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2.1 Modell: Computer-As-Medium(CAM)
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2.2 Model2: Computer-As-Source(CAS)
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Table 1
Summary Table of F-values in
the 2 x 2 Mixed ANOVA for Each Dependent Variable in Study 1

Friendly  Effective Playful Style Similarity

Condition (A) 9.43** 4.76* 7.0% 6.78*
Round (B) TT1.5%* 22.69** 13.99%* 15.31%*
A x B interaction 404 0.39 1.26 0.04

Note. Condition refers to the between-participants manipulation of Computer and Programmer.
Round refers to the within-participants manipulation of Praise and Criticism in the evaluation ses-
sion of the experiment.

*p <.05.**p < 0L
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