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1.
Putting the Art in Artificial: Aesthetic Responses to Computer-Generated Art
KWERE T NLzr: XN AR 5 SN
[ First Author] Chamberlain, Rebecca
[ Source Title] PSYCHOLOGY OF AESTHETICS CREATIVITY AND THE ARTS 2018.12
[ Abstract] As artificial intelligence (Al) technology increasingly becomes a feature of everyday life, it is important to

understand how creative acts, regarded as uniquely human, can be valued if produced by a machine. The current studies
sought to investigate how observers respond to works of visual art created either by humans or by computers. Study 1 tested
observers' ability to discriminate between computer-generated and man-made art, and then examined how categorization of
art works impacted on perceived aesthetic value, revealing a bias against computer-generated art. In Study 2 this bias was
reproduced in the context of robotic art; however, it was found to be reversed when observers were given the opportunity to
see robotic artists in action. These findings reveal an explicit prejudice against computer-generated art, driven largely by the
kind of art observers believe computer algorithms are capable of producing. These prejudices can be overridden in
circumstances in which observers are able to infer anthropomorphic characteristics in the computer programs, a finding
which has implications for the future of artistic Al
2.
Fundamental visual features for aesthetic classification of photographs across datasets
I A ST TP BEAT W S 70 SR AR S A R Ik
[ First Author] Lemarchand, Francois
[ Source Title] PATTERN RECOGNITION LETTERS 2018.112
[ Abstract] The recent and exponential increase of online photographs is catalysing the development of artificial

intelligence systems that evaluate images on their aesthetics in order to filter out photos and provide users with more pleasing
content. This paper proposes a new approach inspired by findings in psychophysics and neuroscience, to build a cross-dataset
aesthetic classifier which learns by extracting an efficient set of features from images. Inspired from low-level features
present in the human early visual process, the artificial intelligent system extracts percentage distributions for orientation,
curvature, colour and global reflectional symmetry. Knowing only people's aesthetic judgments on images, the features are
then fed to a deep neural network under the form of only 114 inputs. Once trained, the proposed system was successful in
classifying unseen images depending on their aesthetics to state-of-the-art level, even on datasets different from the initial
training dataset. Analysis of differences in extracted features between aesthetically good and poor images highlights
previously observed human aesthetic preferences in static two-dimensional scenes, such as preference for the colour blue or
horizontal lines. By learning from brain-inspired features, it is hoped to allow a knowledge transfer of aesthetic expertise in
photographs towards other types of visual media (paintings, movies, etc.). (C) 2018 Elsevier B.V. All rights reserved.

3.

Artificial Intelligence, Artists, and Art: Attitudes Toward Artwork Produced by Humans vs. Artificial

Intelligence
NILERE ERFMEAR: MRS NTEEEI A ZAR M
[ First Author] Hong, Joo-Wha
[ Source Title] ACM TRANSACTIONS ON MULTIMEDIA COMPUTING COMMUNICATIONS AND
APPLICATIONS 2019.15
[ Abstract] This study examines how people perceive artwork created by artificial intelligence (AI) and how presumed

=

knowledge of an artist's identity (Human vs. Al) affects individuals' evaluation of art. Drawing on Schema theory and theory
of Computers Are Social Actors (CASA), this study used a survey-experiment that controlled for the identity of the artist (Al
vs. Human) and presented participants with two types of artworks (Al-created vs. Human-created). After seeing images of six
artworks created by either Al or human artists, participants (n = 288) were asked to evaluate the artistic value using a
validated scale commonly employed among art professionals. The study found that human-created artworks and Al-created
artworks were not judged to be equivalent in their artistic value. Additionally, knowing that a piece of art was created by Al
did not, in general, influence participants' evaluation of art pieces' artistic value. However, having a schema that Al cannot
make art significantly influenced evaluation. Implications of the findings for application and theory are discussed.
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4.
Automating the black art: Creative places for artificial intelligence in audio mastering
H 2h BV N R BEAE = S ) o i B PR 7 B

[ First Author] Birtchnell, Thomas

[ Source Title] GEOFORUM  2018.96

[ Abstract] In this paper, we consider the impact of artificial intelligence (Al) in the creative economy of music

production. One sector in particular, audio post-production, is experiencing rapid change due to Al and various other forms
of automation. This spells major changes, now and in the future, for skills, employment and work. Many accounts on the role
of machine automation in occupational instability specifically, reductions in human employment have focused on the
manufacturing (assembly lines) and service (financial, legal and administration) sectors: so-called blue- and white-collar jobs.
However, there are as yet only limited forays into the possible consequences of Al in the creative economy, in particular on
'no-collar jobs'. Creative occupations were previously understood to be immune from the disruptions of Al due to the high
levels of intuition, affective knowledge, 'gut instinct', and other human 'assets' difficult to replicate by complex algorithms
and intelligent machines. Drawing on empirical research on Al in audio post-production, this article contends that there are
conflicting notions of the possible impacts of these new innovations on human expertise and digital skills. The article
highlights change underway in this profession of audio mastering as workers in the creative industries collaborate and
compete with Al-driven technological innovation.
5.
Artificial Neural Networks and Deep Learning in the Visual Arts: a review
[ AW B ZEAR RN AR W 2% 5 TR P 2 2
[ First Author] Santos, Iria
[ Source Title] NEURAL COMPUTING & APPLICATIONS 2021.33
[ Abstract] In this article, we perform an exhaustive analysis of the use of Artificial Neural Networks and Deep

Learning in the Visual Arts. We begin by introducing changes in Artificial Intelligence over the years and examine in depth
the latest work carried out in prediction, classification, evaluation, generation, and identification through Artificial Neural
Networks for the different Visual Arts. While we highlight the contributions of photography and pictorial art, there are also
other uses for 3D modeling, including video games, architecture, and comics. The results of the investigations discussed
show that the use of Artificial Neural Networks in the Visual Arts continues to evolve and have recently experienced
significant growth. To complement the text, we include a glossary and table with information about the most commonly
employed image datasets.
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