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R,’G,’B{o,o,o if R,G,B < _Light ....(Eq.1)
R'=aR+b,G'=aG +b,B'=aB+b otherwise
(R,G,B:Zekgk  Light : 718412 3k —50)
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: 0,00 i RG B Light
i dR =aR+hb
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i B G B dR, dF dF color value
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