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A Study on Factors that Perceive Realism in Photography
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Abstract The sense of photographic realism differs from person to person. Developpers want to use good implession
pictures for game materials. We conducted an online questionnaire investigation, focused contrast and brightness. As the

result, landscapes were rated differently on the scene, drink and foods rated highter with high contrast, and animals rated
higher with low contrast. We thought that the retouch images based on the world view, affect good impressive effects when
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used for games.
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