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SoMi, an embodied multi-agent social interaction
environment in Minecraft.
SoMi-ToM, a novel embodied ToM benchmark for
evaluating multi-perspective ToM in complex multi-
agent social interactions within Minecraft.

(1) LVLMs perform significantly below human level
on SoMi-ToM. In the 1st-person evaluation, the
average accuracy gap between humans and LVLMs is
40.1%. In the 3rd-person evaluation, the average
accuracy gap between humans and LVLMs is 26.4%.
(2) The main reasons for the poor performance of
LVLMs include: ignoring or inaccurately tracking
resource consumption, insufficient reliance on
system feedback, being misled by initial intentions
rather than actual behavior, overgeneralization or
inappropriate associations, failure to identify
hierarchical goal structures, entity recognition
confusion, and detailed errors.

(1) 1st-person (1050 questions): inferring
the state during real-time interaction 

(2) 3rd-person (175 questions): inferring the goal and behavior based on the complete video

Benchmark & Code: github.com/XianzheFan/SoMi-ToM
Data & Dataset Card: huggingface.co/datasets/SoMi-ToM/SoMi-ToM


