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For this exhibition, we have chosen “BOKEH” as the theme. This marks the first time VPCONTEXT has
explored this subject. “BOKEH” has appeared as a potential theme several times in the past, but within the
flow of our previous projects, the timing never felt quite right. Through continuing to host exhibitions and
publish our magazine, and by engaging with a wide range of creative expressions, we now feel ready to
approach this theme. With this in mind, we selected “BOKEH” as the theme for the exhibition. As games
continue to evolve, the range of creative expression has expanded significantly. The theme of “BOKEH” is not
limited to any specific game genre as long as depth of field can be used through the camera tools. For this
reason, the works featured in this exhibition were captured from a wide variety of games. Observing how the

expression of “BOKEH” is applied within each game’s unique world is one of the key highlights.
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When working with a real camera, the process usually begins
with choosing the right equipment, including selecting an
appropriate lens for the subject. For many people, this
process is part of the appeal and depth of photographic
expression. In the world of games, however, such
preparation and technical knowledge are not required to
enjoy creating images. While an understanding of camera
techniques can certainly broaden your expressive range, it is
only one element among many. What matters most is
expressing yourself freely within the games you love, guided
by your own perspective and sensibility. For this theme, we
believe there were many who faced challenges and spent
time experimenting before capturing their images. Even so,
the number of submitted works far exceeded our
expectations, surpassing the capacity of the exhibition space.
Each submission conveyed a strong sense of your
willingness to take on new challenges, as well as your deep

passion for Virtual Photography.
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When creating photographs with bokeh, it is important to first understand that bokeh is not something that
happens automatically in the background. More precisely, bokeh refers to areas that are intentionally rendered
out of focus and appear softly broken down in the image. In other words, creating bokeh requires consciously
deciding where to place focus and where to remove it. By understanding this concept, it becomes easier to
express the kind of bokeh that best matches the image you want to capture. This is just one example and not
a method that must always be followed, but in portrait photography, increasing the distance between the
subject and the background and simplifying the background often results in cleaner bokeh.When there is
ample space behind the subject, the background becomes more heavily blurred. This happens because the
greater the distance between the point of focus and the background, the more the defocus is amplified. In
portrait photography, placing the background farther away is not only about increasing the amount of blur. It
also helps create smoother and more pleasing bokeh shapes. The same idea applies to landscapes and
object focused images as well. By controlling focus carefully, the expressive potential of bokeh can be further

enhanced.
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In practice, camera tools vary greatly from game to game. The range of depth of field adjustment, as well as the
accuracy of character and object detection, can differ significantly depending on the title. Some games allow for
very realistic bokeh, while others produce results that feel more rough or simplified. It is important to first explore
how far each game’ s camera tools can go. When doing so, rather than making small or hesitant adjustments, it can
be helpful to push the meters to their maximum values at least once. This makes it easier to understand the limits
and possibilities of each game’ s visual expression.
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There are many other approaches as well, such as focusing on the foreground or intentionally placing focus off target to
create a sense of depth between the subject and the background, allowing the image to convey a feeling of space.
Another technique is to blur backgrounds where light appears as points, such as sunlight filtering through trees or city
lights at night, turning them into circular bokeh and creating a softer visual impression. Games also offer unique
possibilities, including intentionally using the ambiguity of object detection to create distinctive bokeh effects that are
specific to virtual environments. Beyond these examples, there are countless other factors that influence how bokeh
appears, far more than can be fully explained here. Because of this depth and complexity, it is likely that we will return to
this theme again in the future. By then, new games will have emerged, and we are confident that we will be able to

approach this theme once again with a fresh perspective.

ZFOMICH. FRIICEY hZEDOED. HATEV FZALLDTEIETEHRLDIIARZEA. BEEHNSZEHZRLSE
BREDNBD T, oo RNRNBAPERRDZ A bDOLSIC. HPRELTEREIZ2ERZIEN L. AFEOERTICT S LT,
PHOONKHRMICREZIEDHTETET, THIC. T—LRBRSTROREZEN L. 7720 bOHEREN BRI 5%
Me. HATRTRBELTHAT S CDARET T, COREMNICH. CCTTIEFFEHL ENBVIECZ L DERDEOD. Ry
DR|PIFASKENLE T ENEEERTEIDH BT —XIEDDBCE. T2 FVWDIDN TOT—XZ/OIBENEKSZTL &S0
TDLEICIE THICBHRBT —LHEEN. ETHHRIFTETIDT —NICATEXBIETREBELTUVET,

(PHOTO BY: morrie )

#005 BOKEH



EXHIBITION

N 4
—
VPCONTEXT

01: VPCONTETFERTBITION THEME 2/2

#006 ACTION // Cover: JUN
ENTRY: 3rd (Mon) NOV. - 9th (Sun) NOV. 2025
HASHTAG: #VPCaction

VIRTUAL PHOTOGRAPHERS:

Allison / Anna White / Bout_33_VP / COSMIC+¥sVISIONS / Doctor VP / EN-family_gt77 / FoxPurple / furoyomi / hal / Hb /
HOLY / JOHN / Joseph / Juniper B / Keso VP / Kiara.Ma2u / KOM / LayaboutinGame / m / M4A1 / marka / MaruMaru /
morrie / Neo Fulcrum / RiZA Kurenai / Rogue / Seeing The V / Shinobi / Souchan / T Summers VP / Takerus /

The Vigilante / tulipmama / Ursula Blanche / VirtualKodaChrome / EAE S / BMSS < — 7 / FiEHEE) /

Bkt Z8R / isin /



TH E C !§5§EPE : #03

This exhibition marks the first time that the theme “ACTION” has been featured, following the previous
theme “BOKEH”. The exhibition was held in November, and one of the reasons for choosing this theme
was the annual THE VP AWARDS, which are usually held toward the end of the year. Since ACTION is
one of the award categories, we hoped that this exhibition could serve as a practice opportunity for
those planning to participate in THE VP AWARDS in the future. Another reason is that we have not often
focused on themes involving movement in the past. With this in mind, we decided to choose ACTION as
a challenge for ourselves as well. In reality, the number of participants was lower than during the BOKEH
exhibition, which made us realize once again how challenging this theme is. Even so, we are deeply
grateful to everyone who took on the challenge, and we feel that this exhibition became a passionate

and highly engaging one.
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(PHOTO BY: RiZA Kurenai )
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(PHOTO BY: KOM)

At its core, ACTION photography is not simply about capturing a subject that is in motion. It is about capturing fleeting moments such as the peak of movement or a sense of tension within a single instant. To
capture that instant in real world photography, various elements must be considered, including shutter speed, ISO sensitivity, aperture, and continuous shooting. Because the subject is moving, the distance can
change even at the moment the shutter is released, making focus extremely important. Depending on the situation, patience may also be required. In games, many of these elements are rarely available, especially
when it comes to shutter speed functionality. Because of this, recreating the distinctive blur and noise often associated with ACTION photography is extremely difficult using only in game tools, which is one of the
reasons this theme feels particularly challenging. More importantly, however, there is a decisive difference when taking photographs in games, which is the ability to stop time. The patience mentioned earlier can
often be resolved instantly by freezing time, although there are still situations where patience is required. Depending on the game, it may also be possible to rewind time or try again as many times as needed. In
the real world, a single moment that can never be repeated can result in a miraculous photograph. In contrast, within games, it is sometimes possible to create that decisive moment yourself. It is not a matter of

which approach is superior, but rather that ACTION photography has its own unique strengths in both the real and virtual worlds.
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Another challenging aspect of this theme, particularly in action games, is that
characters in motion can easily appear very game like. Unlike idle animations or
standard movement, action sequences often favor exaggerated or stylized motions
over natural behavior. As a result, even though time can be stopped, these moments
can still introduce a sense of unnaturalness into the photograph. Looking more
closely, issues such as clothing textures intersecting with other parts of the character,
mechanical looking eye lines, or a lack of expressive facial detail can also occur.
Paying close attention to these details while also refining lighting and composition

makes this theme challenging, even within a game environment.
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Shutter speed functionality is often found in racing games, but after this exhibition took
place, Ghost of Yotei received a photo mode update that introduced a shutter speed
feature, something that is relatively uncommon for this type of game.lIf Virtual Photography
continues to grow in popularity, we may begin to see more games equipped with
increasingly advanced photo modes, regardless of whether they include shutter speed
controls. As game graphics continue to improve and more realistic titles emerge, it is
possible that when we revisit this theme in the future, the atmosphere surrounding it will feel

quite different from this time.
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Virtual Photographer
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Among the countless works by Virtual Photographers flowing through our timelines, there are certain artists % < @ Virtual Photographer DfERIAND R A LT > DHET. BOT AT Tz 1L, TDHEREIS

whose images make us stop scrolling and draw us in. HAJER is one of them.With just a single glance, BIEFRAFENTLESEENVE T, TD—ADN HAJERKETT, —BREEII TN >T< . HAJEREK
HAJER's distinctive expressive power and artistic sensibility become clear. The openness of interpretation BE5TROFRN LM RENCL > TSRS EBMRDEFND. TORAN SIS, Virtual
L }E\Z w Z_k = o C \\\ S = AN = : 2 ~
within the work allows each viewer to find their own meaning, revealing the broader potential of Virtual Photography DRIEEEZ DB DEHLSESNET DERFEDN BIOT—LTIEDLSIAESND
. o . . . . . e DHe €5 LIEBEAREZLIFHD EEA. STl FEa—HHE T HAJER KDORES

Photography itself. It is impossible not to wonder how this unique expression might appear within different N R

o . . . . . LWMERO—EZ. V0L o< DB,
games. We invite you to take your time exploring a selection of HAJER’s outstanding works, together with
the questions asked in this interview.
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C: Do you also take photos in real life?

C: How long have you been into virtual photography?

, . . ) H: No, but maybe in the future.
H: | started back in 2017 with Horizon Zero Dawn, and | actually took over 2,000 photos in that

game. At the time, | didn’t even know virtual photography was a thing, so | never shared any of them.

o . . , , CEREFETIIEEZRLCCIEHD EITN?
My real start in virtual photography was in 2022 with Horizon Forbidden West.

H:WR. THERIFHLNLTES.
C: Virtual Photography Z#D e TN SWVEE EIH ?
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C: Do you play games differently now that you’re into virtual photography?

H: Yes, definitely. Once | got into virtual photography, | started noticing lighting,
environments, and small details more. | play slower now and pay more attention to

moments that feel worth capturing.
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C: Your photographs are very artistic. Do you have opportunities to engage with art in your daily life?

H: I'm not constantly around art, but my sister is an artist, so | get to see her work a lot. | also draw
sometimes, and having that creative atmosphere around me naturally inspires my virtual

photography.

CHBIEDBEERBETHREMMICERLE T, BREEORTEMICHNSIERIIHD TTH ?
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C: What do you usually focus on when you're shooting Virtual Photography?

H: I usually focus on keeping the character anonymous, using negative space, and creating quiet, minimal
scenes. | like giving the viewer space to interpret the image in their own way.

CVPZH®BSATERLTVWBRIFECTLLOIN?

H: FMZBE. \MZBRICRDIE. ZAT 1 TRAR—R%ZFRATBIL. TLTENTIZVIILABRZAIDETC
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C: Is there anything you do to get better at virtual photography?

H: | try to improve by experimenting with different angles and paying attention to lighting. | also look back at my older shots to see how I've changed and what | can do better. I'm mostly learning
through practice.

CHRENLEFLBBRDIC. BENSEHLTP>TBHILIFHDEIN?

HitkagBEZE LD, REBISIEZH 7D LT EEZBRLTVEY, oo BEDFEZREL T BANESERELIH AZRETESHZEITVET, EICKREZBL TFATULET,
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C: Everyone seems to enjoy VP in their own way, but what is it about virtual photography

that you find the most appealing?

H: For me, the best part is sharing my work with friends from different places and reading

their comments. It always adds something special to the experience.

CVP DELAAIIAETNENILEBVETH VP DEABRE CAIC—FEBAZRLETVWETH?
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C: Is there any wish list of features you would like to see in the photo mode?

H: I'd love to see more control in photo mode like changing the time of day, the weather, and having more character poses. It would also be great to adjust the character’s
expression and where they’re looking. And I'd really like to be able to change photo mode options while the interface is hidden.

CTANE—RTIABEEDITN LV WSHLEIFHD ETH?

H: 74 b E—RT. BEBEPXKEDEE., Fv 77 X—DR—XDBIMRE. DXL DFHEIEMEREDNR L VT T, F¥ T I7X—DRBELPHEDORZTZABRTTZ2DHERES LVTL & S,
Floe 12— T —R%EERTFICLIERETTI A b E—ROA TS 3 VA BB CEIEDLE UM LWV T T,
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C: Please let us know if there are any games you are looking out for in the future.

H: There are a lot of games I'm looking forward to, like GTA 6, Reanimal, Saros, and ILL. But the ones I’'m most excited about are the next Horizon game and the next Control game.

CESEIALTVRT — LB IULRIEHZ T T L,

H: 22 LAICL TWBT —AFTe< TAHD £9, HlZIEXGTA6. Reanimal. Saros. ILLAETY, THERHTIVTIZLTWLWBDIE. RIED Horizon & Control T,
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C: Finally, what are your goals for the future?

H: My main goal is to keep growing and exploring my style, connecting with people who enjoy virtual
photography, and hopefully inspiring someone the way others inspired me. And | want to enjoy the game itself

too, without feeling any pressure to take photos.
CRREIC. SBOBRBREHNIFHZ TIIET L,
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VPCONTEXT

VPCONTEXT is a Virtual Photography community founded
in August 2020. This community will be structured primarily
around supporting Virtual Photographers, organizing 3D
exhibitions, and creating a web magazine, and through
these activities will feature the work of those who share the

many possibilities and artistry of VP.

VPCONTEXT I& 2020 £ 8 BIZE%IL ST/t Virtual
Photography X2 =7+ T39, cOIIa=7 &
F(Z. Virtual Photographer 7R — k. 3D BRa DR
fE. VI TINAD U EHROICEREIN. ChoDiE
BEBEL TVP ORDOZ DREREM E BTMICHET B
AR DYE@RZED EIF TWEE T,
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EXHIBITION
N 4

VPCONTEXT

We regularly organize 3D exhibitions of Virtual
Photography. Through the exhibitions, we aim to discover
new perspectives by looking at VPs from a different
perspective than the usual web and social networking

sites, and to feel the artistry that VPs possess.

7B ILEHRABIIC Virtual Photography @ 3D B Re% R
BELTWET, BRaz@BL TGEED T T 77X SNS &
IFRBRZERTVP ZRZICE D VP OF D=
ZRE. HLUVWRROERZBENELTUVED,

THE C (ex. VM), a web magazine produced by VPC on an
irregular basis, aims to document the activities of the
community, while at the same time condensing the appeal

of VP through original projects and features.
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Thank you, as always, for reading our magazine.

We would also like to express our sincere gratitude to all Virtual Photographers who
participated in the exhibitions and projects that made this magazine possible. Since
the renewal of VPCONTEXT in March 2025, this issue marks our final publication of the
year and the fourth magazine in total. Once again, thanks to everyone’s support, we

feel that we have been able to create a strong and meaningful issue.

We hope to carry this momentum forward and continue our activities with the same
energy into the coming year. Looking ahead to 2026, we are already planning new
projects aimed at creating experiences that participants can enjoy even more. At the
same time, we will continue to reflect on what role we can play in further supporting
and growing Virtual Photography itself, and we look forward to moving ahead with that

purpose in mind.

VPCONTEXT
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