What does it mean when we talk about cinematography?
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Cinematography in games
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Interactlve Camera
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ddTqgzOXE
* Designing and Implementing a Dynamic Camera System, https://www.gdcvault.com/play/192/Designing-and-Implementing-a-

Dynamic

* Keyframes and Cardboard Props: The Cinematic Process Behind 'God of War’,
https://www.youtube.com/watch?v=MNIinZWI|hprE

* Behind the Scenes of the Cinematic Dialogues in The Witcher 3: Wild Hunt, https://www.youtube.com/watch?v=chf3REzA|gl

* Procedural Generation of Cinematic Dialogues in Assassin’'s Creed Odyssey, https://www.youtube.com/watch?v=DFM5zbekZ7c
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