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Identify which emotional contexts have the most impact on
inhibition

To analyse the differences between the two versions of the
Go/No-Go tasks

To test the influence of virtual reality on task performance.

More errors in blocks whose No-Go stimuli are frighteningH1

Go/No-Go tasks with explicit processing have worse
performance.

H2

The group exposed to virtual reality will perform worse in the
blocks where the stimuli are derived from video gamesH3

Table 2. Estimates and pairwise contrasts in error rates
Table 3. Estimates and pairwise contrasts in response times

Block VR SD

Without exp.

With exp.

With exp.

Without exp.

Note. NM_1/AM: No.-fear 1 and Yellow filter on fear; NM_2/ANM: No-fear 2 and Yellow filter on no-fear; M_1/ZM: Fear and Blue filter on fear; M_2/ZNM: Fear and Blue filter on no-fear; NM_RV/ANM_RV: No-fear on VR and Yellow filter on no-fear; M_RV/ZM_RV: Fear on VR and Blue filter on fear. 

CONCLUSION REFERENCES
Fear-inducing emotional contexts make response inhibition more
difficult, especially when stimuli are intense and explicitly
processed.

Immersion in virtual reality environments affects inhibitory
control by slowing response times.

Figure 1. Example sequence of the implicit version

Table 1. Arrangement of groups
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Pessoa's Dual-Competence Framework (2009):
Inhibitory control is influenced by emotional arousal, with highly
arousing stimuli potentially impairing response inhibition due to
increased cognitive resource allocation toward stimulus
processing.
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Figure 2. Frequencies of commission error rates by group

No VR exposure / Explicit version

No VR exposure / Implicit version

With VR exposure / Explicit version

With VR exposure / Implicit version

Implicit Go/No-Go task version

Statistically significant differences
between the two Go/No-Go task versions

Statistically significant

differences depending

on having been exposed

to virtual reality or not 

Participants were
randomly assigned to
VR exposure or non-
exposure conditions
and to two variations
of the Go/No-Go task:

Explicit processing

Implicit processing
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