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ABSTRACT 

The convergence of art and technology has always been a fertile ground for innovation and debate. With 
the advent of artificial intelligence (AI), this intersection has reached new heights, raising profound 
questions about the nature of creativity, authorship, and the future of artistic practices. This paper 
explores the historical context of art and technology, the current applications of AI in the creative 
process, and the ethical implications of AI-generated art. From generative adversarial networks (GANs) 
producing visual masterpieces to AI algorithms composing music, AI's influence on the arts is undeniable. 
However, as AI continues to evolve, it is crucial to address the ethical and philosophical challenges that 
arise, ensuring a harmonious integration of technology into the creative realm. 
Keywords: Art and Technology, Artificial Intelligence, Creative Processes, Generative Art, Ethical 
Implications. 

 
INTRODUCTION 

The intersection of technologies and the creative endeavor of humankind is equally fascinating, complex, 
and contentious. Technology is often professed to be an enabling tool for creative activities, where it has 
supported artistic and communicative development for millennia, but at the same time it is decried to 
automate and limit artistic processes. Recent advancements in the realm of artificial intelligence (AI) have 
once again opened the stage for this debate. Questions like: Can machines think? Do machines 
understand? Can machines feel, create, or dream? Intrigue philosophers, scientists, and artists alike [1, 
2]. Technologies related to AI have a tremendous impact on research and creative practices in the visual 
arts. The growing number of research, exploratory, design, and creative endeavors that emerge at the 
intersection of AI and art and the emergence of novel AI-based applications for creative purposes 
motivate the examination and discussion of the creative and explorative potentials of AI technologies in 
the context of art [3]. 

HISTORICAL CONTEXT AND EVOLUTION OF ART AND TECHNOLOGY 
Art has always been tied to changes in the philosophy, form, and advancement of accessible and recreated 
ideas; one has often driven and given rise to the other. The evolution of artistic practices has always gone 
hand in hand with the history of techniques, technologies, and scientific endeavors (displayed, for 
instance, in the birth of fresco painting in relation to advances in the study of optics or the invention of 
the camera obscura). Explainable artificial intelligence constitutes a promising pathway for regaining 
some level of interpretability for current reasons; rather, illustrations of early attempts made in this 
direction can shed some light on this endeavor. Early success stories, such as the medical application of 
expert systems in the 1980s, show that providing a plausible interpretation of the serialized knowledge 
and representing some gaps in this knowledge in the intelligible rules of a programming language is not 
sufficient to obtain understanding or ownership of this knowledge [4, 5]. By looking backward, it is 
possible to better understand the present and the most recent developments in an evolving system. This 
part explores, from a historical point of view, the relationship between two evolving systems: the age of 
the artist and the age of the technician. Gaining insights from this tandem, it is possible to constructively 
create a narrative of how artificial intelligence could merge or influence the narrative of the techno-poetic 
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artists of the near future. The art-tech relationship is tightly united to the evolution of the Western 
worldview. The analysis provided by McLuhan will focus on the comprehension and indefinite acceptance 
of specific technologies as arts [6, 7]. 

UNDERSTANDING ARTIFICIAL INTELLIGENCE (AI) AND ITS APPLICATIONS IN THE 
ARTS 

Artificial intelligence (AI) is now widely used in everyday life and working environments. It refers to the 
imitation of human intelligence by systems or machines using algorithms that run autocorrelative 
mathematical logic processes interpreting data. In this context, Artificial Narrow Intelligence, or Weak 
AI, is of most concern. Weak AI uses big data to gather and make sense of a vast amount of information 
in a specific application domain. This kind of AI often, though not always, has proven not to pass the 
Turing Test, a simulation game designed for researchers to objectively understand the behavior of 
machines concerning human intelligence. The development of Weak AIs finds technical difficulties and 
ethical concerns. On the one hand, AIs can outperform or equal human beings in a specific activity but 
cannot face new challenges without prior re-training. On the other hand, the use of these AIs in recent 
times has been astonishing. They can almost understand texts and their semantics. They can also perform 
well-written compositions, paint paintings, and hold oral conversations with a fair degree of credibility on 
any topic. Virtually, every single AI one can use right now in daily life is a weak AI. Some examples are 
Google Cloud Translation, Google Search Engine, Siri, and misspelling checkers. However, a curious 
aspect of these AIs is that they usually do not know what they are talking about. Basically, they provide 
matches or correlations between parameters without having the faintest comprehension of the words or 
concepts that compose them [8]. 

TYPES OF AI SYSTEMS USED IN CREATIVE PROCESSES 
The broader role of artificial intelligence (AI) in the arts encompasses various dependencies and 
integrations of AI systems across a wide range of applications and outcomes within artistic contexts and 
institutions. Existing classifications of these systems tend to emphasize either a categorical typology or 
focus on individual art forms. With respect to categorization by outcome, these art-embedded AI systems 
can be broadly divided into systems that analyze artworks, and those that generate or transform 
artworks. In addition to this division, AI systems can also be categorized based on the art forms they 
work with, such as visual arts, music, and literature. Building on these categorizations, specific types of AI 
systems used in creative processes are delineated below [9].  
AI systems that analyze, tag, or classify visual artworks. In this study, descriptive analysis is employed to 
examine visually perceptive AI systems, as well as visually based classification and tagging systems that 
have been used to categorize visual artworks. Tagging and classification systems target either high-level 
concepts, usually aesthetics-related, of the artwork, or low-level visual features such as color, texture, or 
shape [10]. 
AI systems that generate or transform visual artworks. Generative or transformative visual artwork 
machine systems are reviewed. Generative systems originate from code-based knowledge that entails a 
chain of processes that produce a new visual artwork, while transformative systems modify a visual 
artwork or a collection of artworks based on embedded rules and knowledge [11]. 
AI systems that directly analyze and transform musical works, or indirectly transform musical works via 
a visual representation. After providing an overview of generative and transformative musical AI systems, 
these machine systems are examined in light of their public use [12]. 

AI IN VISUAL ARTS: FROM GENERATIVE ART TO COMPUTER VISION 
This section discusses the role of AI in visual arts, examined through two major facets: generative art and 
computer vision. Although AI has numerous applications in visual arts, this review almost exclusively 
focuses on generative art and computer vision EM systems. Visual artistic expression powered by AI is 
presented through novel works created with Google’s Deep Dream, GANs, and the artist-run creative-
ML community as a possible outlet for critically assessing the implications of AI in visual arts [13]. 
Computer vision (CV), a subfield of AI, is the scientific discipline that deals with processing and analyzing 
images and videos, usually from traditional cameras, to enable machines to “see.” It is likely that within 
the next two decades, most film and TV productions will rely on creative visual AI systems trained with 
vast datasets of traditional artworks. Interest in computer-generated visual arts can be traced back 
thousands of years. In Europe, Anglo-French mathematician and philosopher Ada Lovelace wrote about 
weaving patterns generated by the Analytical Engine—known as the first computer—well before any 
digital computers or similar automata were invented. Just around the same time, French painter Gustave 
Caillebotte created a photo-style artwork wanting to illustrate the point of view of a camera [14]. The 
advent of the digital computer in the mid-20th century opened up new possibilities for computer-
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generated visual arts. On the one hand, the possibilities for generating abstract imagery were increased 
enormously, and on the other hand, the newly emerged fields of computer graphics and later computer 
vision made it possible to analyze and synthesize reality more directly. The evolution of computer-
generated imagery (digitally originated visual representation) operated by fully rule-based systems does 
not pre-date but has closely followed developments in computational technologies. Prior history of visual 
automata before the digital, such as those based on cameras obscura, automata, or religion experiences, 
however did not develop smoothly [15]. 

GENERATIVE ADVERSARIAL NETWORKS (GANS) 
Focusing specifically on generative adversarial networks (GANs), this subsection of the article addresses 
this topic in all disciplines, with particular emphasis on the implications for creative processes in the 
visual arts. GANs are a deep learning architecture comprised of two models known as generators and 
discriminators. The generator synthesizes new data points from random noise, while the discriminator 
recognizes the original and generated data points. As the generator creates better forgeries, the 
discriminator must learn to adapt to these new forgeries. An appropriate architecture and training 
methoditanent allows both networks to continuously improve, and as a result, GANs have produced 
state-of-the-art performance in a wide range of unsupervised and semi-supervised settings including text 
to image generation, image super-resolution, and artistic style transfer. The ability of GANs to generate 
art automatically without any human supervision makes GANs ideal for NFTArt generation. This novel 
NFTart generation application using GANs is presented, which allows users to generate unique art 
NFTs with a click of a button. New types of art websites are generated, where the art is generated from 
the Blockchain timestamped transactions, and art is authored by the transactions instead of an artist [16]. 
GANs 1, or generative adversarial networks, are a class of AI algorithms that have become ubiquitous in 
the recent discussion around AI and creative practice, mostly focused on the visual arts. Introduced by 
Ian Goodfellow and colleagues in 2014, GANs consist of two neural nets trained together in a zero‐ sum 
game. One, the generator, synthesizes data points from random noise, while the other, the discriminator, 
recognizes the original and generated data points. As the generator creates better forgeries, the 
discriminator must learn to adapt to these new forgeries. An appropriate architecture and training 
methoditanent allows for both networks to continuously improve, and, as a result, GANs have produced 
state‐ of‐ the‐ art performance in a wide range of unsupervised and semi‐ supervised settings [17]. 

AI IN MUSIC AND SOUND: COMPOSITION, PRODUCTION, AND BEYOND 
On the opposite end of the spectrum, there are still well-argued cases for seeing AI systems in sound and 
music as mere tools, helping artists and listeners achieve some goal. In that case, what is put on the table 
would be relatively conventional products, devices or services designed to assist creative tasks. AI as a 
compositional path (tempered by human taste, hindsight and other conventional creativity-enhancing 
tools) leads to a new creation on the axis "tradition–novelty". In such a conception, the creation of 
sounds, texts or visual patterns by AI systems on the axis "intensity–meaning" would not be surprising 
nor perceived as alerting the very concept of art, nor put as a whole in a new category, creating the need 
for new theoretical and philosophical frameworks, exhibiting radically different epistemological 
paradigms, etc. In any case, sound and music AI systems would not be seen as fundamentally altering the 
existing relationships between the created and the creator [18]. 

ETHICAL CONSIDERATIONS AND FUTURE IMPLICATIONS OF AI IN THE CREATIVE 
INDUSTRIES 

What is to come after the AI-created Mona Lisa, Epic poems, and Novels? Questions regarding a future 
encompassing AI-generated architecture are collage and artificial intelligence agents making critically 
driven experimental art with unbelievably illusive artworks haunted by layers of digital Rauschenbergian 
introductions. In a world where politically correct AI imagine the unimaginable, distraught and believed 
hand crafters fret about their fate. Should they join the squeeze of AI art generators, being equally fed to 
the proverbial arts technology meat grinder? Or will they carve out the future, engage on the hallowed 
grounds of craftmanship, and offer their coded visions to these Pygmalionian platforms, sharing 
authorship and economic advantage? What of the hyperreal, high-end photoreal fantastique-features, AI-
generated gedankenstädte-experiments of a new equally sublime or boring, exogenously high-cultured- 
or genre-defining cityscapes? [19, 20]. On a broader level, questions arise regarding the irrevocably 
changed artistic and architectural commons. Quoting Dorthe Jørgensen, the mind could not explore the 
mind of mean, space, and time, understanding beads and chains. Everything appropriated in possibility, 
bracketing this seed of appropriation. In all, who owns what inklings of art and architectural imagination 
or iteration, going below the experiment? Would Glitchmorph Streets and Stelleninia be irreversible 
royalties of David, Johannes, Jan, and Lars? And what of the Trillion-dollar dialogue between 
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fragmentaria Mundis’ monsterization of anthropocentrism and Algoraves global ether-style AI urbanism? 
[3, 19]. 

CONCLUSION 
The integration of AI in creative processes marks a significant milestone in the evolution of art and 
technology. AI's capabilities in generating, transforming, and analyzing art challenge traditional notions 
of creativity and authorship, offering new avenues for artistic expression. As AI continues to advance, it is 
essential to navigate the ethical and philosophical implications to foster a responsible and innovative 
fusion of technology and art. The future of AI in the creative industries promises to be both exciting and 
complex, requiring a balanced approach that honors the human element in art while embracing the 
transformative potential of artificial intelligence. 
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