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Production of Short Animations Using Al
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Abstract

Artificial intelligence is no longer confined to the technical realm but is expanding into the entire arts
industry, including advertising, design, webtoons, and film. Consequently, artists and creators express
concerns about encroachment on their domain while actively utilizing generative Al as an auxiliary tool for
creation. Within this trend, numerous studies exploring the artistic expression potential and utility of
generative Al are being published. Early research on Sora and DALL-E primarily focused on functional
experimentation. Subsequently, with the emergence of tools like Midjourney, Runway, ComfyUl, and Kling,
studies comparing and analyzing their differences followed. Existing papers have concentrated on analyzing
commercial use cases of images and videos produced by generative Al or their artistic applicability.
Research in the advertising field, a short-form visual medium, has been particularly active, largely due to
limitations in Al's ability to maintain consistency. This study aims to go beyond these trends and explore
the potential of generative Al as an ‘all-in-one tool’ capable of producing a complete work of art, moving
beyond its role as a mere auxiliary means. Focusing specifically on the animation field, where existing
research is scarce, it examines the feasibility of using Al as an artistic creation tool by producing an entire
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short animation, Delusional, using Al throughout the entire production process and comparing it with

traditional production methods. Through this, it seeks to explore a new paradigm for artistic creation in the

age of artificial intelligence and the changing role of the creator.
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[Table 1] Table Partial prompts for images and videos created with Midjourney and Runway

Mg olojx| Midjourney ZEZE Runway ZEZE

cinematic wide shot of a quiet urban alley after rain, a
young woman standing alone near a brick building,
reflective puddles on the ground, warm sunlight contrasting
with cool shadows, stylized semi-realistic illustration, soft
painterly textures...

Cinematic view of a
woman walking in the
street. fast walking.
30x speed, hyperspeed,
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cinematic close-up of hands gently holding a small
glowing object above a rain puddle, warm golden light
reflecting on wet pavement, soft shadows, shallow depth
of field, emotional storytelling, quiet moment after rain...

A woman drops her
ring while trying to
put it on.

cinematic macro shot of a glowing orange ring
half-submerged in a rain puddle, gentle ripples spreading
across dark reflective water, warm light contrasting with
cool blue shadows, shallow depth of field, minimal
composition...

The ring falls into a
puddle of water.

cinematic medium close-up of a young woman kneeling
B beside a rain puddle, gently touching glowing light in the
water, warm golden illumination from her hands, soft
reflections and ripples, expressive face with quiet wonder...

A woman reaches
out to retrieve a ring
that has fallen into a
puddle of water.

dramatic underwater scene of a young woman sinking
beneath the surface, reaching one hand upward toward the
light, long dark hair flowing in the water, rays of sunlight
piercing through from above, deep blue color palette,
sense of isolation

The woman flounders
in the ocean and falls
into the water.

A vast deep-sea canyon filled with light beams from the
surface, a massive whale in the center covered in glowing
starlike particles gracefully swimming, surrounded by many
other whales and fish drifting mysteriously...

An award winning
documentary about the
sea, wide angle shot
showcasing the fish,
dynamic movement,

A young woman floating just below the ocean surface,
sunlight streaming down in soft rays through clear

turquoise water, her long dark hair weightlessly drifting
around her head, wearing a simple fitted white t-shirt...

A woman is
swimming in water,
and a ray of light is
shining on her.

Close up view of turbulent underwater bubbles,
J|countless translucent air bubbles of different sizes rising
through deep blue water, soft foamy clouds and splashes
forming dynamic swirling patterns, high contrast between
bright cyan highlights..

bubble grows fast,
covered with bubble at
the end.

ethereal underwater mermaid, side profile swimming
gracefully through deep ocean, bioluminescent blue scales
glowing softly, translucent fins and flowing dress-like tail,
long dark hair floating in water, delicate luminous patterns
on face and body..

i
4]

Dynamic motion,
dynamic blur, 30x
speed, unsharp edges.

bioluminescent deep-sea spirit fish, ethereal aquatic
creature swimming in dark ocean depths, glowing cyan
and teal scales emitting soft light, elongated serpentine
body, translucent flowing fins like silk ribbons, luminous
eyes, particles drifting...

Woman transforms
into a fish.

solitary bioluminescent deep-sea creature drifting in vast
dark ocean, small glowing blue jellyfish-like fish with
delicate flowing tendrils, surrounded by distant faintly
glowing sea creatures, massive negative space, top-down
wide shot...

Fish swims away.
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