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Abstract

As the mobile phone has multi functions and high
performance, multimedia processors have an
important roles in handsets. Recently high resolution
camera (above 5M pixels), HD Camcording and
beautiful Ul which Using OpenVG or OpenGL are
adopted in mobile phone. So we are introduced the
function multimedia processor and guide to mobile

phone engineers to meet multimedia features.
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¢ Physical Interface Methods

v’ MIPI, SMIA, Parallel, Etc.
e ISP Applications

v" Smile Detection, Blink Detection, Etc.
¢ Basic Image Quality

v ISO, Resoution, AE, AWB, AF, Etc.
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Junichi Nakamura, Image sensors and signal

processing for digital still cameras, First edition.



