1 BackGrounp |

On October 25, 2018, he frs! Al-cdrawn painting "Edmond de Belamy” was sold at Christie’s New York auction house at a high
price ol US § 432,500 . Tdmond de Belamy” s an Al-painted painfing. which wos completed by the Pars arl group "Obvious”
using dgorithms, baied on 15.000 classic portraits from the 14th to the 20th century.

A painfing by

Ex
-

Is this art?

Edmond de Belamy

Development of Al art

Late 1950s:

Generafive Art

Gaonorative art b a type of computer-based
art. Using pre-definad systems. such as lan-
guoge rules. Ihe arl ol making.

by Harold Cohen, 1982

’

2014 Lan Goodfellow
Gan

Lan Goodicliow first developed GAN, which b an
amanng breakthrough In imoge generation by
newal networks.

by Mario Klingemann

2015 Google
Deep Dream

Deeplream helps us balter undesstand how
deep leaming works. and Il can ako gensrale
some strange and arlistic iImages.

by Google, 2016

Rulgers University

AICAN

It tries fo keam Ihe aesthelics of existing
worics of art. i{ # mitate the establithed stylo
foo much, and it wil be punished.

2017 Tom White
Perception Engines

He s&1 a sel of Inlticl paramelerns for the perceplion
engine, including coler, Ine thickness, otic.. and se
lected the outpul.

by Tom White. 2017

2018 Robbie Barrat
Gan

Using a series of nude portralls, train GANsin o
prograssivaly increasing manner, irying to get It
lo generole ther own nude portralits.

by Robbie Baral. 2018



B 2 ALGORITHM PRINCLE

How does Al “draw” a painting?

Generative Adversarial Networks

The generative model is given some implicit information to randomly generate
observation data.

The discriminant model requires an input variable, which is predicted by a certain model.
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Objective: Make the discriminator unable to judge, the output result probability is 0.5 for both true
and false samples.




3 INterview

How different people think about Al art?

| feel that this is sfill the category of
human art. People have complied algo-
rithms and digorithms have outpu! works,
Thé mos! importan! arfstic value in con-
lemporcry arl is "concepls’. I the works
can reflect the arfist's octivifies and inno
vations in ideas and thoughts, the higher
the artistic value.

>
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Founder of Transter galiery He Wei
Kelani Nichole

~

Pecple who grew up and became
rfich in the digilal age have different
perspectives on malerial scardlty,
fransparency, and ownenhip. The ex-
perience ol arfislic works may be
more important than the real thing.

Wang Deming

<

The works crecled by Al or mochines are
specific products of the times. She i a prod-
vct of human sclence and lechnology. I
may cover the more comprehensive arfisfic
expressions and methods of human beings,
but does not have unigue human creafion
Original spirit anc human emotional tem-
perature.

Liu Xingshuo Hugo Caselles-Dupré

At student Chinese painter

]

| hink it's the craftsmanship that wil be
the mos! deferminant thing in why Al arl
Is Interesting In the future.

-
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| ocknowledge that Al's thinking can
be independen! and autonomous,
50 Al can achieve conceplual inno-
vation through independent think-
ing. and creqale artistic works based
on concepfs.




B 4 BRAINSTORMING I 5 STORYBOARD
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The D"(”ﬁr" peaple ‘getltd understand Al orf
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Individual space

Emotional video

‘ Ahg.udbvq o 'h:: attributes and valuc: of
g terent paople. hs qwn emotion tboco 5
.lt. eraled. In lr S wuu, het emo! u.n car
be exfrac!ed cmd afcu-af»d

Combhning the qudence’s emo'nm_.
ipace with the creative data of the )
wotks, o seéction ¢f images b géneraled.

Sentiment extraction Evaluation calculation
! ] ! | : | [

1

Visualize the creative process and visuvalize machine emotions.

| Wbtn \-\.U ch rsg the video, I\e ve-w-r&
emo ncno imormo lon in !he spgce (will be
|
o:dmclqd and unolyud -

Alter the viewing, the abdience 's evalu-
ation of the Al orf & also cdculated. clric
hc audie nce can gtl Iood;oclt

‘l Unknown about the way Al create work

experience this way

Visualization | Creative participation

ARJ 2
|\ |

AUD1 \

Fi
2 Not involved in stories behind Al creation

watch a story

3 Do not recognize the identity of Al

In addifion to the evaluations disployed

ignore this identity

Oﬂ the prir" bex. the v ewer can olk} scar

Ihe QR code on the E-lrn. bar fo v-Jw the (
image: ‘

At the same time, the efmofonal fluctia-
Wons extracted by the audience are visu-
alized into another image. which 8 a) art
created by the audience and Al



6 Function |

Identity characteristics
The recognition process should be Function and components
fast and simple. and not make the
audience feel uncomiortable or

DIOCesso
prvacy is violated. Proc [

a device used fo process data and generate evaluation feedback

Generate image | . / e

The generated image shoulkd not

.)/7\-ﬂ.
e -
be too long. so that the audience ‘ /
has enough palience o walch il - 4
Bl / 110mm

—

Recognize emotion

Emotion Infcrmaltion can be extroc!-

ed by facial emotion recognition,

heartbeal recognition, brain wave .
recognition and other means.

Include emotion

e

emulate botton assess botton paper outliet

The extracted informafion shoulkd
be sent to the processor by a sp=-
cial sensor lor analysts and pro-
cessing.

Algorithm evaluation

The sensor should be combinad
with the wearable devico selfings
of the audience.

Visualization

The final resull should be porta-
ble. which Is convenlent for the
audience 'o lake the leedback
as a Souveni.

The glasses can both play images and receive perceived cudience emotions.




0 7 Device DEsIGN

Modeling

Label device name and

button name

Chevron

Print a note
containing reviews
and visual
information

Press to automatically
generate images

Press to gel evaluation receipt




W\ FIne emulate an emotional st::”w.g
‘-W‘:‘-."."A.‘ 25 s ecdeicatind e éeJQ,

IVPUSH THE ASSESS BUTTON

At the push of a button, the Bellef Emulator will calculate the
avdlience sentiment data collected.

OUTPUT PRINT V

pt was printed, and the believe
bvalualion of the painfing. Al the
on the barcode on the prinipaper
oted from their emotional data just
during the emulating process. .







I I I EMULATE AND WATCH THE EMULATING VIDEO

When watching the image, the audience’s emotional Informa-
tion is exiracted and calculated. Finally. the belleve emulator
helps the audience make value Judgment . At the same fime,

the audience's emolional changes will creale a visual image,

that is, the audience parficipales in Al crealion from a cerfain
level.

EMULATING

e e~
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