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Our  Page  I s  You r  S tage  

Th i s  i s  ou r  mo t to  he re  a t  TPM ,
we  ded ica te  ou r  pages  to  you
the  V i r t ua l  Pho tog raphy
commun i t y .  

We  l o ve  t he  a r t  f o rm  o f
V i r t ua l  Pho tog raphy  and  we
hope  you  can  show as  much
suppo r t  t o  a s  many  o f  t hese
ta len ted  a r t i s t s  a s  you
pos s ib l y  can .

I f  you  l i ke  one  o f  t he
fea tu red  a r t i s t s  w i t h i n  t he
mag  s imp l y  c l i c k  t he i r  wo r k
and  i t  w i l l  t a ke  you  d i r ec t l y
to  t he i r  tw i t te r  p ro f i l e  so  you
can  show them some  suppo r t .

Our  Goa l s

To  suppo r t  a r t i s t i c  m inds  and
d ig i ta l  c rea to r s  b y  g i v i ng  a
g l impse  i n to  t he  pe r sona l i t i e s
beh i nd  t he  wo r k ,  and  he lp i ng
peop le  to  connec t  w i t h  each
o the r  i n  d i f fe ren t  ways .

To  connec t  t he  commun i t y
w i t h  deve lope r s  o f  t he i r
fa vou r i t e  games  w i t h
exc l u s i ve  i n te r v i ews  and
con ten t .

MEET  THE  TEAM

JACK/V IRTUAL  TOUR ISM -
COMMUN I TY  MANAGER

MIK/THEFOURTHFOCUS -
CONTR IBUT ING AUTHOR



We Encou rage

Bu i l d i ng  rea l  commun i t y
suppo r t  a round  you r  page
and  t ha t  s ta r t s  w i t h  YOU.
Sea rch  d i f fe ren t  commun i t y
#  once  a  day .

We recommend  . . .

#v i r t ua lpho tog rahy
# thepho tomode
#VGPUn i te
#gamerg ram
#thecaptu redco l l ec t i ve

D rop  some  l o ve ,  up l i f t i ng
comment s  and  fo l l ow
peop le  you  connec t  w i t h .

Wan t  to  be  fea tu red?  

Tag  u s  o r  u se
#ThePho toMode
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Marve l ' s  Sp ide r -Man  Remas te red  on  bo th  PS5  and  PC  fea tu re s  I n somn iac  Games '
f u l l y  f ea tu red  pho to  mode ,  comp le te  w i t h  seve ra l  camera  movement  op t i on s  and
the i r  advanced  l i gh t i ng  s y s tem .  Us i ng  my  pho tog raphy  expe r i ence ,  he re ' s  e ve r y
fea tu re  exp la i ned  i n  s imp le  te rms  t ha t  anyone  can  unde r s tand .

MARVEL ’S  SP IDER-MAN PHOTO MODE
EXPLA INED

F ree  Camera :  A l l ows  t he  camera  to  be  moved  f ree l y  u s i ng  LS  fo r  fo rwa rds ,
backwards ,  l e f t  and  r i gh t ,  L2  /  R2  fo r  up  and  down ,  and  RS  to  pan  &  t i l t  t he
camera ' s  a im  d i rec t i on  l i ke  mov i ng  you r  head  to  l ook  a round .  The  range  o f
movement  i s  r e s t r i c ted  to  w i t h i n  a  l a rge  sphe re  a round  Sp ide r -Man .
Orb i t  Camera :  Ancho r s  t he  camera  to  Sp ide r -Man  and  a l l ows  on l y  o rb i ta l
movemen t  a round  h im  w i t h  no  sepa ra te  con t ro l  o f  t he  camera ' s  a im  d i rec t i on .  LS
can  move  t he  camera  c lo se r  to  (↑ )  o r  f u r t he r  f r om  (↓ )  t he  cha rac te r .
Se l f i e  Camera :  A  l im i ted  movement  camera  he ld  by  Sp ide r -Man  a t  a rm ' s  l eng th  a s
though  u s i ng  a  mob i l e  phone .

CAMERA  MODE

https://www.thefourthfocus.com/post/horizon-forbidden-west-photo-mode-review
https://www.thefourthfocus.com/post/marvels-spider-man-photo-mode-explained
https://www.thefourthfocus.com/post/marvels-spider-man-photo-mode-explained
https://www.thefourthfocus.com/post/marvels-spider-man-photo-mode-explained
https://www.thefourthfocus.com/post/marvels-spider-man-photo-mode-explained


·  Su i t :  Swaps  be tween  any  o f  Sp ide r -Man ' s  s u i t s  t ha t  a re  cu r ren t l y  un locked  i n  t he                     
  game  w i t hou t  ex i t i ng  pho to  mode .
·  T i l t :  Ro l l s  t he  camera  a round  a  cen t ra l  po i n t  t o  change  t he  ho r i zon ta l  ang le  o r  f l i p  
  a l l  t he  way  i n to  a  ve r t i ca l  /  po r t ra i t  o r i en ta t i on .  A  va l ue  o f  25  ro ta te s  t he  image   
  c l ockw i se  by  90° ,  75  ro ta te s  i t  an t i -c lockw i se  by  90° ,  and  0  o r  1 00  f l i p  t he  image
  by  1 80° .
·  He ro  V i s i b i l i t y :  Togg le s  whe the r  t he  p layab le  cha rac te r  i s  v i s i b l e  o r  i n v i s i b l e  i n   
  pho to  mode .
·  Enemy  V i s i b i l i t y :  Togg le s  whe the r  hos t i l e  enem ies  a re  v i s i b l e  o r  i n v i s i b l e  i n  pho to  
  mode .  Th i s  app l i e s  to  a l l  enem ies  a t  once .
·  Show Weathe r :  Togg le s  whe the r  e f fec t s  s uch  a s  fa l l i ng  ra i nd rops  a re  v i s i b l e  o r   
  i n v i s i b l e  i n  pho to  mode .  C louds  and  g round  cond i t i on s  a re  no t  a f fec ted .

·   F i e ld  o f  V iew :  Na r rows  o r  w idens  t he  ang le  o f  v i ew  w i t h i n  t he  f rame  u s i ng  a  s imp le   
   0  -  1 00  sca le .  I nc rease  t he  va l ue  to  zoom i n  fo r  a  te l epho to  e f fec t  t ha t  b r i ngs  t he  
   s ub jec t  c l o se r  and  compres ses  t he  v i s i b l e  d i s tance  be tween  fo reg round  and  
   backg round .  Dec rease  t he  va l ue  to  zoom ou t  fo r  a  w ide  ang le  e f fec t  o r  t o  c rea te  
   an  exagge ra ted  sense  o f  pe r spec t i ve .
·   E xposu re :  Con t ro l s  t he  ove ra l l  b r i gh tnes s  o f  t he  image .  I nc rease  t he  va l ue  fo r  a  
   b r i gh te r  s ho t  w i t h  s t rong  h igh l i gh t s ,  o r  dec rease  t he  va l ue  to  make  t he  scene  
   appea r  da r ke r .
·   Focus  D i s tance :  Se t s  t he  max imum d i s tance  a t  wh ich  ob jec t s  appea r  sha rp  and  i n  
   f ocus .  H ighe r  va l ues  he re  w i l l  e x tend  t he  range  o f  focus  f u r t he r  f r om  the  camera  
   wh i l e  l owe r  va l ues  b r i ng  i t  c l o se r .  ( Requ i re s  an  "Ape r tu re "  va l ue  o f  >0  to  v i s ua l i se ) .
·   Ape r tu re :  De te rm ines  how  much  de focused  b l u r  i s  app l i ed  to  ob jec t s  beyond  t he  
   max imum Focus  D i s tance ,  g i v i ng  t he  e f fec t  o f  a  sha l l ow  dep th  o f  f i e ld .  I nc rease  
   t h i s  va l ue  to  add  mo re  b l u r  and  to  c rea te  a  so f t  de focused  backg round  comp le te  
   w i t h  a  n i ce  c i r cu la r  bokeh  on  d i s tan t  l i gh t s .



·   Dep th  o f  F i e ld  Range  Nea r :  Se t s  t he  m in imum d i s tance  a t  wh ich  ob jec t s  appea r  
   s ha rp  and  i n  focus  by  enab l i ng  fo reg round  b l u r .  H ighe r  va l ues  he re  w i l l  e x tend  t he  
   b l u r  f u r t he r  f r om  the  camera  wh i l e  l owe r  va l ues  b r i ng  i t  c l o se r .  ( Requ i re s  a  "DoF    
   Ape r tu re  Nea r "  va l ue  o f  >0  to  v i s ua l i se ) .
·   Dep th  o f  F i e ld  Ape r tu re  Nea r :  De te rm ines  how  much  de focused  b l u r  i s  app l i ed  to  
   ob jec t s  i n  t he  fo reg round  a rea  se t  b y  t he  "DoF  Range  Nea r "  va l ue .  U se  t h i s  i n  
   comb ina t i on  w i t h  "Ape r tu re "  fo r  a  f u l l y  r ea l i s t i c  s ha l l ow  dep th  o f  f i e ld  e f fec t .

·   F i l t e r  T ype :  App l i e s  a  p re se t  co lou r  f i l t e r  o r  s t y l i s ed  rende r i ng  mode  by  se lec t i ng  
   f r om  29  d i f fe ren t  t ypes  to  qu i c k l y  c rea te  a  d i f fe ren t  l ook  and  fee l  f o r  t he  image .
·   B l end :  Ad ju s t s  how  s t rong l y  t he  se lec ted  F i l t e r  T ype  i s  app l i ed ,  dec reas i ng  t h i s  
   va l ue  fades  ou t  t he  f i l t e r  s t y l e  and  a l l ows  mo re  o f  t he  o r ig i na l  image  to  show 
   t h rough .
·   F rame  Se lec t i on :  App l i e s  a  p re -des igned  g raph ica l  s u r round  on  top  o f  t he  image  
   b y  se lec t i ng  f rom  35  p re se t  s t y l e s .
·   F rame  Leve l :  Se t s  whe the r  t he  se lec ted  F rame  appea r s  unde rnea th  o r  on  top  o f   
   any  s t i c ke r s  added  i n  t he  S t i c ke r  Mode .



·   V igne t te  I n tens i t y :  App l i e s  a  c i r cu la r  da r kened  g rad ien t  a round  t he  ou te r  edges  o f  
   t he  image .  H ighe r  va l ues  i nc rease  t he  opac i t y  o f  t he  v igne t te ,  mak i ng  i t  da r ke r  
   and  mo re  v i s i b l e .  ( Requ i re s  a  "V igne t te  S i ze "  va l ue  o f  >0  to  v i s ua l i se ) .
·   V igne t te  S i ze :  Ad ju s t s  t he  s i ze  o f  t he  V igne t te  w i t h  h ighe r  va l ues  ex tend ing  t he  
   da r ken i ng  e f fec t  c l o se r  to  t he  cen t re  o f  t he  image .
·   F i lm  Gra i n  S i ze :  I nc reases  o r  dec reases  t he  s i ze  o f  f i lm- l i ke  g ra i n  pa r t i c l e s  t ha t  
   a re  app l i ed  to  t he  image .  La rge r  g ra i n  i s  mo re  no t i ceab le  and  can  g i ve  t he  
   imp res s i on  o f  an  en la rged  image .
·   F i lm  Gra i n  S t reng th :  Ad ju s t s  how  much  f i lm  g ra i n  i s  app l i ed  to  t he  image .  Use  
   l owe r  va l ues  fo r  a  c l eane r  sho t ,  o r  h ighe r  va l ues  to  i nc rease  t he  amoun t  o f  g ra i n  
   and  emu la te  t he  l ook  o f  f i lm  pho tog raphy .  Added  f i lm  g ra i n  can  a l so  he lp  l ow  l i gh t  
   s ho t s  l ook  mo re  na tu ra l .
·   Sha rpen ing :  App l i e s  a  sha rpen ing  e f fec t  to  enhance  f i ne  de ta i l s  and  make  tex tu re s  
   s tand  ou t  mo re .  No t i ce  t ha t  t h i s  f ea tu re  i s  ve r y  agg res s i ve  and  l i ke l y  t o  cause  
   unwan ted  edge  a r te fac t s  i f  app l i ed  too  s t rong l y .



·   Se l f i e  Emote :  Se lec t s  a  fac ia l  e xp re s s i on  fo r  Sp ide r -Man .  (On l y  a va i l ab le  when  
   u s i ng  Se l f i e  Camera ) .
·   E ye  I n tens i t y :  Ad ju s t s  how  much  t he  Se l f i e  Emote  changes  t he  shape  o f  Sp ide r -
   Man ' s  e yes .
·   Se l f i e  L i gh t :  Tu rn s  on  /  o f f  t he  f l a sh  l i gh t  f r om  Sp ide r -Man ' s  phone  when  u s i ng  
   Se l f i e  Camera .
·   L i gh t  I n tens i t y :  Ad ju s t s  t he  b r igh tnes s  o f  t he  Se l f i e  L i gh t .



L IGHT ING MODE 

·   L i gh t  1  /  2  /  3 :  A l l ows  you  to  p lace  up  to  3  moveab le  l i gh t s  i n  t he  scene  to  
   comp l imen t  o r  comp le te l y  change  t he  l i gh t i ng  e f fec t s  on  t he  sub jec t  and   
   s u r round ing  env i r onmen t .  Each  l i gh t  can  be  repos i t i oned  w i t h  movement s  i nc l ud i ng  
   o rb i ta l  r o ta t i on  (← LS→ ) ,  d i s tance  f rom  cha rac te r  (↑ LS↓ ) ,  l owe r  he igh t  ( L2 ) ,  and  
   r a i se  he igh t  ( R2 ) .  Fo r  Spo t  l i gh t s ,  t he  d i r ec t i on  o f  t he  l i gh t  beam can  a l so  be  
   con t ro l l ed  (RS ) .
·   Sphe re :  A  sphe r i ca l  l i gh t  sou rce  t ha t  sh i nes  l i gh t  i n  e ve r y  d i r ec t i on .  U se  t h i s  i f  you  
   wan t  to  l i gh t  up  an  en t i r e  a rea  o r  don ' t  need  to  con t ro l  wh ich  su r faces  t he  l i gh t  
   h i t s .
·   Spo t :  A  focused  spo t  l amp  tha t  sh i nes  l i gh t  i n  on l y  one  d i r ec t i on .  U se  t h i s  t o  
   c rea te  d i r ec t i ona l  l i gh t i ng  and  to  avo id  unwan ted  i l l um ina t i on  o f  o the r  nea rby   
   s u r faces ,
·   I n tens i t y :  Con t ro l s  t he  b r igh tnes s  o f  each  Sphe re  o r  Spo t  l i gh t  w i t h  a  h ighe r  
   i n tens i t y  be i ng  a  b r igh te r  l i gh t .
·   Cas t  Shadows :  Se t s  whe the r  each  Sphe re  o r  Spo t  l i gh t  causes  shadows  to  be  cas t  
   b y  ob jec t s  t he  l i gh t  s h i nes  on .  Keep ing  t h i s  t u r ned  on  i s  r ecommended  fo r  mo re  
   r ea l i s t i c  l i gh t i ng  behav iou r .
·   Co lou r :  Changes  t he  hue  o f  t he  l i gh t  cas t  b y  each  Sphe re  o r  Spo t  l i gh t  b y  
   se l ec t i ng  f rom  a  v i s ua l  co lou r  p i c ke r  cha r t .
·   Co lou r  I n tens i t y :  I nc reases  o f  dec reases  t he  sa tu ra t i on  o f  t he  co lou r  se lec ted  fo r  
   each  Sphe re  o r  Spo t  l i gh t .  U se  a  se t t i ng  o f  0  to  p roduce  a  pu re  wh i te  l i gh t .
·   Sp read  (Spo t  L igh t s  on l y ) :  Ad ju s t s  how  b road  t he  cone  o f  l i gh t  i s  f r om  a  Spo t  
   l amp .  La rge r  va l ues  cause  l i gh t  to  sh i ne  ac ro s s  a  w ide r  ang le ,  sma l l e r  va l ues  
   na r row  the  l i gh t  i n to  a  mo re  focused  beam.
·   So f tnes s  (Spo t  L i gh t s  on l y ) :  De te rm ines  whe the r  t he  c i r c l e  o f  l i gh t  f r om  Spo t  l amps  
   appea r s  w i t h  a  we l l  de f i ned  o r  faded  ou te r  edge .  I nc rease  t he  So f tnes s  va l ue  to   
   f ade  mo re .



   D i s tance :  Se t s  how  fa r  t he  l i gh t  f r om  each  Sphe re  o r  Spo t  l i gh t  w i l l  s h i ne .  Th i s  l e t s  
   you  cas t  l i gh t  on to  a  nea rby  ob jec t  w i t hou t  i t  a l so  l i gh t i ng  up  o the r  ob jec t s  i n  t he  
   backg round .
·   Na tu ra l  L i gh t  Cus tom i se :  Enab le  o r  d i sab le  cu s tom i sa t i on  o f  t he  na tu ra l  and  
   amb ien t  l i gh t  i n  t he  game .  Th i s  a f fec t s  l i gh t  sou rces  such  a s  t he  sun ,  moon  and  
   s t r ee t  l i gh t i ng .
·   I n tens i t y :  I nc reases  o r  dec reases  t he  ove ra l l  b r i gh tnes s  o f  t he  na tu ra l  and  amb ien t  
   l i gh t i ng .  Se t t i ng  t h i s  and  Amb ien t  L i gh t  to  0  can  be  u sed  to  e l im ina te  l i gh t  f r om  
   t he  su r round ings  and  re l y  so le l y  on  a r t i f i c ia l  Sphe re  o r  Spo t  l i gh t s .
·   E l e va t i on :  Changes  t he  he igh t  o f  t he  sun  o r  moon  i n  t he  s k y .  A l t hough  no t  l abe l l ed  
   a s  such ,  t he  se t t i ng  i s  i n  deg rees ,  w i t h  90°  p lac i ng  t he  sun  d i r ec t l y  o ve rhead  and  
   0°  d ropp ing  i t  t o  t he  ho r i zon .
·   Ro ta t i on :  Changes  t he  pos i t i on  o f  t he  sun  o r  moon  i n  t he  s k y  by  o rb i t i ng  i t  t h rough  
   360°  a t  a  cons tan t  he igh t .  U se  t h i s  t o  a l t e r  t he  d i r ec t i on  o f  l i gh t  and  shadows  i n  
   t he  who le  env i r onmen t ,  a lmos t  l i ke  chang ing  t he  t ime  o f  day .
·   Amb ien t  L i gh t :  I nc reases  o r  dec reases  t he  b r igh tnes s  o f  i n -game  l i gh t  f r om  sou rces  
   o the r  t han  t he  sun  o r  moon .  A  h igh  va l ue  p roduces  mo re  l i gh t  f r om  amb ien t  
   sou rces ,  wh i l e  se t t i ng  t h i s  and  Na tu ra l  L i gh t  I n tens i t y  t o  0  can  be  u sed  to  e l im ina te  
   l i gh t  f r om  the  su r round ings  and  re l y  so le l y  on  a r t i f i c ia l  Sphe re  o r  Spo t  l i gh t s .
·   Move  Camera :  Enab le s  o r  d i sab le s  movement  o f  t he  pho to  mode  camera  wh i l e  i n  
   L i gh t i ng  Mode .  T i p  –  t r y  t empo ra r i l y  u s i ng  a  w ide  F ie ld  o f  V iew  se t t i ng  to  ge t  a  
   be t te r  o ve r v i ew  o f  l i gh t  p lacemen t s  w i t hou t  d i s r up t i ng  t he  camera ' s  compos i t i on .



ST ICKER  MODE

·   La ye r s  1  -  1 0 :  An  i nd i v idua l  s t i c ke r  can  be  se lec ted  fo r  each  o f  t he  10  ava i l ab le  
   l a ye r s .  Each  l a ye r  s tack s  on  top  o f  t he  p rev iou s  one ,  w i t h  Laye r  1  appea r i ng  a t  t he  
   bo t tom o f  t he  p i l e  and  Laye r  1 0  a t  t he  top .
·   Ca tego r i e s :  S t i c ke r s  can  be  chosen  f rom  ove r  380  des igns  ac ro s s  6  ca tego r i e s .  The  
   ca tego r i e s  a re  Ch ib i s ,  M i sce l l aneous ,  Ma r ve l  Com ics ,  Com ic  Tex t ,  Bu r s t  Bubb le s ,   
   Web  &  Ac t i on  L i ne s .
·   Move :  Repos i t i on  t he  cu r ren t  s t i c ke r  on  sc reen  u s i ng  LS .
·   Ro ta te :  Ro ta te  t he  cu r ren t  s t i c ke r  t h rough  360°  u s i ng  ( L 1  /  R 1 ) .
·   Sca le :  Res i ze  t he  cu r ren t  s t i c ke r  u s i ng  ( L2  /  R2 ) .
·   C lea r :  P re s s  O  to  c l ea r  an  i nd i v idua l  s t i c ke r  f r om  i t s  l a ye r .
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@solemist

@fayethejust

https://twitter.com/fayethejust
https://twitter.com/solemist


@galaxygh0ulVP

https://twitter.com/galaxygh0ulVP


"I love taking spur of
the moment shots in
games. This shot of a
Tallneck with embers

in the front came
shortly after a long

fight with a
Thunderjaw. Sparks
and embers were in
the air as I looked

south to see our tall
guy here walking

about."



- @BlkRavenVP

https://twitter.com/BlkRavenVP


@LadyCalzone

@leg_0412

https://twitter.com/LadyCalzone
https://twitter.com/leg_0412


@hoffman_vp

https://twitter.com/hoffman_vp


@solinstruments_

@miss_clemen3

https://twitter.com/solinstruments_
https://twitter.com/miss_clemen3


@luckyless11

https://twitter.com/LUCKYless11


@theAvPlayer

https://twitter.com/theAvPlayer


"My journey in VP
began 3 years ago
when I discovered

Red Dead
Redemption 2. Time
goes by, I gradually
improve my skills in
this hobby, but the
beauty of RDR2 still
does not let me go."



- @tzero96

https://twitter.com/tzero96


@ViGoRo

@9b75

https://twitter.com/9b75
https://twitter.com/ViGoRo


@ElektroVP

https://twitter.com/ElektroVP


@Univers_G8CO

@HelterSeltz

https://twitter.com/HelterSeltz
https://twitter.com/Univers_G8CO


@Cockatiel_JPN

https://twitter.com/Cockatiel_JPN


“I came about this
shot while trying to
recreate a real life

photo of a girl
standing against a

wall with a long
shadow tapering to
a point at her feet.
One aspect of VP I

enjoy is trying to
recreate photos or
art within games.”



- @Sefwick

https://twitter.com/Sefwick


@LiEVENGreG

@Steven_VP1

https://twitter.com/Steven_VP1
https://twitter.com/LiEVENGreG


@godshatesash

https://twitter.com/godhatesash


@the_epicdude

@takeda_iori

https://twitter.com/takeda_iori
https://twitter.com/the_EpicDude


@ZVWorlds

https://twitter.com/ZVWorlds


@UVioletra

https://twitter.com/UVioletra


"Virtual Photography
has given me the

chance over the last
2 years to express
my vision in unique
and creative ways."



- @CornedBeefBrad

https://twitter.com/CornedBeefBrad


VP&ME WITH
@MORPH__1



WHAT  WAS  THE  F I RST
GAME TO GET  YOU

INTERESTED  IN
V IRTUAL

PHOTOGRAPHY?

 Geez  t ha t ’ l l  p robab l y
have  to  be  when  I  go t
Ho r i zon  Ze ro  Dawn  back  i n
20 17 ,  a  buddy  o f  m ine
f rom wo r k  to ld  me  abou t  i t
so  I  bough t  t he  game .
F i r s t  was  b lown  away  w i t h
the  gamep lay  so  I  was
s tuck  on  t ha t  bu t  wasn ’ t
t i l l  my  second  p lay
th rough  when  I  d i scove red
pho tomode .  Was  i n s tan t l y
amazed  w i t h  t he  ed i t i ng
too l s  i t  p rov ided ,  one
ma in  pho tomode  fea tu re  I
l o ve  f rom  tha t  game
wou ld  have  to  be  ab le  to
ad ju s t  day/n igh t .  So  eve r
s i nce  t hen  I  wou ld  check  a
game  and  see  i f  i t  comes
w i th  a  pho tomode  and  j u s t
be  i n  my  own  wo r ld .



DO YOU DRAW ANY  INSP IRAT ION  FROM OUTS IDE  OF  VP?



I  wou ld  say  my  ma in  i n sp i ra t i on  ou t s ide  o f  V i r t ua l  Pho tog raphy  wou ld  be  f rom
Cinematog raphy  mos t l y .  T he re s  t h i s  v i deo  on  YouTube  I  saw  coup le  yea r s  back  ca l l ed
“ The  mos t  beau t i f u l  s ho t s  i n  mov ie  h i s to r y ”  and  see i ng  t ha t  b lew  me  away .  T r u l y
i n sp i r ed  me  to  rec rea te  t hose  f i lm  sho t s  d i r ec to r s  ge t  i n  t he i r  mov ie s  i n  a  game  tha t
bes t  r ep re sen t s  i t  and  pu t t i ng  my  own  touch  i n  t he  pho to .

WHAT  STYLE  OF  PHOTOGRAPHY  DO YOU PREFER  TO  CAPTURE?



Hm,  wow I  f ee l  l i k e  I  don ’ t  r ea l l y  have  a  spec i f i c  s t y l e  I  go  to  bu t  i f  I  wou ld  to  have
to  choose  wou ld  be  env i r onmen ta l  s ho t s .  J u s t  t o  see  t he  wo r k  t hese  deve lope r s  pu t
i n to  t he i r  games  w i t h  t he  wo r ld  bu i l d i ng  i s  j u s t  m ind  b low ing .  I  bas i ca l l y  j u s t  have  to
s top  and  pause  to  ta ke  hou r s  o f  ga the r i ng  pho tos  i n  each  l e ve l  o f  a  game .  I  wan t  to
be  ab le  to  show o the r s  a  wo r ld  t hey  have  ye t  to  see  and  expe r i ence  fo r  t hemse l ve s
hopefu l l y  t o  ge t  mo re  i n to  games  I ’m  a l so  i n to .



I N  YOUR  OP IN ION ,  WHAT  DO YOU TH INK  MAKES  AN  EXCELLENT  SHOT?



The re  a re  so  many  fac to r s  t ha t  can  go  i n to  i den t i f y i ng  wha t  t r u l y  wou ld  be
cons ide red  an  exce l l en t  s ho t .  Com ing  f rom  my  op in ion  t hough  I  wou ld  say  t he  t h i ng
tha t  makes  an  exce l l en t  s ho t  i s  t he  s to r y te l l i ng  beh i nd  a  pho to .  I  a lways  t h i n k  o f  t he
ph rase  “a  p i c tu re  i s  wo r th  a  t housand  wo rds ”  and  to  me  i t ’ s  t he  s to r y  a  pe r son  i s
t r y i ng  to  te l l  i n  t he i r  pho to .  E ve r yone  has  t he i r  own  ed i t s  on  how they  wanna  have
the i r  s ho t s  l ook ,  bu t  wha t  was  i t  abou t  t he  sub jec t  i n  t he  pho to  t ha t  made  t hem wan t
to  cap tu re  i t  wha t ’ s  t he  s to r y  t hey  a re  t r y i ng  to  te l l .  

DO YOU HAVE  ANY  ADV ICE  FOR  PEOPLE  WHO ARE  TH INK ING OF  START ING V IRTUAL
PHOTOGRAPHY?



I  wou ld  say  t he  b igges t  m indse t  to  have  when  go ing  i n to  do i ng  v i r t ua l  pho tog raphy  i s
f i r s t  and  fo remos t  be  p roud  o f  e ve r y  cap tu re  you  take  i n  any  game  you  t r u l y  l o ve .
When  wan t i ng  to  ge t  i n to  show ing  o f f  you r  wo r k  to  t he  pub l i c  and  commun i t i e s  ou t
t he re  ded ica ted  to  VP  i s  t o  NEVER  compare  you r se l f  t o  o the r s .  You  need  to  f i nd  wha t
s t y l e  f i t s  you r  pe r sona l i t y  bes t  and  ro l l  w i t h  i t ,  o f  cou r se  i t ’ s  a lways  f un  to
expe r imen t  and  cha l l enge  you r se l f  w i t h  be i ng  ou t  o f  you r  s t y l e  o f  cho ice .  I  mean  hey ,
you  j u s t  m igh t  f i nd  new  ways  to  cap tu re  you r  pho tos .  



WHAT  DO YOU TH INK  DRAWS PEOPLE  TO  V IRTUAL  PHOTOGRAPHY?



I  wou ld  t h i n k  t ha t  t he  reason  why  peop le  wou ld  be  d rawn  towards  v i r t ua l
pho tog raphy  i s  s imp l y  cap tu r i ng  a  moment  i n  a  game .  Now what  I  mean  by  t ha t  i s
pho tomode  g i ve s  a  p laye r  acces s  to  cap tu re  eve r y th i ng  t he i r  e yes  see .  Some  games
j u s t  have  i nc red ib le  moment s  t ha t  hones t l y  cou ld  j u s t  neve r  happen  i n  r ea l  l i f e .  They
wan t  to  show eve r yone  t he  beau t y  o f  t he i r  fa vo r i t e  game ,  and  what  be t te r  way  t han
th rough  p i c tu re s .



@morph__1

@_xkarakurtx_

https://twitter.com/Morph__1
https://twitter.com/_xKarakurTx_


@Gwyn_VP

https://twitter.com/Gwyn_VP


@BJames_vp

https://twitter.com/BJames_vp


@BillyGunn_

https://twitter.com/BillyGunn_


"Life is like a Camera,
Focus on what's

important & you'll
capture it perfectly. 



Whenever I'm stressed
or anything i think of
this quote & it helps."



- @WallyDaGreat66

https://twitter.com/WallyDaGreat66


@JaykeKirbee

https://twitter.com/JaykeKirbee


@SyntheticOutlaw

https://twitter.com/Synthetic0utlaw


@DannyBoi_2077

https://twitter.com/DannyBoi_2077


@TuomionKukko

https://twitter.com/TuomionKukko
https://twitter.com/TuomionKukko


“I’m extremely honoured
to collaborate with the

incredible 
@2WheelTex

 on this double
exposure. I love doing
collaboration because
we can discover new

styles regardless our VP
styles. No matter which
tools and platforms we

use, sky’s the limit!”



- @vspeedstar



“I got into VP about a
year and a half ago.

Learning photography
virtually got me into
editing/compositing

and then irl
photography. The
creative process

fascinates me and
collaboration breeds

innovation. Sharing the
process is rewarding

and the challenge drives
me.”



- @2WheelTex

https://twitter.com/2WheelTex
https://twitter.com/vspeedstar
https://twitter.com/2WheelTex


@Khaldsx885

https://twitter.com/khaldsx885


@fridgeGone

https://twitter.com/FridgeGone


@Ioahnis

https://twitter.com/Ioahnis


"VP means a lot to
me. I can express
myself creatively
while playing my

favourite games. It
makes me dive
deeper into the

game and gives me
mental health back.
And the cherry on

top of the cake is the
great community "

.

- @PodToGo

https://twitter.com/PodToGo


@starlxght

https://twitter.com/staarlxght


@TypicalCheap

https://twitter.com/TypicalCheap


@itswanabLkeNiko

https://twitter.com/itswanabLkeNiko


@JPGphotogame

https://twitter.com/JPGphotogame


"We should not take
for granted that the
game has a photo

mode implemented.
We should never

forget to thank the
developers. I always

tell myself that."



- @natriumiushi





https://twitter.com/natriumiushi



