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NBlocks = PARABOLOIDWIDTH * PARABOLOIDHEIGHT * 2 / 256
count = 0;

for (i = 0; i < NBlocks; ++i ) {
// 00000000000 wavelet DOOO0OO0OO0O0ODOOOOOOO0O
if (CoeffNum[i] <= 0) continue;
for( j = 0; j < CoeffNum[i]; ++j ) {
// 000000000000 0000000ad

index = i * 256 + waveletcoeff[ count + j ].index;

// 00000 Wavelet 0OOO0OD0OOO
fval = (float) (waveletcoeff[ couunt + j ].val) *
(maxval - minval) / 256.0f + minval);

color[ 0 ] += fval * Lred [ index ];

color[ 1 ] += fval * Lgreen[ index ];
color[ 2 ] += fval * Lblue [ index ];

count += waveletcoeff[ i ];
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