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Supplementary Appendix S1

Frith–Happé Animations

Intentionality scoring criteria – JR version

0 = No mention of triangles’ mental states or purposeful action.

1 = Purposeful action e.g. walking, but not actions together.

2 = Actions together e.g. following.

3 = Complex actions responding to other’s actions e.g. chasing. Simple mental state descriptions e.g. ‘happy’.

4 = One triangle acts with regard to the other triangle’s mental state e.g. ‘arguing’, ‘wants her to follow’.

5 = One triangle aims to alter the other triangle’s mental state. Very complex mental state e.g. ‘persuade’, ‘deceive’, ‘he wants to reassure her’.

Appropriateness scoring criteria – JR version

Theory of Mind Movement Sequences

Mocking: (animation with enclosure)

3 = description that conveys idea that little triangle is copying big one with the intention of not being noticed (e.g. pretending, hiding, being naughty).

2 = partially correct e.g. considering both character’s attitudes, but missing key aspect of covert imitation.

1 = partially correct, focussing on one character’s mental state or more behavioural description of both (e.g. following, pursuing, copying).

0 = description that does not relate to the events (e.g. big triangle not interested) or relate to a very minor aspect of the sequence only (e.g. little triangle ran away).

Coaxing: (animation with enclosure)

3 = description that conveys the idea of little triangle’s reluctance to go out and big triangle’s attempts to get the little one out (e.g. persuading, coaxing).

2 = partially correct focussing on one aspect of the story or one character only (e.g. little doesn’t want to go out, or big is pushing little to go out).

1 = description that describes the whole sequence, but fails to convey either the little triangle’s reluctance or the big triangle’s attempts to coax (e.g. big goes out then comes back in, then both go out).

0 = actions that do not relate to the events or relate to a very minor aspect of the sequence only (e.g. the two triangles didn’t like each other).

Surprising: (animation with enclosure)

3 = any mention of tricking surprising, hiding, hide and seek.

2 = conveys repetitive element and the seeing/not seeing of the big triangle.

1 = description which gives part of the story but misses the critical point as conveyed by either 3 or 2 (e.g. little gets into the box and greets big triangle).

0 = description not related to any of the events in the sequence, or focus solely on a minor part of action (e.g. knocking on the door).

Seducing: (animation with enclosure)

3 = description that conveys the little triangle is trapped in and escapes by persuading, tricking the big one (e.g. little convinces in a seductive way to let him out).

2 = description of behavioural interactions of triangles with partial motivation conveyed (e.g. little triangle wants to leave and big is blocking the exit).

1 = partial story with minimal action for each character (e.g. little trying to escape), describing behaviour but missing the point, e.g. little pulls big into square, no mention of big blocking exit.

0 = description which is too minimal, e.g. she got out, or unrelated to the sequence.

Supplementary Table S1. Theory of mind, neuropsychological variables and maternal sensitivity by bowler coat story pass v. fail: mean (s.d.)
	Bowler coat story
	Pass (n = 28)
	Fail (n = 10)
	Group difference

	Triangles intentionality
	13.64 (3.2)
	9.90 (3.84)
	F = 9.40 (p < 0.004)

	Triangles accuracy
	6.75 (2.67)
	3.90 (1.59)
	F = 9.97 (p < 0.003)

	Eyes test
	25.64 (5.57)
	24.10 (3.35)
	F = 0.67 ns

	NART IQ
	102.82 (13.81)
	94.00 (6.51)
	F = 3.73 (p < 0.061)

	Neuropsychological composite
	39.75 (8.93)
	33.60 (5.50)
	F = 4.13 (p < 0.049)

	Verbal fluency
	40.54 (9.42)
	33.10 (11.31)
	F = 4.14 (p < 0.049)

	Care index
	6.43 (2.39)
	5.70 (3.13)
	F = 0.58 ns


