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[Abstract]

This study analyzes the application of artificial intelligence (Al)-based visual effects (VFX) technology in film production as
well as the impact of Al on VFX work and the film industry. Through a comprehensive review of relevant literature and case
studies, this research systematically examines how Al-based VFX technology is implemented in film production processes, as
well as the specific changes and outcomes it brings. The findings indicate that Al technology significantly enhances the
efficiency of VFX work by automating processes and reducing the need for manual labor. In addition, Al enables the effective
creation of complex or fantastical scenes, thereby boosting the creativity of filmmakers. However, Al-based VFX technology
also presents ethical challenges and technical limitations. For example, deepfake technology, which can alter an actor’s face or
replace it with another, poses serious privacy concerns. Moreover, current Al technology requires large datasets and significant
resources, which can lead to artificial or unnatural results. Hence, the results of this study suggest that the introduction of
Al-based VFX technology is ushering in a new era of visual art in the film industry and highlight the need for both ongoing
research and the resolution of ethical issues to further advance this technology.
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movements, and skin texture is collected.
This is accomplished through 3D scanning,
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Data Collection

The collected data is used to train deep
learning models. During this process, the
model learns the actor's various
expressions and movements, enabling it to
apply these to a digital character.

Model Training

The trained model is used to animate the
digital character. The digital character
moves naturally based on the actual
performance data of the actor.
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The scene where actor Josh Brolin's facial
expressions are transferred to the digital Thanos
model[47]
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Fig. 4. The young De Niro, reborn through de-aging
technology in "The Irishman."[53]
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