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Visual novel visual direction with depth of field adjustment
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Abstract

Visual novel is a game genre that aims to progress the story by adding visual and auditory elements
and interaction according to the player's choice based on the story. The visual direction of the game
focuses on enhancing the immersion of the story. The visual directing of the existing visual novels is
merely supporting verbal expressions such as the text of the story, and some visual directings do not
harmonize with the other components of the play screen, and conversely, hinder immersion. In addition, it
is difficult to react dynamically as the story progresses. In this paper, the depth of field and the expression
of charade are considered through films and applied to visual novels to overcome the limitations of existing
visual directing. In the 3D game engine, the depth of field adjustment function is applied to the In Game
camera, and the creator arbitrarily adjusts the depth of field and focus to create the scene. As a result, it
is possible to dynamically create a scene according to the story without compromising harmony with other
components. In addition, by shifting the focus at a shallow depth of field, it can naturally imply meaning
in a specific image and express it as a charade.
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[Fig. 2] General expression of items appearing in visual novels [4]
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[Fig. 3] Comparison Picture of Deep Focus and Shallow Focus [7]
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[Fig. 8] Speaker's emphasis created by depth of field [16]
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