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(+ (abs (- (get-red color1) (get-red sample)))
(abs (- (get-blue color1) (get-blue sample)))
(abs (- (get-green color1) (get-green sample))))

(+ (abs (- (get-red color2) (get-red sample)))
(abs (- (get-blue color2) (get-blue sample)))
(abs (- (get-green color2) (get-green sample)))) 

(define (closer-color? sample color1 color2) 
(<

))
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(+ (abs (- (get-red color2) (get-red sample)))
(abs (- (get-blue color2) (get-blue sample)))
(abs (- (get-green color2) (get-green sample)))) 

(define (closer-color? sample color1 color2) 
(<

))

(+ (abs (- (get-red color1) (get-red sample)))
(abs (- (get-blue color1) (get-blue sample)))
(abs (- (get-green color1) (get-green sample))))
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(+ (abs (- (get-red           ) (get-red             )))
(abs (- (get-blue          ) (get-blue             )))
(abs (- (get-green          ) (get-green            ))))

(+ (abs (- (get-red color2) (get-red sample)))
(abs (- (get-blue color2) (get-blue sample)))
(abs (- (get-green color2) (get-green sample)))) 

(define (closer-color? sample color1 color2) 
(<

))

color1 sample
color1

color1
sample

sample

(lambda (                          )
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(+ (abs (- (get-red           ) (get-red             )))
(abs (- (get-blue          ) (get-blue            )))
(abs (- (get-green          ) (get-green           ))))

(+ (abs (- (get-red color2) (get-red sample)))
(abs (- (get-blue color2) (get-blue sample)))
(abs (- (get-green color2) (get-green sample)))) 

(define (closer-color? sample color1 color2) 
(<

))

(color-difference color1 sample)

colora colorb
colora

colora
colorb

colorb

(lambda (colora colorb)
(define color-difference

))

(color-difference color2 sample)
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What if you want to use square instead of abs?
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(define color-difference
(lambda (cf) 
(lambda (colora colorb)

(+ (cf (- (get-red colora) (get-red colorb)))
(cf (- (get-green colora) (get-green colorb)))
(cf (- (get-blue colora) (get-blue colorb)))))))

(define (closer-color? sample color1 color2)
(< (color-difference color1 sample)

(color-difference color2 sample)))
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(define color-difference
(lambda (cf)
(lambda (colora colorb)
(+ (cf (- (get-red colora) (get-red colorb))

(cf (- (get-green colora) (get-green colorb))
(cf (- (get-blue colora) (get-blue colorb))))))))

(define (closer-color? sample color1 color2)
(< ((color-difference square) color1 sample)

((color-difference square) color2 sample)))
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/* This is a variation of RGB RMS error. The final square-root has been eliminated to */ 
/* speed up the process. We can do this because we only care about relative error. */ 
/* HSV RMS error or other matching systems could be  used here, as long as the goal of */
/* finding source images that are visually similar to the portion of the target image */ 
/* under consideration is met. */ 

for(i = 0; i > size; i++) { 
rt = (int) ((unsigned char)rmas[i] - (unsigned 
char)image->r[i]);
gt = (int) ((unsigned char)gmas[i] - (unsigned char) 
image->g[i]; 
bt = (int) ((unsigned char)bmas[i] - (unsigned 
char)image->b[i]; 
result += (rt*rt+gt*gt+bt*bt); 
} 

Your code should never look like this! Use new lines and 
indenting to make it easy to understand the structure of 
your code! (Note: unless you are writing a patent.  Then the
goal is to make it as hard to understand as possible.)
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rt = rmas[i] - image->r[i];
gt = gmas[i] - image->g[i]; 
bt = bmas[i] - image->b[i]; 
result += (rt*rt + gt*gt + bt*bt);

Patent requirements:
1.new – must not be previously available

(ancient Babylonians made mosaics)
2.useful
3.nonobvious

4 out of 32 or you came up with this method!
(most of rest used �$
 instead, which works as well)
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