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Abstract  

Computational creativity is a fairly new approach that amalgamates artificial intelligence 

with creative professions and has recently been a subject to considerable attention due to a 

new vision that it offers for creative spheres. This study is particularly concerned with 

discovering AI models used in the creation and evaluation of affective art, which is art for 

provoking certain emotions. The proposed strategy of using deep learning techniques and 

a dataset containing more than 80k labeled artworks entails not only producing new pieces 

of art but also classifying the produced art based on the felt emotions. With this our models 

are capable of mimicking emotions hence the ability of the resultant artworks to elicit the 

desired emotions in the audiences. However, the current study also contains a texture of 

still human-observer based evaluation where generated artworks are evaluated based on 

their equipment ability to create the desired sexual appeal and actual seductiveness as 

opposed to human-made art. The results of this research might contribute to the existing 

literature on AI, particularly towards identifying which areas AI is effective in and which 

areas they are not in the creative field to give another angle to the timeless question of 

whether AI can produce creativity. Thus, developing the knowledge regarding the 

possibilities of using AI in art-making and art observation, this research enriches the 

general discourse about the role of technology in art and the emergence of new means of 

artistic communication.  
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Introduction  

In the creative arts, the use of artificial intelligence has been pursed and as a result creating 

the field of computational creativity. This field strives to model human creativity in terms 

of using computers to do creative things and in terms of mimicking the human mind‟s 

functioning. The use of AI in this regard poses important questions on the creativity 

domain and whether AI is capable of displaying creative processes which were previously 

associated with the human-animal only.  

This examine the employment of AI modalities in two categories namely, generating 

affective art and classifying it This oddity of art principally targets eliciting positive affect 

in viewers. To support the objectives of the study, it is built on the introduction and 

implementation of novel deep learning techniques such as GANs and CNNs. These are the 

leading technologies in the field of AI, as they offer the means for applying analysis and 

mimicking patterns identified in the artworks created by humans.  

The research employs the WikiArt database that is complemented by emotion labels from 

ArtEmis dataset that serve as the base for training and testing of the models. The goal is to 

use GANs to synthesize new artworks that can stimulate the desired emotions and to utilize 

CNNs for the artworks‟ classification depending on their emotional appeal. This twofold 

strategy does not only challenges AI‟s creative power to develop artistic shaders that 
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appeal to the sense of vision and the emotions but also measures the success of a new 

approach to describe emotions in visual terms. lso, the use of human evaluation is 

considered as an important process in this research as well. Thus, the given study 

contributes to the fields of AI, art, and emotions as it follows the International System of 

Assessing Artworks from the computational point of view, as well as incorporates human 

participants involved in assessing the impact of AI-generated artworks on their emotional 

state. This aspect is very important for debunking the hypothesis that AI can equal and 

even or even surpass human efforts in generating heart-touching works of art.  

Objective of the paper 

1. To Develop and Implement AI Models: 

2. To Evaluate Emotional Efficacy 

3. To Compare AI and Human Creativity 

Develop and Implement AI Models 

The part of the objective: “Develop and Implement AI Models” includes creation and 

application of advanced AI technologies, namely GANs and CNNs designed for producing 

and categorizing stained artworks imbued with emotionality. This task is complex and 

depends on the AI‟s capacity to mirror both human creativeness and also to redefine the 

existing creative possibilities by introducing live new forms of art that would be 

impossible in its complete absence of AI.  

 In this process, GANs are useful for learning the distribution of new artistic data and, 

therefore, to compose images that look like new examples of real art in terms of the style 

and mood. They operate on a system of two competing networks: There are the Generator 

that generates images and the Discriminator that assesses the genuineness of the generated 

images; they learn from each other successively. This method‟s strengths are in producing 

high-quality and diverse collections of art that elicits certain feelings from the viewers.  

 On the other hand, CNNs are used for their effective feature of image recognition that 

categorizes artworks according to the emotion they depict. Through the training of these 

networks, with the help of a large set of defined emotions related to different artworks, the 

CNN models come up with the ability of recognizing subtle traces of the specific emotions 

that can be seen in art works This classification process is very necessary in order to 

evaluate the results of the generated art works in so far as the identified human emotions 

are of concern in relation to the generated art works from AI.  

 The integration of these AI models serve to try and close the gap between 

„technologization of art‟ and „art making‟. In such a way, AI is not mimicking the art but 

offering artists new tools for creating affective artworks and operating the task of art 

classification. The idea is to establish a partnership in which AI and human expression 

fulfill each other‟s potential to develop new genres of art, broaden variables of appreciation 

and broaden the range of feeling.  

 Besides, this initiative contributes not only to the concept of AI in creative fields, but also 

to the definitions of art and creativity. It is anticipated that with the progression of such 

Artificial Intelligence systems, art could be altered essentially as the AI systems may even 

be able to create new categories of art with new ways and styles that are capable of 

capturing the human emotions of the artists and the capabilities of the AI systems in the 

same complexity as it differentiates the art works made by artificial systems from those 

made by human beings.  

Evaluate Emotional Efficacy 

The goal of “Emotional Efficacy” in AI-Generated Artworks is part of the 

multidisciplinary objective of evaluating and enhancing AI‟s capability of generating 

artworks and other creative products, where the evaluation process tailored towards 
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understanding the ability of the chosen AI models, GANs and CNNs, to elicit the intended 

feelings in the target audience. Thus, it increases the perspectives for evaluating its 

effectiveness in terms of generating artistic visuals and, in addition, its capacity to 

emotionally captivate the viewer, which is a major quality of machine-simulated art, 

alluding to its true, subtle, and often imperceptible essence.  

 For the examination of the emotional effectiveness of the AI-created artworks, the method 

includes several aspects based on the subjective experience of some participants, who 

engage with the artwork. This feedback is of essence since it transforms real data of the 

impact of the generative AI artistry in regard to the human artistry and fusing the AI 

creativity with the human perceptive systems. The feelings and the emotional experiences 

are usually elicited from the participants using some questionnaires which might contain 

the descriptor words or emotions and also might contain some subjective intensity rating 

scales.  

 It involves showing the generated artworks to a large number of people of different 

emotional backgrounds to get a variety of stimulations. These artworks are showcased in 

conditions that can be considered standard for viewing artistic productions to record naked 

emotions. Each participant watches a video and then fills in questionnaires that are 

intended to elicit both, the recalled emotional reactions and the more considered responses. 

Such questions may be concerning the emotions that the artwork elicited, as well as the 

clarity with which the emotions were conveyed by the artwork, and participants‟ own 

perception of artwork.  

 Further, the methodology may involve highly complex and detailed psychological tests 

that may involve techniques such as FAC (Facial Action Coding system) thus enumerating 

the audience‟s unmasked reactions leave alone the highly valuable impact of the emotive 

message. Two other physiological indices that can be used as additional indexes of 

emotional response to the pieces are heart rate variability and galvanic skin response.  

 These values collected from the above techniques are then statistically quantified in order 

to assess whether the AI artworks provoke the required palettes of feelings. This comprises 

of matching the observed feelings with the emotions that the AI aimed at evoking in 

people. It shows the discrepancies such that can reveal which of these aspects can require 

further enhancement of the AI models for the better understanding and imitation of human 

emotions in art.  

 Another important component of this kind of analysis is that the feedback process is 

cyclical. Information collected from one set of assessments is then returned back to the AI 

models, enhance its analysis of the patterns that can help it generate works of art that elicit 

the right emotions. This kind of iteration is critical to improving the progressive 

enhancement of the creative application of AI and its ability to analyze human emotions.  

 But there are always difficulties in assessing the emotional appeal. Art is often subjective 

experiences and therefore depends on the viewer‟s feelings at the corresponding time of art 

observation. Hence, it is crucial to recruit and analyze large participant samples that are 

statistically representative of the target population to generate generalizable insights about 

the AI‟s functioning.  

 Another difficulty is that people can be multi-faceted and their emotions may be such that 

one can love a relative or friend, but at the same time, hate him or her. This complexity 

implies that the methods of assessment developed need to be fine tuned enough to pick up 

a wide range of responses; this is going to make the use of complex and possibly multi-

media measuring instruments necessary.  

 Also of value are setting proper benchmarks to compare them with—like the capability to 

arouse emotions that human creation, art, possesses. These comparisons are useful in 
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determining if the AI artworks created meet, or even surpass the ethereal and the 

sentiments attributed to artworks by human artists.  

 The goal “Evaluate Emotional Efficacy” is considered an extended goal, it is fair enough 

as it focuses not only on the assessment of AI capabilities but the augmentation of the AI 

to create emotionally appealing art to people. The findings of this evaluation can help 

further the field of AI in the arts and make it the proper augment to creative production that 

can provoke, augment, and supplement the human interaction with art Technological 

innovation is a conduit for change, and this research can help close the gap between AI and 

the human emotional reaction, opening a whole new realm of art and creativity, fusing 

technology with humanities.  

Compare AI and Human Creativity 

The goal indicated in the objective “To compare AI and Human Creativity” lies in the 

comparison of the artificial intelligence models‟ output with the efforts of artists, regarding 

the depth of emotions experienced and artistic value. This comparison will seek to 

understand whether or not AI is capable of replicating, or even go further and surpass 

human levels of creativity, especially regarding creating affective artwork that would elicit 

a positive reaction from the viewers.  

 This objective involves a more complex comparison where AI artworks are complemented 

with the human ones under the similar topics and in similar manner. The first criterion of 

effectiveness used in this comparison is a similar kind of feelings and appreciation of 

artworks in individuals. In case the reactions are elicited with the help of exhibitions 

organized either in real physical space or in virtual galleries that do not include any 

information about the authors of the works to be evaluated, the researchers will receive a 

set of responses devoid of prejudice regarding the extent to which the specific creation 

impacts viewers emotionally and how deep it is in terms of creativity.  

 In addition, the relationships investigated in this comparative study go beyond 

identification with the authors‟ emotions and range from the themes‟ complexity and 

approaches to working with materials or digital tools, to the general technical skills 

showcased in the artworks. These dimensions are thoroughly scrutinized by means of 

quantitative and qualitative methods as well as such sophisticated measures and assessment 

tools as; Possibly, art critics and other aesthetic theories.  

 The comparisons may also include the figures indicating the percentage which a specific 

show was rated by the customers through polls as well as through feedback mechanisms. 

Such analyses assist in not only deciding whether the audience prefers AI art or art made 

by artists but also which types of an artwork will appeal to the audience more effectively. 

This can help to compare the creative processes in AI and humans specifying the 

advantages and the possible drawbacks of AI.  

 Moreover, the focus of this objective is to demonstrate further the capability of AI in 

breaking the conventional art forms‟ barriers. Therefore, comparing how AI can provide 

new ideas in artistic concepts and how techniques that are implemented may not develop or 

emerge in regular non-automation creative processes, further benefits in art can be 

explored by the researchers.  

 The general objective of this paper is to reflect on the nature of AI and its function, 

particularly in relation to art, by comparing it with creativity. It questions the conventional 

ideas concerning creativity and belonging to an individual of the higher rank and 

introduces the subject concerning the development of art in connection with the 

progressing technology. While this comparison specifically shows how AI can create art as 

well as the components that are lacking to do so at present, it also plays a role in advancing 

the conversation of how AI can be integrated into art-related fields for the purpose of 

augmenting human creativity.  
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Conclusion 

In conclusion, the exploration into "Computational Creativity: The paper titled: “Artificial 

Intelligence Models for the Generation and Classification of Affective Artwork” has 

offered the understanding of strengths and weaknesses of AI in the context of artistic 

perception and generation. The study provided a clear lively proof on the proposition that 

through GANs and CNNs, AI is capable of producing art pieces that can replicate aesthetic 

styles and evoke the defined emotions from art lovers.  

 Nevertheless, the rigorous processes of these AI models‟ development and their 

application are an advancement of the state of the art of computational creativity. 

Contemporary artworks created through the use of AI were not only technically realistic, 

but they meaningful to audiences and were thus both aesthetic and emotional, two 

stipulations usually exclusive to living artists. The process of the human evaluation was 

necessary because it connected the technology and human feelings and made the whole 

evaluation more complete and reliable.  

 Furthermore, in the comparison between the AI and human creativity, one realized that 

while it is easy for the AI to mimic and sometimes surpass some facets of creativity, it is 

still hard to mimic the innate and ingenious facets involved in creativity. This underlines a 

rather promising idea of complementarity of human and artificial intelligence, implying the 

further cooperation of the two instead of AI taking over from the humans.  

 This research also poses questions about the roles of AI in art in future, it recreates a new 

belief system to the conventional definition and understanding of creativity and more so 

recreate a new vision and perception of the creative process in the midst of the digital 

revolution. In a way, people believe that with the advancement of AI technology, AI art 

will grow and will create new directions that have not been explored in the art industry.  

 Altogether, the data drawn from this study can enhance present and future discourses 

concerning the implementation of AI in creative spheres. They state that AI has a role in 

the creation of art that cannot be underestimated; it opens new opportunities for 

experimenting in art On can only imagine the potential of AI that remains unlemployed in 

art for the time being, and therefore suggests the need for future studies on the subject. 

Aside from it, the work enlightens the general perception concerning the AI‟s influence on 

the art and stimulates society to think critically regarding the relations between technology 

and creativity in creating the great future for art.  

References 

1. Goodfellow, I., Pouget-Abadie, J., Mirza, M., Xu, B., Warde-Farley, D., Ozair, S., ... & 

Bengio, Y. (2014). Generative adversarial nets. In Advances in neural information 

processing systems (pp. 2672-2680). 

2. LeCun, Y., Bengio, Y., & Hinton, G. (2015). Deep learning. Nature, 521(7553), 436-444. 

https://doi.org/10.1038/nature14539 

3. Gatys, L. A., Ecker, A. S., & Bethge, M. (2016). Image style transfer using convolutional 

neural networks. In Proceedings of the IEEE Conference on Computer Vision and Pattern 

Recognition (pp. 2414-2423). 

4. Karpathy, A., & Fei-Fei, L. (2015). Deep visual-semantic alignments for generating image 

descriptions. In Proceedings of the IEEE Conference on Computer Vision and Pattern 

Recognition (pp. 3128-3137). 



 ISSN: 2249-0558 Impact Factor: 7.119  

 

46 International journal of Management, IT and Engineering 

http://www.ijmra.us, Email: editorijmie@gmail.com 

 

5. Silver, D., Huang, A., Maddison, C. J., Guez, A., Sifre, L., Van Den Driessche, G., ... & 

Hassabis, D. (2016). Mastering the game of Go with deep neural networks and tree search. 

Nature, 529(7587), 484-489. https://doi.org/10.1038/nature16961 

6. Mnih, V., Kavukcuoglu, K., Silver, D., Graves, A., Antonoglou, I., Wierstra, D., & 

Riedmiller, M. (2013). Playing Atari with deep reinforcement learning. arXiv preprint 

arXiv:1312.5602. 

7. Jia, X., Richards, D., & Duxbury, J. (2016). Music emotion recognition: From content- to 

context-based models. In Proceedings of the 24th ACM International Conference on 

Multimedia (pp. 1248-1257). https://doi.org/10.1145/2964284.2964313 

8. Zhang, K., Zhang, Z., Li, Z., & Qiao, Y. (2016). Joint face detection and alignment using 

multitask cascaded convolutional networks. IEEE Signal Processing Letters, 23(10), 1499-

1503. https://doi.org/10.1109/LSP.2016.2603342 

9. Radford, A., Metz, L., & Chintala, S. (2016). Unsupervised representation learning with 

deep convolutional generative adversarial networks. arXiv preprint arXiv:1511.06434. 

10. Kingma, D. P., & Welling, M. (2014). Auto-encoding variational Bayes. In Proceedings of 

the International Conference on Learning Representations (ICLR). 

11. Simonyan, K., & Zisserman, A. (2015). Very deep convolutional networks for large-scale 

image recognition. In Proceedings of the International Conference on Learning 

Representations (ICLR). 

12. Zeiler, M. D., & Fergus, R. (2014). Visualizing and understanding convolutional networks. 

In European Conference on Computer Vision (pp. 818-833). Springer, Cham. 

13. Szegedy, C., Liu, W., Jia, Y., Sermanet, P., Reed, S., Anguelov, D., ... & Rabinovich, A. 

(2015). Going deeper with convolutions. In Proceedings of the IEEE conference on 

computer vision and pattern recognition (pp. 1-9). 

14. Collobert, R., Weston, J., Bottou, L., Karlen, M., Kavukcuoglu, K., & Kuksa, P. (2011). 

Natural language processing (almost) from scratch. Journal of Machine Learning 

Research, 12, 2493-2537. 

15. Bengio, Y., Courville, A., & Vincent, P. (2013). Representation learning: A review and 

new perspectives. IEEE transactions on pattern analysis and machine intelligence, 35(8), 

1798-1828. https://doi.org/10.1109/TPAMI.2013.50 

 


