
The Generic Computer Graphics System
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MC = Model Coordinates
WC = World Coordinates
EC = Eye Coordinates
CC = Clip Coordinates
NDC = Normalized Device Coordinates
SC = Screen Coordinates
TC = Texture Coordinates
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Displaying Color on aDisplaying Color on a
Cathode Ray Tube  (CRT) MonitorCathode Ray Tube  (CRT) Monitor

Source:  http://electronics.howstuffworks.com



Displaying Color on a Plasma MonitorDisplaying Color on a Plasma Monitor

•• Gas cellGas cell
•• PhosphorPhosphor

•• Grid of electrodesGrid of electrodes

Source:  http://electronics.howstuffworks.com



Displaying Color on an LCD MonitorDisplaying Color on an LCD Monitor

•• Grid of electrodesGrid of electrodes

•• Color filtersColor filters

Source:  http://electronics.howstuffworks.com


