Title: Creating illusory social connectivity in Amazon Mechanical Turk

Abstract
Our cognitive systems are highly tuned to respond to the social world, readily evaluating what others’ know, intend, and desire. This rapidly assimilated information can shape a multitude of behaviors, from language processing (Clark, 1996) to visual scene interpretation (Richardson, Dale, & Kirkham, 2007). Although this research area is rapidly expanding, complexities in developing socially-rich experimental paradigms have made crowdsourcing techniques difficult to use. One problem is that sociocognitive experimental paradigms often involve “confederate” partners who follow scripted behaviors in order to preserve experimental control. To have a partner that appears to be a plausible social agent, a great deal of “staging” is required that is not easily amenable to online data collection. In our recent work, we have overcome some of these hurdles by using the naturally occurring “requester” and “worker” roles within Amazon Mechanical Turk. In the two studies that we present here, we carefully designed a scenario implemented in Adobe Flash to convince participants that they were interacting with a real social partner. Study 1 provides evidence that participants spontaneously track what another thinks to be true, and will suffer processing difficulties when they have to mislead partners on this information. Study 2 shows that participants are more likely to take the visual perspective of another, but only when they think they are interacting with someone of the same status (i.e., a fellow Turk worker). Importantly, across both studies, the critical effects were found only when participants were in the presence of another (albeit simulated) mind.  
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