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Abstract: The paper discusses new concepts in graphic design. Graphic language is a 

powerful form of visual language, and it is the main support for many categories of modern 

design, and is widely used in modern design. To design logos, fonts, packaging, posters, 

etc., designers must first master the graphic language. The advantage of a graphic language 

is that it does not violate the boundaries of the text. Simple visual graphics can grab the 

viewer's attention and convey information from the image to the viewer in a short period of 

time, including research on graphic arts teaching methods. Graphic design is the foundation 

of all categories of modern design. It is impossible to imagine what other kinds of design 

would look like without graphic design. Due to the intervention of computer design 

software and Internet technology, graphic works are widely used in product design, 

architectural design, interactive programs and other three-dimensional worlds and new 

media, and playing an increasingly important role. According to the survey analysis, the 

use of graphics in advertising has grown significantly from 12% to 68%. 

1. Introduction 

The paper discusses new concepts of graphic creativity. In the design standards of visual 

communication, graphics are the visual focus of elements, and because graphics have immutable 

imaging characteristics, they are transformed into powerful, accurate and effective sources of 

information, accepted by the public, and ultimately realize the value of design. Graphics have 

become the carrier of information, playing an important economic role in the commodity market, 

showing the value of artworks and commodities, promoting the prosperity and development of the 

social economy, and establishing the important position of graphics in application design. 

Graphic creativity exists in all aspects of this society, and the good development of all walks of 

life requires the participation of creativity and graphics. Graphic creativity comes from our eyes and 

the way we see life, and the graphic creative aspect determines the quality of the design. Most 
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people don't know where their ideas come from. Creativity comes and goes without a trace. 

Sometimes people can't figure it out by day and night; of course, as a creative person, human can't 

wait for inspiration every day, so people need to use some skills to put yourself in battle and deal 

with the daily work. Inspiration comes from everywhere, there is no set way. Just because one good 

idea comes up using one method, but it doesn't mean another great idea can be presented using the 

same method. The most important thing in the idea itself is the creativity, so it is very stupid to wait 

for the rabbit to follow the same pattern. So, we need to figure out some different ways to stimulate 

creativity. 

When people are lamenting the deep influence of artificial intelligence technology on the 

ecology of art creation and the field of art, they also worried about whether artificial intelligence 

will reconstruct the art ecology in the future and threaten the existence of human artists, which has 

caused peoples’ anxiety and panic to react to this phenomenon. When the "intelligence" of artificial 

intelligence programs continues to improve, and AI is increasingly infiltrating the field of art, how 

should people view the phenomenon of artificial intelligence art? How to correctly understand the 

impact of artificial intelligence technology on art? Studying the problems in the field of artificial 

intelligence and art can help people understand the current phenomenon and application practice of 

artificial intelligence and art creation, and respond to the panic of the academic circles about the 

intervention of artificial intelligence in the field of art, and view human civilization and art from 

another perspective. From a practical point of view, research on related issues can also inspire and 

guide art creators and producers to attach importance to the application of new technologies such as 

artificial intelligence, and promote the prosperity and development of the art and cultural industries. 

Since artificial intelligence art is an emerging art form in recent years, the current academic 

research on this issue is still in its infancy, and it is impossible to form a systematic study and 

objective evaluation of this issue. This paper is dedicated to comprehensively sorting out the current 

phenomenon of artificial intelligence art, starting from the internal and external ecological elements 

of art, analyzing the all-round impact of artificial intelligence on it, and enlightening people to 

correctly understand the application of artificial intelligence. 

2. Related Work 

In terms of artificial intelligence and art design, there are also many researches by domestic and 

foreign experts. Jeavons used artificial intelligence processing and structured database technology 

to eliminate much of the tedious work associated with knowledge. The knowledge storage system 

had been inseparable from the development of computer science [1]. Hassabis D believed that a 

better understanding of biological brains could play a crucial role in building intelligent machines. 

He surveyed the historical interaction between the fields of artificial intelligence and neuroscience, 

and highlighted current advances in artificial intelligence [2]. Rongpeng believed that AI-enabled 

5G cellular networks will enable the acclaimed ICT push to become a reality [3]. By studying 

similar inventions of the industrial, digital and artificial intelligence revolutions, Makridakis S 

claimed that the latter is the goal, which will bring about widespread changes that will also affect 

every aspect of our society and life [4]. Burton E provided practical case studies and links to 

resources for AI educators. Specific recommendations were also provided on how to integrate AI 

ethics into AGI courses [5]. Youssef A believed that artificial intelligence is here now, available to 

anyone with access to digital technology and the internet. But its impact on social order is not very 

clear [6]. These methods provide some references for our research, but due to the short time and 

small sample size of the relevant research, this research has not been recognized by the public. 
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3. Artificial Intelligence and Artificial Intelligence Art Design 

3.1. Virtual Reality Technology 

Virtual Reality technology is referred to as VR technology, and its technical principle diagram is 

shown in Figure 1. Virtual reality technology has brought a huge impact on our current production 

and life as well as human's inherent view of time and space. First of all, the creation of virtual 

environment by virtual reality technology has changed human's previous experience of time and 

space, and even reshaped a new meaning of time and space. "Mobile time dominates local time, 

timeless time abolishes the clock time of the industrial age". The space-time created by virtual 

reality is not the continuous and eternal space-time in time and space that people have known in the 

past. Virtual reality technology builds a virtual environment that human beings can change and 

interact freely through an intelligent control system. Secondly, virtual reality technology provides a 

brand-new means of interaction, which has changed the way of human interaction in the past and 

defined a new concept of human-computer interaction [7]. 
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Figure 1. Technical schematic diagram of virtual reality technology 

3.2. Art Design of Intelligent Somatosensory Interaction 

The research of artificial intelligence interactive art involves a very wide range of content. This 

paper mainly uses the technical realization means of interactive art under the background of 

artificial intelligence technology as the starting point to classify and study intelligent interactive art. 

The artificial intelligence interactive art involving biological features is studied as biological 

intelligent interactive art. The artificial intelligence interactive art related to perceptual factors such 

as sound and vision is divided into the research scope of intelligent somatosensory interactive art. 

Finally, the art form that studies the subjective impression of art, such as the brain thinking of art 

practitioners, is included in the brain wave interactive art for research [8]. 

The core technology of somatosensory interaction is video motion capture technology, as shown 

in Figure 2. The audience can change or control the content displayed on the screen by making 

certain actions in front of the corresponding window. These actions are all non-contact. Intelligent 

somatosensory interaction art design is the creation of art design based on intelligent somatosensory 

interaction. The biggest feature of this interactive art design is that it can attract audience interaction. 

At present, intelligent somatosensory interactive art design has been widely used in museums, 

science and technology museums, corporate exhibition halls, science museums, memorial halls, 

libraries, art galleries and other exhibition venues. In addition, the creation of pure art forms based 



International Journal of Art Innovation and Development 

65 
 

on intelligent somatosensory interaction is also very common. Table 1 shows the main methods 

used in the paper [9]. 

Table 1. The main research methods used in this paper 

serial 

number 
research content 

main research 

methods 
The proportion 

1 
A review of research at 

home and abroad 

Literature research 

method, induction 

method 

25% 

2 

Research on artificial 

intelligence technology 

that fits with art design 

Literature research 

method, 

interdisciplinary 

research method, 

case analysis 

method 

31% 

3 

Concept, classification, 

characteristics and 

aesthetic research of 

artificial intelligence art 

Induction, literature 

research, case 

analysis 

20% 

4 

Concept, classification, 

characteristics and 

aesthetic research of 

artificial intelligence 

interactive art, intelligent 

robot art and virtual 

reality art 

Interdisciplinary 

research method, 

literature research 

method, case 

analysis method 

21% 

5 

Research on the 

development trend of 

future technology and 

artificial intelligence art in 

the 21st century 

Literature research 

method, 

interdisciplinary 

research method 

3% 

 

Principles of 

somatosensory 

interactive art

camera tracking Infrared sensing

mechanical sensing

computer vision

motion capture sensor

Infrared sensing

Action recognition

intuition Visual presentation through various real-world devices

 
Figure 2. Schematic diagram of the principle of somatosensory interactive art 
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3.3. Immersion of Experience 

The immersive experience of art is always the aesthetic feature pursued by every art form. This 

"immersive" experience refers to the sensory and spiritual stimulation brought about by the natural, 

non-oppressive way of interaction created by art. As a product of human civilization, art is created 

and presented in a way that is inseparable from the social background and humanistic environment 

of its era. As a new form of contemporary art, intelligent interactive art is bound to have an 

inseparable relationship with the current characteristics of the times [10]. In fact, as early as the 

early 20th century, non-narrative films were the earliest attempts at immersive art experience, but 

the real interactive art for immersion began to rise after the emergence of artificial intelligence 

technology, which is what we usually call intelligence interactive art [11]. Intelligent interactive art 

usually regards this immersion as the standard of artistic aesthetics, and tries to build an immersive 

artistic interaction method in artistic creation, so as to satisfy the needs of the audience and art 

practitioners in multi-dimensional perception such as sight and hearing, touching and other levels. 

As shown in Figure 3, the intelligent interactive art endows the artistic content with the appearance, 

imagination and association through the simulation of various perceptual factors at the physical and 

psychological levels of real people. This immersive aesthetic is not a brand-new aesthetic model, 

but is based on people's aesthetic laws of objective things in the real society, generally looking for 

the visual image presented by this immersive art in the real world. Then comparing it with visual 

objects with similar natural and aesthetic properties, and measuring the immersive beauty of 

intelligent interactive art with traditional images familiar to human beings. In addition, this 

immersive beauty is also reflected in the randomness of the aesthetic process. In the past, the 

audience's aesthetics for traditional visual art was mainly limited to the plane within the line of sight, 

usually a two-dimensional level of aesthetics. In intelligent interactive art, the audience can actively 

adjust the visual angle of themselves and the art scene for multi-dimensional and three-dimensional 

aesthetics [12]. 
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gesture touch smell
body 
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Immersive 
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feedback

Immersive interactive artwork
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capture sensoreffect 

projection
virtual human-

computer 

interface

The interactive work 
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closed environment

User experience: enjoyment, imagination, comprehension, discovery and exploration, 

sense of accomplishment...
 

Figure 3. How immersive art experiences are built 

 

In 2017, scientists further created the CAN program based on the improvement of the GAN 

program, as shown in Figure 4. At this time, the researchers modified the goal to be achieved by the 

program, and the creation of the past works was no longer limited to the preset the training group, 

but let it deviate from the existing artistic style in the art history as much as possible, but keep it 

within the scope of art. It has to be admitted that the improvement work of the CAN program is 

very innovative, and the original standard of the discriminator has been modified, so that let two 

key questions, namely "is the work art" and "what style of the generated art belong to", are operated 

in an adversarial manner, thus ensuring the artistry and innovation of the work [13]. 
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Figure 4. Schematic diagram of CAN program 

3.4. Simulation Analysis of Adaptive Particle Filter Algorithm Based on Particle Swarm 

Optimization 

Under the same conditions, for the same group of randomly selected particles, the particle filter 

algorithm is used. And the particle filter algorithm is used to adjust the linear weight of the particles, 

and the improved algorithm of the article is used to track the target [14]. The simulation results are 

shown in Figure 5 and Table 2. The noise scale difference and the noise process difference are 

known, and there are unknown trace effect diagrams for the noise scale difference and the noise 

process difference [15]. 
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Figure 5. Tracking effect when the noise is known 

 

Table 2. Mean Squared Error (RMS) of Three Algorithms 

algorithm Noise is known Noise unknown 

PF 3.6115 4.6512 

PSO-PF 2.7075 3.1562 

APSO-PF 2.4226 2.8654 

 

The time spent by each of the three algorithms is also calculated, and the time used is shown in 

Table 3 and Figure 6: 



International Journal of Art Innovation and Development 

68 
 

Table 3. Time taken by the three algorithms 

Algorithm PF PSO-PF APSO-PF 

The time spent 3.12561 2.21631 2.6312 

Effectiveness 3.1256 3.61663 3.6312 

Accuracy 0.2636 0.31636 0.1326 

The complexity 23.632 24.636 13.231 

Noise change 2.232 3.231 2.231 

Result error 4.263 0.313 3.261 

It can be seen from the results that the adaptive particle filter algorithm for particle swarm 

optimization consumes the least time. Due to the addition of particle swarm optimization, the 

complexity of the algorithm increases, so the particle swarm optimization particle filter algorithm 

consumes more time. Compared with the particle swarm optimization particle filter tracking 

algorithm used before, the method proposed in this paper adding the learning factor and inertia 

factor adaptive adjustment at the same time has almost no increase in time, but the effect has been 

increased to a certain extent [16]. Figure 6 is a schematic diagram of time and efficiency [17]. 

 

Figure 6. Schematic diagram of time and efficiency 

3.5. Particle Filter Algorithm Based on Genetic Algorithm 

A threshold is set. If the variance does not exceed the threshold, all particles are retained without 

genetic algorithm [18]. If the variance exceeds the threshold, crossover and mutation operations are 
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required [19]. 
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The criteria for crossover are as follows: 
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Weight update, update particle weight [20]: 
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The improved formula performs adaptive adjustment of crossover probability and mutation 

probability to improve the accuracy of the algorithm [21]. 
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It is set to be optimal as: 
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Compare with its weight variance [22-23]. 
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4. Graphic Creativity Draws Inspiration from Traditional Chinese Painting and 

Calligraphy Art 

Different from Western alphabets, Chinese characters still have the characteristics of graphic 

symbols, so in terms of graphic creativity research, Chinese characters in Chinese character 

typesetting, printing and drawing are very important graphic design skills. There are many different 

Chinese characters in China, each with its own style. The first Chinese character seen in the world 

was oracle bone script. The oval bone inscriptions, as the name suggests, are the oracle bone 

inscriptions of the Shang Dynasty three thousand years ago. In the process of creating civilization, 

oracle bone inscriptions were researched. The record of the oval bone is the most eye-catching. 

Since then, Bronze, Liuguo, and Qin Xiaozhuan had appeared one after another. Gold inscriptions 

were engraved on bronze ware, also known as Zhongdingwen. The patterns and colors on the 

finished Shang prints are very beautiful, and they are perfectly shaped figures. As a cultural tool in 

the old society, in 221 BC, Qin Shihuang unified China and integrated the writing system. 

Xiaozhuan was built at the beginning of Dazhuan. Commonly used for writing modern stamps, as 

well as making annual cards, invitations, labels, etc. In terms of design, the name of a company or 

today's modern group will often use official script in official logos to enhance the company's image. 

Figure 7 shows the public's perception of art and design graphics. 



International Journal of Art Innovation and Development 

71 
 

 

Figure 7. Statistics of the public's evaluation of art and design graphics 

When practicing graphic creativity, techniques such as different shades, symbiosis, substitution, 

opposition and contradiction are often employed. The oldest starting point for shadow training is 

that shadows change accordingly if they are focused on an uneven or distorted background, and 

shadows change if the light source changes distance or angle. It often used to express the inherent 

contradictions of things. If real forms represent events, strange images reveal the essence; if real 

forms represent the present, strange images represent past and future, real forms represent reality, 

and strange images represent hallucinations. The art focuses on the combination of "real and 

virtual" graphics and "punch outlines", and they bound together as an indivisible whole in a unique 

close relationship. Among them, it is divided into contour symbiosis graphics and positive and 

negative symbiosis graphics, which have become an important graphic design technology and form. 

Substitution training is actually combining the forms of unrelated elements, intersecting the 

symbolic meanings of real-life elements, and forming complex concepts. Differential training refers 

to the gradual evolution of one figure into another by the process of changing shape and form as 

well as changing the object itself. Table 4 presents the actual usage of graphs in different periods. 

Table 4. Use of different time graphs in practice 

years Number of design works Graphic design percentage 

2014 1561566 12% 

2015 2654615 16% 

2016 3156116 25% 

2017 5312313 36% 

2018 7564161 45% 

2019 13213165 53% 

2020 53313132 68% 

 

The unique form of Chinese characters inspires a new approach to graphic creative practice, that 

is, zooming in on large images of figures, patterns and icons, as shown in Figure 8. 
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Figure 8. Artistic design graphic composition 

Doing the text for the cross-practice. This type of training method not only removes the 

limitation of training graphs, but also allows new graphs to capture the information of visual 

elements on both sides. The expression of ideas should be accompanied by the presentation of 

images. Good creativity is the premise of artistic conception. However, without a relative graphic 

expression, the stated mood cannot be expressed. In a sense, artistic conception is also the personal 

expression of knowledge, as shown in Figure 9. 

 
Figure 9. Cross-practice of images and patterns 

If we say that Chinese characters are the expansion of graphic creativity from content, scope to 

training methods. What Chinese painting brings to graphic creativity is the renewal of the concept 

of picture composition. Not only graphic creativity, but the whole idea of modern design originated 

from the Bauhaus. Bauhaus School of Design is the pioneer of modern design art. A large number 

of theories of modern design originate from Bauhaus, such as the theory of point, line and surface 

composition and the theory of golden section. Such design theory is indeed very instructive for 

graphic creative design, and we should also master it accurately. However, in the actual design 

process, especially when dealing with themes involving traditional content, we found that the 

proportions of the shapes and shapes can be well coordinated, and the layout can be arranged in a 

regular manner, but at the same time we always feel that there is a lack of "qi", which makes the 

whole graphics or pictures do not match the design theme temperament. This is indeed a problem 

that needs to be solved and researched. In the research of traditional Chinese painting art, it is found 

that the unique aesthetic characteristics of traditional Chinese painting and calligraphy art are also 

applicable to graphic creative design, and combined with western theories, it can make graphic 

creative design better. From the perspective of art, the artistic characteristics and aesthetic essence 

of artificial intelligence interactive art design are studied in detail, and the generality of the research 
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on the artistic characteristics and aesthetic essence of artificial intelligence interactive art design is 

summarized. Figure 10 is the frame diagram of art interaction.  
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experience

interactivity

virtuality

conceptual

 

Figure 10. Framework structure diagram of artificial intelligence and art interaction 

5. Discussion 

Throughout the history of Chinese art, whether it is calligraphy or painting, the people who can 

be remembered and admired by the world are the artists who have original spirit in painting themes 

and techniques. It is because there are innovations in both the subject matter and the brush and ink 

techniques. Such paintings have long-term vitality. A painter with brilliant painting skills will 

always be a painter if he just blindly imitates. The originality of ideas depends on your mental 

model of thinking about problems. If people only do conventional thinking, ideas will not play a 

role in design. Just like a painter's copy, it will never have its own artistic style. Especially when 

doing graphic creativity, in addition to mastering the classification and internal composition rules of 

graphics, the more important thing is to make the graphics creative. Graphics without creativity are 

just a pile of visual elements, and cannot convey the information behind the graphics, and in actual 

design, there will be situations where the words are not expressive. Using the mind for creative 

activities depends on the method of creative thinking. A good creative way of thinking will keep the 

mind active, ideas will complement each other, and creative graphics will be guaranteed. We need 

to become familiar with and creatively explore different ways of thinking to keep our minds open 

and organized, and if one way does not work out, another way out. Creative thinking is active. 

Being positive means breaking the limits of conventional thinking and existing concepts. Another 
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approach is to emphasize the comprehensive use of thinking forms such as divergence, convergence, 

and fog. Divergent thinking is the basic idea of graphic creativity. It is a way of thinking and the 

process of finding different, many, even strange solutions to the same problem. For multi-faceted 

expansion, divergent thinking is also known as diffuse thinking and radiation thinking.  

The purpose of this paper is to study the ideological trend of artificial intelligence art design in 

the 21st century from the two-way perspective of graphic creative artistic expression and artificial 

intelligence technology in art design, and divide the 21st century artificial intelligence art design 

trend into three categories: intelligent interactive art design, intelligent robot art design, and virtual 

reality art design. Each specific artificial intelligence art design research content includes concept 

definition, art classification, basic characteristics and artistic aesthetics. The research on the 

ideological trend of artificial intelligence art design in the 21st century mainly draws the following 

conclusions. According to the research status of artificial intelligence technology and artificial 

intelligence art, it is determined that artificial intelligence technology and art design are compatible 

with intelligent interactive technology, intelligent robotics, pattern recognition technology and 

virtual reality technology. According to the types of art design and artificial intelligence technology, 

the 21st century artificial intelligence art design is mainly divided into three categories: intelligent 

interactive art design, intelligent robot art design and virtual reality art design. Combined with the 

content of traditional art design and artificial intelligence technology research, the basic concepts, 

characteristics, art forms and aesthetics of artificial intelligence art design are determined. Using the 

thought of materialist dialectics, the relationship between artificial intelligence technology and art 

design, and the inevitable trend of art technicalization are analyzed. The artificial intelligence 

interactive art is divided into biological intelligent interactive art, intelligent somatosensory 

interactive art, brain wave interactive art and other intelligent interactive art, and obtains the artistic 

characteristics of interactivity, virtuality and concept, the fusion of aesthetic forms, the aesthetic 

characteristics, the advance of artistic concept and the immersion of experience and etc. Combined 

with the classification method of traditional art, intelligent robot art is divided into intelligent robot 

expression art, practical art and plastic art, and the aesthetic characteristics of artificial intelligence 

robot art are established from the perspectives of technology, culture and concept. The concept, 

research objects and research tasks of virtual reality art are defined. According to the realization 

means of virtual reality art, virtual reality art design is divided into immersion, desktop and 

distributed virtual reality art design.  

It is an open mind, closely related to connection, intuition, imagination, inspiration and aesthetics. 

Divergent thinking is a part of promoting creative thinking and is a specific form of creative 

thinking. With this way of thinking, we can find many creative resources in a short period of time, 

form a positive and systematic thinking, and make many new plans in a short period of time to 

choose the ideal solution. Convergent thinking is the process of finding, testing and summarizing 

different graphic designs and choosing the correct or optimal layout based on divergent thinking. In 

other words, convergent thinking refers to the completion of a graphic design, the thinking is 

concentrated on this graphic design, and the correct conclusion can be drawn with the known data 

and methods. Also known as concentrated thinking, seeking common sense, convergent thinking, 

and concentrated thinking. It relies on designers to use existing knowledge and experience to 

synthesize different programming ideas into program logic and organize the final program. 

Divergent thinking and convergent thinking are both components of creative thinking and have the 

same and inseparable functions. The starting point of creative graphic thinking is mainly difference, 

and the end point of thinking is convergence. Diversification alone will not find the best and most 

suitable solution in a short period of time; instead, it will only bring us closer, not in the direction of 
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diversification, which is bound to perish. Only the combination of divergence and convergence can 

generate creative thinking and create different graphic designs. Reverse thinking is the opposite of 

thinking, it must break normal thinking and explore problems from the opposite direction of normal 

thinking. Reverse thinking, also known as cognitive dissonance thinking, is another special form of 

divergent thinking. Its uniqueness is not only reflected in the unique appearance and working style 

of the characters, but also in the designers expressing their ideas when they create them. In the 

creative process, it is necessary to use inverse relationship, inverse action, inverse method, inverse 

process, inverse scale, inverse result, inverse perspective, inverse structure, inverse text, etc., to 

study thinking from different angles. An inverted spatial image and image comparison library, the 

designer relies on the description of the object according to the understanding of the aesthetic and 

morphological laws of the graphic language, which is called descriptive thinking. Forms of thinking 

include representation, association and imagination. Descriptive thinking occupies an important 

position in creative thinking and plays a unique role. 

6. Conclusion 

As the basic support of various disciplines of modern design, graphic creativity lies in the 

integration of artistic design, and it is not a simple transfer of visual elements. New material has 

been injected, the scope of research on graphic creativity has been expanded, and new training 

methods have been inspired. In terms of composition theory, traditional art has an inspiring effect 

on graphic creative design. Designers who have grown up by learning Western design theory can 

find the essence of Chinese culture in art design, and use it to design, bringing new design ideas to 

graphic creative design. Graphic creativity is integrated into graphic creative art, which has positive 

significance both in the development of graphic creativity and the inheritance of Chinese culture. As 

the main designer of the design, there has also been a new improvement in the design concept and 

the understanding of culture and design. The design with cultural background is profound; the 

design with deep ideological level is full. The combination and integration of art and graphic 

creativity will definitely have a profound impact on future design categories. The research of 

artificial intelligence art design has strong characteristics of the times and technical background. 

Compared with other traditional art forms, its art form, artistic means and aesthetic characteristics 

are constantly changing. The research of this paper is only based on the current development level 

of artificial intelligence technology in the 21st century. For future research, there are still many 

areas in this paper that need to be improved. According to the development of artificial intelligence 

technology in the future and the evolution of the classification mode of artificial intelligence 

technology, the types of artificial intelligence art are enriched and updated. The development of new 

art is bound to impact the aesthetic consciousness of human beings. Both the perception aesthetics 

and conceptual aesthetics of artificial intelligence art will undergo huge changes with the 

integration of new technologies. Therefore, the aesthetic characteristics of artificial intelligence art 

described in this paper need to be constantly updated. The development of artificial intelligence 

technology will inevitably lead to remarkable achievements in human research on non-biological 

intelligence, and then stimulate human beings to change their own thinking consciousness and 

concepts, which will inject fresh nutrients into the artistic concept of artificial intelligence art. The 

creation of artificial intelligence art in feminism, environmental pollution, global warming and other 

topics involved in the paper may no longer be a hot topic, and new social background and 

characteristics of the times will generate new hot topics.  
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