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Figure 3. The effect of the activation radius on the reaction time
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Participants

N = 36

. 20 visually impaired (mean age = 79)
. 16 normally sighted persons (mean age = 64)
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Figure 4. Reaction time & accuracy averaged across patients

This patient has a very
... specific deficit when the
reticle in on the 2/0°.

® 50
® 45
® 40

P mean_RT

Wss
5.0
4.5

- 4.0

Figure 5. Average reaction time for a patient
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Figure 6. Six cases of patients, each image shows the color fundus image, the fixations and the
stimulus pattern
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rtual reality was well received by the visually im-
Results show a significant difference

Perspectives

. Analyze the performance of patients as the function of
thelr scotoma characteristics.
. Monocular vision experiment.
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