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Life is not what you see in films. Life is much harder.

Cinema Paradiso (1988)

Giuseppe Tornatore

My uncle says we live three times as long since man invented movies.

It means movies give us twice what we get from daily life.

Yi Yi (2000)

Edward Yang

Do you think games are silly little things?

Nier: Automata (2016)

Yoko Taro
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