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Abstract: Generative artificial intelligence (GAI) is reshaping creative practices and raising new challenges
for higher education, particularly in the field of art and visual culture. This study examines the integration of
GAl in art education through a qualitative systematic review of recent literature (2022-2025).

The analysis identifies key pedagogical approaches, including the use of GAl as a tool for creative explo-
ration, the role of error as an artistic resource, and the importance of prompt-based interaction. It also high-
lights critical dimensions related to ethics, authorship, and the transformation of visual thinking.

Findings suggest that art education provides a particularly relevant context for fostering critical, creative,
and reflective engagement with Al technologies. The study contributes to current debates by outlining peda-
gogical and ethical implications for integrating generative Al into higher education.
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ES Inteligencia artificial generativa en educacion artistica:
implicaciones pedagodgicas y éticas en educacion superior

Resumen: La inteligencia artificial generativa (IAG) esta transformando las practicas creativas y plantea
nuevos retos para la educacion superior, especialmente en el ambito de la educacion artistica y la cultura
visual. Este estudio analizalaintegracion de laIAG en la educacion artistica mediante una revision sistematica
cualitativa de la literatura reciente (2022-2025).

El analisis identifica enfoques pedagogicos clave, como el uso de la IAG como herramienta de explora-
cion creativa, el papel del error como recurso artistico y la relevancia de la interaccion mediante prompts.
Asimismo, se destacan dimensiones criticas relacionadas con la ética, la autoria y la transformacion del
pensamiento visual.

Los resultados sugieren que la educacion artistica constituye un contexto especialmente relevante para
fomentar un uso critico, creativo y reflexivo de las tecnologias de IA. El estudio contribuye a los debates
actuales al identificar implicaciones pedagogicas y éticas para la integracion de la inteligencia artificial ge-
nerativa en la educacion superior.
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1. Introduction

For art students, the ability of GAI to produce images with a level of detail and creativity comparable to that
of traditional techniques is bewildering. Historically, artistic thinking was regarded as an exclusively human
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faculty (Pereira & Garcia-Morales, 2024), requiring technical mastery and experience (Ringvold et al., 2023).
However, with GAl, both artists and non-artists can generate high-quality images, leading to the reflection on
process vs. outcome and contributing to the democratization of artistic expression (Lyu et al., 2022).

This technology elicits mixed reactions among students, ranging from fascination to rejection.
Astonishment is a quantifiable fact: today, there are more Al-generated images than photographs produced
since the invention of the camera, many of which circulate widely on social media (Gil & Garcia Arnao, 2024;
Valyaeva, 2023). In light of this exponential advance, GAl should be taken into account in Fine Arts curricula,
fostering transversality between arts, science, and technology, and preventing the obsolescence of curricular
content (Navas & Meier, 2024; Figueras-Ferrer, 2021; Causadias, 2024; Mayo, 2024).

As Burri (2025) warns, Al will be invisibly integrated into all aspects of life. Unlike previous tools, it possess-
es active autonomy (Soreanu, 2024), capable of generating multiple images, some with distinctive stylistic
features and potential aesthetic value. Due to these characteristics, it can be considered a new form of artis-
tic expression (Serra-Navarro, 2024).

The Al industry, driven by economic powers and posthumanist visions, poses significant cultural challeng-
es. As Canogar (2025) argues, it is necessary for artists to respond to its advance by critically integrating it
in order to humanize it, as occurred during other technological revolutions in the past. Sustainable AE and
responsible creative policies are key to ensuring that artistic discourse is not apprehended by major technol-
ogy corporations (Zylinska, 2023).

The debate over whether Al-generated images can be considered art persists. Since such systems feed
on pre-existing images, producing stereotyped and potentially uniform results (Waelder, 2019; Manovich,
2024), art is at risk of cultural impoverishment (Martin Prada, 2024). This homogenization stems from biases
in training data, which tend to favor what is popular and redundant (Pereira & Garcia-Morales, 2024; Saez-
Velasco et al., 2024).

Moreover, the use of Al entails ethical dilemmas such as visual misinformation or the appropriation of
works without the consent of their creators. Incorporating Al into educational contexts requires basic training
and critical methodologies that enable students to creatively assess generated images (Causadias, 2024).
Designing tasks that analyze both visual processes and outcomes can foster a form of technological literacy
that is essential in today’s digital context.

2. Methodology

This study adopts a qualitative and exploratory approach, based on the review and critical analysis of existing
literature on the integration of GAIl in educational contexts related to the visual arts and visual culture. The
methodological objective is to identify and interpret how these technologies are being incorporated into
teaching practices, and to examine their pedagogical, creative, and ethical implications for teaching-learning
processes at secondary and higher education levels.

A systematic review of case studies presenting specific educational experiences in which GAl is used as a
collaborative tool in the classroom was conducted. This review seeks to understand the dimensions involved
in the development of effective educational strategies that ensure ethical practices and foster critical think-
ing within an Al-influenced educational environment.

The inclusion criteria focused on academic research that met the following requirements: (a) explicitly
integrated image-based GAIl as a teaching resource, (b) provided reflection on its impact on creativity, as-
sessment, and modes of artistic production, and (c) considered ethical or formative aspects related to its
use. Studies focused exclusively on textual tools such as ChatGPT, as well as those that did not address
educational levels equivalent to secondary or higher education, were excluded.

The search was carried out between April and May 2025 in recognized academic databases, including
Web of Science (WOS), DOAJ, Dialnet, Taylor & Francis, and Google Scholar. Key terms were used in both
Spanish and English, including: arte, educacion artistica, creatividad, cultura visual, comunicacion, inteligen-
cia artificial, generative artificial intelligence, Al in art education, among others. The publication period was
limited to the last three years in order to ensure the timeliness and relevance of the analyzed cases, which
are listed in Table 1.

Table 1. Reviewed articles, including year of publication, sources, and databases of retrieval.

. SEARCH
AUTHOR YEAR TITLE / articles ENGINE
Amini 2025 Al in Art Education: Innovation; Ethics, and the Future of Google Scholar
Creativity.
Delgado & 2025 La inteligencia artificial como herramienta en arte generativo WOS
Marquez aplicada en experiencias de educacion.
Gil & Dominguez |2025 La inteligencia artificial generativa de imagenes como WOS
colaboradora para la creatividad: un estudio de caso grupal.
Ramoén Verdu 2025 Analisis de la integracion de la Inteligencia Artificial generativa WOS
etal. en el proceso de creacion de narrativas textuales y visuales.
Black & Chaput 2024 A Discussion of Artificial Intelligence in Visual Art. Google
Scholar
Garcia Gonzalez |2024 Ceci n‘est pas une pipe: Una reflexion sobre la relacion entre las | Dialnet
palabras y las imagenes en la Inteligencia Artificial.
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. SEARCH
AUTHOR YEAR TITLE / articles ENGINE

Gil & Garcia 2024 Trazos digitales: efecto de la inteligencia artificial en el proceso | DOAJ

Arnau creativo.

Marin Viadel et al. | 2024 Inteligencia artificial, Goya y el aprendizaje del dibujo. Primeros | WOS
pasos.

Mayo 2024 Co-creating with Al in Art Education: On the Precipice of the Google Scholar
Next Terrain.

Navas & Meier 2024 Experiencia en el aula basada en la (re)creacion de imagenes Dialnet
mediante inteligencia artificial.

Pavlik & Pavlik 2024 Art Education and Generative Al: An Exploratory Study in Google Scholar
Constructivist Learning And Visualization Automation for the
Classroom.

Séez-Velasco et|2024 Analysing the Impact of Generative Al in Arts Education: A WQOS

al. Cross-Disciplinary Perspective of Educator and Students in
Higher Education.

Torres 2024 The ARTificial Revolution: Challenges for redefining Art Dialnet
Education in the paradigm of generative artificial intelligence.

Chang et al. 2023 Understanding Al Image Generator and Exploring Educational Google
Possibilities in Art Education. Scholar

Dehouche & 2023 What's in a text-to-image Prompt? The potential of stable Google Scholar

Dehouche diffusion in visual arts education.

Huang, D. 2023 Exploring the Impact of Artificial Intelligence on Arts Education: | Google
Enhancing Students’ Creative Scholar

Huang, L. 2023 Ethics of Artificial Intelligence in Education: Student Privacy and | Google
Data Protection. Scholar

Hutson & 2023 Generative Al tools in art education: Exploring prompt Google

Cotroneo engineering and iterative processes for enhanced creativity. Scholar

Kim & Young 2023 A Reflective Analysis on High School Art Lessons Using Google
Generative Al Focused on Critical Recognition and Creative Use |Scholar
of Al Technology.

Ortega 2023 El error como recurso visual y conceptual en la creacion artistica | WOS
con inteligencias artificiales.

Sattele et al. 2023 La Inteligencia Artificial Generativa en el Proceso Creativoy en el | WOS
Desarrollo de Conceptos de Disefo.

Vartiainen et al. 2023 Co-creating digital art with generative Al in K-9 education: Socio- | Taylor & Francis
material insights.

Following a refined selection process, an interpretative reading of the bibliographic corpus was conduct-
ed in order to identify emerging patterns. Based on the analysis of the collected studies, several thematic
categories were established to observe and construct a critical framework on the use of Al in AE: (1) pedagog-
ical approaches, (2) creativity and self-expression, (3) unpredictability and error as artistic resources, (4) the
linguistic dimension of the prompt, and (5) ethical dimensions.

This thematic coding enabled a cross-sectional comparison of the documented educational experienc-
es, providing a foundation for future pedagogical proposals that critically integrate Al into the teaching of the
visual arts.

3. Background of Al Art: a critical synthesis

Al Art is situated within an artistic genealogy linked to the technical and scientific transformations of the
twentieth century, particularly to intermedia art practices of the 1960s, which paved the way for hybrid forms
through the use of new infographics and media technologies (Gonzalez, 2018; De Propios, 2022). Although
the algorithms initially employed were not designed for aesthetic purposes, the introduction of Generative
Adversarial Networks (GANSs) in 2015 significantly expanded their artistic applications (L. Huang, 2023). This
development has led to highly sophisticated algorithmic production, challenging the boundaries of human
creativity and artistic authorship (Soreanu, 2024).

The term Al Art, despite the lack of terminological consensus, is the most widely used to describe visual
creation mediated by artificial intelligence. It is an emerging field located at the intersection of art, technol-
ogy, and computational thinking (Forbes, 2020). Platforms such as Midjourney, DALLeE, and Stable Diffusion
have democratized access to these tools, raising new dilemmas concerning authorship, originality, and the
artistic process (Kim & Young, 2023; Manovich, 2024; Mayo, 2024). The prompt, understood as a textual
instruction that triggers image generation, has assumed a central role and is even considered a symbolic
component of the artwork itself (Chan et al., 2023; Pereira & Garcia-Morales, 2024).

Some artistic practices incorporate the use of prompt templates, algorithmic biases, or computational
errors as creative strategies, reclaiming unpredictability as an expressive form (Serra Navarro, 2024). In this
context, Torres (2024, p. 87) proposes the term «artificial imagination» rather than artificial intelligence, refer-
ring to a shift toward processes closer to conceptual art. Conceptual art emphasized the dematerialization
of traditional object-based models, which can be linked to the linguistic dimension of Al Art. While this does
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not fully negate objecthood, it does introduce a reconsideration of it. As Marchan Fiz (1986, p. 252) argues,
virtual painting shifts interest toward the conception of the project, and a «<complete dematerialization cannot
occur, since written or spoken words are also cultural and perceptual objects to which meaning is attributed».

Despite its technical capabilities, Al externalizes key stages of creative thinking, generating images that,
although aesthetically compelling, may lack a meta-creation of meaning (Domenech et al., 2023; Chiodo,
2024). In response, Manovich (2024) proposes the figure of the «mole-artist», who reclaims human imper-
fection as the core of artistic authenticity, while also warning of the need to protect one’s work from being
accessed by Al systems. Mazzone and Elgammal (2019) advocate for expanding conceptual frameworks of
art to include these new forms of creation, acknowledging that Al may open unprecedented paths for imagi-
nation, even if it cannot replicate lived experience.

These transformations affect not only artistic production but also AE. Leonard (2020) highlights the need
to revisit pedagogical paradigms in order to incorporate the possibilities and challenges posed by Al. Since
the 1980s, experimentation with computers has already taken place in disciplines such as design, illustration,
animation, and architecture. However, current technologies foster transdisciplinary modes of creation with
an unprecedented scope (Ringvold et al., 2023; Leonard, 2020).

Although teaching staff continue to defend the value of analog experience, there has been a growing
interest in the expressive capacities of digital imagery. Simmons (2019) notes that many educators have fol-
lowed these developments «with fascination», reinforcing the need for technical and critical literacy aligned
with contemporary creative industries (Amini, 2025; Saez-Velasco et al., 2024). In this new context, educators
face the challenge of anticipating the changes brought about by technologies that automate traditional hu-
man processes, thereby redefining the role of AE.

4. Results

The comparative analysis of the collected studies has made it possible to identify a series of recurring pat-
terns that provide a critical foundation for understanding how GAl is being integrated into EA.

4.1. Pedagogical approaches

The review reveals a diversity of teaching strategies aimed at adapting the use of image-based GAl tools to
traditional methodologies. Experiences that promote active and collaborative learning models were identi-
fied, as well as the incorporation of these tools as mediators between theory and artistic practice. Some pro-
posals position Al as a complementary creative agent, while others approach these systems from a critical
and reflective perspective, encouraging discussion about the role of technology in visual culture.

Al is presented as a potentially radical force within the educational field, capable of profoundly transform-
ing traditional methodologies, particularly those based on an anthropocentric approach (Black & Chaput,
2024). Although technological possibilities are extensive, within the context of AE, human interaction, empa-
thy, and the capacity to foster critical contemplation and sensory exploration remain irreplaceable compo-
nents that only human educators can provide (L. Huang, 2023).

Despite an initial tendency to associate Al with digital disciplines, its implementation should not be un-
derstood as antagonistic to traditional practices (Torres, 2024; Kim & Young, 2023). Its inclusion within hybrid
methodologies allows it to be combined with classical processes such as drawing, painting, or sculpture,
generating a multidisciplinary approach that does not diminish the value of foundational techniques but rath-
er expands them. The use of Al in the classroom requires a set of competencies that enable the critical
evaluation and understanding of Al technologies in order to communicate and collaborate effectively in ac-
tivities that go beyond the mere use of platforms; in other words, Al literacy is required (Kim & Young, 2023).
An interdisciplinary integration suggests connecting an understanding of how Al functions and evolves
with the core areas of AE, as well as with subjects such as English, social studies, and cultural studies. D.
Huang (2023) highlights that Al-assisted learning aligns with the STEAM framework (Science, Technology,
Engineering, Arts, and Mathematics), fostering creativity by engaging students in hands-on, interdisciplinary
problem-solving projects.

The objectives, aims, and motivations behind the integration of Al in most of the analyzed case studies
sought to enrich students’ artistic experiences in order to stimulate creativity, positioning Al as an additive
resource rather than a substitute for creative skills. In this regard, both educators and students agree that
mastery of artistic fundamentals should constitute a prior and necessary step for the reflective use of Al in art
(Saez-Velasco et al., 2024; Torres, 2024). Nevertheless, voices also emerge warning of a potential devalua-
tion of conventional artistic practices due to the apparent ease of producing images without prior academic
training. This tension can be interpreted from another perspective as an opportunity to democratize access
to artistic creation, facilitating civic participation in expressive practices that previously required specific
technical knowledge (Amini, 2025).

Various pedagogical approaches have attempted to respond to this new scenario. From a constructivist
perspective, Pavlik and Pavlik (2024) advocate for discovery-based learning, in which students generate con-
tent in dialogue with artistic styles and criteria of critical analysis. In this context, Al can act as a processual
and interactive agent, facilitating the comparative study of visual aesthetics through generative media.

Other approaches, such as those linked to new materialisms or to the sociocultural perspectives of
Vartiainen et al. (2023), situate artistic creation within a dynamic network of relationships between human
and non-human agents. From this perspective, Al does not function as a passive tool but as an entity that
actively shapes the conditions of possibility for learning. Visual productions developed within this framework
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are understood as visible traces of complex networks in which human intentions, technologies, data, and
interactive materialities converge.

From a posthumanist viewpoint, Leonard (2020) points out that artistic creation has historically been in-
fluenced by the non-human: pigments, tools, supports, and media have always played an active role in the
creative process. From this perspective, Al does not represent a radical rupture, but rather an expansion of
the ways in which the non-human intervenes in the construction of aesthetic meaning.

Saez-Velasco et al. (2024) identify three emerging paradigms regarding the use of Al in education: a be-
haviorist approach, in which students receive automatically generated content; a cognitive-constructivist
model, which proposes active collaboration with Al as a support tool; and a perspective grounded in theory
of complexity, in which students, teachers, information, and technologies form part of an interdependent
adaptive system. From this latter view, meaningful learning can only emerge when the synergies among all
involved elements are recognized.

There are also learning limitations, as Al-assisted systems, although rich in resources, cannot by them-
selves guarantee motivation to learn, which highlights the critical role of the teacher as a motivating instruc-
tor (D. Huang, 2023). Another difficulty lies in disparities in technological literacy between more and less
economically advantaged sectors, which may lead to unequal learning opportunities. In addition, limitations
related to data protection and the lack of transparency regarding how generated images by students are
used by these platforms pose risks to privacy and security, especially given the current absence of robust
data protection regulations capable of fostering trust in these emerging systems.

4.2, Creativity and self-expression

Several studies agree that the use of GAl expands students’ expressive possibilities, particularly during the
initial or intermediate stages of the creative process. Al functions as a visual catalyst that stimulates formal
and conceptual exploration without replacing artistic intention. However, scholars also warn of the risk of
aesthetic dependency, which may limit originality due to dominant patterns embedded in training data.

Creativity is a fundamental axis in art and design education, and its development is one of the main rea-
sons educators are experimenting with Al as an innovative pedagogical strategy. Marin Viadel et al. (2024)
sought to understand how the tool operates by training an Al on drawings by Goya, observing production
speed, variability in artistic quality, and a surprising stylistic coherence that even surpassed that of visual arts
students. Gil and Dominguez (2025) found that collaboration with Al enables the materialization of ideas that
are difficult to express, mitigating creative blocks such as the «fear of the blank canvas». In their study, 75%
of students positively valued Al’s visual exploratory capacity, and 72.4% reported improved satisfaction with
their self-expression thanks to the support of this technology.

Real-time interaction with Al fosters formal experimentation (styles, color palettes, compositional frame-
works) and reduces fear of error, facilitating a focus on concept and artistic narrative (Amini, 2025). In this
context, GAl resembles a «virtuoso brush», transforming and expanding cognitive and imaginative capac-
ity when responding to the same stimulus (Gil & Dominguez, 2025). Saez-Velasco et al. (2024) support the
usefulness of this resource as a source of inspiration during creative blocks, while warning of the risk of
dependency. They note that its effectiveness is greater among professionals than among students, as more
advanced artistic knowledge allows for the formulation of more precise prompts and results that better align
with the initial idea or concept.

Sattele et al. (2023) reinforce this position, emphasizing the need for prior artistic knowledge in order to
strategically instruct GAI, which operates as a creative assistant. In their research, students combined cultur-
al and technological concepts consistently with the themes of their projects, concluding that Al will become
an indispensable tool for future creators.

Teaching plans that integrate existing Al platforms do not focus on designing mechanical tasks, but rather
seek a deep understanding of what these tools can contribute to individual development. Value is placed
on how students expand emotions and narratives through technologically mediated processes, although
this perspective coexists with tensions between traditional approaches and innovative proposals (D. Huang,
2023; Amini, 2025). In this sense, GAl-generated outputs should not overshadow reflective, experimental,
and critical creative processes. The pedagogical use of these tools should enable intuitive expression and
an experimental spirit, rather than being limited to passive observation of results (Chang et al., 2023; Pavlik &
Pavlik, 2024). Delgado and Marqués (2025) warn of the concerning lack of rigor among some students who
present generated images as final solutions without using Al as a processual tool, settling for the first options
provided by the system. Indiscriminate use without conceptual reflection or artistic experimentation may
lead to an expansive culture of copying, which Al in turn reproduces.

Dehouche and Dehouche (2023) propose evaluating creativity based on students’ ability to communi-
cate artistic intent through meaningful visual compositions and to reflect on their processes and expressive
decisions.

Pavlik and Pavlik (2024) highlight the value of Al for students with special needs, such as individuals with
paraplegia, who can actively participate through voice commands or future neural interfaces, such as those
proposed by Neuralink' (in experimental stages as of 2025).

Finally, a relevant limitation is acknowledged: there is still no conclusive empirical evidence regarding
potential losses of artistic skills among students working with Al, due to the relatively short time since its
widespread implementation in educational contexts (Amini, 2025).

' https:/neuralink.com/
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4.3. Unpredictability and error as artistic resources

One aspect positively valued in the reviewed studies is the ability of GAI to produce unexpected results,
which both educators and students leverage as creative stimuli. Error, understood as an unintentional devi-
ation from the expected outcome, is re-signified as a source of innovation and experimentation, in line with
artistic traditions that embrace chance and accident.

Within the creative process, unpredictability, present both in hand-drawn sketch development and in the
use of Al, acts as a creative catalyst by freeing students from preconceived ideas and fostering more flexible
and open modes of thinking. This quality links with surrealist strategies, in which the defamiliarization of ob-
jects was key to stimulating imagination and originality (Chang et al., 2023; Saez-Velasco et al., 2024; Pavlik
& Pavlik, 2024).

When commands are not formulated with linguistic precision, Al tends to generate dreamlike aesthetics,
which are perceived ambivalently: as a source of frustration for some students (Ortega, 2023), or as an op-
portunity to reinterpret concepts from new perspectives (Gil & Dominguez, 2024; Pavlik & Pavlik, 2024). In
such cases, the role of the educator is crucial in fostering Al literacy, helping to reduce feelings of guilt asso-
ciated with errors that students often attribute to a lack of artistic skill. Teachers can help reframe interaction
with the tool as a complementary creative competence (Chang et al., 2023).

Giland Dominguez (2025) analyzed students’ perceptions of co-creation with Al, identifying lower-than-ex-
pected levels of fluency (34%) and flexibility (48%). This dissatisfaction was associated with difficulties in
controlling errors or unwanted elements. Casas et al. (2024) attribute these limitations not so much to a lack
of skills, but rather to current shortcomings in Al systems with regard to fine-tuning and specific modifica-
tions required for professional-level production.

Similarly, Navas and Meier (2024) report mixed perceptions: while many students are fascinated by the
ease of generating images through text, they also note the recurrence of unusual or abstract results. Among
their students, Al received an average rating of 3.19/5, standing out more as a source of inspiration than as a
professional tool. Sattele et al. (2023) argue that although Al-generated designs may not be functional from
a utilitarian perspective, they enrich visual language by contributing aesthetic innovation. Moreover, such im-
ages can serve as a contrast or feedback for students’ work, stimulating divergent thinking (L. Huang, 2023).

Errors, biases, and unexpected outputs function as exploratory resources (Garcia Gonzalez, 2024; Ortega,
2023), opening up new expressive connections. While unpredictability refers to the gap between the gener-
ated image and the user’s expectations, Al errors or hallucinations are systemic failures that produce rep-
resentations detached from conventional reality. Nevertheless, these distortions often acquiring a fantastical
character, are valued as innovative and creative, becoming pedagogical and expressive elements.

When used intentionally, such errors can evoke unsettling sensations aligned with the uncanny, generat-
ing aesthetic experiences that play with the disruption of the familiar (Ortega, 2023). In this framework, error
becomes a form of serendipity that opens up new modes of thinking (Ringvold et al., 2023), reinforcing the
value of interactive Al co-creation processes as catalysts for critical thinking and creative evaluation (Amini,
2025).

Ortega (2023) documents three Fine Arts student projects that explore relationships between photogra-
phy, painting, and new media, using error as a strategy of distortion to generate innovative outcomes. These
works examine corporeal and identity-related qualities while reinterpreting codes of Dadaism. Thus, techni-
cal limitations and aesthetic deviations, far from being mere defects, become valuable elements for artistic
creation, critical reflection, and an understanding of the interaction between human and artificial intelligenc-
es. Furthermore, they demonstrate that these media are not antagonistic to traditional artistic disciplines, but
rather capable of being meaningfully integrated within them.

4.4. The linguistic dimension of the prompt

The formulation and refinement of textual instructions for image generation through GAI known as prompt-
ing, has become a core competence within the artistic field. This process involves the development of lin-
guistic and semiotic skills that directly influence the resulting visual output. Some approaches conceptualize
prompting as an extension of visual discourse, in which language operates as a creative interface, enabling a
transversal articulation between artistic and communicative disciplines.

Hutson and Cotroneo (2023) emphasize the need to integrate Al into AE in a strategic and ethical manner,
highlighting prompt literacy, the promotion of experimentation and ideation, and critical reflection on its ethi-
cal implications. In this way, the formulation of the prompt functions as a mediating element between the us-
er’'s creative intentionality and the system’s generative capacity. The precision, clarity, and semantic richness
of the text are decisive factors in appropriately guiding image generation, particularly in contexts that require
a high level of specificity in terms of style, technique, or concept (Kim & Young, 2023).

Effective communication with Al demands from students not only technological competencies but also
solid artistic knowledge that enables them to establish clear objectives and critically evaluate results. While
Al operates as a generalist system, it is the human, in their role as a specialist, who interprets, contextualizes,
and assigns meaning to the generated outputs. It is precisely within this dialogic interaction that the true po-
tential of co-creation emerges (Mayo, 2024). The progressive refinement of prompts in relation to a specific
idea constitutes an iterative and constantly evolving process (Ringvold et al., 2023; Ramoén Verdu et al., 2025).
Textual instructions may also be shared as templates, modular structures, or command-term glossaries,
thereby becoming valuable pedagogical tools for fostering collective creativity. Sattele et al. (2023) document
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this practice in their exploratory study, in which students developed glossaries of effective prompts used as
shared references among working groups to describe, analyze, and replicate their designs.

Séaez-Velasco et al. (2024) warn of a widespread perception that Al tends to generate results with a certain
stylistic homogeneity, particularly in hyperrealist formats, which may be linked to difficulties in adequately
adapting prompts to the models used. This technical challenge stimulates critical observation of the pro-
cess, as well as the need to acquire discipline-specific artistic terminology. Settling for the first generated
image may lead to a disconnect between intention and outcome; by contrast, iterative modification process-
es allow students to appropriate their production, resulting in a more meaningful experience and a genuine
sense of learning achievement (Ramon Verdu et al., 2025).

From a technical perspective, Dehouche and Dehouche (2023) provide an in-depth analysis of the inter-
nal functioning of models such as Stable Diffusion, focusing on prompt structure and syntax. Based on their
research, the authors propose a guide specifically designed for educational contexts, aimed at improving the
precision and effectiveness of textual instructions. According to these researchers, proficiency in prompting
constitutes a decisive factor in the success of educational experiences that integrate Al.

5. Critical and ethical implications

The ethical dimension permeates all the studies analyzed. Concerns are raised regarding the use of images
without consent, the reproduction of stereotypes, and potential cultural homogenization. Most educational
experiences incorporate critical reflections on the responsible use of Al, promoting visual and technological
literacy that prepares students for an artistic environment increasingly mediated by algorithms.

The integration of GAl in educational contexts raises significant ethical challenges, particularly regarding
authorship, originality, and the creative agency of students. As Amini (2025) points out, the difficulty in dis-
tinguishing between human contributions and algorithmically generated content can dilute the sense of au-
thorship, requiring the establishment of clear methodological guidelines to ensure transparency in creative
processes. Simultaneously, such guidelines help students differentiate Al contributions to better understand
the final work as their own.

Unlike other disciplines, contemporary art has historically validated the use of preexisting materials as a
legitimate form of knowledge. Nevertheless, the use of Al demands a critical evaluation of its contributions to
the learning process in order to avoid superficial instrumentalization. Technology, therefore, not only modifies
procedures but also enables new forms of critical discourse regarding the social, cultural, and epistemolog-
ical dimensions of its use (Garcia Gonzalez, 2024).

Most of the methodologies studied are hybrid and prioritize creating spaces for critical reflection in the
classroom regarding the relationship between art and Al. Garcia Gonzalez (2024, p. 113) proposes a peda-
gogical strategy centered on the analysis of Al's «black box» and its ideological implications. In the project
Future Nostalgia by a student, biases in training data focused on Western logics distorted the student’s cre-
ative intention, revealing an asymmetry between subjective expression and algorithmic interpretation. This
methodology promotes critical understanding of labeling and training processes, described by students as
a «translation gap», and draws comparisons with the image-word relationship in Magritte’s work as a means
of analyzing the semiotic tensions of the prompt.

Similarly, Chang et al. (2023) present a case study identifying cultural biases when Korean students trans-
late their prompts into English, resulting in stereotyped representations associated with Western visual ref-
erences. This phenomenon highlights the need for critical Al literacy aimed at understanding the linguistic,
cultural, and epistemic limitations of image-generation models.

Saez-Velasco et al. (2024) address risks arising from models trained according to consumer preferenc-
es, which tend to consolidate homogeneous visual styles and conservative outputs. This popularity-driven
feedback poses a risk of cultural impoverishment, although it also strengthens students’ appreciation of the
differential value of human creativity, reaffirming the relevance of authorship in contemporary art. In this pro-
cess, educators play a crucial role as facilitators of critical thinking regarding the socio-technical dynamics
involved (Kim & Young, 2023).

Vartiainen et al. (2023) document educational experiences where ethical dilemmas related to copyright
are addressed through dialogic dynamics among peers and instructors, positioning students as creators
aware of the risks of automated appropriation of their own photographs on social media. Thus, the dialogic
engagement of educators emerges as a key tool to guide critical reflection on the production, distribution,
and circulation of Al-generated images.

Finally, Delgado and Marqués (2025) warn that GAI reproduces appropriationist patterns by generating
images based on existing works without acknowledging their original authors. These authors stress the need
for educational planning grounded in ethical principles, prioritizing originality, critical reflection, and respect
for authorship, positioning students as active agents in the construction of meaning in the face of process
automation.

6. Conclusions

The incorporation of Al into AE constitutes an emerging phenomenon, still in an exploratory phase, with pro-
found pedagogical, ethical, and creative implications. The studies analyzed agree that Al should not be feared
as a replacement for human capabilities but, rather embraced as a processual tool serving visual thinking
and artistic exploration. Its potential lies in co-creation, facilitating phases of the creative process such as
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idea generation, evident in the extensive visual exploration offered by the tool, or through the progressive
refinement of images without displacing traditional techniques or undervaluing specialized artistic training.

Far from understanding Al as an automatic solution, educators have pursued a reflective and contex-
tualized integration, keeping the focus on the personalization of artistic works and projects, as well as on
students’ capacity to express themselves according to their own intentions. The premise is that Al can facili-
tate divergent creativity, but only if accompanied by appropriate teacher guidance, visual literacy, and critical
management of generated outputs. The experiences analyzed do not seek to solve problems exclusively
through technology; rather, they reveal its limits, errors, biases, and even its potential for chance, disruption,
or experimentation, elements that also enrich creativity.

Within the classroom, GAl has been explored as a means to expand students’ expressive repertoire, with
mixed results. While many value its speed and inspirational capacity, they also recognize that its effective-
ness depends on the user’s technical and artistic mastery, particularly in prompt formulation. Without this
critical and iterative interaction, students do not perceive the works as their own. Added to this is the concern
regarding a culture of copying, which could become entrenched if an ethic of authorship, originality, and ar-
tistic intention is not promoted.

In this regard, educators have demonstrated a commitment to understanding Al from within, explor-
ing how it can be used by students and acknowledging its expressive and formal limitations. Al cannot and
should not replace the skills, knowledge, and methodologies intrinsic to art, as doing so would compromise
the specificity and future of art education. Therefore, a solid framework is required, incorporating active ed-
ucational methodologies, constructivist approaches, or those informed by new materialist and complexity
perspectives, to enable synergistic collaboration among the system’s diverse elements, students, teachers,
information, and technology, ensuring the enhancement of students’ agency and intelligence.

The exploratory practices analyzed should be understood as starting points rather than closed models.
Open questions remain, such as compensating artists whose works were used in Al training, an issue beyond
the classroom that must be addressed through cultural and legislative policies. Nonetheless, the educa-
tional field can highlight technical limitations and ethical dilemmas in the use of these technologies. Given
its critical tradition, art education emerges as a key space to address these debates, train conscious users,
and enhance the use of Al as an additional tool in the complex construction of contemporary visual thinking.
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