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A Study on the Practical Application of Generative Al in
Animation Production
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Abstract

This study examines the evolving role of generative Al in animation production, focusing on recent
advancements in video generation technology through platforms like OpenAl’s Sora, Runway, and Kling.
While these technologies demonstrate impressive capabilities in producing high-quality visuals comparable
to theatrical animations, they show significant limitations in character animation, particularly in creating
contextually appropriate movements that support storytelling. Through comparative analysis of
Al-generated videos and traditional animation production processes, this research identifies current
inefficiencies in generative Al applications and proposes practical development directions for more effective
integration in animation production workflows.
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Straight Action Technique : Useful to depict the fluid and unpredictable actions like fire

Pose to Pose is used for more controlled movements like a character’s Walk Cycle
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Fig. 1. Pose to pose and Straight ahead
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Fig. 3. Sora generated video of gymnastics
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Fig. 4. Key poses in the blocking stage
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Fig. 7. Kling Al motion brush
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