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Major Studio 1; Project 1: “Hello, World!”
Title: Talk to Me (tentative; come up with better later)
Premise:
Ever since the creation of the first “artificial intelligence” people have been striving to create an AI that
convincingly impersonates human intelligence, sufficient to pass the Turing Test for human-computer
interaction. This requires analyzing the nature of human vocal interaction, recognizing patterns, and
attempting to create algorithms that will allow computers to take advantage of those patterns to respond
to common speech prompts in a way that simulates a human.
But is this real interaction? What does the supposed existence of patterns in human-to-human
interaction say about that communication? The project explores these questions as well as the
difference between creative intent and user experience in a two-pronged approach. Both take the form
of a text-based typing interface in which the user interacts with a computer.
In the first, the user is presented with pre-formatted questions and responses (that represent the
“correct” inputs, chosen by the creator) to present the computer; by selecting from these options, the
user can carry on a scripted conversation with the computer. In contrast to those AIs designed to pass
the Turing Test, this computer knows it is a computer and the dialog explores the consequences of this
knowledge and what it might be a like for a computer to reflect on the nature of communication, all
while conscious of the fact that all its words reflect the mind of the creator. This will also explore the
nature of free will and whether human to human interaction is truly of a different kind.
In the second approach, the user is free to type anything to the computer and receives no guidance
about what is “correct” and will yield a response. In fact this idea of the “correct” input is an illusion,
for other than the most basic conversational inputs such as “Hello” and “How are you,” this computer
is not programmed to provide any response other than “Invalid input” or “I do not understand” or some
variation thereof. The goal here is to emphasize the artifice of the interaction, by provoking frustration
in the user at the limited “comprehension” of the computer which should stand in stark contrast to
another human speaking the same language. At the same time this is a meditation on the challenges of
programming a convincing AI, since very specific inputs and a great deal of variation on them must be
accounted for. It is also a reflection on the gap between creation (in which the creator may make
unconscious assumptions about how much the user will be able to figure out without guidance) and
usage.
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