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Objectives:

-Better understand threading when applied to a real world problem

-Learn more about thread libraries on a UNIX-like system

-Learn more about threading libraries available for the Cocoa framework on OS X.

The threading has progressed much faster than I expected.  At this point, it could be said that I am finished.  Multiple threads run at once, produce the correct picture, and it results in a healthy speedup.  

Because I planned for it in the beginning, I ran into few issues.  I expected to have done something wrong with the thread-safe counter I implemented to assign jobs to each thread, but that worked flawlessly.  My biggest issue, in fact, was with a built-in Cocoa class, NSColor.  I found that [NSColor whiteColor], the equivalent of Java’s Color.WHITE, returns a singleton, which is not mentioned in the documentation.  Also, this singleton is not thread safe.  It was affecting color calculations on seemingly unrelated pixels on functions that should be read-only.  I was forced to write my own color class, and replace all references to NSColor.  

For the remaining time I have I will be doing various other performance improvements.  For example, at one point a render was taking 600 MB of RAM.  I’d like to get that down, and reduce the run time as much as possible. 

