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1. Introduction

Recent developments in machine learning (ML) and Artificial Intelligence (Al) systems have
led to increased interaction with these systems on a regular basis. The tools afforded by these
technologies are increasingly accessible to the public and are infused throughout the audiovisual
creative process. Emerging research shows that Al can support skills often associated with
creativity, generate new combinations of well-known concepts, investigate new possibilities and
facilitate changes that enhance the development of previously unthinkable ideas (Zhou & Lee,
2024). Understanding the significant ramifications of the upcoming major change in the
audiovisual industry driven by Al technology is essential (Yuan et al., 2022). Artificial
intelligence-powered visual effects, editing and cinematography, among others, have advanced
significantly. In the film industry, Al-powered technologies have given filmmakers unprecedented
control and accuracy, enabling them to produce visually stunning and captivating cinematic
experiences (Yu et al., 2024). Simultaneously, the AI authorship puzzle is gaining prominence as
Al use in the creative process continues to grow. The integration of personalised Al in human-Al
collaboration could profoundly influence traditional notions of authorship. This is especially
pertinent as Al-generated outputs are tailored to meet users' unique experiences and styles, creating

a blurred distinction between human and Al contributions (Draxler et al., 2024).

The effects of generative Al on authorship and the creative processes of audiovisual
professionals are becoming more widely known and of increasing interest. Understanding how

generative Al will transform the creative process generally is necessary, given its growing



importance in shaping the film production process (Fuchs, 2023). The importance of the present
study is highlighted by its investigation of the multidimensional link between Al integration in
film production and its implications for filmmakers’ authorship perception, with the interplay of
two psychological ownership dimensions: content originality and personal touch serving as a

proxy for authorship perception.

The present research addresses a highly relevant and emerging topic: how the integration of
Al in the audiovisual creative process reshapes traditional perceptions of authorship among
filmmakers. Using a thematic analysis of filmmakers’ experiences, the study contributes to the
growing body of literature exploring AI’s transformative influence on creative practices. The
analysis identified five core dimensions through which Al reconfigures notions of authorship: (1)
filmmakers’ evolving perceptions and the defining characteristics of authorship; (2) the underlying
determinants that influence authorship attribution; (3) the impact of Al on creators’ sense of
authorship and artistic autonomy; (4) its influence on artistic autonomy and decision-making; and
(5) the continuing reliance on human skill, judgment and emotional expression within the creative
process. These demonstrate that the integration of Al into filmmaking does not supplant human
authorship but transforms it through new modes of collaboration and mediation where creative

agency remains human in intention and sensibility.

With the rapid growth of Al tools in the audiovisual industry, this research aligns closely with
ongoing academic, creative and legal debates, particularly within the EU’s evolving copyright
framework, which continues to grapple with questions of human authorship and technological
mediation. The paper is structured as follows: Section 1 introduces the study, outlining its central

argument and intellectual contribution. Section 2 reviews the state of the art and elaborates on the



theoretical background. Section 3 details the research design and methodology, while Section 4
presents the key empirical findings. Section 5 discusses these results in relation to broader
conceptual and policy implications and Section 6 concludes by reflecting on the study’s limitations

and proposes directions for future research.

2. State of the art

2.1. Al & Content Creation

Defining Al refers to the replication of human cognitive functions by machines, enabling them
to carry out tasks that typically require human intelligence. This includes abilities such as acquiring
knowledge and learning how to use it, applying logical rules to draw conclusions and self-
correcting based on outcomes (Marrone et al., 2022; Xu et al., 2021). Artificial Intelligence
Generated Content (AIGC) represents a new content creation method that enhances traditional
content creation approaches. Wu et al. 2023 identify three different modes of content generation:
Professionally Generated content (PGC), User Generated Content (UGC), and Artificial

Intelligence-generated content (AIGC).

The primary benefit of Al-generated content (AIGC) is that it can surpass the limitations of
existing content creation forms in terms of quantity and quality. At present, the quality of AIGC
content is significantly better than it was before (Wu et al., 2023), which explains the focus of our
study on Al-generated content in professional settings. Moreover, the types of AIGC content have
been enriched, including text, images, video, etc. In general, AIGC can be categorised into: 1) text;

which encompasses structured writing, creative writing and dialogue writing as its main subfields



(Hinton & Wagemans, 2023; Wasi et al., 2024), ii) Picture; enabling users to change and add new
elements to their pictures based on the prompts given (Hoogeboom et al., 2021), and iii) video
generation; utilisation in video clip processing to generate trailers and other forms of videos (Wu

etal., 2023).

2.2. Al integration in the audiovisual industry

The foundation for the expansion of Al opportunities is created by the massive daily creation,
production, dissemination, and consumption of texts, photos, videos, and sounds on internet
platforms (Hussain et al., 2024). Accordingly, an Al-powered system can, for instance, predict
which song a user would like to listen to because it has "seen" thousands of sounds the user has
listened to in the past and "understood" the patterns that represent her/his favorite genre, artist,

song, or song transition (Amato et al., 2019).

Technically speaking, audiovisual works are viewed as a synthesis of images and sounds.
Television, film, and the internet are the three macro-sectors that make up the audiovisual industry
(LaTorre, 2014). The landscape of the film industry has changed over time due to the extraordinary
progress and advancements of Al. At first, Al was mostly used for computational tasks like
automation and data processing. But as technology developed, Al started to become more

prevalent in the creative aspects of filmmaking (Pradeep et al., 2023).

The practice of creating many specialised adaptations for a single product, such as spin-offs,
prequels, sequels, and remakes for various distribution channels, is becoming more and more

popular. According to La Torre (2014, p.19), audiovisual products are regarded as belonging to



the creative industries and "have their origin in individual creativity, skill and talent and have a
potential for wealth and job creation through the generation and exploitation of intellectual
property." In addition to the conventional arts sectors, the audiovisual business encompasses
movies, DVD and videos, radio, television, video games, new media, music, books and the press.
It is represented by those industries that produce goods with moving pictures (La Torre, 2014).
According to Amato et al. (2019), the media and creative sectors are where Al is being used more
and more, with creatives always being early adopters of technical advancements, as they are in a

constant quest for new tools that would enhance their work.

2.3. Al integration in the film creation process

Al technologies present novel chances for creativity and productivity in content production as
they continue to develop quickly. Numerous developments fostered by Al technology simplify and
improve many facets of filmmaking, leading to greater effectiveness, affordability and creative
opportunities (Pradeep et al., 2023). With the development of deep learning and machine learning
algorithms, Al gained the ability to analyse enormous volumes of data, enabling filmmakers to
explore unique story structures and develop nuanced stories (Yuan et al., 2022). Storyboarding
and script creation are facilitated by Al algorithms used for script analysis and prediction.
Filmmakers started experimenting with Al-generated storylines as the technology advanced,

pushing the boundaries of narratives (Wang et al., 2024).

The development of Al in film has continuously pushed the artistic and creative limits of the
sector, from the appearance of Al-generated characters to the integration of Al in virtual reality

and augmented reality experiences. In addition to increasing efficiency, this fusion of Al and



filmmaking creates new opportunities for creative expression (Wang et al., 2024). Filmmakers can
explore previously unexplored possibilities by utilising Al's capabilities, encouraging creativity
and leading the industry into a period of artistic experimentation and technological breakthrough
(Mirowski et al., 2023; Wang et al., 2024). In the film sector, for instance, there's a growing
utilisation of 3D models and game engines, as the level of detail now surpasses the uncanny valley,
becoming indistinguishable from reality. The deployment of computer-generated imagery (CGI)
and advanced visual effects has broadened the scope for filmmakers, allowing them to produce
sophisticated and believable effects that were previously unattainable using practical methods
alone (Mrad et al., 2022). Such technologies enable the realisation of imaginative or futuristic
environments, as seen in groundbreaking productions like “Avatar” and “Star Wars” (Smith et al.,

2017).

Understanding the significant ramifications of the upcoming major change in the filmmaking
industry driven by AIGC technology is important (Wang et al., 2024). Artificial intelligence-
powered visual effects, editing and cinematography have advanced significantly. Al-powered
technologies have given filmmakers greater control and accuracy, allowing them to produce
visually enhanced and captivating cinematic experiences (Yu et al., 2024). Demand could decrease
for traditional aspects of filmmaking, including labour-intensive jobs like editing, visual effects
and sound design, as well as set construction, props and costume design. However, this
evolutionary shift also signals a rise in the need for specialist knowledge in digital asset generation,

automated editing systems and Al integration (Yu et al., 2024).



Moreover, analysis of box office trends, drawing upon extensive data spanning both CGI-
driven animated films and those crafted using traditional methods, demonstrates that the adoption
of Al-enabled technology has notably elevated the competitive edge of animated films at the box
office. Amba and Singh (2023) identify that these technological approaches help studios and

filmmakers achieve higher revenue streams compared to non-CGI productions.

2.4. Al & Creativity.

Emerging research shows how Al can support skills often associated with creativity, such as
curiosity, grit (Gordon et al., 2015) and persistence (Belpaeme et al., 2018). Recent research by
Zhu and Luo (2025) operationalise Boden’s (1998, p.348) foundational mechanisms of
combinational, exploratory and transformational creativity within Al-assisted design workflows .
They show that modern Al systems can collaboratively expand both problem and solution spaces
in creative domains. Rather than merely automating predefined tasks, these frameworks
demonstrate that generative models support creative novelty by enabling systematic
recombination, structured exploration of design concepts and strategic reframing that allows for
the emergence of previously infeasible solutions (Boden, 1998; Zhu & Luo, 2025). Creativity is
conceptualised as comprising four components: the person (human), process (mental), press
(environmental interaction), and product (creative result) (Rhodes, 1961; Runco & Kim, 2011). Al
can assist humans in divergent thinking, valuable for artistic domains such as the visual arts and
other non-routine creative activities, including writing (Bangerl et al., 2025). These developments
have ushered in novel opportunities for storytelling, granting filmmakers innovative means to

express their creative ambitions. The use of CGI and special effects allows for the construction of



worlds and scenarios beyond the reach of conventional techniques, including the creation of
characters and creatures that would otherwise be impossible to portray in physical form (Amba &
Singh, 2023). Highlighting Al's supporting role in idea development, Bangerl et al. (2025) further
note Al's capacity to inspire, offer conceptual strategies and provide constructive feedback, while
also raising questions about how prolonged reliance on Al for diverse thinking tasks might impact

individuals’ long-term creative and cognitive abilities.

Kirkpatrick (2023) asserts that, since Al models are trained on human-developed works, a core
element of humanity remains embedded in Al-generated outputs. Despite considerable
advancement in Al capabilities, it is anticipated that AI will function as an additional creative
resource rather than supplanting the inherently gratifying and personal nature of human artistic
creation (Kirkpatrick, 2023). Analysing the rate of Al adoption in the creative process, Zhang and
Zhou (2024) found that creators with less experience gain greater productivity benefit from these

tools thereby thereby achieving an equalising effect.

Al acts as an instrumental tool that helps unleash creativity and hence is connected to the
process through which creativity occurs (Kafai & Burke, 2014). In a study of AI’s impact on
human creativity, Marrone et al. (2022), however, note that Al applications today are not capable
of independent creativity as the fundamental aspects of creativity, such as divergent thinking and
producing novel, effective outcomes, are either beyond what Al can currently achieve or require
human input. Hence, pointing out clear areas where Al and humans can work together in creative
processes. Additionally, Al can accelerate parts of the creative workflow that were traditionally
done by humans, freeing them to focus on more complex activities. This finding is supported by
Chiu et al. (2022), who highlight that one's positive attitude toward technology can explain their

intention to use that technology.



2.5. Al creations and authorship in the EU

In response to the rapid expansion of Al across creative and industrial sectors, the European
Union introduced Regulation (EU) 2024/1689, known as the Al Act (2024), is the EU’s first
comprehensive legal framework governing artificial intelligence. The current interpretation of EU
copyright law clearly excludes non-human entities, including Al systems, from being recognised
as authors or inventors. Eligibility for copyright protection is contingent upon the criterion of
originality (Al Act, 2024). Jurisprudence of the Court of Justice of the European Union (CJEU)
defines originality as the expression of the author’s own intellectual creation, thereby necessitating
demonstrable human involvement and the exercise of creative judgment (Lucchi, 2025).
Accordingly, outputs generated exclusively by artificial intelligence systems, absent meaningful
human contribution, are generally excluded from protection under existing EU copyright law. This
stance is rooted in the emphasis on "personal touch" and "personality" in legal interpretations,

which inherently ties authorship to natural persons (Ballardini et al., 2019; Fritz, 2024).

However, as Al technology continues to advance, it presents new challenges to these traditional
concepts of authorship. Despite some standardised definitions in EU Directives, a unified
understanding of authorship across the EU remains unclear, particularly regarding the potential for
legal persons to be considered authors. This lack of clarity underscores the need for further
refinement and harmonisation of authorship concepts in EU copyright law. In the EU, the concept
of authorship in copyright law, especially for audiovisual and cinematographic works, is partially

standardised but lacks complete uniformity across member states (Ballardini et al., 2019). The



Directive 2001/29/EC (EU, 2001) in its Article 2(1) identifies the principal director as the author,

generally interpreted as the natural person responsible for the film’s artistic and creative decisions.

There appears to be convergence on the idea that Al authorship depends on the user who is in
charge of producing the outputs, as demonstrated by the practical solution to the Al authorship
conundrum in the US setting (Samuelson, 2020, p. 21). “Under U.S. law, only works created by a
human can be copyrighted, which excludes photographs and artwork created by animals or by
machines without human intervention,” as reaffirmed by the Commission on New Technological

Uses of Copyrighted Works (CONTU) legal stance on this matter (Samuelson, 2020).

Emerging developments in artificial intelligence raise fundamental questions concerning the
interpretation of authorship and inventorship in relation to Al-generated works and inventions.
This calls for reconsideration of existing legal definitions and frameworks to ensure that innovation
is facilitated rather than constrained in the evolving technological environment. Addressing these
issues involves balancing the protection of established notions of authorship with the need to
accommodate new modes of creative and inventive activity (Ginsburg et al., 2020). Developing a
comprehensive framework that accounts for the key factors involved in Al and intellectual
property will be crucial for legislators and policymakers. Such a framework would aim to strike
an appropriate balance between protecting intellectual property rights and ensuring access to Al-
generated innovations, ultimately fostering a legal environment that encourages technological

progress while preserving the core principles of copyright law (Zhang, 2025).

2.6. Al content & authorship perception

The integration of personalised Al in human-Al collaboration could profoundly influence

traditional notions of authorship. In current creative workflows involving Al the creator’s original

10



vision can sometimes be overshadowed, diminishing their sense of ownership over the final
outcome (Chung et al., 2022). Striking a balance between preserving the creator’s unique voice
and accommodating AI’s input is a complex challenge. Contemporary Al tools often struggle to
maintain this balance, occasionally exerting more control than intended and shifting from being a

supportive tool to dominating the creative process (Weber et al., 2024)

With the use of various Al tools, human-Al collaboration becomes more prominent as a
significant component of filmmaking, posing issues regarding authorship, co-authorship and
ownership of the content created (Pradeep et al., 2023; Weber et al., 2024). Exploring the question
of co-authorship, Nichols et al. (2020) show a collaborative storytelling system in which Al may
not only produce material but also engage in creative collaboration with humans during the

creation process.

According to Draxler et al. (2024), users frequently avoid openly claiming authorship of Al-
generated work, but they do not consider themselves to be the producers of such content.
Additionally, having influence over the material and engagement boosts one’s sense of ownership.
This also demonstrates situations in which users do not openly ascribe Al authorship or claim
ownership of content generated by Al, underscoring the need for user-Al collaboration in fostering
a sense of authorship among users (Draxler et al., 2024). Weber et al. (2024) extended this analysis
and indicated that creatives (VFX artists, screenwriters, documentary filmmakers), for instance,
had different appraisals of Al integration in the creative process, resulting in varied levels of output
appreciation and appropriation, suggesting gaps in meeting their specific requirements to enhance

their authorship perceptions.

Beyond being a question of declaration, authorship is equally a matter of personal judgment.

A person’s authorship sense is dependent on influencing factors such as their perceived control

11



and agency (Avey et al., 2009). Intangible things, like ideas, can also be created and controlled to
foster feelings of ownership. For instance, Draxler et al. (2024) discovered that user participation
levels have a significant impact on perceived authorship in an Al-assisted writing experience.
Participants had a greater sense of authorship when they had more authority over text generation,
including writing and editing. Perceptions of authorship were lowest in the condition with the least
amount of user input. Lehmann et al. (2022) discovered a positive association between the sense
of authorship and the degree of influence over the Al contribution, which lends further credence
to this claim. Authorship declarations also differed depending on the situation. Dropdown menus
and other explicit interface features improved recognition of Al contributions. On the other hand,
due to worries about possible unfavourable impressions or authenticity preservation, free-text

scenarios frequently led to the omission of Al involvement (Draxler et al., 2024).

2.7. Authorship conception for Al-generated outputs

Among the ethical issues brought up by the collaborative nature of human-Al content creation,
the appropriate distribution of authorship over creative outputs is still a contentious issue (Jiang et
al., 2023). The state in which people develop a psychic connection with things and begin to view
them as “theirs” is known as psychological ownership. According to Pierce et al. (2001),
psychological ownership differs from formal ownership due to its dual cognitive-affective
structure. Therefore, psychological ownership entails both a strong emotional bond with an object
and the intellectual recognition of it as one’s own (Xu et al., 2024). Further expatiating on the
concept, Avey et al. (2009) refer to psychological ownership as a sense of possession toward a
material or immaterial object and is intrinsically human. It has a significant impact on the
emotions, attitudes and behaviors of persons who experience ownership. Accordingly,
psychological ownership is becoming more widely acknowledged as an important determinant for

12



the safe and effective use of generative Al tools (Weisz et al., 2023). Kuzminykh and Cauchard,
(2020) describe the five structural characteristics of psychological ownership in the technological
realm, expanding on the acknowledged dimensions of psychological ownership put forth by Pierce
et al. (2001) as follows: 1) self-efficacy, the belief in one's ability to effectively use and control the
owned object; ii) accountability, the sense of responsibility for the object and its outcomes; iii)
sense of belonging, the feeling of connection and place associated with ownership; iv) self-identity,
the extent to which the owned object becomes part of one's self-concept; and v) territoriality, the
protective behaviors and feelings of possessiveness towards the owned object. These dimensions
collectively explain how users form psychological ownership in digital environments despite the
intangibility of such possessions. Nevertheless, the growing interest in understanding the dynamics
of psychological ownership within the context of human-AlI creation still points to the necessity
of substantial enough changes for creators to feel an increased sense of authorship (Diakopoulos

et al., 2007; Mirowski et al., 2023).

To elucidate the ownership conception mechanism, this study builds on Xu et al.'s (2024)
framework, who identified the additional factor — involvement, defined as the contributions input
in the process of creating co-creations by different parties, including both from the human side and
Al itself is identified as a major factor associated with developing users’ sense of ownership
towards human-AlI co-creations. This level of involvement is determined by a) the Originality and

b) the Level of Contribution.

a) Originality of creation

13



“There needs to be the 'personality’ of the author present within the work to meet a threshold
of originality. People perceive that a person legitimately 'owns' a piece of creation if it reflects
one's original idea, suggesting an extension of self-identity” (p.4). This conceptualisation
emphasises the critical role of individual creative imprints in establishing authentic authorship,
where the work becomes a tangible manifestation of the creator's unique cognitive and emotional

landscape.

b) Level of Contribution

“The sense of control in the process is measured by whether Al users perceive that the decisions
made can influence or predict the outcome and the amount of effort is measured by users' time
spent or steps involved in the process reaching a certain threshold” (p.4). This perspective frames
the level of contribution as a multidimensional construct, understood within this study as a personal
touch, where psychological ownership emerges through the creator's perceived agency and

substantive engagement in the generative process (Xu et al., 2024).

At the forefront of the digital intersection between artificial intelligence and film production,
limited attention has been devoted to examining how Al-powered creative processes affect
filmmakers’ perceptions of authorship. To address this gap, the present study investigates how the
integration of Al into the audiovisual creative process influences traditional understandings of
authorship among filmmakers. The following sub-questions serve to elucidate this central inquiry:
(1) In what ways does Al involvement shape their sense of authorship and psychological
ownership over generated outputs? and (2) How does the use of Al in creative production affect

filmmakers’ ability to express personal style, originality and intent?
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3. Methodology

For this study exploring the impact of Al integration on traditional perceptions of authorship
among filmmakers, the Braun and Clarke six-step framework for thematic analysis was employed.
The Braun and Clarke framework involves six iterative steps: familiarisation with the data,
generating initial codes, developing themes, reviewing and refining themes, defining and naming
themes, and producing the final report (Braun & Clarke, 2006). The first step consisted of
familiarising with the data by repeatedly reading the interview transcripts in detail. Next, initial
codes were generated manually by meticulously coding all relevant segments of the transcripts
line-by-line. Codes are the smallest units of analysis that capture interesting features of the data

(potentially) relevant to the research question (Clarke & Braun, 2017).

Following the coding was the theme generation step by grouping codes that shared meaningful
patterns under broader thematic categories. This step moved the analysis from numerous codes to
more abstract, central ideas representing commonalities in filmmaker perspectives on Al’s
influence on authorship. Then, a rigorous process of review and refining process of the themes was
undertaken to ensure clarity, internal coherence and distinction from one another. After refining
the themes, detailed definitions and descriptions for each final theme were developed, anchoring
them explicitly to the data and articulating their relevance to the study’s inquiry into authorship
perceptions. The final step was the formulation of the findings report, integrating verbatim quotes,

codes and thematic narratives to comprehensively reflect the major insights developed through
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this systematic analytic process, which shall be presented in the next section (Naeem et al., 2023).

The coding process was conducted through MAXQDA. !

U 2
Familiarising e Generating
O E initial Codes
6 3
Writing the Generating
findings Report themes

L o/

Defining and Reviewing and
naming Themes revising themes

Figure 1. Six steps of Thematic Analysis Framework by Braun and Clark.

Sampling Method

The study employed purposive sampling to identify participants. 18 filmmakers
(anonymised as pl, p2, etc.) were recruited (14 males, 3 females, and 1 non-binary; age range =
27-58 years). 3 of the participants were aged 27-30, 11 of them were aged 30-40, 3 aged between
40-50 and 1 participant was aged 58. Their experience in the film industry ranged from 5 to 42
years of experience, cutting across major film industries notably, Hollywood, Nollywood,

Bollywood and the European Film industry (Sarikakis et al., In press). Filmmakers were selected

' See code system : appendix 1

16



based on the following inclusion criteria: i) Active engagement in the film industry, ii) Having
publicly available works showcased in festivals, cinemas or through online and offline distribution
channels as well as public viewings and iii) work as either indie, hobbyist or industry. This choice
was made because of the interest in professionals with consistent practice, to determine how Al
integration in practice impacts their authorship perceptions. Moreover, the method ensures a broad
spectrum of expertise through the representation of diverse creative roles, such as directors,

screenwriters, animators, VFX artists or editors, among others.

Areas of Expertise

Filmmaker, Director, Screenwriter, Film Editor

Al Filmmaker, AR/VR/Animation, 3D Avrtist, Motion Designer, FX Artist
Painter, Illustrator, Media Artist, New Media Artist, Creative Director
Experimenter, Teacher

Independent / Hobbyist Creator

Figure 2. Film professionals areas of expertise

The expert interviews are methodologically applicable to this study, as they facilitate a
profound comprehension of the motivation behind the Al inclusion in the creative process and its
resultant effect on creators’ authorship sense. Furthermore, the research design's consultation with
experts presents a meaningful opportunity: “Their action orientations, knowledge and assessments

decisively structure, or help to structure, the conditions of action of other actors, thereby showing
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that expert knowledge has a socially relevant dimension” (Bogner & Menz, 2009, p. 54). This
choice was deliberate, as their approach offers an open and flexible method of qualitative data
analysis, free from alignment with any particular theoretical perspective, which suited the

exploratory nature of the research.

Data Collection

Data was collected through online interviews using semi-structured questionnaire designed to
facilitate open-ended discussions 2, allowing participants to share their experiences while enabling
the identification of emerging themes. Each interview lasted between 30 and 60 minutes and was
conducted via the video conferencing tool “Zoom” to ensure accessibility. Participant recruitment
was done by using publicly available information from sources such as festival programs, online
film catalogs and distribution platforms to identify eligible participants. Eligible individuals will
be contacted through personalised invitations sent via email or social media. The study adheres to
the standards set forth by the EU General Data Protection Regulation (GDPR). Moreover, the study
and data collection process received approval®. Ethical considerations included the obtention of
informed consent, ensuring participant confidentiality and allowing participants the right to
withdraw at any stage. Participants were provided with clear information about the study’s

purpose, degree of anonymisation, privacy procedures and potential risks prior to participation.

2 See interview guide: appendix 2

3 University of Vienna's Institutional Review Board of the Faculty of Social Sciences (IRB), under the REBOOT
project - Reviving, Boosting Optimising and Transforming European Film Competitiveness (approval NO.
20240510_025)
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4. Findings

After conducting thematic analysis following the Braun and Clarke six step framework for

thematic analysis, five main themes emerged from the interviews including: authorship perception

and its characteristics; factors determining authorship; impact of Al on creators sense authorship;

Impact of Al on a creator’s artistic autonomy and reliance on human skills and processes.

4.1.

Theme 1: Authorship perception and it’s characteristics

This theme explores how filmmakers perceive authorship in the era of Al, highlighting notable

shifts in how creators define and negotiate the role of Al within creative authorship. The theme is

structured around four subthemes, outlined in the hierarchy chart below:

Subtheme 1: complex
collaboration between
human intentionality and

technical capability

Subtheme 2:
the person bearing
the creative vision is
considered author

Subtheme 3:
Determined by the
efforts pu