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– arbitrary aspect ratio – e.g., 640x480, 500x500, 1024x768, 480x640, etc. 
 
– light attenuation – light loses power as distance grows 

 
– shadows 

 
– planes 

 
– code enhancement and re-organization – 

o file processing – output using file operations rather than stdout (filename given 
in command line argument, or defaults to img.ppm) 

o light array – for multiple light sources 
o new data types – SCENE_T and IMG_T 
o multiple source files – ray.c, vector.c, sphere.c, plane.c, light.c, and ppm.c, with 

associated header files 
o function pointers 
o makefile – must be included for compiling code 
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