PPM format

The Portable Pixel Map (PPM) format is one of the simplest color image formats imaginable. It is basically just a header followed by the RGB pixel values. If you want to write a program that generates images, a very easy way is to have the program write PPM format data to a disk file. Then the file can be viewed, or translated to a more common format, such as GIF or JPEG. 

There are two PPM formats, depending on whether you want to write the RGB values as ASCII or binary. The advantage of ASCII is that you can read it. The advantage of binary is that it takes up less disk space. 

ASCII PPM Format

The file starts with P3, followed by the width of the image in pixels, the height of the image in pixels, and the maximum integer value for color component values (all in ASCII). Following this is just the sequence of ASCII RGB values (in the order red, green, blue) for the pixels, separated by white space. The values are written row by row from the top of the image to the bottom, and left to right in each row. 

Comments can be specified by a # sign. 

Here is a little ASCII example: 

P3

# feep.ppm

8 8

255

255 255 0   255 255 0   255 255 0   255 255 0  255 255 0   255 255 0   255 255 0   255 255 0

255 255 0   255 255 0   255 255 0   255 255 0  255 255 0   255 255 0   255 255 0   255 255 0

0  0  0     0  0  0     0  0  0     255 0 255  0  0  0     0  0  0     0  0  0     255  0 255   

0  0  0     0 255 127   0  0  0     0  0  0    0  0  0     0 255 127   0  0  0     0  0  0 

0  0  0     0  0  0     0 255 127   0  0  0    0  0  0     0  0  0     0 255 127   0  0  0  

255  0 255  0  0  0     0  0  0     0  0  0    255  0 255  0  0  0     0  0  0     0  0  0 

255 255 0   255 255 0   255 255 0   255 255 0  255 255 0   255 255 0   255 255 0   255 255 0

255 255 0   255 255 0   255 255 0   255 255 0  255 255 0   255 255 0   255 255 0   255 255 0

Binary PPM Format

The file starts with P6, followed by the width of the image in pixels, the height of the image in pixels, and the maximum integer value (no greater than 255) for color component values (all in ASCII). Following this is just the sequence of binary RGB values, one value per byte (three bytes per pixel). The values are written row by row from the top of the image to the bottom, and left to right in each row.  

