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SPEAKING Al ART:
E D UCATION
KONFERENCE

Konference Speaking AlArt 01/2025: Education
Vv Fijnu 2025 prinese diskuse o budoucnosti uméleckého
vzdélavani v éfe umélé inteligence. Platforma konferenci
Speaking AlArt si obecné klade za cil stavét na interdis-
ciplinarnich zakladech a anticipac¢nim mysleni, a otevirat
tak dialog o tom, jak se ménici technologické prostredi
promita do svéta umeéni umeélé inteligence. Prvniro¢nik
této konference predstavi pohledy na propojeni umeé-
lecké praxe, akademického vyzkumu a technologickych
inovaci v kontextech Al Artu. Cilem této platformy od-
borné vymeény mezi pedagogy, vyzkumniky a umélci je
reflektovat proménujici se podminky uméleckého vzdé-
lavani dnes, zejména v souvislosti s nastupem Al Artu
jako tvaréiho, vyzkumného a pedagogického nastroje.
Hlavnim tematickym zamérenim konference je uplat-
néni Al Artu v umeéleckém a uménovédném vzdélavani.
Prezentace se zaméri nejen na teoretickeé reflexe, ale
i na konkrétni pedagogické a vyzkumné modely, interdi-
sciplinarni presahy, inovativni kurikula ¢i experimentalni
nastroje tvorby. Program nabidne 10 klic¢ovych predna-
Sek a panelovou diskusi. Mezi Feéniky figuruji vyznamné
osobnosti jako Philippe Pasquier (Metacreation Lab,
Simon Fraser University), ktery predstavi nastroj
Autolume a praci se tzv. small datav generativni Al,
Jana Horakova (Masarykova univerzita, Brno), odbornice
na uméni novych médii a digitalni kulturu, a dale



Jozef Olsavsky (Futuresearch Studio, Rotterdam),
Andras Cséfalvay (VSVU Bratislava), Paulina Tarara
(Academy of Fine Arts Katowice), Richard Kitta
(FUTU Kosice), Jan Pernecky (QUBU), Michal Murin
a Peter Vitko (Akadémie uméni v Banské Bystrici),
Daniel Kvak (Masarykova univerzita, Brno)

a Tomas Marusiak (Masarykova univerzita, Brno).

Tomas Marusiak
Chair of the Conference

Speaking AlArt 01/2025: Education in October
2025 will host discussions on the future of arts educati-
onin the era of artificial intelligence. The Speaking AlArt
conference platform aims to build on interdisciplinary
foundations and anticipatory thinking, opening a dialo-
gue about how the changing technological environment
shapes the world of Al Art. The first edition of the con-
ference will present perspectives on connecting artistic
practice, academic research, and technological innova-
tion within Al Art contexts. The goal of this platform for
professional exchange among educators, researchers,
and artists is to reflect the changing conditions of arts
education today, especially in relation to the rise of Al Art
as a creative, research, and pedagogical tool.The main
thematic focus of the conference is the application of
Al Artin arts and art history education. Presentations wiill
address not only theoretical reflections but also concre-
te pedagogical and research models, interdisciplinary
overlaps, innovative curricula, and experimental creative
tools. The program will offer 10 keynote talks and a panel

discussion. Speakers include leading figures such as Phi-
lippe Pasquier (Metacreation Lab, Simon Fraser Univer-
sity), who will present the Autolume tool and work with
so-called small datain generative Al, Jana Horakova
(Masaryk University, Brno), an expert in new media art
and digital culture, as well as Jozef Olsavsky (Futurese-
arch Studio, Rotterdam), Andras Cséfalvay (Academy
of Fine Arts and Design, Bratislava), Paulina Tarara
(Academy of Fine Arts Katowice), Richard Kitta
(Technical University of Kosice), Jan Pernecky (QUBU),
Michal Murin and Peter Vitko (Academy of Arts in Banska
Bystrica), Daniel Kvak (Masaryk University, Brno),

and Tomas Marusiak (Masaryk University, Brno).

Tomas Marusiak
Chair of the Conference



P R O G R A M

PROGRAMME

9.00-9.45

Registrace ucastnikt
Registration of participants

10.00-10.30

Otevrenikonference
Conference opening
- Tomas Marusiak

10.30-10.55

Neuronové sité jako nastrojrozsirovani

senzoria a posilovani empatie

Neural Networks as a Tool for Sensory Ex-

pansion and the Strengthening of Empathy
- Andras Cséfalvay

11.00-11.25

Neuroestetické topografie
Neuroesthetic Topographies
- Richard Kitta

11.30-11.55

Od slackspace k uzivatelstvi:
Generativnimodely a prehodnoceniumé-
leckého vzdélavaniv ére Al
From Slackspace to Usership:
Generative Models and Rethinking Art
Educationin the Age of Al

- Paulina Tarara

12.00-13.00

Prestavka / Break

13.00-13.25

Uméniaumélainteligence: profesni
studijni program na Akadémii uméni
v Banské Bystrici
Art and Artificial Intelligence: An Art Practice
Study Program at the Academy of Artsin
BanskaBystrica.

- Michal Murin a Peter Vitko

13.30-13.55

Vypocetninavrhovani v architekture:
Alternativy k generativni Al
Computational designin architecture:
Alternatives to the generative Al

- JanPernecky

14.00-14.25

Poznamky k umeélé inteligenci
Notes on Artificial Intelligence
- Jozef Olsavsky

14.30-14.55

Preskavka na kavu / Coffee Break

15.00-15.25

Jak stroje rozumeéji hudbé:
Nové perspektivy Alakompozice
How Machines Understand Music:
New Perspectives on Aland
Composition

- Daniel Kvak

15.30-15.55

Artisan Al: small data a tvorbamodelu
v Autolume
Artisan Al: small data and model crafting
with Autolume
- Philippe Pasquier

16.00-16.25

Navigace budoucnostidigitalnich déjin
umeéni pomocinastroju umeélé intelligence
Navigating Future of Digital Art History with
Artificial Intelligence tools

- JanaHorakova

16.30-16.55

Umeélecko-vyzkumné strategie Al Art
v kontextu predikcibudoucich estetickych
procest mezi clovékem a agentni entitou
Artistic Research Strategiesin Al Artin
the Context of Predicting Future Aesthetic
Processes Between Humans and
the Agentic Entity

- Tomas Marusiak

17.00-18.00

Panelova diskuze / Panel discussion



A N O T A C E
A BSTRACTS

NEURONOVE SITE JAKO NASTROJ ROZSIROVA-
NI SENZ2O0RIA A POSILOVANI EMPATIE

V nasem vyzkumu a pedagogické praxi zkoumame
potencialumélych neuronovych siti jako prostfedku
rozsirovanilidského senzoria a posilovani schopnos-
tiempatie. Ocekavame, ze jednim z dlouhodobych
duisledki pouzivani téchto technologiibude nardst
argumentace zalozené na textu. Vnimame vsSak ros-
touci potrfeburozvijet diskurz, ktery nebude jen logicky,
ale zaroven ukotveny ve sdilenych hodnotach a etické
reflexi. V umeéleckém kontextu chdpeme neuronové
sité jako aparat pro tvorbu novych narativid a prohlubo-
vani vnimani neviditelného, ¢imz oteviraji prostor pro
jemnéjsi a citlivéjsi formy vyrazu. V pedagogické praci
hledame zpUlsoby, jak tyto technologie vyuzit k rozsiro-
vani prozitku empatie, zejména prostrednictvim umeé-
leckych ainteraktivnich forem. V souc¢asnosti pracuje-
me s modelem generujicim poezii, ktery nam slouzijako
nastroj k hlubsSimu porozuméni strukture poetického
jazykaike zkoumani tviréiho potencialu neuronovych
siti.

NEURAL NETWORKS AS A TOOL
FOR SENSORY EXPANSION AND
THE STRENGTHENING OF EMIPATHY

In our research and pedagogical practice, we
explore the potential of artificial neural networks as
ameans of expanding human sensory perception and
enhancing the capacity for empathy. We anticipate
that one of the long-term consequences of using these

technologies will be the proliferation of text-based ar-
gumentation. However, we recognize the growing need
to develop adiscourse thatis not only logical but also
rootedin shared values and ethical reflection. In the
artistic context, we view neural networks as an appa-
ratus for generating new narratives and deepening the
perception of the invisible, thereby opening space for
more nuanced and sensitive forms of expression. In our
pedagogical work, we seek ways to employ these tech-
nologies to broaden the experience of empathy, par-
ticularly through artistic and interactive forms.Current-
ly, we are working with a poetry-generating model that
serves as a tool for gaining a deeper understanding of
the structure of poetic language, as well as for explor-
ing the creative potential of neural networks.

ANDRAS CSEFALVAY je vizualniumeélec a digi-
talni vypravéd z Bratislavy. Zaroven pUsobijako
docent na Vysoké skole vytvarnych uméni

v Bratislavé. Po studiu malby a matematiky na-
psal disertac¢ni praci o uzite¢nosti a readlnosti fikce.
Ve své tvorbé se zabyva vztahem mezi kulturou

a technologii a politickymi a etickymi aspekty na-
slouchani nedominantnim hlastim pfiinterpretaci
svéta. Jeho nejnovéjsi prace se vénuji vztahu mezi
astronomy a pGvodnimi obyvateli pfi stavbé dale-
kohledu Mauna Kea, letu dinosaurt jako technologii
preziti po vyhynuti a reklasifikaci planety Pluto. Je
drzitelem Ceny Oskara Cepana pro mladé vizualni
umeélce a spoluzakladatelem Platformy digitalniho
umeéni.

ANDRAS CSEFALVAY is a visual artist and dig-
ital storyteller basedin Bratislava. He also serves
as an associate professor at the Academy of

Fine Arts and Designin Bratislava. After studying
painting and mathematics, he completed a disser-



tation on the usefulness andreality of fiction. His
work explores the relationship between culture
and technology, as well as the political and ethical
dimensions of listening to non-dominant voices in
interpreting the world. His recent projects focus on
the relationship between astronomers and Indige-
nous communities during the construction of the
MaunaKea telescope, the idea of dinosaur flight as
a survival technology after extinction, and the re-
classification of the planet Pluto. He is arecipient of
the Oskar Cepan Award for young visual artists and
a co-founder of the Platform for Digital Art.

NEUROESTETICKE TOPOGRAFIE

Zkoumani neuronove sité zivého organismu jako
dynamické a neustale se proménujici struktury a ge-
nerativni formy obsahu. Virtualnikrajiny, v nichZ se
prolina smyslové vnimani, kognitivni procesy a psycho-
somatické skenovani. Konceptualniumélecky vyzkum
Vvyuziva nastroje jako neurozobrazovani, biosenzory
a somaticka data k zachycovaniinteroceptivnich (vnitr-
nich) a exteroceptivnich (vnéjsich) zazitkd. Cilem je
prehodnotit chapani nervového systému — nikoli jako
izolovaného organu, ale jako fluidniho prostoru, ktery
je formovan pohybem, emocemi, prostredim arozsire-
nym védomim. Tento pfistup umoznuje vytvaret nové
estetické, mentalni a télesné mapy lidské zkusenosti.

NEUROESTHETIC TOPOGRAPHIES

Exploring the neural network of aliving organism
as adynamic and constantly evolving structure and
generative form of content. Virtual landscapes where
sensory perception, cognitive processes, and psycho-
matic scanning intersect. Conceptual artistic research

employs tools such as neuroimaging, biosensors,
and somatic data to capture interoceptive (internal)
and exteroceptive (external) experiences. The aimis
to rethink the understanding of the nervous system
- not as anisolated organ, but as a fluid space shaped
by movement, emotions, environment, and extended
consciousness. This approach enables the creation
of new aesthetic, mental, and bodily maps of human
experience.

RICHARD KITTA je slovensky multimedialniumé-
lec, pedagog a kurator specializujici se na digitalni
umeéni, nastroje umélé inteligence a hybridni média.
Je spoluzakladatelem iniciativ jako DIG (Digital
Intervention Group) a MAO - Media Art Office a pFi-
spél k ziskani titulu KoSice - UNESCO Creative City
of Media Arts v roce 2017. Vénuje se interaktivnimu
umeéni, tvorbé hybridnich objektt a rozhrani, stejné
jako interdisciplinarnim pfistupim v ramci medial-
niho a hybridniho uméni. PGsobi na Fakulté uméni
Technické univerzity v Kosicich a tvofi v mezina-
rodnim kontextu.

RICHARD KITTA is a Slovak-based media artist,
educator, and curator specializing in digital art, Al
tools, and hybrid media. He co-founded initiatives
such as DIG (Digital Intervention Group) and MAO
- Media Art Office, and contributed to KoSice’s rec-
ognition as a UNESCO Creative City of Media Arts
in 2017. His work explores interactive art, hybrid
objects andinterfaces, andinterdisciplinary
approaches within media and hybrid art platforms.
He teaches at the Faculty of Arts, TUKE, and
exhibits internationally.



OD SLACKSPACE K UZIVATELSTVI: )
GENERATIVNI MODELY A PREHODNOCENI
UMVIELECKEHO VZDELAVANI V ERE Al
Generativnimodely, jako jsouLLM a GAN, Ize —
vintencich teoretického ramce Jerzyho Ludwinského
- situovat do paradigmatu emergentniho sou¢asného
umeéni. Nejsou uz jen nastroji; stavaji se strukturami
s vysokym , koeficientem umeéni”, které stiraji hranice
mezi uménim arealitou. Stephen Wright prianalyze
téchto jevl nenabizi slovnik, nybrz instrumentar pro
konstruovani novych forem umeéleckého diskurzu.
Kategorie jako méritko 1:1, slackspace, koeficient umé-
ni,loophole, deaktivace, autorstvi, ,,bezucelovy Gcel",
vlastnictvia uzZivatelstvi (usership) artikulujiumélecky
potencialmodeld LLM a GAN jako sil, které prede-
finovavaji sou¢asné chapani umeéni — nikoli v néjaké
spekulativnibudoucnosti, ale uz v pritomnosti. S védo-
mim tohoto transformacniho potencialu bychom jako
pedagogové meélikriticky prehodnotit roli Al vumélec-
kém vzdélavani: nepristupovat k ni s obavami, nybrz
s otevrenosti, a podporovat studenty v promysleném
a tvorivém uzivani téchto nastrojud.

FROIN SLACKSPACE TO USERSHIP: GENERATI-
VE MODELS AND RETHINKING ART EDUCATION
IN THE AGE OF Al

Generative models such as LLMs and GANs can
be situated - following Jerzy Ludwinski’s theoretical
framework — within the paradigm of emergent con-
temporary art. No longer functioning merely as tools,
they become structures imbued with a high coefficient
of art, blurring the boundaries between art and reality.
Stephen Wright, analyzing such phenomena, proposes
not adictionary but aninstrumentation for construct-
ing new forms of artistic discourse. Categories such as
1:1scale, slackspace, coefficient of art, loophole, de-
activate, authorship, purposeless purpose, ownership,

and usership articulate the artistic potential of LLM and
GAN models as forces redefining the contemporary
understanding of art — no longer in a speculative future,
but within the present. Recognizing this transformative
potential, we as educators should critically reconsider
therole of Alin art education — approaching it not with
apprehension, but with openness — supporting stu-
dentsin using these tools thoughtfully and creatively.

PAULINA TARARA je vizualniumélkyné, kogni-
tivni védkyné ainzenyrka. Ve své umélecké praxi
propojuje védecky vyzkum s uméleckym proce-
sem a nabiziinovativni a nekonvenéni pohledy na
zkoumana témata. Tento pfistup umozniuje nové
zpUsoby prozivani auchopovani svéta a vede

k hlubSimu porozumeéni, které presahuje hranice
jak védy, tak uméni. Zkouma pruisecik, vnémz véda
formuje uméni auménina oplatku obohacuje a for-
muje védu.

PAULINA TARARA is a visual artist, cognitive
scientist, and engineer. In her artistic practice, she
integrates scientific research with the artistic pro-
cess, offering innovative and unconventional per-
spectives on her subjects. This approach enables
new modes of experiencing and engaging with the
world, fostering a deeper understanding beyond
the confines of either science or art alone. She ex-
plores the intersection where science informs art,
and art, in turn,informs science.



UMENI A UMELA INTELIGENCE: PROFESNI
STUDIJNI PROGRAN NA AKADEMII UMENI
V BANSKE BYSTRICI

Prispévek predstavi novy bakalarsky studijni pro-
gram Uméniaumeélainteligence, ktery vznikl na Aka-
démiiuméni v Banské Bystricivroce 2025. Program
se zaméruje na propojeni umélecké praxe, vyzkumu
ainterdisciplinarniho mysleni s vyuzitim nastroji umeélé
inteligence (Al) v tvorbé ireflexi. PFispévek reflektuje
kurikularnilogiku a didaktickou filozofii programu jako
pripadovou studii Al Art ve vzdélavani na umélecké
vysoké skole. Duraz je kladen na otazky spolec¢en-
ské odpovédnosti, interdisciplinarity a etiky umélé
inteligence vuméleckém a akademickém kontextu.
Jadrem studiajsou ateliérové kurzy - tzv. LABYy, které
funguji jako vyzkumneé-tvardi platformy kombinujici
experiment, technologii, etiku a spolecensky presah.
Program je profesné orientovan areaguje na potrebu
lepsiho propojeni akademického prostredi s praxi: jeho
soucastije povinna odborna staz v institucich, jako jsou
galerie, medialni studia &i umélecké startupy.

ART AND ARTIFICIAL INTELLIGENCE:
AN ART PRACTICE STUDY PROGRAM AT
THE ACADEMY OF ARTS IN BANSKA BYSTRICA
The presentationintroduces a new undergraduate
study program titled Art and Artificial Intelligence,
establishedin 2025 at the Academy of Artsin
BanskaBystrica. The program focuses on connecting
artistic practice,research, andinterdisciplinary think-
ing through the use of artificial intelligence (Al) toolsin
both creation and critical reflection. The contribution
will reflect on the curricular logic and didactic philoso-
phy of the program as a case study of Al Artin higher
art education. Emphasis will be placed onissues of
social responsibility, interdisciplinarity, and the ethics

of artificial intelligence within artistic and academ-

ic contexts. At the core of the curriculum are stu-
dio-based courses so called LABs which function asre-
search-creative platforms combining experimentation,
technology, ethics, and social engagement. The pro-
gram s professionally oriented, addressing the need to
strengthen the link between academia and real-world
practice. A mandatory internship ininstitutions such

as galleries, media studios, or artistic startupsis
anintegral part of the curriculum.

Profesor MICHAL MURIN plsobina Fakulté vy-
tvarnych uméni Akadémie umeéni v Banské Bystrici
(AU BB), kde od roku 2005 vede Ateliér digitalnich
médii. V ramci pedagogické ¢innosti se specializuje
na oblasti virtualnireality, digitalniho uméniaumélé
inteligence v kontextu vytvarného projevu. Vyskolil
vice nez deset doktorand(, jejichz vyzkumné prace
se zabyvaly priniky umeéni a védy, ekologickymi
aspekty digitalnich médii, sound artem a technolo-
gicky orientovanym uménim. Jako kurator, orga-
nizator ainiciator stal zafradou vystav digitalniho
umeéni na Slovensku. Plsobil jako ¢len mezinarodni
soutéze Art and Science (2016-2018) na festivalu
Ars Electronica v Linci. V sou¢asnostije garantem
a hlavni odbornou autoritou mezifakultniho studij-
niho programu Uméni aumeélainteligence na AU

v Banské Bystrici.

PETER VITKO je vysokoskolsky pedagog, od-
bornik na aplikovanou informatiku, digitalnimédia
anové technologie ve vytvarném umeéni. Pisobi
jako prorektor pro vzdélavani, kvalitu arozvojna
Akadémiiumeéni v Banské Bystrici. Na Fakulté vy-
tvarnych umeéni vede vyuku nékolika technologic-
ky orientovanych predmétu, které reflektuji aktu-
alni potfeby digitalniho ainteraktivnino uméni. Patfi



meziné Generativni ainteraktivni design, GameArt,
mikrokontroléry, senzory a aktuatory, videoma-
pping, 3D animace apod. Je spoluautorem studijni-
ho programu Uméni aumélainteligence naFVU AU
v Banské Bystrici.

Professor MICHAL MURIN is based at the
Faculty of Fine Arts of the Academy of Artsin
Banska Bystrica (AU BB), where he has led the Stu-
dio of Digital Media since 2005. His teaching activ-
ities specialize in the fields of virtual reality, digital
art, and artificial intelligence in the context of visual
expression. He has supervised over ten PhD stu-
dents whose research has exploredintersections
between art and science, the ecological dimen-
sions of digital media, sound art, and technological-
ly oriented art. As a curator, organizer, and initiator,
he has played a key role in numerous digital art
exhibitions in Slovakia. He served as amember of
the international Art and Science competitionjury
(2016-2018) at Ars Electronicain Linz. Currently,
he acts as the guarantor and principal expert au-
thority of the interfaculty study program Art

and Artificial Intelligence at the Academy of Arts

in Banska Bystrica.

PETER VITKO s a university lecturer and expertin
applied informatics, digital media, and new tech-
nologies in visual arts. He serves as Vice-Rector for
Education, Quality, and Development at the Acad-
emy of Arts in Banska Bystrica. At the Faculty of
Fine Arts, he teaches several technology-oriented
courses that reflect the current needs of digital
andinteractive art. These include Generative and
Interactive Design, GameArt, Microcontrollers,
Sensors, and Actuators, Videomapping, 3D Anima-
tion, and others. He is the co-author of the Art and

Artificial Intelligence study program at the Faculty
of Fine Arts, Academy of Arts in Banska Bystrica.

VYPOCETNI NAVRHOVANI
V ARCHITEKTURE: ALTERNATIVY
K GENERATIVNI Al

Zatimco architektura po desetiletich zamérenina
parametrické navrhovani pfijala generativni Al, potenci-
aljinych generativnich metod dosud neni plné prozkou-
man. Genetické algoritmy a simulované zihani umoznuiji
efektivné prohledavat obrovsky prostor moznych re-
Senia odhalovat moznosti, které by jinak mohly zGstat
nepovsimnuté. Simulace rojového chovani prirozené
uplatniuji protichGdné tvaréi tendence, zatimco pristup
zaloZeny na uspokojovani omezeni obraci generativni
proces k formulacilimit( a hranic. | tyto deterministické
postupy, v nichz je morfogeneticky proces plné pocho-
pen, nabizeji Siroké moznosti vzniku emergentnich jevi
bezrizika nesmysinych vystuput éi halucinaci.

CONPUTATIONAL DESIGN IN ARCHITECTURE:
ALTERNATIVES TO THE GENERATIVE Al

While architecture has adopted generative Al after
decades of focusing on parametric design, the po-
tential of other generative methods has yet to be fully
explored. Genetic algorithms and simulated annealing
enable efficient navigation through an enormous solu-
tion space, allowing to discover possibilities that might
remain overlooked. Swarm simulations encompass
opposing creative tendencies, while the constraint
satisfaction approach shifts the process to the for-
mulation of limits and boundaries. Even these deter-
ministic approachech, in which the the morphogenetic
processis fully understood, offers vast possibilities for



emergence without the risk of meaningless outputs or
hallucinations.

JAN PERNECKY je architekt vzdé&lanim, softwa-
rovy vyvojar povolanim, startupista profesi,umélec
z vasné a teoretik architektury s ambici. V sou-
casnostije spoluzakladatelem a technologickym
lidrem spoleénosti Qubu, globalniho startupu, ktery
zjednodusuje navrhovani obytnych budov. ZalozZil
rese arch, platformu pro kultivaci architektonické
teorie ve stfedni Evropé, ktera se pozdé&ji zamérila
na podporu a vzdélavani v oblasti vypocetniho na-
vrhovaniprezenénéionline po celém svété. Zalo-
Zil studio Subdigital, které vyuziva parametricky
design v interaktivnich objektech na pomezi uméni
amarketingu. Se svym tymem vyvinul Monoceros,
komplexninastrojovy balik pro navrhovani for-
mou diskrétniho skladani. PlGsobil jako pedagog na
vyznamnych skolach architektury, jako jsou UCL
Bartlett v Londyné, die Angewandte ve Vidni, lUAV
v Benatkach a Daniels Faculty of Architecture,
Landscape and Design v Torontu.

JAN PERNECKY is an architect by education,
software developer by profession, entrepreneur
by occupation, an artist by passion,and an ar-
chitecture theorist by aspiration. He is currently
co-founder and technological lead of Qubu, a glob-
al startup streamlining the design of residential
buildings. Previously, he established rese arch,
aplatform for cultivating architectural theory in
Central Europe, which later shifted to support and
educationin computational design both live and
online worldwide. He founded studio Subdigital,
which employed parametric design ininteractive
centerpieces on the edge of art and commerce.
With his team, he developed Monoceros —acom-

prehensive discrete assembly toolkit.In 2012, his
exhibition ,,Asking Architecture” represented Slo-
vakia and Czechia at LaBiennale di Venezia. Based
in Slovakia, he operates worldwide. He has taught
at prominent schools of architecture such as UCL
Bartlett in London, die Angewandte in Vienna, [lUAV
in Venice, and the Daniels Faculty of Architecture,
Landscape, and Designin Toronto.

POZ2NAMKY K UMELE INTELIGENCI (Al)
Experimentovanije hledanim kédu. Stejné jako
je pfiroda uréovana chemickymi procesy, napriklad
rovnici fotosyntézy, je ilidska DNA kédem. Pogitaco-
vy program, stejné jako Al, je kdd, podle néhoz funguiji
vS§echna programovana zarizeni. Proto chapeme Al jako
nastroj. Nase zkusenosti s vyzkumem 3D Al nam umoz-
nuji nahlizet za obvyklé hranice obecného diskurzu o Al,
ktery se tocikolem etiky, kontroly a udrzitelnosti. Na-
misto pouhého zdiraznovani plust a minusd mdzeme
produktivné rozkryvat nuance pouzivanii zneuzivani Al.
Ve vyuce podnécujeme diskusi a klademe otazky jako:
Muze Al zachranit pfirodu a planetu v krizi? Jak navrho-
vat s Al? Ateliér hleda co nejefektivnéjsi zplsoby, jimiz
vzdélavani v oblasti Al prispiva k tvlréimuiakademic-
kému rozvoji studentu.

NOTES ON ARTIFICIAL INTELLIGENCE (Al)
Experimenting is about the search for a code. Just
as nature is defined by chemical processes, such as the
photosynthesis equation, human DNA is also a code.
A computer program, just like Al,is a code based on
which all programmed devices operate. We thus see Al
as atool. Our experiences with 3D Alresearch allow us
to see beyond the divides of the general Al discourse



surrounding ethics, control and sustainability. Rather
than focusing on positives and negatives only, we can
productively unpack the nuances of Aluse and misuse.
We encourage class discussion, asking questions such
as: Can nature and the planetin crisis be saved by AI?
How can we design with Al? The studio searches for
the most efficient ways in which Al education contrib-
utes to creative and academic development of stu-
dents.

JOZEF OLSAVSKY, Creative Director at
FUTURESEARCH STUDIO is a graduated architect.
He acquired his experience while working at Rem
Koolhaas’s OMA (Office for Metropolitan Archi-
tecture) in Rotterdam and at Bogle Architects and
Building Designs in London and Prague. His work
ethosis based on continuous testing and designing
in abroader context. He considers himself an open
and logical thinker with a progressive approach.
FUTURESEARCH STUDIO is an interdisciplinary
office for architecture, design, research a futures
studies - at the moment curating the research
project X UTOPIA - a project devoted to the theme
of the peripheral utopia — focused on a specific site
but aims to transcend the urban/rural and local/
global divides. “We believe that when faced with
rapid change and challenging questions, we should
not stand still like a deer in the headlights.”

JOZ2EF OLSAVSKY, kreativnifeditel ve studiu FU-
TURESEARCH STUDIO, je vystudovany architekt.
Zkusenosti ziskal béhem plsobeni v OMA (Office
for Metropolitan Architecture) Rema Koolhaase

v Rotterdamu a ve spole¢nostech Bogle Architects
aBuilding Designs v Londyné a Praze. Jeho pracov-
ni étos stavina nepretrzitém testovani a navrhovani

v SirSim kontextu. Sam sebe povazuje za otevre-
ného alogicky uvazujiciho tvilrce s progresivnim
pristupem. FUTURESEARCH STUDIO je interdisci-
plinarni kancelar pro architekturu, design, vyzkum
a studiabudoucnosti. V sou¢asnosti kuratoruje
vyzkumny projekt X UTOPIA, vénovany tématu
periferni utopie — projekt se zaméruje na konkrétni
lokalitu, ale usiluje o prekro&eni hranic mezimés-
tem a venkovem i mezilokalnim a globalnim. Vé-
rime, Ze tvariv tvar rychlym zménam a naroénym
otazkam bychom neméli zlGistat stat jako srna v zari
reflektord.

JAK STROJE ROZUMEJI HUDBE:
NOVE PERSPEKTIVY Al A KOMIPOZICE.

V poslednich letech umélainteligence zasadné
promeénuje nase uvazovani o hudebni kompozici. Od
systému zaloZzenych na pravidlech a generativnich gra-
matikach az po datoveé rfizené modely hlubokého uéeni
se stroje dnes zapojuji do tvurcich proces, které byly
dfive povazovany za vyluc¢né lidské. Tato prezentace
zkouma3, jak souc¢asné Al systémy reprezentuji a gene-
ruji hudbu bud' prostrfednictvim symbolickych formatq,
jako jsou partitury a MIDI, nebo prostfednictvim nesym-
bolickych reprezentaci, napriklad zvukovych vin a la-
tentnich embeddingl. Predstavuje koncept hybridnich
modell reprezentace, které se snazi spojit strukturalni
jasnost symbolickych systému (napf. DeepBach, Music
Transformer) s expresivni silou metod hlubokého u¢eni
(napf. WaveNet, MusicLM). Pripadové studie prototy-
povych nastroji a pedagogickych cvi¢eni ukazou, jak
tyto hybridni pristupy propojuji teorii a praxi a oteviraji
nové moznostipro Al Art vramci akademického vzdé-
lavani.



HOW MACHINES UNDERSTAND MUSIC:
NEW PERSPECTIVES ON Al AND CONVIPOSITION
Inrecent years, artificial intelligence has been
reshaping the way we think about music composition.
Fromrule-based systems and generative grammars
to data-driven deep learning models, machines now
engage in creative processes once considered unique-
ly human. This presentation examines how contempo-
rary Al systems represent and generate music either
through symbolic formats such as scores and MIDI, or
subsymbolic representations like audio waveforms
and latent embeddings. It introduces the concept of
hybrid representation models, which aim to combine
the structural clarity of symbolic systems (e.g., Deep-
Bach, Music Transformer) with the expressive power of
deep learning methods (e.g., WaveNet, MusicLM). Case
studies of prototype tools and pedagogical exercises
willillustrate how such hybrid approaches bridge theo-
ry and practice, opening new avenues for Al Art within
academic education.

DANIEL KVAK je doktorandem na Filozofické
fakulté Masarykovy univerzity, kde zkouma pranik
umeélé inteligence, algoritmické kompozice amo-
delGreprezentace v hudbé. Kromé muzikologie

se aktivné vénuje interdisciplinarnimu vyzkumu
propojujicimu Al, digitalni humanitni védy a vizualni
data a prispiva na mezinarodni konference ido aka-
demickych publikaci vumélecké i védecké oblasti.

DANIEL KVAK s aPh.D. candidate at the Faculty
of Arts, Masaryk University, where he explores the
intersection of artificial intelligence, algorithmic
composition, and representation models in music.
Beyond musicology, he is actively involved ininter-
disciplinary research connecting Al, digital human-
ities, and visual data, and has contributed to inter-

national conferences and academic publications
across both artistic and scientific domains.

ARTISAN AI: SMALI: DATA
A TVORBA NIODELU V AUTOLUNMIE.

Autolume je uzivatelsky privétivy vizualni synteza-
tor bez nutnosti programovani, ktery vyuziva umélecky
potencial generativnich adversarialnich siti (GAN) bez
pozadavku na technické dovednosti. Zjednodusuje
predzpracovani datovych sad, trénovani modelti ge-
nerovani v readlném case, takze je pristupny i uzivatelim
bez technického zazemi. Mezijeho jedineéné funkce
patfiinteraktivni tvorba umeéniprostrednictvim komu-
nikace OSC a dUraz na pristup small data ke generativni
Al ktery umélcim umoznuje pouzivat osobni datové
sady pro vétsi tvarcéi kontrolu a autenti¢nost.

ARTISAN Al: SMALL DATA AND VIODEL
CRAFTING WITH AUTOLUME

Autolumeis a no-coding, user-friendly visual
synthesizer that leverages the artistic potential of
Generative Adversarial Networks (GANs) without
requiring technical skills. It streamlines dataset pre-
processing, model training, and real-time generation,
making it accessible to non-technical users. Its unique
featuresinclude interactive art generation through
OSC messaging and the focus on a small-data appro-
ach to generative Al, enabling artists to use personal
datasets for greater creative control and authenticity.

PHILIPPE PASQUIER je védecky pracovnik, mul-
tidisciplinarni medialniumélec, skladatel, perfor-
mer, pedagog a organizator komunit. Je Feditelem
Metacreation Lab for Creative Al a profesorem na
School for Interactive Arts and Technology (SIAT)



Simon Fraser University ve Vancouveru (Kana-
da). Zde rozviji multidisciplinarni vyzkumné-tvardéi
program zameéreny na generativni systémy a apli-
kovanou umeélou inteligenci pro kreativni Glohy,
pocitacem podporovanou kreativitu a ko-tvorivé
systémy.

PHILIPPE PASQUIER is a scientificresearcher,
multidisciplinary media artist, composer, perform-
er, educator, and a community builder. He is the di-
rector of the Metacreation Lab for Creative Al, and
aProfessor at Simon Fraser University's School for
Interactive Arts and Technology (SIAT), in Vancou-
ver (Canada). There, he is pursuing a multidiscipli-
nary research-creation program focused on gener-
ative systems and applied Al for creative tasks,
computer-assisted creativity,

and co-creative systems.

Ne\IIGAcE__BL_JDOUCNQS'I_'i DIGITA!.NTCI:I _
DEJIN UMIENI PONMOCI NASTROJU UMIELE
INTELLIGENCE

Studie se zabyva aktualnim stavem oboru digi-
talnich déjin uméni. Autorka tvrdi, Ze digitalni uménije
uchovavano spise ve formatu databaze nez v podobé
tradi¢ni monografie. Z tohoto zjiSténi vyvozuje néko-
lik zobecnujicich zavéra: a) Preference databaze pred
narativni strukturou odrazi postmodernikrizi velkych
vypraveéni; b) Databaze se stala kulturni formou nasi
doby, ktera pronika do riznych oblasti kultury a forma-
td, véetné historiografie; c) Kontra-kulturni étos oboru
digitalniho uméni tihne k otevienému, nehierarchic-
kému formatu databaze. Ve druhé ¢asti studie jsou
predstaveny a analyzovany pfiklady historiografickych
projektd v oblasti digitalniho uméni, které jsou zaloze-

ny nadatabazovych strukturach. Spoleénouinspiraci
téchto projektt Ize nalézt v metodach komplemen-
tarnich k databazovym formatdm, rozvijenych v ramci
digitalnich humanitnich véd —jako je , distant reading",
vizualizace dat ¢irozpoznavani vzorcl —arovnéz v pro-
jektech Al Art, které tematizuji postavenihistorie v éfe
databaze.

NAVIGATING FUTURE OF DIGITAL ART HISTORY
WITH ARTIFICIAL INTELLIGENCE TOOLS

This paper presentsresearch on the current state
of the field of digital art history. The author claims that
digital artis preservedratherin format of database
that of the monograph, from which several generalizing
conclusions are drawn: a) The preference of database
over narrative is an expression of the postmodern
crisis of grand narratives; b) The database hasbecome
a cultural form of our time penetrating all kind of cultur-
al fields, and formats, historiography included; c) The
countercultural ethos of the field of digital art gravi-
tates towards open, non-hierarchical format of data-
base. In the second part of the paper, the examples of
database-based historiographical projectsin the field
of digital art are listed and analyzed. Shared inspiration
of these projectsisrecognized in methods comple-
mentary to database formats, which are developed
within the field of digital humanities, such as distant
reading, data visualizations, pattern

JANA HORAKOVA je docentkou uméninovych
médii na Filozofické fakulté Masarykovy univerzity,
kde vede studijni programy Teorie interaktivnich
médii (MA) a Digitalni kultura a kreativni prmysly
(PhD). Specializuje se na dé&jiny novomedialniho
umeéni v lokalnim kontextu, robotické uméniaino-
vativni metodologie vyzkumu, uchovavani a zpfi-
stupnovani novomedialniho uméni. Spolukurato-



rovala virtualni rekonstrukcijedné z viibec prvnich
vystav pocitacoveé grafiky Computer Graphic
(Ddm umeéni méstaBrna, 1968/2017, 2018). Vedla
interdisciplinarni vyzkumny projekt Media Art Live
Archive, podporeny Technologickou agenturou
Ceské republiky (&. TLO2000270). V soudasnosti
je hlavniresitelkou nového vyzkumného projektu
Lokalni digitalni uméni a kultura jako predmeét histo-
riografického vyzkumu, podporeného Grantovou
agenturou Ceské republiky (GA24-10667S).

JANA HORAKOVA is Associate professor of new
media art at the Faculty of Arts, Masaryk Univer-
sity, where she oversees the study programmes
Theory of Interactive Media (MA) and Digital Cul-
ture and Creative Industries (PhD). She specializes
inlocal new media art history, robotic art, and inno-
vative methodologies of new media artresearch,
preservation, and mediation. She co-curated the
virtual reconstruction of one of the very first com-
puter graphic exhibitions Computer Graphic (The
Brno House of Arts,1968/2017,2018). She led the
interdisciplinary research project Media Art Live
Archive, supported by the Technical Agency of the
Czech Republic (No. TLO2000270). She is current-
ly the principal investigator of the new research
project Local digital art and culture as a subject of
historiographical research supported by the Czech
Science Foundation (GA24-10667S).

UMELECKO-VYZKUNNE STRATEGIE Al ART
V KONTEXTU PREDIKCI BUDOUCICH ESTETIC-
KYCH PROCESU MIEZ2I CLOVEKEM A AGENTNI
ENTITOU

Tento prispévek nabizi reflexi umélecko-vyzkum-

nych strategii v oblasti Al Artu jako nastroje anticipace
budoucich forem estetiky a kreativni spoluprace mezi
clovékem a agentni entitou. Zdlrazruje proménu so-
cialniho habitu sou¢asného umeélce, ktery stale castéji
disponuje formalnim ¢i neformalnim vzdélanim v oblas-
ti védy a technologii. Upozornuje na potencialumélec-
kych strategii jako akceleratoru poznaniipro védua vy-
zdvihuje vyznam transpozice védecko-vyzkumnych
metod do sféry umélecké produkce. Cilem prispévku je
nabidnout pohled, Ze Al Art nenijen estetickym feno-
ménem, ale také aktivni slozkou epistemického pro-
stfedi souc¢asnosti v Sirokém kontextu akademickych
diskurza.

ARTISTIC RESEARCH STRATEGIES IN Al ART
IN THE CONTEXT OF PREDICTING FUTURE
AESTHETIC PROCESSES BETWEEN HUNVANS
AND THE AGENTIC ENTITY

This paper offers areflection on artistic research
strategiesin the field of Al Art as a tool for anticipating
future forms of aesthetics and creative collaboration
between humans and the Agentic Entity. It highlights
the shifting social habitus of the contemporary artist,
who increasingly possesses formal or informal ed-
ucationin science and technology. The contribution
emphasizes the potential of artistic strategies as an
accelerator of knowledge production, including within
scientific domains, and foregrounds the importance
of transposing scientific research methodologiesinto
the sphere of artistic creation.The aim of the paperis
to propose that Al Art should not be viewed solely as an
aesthetic phenomenon, but also as an active compo-
nent of the epistemic landscape of the present, situat-
ed within the broader context of academic discourse.

TOMAS MARUSIAK je vizualniumélec, vyzkum-
nik a pedagog plsobici v oblasti Al Artu. Je ab-



solventem Otevieného ateliéru na Vysoké skole
vytvarnych uméniv Bratislavé, kde studoval pod
vedenim Rudolfa Sikory a Tomase Rullera. V letech
2005 az 2012 stal u zrodu Ateliéru novych médii

na Fakulté uméni Technické univerzity v Kosicich,
kde pusobil do roku 2012. V souc¢asnosti plisobina
Filozofické fakulté Masarykovy univerzity, kde se
vénuje vyzkumu estetiky uméniumélé inteligence
avede predmeét Strategie Al Art. Ve své umélec-
ko-vyzkumné praxi se zaméruje na digitalni, kon-
ceptudlni aintermedialni uméni a zkouma vztah
mezi ¢lovékem a agentni entitou jako prediktivné-
-spekulativnim modelem mozZnych projevi védomi
v systémech umélé inteligence.

TOMAS MARUSIAK is a visual artist, researcher,
and educator working in the field of Al Art.Heis

a graduate of the Open Studio at the Academy of
Fine Arts and Design in Bratislava, where he stud-
ied under Rudolf Sikora and Tomas Ruller. Between
2005 and 2012, he co-founded the Studio of New
Media at the Faculty of Arts of the Technical Uni-
versity in Kosice, where he taught until 2012. He

is currently based at the Faculty of Arts, Masaryk
University, where he conductsresearchin the
aesthetics of Al Art and teaches the course Al Art
Strategies. In his artistic-research practice, he fo-
cuses on digital, conceptual, and intermedia art, ex-
ploring the relationship between the human and the
Agentic Entity as a speculative-predictive model of
possible manifestations of consciousness in artifi-
cialintelligence systems.
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