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Results

Both humans and VLMs
fail to identify the creator!
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Conclusion

» 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. Al).

» 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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