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ABSTRACT EXPERIMENTAL PROCEDURE

We report an auditory effect of visudl Top: 360° panorama of the virtual environment used in the experiments. The inset
performance degradation in a virtual reality shows the five different shapes to be detected and recognized (not in scale).
(VR) free-viewing setting for the first time. With Participants could move freely in a physical space of 4xl.om. Bottom: Spatial and
the presentation of temporally congruent but temporal profile of the presented audiovisual stimuli. A) The visual targets appear at

spatially incongruent sound in the virtual world, three possible locations inside the field of view (FoV), while auditory stimuli are located
outside the FoV. B) Temporal layout. Visual targets are shown 100ms after the sound

we can degrade visual performance
starts, for a duration of 24ms.

significantly at detection and recognition

DETECTION: the visual target was seen or not
(binary response).

RECOGNITION: after detected, the shape of
the visual target was correctly identified
(categorical response).

UNDERLYING CAUSES '

Previous work suggests a neurological-level
iInterplay between different modalities, which
allows for crossmodal effects. This interplay, - —ddeg——+——adeg——!
often facilitatory (specially when both i () / |
modalities are synchronized) can trigger ideﬂ
suppressive effects under certain conditions. Field of view

For example, Hidaka and Ide [2015] suggest
that white noise bursts via headphones can
reduce performance when discriminating the
orientation of Gabor patches in conventional
displays. We believe that an involuntary shift of
attention towards the sudden sound source
may result Iin the degradation of visual
performance due to a deactivation of the

Outside field of view °
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