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Session Objectives

Understand:

— What "human creativity" truly means beyond just
output.

* Examine:

— How Al generates "creative" outputs (demystifying the
black box).

* Analyze:

— Whether Al threatens, replaces, or augments creativity.
* Discuss:

— Ethical, cultural, and economic implications.
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Artificial Intelligence

* The intelligence demonstrated by machines is
known as Artificial Intelligence.

* |t is the simulation of natural intelligence in
machines that are programmed to learn and mimic
the actions of humans.

* These machines are able to learn with experience
and perform human-like tasks.

* As technologies such as Al continue to grow, they
will have a great impact on our quality of life.
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Artificial Intelligence

 Artificial Intelligence is composed of two words
Artificial and Intelligence, where Artificial defines
"man-made,"” and intelligence defines "thinking

power", hence Al means "a man-made thinking
power."

* So, we can define Al as:

— "It is a branch of computer science by which we
can create intelligent machines which can

behave like a human, think like humans, and able
to make decisions."
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Artificial Intelligence : Design Goals b

* Teach machines to reason in accordance to perform
sophisticated mental tasks like playing chess, proving
mathematical theorems, and others.

* Knowledge representation for machines to interact
with the real world as humans do — machines needed
to be able to identify objects, people, and languages.
Programming language Lisp was developed for this
vVery purpose.

* Teach machines to plan and navigate around the world
we live in. With this, machines could autonomously
move around by navigating themselves.
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Artificial Intelligence : Design Goals .

* Enable machines to process natural language so
that they can understand language,
conversations and the context of speech.

* Train machines to perceive the way humans do-
touch, fFeel, sight, hearing, and taste.

» General Intelligence that included emotional
intelligence, intuition, and creativity.
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Narrow Artificial

Intelligence (ANI)

Stage One: Machines imitate
human behavior, specializing in
one area to solve a problem.

i.e. Siri, ChatGPT, Alexa
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Machine Intelligence

Artificial General

Intelligence (AGI)

Stage Two: Machines can
continuously learn and are as
smart as humans.

Machine Consciousness

Artificial Super

Intelligence (ASI)

Stage Three: Machines that are
smarter than humans across the
board.



Al from Genius

* "Artificial Intelligence will be the greatest
revolution in the history of mankind. Unfortunately,
it will also be the last, unless we learn how to avoid
ic."

— Stephen Hawking
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Al : A Threat to Human Creativity? b

Why This Topic Matters Today
* The Surge:

— Rapid rise of Generative Al tools (ChatGPT,
Midjourney, Suno).

The Shift:

— Al'is no longer just analyzing data; it is producing
art, music, literature, and code.

* The Anxiety:

— Growing existential Fear among writers, artists,
and educators: "Are we losing our relevance?"
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Defining "Human Creativity"

* Definition:
— The ability to generate original, meaningful, and
contextual ideas.
* The Human Pillars:

— Emotion & Experience: Rooted in lived trauma,
joy, and memory.

— Cultural Memory: Art that speaks to a shared
history.

— Survival: Creativity as an evolutionary trait to
solve unique problems.
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Intelligence  / Creativity

e Problem Solving [ e Originality
e Efficiency Generative AI? | .l

e Pattern Recognition e Emotional Resonance
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Distinction - Creativity vs. Intelligenc@

* Intelligence:
— Focuses on problem-solving efficiency and
processing speed.
* Creativity:
— Focuses on problem-framing, originality, and
navigating ambiguity.
* Key Insight:
— High intelligence does not guarantee high

creativity. Machines are intelligent; humans are
creative.
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Evolution of Al

1950s-1990s 2000s-2010s

Rule-Based Machine Generative Al
Systems Learning (Creation &
(Logic &IThen (Prediction & Synthesis)
Rules) Classification) Multimodal Models
Deep Learning \ )
1950s-1990s 2000s-2010s 2020s—Present
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Evolution of Al

* Timeline:

— Rule-based systems (Logic) = Machine Learning
(Prediction) - Generative Al (Creation).

* Shift:

— Moving from tools that help us create to tools
that create for us.
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How GenAl Works (The "Black Box-.)@;

* Neural Network

[Input Promptj—)[TokenizationJ—) [Final Output]

Probability Analysis

Predict Next
i Token

T

Is Sentence
Complete?

[ Tokenization J

[Final OutputJ
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How GenAl Works (The "Black Box")@;

* Training:
— Models trained on massive datasets (Petabytes
of human culture).
* Mechanism:
— They learn statistical patterns, not "meaning."

* Stochastic Parrots:

— Predicting the next likely pixel or word based on
probability.
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Why Al Outputs Feel Creative &

* Linguistic Fluency:

— |t speaks perfect English/Marathi, tricking us into
seeing intelligence.

* Aesthetic Matching:

— |t understands the mathematical patterns of
"beauty" or "style."

* Anthro

— Our
anyt
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bomorphism:
numan tendency to project a "soul" onto

ning that talks to us.






The Illusion of Creativity

* The Mirror Effect:

— Al mirrors collective human knowledge; it does
not originate it.

* Interpolation vs. Extrapolation:

— Al is great at averaging existing styles, but
struggles to invent entirely new paradigms
without human data.
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The Feedback Loop (Model Collapse@

* The Risk:

— Future Al models training on Al-generated
content.

* Consequence:

— "Inbreeding" of data leading to distorted,
nomogenized outputs.

* Implication:

— Human data becomes a premium, scarce
resource.
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Economic Displacement & Replacement Anxiet@'

* The Fear:

— Job loss for concept artists, copywriters,
translators, and coders.

* The "Good Enough” Problem:

— Companies opting for "mediocre and free" Al
work over "great and expensive" human work.

* Gig Economy Impact:
— Data showing a drop in freelance writing gigs.
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The Copyright & Ethics Crisis &

* Theft:

— Training on billions of copyrighted images/texts
without consent.

* The "Style" Loophole:

— Mimicking specific artists (e.g., Greg Rutkowski)
perfectly, devaluing their unique brand.

* Ownership:

— Who owns the output? The prompter? The Al?
The original artists?
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Cultural Homogenization

* Dominant Data:

— Al is trained primarily on Western/Dominant
cultures (Global North bias).

* Erasure:

— Minority voices and niche aesthetics may be
underrepresented or "smoothed out."

* Result:

— A "globalized sameness” or "Al sheen" where
everything looks polished but generic.
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Atrophy of Skill (The Education Crisi@

* Qver-reliance:

— Students using Al to bypass the struggle of
learning.

* The Value of Struggle:

— Creativity often emerges from difficulty and
limitations.

* Cognitive Loss:

— |f Al writes for us, do we lose the ability to think
deeply?
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Deepfakes & Erosion of Trust b
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Deepfakes & Erosion of Trust

* Truth Decay:

— If we can't believe our eyes (Al photos) or ears
(Al voice clones), art loses its power to document
reality.

* Burden of Proof;:

— The shift where creators must prove their work is
real.
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Historical Parallels

* Photography:
— 19th-century painters feared "Painting is dead."
It led to Impressionism.

* Synthesizers:
— Musicians feared "real instruments" would
vanish. It created Techno/Hip Hop.
* Lesson:

— New tools initially appear as threats but
eventually reshape creativity.
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Democratization of Creativity

* Lowering Barriers:
— People with great ideas but poor motor skills can
Nnow create.
* Accessibility:
— Enabling those with disabilities to communicate
and create art more easily.
* Shift:

— From "craftsmanship"” (holding the brush) to
"vision" (having the idea).
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The "Co-Pilot" Model

* Assistant:
— Handling drafts, summaries, and routine coding.
* Amplifier:
— Expanding a single idea into 50 variations in
minutes.
* Accelerator:

— Speeding up the workflow to focus on high-level
concepts.
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The "Co-Pilot" Model

@‘ 'Y 1. Prompt/ Rough Idea

r

<
. 2. Generate 5 Draft Options %
B9 3. Select & Refine Best Option '

J
1% 4. Request Specific Edit

5. Polished Output

" 6. Final Emotional Polish
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New Art Forms Emerging

* Prompt Engineering:
— The skill of talking to the machine is a new
creative dialect.

* Curatorial Creativity:

— The artist becomes a Creative Director, choosing
the best output.

* Hybrid Workflows:

— Sketching by hand — Al rendering —» Manual
over-painting.
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Hyper-Personalization

* |Interactive Media:
— Video games with infinite, unique
dialogue/quests.
* Education:
— Textbooks that rewrite themselves to match
student learning styles.
° Music;

— Soundscapes that adapt to your mood in real-
time.
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Where Al Dominates vs. Where Humans Lead @'

* Al Wins:

— Speed, volume, technical perfection, style
imitation.

* Humans Win:

— Emotional depth, moral judgment, cultural
sensitivity, purpose-driven creativity.
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Case Study - Visual Art ("Théatre D'opéra Spati@)

* Event:

— Jason Allen wins a fine art competition with an
Al image.
* Debate:

— Visually impressive but sparked "Cheating”
backlash.

* Question:

— Does the value come from the image or the
human effort?
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Case Study - Writing & Literature®

* Usage:
— Excellent for drafts and SEO content.
* Limitation:
— Lacks "voice," philosophical originality, and lived
experience.

* Insight:
— Al writes content; Humans write stories.
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Case Study - Music (The Beatles "Now and Then@'

* The Tech:
— Using Al to isolate John Lennon’s vocal from a
noisy tape.
* The Result:
— A "new" Beatles songin 2023.

* Lesson:

— Al as a restoration tool that resurrects lost
human creativity rather than replacingit.
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Case Study - Coding & Development

* Scenario:
— GitHub Copilot generating 46% of code.
* Impact:

— Developers aren't fired; they work faster and
focus on architecture.

* Analogy:

— Moving from Assembly language to Python
(Higher abstraction).
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The Rise of "Meta-Creativity" &

* New Literacy:
— Combining human insight with machine scale.
* Taste:

— "Taste" becomes the most valuable skill. You
need to know what is "good" to guide the Al.

* Curator Era:

— The human role shifts from generator to
editor/curator.
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Future Creative Professions

* Al-Assisted Artists:

— Artists who code/prompt.
* Ethical Curators:

— Verifying truth and origin of content.
* Cultural Technologists:

— Bridging heritage and digital archives.
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Creativity in the Age of AGI &

* Scenario:
— |f Al becomes Fully autonomous.
* Value Shift:

— Human creativity becomes a luxury good and a
marker of biological identity.

* The "Human Premium";

— We will pay more for things guaranteed to be
"Hand-made."
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Preparing for the Future

* Adaptability:
— The need to learn tools quickly.

* Soft Skills:

— Empathy, leadership, complex problem solving
(things Al is bad at).

* Brand You:

— Building a personal connection with your
audience that an algorithm can't replicate.
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Is Human Creativity Declinin

* Myth:
— Tools kill creativity.

* Truth:
— Laziness and dependency kill creativity.

* Choice:
— Creativity is a choice, not a resource.
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Key Insight




Key Insight

Al challenges our monopoly on skill, not our
monopoly on meaning.
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Final Answer to the Question

* |s Al a threat?
° No, if humans stay conscious creators.
. Yes, if humans surrender agency.

. Ultimately: Al is a test of human responsibility.
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Summary

* Advice:

— Learn Al, but do not worship it.
* Action:

— Protect your struggle, curiosity, and originality.
* Mantra:

— Creativity is not output—it is identity.
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Thank you

This presentation is created using LibreOffice Impress 7.4.1.2, can be used freely as per GNU General Public License
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