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[bookmark: _Toc16764]Chapter 1: Introduction
[bookmark: _Toc3104]1.1 Research Background and Project Context
Loneliness has become an increasingly important issue within contemporary urban life. Modern cities are often associated with large populations, rapid transport, constant movement and advanced digital communication. However, physical closeness and technological connection do not necessarily create meaningful emotional relationships. An individual may travel among crowds, work with colleagues and communicate through digital devices while still feeling socially and emotionally isolated. Perlman and Peplau (1981) explain that loneliness occurs when there is a difference between the social relationships an individual desires and those they actually experience. Loneliness should therefore be understood as a subjective emotional condition rather than simply the physical state of being alone.
The organisation of modern urban life may intensify this experience. Simmel (1950) argues that metropolitan environments expose individuals to continuous noise, speed, information and social stimulation. As a form of psychological protection, people may become emotionally distant from both strangers and their surroundings. Public spaces such as underground stations bring large numbers of people together, but their main purpose is efficient movement rather than meaningful interaction. As a result, an individual can remain anonymous and disconnected even while being physically surrounded by others.
Contemporary working culture also plays an important role in the experience of isolation. Han (2015) describes modern society as a performance society in which individuals are expected to remain productive, efficient and constantly active. Instead of being controlled only by external authority, people increasingly monitor and pressure themselves. This form of self-discipline can lead to emotional exhaustion and a reduced sense of personal connection. In this project, the office is used as a visual symbol of repetitive labour, performance pressure and psychological fatigue. Artificial lighting, computer screens, empty desks and repeated movements communicate an environment that is productive but emotionally cold.
Digital technology creates a further contradiction between communication and isolation. Turkle (2011) argues that digital devices allow people to remain constantly connected while sometimes reducing opportunities for deeper emotional interaction. Online messages and notifications may create the appearance of communication without providing intimacy, understanding or emotional support. This contradiction is represented through the character’s use of mobile phones and computer screens. The devices connect the character to the wider world, but they also emphasise the absence of direct human contact.
This project explores these issues through a three-minute AI-generated moving-image work. The film follows an unnamed young character through an underground station, an office, a private apartment and a natural environment. Each location represents a different stage of the character’s emotional experience. The underground station communicates anonymity within public space, the office represents repetitive labour and performance pressure, and the apartment expresses emotional confinement within private space. The final natural environment introduces a temporary sense of openness, although it is not presented as a complete solution to loneliness.
AI-generated imagery was selected because it can produce environments that appear realistic while also containing dreamlike and unstable qualities. These visual characteristics support the representation of an emotional condition that cannot always be communicated through dialogue or realistic action. However, AI is treated as a creative tool rather than an independent author. The final film is shaped through prompt writing, repeated generation, visual selection, rejection, sequencing, editing and sound design. The project therefore combines theoretical research with creative practice to examine how AI-generated moving images can make the largely invisible experience of urban loneliness visible.
[bookmark: _Toc30711]1.2 Research Aim and Questions
The main aim of this study is to investigate how AI-generated moving images can be used to represent the emotional experience of urban loneliness. Rather than treating loneliness as a purely personal condition, the project considers how it may be influenced by contemporary urban spaces, repetitive working routines and digital communication. Through the production of a three-minute moving-image work, the research explores how visual elements such as composition, lighting, colour, camera distance, movement and sound can communicate feelings that are difficult to express through dialogue alone.
The study adopts a practice-based research approach, in which the creative process is treated as an important method of investigation. Frayling (1993) explains that research through art and design can produce knowledge through experimentation, creative decision-making and the process of making. Similarly, Candy and Edmonds (2018) argue that practice-based research connects the development of an artwork with critical reflection on the methods, decisions and outcomes involved. Therefore, the final film is not simply an illustration of existing theories about loneliness. Its development also provides a practical way of examining how urban isolation can be translated into visual form.
The project also investigates the role of generative AI within contemporary moving-image production. AI offers opportunities to produce cinematic environments without the financial and practical requirements of traditional filming. It also allows realistic locations to be combined with dreamlike or unstable visual qualities. However, the technology presents limitations, including inconsistent characters, unnatural movements and difficulties in maintaining narrative continuity. The study therefore examines both the creative possibilities and the technical problems that emerged during the production process.
The research is guided by the following questions:
1. How can AI-generated moving images visually represent the emotional experience of urban loneliness?
2. How do urban spaces, repetitive routines and digital technologies contribute to the representation of isolation in the film?
3. What creative possibilities and limitations emerge when generative AI is used within a practice-based moving-image project?
Through these questions, the study connects theoretical research with creative experimentation and critical analysis. It argues that the meaning of an AI-generated film is not produced by technology alone, but through the creator’s decisions concerning prompts, visual selection, narrative structure, editing, sound and reflection.
[bookmark: _Toc16156]Chapter 2: Literature Review
[bookmark: _Toc16356]2.1 Urban Loneliness and Modern Life
Loneliness is not simply the physical condition of being alone. It is a subjective experience connected to the difference between the relationships an individual desires and those they actually experience. Perlman and Peplau (1981) explain that loneliness occurs when existing social relationships fail to provide the expected level of intimacy, support or belonging. This means that an individual may regularly interact with colleagues, strangers and online contacts while still feeling emotionally disconnected.
This understanding is particularly relevant to contemporary urban life. Cities contain large populations and provide many opportunities for communication, employment and movement. However, the presence of other people does not automatically produce meaningful social relationships. Urban encounters are often temporary, anonymous and organised around practical activities such as travelling, shopping and working. As a result, individuals may be physically close to others without developing emotional closeness.
Simmel (1950) argues that metropolitan life exposes individuals to continuous stimulation, including noise, speed, crowds and rapidly changing information. To protect themselves from this pressure, urban residents may develop a distant or indifferent attitude towards their surroundings. This psychological response allows individuals to function within a demanding environment, but it may also reduce emotional engagement with other people.
Simmel’s theory is important to this project because the main character moves through spaces that are busy, organised and socially populated, yet remains emotionally isolated. The underground station represents this contradiction. It is designed to bring large numbers of people together and transport them efficiently, but the relationships within it are temporary. Passengers share the same physical environment while continuing towards separate destinations.
Urban loneliness is therefore represented in the film through anonymity, emotional distance and repetitive routines rather than through complete physical isolation. The character’s loneliness is visible in the lack of meaningful interaction and in the visual distance between the character and the surrounding city. Wide compositions, repeated architecture and limited communication suggest that the individual has become a small and replaceable part of the urban system.
[bookmark: _Toc6227]2.2 Urban Space, Labour and Digital Isolation
Urban space is not simply a neutral background for human activity. Lefebvre (1991) argues that space is socially produced through economic systems, political structures and everyday behaviour. Different spaces encourage particular forms of movement, communication and control. An underground station organises the movement of passengers, an office organises labour, and an apartment separates private life from the public city.
This theory supports the visual structure of the film. Each location represents a different form of isolation. In the underground station, the character experiences anonymity within public space. Long corridors, repeated lights and empty platforms make the character appear small within the architecture. The environment is efficient, but it is emotionally indifferent.
The office represents isolation through work and repetition. Han (2015) describes contemporary society as a performance society in which individuals are expected to remain productive, efficient and constantly active. People are encouraged to improve themselves and take personal responsibility for their performance. This pressure may appear positive because it is connected to freedom and achievement, but it can also result in exhaustion and emotional isolation.
In the film, the character is not directly forced to work by an obvious authority. Instead, the character continues working alone, surrounded by computer screens, artificial lighting and empty desks. These visual elements communicate self-discipline and psychological fatigue. The repeated actions of typing, reading and looking at screens suggest that work has become automatic rather than personally meaningful.
Digital technology connects the office to the private apartment. Turkle (2011) argues that digital communication creates a contradiction in which people can remain constantly connected while becoming increasingly separated from direct emotional interaction. Mobile phones and online platforms allow communication to happen quickly, but they may also encourage controlled and limited forms of contact.
This contradiction is represented through the repeated presence of screens. In the office, digital devices are connected to productivity and professional responsibility. In the apartment, the same technology appears to offer social connection, but the character remains alone. Notifications, messages and digital light suggest communication without showing a meaningful relationship. Technology is therefore presented neither as completely negative nor as the single cause of loneliness. Instead, it becomes part of a wider urban structure involving work, routine and emotional distance.
The apartment is physically separate from the underground station and office, but it does not provide a complete escape. The enclosed framing, limited lighting and view of the city through the window make the room feel emotionally restricted. The character has moved from a public space into a private space, but the experience of isolation continues. This shows that urban loneliness can move across different parts of everyday life rather than remaining connected to one particular location.
[bookmark: _Toc9828]2.3 AI Moving Images and Practice-Based Research
This project uses practice-based research to investigate how urban loneliness can be translated into moving images. Frayling (1993) distinguishes between research into art, research for art and research through art. Research through art develops knowledge through the creative process itself. Experimentation, production and reflection become methods of investigation rather than activities that simply illustrate an existing argument.
Candy and Edmonds (2018) similarly explain that practice-based research places creative practice at the centre of the research process. The completed artwork is important, but the decisions, experiments and problems involved in making the work also produce knowledge. In this project, the storyboard, scene development, AI prompts, generated footage, editing and sound design are treated as parts of the research.
The creative process allows theoretical ideas about loneliness to be tested visually. For example, the idea of anonymity is explored through the relationship between the character and the underground architecture. Performance pressure is represented through repetitive office actions and artificial lighting. Emotional confinement is communicated through narrow compositions and digital screens in the apartment. These visual experiments help to examine how an internal emotional condition can be communicated without depending on spoken dialogue.
Generative AI provides new opportunities for this process. It allows an individual creator to produce cinematic spaces, lighting conditions and character-based scenes without the financial requirements of traditional film production. AI-generated imagery can also contain dreamlike or slightly unfamiliar qualities. In this project, this visual instability supports the representation of loneliness because the surrounding city appears recognisable but emotionally distant.
However, generative AI also creates technical and creative limitations. Antony and Huang (2024) explain that AI can support visual storytelling and creative exploration, but maintaining consistency and narrative control remains difficult. Characters may change between shots, physical movements may appear unnatural and locations may lack continuity. These problems are especially important in moving-image production because the audience must recognise the character and understand the relationship between different scenes.
The role of the creator therefore remains essential. AI does not automatically produce a coherent narrative or emotional meaning. The generated material must be evaluated, rejected, regenerated and reorganised. In this project, meaning is created through prompt design, visual selection, sequencing, editing, sound and critical reflection. AI is treated as a creative tool rather than an independent author.
The practice-based approach makes it possible to study both the possibilities and limitations of this technology. The final film is not only an artistic representation of urban loneliness; it is also the outcome of an experimental process that reveals how AI-generated images can be shaped into a structured emotional narrative.
[bookmark: _Toc32521]Chapter 3: Creative Methodology and Production
[bookmark: _Toc20931]3.1 Narrative and Scene Development
This project adopts a practice-based approach in which the production of the moving-image work is used as a method of investigating urban loneliness. Frayling (1993) describes research through art and design as a process in which understanding is developed through creative experimentation and production. In this project, theoretical ideas about loneliness were not only discussed through written research but were also tested through narrative structure, visual composition, character movement, lighting and sound. The film therefore functions as both a creative outcome and a practical investigation into how an internal emotional condition can be communicated visually.
The final work was designed as a three-minute AI-generated film consisting of eighteen shots, with each shot lasting approximately ten seconds. This structure was selected to create a slow and controlled rhythm. Rather than using rapid editing or complex dialogue, the film allows individual environments and actions to remain on screen long enough for the audience to observe the emotional distance between the character and the surrounding city. The consistent shot duration also reflects the repetition of the character’s daily routine.
The narrative follows an unnamed young office worker through four main stages: the underground station, the office, the apartment and the movement towards a natural environment. The character is not given a specific name or personal history. This decision allows the figure to represent a wider experience of young people living and working in contemporary cities. The character’s emotional state is communicated mainly through body language, spatial distance and repeated actions rather than through spoken dialogue.
The opening section takes place in an underground station. The first shot establishes an almost empty platform with cold artificial lighting and repeated architectural lines. The station appears large, clean and functional, but it also feels emotionally distant. In the second shot, the character waits alone on the platform and occupies only a small part of the frame. This composition emphasises the difference in scale between the individual and the surrounding urban system.
The third shot shows a train arriving or passing rapidly in front of the character. The movement of the train contrasts with the character’s stillness and suggests that the city continues to operate regardless of the individual’s emotional condition. The following shots show the character moving through an empty escalator area and a long underground corridor. The repeated lights, walls and signs create a sense of direction and control, while the absence of meaningful interaction makes the journey appear mechanical.
The underground sequence is designed to communicate loneliness within a public environment. The character is surrounded by transport infrastructure and may briefly share the space with other passengers, but no direct communication takes place. A reflection in the train window or station glass is used to visually separate the character from the surrounding environment. The reflection also suggests a divided sense of identity, as the character can see their own image but remains disconnected from the people and city around them.
The next section moves into the office. The transition from the underground station to the workplace is deliberately smooth because both environments are organised around efficiency, repetition and controlled movement. The character enters the office during the evening, when most other workers have already left. The empty desks and artificial lighting create a professional environment that continues to function without social connection.
The office sequence includes the character working alone at a computer, looking at documents and repeating similar physical actions. Typing, scrolling and staring at a screen are presented as mechanical movements rather than meaningful activities. Close shots of the screen, hands and clock are combined with wider images of the empty office. This contrast shows that the character is completing tasks while becoming increasingly separated from the wider purpose of the work.
One shot uses the reflection of the character in an office window or glass wall. The city lights remain visible outside, but the glass creates a physical and visual barrier between the character and the city. The reflection repeats the visual idea introduced in the underground sequence and connects public loneliness with professional isolation. The character is able to observe the city but does not appear to participate emotionally in it.
The third stage takes place in the character’s apartment. The character returns home, sits alone on the bed and looks at a mobile phone. The apartment is quieter than the station and office, but the silence does not provide comfort. Narrow framing and limited lighting make the private space appear enclosed. The light from the phone and the city outside the window becomes the main source of illumination, visually connecting the apartment to the digital and urban systems shown earlier.
The phone suggests that communication is available, but the film does not show a meaningful conversation taking place. The character may scroll through messages or wait for a response, but the action does not change the emotional condition of the scene. A short repetition montage connects the underground journey, office work and apartment routine. This demonstrates that the character’s loneliness is not limited to one location; it continues throughout the entire daily cycle.
The final section begins with the character walking alone through the city at night. The surrounding streets are wider than the apartment, but the character still appears isolated within the frame. Another shot presents the character standing still while the city continues to move in the background. This moment creates a pause in the narrative and marks the beginning of a transition away from the repetitive urban routine.
The character then moves towards a natural environment. The final two shots replace artificial lighting, enclosed architecture and digital screens with open space and natural light. The camera distance becomes wider, but the landscape no longer appears threatening or controlling. Instead, it provides the character with physical and visual space. The colour gradually changes from cold blue and grey tones to softer and warmer light.
However, the natural environment is not presented as a complete solution to loneliness. The final wide shot keeps the character relatively small within the landscape and ends without confirming whether the emotional problem has been resolved. The film therefore uses an open ending. Nature creates a temporary possibility of silence, freedom and reflection, but the audience is left to consider whether the character has escaped the urban routine or has only paused before returning to it.
[bookmark: _Toc21512]3.2 AI Generation and Editing Process
The production process began by dividing the three-minute narrative into eighteen individual ten-second shots. Each shot was given a specific narrative purpose, location, character action, composition and emotional tone. This structure helped prevent unnecessary repetition and ensured that each generated sequence contributed to the development of the character’s emotional journey.
The prompts for the underground and office scenes used descriptions such as cold blue-grey colour, artificial lighting, cinematic realism, empty architecture, distant framing and slow camera movement. The apartment prompts focused on narrow compositions, limited light, a mobile-phone screen and a solitary character. In contrast, the natural scenes used open landscapes, softer light, warmer colour and wider camera movement. These changes allowed the emotional development of the film to be communicated through visual style.
Character consistency was one of the main production challenges. The same young office worker needed to remain recognisable across the underground station, office, apartment and natural environment. For this reason, the prompts repeatedly specified the character’s approximate age, hairstyle, clothing and physical appearance. However, the generated results still produced variations in the face, body, costume and movement. Multiple versions of each scene were therefore generated, compared and selected.
Candy and Edmonds (2018) explain that practice-based research includes the decisions, experiments and problems that occur during production. In this project, unsuccessful generations were not simply technical failures. They revealed the limitations of AI and helped clarify which visual elements were essential to the story. Images with severely distorted faces, unnatural movements, unsuitable camera angles or inconsistent locations were removed. Some visually attractive scenes were also rejected because they repeated information or did not contribute to the narrative.
Antony and Huang (2024) identify consistency and narrative control as important challenges in AI-supported visual storytelling. These difficulties were visible throughout the project. AI could generate cinematic environments quickly, but it did not automatically understand the relationship between one shot and the next. Continuity therefore had to be created through human decisions. Similar lighting, costume, camera distance and colour were used to connect separate generated clips.
Editing played an important role in transforming the individual clips into a coherent moving-image work. The shots were arranged according to the progression from public isolation to professional pressure, private confinement and temporary escape. Slow transitions were used where the emotional condition remained similar, particularly between the station and office. More noticeable visual changes were used during the movement from the city to nature.
Sound was added after the visual sequence had been established. The underground scenes use environmental sounds such as train movement, station announcements and mechanical noise. The office contains typing, electrical sounds and a subtle clock rhythm. The apartment is quieter, with limited digital sounds and distant city noise. In the natural environment, the mechanical sound gradually disappears and is replaced by wind and open environmental sound.
The sound design does not simply illustrate what is visible. It also communicates the character’s psychological condition. Urban sounds are repetitive and controlling, while the natural sound is slower and less structured. The absence of dialogue allows the audience to focus on atmosphere, space and the contrast between external activity and internal silence.
Although AI produced the original visual material, the final meaning of the film was developed through prompt writing, repeated generation, selection, rejection, sequencing, editing and sound design. AI was therefore used as a creative production tool rather than as an independent author. The project demonstrates that generative technology can expand the visual possibilities available to an individual filmmaker, but coherent storytelling still depends on human judgement and critical reflection.
[bookmark: _Toc27789]Chapter 4: Analysis of the Moving-Image Work
[bookmark: _Toc22768]4.1 The Underground Station and Office
The first part of the 180-second moving-image work takes place in an underground station and an office. These two environments establish the visual and emotional conditions of the character’s everyday life. Although the station is a public space designed for large numbers of passengers, the character is presented as emotionally separate from the surrounding environment. Wide shots, repeated architectural lines and cold artificial lighting make the individual appear small within the urban system.
The station sequence develops across the opening shots of the film. The character waits on the platform, observes the arrival of a train and moves through corridors and escalators. These actions are ordinary parts of urban life, but their repetition makes them appear mechanical. Simmel (1950) argues that metropolitan life exposes individuals to speed, crowds and continuous stimulation. As a form of psychological protection, people may become emotionally distant from their environment. This idea is reflected in the character’s limited interaction with other passengers and the visual distance between the individual and the station architecture.
The arrival and movement of the train also create a contrast between the speed of the city and the stillness of the character. The transport system continues to function efficiently, but it does not respond to the character’s emotional condition. Reflections in glass or train windows further separate the character from the surrounding space. The reflected image suggests that the character is physically present within the city but does not feel fully connected to it.
The office sequence continues this sense of isolation. The visual transition between the station and office is relatively smooth because both spaces are organised around efficiency, control and repetition. In the office, the character completes digital tasks alone under artificial lighting. Computer screens, empty desks and repeated actions communicate a professional environment that is active but emotionally cold.
Han (2015) argues that contemporary individuals are encouraged to remain productive and continuously improve their performance. This pressure is often internalised, meaning that people monitor and discipline themselves without the constant presence of an external authority. In the film, the character continues working even when the office is almost empty. The absence of a visible manager suggests that the pressure to remain productive has become part of the character’s own behaviour.
The office scenes therefore do not present work only as employment. They also represent routine, self-discipline and emotional exhaustion. Repeated images of typing, scrolling and looking at a screen show that the character is completing tasks but gaining little emotional satisfaction from the process.
[bookmark: _Toc30237]4.2 The Apartment and Natural Environment
The apartment sequence moves the character from a public and professional environment into a private space. However, this change of location does not immediately remove the feeling of loneliness. The character returns home, sits alone and uses a mobile phone. The apartment is quieter than the station and office, but its narrow composition and limited lighting create a feeling of emotional confinement.
Digital devices connect the apartment to the wider city, but they do not produce meaningful communication. Turkle (2011) argues that digital technology can make people constantly available while still leaving them emotionally separated. In the film, the mobile phone suggests the possibility of communication, but the character remains physically and emotionally alone. The light from the screen becomes a visible sign of connection while also emphasising the lack of direct human presence.
The apartment sequence also connects the earlier parts of the film through a short repetition of commuting, working and returning home. This visual repetition suggests that the character is trapped inside a daily cycle. The loneliness shown in the film is therefore not limited to one particular location. It continues across the underground station, office and apartment.
In the final section, the character begins to move away from the enclosed urban environment. The last shots introduce a natural landscape with wider framing, softer light and fewer artificial structures. The colour gradually changes from cold blue-grey tones to warmer and more natural light. This visual transition creates a temporary sense of openness and allows the character to experience a different rhythm from the mechanical movement of the city.
However, the natural landscape is not intended to provide a simple or complete solution to loneliness. The final wide shot continues to present the character as a small figure within a larger environment. The ending remains open because it is unclear whether the character has permanently escaped the repetitive urban routine or has only found a temporary moment of distance from it.
[bookmark: _Toc11012]4.3 Possibilities and Limitations of AI
AI generation supports the visual development of the film by making it possible to create underground stations, offices, apartments and natural landscapes without traditional location filming. It also produces slightly dreamlike or unstable visual qualities that are suitable for representing the character’s emotional distance from reality.
At the same time, AI creates problems involving character consistency, movement and spatial continuity. The character’s face, clothing or body may change between shots, while some actions can appear unnatural. Antony and Huang (2024) identify consistency and narrative control as important difficulties in AI-supported visual storytelling. These limitations are especially important in this project because the same character must remain recognisable throughout the eighteen shots.
As the film is still being developed, some visual details, transitions and sound elements may continue to change. The current analysis is therefore based on the established 180-second narrative structure rather than a completely finalised version. Further editing will focus on improving character continuity, removing unnecessary repetition and strengthening the emotional movement from urban isolation towards temporary openness.
Although AI produces the initial images, it does not independently create the meaning of the film. The emotional structure is developed through human decisions involving prompts, selection, sequencing, editing and sound. The final work therefore demonstrates both the visual possibilities of AI and the continuing importance of creative judgement.


[bookmark: _Toc3255]Chapter 5: Conclusion
[bookmark: _Toc13657]5.1 Findings and Creative Reflection
This study investigates how AI-generated moving images can be used to represent the emotional experience of urban loneliness. Through the development of a 180-second moving-image work, the project explores the relationship between loneliness, urban space, repetitive working routines and digital communication. The film follows an unnamed young office worker through an underground station, an office, a private apartment and a natural environment. These locations create a visual journey from public isolation and professional pressure towards private confinement and temporary openness.
The project demonstrates that urban loneliness does not depend entirely on physical separation from other people. The central character may be surrounded by transport systems, office equipment, city architecture and digital communication, but these forms of connection do not provide meaningful emotional support. Loneliness is therefore represented through the relationship between the character and the surrounding environment. Wide compositions, repeated architecture, artificial lighting and limited interaction make the character appear emotionally distant from the city.
The underground station represents anonymity within public space. Although it is designed to connect different parts of the city and bring passengers together, the station encourages continuous movement rather than lasting communication. The office continues this experience through repetitive labour, computer screens and the pressure to remain productive. In the apartment, the character enters a private environment but does not escape loneliness. The mobile phone creates the possibility of communication while also emphasising the absence of direct human contact.
The movement towards nature changes the visual rhythm of the film. Artificial lighting, enclosed architecture and mechanical sounds are gradually replaced by wider framing, natural light and open environmental sound. However, nature is not presented as a complete solution. The ending remains open, allowing the audience to consider whether the character has escaped the urban routine or has only temporarily moved away from it.
The creative process also demonstrates that AI-generated moving images can communicate subjective emotional experiences. The slightly unfamiliar and unstable qualities of AI imagery support the film’s representation of emotional distance. AI made it possible to create different cinematic locations and visual atmospheres without traditional location filming. This expanded the creative possibilities available within an individual moving-image project.
However, the project also shows that AI does not automatically create a coherent visual narrative. Character appearance, movement, clothing and location may change between shots. The emotional meaning of the film therefore depends on human decisions involving prompt writing, repeated generation, visual selection, rejection, sequencing, editing and sound design. AI should be understood as a creative tool rather than an independent author.
[bookmark: _Toc9587]5.2 Limitations and Future Development
One limitation of this study is that the moving-image work is still being developed. The established narrative structure contains eighteen shots lasting approximately ten seconds each, but some transitions, sound elements and visual details may change during the final editing process. The current analysis is therefore based on the planned 180-second structure and the visual material produced at this stage.
The short duration of the film is another limitation. Three minutes provides enough time to establish the character’s routine and emotional condition, but it restricts the development of a detailed personal history or relationships with other characters. The project focuses mainly on atmosphere and visual symbolism rather than dialogue or complex narrative development.
The research is also based primarily on creative practice and critical reflection. It does not include interviews, surveys or formal audience testing. As a result, the interpretation of the film is mainly connected to the creator’s intentions and production experience. Future development could include audience feedback to examine whether viewers recognise the intended themes of loneliness, repetition and emotional distance.
Further work could also improve character continuity and experiment with combining AI-generated material with live-action footage. A hybrid approach may preserve the dreamlike qualities of AI while creating more natural physical movement and stronger visual consistency. Despite its limitations, this project shows that AI-generated moving images can provide a valuable method for exploring urban loneliness. The technology expands visual possibilities, but meaningful storytelling continues to depend on human creative judgement, critical reflection and careful editing.
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