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Abstract: this article is devoted to the study of the impact of artificial intelligence technologies on contemporary
visual art. The key developments in the field of generative neural networks, such as GAN, DALL'E, and
Midjourney, are discussed, along with the philosophical and aesthetic aspects of human-machine interaction in
the process of artistic creation. Special attention is given to issues of authorship, the legal status of Al-
generated works, and the potential for creating personalized art based on biometric and behavioral data.
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NEPCIIEKTHUBbBI BHEJIPEHUE UCKYCCTBEHHOI'O HHTEJIVIEKTA B
N30BPA3BUTEJIBHOM UCKYCCTBE
Pammpaos 7K.X.1, AOnpyJuieB H.X.?

YPawmoos Kamuwuo Xycan yenu — doyenm,
2460ynnaes Hycpamyana Xamudosuy — doyenm,
Kagpedpa munuammopsl u KHUNHCHOU epaguru, Hayuonanenwiil uncmumym xyododcecms u ousatina umenu Kamonuoouna
KBexzo0a,
2. Tawxenm, Pecnybnuxa Y3oexucman

AHHOmMayua: Hacmoawas CmMamvs NOCEAUWEHA UCCIC006AHUIO GIUAHUAL MEXHOA02UU  UCKYCCIMBEHHO20
UHMeNNeKma Ha co8peMeHHoe u300pasumenvHoe uckyccmeo. Paccmampusaromes kuouegvle paspabomku 6
obracmu cenepamugnvix Hetipocemeii, maxkux kak GAN, DALL-E u Midjourney, a maxoce unocogpckue u
acmemuuecKue acnekmol 63auMOOeiCmEUs 4el06eKa U MauuHbl 8 npoyecce Xy00lCeCmeeHH020 MEop1ecmsa.
OmoenvHoe @HUMAHUE YOENIeHO BONPOCAM A8MOPCMEd, NpPasogozo cmamyca npousgedenuii. HH u
B03MOJICHOCHAM CO30AHUSL NEPCOHATUSUPOBAHHO20 UCKYCCMEA HA OCHOBE DUOMEMPUYECKUX U NOBEOeHYEeCKUX
OaHHbIX.

Kniouegvie cnoga: uckyccmeeHHulil UHmMeNNeKm, u300pasumenbHoe UCKyCCmeo, an2opummuyeckoe
meopuecmeo.
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In recent years, the rapid development of artificial intelligence (Al) technologies has influenced various
areas of human activity, including visual art. The application of generative neural networks, such as GAN
(Generative Adversarial Networks), VQ-GAN, as well as modern visual generation tools like DALL-E,
Midjourney, and Stable Diffusion, has become particularly significant. These technologies not only automate
the image creation process but also transform the very understanding of authorship and the artistic act. This
article is dedicated to examining the current state, challenges, and future prospects of Al in the context of visual
art.

Every year, the number of interdisciplinary studies at the intersection of Al and visual creativity continues to
grow. These studies cover a wide range of topics — from theoretical issues of aesthetics and philosophy to
specific examples of interaction between the artist and algorithm in the creative process. The scientific
community is increasingly exploring the extent to which Al can be recognized as a participant in the artistic
process and where the boundaries between machine generation and human intent lie.

A notable example in this context is the CAN (Creative Adversarial Network) model developed by
Elgammal and colleagues [1]. This system did not simply learn from existing styles but intentionally deviated
from them, offering original visual forms that had not been seen before. This demonstrated the potential for Al
to be not only an imitator but also a potential innovator. Another significant contribution is the CycleGAN
model by Zhu et al. [2], which learned to stylistically transform images between two domains without the need
for paired data. This allows for deep visual transformations beyond the usual filter or processing.

The problem of creativity and authenticity in Al remains an active topic of discussion. In the works of
Hertzman [3], as well as Mazzone and Elgammal [4], a philosophical understanding of the machine's creative
act is proposed. Researchers raise the question: can a work created without intent, without internal motivation,
be considered art in the full sense of the word? After all, artistic expression traditionally involves subjectivity,



contextuality, and the emotional engagement of the author — qualities that Al, in its usual understanding, does
not possess.

However, individual examples demonstrate the opposite. For instance, the portrait "Edmond de Belamy,"
created by the Parisian collective Obvious using a GAN algorithm, was sold at a Christie's auction for a
significant amount — $432,500. This case sparked heated debates in the artistic and legal communities: who is
the author — the developer, the algorithm, the training dataset, or the curator of the final image? Such
precedents highlight the urgent need to reconsider legal and ethical frameworks in the field of digital art.

This study employed comparative, analytical, and contextual methods. The main focus was on reviewing
various theoretical positions, analyzing artistic cases, and the influence of Al on professional practices in visual
art. Of particular interest are examples involving tools like Midjourney, DALL-E, and projects like Obvious,
where algorithms become full-fledged co-authors of visual expression.

Modern Al systems do not simply replicate style or copy visual language — they can be active agents in
artistic exploration. With their help, artists can go beyond traditional means of expression, experimenting with
form, scale, and meaning. GAN technology remains particularly in demand, allowing the synthesis of new
visual forms with a high degree of originality.

One of the key issues is authorship and the aesthetic evaluation of Al-generated works. Since such works do
not have a specific human subject, legal uncertainty arises: who owns the rights to an image created by a
machine? Moreover, as noted by Hong, Yoon, and Park [5], Al creations lack human life experience, intuition,
and empathy — components without which full-fledged art is difficult. This leads to new approaches to
evaluating aesthetic value, where not only form but also the generation process, the degree of human
involvement, and the semantic load are important.

The generation of Al images is based on processing textual or visual prompts provided by the user. The
quality and artistic level of the final product largely depend on the accuracy, richness, and creativity of the
initial material. In this sense, the interaction between humans and Al takes on the nature of co-authorship, where
the human sets the direction, and the machine implements multiple variations based on it. The concept of
"interactive creativity,” in which the user does not just input a request but dynamically adjusts the generation
process in dialogue with the algorithm, is becoming more frequently discussed.

In this regard, the concept of personalized art deserves special attention — a direction based on deeply
individualized creative outcomes. Al systems can take into account biometric, behavioral, and cognitive data of
the user: from emotional state and heart rate to visual preferences and facial expressions. Using such
information, visual images are created that most accurately reflect the inner world of the person, their current
moods, and psychological characteristics. This allows for the transition from mass art to deeply intimate art,
where each piece is a unique reflection of a specific individual.

Thus, artificial intelligence not only changes the technical aspects of artistic production but also causes
fundamental transformations in the understanding of art itself. It calls into question traditional categories:
genius, inspiration, originality, authorship. Today, Al is becoming not just a tool but a partner in the creative
process, expanding the boundaries of what is possible in the visual culture of the 21st century.
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