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Abstract —AI technology is revolutionizing the field of 

graphic designing by making it more efficient and 

creative. This paper will analyse the influence of AI 

technologies on the graphic designing process through 

an analysis carried out with a mixed research method. 

Data has been collected from primary sources including 

a survey conducted among 60 graphic designers, along 

with a review of literature. 

 

The results show that AI helps tremendously in 

increasing the efficiency of design through automation 

of processes such as image editing, layout creation, and 

colouring. By doing so, it saves time during production, 

allowing more time for conceptual thinking and 

problem solving. Moreover, the use of AI makes it 

easier to create ideas by giving designers templates and 

design ideas. This is beneficial for both new designers 

and veteran designers who are looking for some help to 

get started. 

 

Nonetheless, the research paper also reveals various 

difficulties that come along with the use of artificial 

intelligence. One difficulty includes the issue of 

plagiarism. There is also the copyright and intellectual 

property problem and the danger of becoming too 

reliant on technology. Conclusion All things considered, 

artificial intelligence is a very effective tool in making 

graphic design more efficient and stimulating 

creativity, but at the same time, it must supplement 

humans and not take their place. 
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I. INTRODUCTION 

 

Artificial Intelligence (AI) has revolutionized the 

face of creative industries. Within the realm of 

graphic design, which is a field that stands at the 

crossroads of art, technology, and communication, AI 

has progressed from being a far-fetched idea to an 

actuality. Whether it is in creating visuals, 

recommending colour schemes, designing layouts, or 

eliminating backgrounds, AI-based tools are now an 

integral part of modern-day design work. 

Students pursuing B.Sc. in Animation and VFX need 

not only learn about how artificial intelligence has 

been incorporated into graphic design but should do 

so out of necessity. This will allow them to reap the 

advantages of the changing job scenario. 

 

In this study, an effort will be made to analyse the 

role of AI in increasing the efficiency of graphic 

designing. The following research questions are 

posed: (1) What are the current uses of AI tools in 

graphic design? (2) How do these tools affect the 

efficiency and quality of graphic designs? and (3) 

What are the limitations and ethical issues related to 

them? 

 

The importance of the study is due to its topicality in 

the context of rapid advancements in technology. In 

light of advancing AI tools, there is a need for 

changes to be made in design education and 

professional practices. 

 

II. LITERATURE REVIEW 

 

The intersection of AI and graphic design has 

attracted growing scholarly attention over the past 

decade. Researchers have examined AI's impact 

across various dimensions of the creative process, 

including ideation, production, and evaluation. 

 

2.1 AI and Creative Automation 

Elgammal et al. (2017) introduced the Creative 

Adversarial Network (CAN), demonstrating that AI 

could generate artwork that was indistinguishable 

from human-made creations. Their work opened 

debates on machine creativity and its implications for 

professional designers. Similarly, Gatys, Ecker, and 

Bethge (2015) pioneered neural style transfer, 

enabling the application of artistic styles to images — 

a technique widely adopted in design and animation 

workflows. 
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2.2 AI Tools in Design Practice 

Adobe's integration of AI through its Sensei platform 

has been extensively studied. Nichols (2022) noted 

that Sensei-powered features such as Auto Reframe, 

Smart Object Selection, and Content-Aware Fill 

reduced production time by up to 40% in professional 

design environments. Canva's AI suite, including 

Magic Design and Text-to-Image, has democratised 

design by enabling non-experts to produce 

professional-quality visuals (Smith & Jones, 2023). 

 

2.3 AI in Animation and VFX 

In the animation sector, AI-driven tools such as 

DeepMotion and Runway ML have streamlined 

motion capture and rotoscoping — processes 

traditionally requiring significant human effort. 

Huang and colleagues (2021) found that AI-assisted 

rotoscoping reduced post-production time by 

approximately 35% on average. The VFX industry 

has similarly embraced deep learning for tasks such 

as de-aging, crowd simulation, and background 

generation. 

 

2.4 Concerns and Critiques 

Despite its benefits, AI in design has attracted 

criticism. Boden (2018) cautioned against over-

reliance on generative tools, arguing that creativity 

requires human emotional intelligence, cultural 

context, and intentionality that AI cannot replicate. 

Intellectual property concerns have intensified 

following controversies around AI image generators 

trained on copyrighted works without consent (Jiang 

et al., 2023). Ethical considerations around 

authorship and authenticity remain unresolved and 

continue to evolve. 

 

The existing literature, while informative, 

predominantly focuses on Western design contexts. 

There is a notable gap in research examining how 

Indian design students — particularly those in 

Animation and VFX — are engaging with and 

responding to AI tools. This study seeks to partially 

address that gap. 

 

III. RESEARCH METHODOLOGY 

 

3.1 Research Design 

This study employs a mixed-methods research 

design, combining quantitative survey data with 

qualitative insights from open-ended responses. The 

mixed-methods approach is appropriate here as it 

allows for both statistical analysis of trends and 

deeper understanding of individual experiences and 

perceptions. 

 

3.2 Sample and Data Collection 

A structured questionnaire was administered to 60 

respondents comprising B.Sc Animation and VFX 

students (Semesters IV–VI) and junior design 

professionals (1–3 years experience) in Pune, 

Maharashtra. The survey was distributed via Google 

Forms over a three-week period. Purposive sampling 

was used to ensure respondents had hands-on 

experience with at least one AI design tool. 

 

3.3 Survey Instrument 

The questionnaire consisted of four sections: 

1. Demographic information (age, program, 

year of study) 

2. AI tool usage patterns (tools used, 

frequency, purpose) 

3. Perceived impact on efficiency and 

creativity (5-point Likert scale) 

4. Open-ended responses on challenges and 

ethical concerns 

 

3.4 Data Analysis 

Quantitative data were analysed using descriptive 

statistics (frequencies, percentages, means) via 

Microsoft Excel. Qualitative responses were coded 

thematically using inductive content analysis to 

identify recurring patterns and themes. 

 

3.5 Ethical Considerations 

Participation was entirely voluntary and anonymous. 

Informed consent was obtained from all respondents. 

No personally identifiable information was collected 

or retained. 

 

IV. DATA ANALYSIS AND FINDINGS 

 

4.1 Respondent Profile 

Of the 60 respondents, 72% were students (B.Sc 

Animation and VFX, Semesters IV–VI) and 28% 

were early-career design professionals. The age range 

was 19–26 years. 85% of respondents identified as 

regular users of at least one AI design tool. 

 

4.2 Most-Used AI Design Tools 

The most frequently used AI tools among 

respondents were: 

• Adobe Firefly / Photoshop AI – used by 

78% of respondents 
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• Canva AI (Magic Design, Text-to-Image) – 

65% 

• Midjourney – 52% 

• DALL-E (via ChatGPT) – 47% 

• Runway ML (for video/animation tasks) – 

33% 

 

4.3 Impact on Design Efficiency 

On a 5-point Likert scale (1 = Strongly Disagree, 5 = 

Strongly Agree), respondents rated the statement "AI 

tools have improved my design workflow efficiency" 

with a mean score of 4.2. Specifically, 68% agreed or 

strongly agreed that AI significantly reduced the time 

required for tasks such as background removal, 

colour grading, asset generation, and layout 

composition. 

74% of respondents reported that AI tools helped 

them explore creative ideas more rapidly during the 

conceptualisation phase, allowing for faster iteration 

and prototyping. This aligns with the literature 

suggesting that AI accelerates the ideation-to-

execution pipeline. 

 

4.4 Perceived Challenges 

Key challenges identified through qualitative 

analysis included: 

• Over-reliance on AI reducing opportunities 

to develop foundational design skills 

(mentioned by 61% of respondents) 

• Concerns about originality and the 

uniqueness of AI-generated work 

• Copyright and intellectual property 

ambiguity surrounding AI-generated assets 

• Limited access to premium AI tools due to 

cost constraints 

 

4.5 Key Finding Summary 

Overall, the data suggest a strongly positive reception 

of AI tools among animation and design students, 

with efficiency gains being the most commonly cited 

benefit. However, the findings also reveal a nuanced 

tension between technological empowerment and the 

perceived erosion of core creative competencies — a 

tension that requires careful attention from educators 

and curriculum designers. 

 

V. CONCLUSION AND RECOMMENDATIONS 

 

5.1 Conclusion 

This study confirms that AI tools play a significant 

and largely beneficial role in enhancing graphic 

design efficiency. For B.Sc Animation and VFX 

students, these tools offer accelerated workflows, 

creative exploration capabilities, and a competitive 

edge in a rapidly evolving industry. The research 

validates the hypothesis that AI is reshaping the 

design process — not by replacing human designers, 

but by augmenting their capabilities. 

 

At the same time, the study highlights legitimate 

concerns around skill development, originality, and 

ethical use. These findings suggest that while AI 

adoption should be encouraged, it must be guided by 

thoughtful pedagogical frameworks that ensure 

students develop strong foundational skills alongside 

their AI proficiency. 

 

5.2 Recommendations 

1. Integrate AI Tool Training into Curriculum: 

Design programmes should formally 

introduce AI tools such as Adobe Firefly, 

Runway ML, and Midjourney as part of the 

curriculum, alongside traditional software. 

2. Maintain Focus on Foundational Skills: 

Institutions should ensure that AI adoption 

does not come at the expense of core design 

principles, typography, composition, and 

manual illustration skills. 

3. Develop AI Ethics Modules: Given the 

intellectual property and authorship 

concerns highlighted in this study, dedicated 

modules on AI ethics in creative practice 

should be incorporated. 

4. Encourage Critical Engagement: Students 

should be encouraged to critically evaluate 

AI-generated outputs rather than using them 

uncritically, fostering a culture of 

intentional and reflective design practice. 

5. Further Research: Future studies should 

expand the sample size, include professional 

designers from the Indian animation and 

film industry, and conduct longitudinal 

research to track how AI adoption evolves 

over time. 
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