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

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.
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