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Abstract— This paper explores the transformative impact of generative Al within the broader
field of artificial intelligence, highlighting its ability to produce original content such as music,
art, images, and virtual influencers. It reviews recent advancements in generative Al
techniques, including diffusion models and sophisticated generative adversarial networks
(GANSs), which significantly enhance the quality and creativity of generated outputs. The study
examines diverse applications across creative domains, emphasizing generative Al's potential to
democratize content creation and unlock new forms of digital expression. Additionally, it
addresses key ethical challenges, including bias, copyright concerns, and social implications.
While advancing the frontiers of realistic generation and interactive virtual personas, the paper
underscores the importance of responsible Al development to ensure transparency, fairness,
and respect for intellectual property rights.

Index Terms— Generative Al, Al Generated Music, Virtual Influencers, GANs (generative
Adversial networks).

1. INTRODUCTION

The rapidly developing topic of artificial intelligence known as  "generative  artificial intelligence"
(Generative  Al) focuses on building models that can produce new content, including text, photos, music,
videos, and more, using patterns they have learnt from massive databases. Generative Al uses strong
neural network designs such as Generative Adversarial Networks (GANs) and transformer-based large language
models (LLMs) to generate highly realistic and imaginative outputs in response to prompts, in contrast to
standard Al systems that rely on predetermined rules.

Large volumes of data are used to train generative Al, which then uses this knowledge to create original material
that can either replicate or improve human creativity. It offers new opportunities for automation, personalization,
and innovation across a range of industries, from marketing and entertainment to healthcare and scientific
research.

However, because of the huge demands on computational resources, it also brings up significant ethical issues
like copyright infringement, bias, misinformation through deepfakes, and environmental effect. The system
leverages generative Al offers remarkable capabilities for creative content generation and new forms of digital
expression.

Bias in Al Models: Generative Al models often inherit and amplify biases from training data, leading to unfair or
discriminatory outputs that challenge ethical use and public trust.

Grenze ID: 01.GIJET.12.1.513 1
© Grenze Scientific Society, 2026



The primary objectives are to (1) Ethical Concerns: The rise of deepfakes, misinformation, and unauthorized use
of copyrighted material raises serious ethical, (2) Scalability and Computational Costs: The high computational
demands of training and running generative models pose barriers (3) Quality Control and Reliability: Ensuring
that Al- generated content is accurate, coherent, and free of hallucinations remains a major technical hurdle.

Input Data Generator Output Content
(Prompt /Noise) (GAN/Diffusion) (Art/Music /etc)
Discriminator Applications
(Real Vs Fake) (Art, Influencers)
Fig 1

II. BACKGROUND

Generative Artificial Intelligence (Generative Al) has emerged as a transformative technology that enables
machines to create original content across various media formats, including art, music, images, and virtual
influencers. By leveraging advanced models like Generative Adversarial Networks (GANSs), diffusion models,
and large transformer-based architectures, generative Al systems learn from vast datasets to synthesize highly
realistic and creative outputs.

A. Al-Generated Art and Music

Generative Al has revolutionized creative industries by producing artworks and musical compositions that can
rival human creativity. Al-generated art often blends styles, experiments with new aesthetics, and challenges
traditional notions of authorship. Similarly, Al music generation enables the composition of complex melodies
and harmonies, allowing artists and producers to explore new creative possibilities and automate routine aspects
of production.

B. AI-Generated Images

The development of generative models significantly advanced image synthesis, enabling the creation of
photorealistic images, style transfers, and even deepfake videos. These capabilities open new avenues for digital
media, advertising, and entertainment while raising critical concerns about authenticity and trust.

C. Virtual Influencers

Virtual influencers—computer-generated personas powered by generative Al—have gained prominence on
social media platforms. These Al-driven virtual personalities engage audiences, influence marketing trends, and
push the boundaries of digital identity and interaction. Their growing popularity illustrates how generative Al
reshapes content creation and human-computer engagement.

D. Ethical Issues

Despite its innovative potential, generative Al raises profound ethical challenges. Models may inherit biases
from training data, leading to unfair or discriminatory outputs. Intellectual property rights become complex when
Al generates derivative work. The rise of deepfakes and misinformation poses societal risks by enabling
deception and manipulation. Additionally, considerable computational resources required for training raise
environmental sustainability concerns. Responsible development and use of generative Al demand transparent
frameworks, bias mitigation strategies, and legal safeguards.

E. Motivation

Generative Al innovations motivate research by addressing creative industry bottlenecks, technological
limitations, and ethical risks in art, music, images, and virtual influencers, fostering scalable, responsible content
creation.

F. Industry Pressures

Creative sectors demand fast, affordable content amid shrinking budgets; generative Al enables instant art via
Midjourney and music via AIVA, slashing production times from weeks to minutes. Virtual influencers like Lil
Miquela provide 24/7 engagement without human constraints, driving marketing efficiency.
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G. Technical Motivators

Traditional tools lack photorealism and adaptability; diffusion models and GANs fill this void, generating
coherent images and symphonies from prompts with superior fidelity. This spurs advancements in multimodal
outputs for personalized media and simulations.

H. Ethical Drivers

Deepfakes, bias, and IP violations necessitate frameworks for transparency and fairness, motivating efficient,
sustainable models to preserve trust.
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Fig 2. Motivational Flow Diagram for Generative Al Innovations

1. Purpose and Scope of This Review

The purpose of a review on “Generative Al Innovations Related to AI-Generated Art, Music, Images, Virtual
Influencers, Ethical Issues” is to synthesize current knowledge about how generative models are transforming
creative domains while systematically examining their technical progress, applications, and ethical risks.

J. Purpose of the review

To map how modern generative techniques (e.g., GANs, diffusion, transformer models) are used to produce art,
music, and images, and how they are integrated into creative workflows in industries such as design,
entertainment, and advertising.

To critically examine the emergence of virtual influencers and Al-driven digital personas, including their role in
marketing, audience engagement, and the blurring of boundaries between human and synthetic identities.

To analyze key ethical issues—copyright and IP, training-data consent, deepfakes and misinformation, bias and
representation, job displacement, and environmental impact—and to survey proposed governance, regulatory,
and design responses.

To identify research gaps and future directions, such as trustworthy Al music systems, fair and transparent Al art
tools, responsible virtual influencer design, and cross-disciplinary frameworks that align innovation with societal
values.
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K. Scope of the review

Modalities covered:

Al-generated visual art and images (illustration, photography-style outputs, design assets).

Al-generated music and audio (composition, accompaniment, sound design, platform use cases like Suno and
similar systems).

Virtual influencers and Al-generated characters used on social and marketing platforms, including their technical
construction and cultural impact.

L. Dimensions analyzed

Technical capabilities and limitations of generative models for realism, control, style, and multimodal generation
across art, music, and images.

Economic and creative impacts on artists, musicians, designers, and creative industries, including new
opportunities and risks of displacement or commodification.

Ethical, legal, and societal issues: unauthorized data scraping, plagiarism and style mimicry, deepfake misuse,
biased or harmful representations, opaque data use by virtual influencers, and regulatory challenges.

III. LITERATURE REVIEW

Ascolese and Jabbary [1] highlight how AT art challenges authenticity, originality, and provenance, and argue
that new IP frameworks and certification mechanisms (e.g., watermarking or blockchain records) are needed to
distinguish human, assisted, and fully Al-generated works. Walter [2] and others on advertising ethics argues
that virtual influencers raise questions of authenticity, responsibility, and emotional manipulation, especially
when audiences cannot easily distinguish human from Al personas. Park [3] analyzes empirical studies from
2023-2024 and finds that diffusion models and advanced GANs dominate new work on image, video, and
multimodal generation, with growing attention to user experience and ethical concerns. Zhou et al. [4] show that
text-to-image systems significantly boost human creative productivity while also triggering debates about
originality and replacement of human creativity. Jiang [5] reviews harms to artists from Al image generators,
including reputational damage, economic loss, plagiarism, and copyright infringement, emphasizing the need for
better consent and attribution mechanisms. Khalfallah [6] quantitatively maps the rapid growth of virtual
influencer and stresses authenticity, ethics, and transparency as central concerns for future research and
regulation.

IV. PROBLEM STATEMENT

The core problem is that generative Al is rapidly transforming the creation of art, music, images, and virtual
influencers, but existing technical, legal, and ethical frameworks are not adequately equipped to manage its
impacts on human creators, audiences, and society.

A. Technical and creative gap

Current generative models can produce highly realistic and stylistically rich artworks, music tracks, and images
from simple prompts, increasing creative productivity and lowering barriers to content creation. However, these
systems often operate as opaque “black boxes”, offering limited control over style, attribution, and data usage,
which makes it difficult for artists and musicians to ensure that Al augmentation aligns with their intentions and
professional norms.

There is a lack of systematic understanding of how creative professionals actually integrate these tools into their
workflows while preserving originality and authorship.

B. Economic, legal, and copyright risks

Generative Al systems are commonly trained on large corpora of artworks, recordings, and images scraped from
the internet, frequently without explicit consent or compensation, leading to accusations of “digital plagiarism”
and challenges to creative integrity.

Economic studies project that generative Al could put a significant share of creators’ revenues at risk in music
and audiovisual sectors, yet there is no clear, widely adopted mechanism for licensing training data, sharing
value, or recognizing human contribution in Al-assisted works. At the same time, copyright offices and courts
are still debating how to treat Al-generated and Al-assisted content, leaving unresolved questions around
authorship, liability, and enforcement.
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C. Ethical and societal challenges

Al-generated art, music, and images can embed and amplify biases present in their training data, reinforcing
harmful stereotypes and unequal representation in cultural outputs. Deepfakes and synthetic media raise risks of
misinformation, reputational harm, and erosion of trust, particularly when content is not labeled or traceable to
its generative source. Virtual influencers intensify these concerns: they blur boundaries between real and
synthetic identities, complicate moral responsibility, and can emotionally manipulate or mislead audiences—
especially younger users—when their artificial nature and controlling entities are not clearly disclosed.

V. OBJECTIVE

The objectives for the topic “Generative Al Innovations Related to Al-Generated Art, Music, Images, Virtual
Influencers, Ethical Issues” can be framed as clear research goals for your paper or project.

A. Technical and creative objectives

To analyze how recent generative Al models (e.g., GANs, diffusion, transformers) are used to create art, music,
and images, and to evaluate their impact on human creativity, originality, and aesthetic perception.

To examine practical use cases where artists, designers, and musicians integrate generative tools into their
workflows, identifying how these tools can augment rather than replace human creators.

B. Ethical, legal, and societal objectives

To investigate key ethical issues associated with Al-generated art, music, images, and virtual influencers,
including copyright and consent, bias and cultural appropriation, deepfakes, misinformation, and job
displacement in creative industries.

To assess how audiences perceive and evaluate Al-generated content and Al accounts compared to human
creators, focusing on authenticity, trust, and transparency on platforms such as Instagram and other social media.
To review and critically analyze emerging legal and policy responses—such as copyright guidance, training-data
regulations, and platform disclosure rules—and identify gaps that affect artists, musicians, designers, and
consumers.

C. Integrative and forward-looking objectives

To propose a conceptual or practical framework for responsible generative Al in creative industries that balances
innovation with ethical safeguards, including guidelines for dataset governance, attribution, remuneration, and
content labeling.

To outline future research directions and best practices for developing generative Al systems and virtual
influencers that support human creativity, respect intellectual property and cultural values, and maintain public
trust in digital media ecosystems

VI. METHODOLOGY

Preparation of a dataset for “Generative Al Innovations Related to Al-Generated Art, Music, Images, Virtual
Influencers, Ethical Issues” should follow clear, ethical steps so that it can be used for both technical and ethics
analysis.

A. Define dataset goals and scope

Decide what you want to compare or analyze:Human vs Al-generated art/images (for detection, perception,
creativity studies). AI vs human music clips (for listening tests, copyright or style analysis).Virtual vs human
influencers (for content, style, engagement, ethics). Choose units: images, audio snippets, social-media posts,
and associated metadata (labels, prompts, captions, rights info).

B. Source selection and ethical constraints

Use legally and ethically acceptable sources: public-domain art, Creative Commons images, works you
commission or create yourself, or data where platforms explicitly permit research use.

For AI content, generate your own examples (e.g., with Stable Diffusion, Midjourney, Suno, etc.) using your
prompts so that you avoid scraping copyrighted material without consent. For virtual influencers, collect only
publicly visible posts from official accounts and respect platform terms of service; document that data are public
and non-private.
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C. Dataset structure and labeling

Prepare the dataset in clearly separated but linkable subsets: Art / images subset Human artworks: curated from
licensed or public-domain repositories.Al images: generated with specified models and prompts .Labels: origin
(human/Al), style, genre, source/model, license, plus optional “paired_ id” for human—AlI pairs created from the
same textual description. Music subset Human clips: short segments from royalty-free or self-recorded material.
Al music: generated using Al music tools for the same genres or prompts. Labels: origin, genre, tempo,
prompt/description, license. Virtual influencer subset Posts from selected Al and human influencers: images,
captions, basic engagement metrics (likes, comments) if allowed.Labels: account type (virtual’/human), brand,
platform, content theme (fashion, culture, gaming, etc.), plus any ethical tags such as disclosure of Al nature.
Include an ethics metadata file describing consent, licenses, and any restrictions on reuse for each subset

D. Design of the Model

Governance & Ethics L ———¢  Application Layer —"| Generative Model Layer | % Data Layer

Fig3

VII. CONCLUSIONS

Generative Al has emerged as a transformative force across creative and digital domains, redefining how art,
music, images, and virtual identities are conceived and produced. Al-generated art and images demonstrate the
ability of intelligent systems to emulate and extend human creativity, enabling rapid content creation,
personalization, and new forms of artistic expression. Similarly, Al-generated music showcases the potential of
generative models to compose, remix, and enhance audio content, supporting creators while expanding access to
creative tools.Virtual influencers represent another significant innovation, blending generative Al with social
media and marketing to create scalable, always-available digital personas that can engage audiences across
platforms. These advancements offer substantial benefits in terms of efficiency, creativity, and economic
opportunities, particularly in entertainment, advertising, education, and design.

However, the rapid growth of generative Al also raises critical ethical concerns. Issues related to intellectual
property rights, data privacy, misinformation, deepfakes, bias, authenticity, and the displacement of human
creators demand careful consideration. Ensuring transparency, accountability, and responsible use of generative
Al technologies is essential to maintain trust and protect societal values.

In conclusion, while generative Al innovations are reshaping creative industries and digital interactions in
unprecedented ways, their long-term success depends on balancing technological progress with ethical
responsibility. By establishing robust ethical frameworks, legal regulations, and human-centered design
principles, generative Al can be harnessed as a powerful tool that complements human creativity and contributes
positively to society.
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