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Personal example of interacting with (possibly) a chatbot
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Motivation



Research Question

How to distinguish a human from a chatbot in an online interaction?

4



Turing Test

• Proposed by Alan Turing in 1950


• Played by human interrogator, human 
witness, and a machine as witness


• Objective: Interrogator tries to distinguish 
the human from the machine within 5 
minutes 


• The machine witness passes the test if the 
interrogator can’t distinguish it from the 
human
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Developing a gamified version for 
AI education
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Prototyping the Turing Game

• Multiplayer setup with a chat interface  

• Social games to engage players (e.g. Story Continuation) 

• Players guess which participant is a chatbot

7



First Prototype
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First Prototype
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Chatbots development

• Powered by GPT-4 and LLaMA 

• Personalities defined through prompt engineering 

• Role 

• Context  

• Instruction
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Role

Chatbots development
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Context

Chatbots development
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Instructions

Chatbots development
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• Setup: 

• Summaery 2024 

• 12 participants mostly students and teaching staff of the Media Faculty 

• Result: 

• Unclear game instructions  

• Identifying the bots in games was very easy 

Testing and Evaluating 
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Identifying the bots

• Lack of understanding the game-play 

• Long responses in short time 

• Responding to every message 

• Unawareness of current events 

• Prompt injection 

• Multilingual tricks
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Improving the Turing Game

• Improving the Game Design 

• Improving Chatbots Behaviour
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After

Improving design
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Before



Improving chatbots behaviour

• Message queue to manage responses in multiplayer games 

• Realistic delays for reading and writing messages 

• Adult average reading speed is about 240 words per minute 

• Typing time is about 40 words per minute  

• Improved contextual understanding through refined prompts
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Usability Testing

• 2 players interviewed 

• Objectives:  

• Evaluate ease of identifying chatbots 

• Gather feedback on game design 
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Results of usability testing

• Chatbots were correctly identified in 3 out of 4 games 

• Reasons: Lack of contextual understanding and replying time
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Lack of contextual understanding

Example
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Example
Quick responses

Player said: The player Teagan does  
not make sense in his messages and  

the other player (Nasim) is too quick.  
I can’t read, understand, think,  

and write so fast
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Conclusion
• Summary: 

• Developed a gamified Turing Test to educate users about AI 

• Iterative improvements based on user feedback 

• Findings: players identified chatbots in most games 

• Future works: 

• Expand game types  

• Benchmark to evaluate LLMs in mimicking human’s dialogue
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Thank you for your attention! 

Your questions



Sources

• Turing Test picture: 

• https://en.wikipedia.org/wiki/Turing_test

https://en.wikipedia.org/wiki/Turing_test


Backup slide
Motivation example



Backup slide
Lack of contextual understanding



Backup slide


