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III. Method

• sIOR (Social Inhibition of Return): Individuals respond more slowly 

to a target location that was previously acted upon by another 

person.1

• Central cues can elicit sIOR, provided they are attributed to human 

origin.2

• A co-actor even in an adjacent room can elicit an sIOR.3

• Virtual co-actors could elicit sIOR, if the context is perceived as highly 

plausible.4

• Controlling for non-social confounds remains challenging.3, 5

• A recent shift in focus has moved away from isolated social cues 

toward broader social context.3

• Measuring the social nature of the sIOR effect requires task variations 

that disentangle true social context effects from potential non-social 

confounds.

• This study aims to determine whether sIOR can be reliably elicited in 

a web-based task with a plausible belief manipulation of a social co-

actor's presence.

• We hypothesize that the magnitude of Social Inhibition of Return 

(sIOR) is modulated by participants' belief that they are performing 

the task together with a real human co-actor.

Belief manipulation

• Participants entered a username and waited in a virtual lobby, 

simulating online multiplayer environments.

• During instruction screens and block pauses, status changed from 

pause to ready, suggesting a co-actor's presence.

• Belief assessment followed the experiment: “Finally, could you please 

tell us your thoughts about your partner in this game?”

IV. Results 
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Procedure

• Participants responded to a target (“X”) appearing left or right by 

pressing W or P on a keyboard, using fixed finger placement.3

• A central arrow indicated each response direction.

• Participants saw co-actor's responses as arrows — but the co-actor's 

target signal was occluded. Co-actor’s username was gender-neutral.

• Cue-target-SOA was fixed at 1.000ms (arrow onset to next signal).

Design

2x2 within-subjects: 

• Person [same | different]

• Location [same | different]

Participants

• N = 58 recruited via Prolific, age: 20 – 62 (M = 33.8), 26 female, 32 

male, fluent in English, from 17 countries (South Africa, UK, US, …)

V. Discussion

Excerpt from the instruction:

• After each response, an arrow will appear showing 
which side you chose.

• You will see an arrow indicating your partner’s response 
(but never their X), ...

• ... and likewise your partner will see an arrow indicating 
your response (but never your X).

• Significant within-person IOR (i.e. same person condition) confirms 

the technical validity of the online setup in measuring IOR effects.

• Small magnitude of within-person IOR (13ms).

• The social belief manipulation failed for most participants, with only 8 

of 58 expressing belief in a real human co-actor.
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