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R(λ) ≡ S(λ)
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R(λ) + M(λ) ≡ S(λ) + M(λ)
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k ⋅ R(λ) ≡ k ⋅ S(λ)



€ 

X
Y
Z

⎛ 

⎝ 

⎜ 
⎜ ⎜ 

⎞ 

⎠ 

⎟ 
⎟ ⎟ 

=

2.36460 −0.51515 0.00520
−0.89653 1.42640 −0.01441
−0.46807 0.08875 1.00921

⎛ 

⎝ 

⎜ 
⎜ ⎜ 

⎞ 

⎠ 

⎟ 
⎟ ⎟ 

R
G
B

⎛ 

⎝ 

⎜ 
⎜ ⎜ 

⎞ 

⎠ 

⎟ 
⎟ ⎟ 



⎥
⎥
⎥

⎦

⎤

⎢
⎢
⎢

⎣

⎡

−

⎥
⎥
⎥

⎦

⎤

⎢
⎢
⎢

⎣

⎡

=

⎥
⎥
⎥

⎦

⎤

⎢
⎢
⎢

⎣

⎡

B
G
R

Y
M
C

1
1
1

Value 
Saturation 

Hue 
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displayedIntensity = aγ ⋅ maxIntensity

€ 

displayedIntensity = a1/γ( )γ ⋅ maxIntensity
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