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Center: BAU, College of Arts and Design of Barcelona / University of Vic - Central
University of Catalonia

Course: Al for Artists and Creatives

Programme: Arts and Design

ECTS credits: 6

Duration: 45 hours

Language of Instruction: English

Instructors:

Course Description

This course offers artists and creatives a practical introduction to the rapidly evolving
world of artificial intelligence (Al) tools for artistic expression. Students will explore how
Al can be used to create, enhance, and inspire works of art across mediums. By
engaging with cutting-edge software and platforms, participants will gain the technical
and creative confidence to integrate Al into their artistic practice while critically examining

its implications for the future of art and creativity.

Prerequisites

None

Attendance policy

Attendance is mandatory for all classes, including study visits. Any exams, tests,
presentations, or other work missed due to student absences can only be rescheduled
in cases of certified medical or family emergencies. If a student misses more than three
classes in the course half a letter grade will be deducted from the final grade for each

additional absence. Seven absences from the course will result in a Fail grade.
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Course Objectives
By the end of this course, students will:

« Tointroduce the core concepts of artificial intelligence in a creative context.

» To familiarize students with Al tools and techniques for generating visual,
auditory, and written art.

» To enable students to use Al as a collaborator in their creative process.

» To explore ethical and philosophical questions about Al's role in art.

» To develop a portfolio of Al-driven creative projects.
Learning Outcomes
Upon completing this course, students will be able to:

» Use Al tools to create art in various forms, including visual art, music, and text.

» Understand the fundamentals of generative Al, machine learning, and neural
networks as they apply to creative work.

« Evaluate the ethical and societal implications of Al in art and design.

» Incorporate Al into their workflow to expand their creative possibilities.

» Present a curated collection of Al-enhanced or Al-generated projects.

Method of Presentation

» Lectures: Foundational concepts in Al and its application to creative fields.

« Hands-On Workshops: Step-by-step instruction on using Al tools for artistic
purposes.

» Case Studies: Exploration of Al-driven art projects by contemporary artists.

» Guest Speakers: Insights from Al artists, technologists, and industry experts.
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« Collaborative Critiques: Peer reviews of Al-generated works.

» Projects: Individual and group assignments to experiment with Al tools.

Field of Study

= Digital Art
« Atrtificial Intelligence

» Design and Creative Technologies

Required Work and Assessment Methods

»  Weekly Assignments (20%): Practical exercises using Al tools to create visual,

textual, or auditory outputs.

» Midterm Project (25%): Creation of a unique piece of art integrating multiple Al

techniques.
« Final Project (30%): Comprehensive artistic project showcasing mastery of Al

tools and a creative concept.

« Participation (15%): Active engagement in workshops, critiques, and class

discussions.

» Reflections and Critical Essays (10%): Short written pieces analyzing the

impact of Al on the art world and the student’s own practice.
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Course Contents
Week 1: What is Al in Art?

» Introduction to Al, machine learning, and generative models.

= Historical overview of computational art and creativity.
Week 2: Exploring Generative Al Models

» Understanding neural networks, GANs (Generative Adversarial Networks), and
diffusion models.

» Overview of popular tools like Stable Diffusion, DALL-E, and MidJourney.
Week 3: Visual Art and Al

= Using Al to generate and enhance digital art.

= Workshop: Experiment with image-generation tools to create original artworks.
Week 4: Al in Graphic Design and lllustration

» Tools for typography, branding, and layout design.

= Workshop: Create a poster or branding concept using Al design tools.
Week 5: Al in Animation and Motion Graphics

» Introduction to Al tools for creating dynamic visuals and animations.

» Workshop: Generate a short animated clip or motion graphic.
Week 6: Al in Text and Narrative Generation

» Tools for Al-assisted storytelling, poetry, and content creation.

» Workshop: Collaborate with Al to write a script or narrative.



BAU, COLLEGE
v "u StUdy Abroad h.' OF ARTS & DESIGN
9 INTERNATIONAL PROGRAMMES BARCELONA

2
9 uvIC |uvic-ucc

Week 7: Al and Sound Design

» Tools for generating music, soundscapes, and audio effects.

« Workshop: Create a soundscape or Al-composed music track.

Week 8: Al in Interactive and Immersive Art

« Al in AR/VR environments and interactive installations.

= Discussion: Designing immersive experiences with Al as a tool.

Week 9: Ethics and Al in Art

= Addressing authorship, copyright, and bias in Al-generated works.

» Discussion: The ethical dilemmas of using Al in the creative process.

Week 10: Collaborative Art with Al

= Exploring partnerships between human artists and Al systems.

»  Workshop: Group project co-created with Al tools.

Week 11: Al and Cultural Representation

» Using Al to reinterpret cultural heritage and diverse traditions.

» Case studies: Examples of Al-driven reinterpretations of traditional art forms.

Week 12: Al for Conceptual Art

» Using Al for ideation and creative exploration.

» Workshop: Generate concepts for a project using Al as a brainstorming partner.

Week 13: Practical Integration of Al in Creative Workflows

« Combining Al tools with traditional techniques.
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» Best practices for incorporating Al into professional and personal projects.
Week 14: Final Project Development
» In-class work on final projects with feedback from peers and instructors.

Week 15: Final Presentations and Critiques

« Showcase and critique of final projects.

« Reflections on the future of Al in creative practices.

Required Reading

McCormack, J., Gifford, T., & Hutchings, P. (2019). Autonomous Creative Systems:

Exploring the Intersection of Artificial Intelligence and Art. Springer.

Elgammal, A., et al. (2017). CAN: Creative Adversarial Networks, Generating "Art" by
Learning About Styles and Deviating from Style Norms. ArXiv.

Recommended Reading

McCorduck, P. (1991). AARON'’s Code: Meta-Art, Atrtificial Intelligence, and the Work of
Harold Cohen. W. H. Freeman.

Colton, S., Charnley, J., & Pease, A. (2011). Computational Creativity Theory: The FACE
and IDEA Descriptive Models. Proceedings of ICCC.

Manovich, L. (2018). Al Aesthetics. Strelka Press.

Leach, N. (2022). Machine Hallucinations: Architecture and Al. Wiley.
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Additional Resources
Articles:
» "The Ethics of Al in Creative Practices" by Joanna Zylinska (2019) — Published
in Artificial Intelligence and Society.
» "Reconsidering Authorship in the Age of Al" by Marcus Boon (2021) — Published

in Leonardo.

Online Resources:
» Al Art Gallery: aiartonline.com

» ArXiv Al Research Papers: arxiv.org

Documentaries and media:
= "Machine Learning and Creativity" (2020) — Explores the intersection of Al and
artistic practices.
« "AlphaGo" (2017) — Examines Al's capacity for creativity and strategy in

unexpected domains.



