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Output Image: CR=200,7 
 
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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Output Image: CR=200,5 
 
Peak absolute error: R=81      G=118      B=122 
Mean squared error: R=101,391      G=110,022      B=121,591 
Root mean squared error: R=10,0693      G=10,489      B=11,0268 
Mean absoulute error: R=7,21278      G=7,14905      B=7,89338 
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