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Research Article The digital workspace is one of the main tools of design activity in the creative
DOI: industries. In particular, in multimedia design, the traditional means of performing
10.70651/3041- design tasks, among other possible ones, is determined by specialized digital software
248X/2026.3.17 for editing multimedia content. Examples include software for editing vector and raster
Received: graphics, video editing, and working with digital three-dimensional graphics. It is
11 Febru;n‘y 2026 advisable to form a functionally oriented typology of artificial intelligence models and
Accepted: more applied schemes for integrating generative systems into the design process. The

15 March 2026 purpose of the study is to develop a comprehensive approach to integrating artificial
Published online: intelligence into design activity for three-dimensional animation design through the
21 March 2026 formation of a generalized scheme for applying functionally defined types of artificial

intelligence models at the main stages of the production process. The study identifies
Copyright © 2026 the main stages of project activities in creating three-dimensional animation, develops
by author a typology of user-friendly artificial intelligence systems in the context of application in

design project activities, analyzes the possibilities of applying certain types of artificial
Z intelligence systems at each stage of project activities, and summarizes the results of
| @ @ @ \ the study in a structural diagram of the complex integration of artificial intelligence into

the design of three-dimensional animation. The study substantiates that the
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development of algorithmic data processing systems - “artificial intelligence” systems
- is a source of replenishment of the tools of the digital work environment, in particular,
both in the form of separate user interfaces for controlling the work of artificial
intelligence, and in the form of integration of algorithmic systems into traditional
software.
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[luppose poboye cepefoBUIllEe € OJHUM 3 OCHOBHMX 3acO6iB NPOEKTHOI JisJIBHOCTI Y
TBOPYMX IHAYCTPisAX. 30KpeMa, y MyJbTUMeAiMHOMY Au3aiiHi TpagulilHUMU 3aco6aMu
BUKOHAHHA /JM3alHEPCbKUX cepef
crienjasizoBaHe 1UGpPOBe NporpaMHe 3abes3nevyeHHS 3 peflaryBaHHA MYJIbTUMEAIHHOTO

3aBJaHb, IHIIMX MOXMUIMBUX, BHU3HAYAETbCA
KoHTeHTY. [I[pHKJIaZlaMy MOXKy Th 6y TH IpOrpaMHe 3abe3nedeHHs1 3 pe/iaryBaHHsS BEKTOPHOT
Ta pacTpoBoi rpadiky, BilEOMOHTaXKy, poOOTH 3 LUPPOBOI TPUBHUMIpHOW rpadikoro.
JouisbHUM € PpopMyBaHHS QYHKLIOHAIBHO OpiEHTOBAaHOI TUIMOJIOTIi MoJiesiel LITYYHOro
iHTe/IeKTy Ta GiJIbIL TPUK/IaHUX CXeM iHTerpallil reHepaTUBHUX CUCTEM Y AU3aiH-TIpoLiec.
MeToto JocIi[KeHHS € po3p0o6Ka KOMIIJIEKCHOTO MiZIX0y iHTerpaLii LITyYHOro iHTeJeKTY
MIPOEKTHY Jis/IbHICTD 3 JU3aliHy TPUBHUMIpHOI aHiMaLil yepe3 popMyBaHHS y3arajabHEHOT
CXeMH 3aCTOCYBaHHsI BU3HA4Y€HHUX 33 QYHKI[iOHAJbHMM NpPU3HAYEHHSM THIIB MoJesed
IITyYHOTO iHTEe/NeKTy Ha OCHOBHMX eTalaX BHPOOHHUYOro mporecy. Y JoCaifpKeHHi
BU3HA4YeHO OCHOBHI eTalMu IPOEKTHOI JiSJIbHOCTI Y CTBOpPEHHI TPUBUMIPHOI aHimalil,
pO3pO6JIEHO THUIOJIOTII0 KOPUCTYBALbKUX CHUCTEM IUTYYHOTO iHTENEeKTy y KOHTEKCTi
3aCTOCYBaHHSl y NPOEKTHIA MAiSVIBHOCTI 3 JAW3aliHy, NMPOBEJEHO aHaJli3 MOXJIMBOCTEN
3aCTOCYBaHHSl BHM3HAa4YeHUX THUIMIB CUCTEM IUTYYHOTO iHTEJEKTy Ha KOXXHOMY 3 eTamliB
MPOEKTHOI [JiAJIbHOCTI, y3arajJbHEHO pe3y/JbTaTH [AOCHAi/PKEHHS Y CTPYKTYpHIH cxeMi
KOMILJIEKCHOI iHTerpanii IITYy4YHOro iHTeNeKTy y Ju3aliH TpUBUMIpHOI aHiManil. Y
JIOC/Ti/PKeHHI OGI'PYHTOBAHO, L0 PO3BUTOK JTOPUTMIYHHUX CHUCTEM OOpPOOKH JAHUX —
CHCTEM «IUTYYHOTO {HTEJIEKTY» — € JpKepeJIOM MONOBHEHHS iHCTpyMeHTapio LudpoBoro
poGOYOro CepefioBHING, 30KpeMa SIK y BUIVISZI OKPEMHX KOPHCTYBALbKHUX iHTEpdENCiB
KepyBaHHSI POOOTOIO LITYYHOrO iHTe/EeKTy, Tak i y BUIVIAAL iHTerpanii alropuTMidvHUX
CHCTEM y TpaJuliiiiHe MporpaMHe 3a6e31e4YeHHsl.

KJ/IIOYOBI CJIOBA

TPUBMMIpPHA aHiMallis, WITYyYHUWA IHTEJEKT, MYJbTUMEAIMHUN Ju3aiiH, afOPUTM,
MIPOEKTHA Aif/IbHICTB, MpoBe poboye cepeloBUILE.
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1. Introduction

Part of the broad concept of multimedia design is the direction of design of three-dimensional
animation - an animated work that was created mainly through working with digital three-dimensional
objects in the appropriate software environment. As a project activity, the design of three-dimensional
animation is complex and consists of certain sequential project stages with different types of
intermediate multimedia content.

The development of artificial intelligence systems encompasses the generation of a wide range of
such content and has the potential to make significant changes in project activities. However, the
application of artificial intelligence systems in three-dimensional animation design is mostly
fragmentary. In the context of effective utilization of the potential of artificial intelligence, it is necessary
to systematize and form an integrated approach to integrating such systems into project activities in
accordance with design activities.

2. Literature Review

In accordance with the topic of the complex use of artificial intelligence in project activities for the
design of three-dimensional animation, conceptually fundamental in modern scientific literature are
works that highlight the specifics of dividing project activities into stages in the context of existing
artificial intelligence systems for generating multimedia content. Scientific works by authors such as
Chen et al. and Jinn et al. consider multimedia design products, in particular three-dimensional
animation, as a set of multimedia elements, for example: text, images, sound, in the work on which it is
theoretically possible to use artificial intelligence models for the generation of appropriate multimedia
content [2; 8]. An example of the typology of artificial intelligence models according to the principle of
the final result of generation is given. The logic of the application of specific artificial intelligence models
is determined by instrumental and structurally integrated into the production process according to the
scheme of distribution of project activities, according to the main stages of three-dimensional animation
design, which mainly include conceptual design, three-dimensional modeling, animation of three-
dimensional objects, and post-production. approach in the work of Kardianawati et al. The author’s
project plan for the integration of artificial intelligence into project activities for the design of animated
video material in general is tested, the possibility of effective application of artificial intelligence is
demonstrated, and the problems of control over generation processes are formulated [9].

In the work of Wahyudin et al., using the example of a single project, the potential for integrating
artificial intelligence at different design stages of three-dimensional animation design is empirically
determined. In the context of the use of artificial intelligence, such project stages as plot creation, script
writing, visualization of animation scenes, generation of voice accompaniment, speech synchronization,
generation of musical accompaniment, and post-production were indicated [15].

In national scientific sources, the topic of the complex use of artificial intelligence in the design of
three-dimensional animation is covered mainly in an overview. In the work of Shaura, an analytical
review of the impact of the emergence of generative systems on multimedia design project activities in
general is carried out [14]. Bobryshev highlights the use of artificial intelligence systems in the process
of creating three-dimensional models within the Blender software environment [1]. These national
scientific papers note the need to adapt the design activities of designers for the effective use of artificial
intelligence tools in design processes.

3. Problem Statement

Relevant in the analysis of current scientific research on the topic are scientific works that
formulate the methodological basis for an integrated approach to the integration of artificial intelligence
technologies regarding the use of artificial intelligence models of different types of generated content in
multimedia design project activities as a whole. The research confirms the possibility of using artificial
intelligence in design and directs further research into the specifics of the use of artificial intelligence in
the context of the traditional project approach. At the same time, these scientific works are mainly
technical in terms of describing artificial intelligence systems; superficial coverage of the theory of the
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application of artificial intelligence systems as a user practice of designers; In the context of the
integration of artificial intelligence, a superficial analysis of project activities on the design of three-
dimensional animation as a separate direction. It is advisable to form a functionally oriented typology
of artificial intelligence models and more applied schemes for integrating generative systems into the
design process.

The purpose of the study is to develop an integrated approach to integrating artificial intelligence
into project activities for the design of three-dimensional animation through the formation of a
generalized scheme for the use of types of artificial intelligence models defined by functional purpose at
the main stages of the production process. The following research tasks have been formed: to determine
the main stages of project activities in the creation of three-dimensional animation, to develop a
typology of user artificial intelligence systems in in the context of application in design activities, to
analyze the possibilities of using certain types of artificial intelligence systems at each stage of project
activities, to summarize the results of the study in the structural diagram of the integrated integration
of artificial intelligence into the design of three-dimensional animation.

4. Methods and Materials

The methodological basis of the study is a systematic approach, which allows us to consider the
design process of creating three-dimensional animation as a sequence of interrelated design stages.
Structural-functional analysis is used to determine the functions of artificial intelligence at each project
stage. Typology is carried out to group artificial intelligence models by functional purpose in the context
of design project activities. In the construction of a comprehensive scheme for the use of artificial
intelligence, the modeling method is actualized.

The structure of project activities for creating three-dimensional animation is determined as the
basis for further correlation of artificial intelligence models with the design process. The logic of the
production cycle consists of the necessary and gradual stages of creating the final multimedia product
of three-dimensional animation.

Conceptual design is a classic first stage in multimedia design activities in general. At this stage,
the idea of a design product is created. In the context of three-dimensional animation, at the stage of
conceptual design, it is necessary to determine the purpose, plot content and stylistic direction of
animation. The specificity of the designer’s work lies in the use of text and graphic tools for creative
search, fixation, and possible preliminary visualization of the components of the concept.

A further specialized design stage is three-dimensional modeling. Three-dimensional modeling in
the context of creating animation is a complex activity consisting of the creation of three-dimensional
objects and textures, followed by the spatial and light construction of a three-dimensional scene within
which the animation will be carried out.

Within the next stage of animation, the logic of movements is applied to static three-dimensional
objects, which is represented by a sequence of fixed positions of objects on each individual frame of the
animation. The work of designers at this stage mainly consists of assigning the necessary spatiotemporal
positions of objects on a three-dimensional scene.

At the predominantly technical stage of rendering, a sequence of image frames is created from a
space-time three-dimensional scene, which makes up the video sequence of three-dimensional
animation. The designer’s activity at this stage and in the future focuses on working with the visual part
of the resulting video sequence.

The final stage in terms of the visual component of animation is post-production, which consists
of additional editing of the video sequence in accordance with the defined concept.

It is not part of the visual component, but can be considered as part of the further comprehensive
integration of artificial intelligence into project activities, the stage of sound design, which indicates in
combination or separately with voice acting and musical accompaniment.

5. Results and Discussion

The sequence of design stages is defined in accordance with traditional approaches to organizing
the production process of three-dimensional animation. In the context of the traditional design

4



Proskuryakov, 0., & Ditkovskyi, D. Philosophy and Governance No. 3(19) (2026)

approach, conceptual design, three-dimensional modeling, animation of three-dimensional objects,
rendering, and post-production are considered as interrelated components of the holistic design
process [10]. In the context of integrating artificial intelligence systems into three-dimensional
animation design project activities, the traditional approach takes into account the technical content of
each stage and the specifics of design activities, which determines the logic of decision-making.

A comprehensive typology of user models of artificial intelligence is used with the distinction of
three analytical levels: functional - the type of generated result, front-end - the method of interaction
with the model, and process - the stage of project activity at which the model is applied. The basis of the
approach to typology is the result of the work of artificial intelligence; the secondary component is the
way of user interaction with artificial intelligence models. This approach is based on the relevance in
the context of design activity of the generation object and the method of managing the generation
process. Typology generalizes the functional logic of the work of types of artificial intelligence models
from the quantitative representation of specific generative systems. The following is a typology used in
the proposal for the comprehensive integration of artificial intelligence into three-dimensional
animation design project activities.

Current research on artificial intelligence demonstrates the classification of generative models
mainly by technical structures and the type of operational data. However, in the context of design
activities, a functional approach to typology is more appropriate, focusing on the resulting generation
result and the way the user interacts with artificial intelligence models [5; 13].

At the functional level, it is LLM (Large Language Models, or text models of artificial intelligence
with the functional purpose of generating text content.

At the functional level, Al models for generating static images. This classification does not take
into account the way in which it interacts with the model. At the interface level, according to the way of
user interaction, image generation models can be represented as TTI (Text-to-Image), which generates
images based on text queries, and ITI (Image-to-Image), which involves generation based on the input
image.

Artificial intelligence models for the generation of digital three-dimensional objects. At the
interface level, according to the way the models interact with the generation of three-dimensional
objects, both TT3D (Text-To-3D) models and IT3D (ImageTo3D) models can be represented, within the
user interfaces of which generation is carried out based on text queries or static images, respectively.

Artificial intelligence systems for the generation of motion logic in the context of the animation of
three-dimensional objects. The functionality of such systems lies in the generation of probable motion
logic on the main existing key spatiotemporal parameters of the animated object. The user component
of these systems is mainly integrated into broader software environments [4].

A more general type within the topic includes separate or integrated artificial intelligence systems
within the wider software environment for optimizing and expanding tools in rendering and post-
production processes. Typical post-production tasks can be partially or fully performed during the
rendering phase, such as pre-styling through appropriate visual render settings.

According to the author’s proposal, sound models of artificial intelligence with the function of
generating sound and voice accompaniment are submitted for consideration as a separate type. User
interaction with these models is mainly carried out within the framework of a separate software
environment through text requests and user interfaces.

In the future, a connection is established between possible design needs at each of the described
design stages of three-dimensional animation design and the functional purpose of certain types of
artificial intelligence systems. The user component of the above typology is used as a tool for the
designer’s interaction with generative systems.

The use of artificial intelligence at the conceptual stage mainly actualizes text models and image
generation models. Text models can be an additional tool for creative search for ideas, supporting the
process of writing a script and planning a project. control. This creates prerequisites for a separate topic
of the specifics of coordinating different Al models within the framework of design project activities.
Image generation models at the conceptual stage can be a tool for pre-visualization of ideas with greater
variability compared to traditional methods. The integration of artificial intelligence at the conceptual
design stage is characterized by flexible control of the designer, who determines the degree of
automation of the tasks of the conceptual stage and is the subject of critical selection of the generated
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content that will be involved in the production process. The use of generative models at the conceptual
design stage is consistent with approaches to the development of creative tools, within which generative
systems are considered as a means of expanding the variability of concepts and optimizing the
designer’s creative process [11].

The use of artificial intelligence at the stage of three-dimensional modeling is actualized in
accordance with the specifics of the workflow: the use of models for generating three-dimensional
objects - TT3D - for the formation of basic geometry and textures; the use of image generation models,
in particular at the interface level - TTI and ITI - in working with textures; the use of language models
- LLM - and image generation models, in particular TTI as an interface implementation, in the
conceptual design of three-dimensional environment, animation scenes as a whole. Limited user control
of the direct generation process may be characteristic. However, the specifics of the workflow of three-
dimensional modeling and texturing may imply a reduction in the criticality of the conceptually
inappropriate quality of the generated content. It is assumed that the generative process is capable of
creating content, which, if it meets technical requirements, can be used for further use in the production
process while maintaining efficiency relative to traditional methods. Current research determines the
possibility of this use of artificial intelligence systems to create basic digital geometric shapes, with the
subsequent use of the obtained three-dimensional models at the initial stage of the modeling process
[12].

At the animation stage, the generative method is more functionally constrained. Methods for
generating the movement of three-dimensional objects based on artificial intelligence systems in the
tasks of the animation design stage demonstrate the ability to automate the creation of intermediate
motion states using a limited set of keyframes [6]. Motion generation can optimize the animation
process, in particular in the context of reducing labor intensity and execution time, but it causes
problems with the correspondence of the generation results to the concept. User control of the
generative process is mainly carried out through the clarification of keyframes. Depending on the
concept, the automation of the animation process can be significantly limited or impossible, in particular
in cases where the time of traditional execution is correlated with the time of correction of the
generative process.

At the rendering stage, the use of artificial intelligence is the optimization of computational
processes, which, in the context of the designer’s activities, reduces the transition time of the animation
presentation form from the logic of the software environment to the video sequence, in the work on
which greater creative control is actualized at the post-production stage. The development of generative
rendering approaches allows for a significant increase in the efficiency of computing processes and the
quality of visual results through the use of artificial intelligence [3]. In project activities, it is possible to
use artificial intelligence in order to optimize, for example, visual noise, increase resolution, and for the
purpose of additional visual stylization. In addition to generative systems within a wider software
environment with video editing, models may be relevant at the post-production stage, artificial
intelligence for image generation, which mainly acts at the heart of VTV (Video-To-Video) artificial
intelligence systems for video generation.

The conceptual introduction of sound design into the design activities of designers is due to the
user capabilities provided by sound and voice models of artificial intelligence, such as the generation of
audio works and voice accompaniment. Current research on the topic of music generation confirms the
possibility of using generative systems in the creation of this audio content [7]. In conditions where the
generation results correspond to the concept, these models can be a multimedia design tool that
comprehensively optimizes the production process.

Generalization of the defined functionality of types and the correlation of artificial intelligence
systems with the stages of project activities for the design of three-dimensional animation allows us to
form a structural model of the complex application of artificial intelligence, reflecting the sequence of
use and logic of integrating artificial intelligence tools into the design process.

The results of the analysis are summarized in the form of a compliance matrix reflecting the
relationship between the stages of project activities, types and functionality of artificial intelligence
models (Figure 1).
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Functional typology of artificial intelligence systems

TEXT GENERATIVE MODELS GRAPHIC GENERATIVE MODELS

Generation of text material Generation of graphic images

THREE-DIMENSIONAL GENERATIVE OPTIMIZATION AND ANIMATION

MODELS SYSTEMS
Generation of three-dimensional Optimization of the process of
objects and textures animating three-dimensional objects

OPTIMIZATION AND STYLIZATION SOUND GENERATIVE MODELS

SYSTEMS

Optimization of technical and functional
aspects of rendering and post-processing Generation of sound material
processes

Figure 1. Functional typology of artificial intelligence systems
Source: Summarized by the authors.

Further generalization of the results obtained led to the development of a structural scheme for
the integrated use of artificial intelligence in the design of three-dimensional animation, demonstrating
the logic of integrating different types of models within a single production process (Figure 2).

A Model for Comprehensive Integration of Artificial
Intelligence into 3D Animation Design
CONCEPTUAL g MODELING » ANIMATION
DESIGN
TEXT GRAPHIC OPTIMIZATION
-ANIMATION
THREE-
GRAPHIC DIMENSIONAL
SOUND DESIGN =« POST-PROCESSING  + RENDERING
OPTIMIZATION OPTIMIZATION
SOUND -STYLIZATION -STYLIZATION
GRAPHIC

Figure 2. Model of Comprehensive Integration of Artificial Intelligence into Three-Dimensional
Animation Design
Source: Developed by the authors.
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As a result of the study, a concept of an integrated approach to integrating artificial intelligence
into project activities for the design of three-dimensional animation was developed. The complexity of
integration is achieved through the use of different types of artificial intelligence models within
individual design stages of the design process. The typology of artificial intelligence models is proposed
on the basis of the types of content obtained as a result of the generation, functional purpose and
interface of use in the production process of three-dimensional animation. In accordance with the
specifics of professional activity in the design of three-dimensional animation, the defined types of
artificial intelligence models are text generative models, graphic generative models, three-dimensional
generative models, optimization animation systems, optimization stylization systems, and sound
generative models.

6. Conclusions

The developed integrated approach to the integration of artificial intelligence theoretically makes
the instrumental application of artificial intelligence possible. The approach is to keep designers in user
control of generative processes within a holistic three-dimensional animation project. Control is
achieved by identifying potential localized cases of artificial intelligence applications within individual
project components.

Another practical significance of the study is the possibility of using the proposed typology of
artificial intelligence and the structural scheme of integration as a methodological basis for further
research on the topic of integration of artificial intelligence into design practice in three-dimensional
animation: practical application of artificial intelligence at each project stage, identification of possible
changes in the traditional design approach in the context of the use of generative systems, analysis of
the specifics of user control needs in within the framework of generative approaches.
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