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Abstract

This study aims to understand the pros and cons of generative artificial intelligence
in today's society. Generative Al has brought many benefits to various fields such as
education, healthcare, arts, engineering, and sciences, contributing to greater
convenience in the world. On the other hand, it also poses challenges and risks. Over-
reliance on artificial intelligence may lead to humans losing mastery over skills and
knowledge, potentially exacerbating employment and social inequality issues.
Additionally, the machine learning models of generative Al may exhibit biases and
discrimination due to overly homogeneous training datasets, further widening social
divides.

While generative artificial intelligence brings many benefits to society, it's crucial
to mitigate its negative impacts to ensure its overall societal benefit.
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