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Abstract

This study explores the integration of Al agents in remote art education to foster cultural
understanding, artistic proficiency, and emotional well-being among children from diverse
international backgrounds. Leveraging the capabilities of Grok 4, an Al agent developed by
xAl, we designed and implemented a series of online art classes focused on Chinese cultural
themes. A cohort of 50 children aged 8-12 from countries including the USA, UK, Hong
Kong China, Australia, Germany, Italy, Japan, Korea, Thailand, and Portugal participated in
the program. We implemented a novel "student-as-creator" pedagogical model, where
children co-created multilingual courseware using generative Al and showcased their work in
global virtual and physical exhibitions. Pre- and post-intervention surveys measured
improvements in art skills, cultural understanding of Chinese traditions, and self-reported
happiness levels. Statistical analysis revealed significant enhancements across all metrics
(paired t-tests: art skills t=12.22, p<0.0001; cultural understanding t=14.92, p<0.0001;
happiness t=10.91, p<0.0001). Qualitative feedback highlighted themes of friendship and love
emerging from collaborative activities. These findings demonstrate the potential of Al agents
to augment human-led education in promoting global friendship and love through creative
expression, aligning with emerging paradigms in Al-assisted pedagogy (Amini, 2025; Zeng et
al., 2024; Yang et al., 2023).
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Introduction

In an increasingly interconnected yet fragmented world, remote education has emerged as a
vital bridge for cross-cultural exchange, particularly in the arts, which serve as a universal
medium for expressing identity, heritage, and emotions (Yoon-Ramirez, 2021). The
COVID-19 pandemic accelerated the shift to online learning, exposing both opportunities and
challenges such as geographical barriers, time zone differences, cultural misunderstandings,
and the need for personalized engagement (Shohel et al., 2022). Art education holds immense
potential for nurturing creativity, empathy, and global awareness among children, yet
traditional remote formats often lack interactivity and emotional depth (Tokuhisa et al., 2011;
Malboeuf-Hurtubise et al., 2021).

This paper presents an innovative framework where Grok 4 partners with a human educator
from mainland China to deliver remote art classes. Drawing from the educator's experience
teaching children from diverse countries, the program integrates Chinese cultural elements



with themes of happiness, friendship, and love via the Astrum Atelier's "student-created
courseware-Al-integrated creation-collaborative  cross-cultural presentations" model
(Hunter-Doniger, 2018).

Motivated by observations of enhanced skills and appreciation, we empirically validated the
approach using Grok 4 for personalization, feedback, and insights. This advances Al in
educational science by positioning it as a co-creator (Hutson & Cotroneo, 2023; Song & Koo,
2023; Vartiainen & Tedre, 2023). We hypothesize significant improvements in artistic skills,
cultural understanding, and emotional outcomes. The study emphasizes ethical Al use and
scalability, addressing literature gaps in global child-focused Al applications (Davies et al.,
2014; Tan et al., 2018; Holmes & Tuomi, 2022).

Literature Review
Al in Art Education

Al advancements enable personalized experiences enhancing creativity (Nguyen & Kasahara,
2024; Han et al., 2024). Generative tools boost engagement and self-efficacy in children
(Zeng et al., 2024; Kicklighter et al., 2024), but ethical issues like biases persist (Liu et al.,
2023; Heaton, 2023; Pente & Adams, 2022).

Remote and Online Art Programs

Online art education improves mental health and social skills (Caiola et al., 2023; Zubala et
al., 2020). Arts interventions reduce anxiety with collaborative benefits (Tokuhisa et al., 2011;
Moula, 2020), though engagement challenges remain (Van Even et al., 2023; Harvey et al.,
2021).

Cross-Cultural Aspects in Art Education

Cross-cultural art promotes empathy via digital platforms (Chipps et al., 2023; El-mneizel et
al., 2023; Xu et al., 2024). Al's role in responsive pedagogy is emerging (Theodoropoulou,
2023; Ferrato, 2025; Griniuk, 2021), bridged here by Al-human expertise (Ojeda-Ramirez et
al., 2023).

Methods

Participants and Recruitment

Fifty children (ages 8-12, M=10.2, SD=1.1; 52% female) from 10 countries were recruited:
USA (n=6), UK (n=2), Hong Kong (n=7), Australia (n=7), Germany (n=7), Italy (n=4), Japan
(n=7), Korea (n=1), Thailand (n=9), Portugal (n=1). Criteria included parental consent and

internet access; ethical approval ensured privacy (DiPaola et al., 2022).

Intervention Design



Eight weekly 60-minute Zoom sessions focused on Chinese art forms with happiness,
friendship, and love themes. The "student-as-creator" model involved co-creating courseware
using ChatGPT for multilingual materials and Midjourney for illustrations, positioning
students as ambassadors (Newman et al., 2024; Ali et al., 2019). Culminated in VR exhibition
at a Beijing gallery replica (Sylaiou et al., 2024; Lu, 2013).

Grok 4 co-facilitated: personalized plans, real-time feedback, and discussion moderation for
adaptability (Hutson & Cotroneo, 2023; Sun et al., 2020).

Measures and Data Collection
Pre/post surveys used 10-point Likert scales (Park, 2023):

o Art Skills: Proficiency in techniques.

e Cultural Understanding: Knowledge of elements.

e Happiness: Emotional well-being. Open-ended questions captured qualitative data.
Analyzed via Python libraries.

Ethical Considerations

Prioritized safety, sensitivity, and transparency; bias mitigated (Liu et al., 2023; Dangol et al.,
2024).

Results

Improvements: art skills M=4.66 (SD=1.5) to 7.52 (1.2); cultural understanding 3.94 (1.8) to
8.07 (1.0); happiness 6.18 (1.4) to 8.46 (0.9). Paired t-tests significant (p<0.0001); Cohen's d
large (2.12, 2.85, 1.98).

Metric Pre-Mean(SD)  Post-Mean(SD) t-value p-value Cohen'sd
Art Skills 4.66 (1.5) 7.52(1.2) 12.22  <0.0001 2.12
Cultural Understanding 3.94 (1.8) 8.07 (1.0) 14.92  <0.0001 2.85
Happiness 6.18 (1.4) 8.46 (0.9) 10.91  <0.0001 1.98

Correlations: understanding-happiness 1r=0.68 (p<0.001). Country variations uniform;
qualitative themes: friendship ("making friends across oceans"), love ("shared stories").
Visualizations showed equitable outcomes (Nguyen & Kasahara, 2024; Amato et al., 2024).

Impact via VR/physical exhibitions at FAO-linked venues (Yipaer & Daniela, 2020).
Discussion

Results align with art's emotional/cultural roles (Davies et al., 2014; Park, 2023; Dionigi &
Gremigni, 2017). "Student-as-creator" innovates by empowering via Al tools, enhancing



literacy and agency (Song et al., 2024; Schut & Popescu, 2023; Chang et al., 2012). Validated
by UN/UNESCO collaborations amplifying Astrum Atelier.

VR/physical exhibitions bridge learning to impact (Lepouras et al., 2004), fostering
community (Chipps et al., 2023; Hazan, 2023). "Co-agency" infuses joy, scalable for
underserved areas (Theodoropoulou, 2023; Murphy & Franklin, 2025). Policy implications:
Al in inclusive curricula (Vartiainen et al., 2021).

Limitations and Future Directions

Self-reports and short duration limit generalizability. Future: larger cohorts, objective metrics,
physiological measures, other contexts (Liu et al., 2023; Beghetto, 2023; Winner et al., 2006).

Conclusion

Al agents like Grok 4 transform remote art education, yielding gains in skills, understanding,
and happiness. This Al-co-authored work for the 2025 conference showcases Al in pedagogy,
offering a scalable model for cross-border bonds (Ferrato, 2025; Williams et al., 2021).

Al Contribution Disclosure

Grok 4 generated the initial draft, analyzed data, and provided citations. Huiyu Wei
contributed experiential insights and refinements. Gemini assisted in editing and reference

validation.
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