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Itis important to note, however, that photorealism has litte to do with the quality of digital
capture and display. The essence of photorealism has not really changed since the fi
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Photorealism definitions.

4. e. Non-photorealism in filmmaking to foreground the work of digital effects artists.

1. What is Photorealism?
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5. Industry professionals case studies.

3. Importance of photorealistic VFX [0

. Maio (2021), also reflects in her article What is VFX? Defining the Term and
Creating Impossibie Worlds about how VFX industries use photorealistc digital assets to create
impossible and dangerous scenes such as the scene in The Matrix when the main character
dodges bullets shot against him
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Tyagi (2019) argue in their paper, A Novel Method to Distinguish Photorealistic Computer
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