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Abstract: This paper examines the integration of artificial intelligence (Al) into the arts, focusing
on how generative models reshape creative workflows and enable new artistic practices. It discusses
applications in visual art, music, film, arts education, and cultural heritage preservation. Drawing on
Margaret Boden’s typology of creativity, the paper considers how generative Al can support the
exploration of artistic ideas while artists exercise conceptual and aesthetic judgment. It also addresses
ethical and legal concerns related to copyright, the use of artworks in model training, aesthetic
homogenization, and the spread of deepfakes. The paper identifies human—Al collaboration, immersive
art, and multimodal production as areas for further development and highlights the potential of Al to
support arts education and cultural heritage preservation in Uzbekistan.
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Introduction

Artificial intelligence, one of the most significant technological developments of the twenty-first
century, is increasingly shaping the arts alongside fields such as economics, education, and medicine.
Creativity, artistic thinking, and aesthetic judgment, once regarded as uniquely human capacities, are
now being exercised in collaboration with computational systems. The emergence of generative
adversarial networks (GANs), diffusion models, and large language models has made it possible to
generate text, images, music, and video within seconds.

Uzbekistan has also given particular attention to this area. Presidential Resolution No. PQ-4996 of
17 February 2021, On Measures to Create Conditions for the Accelerated Introduction of Artificial
Intelligence Technologies, and the Strategy for the Development of Artificial Intelligence Technologies
through 2030, adopted in 2024, established a legal framework for developing the country’s Al
ecosystem. These initiatives are opening up new opportunities in culture and the arts.

The aim of this study is to examine how Al technologies are being integrated into the arts, identify
the resulting changes in creative practice, and outline prospects for further development.

British scholar Margaret Boden distinguishes three types of creativity. Combinational creativity
brings existing ideas together in novel ways. Exploratory creativity investigates new possibilities within
an established style or conceptual space. Transformational creativity changes the rules that define that
space. Contemporary generative models have demonstrated considerable capabilities in the first two
categories. They can produce new compositions by drawing on patterns learned from millions of works.
The creation of fundamentally new artistic paradigms, however, remains largely a human endeavor.

Main part

In this context, Al is increasingly viewed as a potential co-creator or creative assistant that expands
the possibilities available to artists. Visual artists can use Al tools to test preliminary sketches and ideas,
composers to explore harmonic alternatives, and designers to compare multiple visual solutions in a
short period. As these tools reduce the time spent on some technical stages of production, conceptual
thinking and creative judgment assume greater importance.

Innovations Across Artistic Fields
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Visual art. Text-to-image systems such as Midjourney, Stable Diffusion, and DALL-E have
contributed to the emergence of new forms of digital art. In 2018, the GAN-generated Portrait of
Edmond de Belamy sold at Christie’s for more than US$432,000, marking a milestone in the public
recognition of Al-generated art.

Music. Tools for algorithmic composition, voice synthesis, and arrangement have made music
production more accessible and enabled performers to work with interactive accompaniment.

Film and animation. Al applications in script analysis, visual effects, footage restoration, and text-
to-video generation can substantially reduce production costs.

Museums and cultural heritage. Al can support the digitization of historical manuscripts, miniature
paintings, and architectural monuments, as well as the virtual restoration of damaged works and the
development of interactive exhibitions. These applications are particularly relevant to Uzbekistan, given
its rich heritage of Timurid miniature painting, Eastern calligraphy, and traditional ornamental designs.

Arts education. Personalized learning programs, virtual studios, and systems for analyzing artistic
styles can improve the training of emerging artists.

The use of Al in the arts raises several ethical and legal questions. The first concerns copyright
ownership. When a work is generated by Al, questions arise about whether copyright belongs to the
developer or the user, or whether the work qualifies for protection at all. In many jurisdictions,
including the United States, works generated entirely by Al without human authorship are ineligible for
copyright protection.

A second concern is the use of artists’ works without permission to train generative models, which
raises questions about consent and fairness. A third is the risk that widespread reliance on generative
systems could lead to greater standardization and reduced aesthetic diversity. A fourth concerns the
dissemination of fabricated content through deepfake technologies, which can undermine trust in
cultural and media content.

Changes in the labor market for creative professions also warrant closer study, particularly the
social implications of increased competition for illustrators, designers, and voice performers.

The analysis points to several directions for the continued integration of Al into the arts. These
include hybrid models of creative production based on human—machine collaboration, interactive and
immersive works that adapt to audiences in real time through virtual and augmented reality (VR and
AR), and multimodal systems that combine images, sound, and text within a single work. Other areas of
development include the wider use of Al to preserve cultural heritage and promote public engagement
with it, as well as the development of international standards for labeling Al-generated content and
ensuring transparency about how it was produced.

Conclusion

Artificial intelligence technologies have brought significant changes to the arts by accelerating
creative workflows, enabling new forms of artistic expression, and broadening access to the arts.
Human experience, emotion, and cultural context remain central to artistic practice. The meaning and
value of a work of art continue to depend on how people create, interpret, and engage with it.

To advance the integration of Al into the arts in Uzbekistan, this paper proposes introducing
courses on digital art and artificial intelligence into higher education curricula in the arts, creating an
open-access digital repository of Uzbekistan’s cultural heritage, and developing Uzbek-language Al
tools for creative practice. It also recommends refining copyright provisions for Al-assisted works and
establishing innovation centers and laboratories where artists, software developers, and researchers can
collaborate.
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