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Abstract :

Over several decades of development, the video game industry has undergone rapid advancements

in visual presentation. The currently mainstream Physically Based Rendering (PBR) pipeline has

brought game visuals closer to photorealism. Concurrently, a new development trend has emerged in

"stylized" art, which stands in contrast to "realistic" representation. This article primarily discusses the

definition, scope of application, expressive methods, and technical key points of stylized art within the

PBR pipeline of next—generation game production technology.
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