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Project Brief

The GenAIRT project is a strategic initiative designed to democratise access to the
technological revolution by providing a tailored, self-paced online curriculum for adult artists
from marginalized communities. Recognizing that the rapid advancement of Generative Al can
often exacerbate the digital divide, this course serves as a bridge, enhancing digital literacy
and fostering innovative, technology-driven creative expression. The curriculum is
meticulously structured into three core modules: Exploring the Role of Al in Art, Getting Started
with Al Tools for Creativity, and Creating & Sharing your Al-assisted Art. Totalling two hours
of content, the course offers maximum flexibility, allowing learners to balance their
professional creative practice with personal commitments.

To ensure high pedagogical standards, learners engage in a rigorous evaluation process,
including mandatory end-of-module surveys and knowledge assessments. Participants who
achieve a score of 70% or higher on final quizzes, with up to three attempts allowed, are
automatically awarded a GenAlIRT Certificate of Completion. Beyond the acquisition of skills,
the project offers a tangible pathway to professional visibility: certified particpants earn the
unique opportunity to showcase their Al-assisted artwork in the GenAIRT Digital Gallery. This
transition from learner to exhibitor celebrates the creative voices of marginalized artists,
ensuring they remain at the forefront of the evolving European digital arts landscape.
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Executive Summary

Generative Atrtificial Intelligence (GAl) is fundamentally transforming the artistic landscape by
blending human intuition with computational power. The GenAIRT Literature Synthesis
reviews the research on GAl's applications across the visual arts, music, and literature,
highlighting how technologies like Generative Adversarial Networks (GANs) and Large
Language Models (LLMs) challenge traditional notions of authorship and originality.

A central theme is the democratizing potential of GAI. By providing accessible creative tools,
GAl reduces socio-economic barriers for marginalized artists, fostering inclusivity and offering
new platforms for underrepresented voices. However, realizing this potential requires a
focused integration of GAIl into educational curricula to build essential digital literacy and
technical competencies.

While GAI serves as a powerful collaborator that amplifies human ingenuity, it also raises
critical ethical concerns regarding intellectual property and bias. Ultimately, the future of the
arts depends on developing inclusive frameworks that ensure equitable access to these
technologies while preserving the unique value of human creativity.
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1.0 Introduction

Generative Atrtificial Intelligence (GAl) is currently reshaping the arts, encompassing both the
creation of new artistic forms and the transformation of existing practices. Artists are
increasingly leveraging GAl tools to explore innovative avenues for expression, leading to the
emergence of hybrid art forms that blend human creativity with machine-generated outputs
(Yusa et al., 2022; Piskopani, 2023).

The purpose of this literature review is to synthesize existing research on GAl in the arts,
highlighting its applications, implications, and the ongoing debates surrounding its use. By
examining a diverse range of studies, this review aims to provide a comprehensive
understanding of how GAI is reshaping artistic practices and the broader cultural landscape
(Cetinic & She, 2021; Creely, 2023), with a focus on the necessary skills and competencies in
view of enabling access to quality education for marginalised artists. Ultimately, this literature
review seeks to contribute to the ongoing discourse on the intersection of technology and art,
offering insights into the future of creativity in an age increasingly defined by artificial
intelligence (Coeckelbergh, 2023; Piskopani, 2023).

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily
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2.0 Defining Generative Artificial Intelligence in the
Context of the Arts

GAl refers to a subset of Artificial Intelligence (Al) technologies that are capable of creating
new content, including images, music, text, and other forms of art, by learning from existing
data. GAl employs various algorithms, such as Generative Adversarial Networks (GANs) and
diffusion models, to synthesize outputs that mimic human creativity (Jovanovic & Campbell,
2022; Chen, 2023). These technologies utilize deep learning techniques to analyze patterns
and styles within datasets, enabling them to produce original works that can often be
indistinguishable from those created by human artists (Zhou, 2023; Chamberlain et al., 2018).
The emergence of GAIl has sparked significant interest in its potential to redefine creative
processes and challenge traditional notions of authorship and originality in the arts (Chen,
2023; Piskopani, 2023).

The relevance of GAl to the arts is multifaceted, encompassing both the creation of new artistic
forms and the transformation of existing practices. Artists are increasingly leveraging GAl tools
to explore innovative avenues for expression, leading to the emergence of hybrid art forms
that blend human creativity with machine-generated outputs (Yusa et al., 2022; Piskopani,
2023). For instance, GAl has been instrumental in the development of interactive installations,
generative music compositions, and Al-assisted visual arts, which challenge the boundaries
between human and machine creativity (Cetinic & She, 2021; Coeckelbergh, 2023).
Furthermore, GAI raises critical questions about the nature of creativity itself, as it blurs the
lines between creator and creation, prompting discussions on the ethical implications of Al-
generated art (Chen, 2023; Piskopani, 2023).

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily
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3.0 Historical Context of Al in the Arts

The integration of Al into the arts can be traced back to the 1960s, when early experiments in
computer-generated art began to emerge. Pioneers such as Harold Cohen developed
programs like AARON, which autonomously created drawings, thus laying the groundwork for
future explorations of Al in artistic contexts. These early endeavors raised fundamental
questions about the nature of creativity and the role of machines in the artistic process. The
implications of these developments were profound, as they challenged traditional notions of
authorship and originality, prompting artists and theorists to reconsider what it means to create
art in an age increasingly influenced by technology (Grassini ,2024; Gangadharbatla, 2021).

As technology advanced, more sophisticated Al tools became available to artists. The
introduction of machine learning and neural networks revolutionized the capabilities of
generative systems, allowing for more complex and nuanced outputs. The development of
Generative Adversarial Networks (GANs) marked a significant milestone, enabling the
generation of high-quality images that could mimic the styles of renowned artists. This
evolution has led to a proliferation of Al-generated artworks that challenge traditional artistic
boundaries and provoke critical discourse on authorship and originality. Furthermore, the
accessibility of Al tools has democratized art creation, allowing a broader range of individuals
to engage with artistic practices (Chi, 2024).

More recently, a number of landmark exhibitions and projects have showcased the potential
of Al in the arts, further solidifying its relevance. Notable examples include the auction of the
Al-generated portrait "Edmond de Belamy" by the Paris-based art collective Obvious, which
sold for an astonishing $432,500 at Christie’s in 2018. Such events have not only garnered
media attention but have also ignited debates about the implications of Al in the creative
industries, prompting artists, critics, and audiences to reconsider the definitions of art and
creativity in the digital age. Additionally, various academic institutions have begun to
incorporate Al into their curricula, reflecting a growing recognition of its significance in
contemporary artistic practices (Fan, 2023; Cetinic & She, 2021).

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily
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4.0 Theoretical Frameworks

The concept of creativity has been a subject of extensive philosophical inquiry, often defined
as the ability to produce novel and valuable outputs. This definition encompasses various
dimensions, including originality, intentionality, and the impact of creative works on society.
Philosophers such as Boden have argued that creativity is not merely about novelty but also
involves the capacity to generate ideas that hold significance within a cultural context (Loi et
al., 2020). This broader understanding of creativity challenges traditional anthropocentric
views, suggesting that creativity can manifest in both human and artificial agents, thereby
expanding the discourse on what constitutes creative expression in the age of Al (Moruzzi,
2020).

The interplay between human agency and Al in the creative process raises critical questions
about authorship and the nature of artistic expression. While Al systems can generate
artworks autonomously, the extent to which human input influences these creations remains
a vital consideration. Mazzone & Elgammal (2019) emphasize that human artists play an
essential role in guiding Al systems, shaping the parameters within which these technologies
operate. This collaborative dynamic suggests that Al should be viewed as a tool that enhances
human creativity rather than a replacement for it, thereby preserving the significance of human
agency in the artistic process (Mazzone & Elgammal, 2019). As such, the emergence of hybrid
creativity highlights the collaborative potential between human artists and Al systems. Lomas
(2018) discusses how this partnership can lead to innovative artistic outcomes that neither
entity could achieve independently. By leveraging the strengths of both human intuition and
Al's computational capabilities, artists can explore new creative territories and push the
boundaries of traditional art forms. This collaboration not only enriches the creative process
but also fosters a deeper understanding of the unique contributions that both humans and
machines bring to artistic endeavours (Carnovalini & Roda, 2020).

Thus, the role of Al as a creative partner introduces new dimensions to the artistic process,
challenging conventional notions of authorship and creativity. McCormack et al. (2020) argue
that Al's involvement in creative practices necessitates a re-evaluation of how we define
creativity and artistic value. As Al systems become increasingly capable of generating high-
quality artistic outputs, the distinction between human and machine-generated art becomes
blurred. This shift prompts critical discussions about the ethical implications of Al in the arts,
including issues of ownership, authenticity, and the potential devaluation of human creativity
in a landscape increasingly populated by Al-generated works (Henriksen et al., 2021).
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5.0 Applications of Generative Al

Visual Arts

Generative Al has significantly impacted the visual arts through techniques like neural style
transfer and GANs. Neural style transfer allows artists to apply the stylistic elements of one
image to the content of another, creating unique artworks that blend different artistic styles.
This technique leverages deep learning algorithms to analyse and replicate the aesthetic
features of existing artworks, enabling artists to experiment with new visual expressions
(Pellas, 2023). GANs consist of two neural networks, the generator and the discriminator, that
work in tandem to produce high-quality images. The generator creates images, while the
discriminator evaluates their authenticity, resulting in increasingly sophisticated outputs that
can mimic the styles of renowned artists (Newman-Giriffis, 2023). These advancements not
only enhance the creative toolkit available to artists but also challenge traditional notions of
authorship and originality in art.

Music

In the realm of music, Al has emerged as a powerful tool for composition and production. Al
systems can analyse vast datasets of musical compositions, learning patterns and structures
to generate original melodies and harmonies. These Al-driven tools are being used to assist
musicians in the creative process, providing inspiration and facilitating collaboration. These
technologies allow artists to explore new musical genres and styles, expanding the boundaries
of traditional music practices. Moreover, Al's ability to analyse listener preferences enables
the creation of personalized music experiences, further enhancing its role in the music
industry.

Literature and Writing

The application of Al in literature has gained traction, with systems capable of generating
narratives and poetry that mimic human creativity. Al story generators, such as those powered
by advanced large language models (LLMs), can produce coherent and engaging text, offering
writers new avenues for exploration (Fiialka, 2024). These systems can assist authors in
overcoming writer's block by providing a wealth of ideas, characters, and plotlines, thereby
enhancing the creative writing process (Coeckelbergh, 2021). Furthermore, Al has shown
capabilities in generating poetry, emulating various styles and structures, contributing to the
evolving landscape of literary expression (Lanzolla et al., 2021).

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily
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6.0 Educational Implications of Generative Al in the Arts

The integration of GAl into educational curricula is increasingly recognized as essential for
preparing students for a future where Al technologies play a significant role in various fields,
including the arts. Voulgari and colleagues (2021) emphasize the importance of incorporating
Al and machine learning into educational frameworks to enhance students' understanding of
Al's capabilities and limitations. By embedding GAl into art education, institutions can foster a
new generation of artists who are not only skilled in traditional techniques but also adept at
utilizing Al tools to expand their creative horizons. This integration requires a rethinking of
curricula to include practical applications of GAl, ensuring that students develop the necessary
skills to navigate an Al-enhanced artistic landscape (Voulgari et al., 2021).

In this regard, GAI has the potential to significantly enhance creativity among students by
providing them with innovative tools for artistic expression. Fathoni (2023) discusses how GAI
can serve as a catalyst for creative thinking, allowing students to experiment with new ideas
and techniques that they may not have considered otherwise. By collaborating with Al
systems, students can explore diverse artistic styles and generate unique works that reflect
their individual perspectives. Holmes & Tuomi (2022) further support this notion, highlighting
that GAI encourages students to engage in iterative processes of creation, where they can
refine their ideas based on Al-generated suggestions. This collaborative dynamic not only
nurtures creativity but also fosters critical thinking and problem-solving skills essential for
success in the arts (Fathoni, 2023; Holmes & Tuomi, 2022).

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily
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7.0 Generative Al for Marginalised Artists

The emergence of GAl is proving itself as a transformative force in the arts, particularly for
marginalized artists who often face barriers to access and participation in creative fields. By
providing innovative educational tools and resources, GAl can empower these artists to
enhance their skills and express their unique perspectives. As such, the integration of GAl into
educational curricula is essential for fostering digital literacy and upskilling, enabling artists
from marginalized communities to navigate the evolving landscape of artistic creation.

One of the primary benefits of GAl is its ability to address the gap in access to cutting-edge
technologies for marginalized artists. Tailored training opportunities in GAIl can equip these
artists with the necessary competencies to utilize Al tools effectively. For instance, GAI can
facilitate personalized learning experiences, allowing artists to explore diverse artistic styles
and generate unique works that reflect their individual voices. This approach not only
enhances creativity but also promotes resilience and adaptability in a rapidly changing digital
environment (Filippi & Guarnieri, 2019; Verediano & Mendes, 2022). Moreover, GAl provides
opportunities in terms of equitable access for showcasing diverse artistic expressions, which
is crucial for promoting inclusivity within the arts community. By enabling artists to present
their Al-assisted artworks to a broader audience, GAI helps highlight the unique perspectives
of underrepresented groups. This visibility is essential for fostering equity and equality in the
arts, as it allows marginalized artists to gain recognition and integrate into the broader creative
landscape (Krtiger et al., 2023; Barros, 2023).

The effective use of GAl in the arts necessitates a diverse set of skills and competencies,
particularly for marginalized artists who may face additional barriers in accessing technology
and education. First and foremost, digital literacy is crucial; artists must be adept at navigating
various Al tools and platforms to harness their creative potential effectively. This includes
understanding how to operate software that employs algorithms such as GANs and neural
style transfer, which are essential for creating Al-assisted artworks (Kong et al., 2021).
Furthermore, familiarity with basic prompting concepts for LLMs can enhance an artist's ability
to customize Al outputs, allowing for a more personalized artistic expression (Xian, 2023). In
addition to technical skills, critical thinking and creativity are paramount. Artists must be able
to evaluate the outputs generated by Al critically, discerning how these outputs align with their
artistic vision and intent. This involves not only assessing the aesthetic quality of Al-generated
content but also considering the ethical implications of using Al in their work, such as issues
of authorship and originality. Moreover, collaboration skills are increasingly important, as many
artists will work alongside Al systems, requiring them to engage in a dialogue with the
technology to achieve desired outcomes (Zhang, 2023).

The role of GAl in enhancing digital literacy cannot be overstated. As artists engage with Al
technologies, they undergo upskilling (or even complete reskilling), which not only prepares
artists for future opportunities but also encourages lifelong learning and innovation. GAl serves
as a catalyst for transversal skills, allowing artists to experiment with new ideas and techniques
that they may not have considered otherwise (Rebello, 2022). However, the integration of GAI
into art education also presents challenges. Educators and non-governmental organisations
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(NGOs) must be adequately trained to teach GAI technologies effectively, ensuring that they
can guide students in using these tools responsibly. Additionally, ethical considerations
surrounding the use of Al in creative practices must be addressed to maintain academic
integrity and promote responsible use of technology (Petra et al., 2022).
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8.0 Conclusion

The transformative force of GAl in the arts is fundamentally reshaping creative practices and
expanding the boundaries of what is considered possible in artistic expression. This literature
review has highlighted the multifaceted applications of GAl in visual arts, music, literature, and
education, emphasizing its potential to foster creativity, inclusivity, and innovation. By merging
human intuition with computational capabilities, GAl introduces hybrid art forms that challenge
traditional notions of authorship and originality, sparking critical discourse on the evolving
definitions of creativity in an Al-driven world.

A significant theme emerging from this review is the democratizing potential of GAIl. By
providing artists, particularly those from marginalized backgrounds, with accessible tools and
resources, GAl reduces barriers to participation in the creative industries. Marginalized artists,
often constrained by socio-economic, educational, or physical limitations, can leverage GAl to
express their unique perspectives, access broader platforms, and gain recognition in the wider
arts community. Tailored training programs and educational initiatives in GAIl can empower
these artists to develop critical digital literacy skills, equipping them to navigate the rapidly
evolving landscape of creative technologies. In doing so, GAl fosters resilience and
adaptability, enabling these artists to thrive in a dynamic cultural sector.

As such, the integration of GAI into educational frameworks, both in formal and non-formal
contexts, has also emerged as a crucial pathway for fostering accessibility, equity, lifelong
learning and innovation. Educational institutions and NGOs play a pivotal role in preparing the
next generation of artists, irrespective of their background, to harness GAl's potential
effectively. Practical, hands-on training that includes Al-assisted techniques such as neural
style transfer, generative adversarial networks (GANs), and large language models (LLMs)
not only enhances creative skill sets but also encourages critical engagement with the ethical
implications of Al-generated art. Issues such as intellectual property, authorship, and cultural
representation must remain at the forefront of discussions as artists and educators adopt GAI
technologies.

While GAIl offers immense opportunities, it also poses challenges that require careful
navigation. Ethical concerns surrounding ownership, bias, and the authenticity of Al-generated
art underscore the need for responsible use of these technologies. As GAl becomes
increasingly sophisticated, it is essential to ensure that its adoption does not undermine the
value of human creativity. Instead, the partnership between human and machine should be
seen as a complementary relationship, where Al serves as a tool to amplify human ingenuity
rather than replace it. This perspective preserves the integrity of the creative process while
embracing the innovations that GAl brings to the arts.

In this sense, the role of GAl in the arts is poised to expand further, opening new avenues for
artistic exploration and cultural engagement, especially within marginalised communities.
Policymakers, educators, industry stakeholders and artists themselves, must collaborate to
develop inclusive frameworks that ensure equitable access to GAIl technologies, particularly
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for underrepresented groups. By addressing the skills gap, fostering digital literacy, and
promoting responsible practices, the creative sector can fully harness the potential of GAI to
enrich artistic expression and drive cultural innovation.
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