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INTRODUCTION

People spend a great deal of time joking, laughing and smiling during

their interactions with others. Humor can contribute to the development

of more long-lasting and satisfactory relationships, the facilitation of the

establishment and maintenance of social bonds and to greater well-

being. However, the extent to which those interpersonal benefits

between humans, translates to human-robot interactions (HRI) is still

largely unexplored.
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GOALS
Investigate the effects of verbal humor (i.e., jokes) in the context of 

group mixed HRI in an entertainment scenario.
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Participants perceived the funny robot as being more warm and 
more competent than the unfunny robot.

Participants perceived the funny robot as providing greater 

emotional value and also prefer it for future interaction
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Online validation study: 

Participants generated 

funny combinations 

based on the game 

family friendly Cards 

Against Humanity.

The results of the 

annotated material 

were used in the user 

study

We collected participants’ (n = 58, Age: M = 27.26 ± 4.68)
physiological responses (electrodermal activity, heart
rate), humor style, attitudes and perceptions of robots,
enjoyment with the interaction and the game, and future
intention to interact with robots. Their behavioral
responses during the interaction were also recorded.

We conducted a 
manipulation check in 

which the funny robot was 
perceived as being funnier 

than the unfunny robot.

Examples of behaviors 
analyzed: smiling, 

laughing.
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