, or the signal that drives the combination of
RGB to make the image rendering device brighter. Alterna-
tively, the white could be replaced with cyan, or some other
color in a four-color image rendering device, such as a four-
color TV. The R, B, G, W,, data may be provided at a 12 bit
resolution as indicated in FIG. 8.
Atthis point, the R, B, G, W, data, including the addition
of white for increased brightness or color management of
OLED devices may represent a generic display with typical
color primaries and linearity. Additionally, however, further
operations may be performed to further optimize the R, B,, -
G,, W,,, data by calibration for the particular image rendering
unit (display or projector) 40 that is in use. The measurement
or specification of this particular image rendering unit 40 can
be done in manufacturing on done on-site by a technician with
conventional linearity and primary color measuring tools.

Referring again to FIG. 8, in operation 350 (“Gamma3”),
the R, B,,G,,W,, data is first reverse gamma-corrected to
produce R, B, G, W, data. This correction may be done using
the respective one dimensional lookup tables 351, 352, 353,
and 354. The output values of R, G,, B,, and W, may have 16
bits. The value of gamma used in the correction may be 2.2, or
another value in accordance with the gamma encoder 310.

In operation 360 (“Color Calibration™), every color value
in the image data stream 359 represented by a unique R, G,,
B,, and, and in many cases, W, combination is then operated
on by a 4x4 matrix. This 4x4 matrix is produced for and is
unique to the particular image rendering unit 40 of FIG. 5 that
is in service. The matrix is calculated from measured or
specified values that define the color primaries of the particu-
lar image rendering unit 40. The purpose of the operation is to
convert from the assumed or generic color primaries in the at
least 3D color table to the actual ones in the image rendering
unit 40. The visual effect is to adjust for white and the rest of
the colors so they are not “tinted” (e.g., a little yellow or blue),
because the image rendering unit may have slightly different
color primaries than were assumed in creating the at least 3D
table. For standard televisions or projectors, those assump-
tions are in accordance with the aforementioned BT.709 stan-
dard, because most TVs, displays, and projectors adhere to
this standard. A given image rendering device may be tinted,
e.g., more yellow, however so the calibration matrix compen-
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sates for that variation. The R, G,,, B,;, and W, values may
be provided with a bit resolution of up to 16 bits.

In operation 370, (“Calibration”), theR,, G,,, B,,, and W ,
values are gamma encoded to introduce the correct non-
linearity into the processed data for the image rendering unit
40, thereby producing the R ,;, G,;;, B,;;» W,;; values that,
when used by the particular image rendering unit 40 to project
ordisplay the image, produce chosen non-linearity defined by
the 3D table. This encoding may be done using the respective
one dimensional lookup tables 371,372, 373, and 374. In one
embodiment, a gamma encoding factor of 1/2.2 may be used.
Other factors may be suitable, depending upon the particular
imaging rendering unit 40. The resulting values of R,;, G,;;,
B,,» W,,; may be output having between 8 and 12 bit resolu-
tion as indicated in FIG. 8.

In another aspect of the invention, the problem of display-
ing high quality images on a portable display device over an
extended period of time is solved by modifying the primary
colors of the display device such that the resulting new pri-
mary colors are more efficient. This enables power to the
device to be reduced, such as by using a lower power light
source (for a liquid crystal display), or by using a lower power
lamp or lower power LEDs or OLEDs of primary colors or
white. This results in less heat production and less other
display management costs.

In certain embodiments, adaptive color processing is used
to improve image quality in any ambient lighting. The red,
green, and blue primary colors of the display are redesigned
to provide increased efficiency and brightness. This enables
reducing power consumed by the display back to the initial
brightness levels of the unmodified display.

Itis known that when the brightness of a display is reduced
in dark and dim lighting, the color is also reduced. To the best
of'the Applicants’ knowledge, heretofore there have been no
satisfactory methods to address that problem. The redesigns
of color primaries as referenced above are accompanied by
significant losses in color saturation. These losses are recov-
ered through the use of three dimensional lookup tables
(BDLUTs). The Applicants 3DLUTs are determined using
visual models as described previously herein, which provide
completely independent output color design capability to
compensate for color losses in different ambient lighting.
These models of the human visual system include chromatic
visual adaptation. The application of the Applicants’ methods
of defining and using 3DLUTs to power savings in displays
will now be explained.

In the instant methods, color losses are compensated for
when display brightness is reduced; and for smaller gamut
displays, color losses are compensated for when color prima-
ries are adjusted to be more efficient, i.e., brighter, for power
savings. There are a variety of ways to modify the sources of
primary colors of a display to make it more efficient and to
increase brightness. In an LCD display comprising a back-
light, because power and brightness are directly related, the
brightness increases can be used directly to reduce power. For
example, a 100% increase in brightness can be used to
decrease power 50%, according to the equation

PR=1-1/B

where PR is the power reduction and B is the decimal bright-
ness. It can be seen that for a 100% brightness increase, i.e., a
doubling of the brightness, B=2.0 and PR=0.5=50%.
Although a number of methods to modify the color prima-
ries have been suggested by others for mobile devices, they
have all been difficult to implement because they cause a
significant loss in color saturation and color hue errors while
lacking methods to restore the colorfulness of the display.
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In contrast, the methods disclosed herein restore the color-
fulness for modified chromaticity color gamuts and desatu-
rated color primaries. The methods of color mapping use
3DLUTs, which are determined using visual models and
colorfulness increases based on visual compensation for 3
ambient lighting losses in colorfulness. Using visual models
and compensation for colorfulness loss in various ambient
lighting is a preferred approach to restore the colorfulness
with color primary changes, because the color increases are
very natural perceptually, since they represent what colorful-
ness a human observer would perceive in better lighting con-
ditions. The use of visual models enables smooth increases in
colorfulness throughout the full color gamut volume at all
brightness levels.

In building a 3DLUT, a gamut mapping method is also
used, which avoids loss of detail due to brightness and hue
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and the color gamut with added white is reduced significantly.
In analyzing this approach, it was discovered that a better
approach is to add white and brightness adaptively with more
white added to less saturated pixels. This allows more white
and brightness increase on average with higher overall power
savings and less loss of color saturation and gamut prior to the
use of the Applicants’ 3DLUTs to produce the output images.

Results from one example of adding static amounts of
white to every pixel of an image indicated a brightness
increase of 105%, which corresponded to a power savings of
about 51%. In contrast, using the Applicants’ 3DLUTs
resulted in the calculated colorfulness from the loss in color
gamut (compared to the sSRGB color gamut) due to adding
white increased from 22.6 to 43.3 or an increase of 91%.
These results are summarized in TABLE 1.

TABLE 1

Comparison of brightness, power savings and colorfulness for sSRGB and static
white sub pixel amounts using optimal block dyes and chromatic adaptation to
the new white point with differing amounts of added white for each primary.

Colorfulness
Measure without

Colorfulness
Measure with

% use of 3DLUTs  use of 3DLUTs
Color U % Open Lightness Brightness Power and chromatic and chromatic
Primaries White (lux) Increase  Savings adaptation adaptation
sRGB 14.6 0 0 22.6
Optimal 10% Blue 29.9 105% 51% 23 43.3
Block Dyes  20% Red

30% Green

changes that are common in more standard gamut mapping
approaches. This is beneficial because there are significant
color gamut issues with modified chromaticities. (See for
example, Daly, et al., “Gamut Mapping in LCD backlight
compensation”, 16™ Color Imaging Conference, May 31,
2011.)

In certain embodiments of the instant method, significant
brightness increases and power savings are achieved by add-
ing an adaptive and controlled amount of white in a 4% sub
pixel to an image display of a standard backlight LCD dis-
play; while restoring the corresponding losses in colorfulness
by the use of the Applicants’ 3DLUTs. Because the added
white and increased brightness is adaptive and different for
every pixel in a given image, the brightness increase and
resultant power savings are image dependent. As will be
explained, more power savings are available for images that
are of lower color saturation and/or more black and white
with less color. A brightness increase map for an image will be
provided, with the average power savings equalto (1-1/B,,..),
where B,,. is the average new brightness increase. Accord-
ingly, a 100% average brightness increase has a B,,,,=2.0 and
a power savings of 50%, as noted previously. In practice, the
desired power savings may be set to an amount selected
through analysis of a typical set of images. For any given
image, if the selected power savings to be attained is too high,
the image will be slightly dimmer, and if it is too low the
image will be slight brighter. To compensate for a slightly
dimmer image, the power savings may be biased lower that
the optimum available amount to provide some extra bright-
ness in the overall processing and the resulting images.

As an alternative method, the Applicants have considered
adding static amounts of white to every pixel of an image,
thereby decreasing the color saturation for all levels of pixel
saturation. This requires the most color restoration because
the most saturated pixels lose a significant amount of color
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As will be explained presently, this colorfulness measure is
linear with the colorfulness ranking by users for a large
sample set of images. Power savings may be achieved by
adding white (or “open filter” regions in LCD displays) to
each pixel with high color saturation using the Applicants’
3DLUTs and chromatic white point adaptation. FIGS. 14A-
14C show image processing results from the instant method
that is summarized in TABLE 1. FIG. 14A is an original
sRGB image that may be displayed by an imaging device at a
given level of power consumption. FIG. 14B is the image that
results from adding 10% white to blue, 20% white to red and
30% white to green for each pixel of the image. In an LCD
display, the additions of white can be made by increasing the
transmittance of the respective color filters for the red, green,
and blue subpixels. The increase may be accomplished by
increasing the transmittances within the existing filter wave-
length ranges, or by broadening the spectral ranges that the
filters will pass (i.e., transmitting “less pure” red, green, and
blue), or by a combination of these. Alternatively, a white
subpixel may be added to each pixel, or “open filter” regions
surrounding the red, green, and/or blue subpixels may be
added to each pixel. In addition to the addition of white to the
image of 14B, the power provided to the backlight ofthe LCD
display has been reduced. This results in an image that has
approximately the same brightness as the image of FIG. 14A,
but at a significantly reduced power consumption.

However, it also can be seen that the addition of the respec-
tive amounts of white to the red, green, and blue subpixels has
resulted in the image of FIG. 14B being significantly desatu-
rated. FIG. 14C depicts an image that has been further pro-
cessed using one of the Applicants’ 3DLUTs. The color res-
toration is significant over the unprocessed image in FIG.
14B, illustrating the effectiveness of the Applicants’ method.
The overall colorfulness of the image has been restored to a
level comparableto that of FIG. 14 A, but at approximately the
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reduced power consumption level of FIG. 14B. The overall
power savings of this example is 51%, as indicated in TABLE
1. Hence by the use of the Applicants’ 3DLUTs and chro-
matic adaptation, power consumption by the display is
reduced while maintaining high quality color images.

Although the above analysis is for a backlight LCD display
with a white LED light source, the instant methods applies to
any display technology such as OLED, laser, RGB LED
display, and displays with inherently large initial color gam-
uts such as those with nanotechnology color primaries. In
each case the 3DLUTs will need to be modified depending on
the display physics, but results similar to those above will be
achieved. Additionally, the larger the starting color gamut of
the display, more power savings can be achieved. The above
example is based upon adding a static amount of white for
each pixel, so the loss in color saturation is throughout the
color space.

From a comparison of colorfulness values in TABLE 1
before and after color processing with the Applicants’
3DLUTs, it can be seen that the applicants’ method can
produce the same overall CieCamO2 perceptual colorfulness
volume for a color gamut that is greater than 50% smaller in
CieLuv. This is one way in which power savings can be
achieved and it also shows that by using the Applicants’
method, the cost of an acceptable display can be reduced
significantly with a much smaller color gamut.

Examples of Display Power Savings

1.) Summary of Examples—General Principles

Certain aspects of the Applicants’ methods to increase the
efficiency and thus reduce the power consumption of a color
display will now be described in further detail by way of
examples. In the following disclosure, it is noted that all
examples and their analyses were made by image simulation
and visual analysis. Although no actual display hardware was
modified, the Applicants believe that the analyses disclosed
herein result in the same conclusions as would be reached if
modifications were made to a display and then display image
data were obtained.

In the following examples for an LCD display, an adaptive
amount of white was added to each pixel of a given image to
increase brightness. The average brightness increase for each
image was then calculated and used to estimate the power
savings for that image. The added white was assumed to be
provided by a4” | controllable pixel that was either produced
by a 4 clear filter with full transmittance of the backlight
white, or a time-dependent white light segment being a por-
tion of the exposure time of a pixel, or possibly a separate
white light source that is added to the pixel exposure. Adding
a white sub-pixel in image displays has been disclosed in a
variety of technical papers including “Review paper; Multi-
primary-color display: The latest technologies and their ben-
efits ~ Teragawa, et all, SID20.1.1.

In one aspect of the power savings invention, the Appli-
cants’ 3DLUTs are used to restore color as shown by the
change in the image of FIG. 14B to FIG. 14C. Additionally, in
certain embodiments, a unique pixel dependent addition of
white that is a function of the original pixel saturation is
applied to the image. In certain embodiments, a Gaussian
function of pixel saturation may be used to calculate the
pixel-dependent amount of added white, with less white
added as the original pixel saturation increases. Advanta-
geously, this pixel dependent addition of white helps to pre-
serve the original color gamut of the display, and only desatu-
rates the pixels that have lower original color saturation.

The calculation of this Gaussian white value can be imple-
mented in real time on images so that the power savings can
be achieved image-by-image using a single one of the Appli-
cants’ 3DLUTs. The Applicants have found that grey scale
images with the least amount of color have the most power
savings, because the amount of added white and brightness
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increase was highest for grey, neutral pixels. The maximum
amount of added white at the peak of the Gaussian function
and the width of the Gaussian function in color saturation
were varied in the analysis to study and compare the resulting
image quality and power savings. Two different levels of
maximum white were examined: 1.0 and 2.0, with 1.0 mean-
ing the maximum white added was equivalent to the white
attained from the combination of the red, blue, and green
primary colors of the display; and 2.0 meaning the added
white was two times greater than the white attained from the
combination of the red, blue, and green primary colors of the
display.

It will be apparent that other levels of maximum white may
be suitable for achieving a desired level of power savings. It is
also to be understood that other decreasing functions can be
used to define the pixel-dependent amount of added white,
which achieve satisfactory power savings results. The present
invention is not limited only to Gaussian functions.

Since aclear filter of an LCD display will have much higher
transmissivity than the combined red, green, and blue filters,
it is noted that in certain embodiments, this maximum added
white may be increased even beyond the 2.0 factor. Higher
factors may be advantageous when actual hardware displays
are modified to implement this adaptive white image display
and power saving method.

2.) Summary of Examples—Images Analyzed

Ten images were analyzed in this study. The range of power
savings achieved was from 36%-50% for an added white
maximum of 1.0; and 53%-67% with an average of 64% for
the ten images for an added white maximum of2.0. As will be
seen from the image comparisons to be presented subse-
quently, no loss in total color gamut or visual color quality
occurred after application of the Applicants’ 3DLUTs and
chromatic adaptation. This illustrates the value of using the
instant adaptive white method over the previously referenced
static white method, which had a power savings of 51%. It is
also in agreement with the Applicants’ previously disclosed
apparatus and methods for displaying a color image, which
provide the most increase in color saturation for low and
mid-level saturated pixels to improve the average visual color
ofimages. Itis also consistent with image statistics in general,
which indicate that pixels of images predominantly have low-
to-mid level color saturation. It can be seen that the Appli-
cants’ power savings method is supported by image statistics
in that advantageously, the greatest brightness increase and
the greatest power savings occur in the most common pixels.

It is noted that the Applicants’ adaptive white method may
be applied to any display that has a controllable 4” white sub
pixel with time or area segmentation and any starting color
gamut. Static or mobile liquid crystal displays, plasma dis-
plays, OLED displays, and projectors with time dependent
control of primary colors are all display technologies in
which the Applicants’ power savings methods may be imple-
mented. In terms of commercial products, and without limi-
tation to the following list, the Applicants’ power savings
methods may be applied to televisions, computers, tablets,
cell phones and games.

3.) Image and Color Primary Modification Methods

The steps of modification of the primary colors and for
subsequent image modification will now be described. These
steps were used in the examples described subsequently, and
are also applicable in general to power savings in the above-
recited displays.

(a) The color primaries of the display are to be defined. The

display may have sRGB color primaries.

(b) An amount of white is added to each RGB pixel to
increase the brightness, T, below. The amount of white
is adaptive, i.e., for any given pixel, the amount is depen-
dent upon the level of color saturation of that pixel. The
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amount of white added as a function of color saturation
may be determined from the following equations:

T, = min(rgb) 5

T =zx(T1)

where

“min(rgh)” means the minimum common value; for
example, in the preceding example where the additions of
white were 10% white to blue, 20% white to red, and 30%
white to green, “min(rgb)” is 10%.

x and y are the pixel chromaticity values;

x,, and y,, are the chromaticities of the white point;

A is a chosen parameter that specifies the maximum white
added at the white point; and

o, and o, are chosen parameters that specify the width of
the Gaussian in chromaticity.

The two dimensional Gaussian z function is shown in FIG.
15 for a white point (x,,, y,,) 0of (0.0,0.0) and o, and o, values
of 1.0. The value of this function at a o value radius of 1.0 is
0.367 and at a o value radius 0f 2.0 is 0.0183, illustrating the
decrease in added white as the pixel value moves out in color
saturation.

(c) The dependence of the total gamut volume in CieLUV
color space, the relative luminance increase and the
power savings were analyzed for various Gaussian o
values and plotted in FIG. 16. This FIG. shows that the
total color gamut is preserved, as indicated by gamut line
502. It can also be seen that most of the added luminance
504 and power savings 506 are achieved with alog 10 o
value of -0.6, which is equal to a o value of 0.25.

This is a noteworthy o value because it is a chromaticity
radius that is well inside the sSRGB chromaticity plot as shown
in FIG. 17. The circle 508 within the color gamut 510 indi-
cates that that the majority of the white is added to lower color
saturated pixels that are closer to the display white point (D65
for sSRGB), and that the more saturated pixel have no added
white so the maximum color saturated pixels are not desatu-
rated. This is highly consistent with the Applicants’ color
processing methods in general because it is most effective in
increasing the low and mid-level pixel color saturation to
raise the average color saturation of images.

(d) Grey-level images were created showing the amount of
brightness increase for each pixel and the average
brightness increase from those images was used to cal-
culate the average image power savings. The average
image power savings are shown for two exemplary
images in TABLE 2.

—
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TABLE 2 55

Power savings for two exemplary images for maximum added white
values of 1.0 and 2.0 and Gaussian chromaticity sigma value of 0.25

PHOTOGRAPH SET POWER SAVINGS (%)

FIG. NO. SUBJECT MATTER A=10,0=025 A=20,0=025

19D
20D

46
49

63
66

Sea of Flowers
Snow

(e) The Applicants’ 3DLUTs and chromatic adaptation
were used to restore the loss color saturation in the
images to which white was added. FIG. 18 shows the

65
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colorfulness measure with the Applicants’ color image
processing (plot 512) and without (plot 514), illustrating
the color restoration capability of matching the colorful-
ness for a display with half the total color gamut. The
Applicants’ color image processing includes lowering
the white point of an image to better match the bright-
ness of white and saturated colors in the image to help in
color restoration. Two exemplary images resulting from
the Applicants’ color image processing are shown in
FIGS. 19C and 20C and will be described next in further
detail. They represent the final brightness of each pixel
after power savings and the use of the Applicants’
3DLUTs and chromatic adaptation.

4.) Simulation Image Analysis and Colorfulness Measure

In one study, in order to judge the effectiveness of restoring
the lost color saturation for the Applicants’ power savings
image processing method, ten experimental images were pro-
cessed. In addition, a colorfulness measure was calculated
that has been shown to be linear with visual rankings across a
large number of image types by the Munsell Color Science
Laboratory (MCSL) in the Rochester Institute of Technology.
This is an important factor in the analysis of the images
because the chromaticity color saturation of image pixels are
clearly being reduced; in order to achieve favorable percep-
tion by a viewer of the image, it is important for to replace that
loss in color chromaticity with a measure that is more related
to how users see the color quality of the modified panels. The
colorfulness measure used in the analysis is not a color gamut
area, but rather a statistical measure of how colorful a set of
images would be to users throughout the full color gamut
volume. It has been shown to be a good measure of visual
rankings with a nearly linear relationship from a long history
of empirical psychophysical data consolidated from many
researchers in the field and under many viewing conditions.
This was developed by the CIE in CIECAMO2 which in turn
was based on the work of many people and discussed in Color
Appearance Modeling for Color Management Systems, CIE
Technical Conference 9-01, 2002 by Mark Fairchildand R W
Hunt. It is also known generally as a color appearance stan-
dard.

Using the Applicants’ 3DLUTs that can boost the color
saturation using visual models for midrange color saturation
levels, this average colorfulness can be increased for any
color gamut. Keys for this colorfulness measure are that it is
linear with visual rankings and that it covers all of a three-
dimensional visual color space, not just a planar slice show-
ing primary vector projection boundaries. It is believed to
much better represent an image viewer’s color experience for
a system than the chromaticity gamut boundary. The Appli-

0 cants have found that including their color image processing

for a small color gamut display produces image results that
are more colorful than a 100% larger color gamut display.

5.) Gamut Mapping Method and Hue Preservation

The methods of these analyses can result in hue shifts inthe
resultant images processed by the Applicants’ methods unless
the gamut mapping, increased color saturation processing
and the addition of white to increase brightness are carried out
in a non-uniform hue color space. The gamut mapping com-
ponent of the lack of hue preservation was reported by Daly,
et al in “Gamut Mapping in LCD backlight compensation”,
167 Color Imaging Conference, May 31, 2011. Others who
have attempted to use added white for extra brightness have
also faced hue shifts. This is because processing in XYZ
chromaticity color space for added white can modify hue
significantly because the I hue path in XYZ chromaticity
color space is not a straight line between the color primaries
and backlight white; in fact it is not a line at all but rather a
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curved path. For this reason all the gamut mapping, white
addition and use of the Applicants’ 3DLUTs to increase satu-
ration were done in a uniform hue color space known as IPT.
This color space was first defined by Fairchild and Ebner at
the 1998 CIC Conference “Development and Testing of a
color space (IPT), with Improved Hue Uniformity”. The
Applicants’ 3DLUTs are defined in this IPT color space. This
enables the lost colorfulness from the addition of white to be
restored without artifacts.

6.) Adaptive White Using a Gaussian Function of Pixel
Color Saturation—Image Results

Ten images were analyzed ranging from black-white text to
highly colorful images to illustrate the variation in power
savings and resultant image quality. This was done both for a
maximum added white at the display white point of 1.0 and
2.0. The power savings are shown in FIG. 16. Two exemplary
image sets from the ten images of the study are provided in
FIGS. 19A-19D and 20A-20D. In the image sets, only the
restored image results for a maximum added white value of
2.0 are shown because they are visually equivalent to the
restored images for a maximum added white value of 1.0.

There are sets of four images shown for each of the two
exemplary images that were among the ten included in the
analysis: original images are shown in FIGS. 19A-20A; origi-
nal plus added white without the Applicants’ color image
processing are shown in FIGS. 19B-20B; original plus added
white with the Applicants’ color image processing are shown
in FIGS. 19C-20C; and grey scale luminance images showing
a luminance increase are shown in FIGS. 19D-20D. It can be
seen in particular from the pair of original images 19A and
20A in comparison, respectively, to the images of FIGS. 19C
and 20C that include processing with the Applicants’
3DLUTs, that the latter images are highly saturated and of
superior image quality, while achieving the previously
described power savings.

7.) Additional Display Modifications and Examples

In certain embodiments, a display may be modified to
reduce power consumption, or to make it brighter while using
the same amount of power but also having a resulting smaller
color gamut. The modification that is made is dependent upon
the type of display. As was described previously, in a liquid
crystal display, the red, green, and blue color filters may be
changed to make them more transmissive, i.e. to allow them to
pass more light within a wavelength range, or a broader
portion of the spectrum. Alternatively or additionally, the size
of'the color filters may be reduced to cover less area in a pixel,
thereby allowing more white light to pass. This may have the
effect of having a fourth white subpixel, with red, green, and
blue being the colored subpixels. Alternatively or addition-
ally, during the duty cycle of operation of a pixel, some of that
duty cycle may be used to have all three primary colors on to
produce added white.

Alternatively or additionally, a white light source may be
added that is independent of the operation of the primary
color light sources. For LED displays, this may simply be
adding a white LED to each pixel. For LCD displays having
white backlights with color filters, this may be done by pro-
viding a second light path that allows the primary color light
to pass through the filters, or that adds to the filtered light.

Alternatively or additionally, the modulator of the display
may be modified so it lets more primary color light through
and out of the display. This may be done at the expense of
introducing color cross-talk to the red, green and blue color
primaries, which may combine to change the color gamut of
the display. This may be addressed by displacing the color of
the red primary toward green, for example, which will shrink
the color gamut.
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Alternatively or additionally, a material change in the dis-
play optics may be made that causes more light to be diverted
outward through the display modulator. Although this may
result in some color crosstalk that makes the initial RGB color
primaries less “pure.”

Alternatively or additionally, in an LCD display, the power
of the white backlight may be increased beyond the linearity
of'the LCD modulator so that color primaries are changed and
their brightness is increased.

The above descriptions of modifications to a display for the
stated purposes are meant to be exemplary and not limiting.
Other modifications to a display are contemplated.

The effects of these display modifications may be compen-
sated for by using three dimensional color tables as described
previously and as will now be further illustrated using certain
additional examples.

FIGS. 9 and 10 depict one option for solving the problem of
displaying high quality images on a portable display device
over an extended period of time within the constraint of
battery life. More specifically, FIG. 9 is a graphical represen-
tation of a chromaticity diagram, including a first color gamut
transformation that enables a reduction in power consump-
tion by a display, in accordance with the present invention. If
the display is powered by a battery, the life of the battery is
extended as a result of the reduction in power consumption.

Referring first to FIG. 9, the color gamut 430 of a display
device is shown. In a first step to reduce the power used by the
display, a color gamut transformation may be performed by
changing the primary colors 431, 432, and 433 of the color
gamut 430 to new primary colors 441, 442, and 443, which
define a new color gamut 440. In certain embodiments, the
transformation may be performed by “rotating” the color
gamut 430 as indicated by arcuate arrows 434 to produce the
new color gamut 440. In certain embodiments, the color
gamut 430 may be rotated around the white point, which may
be D65. Transforming the color gamut 430 to color gamut 440
having primary colors 441, 442, and 443 has the effect of
increasing the white point of the new color gamut 440 when
an optimal selection of primary colors 441, 442, and 443 is
made.

Itis noted that in general, when a color gamut is rotated, the
wavelengths that are transmitted are expanded. For example,
if red is displaced toward blue via clockwise rotation, then
blue is added to the red primary color, making it brighter.
Likewise for the blue and green primary colors. To further
illustrate this point, it is noted that the “midpoint” colors cyan,
magenta and yellow are brighter than red, green and blue.
Additionally, if the white point is increased by rotating the
color gamut, the color of the white may be changed, i.e. tinted.
The Applicants’ methods described herein accommodate
such a change, correcting the color of an image to the desired
appearance.

In addition to this color transformation, the transmittance
of the screen of the display device (such as an LCD display)
is increased. For the display of a given image, a color correc-
tion is applied to input image data in accordance with the
methods previously described in this specification. The color
correction may be performed according to two different pro-
cedures. In a first procedure, the extra brightness of the dis-
play resulting from the increase in screen transmittance is
maintained, and visual color adaptation using an at least
three-dimensional lookup table is performed to adjust the
output color data to the new white point of the new color
gamut 440. An image is displayed from the color-corrected
output image data.

If the new white point of the new color gamut 440 is too
different from D65 white, the resulting colors within the new
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color gamut may appear tinted to an observer of the display. In
such circumstances, a second procedure for color correction
may be used. In this second procedure the white point of the
new color gamut 440 is mapped to the original D65 standard.
This will result in the loss of some brightness, but not to a
degree that is perceivable by an observer. As in the first
procedure, color correction is performed using an at least
three-dimensional lookup table to adjust the output color data
to correspond to the mapping of the white point of the new
color gamut 440 to the D65 white. The output color data is
shifted so that to an observer of the display, it looks correct
with respect to the new white point. For example, if the new
white point has a yellowish tint, then the colors are shifted
accordingly toward yellow (i.e. a combination of red and
green that is equivalent to yellow).

Referring to FIG. 10, these options are shown in a 2D slice
of the three-dimensional color volumes in the color gamut
transformation depicted in FIG. 9. The slice depicts the red
and green primary colors. The color values of the original
color gamut 430 are bounded by the four line segments 435-
438. The green primary color G is at the intersection of line
segments 435 and 436, and the red primary color R is at the
intersection of line segments 437 and 438. The white point W,
which may be D65 white, is at the intersection of line seg-
ments 436 and 437.

The color gamut 430 is transformed to color gamut 440 as
shown in FIG. 9, and the brightness of the display is increased
as described above, resulting in new color values of the new
color gamut 440. The new color values include a new maxi-
mum brightness white point W+, with the white point W of
the original color gamut 430 being among the new color
values. The new color values also include a new red primary
color at R' and a new green primary color G+, which are
brighter due in part to the increase of the brightness of the
display. In an LCD display, the increased brightness of the
respective primary colors may be attained by using more
transmissive filters for filtering the backlight of the display, as
described previously.

With the increased brightness of the new white point W+,
the power to the backlight of the display may be reduced,
thereby reducing display power consumption. When this is
done, a new red primary color R+ results, and the new color
values are bounded by line segments 445-448. It is noted that
a similar effect occurs for the green primary color G, which is
not shown for the sake of simplicity of illustration. The pre-
viously described first and second procedures may be per-
formed to effect a color correction.

In the first procedure, the maximum brightness white W+
may be maintained for use in the display, with visual color
adaptation using an at least three-dimensional lookup table
being performed to adjust the output color data to the new
white point W+. New color values in region 442 are added to
the color gamut of the display.

In the second procedure, color mapping is done to map the
maximum white W+ back to the original D65 white W. Addi-
tionally, a three-dimensional lookup table is used to obtain a
smooth color mapping to the original D65 white with the new
R+ and G+ primary colors, as indicated by line segments 441
and 444.

Itis noted for both of the above first and second procedures,
a small region of color gamut 449 is lost in these transforma-
tions. This loss of color gamut is not significant with respect
to perception by a user of the display.

FIG. 11 is a graphical representation of the chromaticity
diagram of FIG. 9, including a second color gamut transfor-
mation that enables a reduction in power consumption by a
display, in accordance with the present invention. A color
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gamut 450 of a display is shown. Additionally, regions 451,
453, and 455 near respective primary colors 452, 454, and 456
are shown as denoted by ellipses.

In a color transformation to a new color gamut, new pri-
mary colors are selected, wherein each of the new primary
colors is selected within the regions 451, 453, and 455. For
example, a new color gamut 460 is shown comprising new
primary colors 462, 464, and 466. The new primary colors are
chosen for increased efficiency in that brighter new primary
colors are chosen. By choosing such brighter primary colors,
the power to the display may be reduced. The regions 451,
453, and 455 may be larger than as shown in FIG. 11, or
shaped differently. Additionally, more desaturation of a
single primary color, such as blue, may be used. The desatu-
rated color is brighter, and hence the power to the display may
be reduced.

As in the previous embodiment depicted in FIG. 10, if the
new color gamut 450 is close to enclosing the RGB values of
sRGB that is beneficial. More saturation is also beneficial, but
may occur at the expense of efficiency. In other words, there
is a tradeoff between preserving as much saturation as pos-
sible while also obtaining the brightest primary colors, which
enable the reduction in power consumption. The Applicants’
adaptive method using 3DLUTs is effective because it does
not add white to the most saturated pixels, thereby preserving
the primary colors and overall color gamut, while adding a
greater amount of white to the average pixel to maintain
brightness while reducing power consumption.

Any color values within the new color gamut 460 may be
corrected by the use of three dimensional lookup tables
according to the methods described previously in this speci-
fication. The methods described and shown in FIG. 10 with
regard to a new white point and increased brightness are also
applicable to the color gamut 460. As described previously,
because the primary colors of the new color gamut 460 are
brighter, the power to the display may be reduced while
maintaining the original brightness of the display.

FIG. 12 is a two-dimensional “slice” of the three-dimen-
sional color volume resulting from a third color gamut trans-
formation in accordance with the present invention. In this
transformation, the transmittance of one primary color in the
display is increased. In other words the brightness of the one
primary color is increased. In an LCD display, the increased
brightness of the primary color may be attained by using a
more transmissive filter for filtering the backlight of the dis-
play.

Referring to FIG. 12, and in the example depicted therein,
the original color values of the color gamut of the display are
bounded by line segments 471, 472, 473, and 474, with a D65
white point. The brightness of the red primary color is
increased from R to R' as indicated by arrow 475. This results
in a new white point 476 that is brighter but appears to have a
reddish tint to an observer of the display.

One of several color corrections may be performed at this
point. In a first correction, the backlight of the display is
reduced, thereby reducing the power of the display. Addition-
ally, chromatic adaptation from a visual model of the human
visual system is used to produce an at least three-dimensional
lookup table, which is used to adjust the output color data to
the new white point 477 of the new color gamut of the display.
The “slice” of the new color gamut produced by this color
correction is bounded by line segments 478, 479, 480, and
481, and the red and green primary colors are R" and G'.

In asecond color correction, the original D65 white may be
mapped to a new dimmer white 482 as indicated by arrow
483. In this color correction, the new maximum brightness
may remain as a reddish white which may be similar to
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reducing the white point, i.e., the maximum red brightness
may appear very red. A slightly reddish white for the white
point is acceptable to an observer with the use of the Appli-
cants’ 3DLUT with chromatic adaptation to shift all the col-
ors toward red, thereby maintaining the visual color relation-
ships of the image as perceived by the observer.

In a third color correction, a combination of the above first
and second color corrections may be performed.

FIG. 13 is a graphical representation of an exemplary set of
color gamuts in which the saturation of primary colors is
reduced, which enable a reduction in power consumption by
a display, in accordance with the present invention.

For reference, the standard sRGB color gamut 490 is
shown in coarse dotted line format and having respective red,
green, and blue primary colors 491, 492, and 493. A color
display that has an sSRGB color gamut 490 may be provided.
The power consumed by the display may be reduced by
reducing the saturation and/or brightness of the primary col-
ors 491-493, as indicated by color gamut 494 in solid line.
However, the overall aesthetic appeal of images on the dis-
play will be less satisfactory. As a first alternative, the satu-
ration and/or brightness of the blue and the red primary colors
may be reduced, and the sRGB green primary color main-
tained. This results in color gamut 495 shown in fine dotted
line, with a significant reduction in power being attained. To
obtain color that is satisfactory to an observer of the display,
as described previously in this specification, color correction
is performed using an at least three-dimensional lookup table
to adjust the output color data to correspond to the mapping of
the white point of the new color gamut 494. The three-dimen-
sional lookup table may be determined from a visual model of
the human visual system including chromatic adaptation of
the HVS.

As a second alternative, the saturation and/or brightness of
only the blue primary color may be reduced, and the sSRGB
green and red primary colors maintained. This results in color
gamut 496 shown in medium dotted line, with a significant
reduction in power still being attained. To obtain color that is
satisfactory to an observer, color correction is performed as
recited above for color gamut 495.

In all of the above alternatives, the reduction in saturation
is achieved by an increase in brightness by the methods
described herein. Subsequently, the power to the display is
reduced, thereby reducing the brightness back to approxi-
mately the original levels. The Applicants’ 3DL.UTs are used
to adaptively restore the desired levels of saturation to the
individual pixels, resulting in an image that is perceived to be
of comparable colorfulness to that of the original image. The
instant methods are applicable to all types of image displays
and image projectors.

It is, therefore, apparent that there has been provided, in
accordance with the present invention, methods and devices
for producing a color image. Having thus described the basic
concept of the invention, it will be rather apparent to those
skilled in the art that the foregoing detailed disclosure is
intended to be presented by way of example only, and is not
limiting. Various alterations, improvements, and modifica-
tions will occur and are intended to those skilled in the art,
though not expressly stated herein. These alterations,
improvements, and modifications are intended to be sug-
gested hereby, and are within the spirit and scope of the
invention. Additionally, the recited order of processing ele-
ments or sequences, or the use of numbers, letters, or other
designations therefore, is not intended to limit the claimed
processes to any order except as may be specified in the
claims. Accordingly, the invention is limited only by the
following claims and equivalents thereto.

5

20

25

30

35

40

45

50

55

60

65

42

We claim:

1. A method of producing a color image using a display
device comprised of pixels comprising red, green and blue
primary color subpixels, the method comprising:

a) increasing the brightness of the image relative to a base
level by changing display device primary colors, thereby
changing the color gamut of the display device;

b) decreasing power to the display device to reduce the
brightness of the image;

¢) restoring color to the image to approximately the base
level by modifying image pixel data using a three-di-
mensional lookup table to produce output image pixel
data; and

d) communicating the output image pixel data to the dis-
play device to produce the color image;

wherein decreasing power to the display device reduces the
brightness of the image to a level brighter than the base
level.

2. The method of claim 1, further comprising adding white
to the image to reduce the color gamut and increase the
brightness of the image.

3. The method of claim 2, wherein white is added by a
white subpixel.

4. The method of claim 2, wherein white is added to at least
one of the primary color subpixels.

5. The method of claim 2, wherein white is added to two of
the three primary color subpixels.

6. The method of claim 2 wherein white is added to the
three primary color subpixels.

7. The method of claim 6, wherein white is added to the
three primary color subpixels in unequal amounts.

8. The method of claim 6 wherein white is added adaptively
according to an algorithm by which the amount of white
added decreases with increasing color saturation.

9. The method of claim 8, wherein the algorithm by which
the amount of white added decreases with increasing color
saturation includes a Gaussian function that defines the
decrease in white with increasing color saturation.

10. The method of claim 8, wherein the algorithm is used to
determine the values in the three-dimensional lookup table.

11. The method of claim 8, wherein a plurality of images
are produced using the display device, and wherein the algo-
rithm includes determining the amount of white to add to each
image pixel and the amount of the decrease in power for each
image pixel.

12. The method of claim 8, wherein the algorithm includes
determining the amount of white added for each individual
pixel.

13. The method of claim 12, wherein the algorithm
includes determining the amount of white added for each
individual red, green and blue primary color subpixel.

14. The method of claim 2, wherein white is added to the
subpixels during a portion of a pixel exposure time.

15. The method of claim 2, wherein white is added from a
second source that is separate from a first source providing the
red, green and blue primary color subpixels.

16. The method of claim 15, wherein the display device is
an LCD display device comprising a first backlight as the first
source, and a second backlight as the second source.

17. The method of claim 2 wherein the display device is an
LCD display device, and the white is added to each pixel by
a white subpixel.

18. The method of claim 1, wherein the display device is
one of an LCD display device, an LED display device, an
OLED display device, a plasma display device, and a DMD
projector.
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19. The method of claim 1, wherein decreasing power to
the display device reduces the brightness of the image to
approximately the base level.

20. The method of claim 1, wherein memory colors are
preserved in the color image.

21. The method of claim 1, wherein restoring the color of
the image includes correcting the white point of the display
device to a white point of a color standard.

22. The method of claim 1, wherein the restoring the color
of'the image is performed in the IPT uniform hue color space.

23. The method of claim 1, wherein the values in the
three-dimensional look-up table are determined by using a
visual model of the human visual system.

24. The method of claim 23, wherein the values in the
three-dimensional look-up table are determined using chro-
matic adaptation of the human visual system.

25. A method of producing a color image using a display
device comprised of pixels comprising red, green and blue
primary color subpixels, the method comprising:

a) increasing the brightness and reducing the color satura-
tion of the image relative to a base level by adding white
to the image pixels;

b) decreasing power to the display device to reduce the
brightness of the image;

¢) restoring the color saturation of the image to approxi-
mately the base level by modifying image pixel data
using a three-dimensional lookup table to produce out-
put image pixel data; and

d) communicating the output image pixel data to the dis-
play device to produce the color image;

wherein decreasing power to the display device reduces the
brightness of the image to a level brighter than the base
level.

26. The method of claim 25, wherein white is added by a

white subpixel.

27. The method of claim 25, wherein white is added to at
least one of the primary color subpixels.

28. The method of claim 25, wherein white is added to two
of the three primary color subpixels.

29. The method of claim 25 wherein white is added to the
three primary color subpixels.

30. The method of claim 29, wherein white is added to the
three primary color subpixels in unequal amounts.

31. The method of claim 29 wherein white is added adap-
tively according to an algorithm by which the amount of
white added decreases with increasing color saturation.

32. The method of claim 31, wherein the algorithm by
which the amount of white added decreases with increasing
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color saturation includes a Gaussian function that defines the
decrease in white with increasing color saturation.

33. The method of claim 31, wherein the algorithm is used
to determine the values in the three-dimensional lookup table.

34. The method of claim 31, wherein a plurality of images
are produced using the display device, and wherein the algo-
rithm includes determining the amount of white to add to each
image pixel and the amount of the decrease in power for each
image.

35. The method of claim 31, wherein the algorithm
includes determining the amount of white added for each
individual pixel.

36. The method of claim 35, wherein the algorithm
includes determining the amount of white added for each
individual red, green and blue primary color subpixel.

37. The method of claim 25, wherein white is added to the
subpixels during a portion of a pixel exposure time.

38. The method of claim 25, wherein white is added from
a second source that is separate from a first source providing
the red, green and blue primary color subpixels.

39. The method of claim 38, wherein the display device is
an LCD display device comprising a first backlight as the first
source, and a second backlight as the second source.

40. The method of claim 25 wherein the display device is
an L.CD display device, and the white is added to each pixel by
a white subpixel.

41. The method of claim 25, wherein the display device is
one of an LCD display device, an LED display device, an
OLED display device, a plasma display device, and a DMD
projector.

42. The method of claim 25, wherein decreasing power to
the display device reduces the brightness of the image to
approximately the base level.

43. The method of claim 25, wherein the restoring the color
of'the image is performed in the IPT uniform hue color space.

44. The method of claim 25, wherein the values in the
three-dimensional look-up table are determined by using a
visual model of the human visual system.

45. The method of claim 44, wherein the values in the
three-dimensional look-up table are determined using chro-
matic adaptation of the human visual system.

46. The method of claim 25, wherein memory colors are
preserved in the color image.

47. The method of claim 25, wherein restoring the color of
the image includes correcting the white point of the display
device to a white point of a color standard.
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