NVIDIA® CineFX® 4.0 Engine / Subsurface Scattering

Short:   

NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs) deliver advance features such as subsurface scattering, where skin and surfaces take on the realistic color and translucent qualities of objects placed in front of high intensity light. 

Long:

NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs) deliver advance features such as  subsurface scattering, where skin and surfaces take on the realistic color and translucent qualities of objects placed in front of high intensity light.  Subsurface scattering allows varying degrees of light to penetrate through different objects based on the objects density, creating a beautiful glow effect just like in real life.  As you toggle back and forth, notice the intense light transmitted through the gatekeepers’ bodies and the orange-red hue of their hands as they pass over the incredibly bright light of the plasma beam.  The amount of light transmitted is computed based on the density of the gatekeepers hands as well as the occluding bones and arteries that run through them, creating this realistic translucency effect.

The NVIDIA Luna demo image is ©2005 NVIDIA Corporation. All Rights Reserved. 
NVIDIA® CineFX® 4.0 Engine / Shader Model 3.0

Short:

NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs) provide full Microsoft® DirectX® 9.0 Shader Model 3.0 support, enabling stunning and complex special effects to power the next generation of cinematic realism.

Long:

NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs) provide full Microsoft® DirectX® 9.0 Shader Model 3.0 support.  The shading standard for today’s PCs and next-generation game consoles, Shader Model 3.0 allows developers the freedom to create unique rendering effects by removing shader size limitations as well as running shaders more efficiently.  Through the power of DirectX 9.0 Shader Model 3.0, developers can incorporate stunning, real-time 3D effects in their games and applications to bring 3D graphics one step closer to film quality. This scene shows some of the benefits of Shader Model 3.0.  The eyeball is raytraced to create a virtual “satellite dish” shape which is embedded inside the eyeball, As you can clearly see from the wireframe, this geometry does not exist.

Refraction calculations done in the shader bend the light rays as they enter the sphere and intersect with a different points on the satellite dish shaped iris/pupil surface, This is similar to the way a straw looks bent going into a glass of water, because the cornea is more dense than air.  This effect is most noticeable when you look into the eye from different angles.
The NVIDIA Luna demo image is ©2005 NVIDIA Corporation. All Rights Reserved.
High Dyanmic-Range (HDR)
Short:  

Featuring high dynamic-range (HDR) rendering support, NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs) bring environments to life for a truly immersive experience.
Long:

The human eye is more sensitive to low intensities of light, and sees darker shades with more detail than high-intensity or bright light. NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs) features high dynamic-range (HDR) rendering—a technique used in professional film rendering by companies such as Industrial Light & Magic—takes advantage of the subtle light, texture, and color intricacies to create incredibly realistic environments by representing color and intensity values with higher levels of precision (i.e. more detail).  Notice the HDR effects—vibrant brights and darks—that bring the NVIDIA Luna demo to life as you toggle back and forth.  The unbelievable brightness of the plasma light is contrasted by the subtle details of the darks in her suit and the environment.  Without HDR, you would only be able to capture either the brights, which would wash out the rest of the image, or the darks, which would not allow the brightness of the plasma to be represented accurately.

The NVIDIA Luna demo image is ©2005 NVIDIA Corporation. All Rights Reserved.
NVIDIA® Intellisample™ 4.0 / Transparency Supersampling

Short:  

Transparency supersampling, an advanced feature of NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs), improves the quality of finely detailed environments that may otherwise be aliased and blocky when rendered by traditional means.  

Long:

Transparency supersampling, a breakthrough antialiasing mode featured in NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs), takes additional texel samples and antialiasing passes to enhance the quality of thin-lined objects that would normally not receive any type of antialiasing treatment.  This method sets keys in the alpha channel of textures (texture pixels), which are detected by NVIDIA hardware.  Ideal for outdoor environments that make heavy use of transparent or semi-transparent objects—like chain link fences and vegetation—and any situation where the rendered texture appears thin from the angle of viewing, transparency supersampling results in smooth, continuous lines and details.  As you toggle back and forth here, you can see how transparency supersampling removes the jagged edges of the chain link fence to deliver a higher quality, more realistic scene.
Radiosity

Short: 

Radiosity, a visual effects made possible by NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs), shows how light bounces off of some objects and contributes to the final lighting of another object.   

Long:

Radiosity, a visual effect made possible by NVIDIA® GeForce® Go 7 Series graphics processing units (GPUs), shows how light bounces off of some objects and contributes to the final lighting of another object. In the case of the NVIDIA Mad Mod Mike demo, the direct light from the scene bounces off of the green walls and is factored into the final color of the Mad Mod Mike character. Notice the how the light that is reflected off the wall contributes to the final look of Mad Mod Mike. In the first image, the Mad Mod Mike character has no bounce light. The second image shows, the contribution from the bounce lighting, while the final image shows the use of radiosity that allows Mad Mod Mike to blend seamlessly into his environment. 

The NVIDIA Mad Mod Mike demo image is ©2005 NVIDIA Corporation. All Rights Reserved.
