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A Case Study on Generative Al-Based Virtual 3D Spaces and
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Abstract

This study introduces a novel methodology for creating virtual 3D spaces and implementing VR content
using generative Al The research systematizes a workflow that generates high-quality images with
generative Al and transforms them into 360-degree VR content through After Effects’ 2.5D techniques. This
approach provides an accessible framework for VR production, enabling creators with limited expertise in
3D software or game engines to produce immersive content. The findings demonstrate that generative
Al-generated images, combined with layer-based 2.5D workflows, effectively achieve depth and immersion
in VR content. A case study involving the reinterpretation of Plato’s allegory of the cave confirmed the
potential of delivering immersive experiences in virtual environments. The study also comprehensively
documents the entire production process —from prompt design in generative Al to layer separation, virtual
3D space creation, and VR output —ensuring its practical applicability in professional contexts. Positioning
the creation process as an experimental case of artistic and technological convergence, this research
contributes to expanding the possibilities of digital content creation within media art.
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712 74 modernist interpretation of Plato's Cave
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[E 2) O[0[%] MA2 %t Fo mEmE A7

Table 2] Key Prompt Design for Image Generation
y

7

A7 abstract digital shadow mapping in modern cave gallery, matrix-like patterns projected on curved

=

Gl walls, holographic data visualization, deep contrast shadows, ethereal highlights, mysterious glow,
architectural visualization, octane render --ar 16:9 --s 750 --q 2 --no human figures, logos, noise

IH

BoE Z3 Y8

A7 abstract digital shadow mapping in modern cave gallery, matrix-like patterns projected on curved
012|A|2 walls, holographic data visualization, deep contrast shadows, ethereal highlights, mysterious glow,
architectural visualization, octane render --ar 16:9 --s 750 --q 2 --no human figures, logos, noise

A7 deep brutalist cave gallery with multiple floating platforms, orchestrated light and shadow play,
O:IE|*|3 holographic interfaces, layered spaces with dimensional transitions, moody atmosphere, photorealistic
render --ar 16:9 --s 750 --q 2 --no human elements, text, busy compositions
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[Fig. 6] Key Al-Generated Images
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