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1. Background 2. Cooperative Joint Attention Tas
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k in VR

BELIEFs about an agent’s sentience shape social affiliation,
subjective experience, coordination strategies, & neural
processing during gaze-only joint attention
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AVATARs appearing humanlike increase empathy
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_facilitate social interaction & activate
mentalising
How do BELIEFs & AVATAR appearance interact e multi-gestural search task sensitive to differences in gaze use strategies
to shape multi-gestural coordination strategies? e congruent gaze-hand initiator behaviour - faster responder joint attention behaviour (“Congruency effect”)
(critical for informing artificial agent design) e individual variability in face-looking behaviour when responding — index of gaze attention/use

Key Findings 3. Manipulation

CONGRUENCY effects across measures.
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~ 8001 * ..consistently affects social interactions. even if users not required to use it!
§ Ensure cross-modal congruency!
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