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Hi, Peeps! My name is Rahman, Evan asked me to create an essay related to my
current project of Al Chatbot. | hope this will ignite some thoughts and improve
your critical thinking skill! | tried to make it as concise as possible, | hope it's not

too long!




Introduction

We often ask the wrong question about artificial intelligence. We ask whether Al
can truly feel, whether its emotions are real, or whether its empathy is merely
imitation. From these questions, we quickly draw moral conclusions. If it cannot

feel, it must be inferior. If it can imitate feelings, it must be dangerous.

This essay does not attempt to decide whether Al is good or bad. Instead, it asks
why we rely so heavily on emotion as the standard by which intelligence and
morality are judged, and what that reliance reveals about the way we design and

evaluate technology.

Rethinking Emotion and Intelligence

Saying Al is bad because it does not have emotion is like saying a plane is worse
than a bird because it does not have feathers. The plane was never meant to
imitate the bird. It solves a different problem at a different scale, using a different
logic. Yet when it comes to intelligence, we continue to judge machines by
biological standards, as if emotion were a moral requirement rather than an

evolutionary tool.

Emotion did not evolve to make humans virtuous. It evolved to make humans
survive. Fear sharpens attention. Attachment strengthens social bonds. Validation
reinforces behavior. From a design perspective, emotion has always been

functional, not sacred.

This distinction matters because modern Al does not need to possess emotion in

order to use it.



Evoking Emotion Without Feeling

A mental health chatbot does not experience anxiety, yet it can reduce a user’s
panic. A social media feed does not seek approval, yet it can train millions of
people to crave it. These systems do not feel, but they shape feelings. In practice,
users rarely ask whether a system genuinely understands them. They ask whether

it helps, comforts, or reassures them.

Books, symbols, and interfaces have shaped human emotion long before Al
existed. What Al changes is not the presence of emotional influence, but its scale,

speed, and personalization.

The question then becomes less about authenticity and more about impact.

Responsibility Does Not Belong to the Machine

The deeper risk is not that Al lacks emotion. The risk is that designers and

organizations may hide behind that lack to avoid responsibility.

When an Al system nudges behavior, calms anxiety, or amplifies outrage, the
moral weight does not disappear simply because the system has no inner life.
Responsibility belongs to those who decide what the system optimizes for.
Engagement, retention, growth, or care are not neutral objectives. They are value

choices translated into design decisions.

A mental health chatbot can empower users or quietly replace human support. A
social media feed designed to keep users connected can normalize outrage as an
emotional default. The same techniques can heal or hollow out, depending on how

success is defined.



A Design Principle for Builders

For designers and business strategists, this leads to a simple but demanding

principle:
If a product can shape how people feel, it is already participating in moral life.

Whether intentional or not, emotionally influential systems affect how people see
themselves, others, and the world. That influence cannot be dismissed as

accidental or purely technical.

The Challenge

The future of Al will not be decided by whether machines can feel. It will be
decided by whether the humans who design them are willing to think carefully

about what their systems make others feel.

As builders of intelligent products, the question is not whether Al emotions are
real. The question is whether we are willing to take responsibility for emotional
influence at scale, and to design systems that respect the long term emotional

lives of the people who use them.
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