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Utilization and Prospects of Artificial Intelligence in Art
Focusing on the Visual Content Creation Process
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Abstract

The rapid development of Al technology is rapidly changing the world. We are entering an era where
generative Al can create images in a variety of styles, and the use of generative Al in visual content
creation, such as illustration, animation, and game creation, is being explored in earnest. Previously, visual
content creation relied on human creative efforts and communication, but with the improvement of Al and
the advent of generative Al, productive collaboration between humans and Al has become possible, and it
is necessary to revisit the human creative process in order to make good use of powerful generative Al
This paper examines the current state of image creation technology through generative Al and explores
what we can easily overlook by examining the human creative process before making good use of
generative Al. Afterwards, we will look at examples of visual content creation where generative Al is
used and present ideas for human-Al collaboration.
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