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Commensality Evaluation

RQ1. Does our commensal robot provide a more enjoyable
eating experience than eating alone?

RQ2. Can our system be viewed as a social dining
companion? If so, in which circumstances?

RQ3. What capabilities and conversations do users believe
an ideal robotic dining companion should have?

Emerg'“g SyStem RQ4. What concerns do users have concerning robotic

eating companions?

the act of eating with others

many positive effects on mental and physical well-being
eating alone is often related to detrimental health
effects

A social robot acting as an artificial commensal
companlon (ACC):
the NAO robot Mixed-Methods, Between-Subjects Study
dialog generated using existing LLM 22 Participants:
human commensal activities detection in realtime « come to the lab and eat their lunch with a robot

human speech recognition - take several pre- and post-experiment questionnaires
* receive post-experiment interviews

a during recruitment, they were not informed about
‘-1 f’ V \ the presence of the robot

—_—
- (3) Speech Response ﬁ) v
l | and/or Gesture or Motion

—
(1) Multimodal User Input\4 / (2) Control Command
or Text Response

= NAO,/

System Design

(0 [Ty Y of o5
Results:

All participants enjoy the robot interaction and prefer
the commensal robot to eating alone

strong request for more personalized experience
Limited conversational memory and lack of fluency are
the main criticisms

Possible applications: work-time lunches, solo-dining
in care situations

detects human speech and
nonverbal behaviors (gaze,
food intake, etc.)

initiates new conversations
on various topics (e.g.,
preferences on food,
activities, music)

answers to human
utterances
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