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Art and Al

Watching an assignment pop up on my task list, the first thing I see on the screens around
me is the unmistakable logo of OpenAi. Whether it was a prompt for an outline, source
summarizer, or even the entire project, there has been a growing reliance on artificial programs
throughout my time in high school. This subconscious reach expands past just school
assignments, extending itself into social media entertainment, music sources, and artistic
graphics. With the knowledge that humankind faces the temptation to “cheat” through any
hardship, Al directly contributes to the changing workings of the artistic world, as it has never
been easier, or harder, to be a creative.

As a new concept, generative Al is trained on machine learning techniques, namely
neural networks (NNs) and generative adversarial networks (GANs), which directly mimic and
can exceed human creativity (Goodfellow et al.,2014). While there was originally a human mind
behind these machines training and building Generative Al, many popular programs are believed
to be eminently approaching achieving Artificial General Intelligence (AGI). Artificial General
Intelligence is a term used to generally entail when an Al form matches or exceeds human
cognitive abilities, meaning that the program could perform any task that a human could do
(Ashley 2025). In theory, artificial intelligence would be a completely conscious being, with
more intellectual power than its creator. As programming and chatbots constantly evolve and

improve, users on the other side of the screen are also transforming, even if subconsciously.



While the future of Al is expanding beyond answering prompts to thinking on its own,
humans are taking advantage of the resource for many reasons, but importantly all parts of
creative outlets such as fine art, music, scriptwriting, film, writing, and other facets of art.
Although many hold the belief that Al art can be easily picked apart from human-made art, a
2025 study done by the State University of New York Oswego identified that 45% of the
preferred pieces chosen by participants was in fact artificially created. However, in another case
study where professional artists were the participant pool, the percentage was 83% accurate in
identifying the generated art. As individuals might have mixed perceptions on the ethics of Al, in
general, the fact is that it has become harder for the average person to tell the difference between
human-created and generated art. This proves that artificial sources have successfully mimicked
the celebrated hard work of countless artists.

Although many artists continue to stick with traditional methods for creating, there are
many more who use artificial sources to produce art, either intentionally or not. The temptation
to “just get an idea going” is felt by most, and while occasionally the best course of action, it
leads to a loss in learning from the process. The journey, while long and needing thought, is
ultimately celebrated more than the piece itself. The level of responsibility needed by every
single person that accesses Al programs cannot be guaranteed, and the itch to find a faster way
out of tasks is ingrained in us as humans since the beginning of creation.

While I personally understand that there are many benefits in utilizing Al, from overall
efficiency to inclusivity in various forms, especially creative areas, I don't believe that the gains
outweigh the costs. Addiction and reliability are fallible parts of humans, and the accessibility of
artificial intelligence in most societies has and will continue to proliferate these harms. If art can

be done with only a short prompt by a human or by the inorganic machine itself, the value that



creativity deserves will change, placing less of a worth on a critical part of the human experience

that has lasted for millions of years.
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