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5/3 Nieznaczne \ ] ^ _ ` a \ b c d e _ ] ^ c  

Widoczne na 
tle pod g h i ^ j ` a \ _ ] ^ _ k  

13 32 33 46 18,1385 16,0757 29,5516 1,199 0,05 
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7/9 t ^ j ` a \ _\ ] ^ _ ` a \ b c d e _ ] ^ c] ^ m g o \ l
zastosowaniu 
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15 120   142 143 336,318 396,626 329,656 0,02347 
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5/3 t l o c z ] _
rozmycie na 
niebieskiego 
obszaru 

15 86 88 95 186,729 134,164   236,811 1,197 0,05 

7/9 Jak punkt i l m _ n  18 69 81 104 162,348 125,644 252,638 1,195 

5/3 t l o c z ] l _ u _ ` b
rozmycia 
niebieskiego 
obszaru i g h ] ^ m _ n w o h p l  

14 161 150 131 439,27 482,323   574,478 0,2366 0,01 

7/9 Jak puntkt i l m _ n  16 157 138 133 386,768 458,657 577,697 0,2344 

5/3 Obraz \ ] ^ _ ` a \ b c d e h ] l qr _ e \ p c a ^ j
odczytas \ c o l a
osoby 

14 156 176 175 790,97 938,775 1097 0,02399 0,001 
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Peak absolute error: R=96      G=148      B=122 
Mean squared error: R=127,074      G=178,444      B=160,43 
Root mean squared error: R=11,2727      G=13,358      B=12,6661 
Mean absoulute error: R=7,69476      G=9,00766      B=8,7566 
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