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A.�Khalifa,�R.�Gallotta,�M.�Barthet,�A.�Liapis,�J.�Togelius,�and�G.�N.�Yannakakis,�“The�procedural�content�generation�benchmark:�an�open-�source�testbed�for�
generative�challenges�in�games,”�in�Proceedings�of�the�20th�International�Conference�on�the�Foundations�of�Digital�Games,�2025,�pp.�1­12.
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Subjective�Experience�Missing!

Quantitative�/�Structural�Evaluation Human�Evaluation

A.�Khalifa,�R.�Gallotta,�M.�Barthet,�A.�Liapis,�J.�Togelius,�and�G.�N.�Yannakakis,�“The�procedural�content�generation�benchmark:�an�open-�source�testbed�
for�generative�challenges�in�games,”�in�Proceedings�of�the�20th�International�Conference�on�the�Foundations�of�Digital�Games,�2025,�pp.�1­12.
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Subjective�Experience�Missing! High�Evaluation�Cost!

Quantitative�/�Structural�Evaluation Human�Evaluation

A.�Khalifa,�R.�Gallotta,�M.�Barthet,�A.�Liapis,�J.�Togelius,�and�G.�N.�Yannakakis,�“The�procedural�content�generation�benchmark:�an�open-�source�testbed�
for�generative�challenges�in�games,”�in�Proceedings�of�the�20th�International�Conference�on�the�Foundations�of�Digital�Games,�2025,�pp.�1­12.
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Introduction

Bazzaz,�Mahsa,�and�Seth�Cooper.�"Playing�the�imitation�game:�How�perceived�generated�content�shapes�player�experience."�Proceedings�of�the�2026�
CHI�Conference�on�Human�Factors�in�Computing�Systems.�2026.
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Experiment�1

VLM�Accuracy
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Experiment�1

VLM�Accuracy

53%
Human�Accuracy

≈

Both�humans�and�VLMs�

fail�to�identify�the�creator!

Bazzaz,�Mahsa,�and�Seth�Cooper.�"Playing�the�imitation�game:�How�perceived�generated�content�shapes�player�experience."�Proceedings�of�the�2026�
CHI�Conference�on�Human�Factors�in�Computing�Systems.�2026.
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Actual�creator�of�the�level:

No�impact�on�scores.
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Experiment�1
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Like�humans,�scored�perceived

human-made�levels�higher�on�certain�metrics.
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Prompt:

(1)��“All�levels�are�AI-generated!”

(2)��“All�levels�are�Human-created!”
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Results
Experiment�2

Score�Inflation

Stating�"Human-Created"�induced

a�systematic�score�increase�across�all�metrics�

for�identical�levels.

Consistent�Relative�Rankings

Although�absolute�scores�shifted�due�to�bias,�

the�relative�ordering�of�levels�remained�highly�

consistent�across�all�evaluation�metrics.
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AI AI AI

Surprising Design
1

2

AI AI

“All�levels�are�AI-generated!”
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Creator�Bias�in�VLMs

Similar�to�humans,�VLM-based�evaluations�exhibit�a�strong�bias�where�absolute�scores�are�

significantly�influenced�by�the�inferred�or�explicitly�prompted�creator�identity�(Human�vs.�AI).�

Evaluation�Consistency�and�the�Need�for�Blind�Evaluation

The�relative�rankings�of�levels�remained�highly�consistent�across�all�metrics.�

Therefore,�by�applying�a�"blind�evaluation"�protocol�that�strictly�omits�creator�information�from�

prompts,�VLMs�demonstrate�strong�potential�as�a�qualitative�PCG�evaluation�tool.�
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Thank�you!
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Appendix�|�Method

Fun,�Challenging,�Frustrating,
Surprising,�Design

Bazzaz,�Mahsa,�and�Seth�Cooper.�"Playing�the�imitation�game:�How�perceived�generated�content�shapes�player�experience."�Proceedings�of�the�2026�
CHI�Conference�on�Human�Factors�in�Computing�Systems.�2026.
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