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Author Questionnaire:

1. Microscopy: Does your protocol involve video microscopy, such as filming a complex dissection or microinjection technique? NO

2. Does your protocol include software usage? YES
If yes, we will need you to record using screen recording software to capture the steps. If you use a Mac, QuickTime X also has the ability to record the steps.

3. Which steps from the protocol section below are the most important for viewers to see? 
Steps 2.6, 2.10, 2.12, 3.4, 3.6, 3.7, 3.9, 3.10.

4. What is the single most difficult aspect of this procedure and what do you do to ensure success?
The most difficult aspect of this procedure is ensuring that the correct stimulus object, and display format, are presented on each trial. The experimenter must be attentive and swift when preparing the stimulus for the upcoming trial (see 3.6-3.10). 

5. Will the filming need to take place in multiple locations? NO


Section - Introduction
Videographer: Interviewee Headshots are required. Take a headshot for each interviewee. 

Authors, these headshots will be used for the JoVE Dedicated Author Webpage. Here is one example if you wish to take a look.


1. REQUIRED Interview Statements: (Said by you on camera) -

1.1. Jacqueline C. Snow: Current knowledge of human vision is derived from studies that have relied on stimuli in the form of computerized (2D) images. However, it is unclear whether images of objects trigger similar underlying cognitive and neural processes as do real-world solid objects.

1.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.

1.2. Jacqueline C. Snow: We describe methods for ‘bringing the real-world into the laboratory’: how to prepare and present real objects and matched 2-D images of the same items under tightly-controlled viewing conditions.

1.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.


OPTIONAL Interview Statements: (Said by you on camera)  - 


1.3. Carissa A. Romero: Although working with real objects in experimental contexts presents numerous practical challenges, the approach will yield important new insights into the mechanisms that underlie naturalistic vision.

1.3.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.


1.4. Carissa A. Romero: Here, we compare real objects and image vision in a decision-making context. However, the general approach can be extended to study other cognitive processes, such as perception, memory or attention. 

1.4.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.




Ethics title card: (for human subjects or animal work, does not count toward word length total)

1.5. All Procedures involving human subjects have been approved by the University of Nevada, Reno Social, Behavioral, and Educational Institutional Review Board.


Section - Protocol
2. Turntable Apparatus & 2-D Photographs
2.1. Begin by creating a circular wood base for the turntable that is 2 m in diameter and has a round central core with 20 slots [1].  Place the core on top of a rotating cylinder, allowing for an easy rotation [2].
2.1.1. MED: Pan around the circular base that is already in place on the table. 
2.1.2. MED: Talent shows how the core spins.
2.2. Create 20 dividers, and slide each divider into the central core of the turntable to form 20 cells [1].
2.2.1. MED: Talent slides one divider into the central core of the turntable.  Start with a few dividers already placed. 
2.3. Create a vertical partition between the turntable and the participant, and place it 26 cm from the turntable allowing room for an LCD computer monitor behind the partition [1-TXT].
2.3.1. MED: Talent adjusts vertical partition, as if it were just placed.   
TEXT: Partition: 81 cm x 127.5 cm
2.4. Construct an aperture in the partition, and ensure the width of the aperture is adjustable so that, in the final setup, the participant can see only one item on the turntable at a time [1].
2.4.1. CU: Talent demonstrates adjustable width aperture in the partition. 
2.5. Next, place a sliding platform and the participant monitor between the turntable and the partition to allow for rapid transitions between display format conditions [1].
2.5.1. MED: Place sliding platform and the participant monitor between the turntable and the partition.
2.6. Use a small desk or shelf for the experimenter’s monitor [1]. Attach a keyboard tray for the mouse to the turntable base directly underneath the aperture in the partition [2].
2.6.1. MED: Talent adjusts the experimenter’s monitor on a small desk.
2.6.2. MED: Talent demonstrates the position of the keyboard underneath the aperture. 
2.7. Then, attach a curtain between the sides of the turntable and the wall to prevent the participant from viewing the stimuli and the experimenter during the experiment [1].
2.7.1. MED: Talent attaches a curtain between the sides of the turntable and the wall.
2.8. After the turntable has been assembled, acquire 60 popular snack food items [1]. Open the packaging for each food and place both the package and some of the food on a plate [2].
2.8.1. MED: Show all snack bags on a table.
2.8.2. MED: Talent opens one bag and pours it onto a plate.
2.9. Next, place a plate of food on the turntable [1], and prepare to photograph the stimulus on the turntable so that the background of the stimulus in the 2-D image matches the real food counterpart [2].
2.9.1. MED: Talent places a plate of food on the turntable.
2.9.2. LAB MEDIA: Show Figure 1 

2.10. To do this, position a camera on a tripod 50 cm from the edge of the turntable; the real objects, and matched images,  must be within the reaching distance of the participant [1].

2.10.1. MED: Show talent positioning the camera on a tripod, 50 cm from the edge of the turntable.
2.11. Finally, while holding the source of illumination in the testing room constant, photograph the real foods on the turntable using a camera with constant F-stop and shutter speed. Match the overall luminance, shading patterns and specular highlights across display formats as closely as possible [1].
2.11.1. MED: Show talent taking photos of the real food. 

3. Experimental Procedure
3.1. Begin by creating a script using experimental software that will randomly interleave real and image trials. Have the script list which real items to place on the turntable, and in what order, prior to the start of the experiment [1].
3.1.1. MED-over shoulder: Talent at computer opens Matlab. Show script on screen and highlight part where it lists out real items to place on turntable. 
3.2. Then, place the real items on the turntable in the correct order [1].
3.2.1. MED: Talent places items on turntable. 
3.3. Place the monitor in the aperture [1] and ensure all other items and the experimenter are masked from the participant’s view [2].
3.3.1. MED: Talent places monitor in the aperture.
3.3.2. MED: Talent adjusts items to ensure they are masked from participant view. 
3.4. Next, seat the participant approximately 50 cm from the turntable [1] and play white noise in the testing room [2]. Give the participant the occlusion glasses to put on and make sure that they are in the closed/opaque state [3].
3.4.1. MED: Participant sits down 50 cm from turntable.
3.4.2. CU: Talent presses play on device or computer to play white noise. 
3.4.3. MED: Talent provides occlusions glasses to participant. Participant puts glasses on. 
3.5. Look at the experimenter monitor to see what type of condition the upcoming trial will be [1].
3.5.1. MED: Talent looks at monitor. 
3.6. On ‘real object’ trials, retract the participant monitor from the viewing aperture, via the sliding platform, so that the real object is visible to the participant on the turntable [1-2].
3.6.1. MED: Talent retracts the participant monitor from the viewing aperture.
3.6.2. Added shot: Over the shoulder shot of the participant looking at real object.
3.7. Make a computer command via a button press, to trigger the opening and closing of the glasses allowing for the real food to be visible on the turntable for 3 s [1].  Once the glasses close, position the participant monitor back in front of the aperture [2] and press a key to open the glasses to allow the participant to make a response [3]. Have the glasses automatically close once the participant enters his/her response [4-5].
3.7.1. CU: Talent presses computer button to trigger opening of glasses.
3.7.2. MED: Talent positions participant monitor back in front of aperture. 
3.7.3. CU: Talent presses computer button to trigger opening of glasses.
3.7.4. CU: Show glasses closing. 
3.7.5. Added shot: MED: Shot of participant clicking the mouse.
3.8. Then, check the experimenter monitor to prepare the stimulus for the next trial [1], and press a key to advance to the next trial [2].
3.8.1. MED: Talent looks at experimenter monitor.
3.8.2. CU: Talent presses button to advance it to next trial.
3.9. For 2-D image trials, place the LCD monitor within the viewing aperture [1-TXT-2].
3.9.1. MED: Place the LCD monitor within the viewing aperture.
TEXT: 2-D image trials. 
3.9.2. [bookmark: _GoBack]Added shot: CU on glasses.
3.10. Leave the monitor in the viewing aperture, and press a key to open the glasses for the participant to make a response [1]. Ensure the next stimulus is ready for viewing, and then press a key to advance to the next trial [2]. 
3.10.1. MED: Talent looks at participant, then presses key to open glasses.
3.10.2. CU: Talent presses key on keyboard.
3.10.2 CU: on participant. 
3.11. Finally, after the testing is complete, thank the participant for their involvement in the study and ask whether they have any questions about it [1].
3.11.1. WIDE: Talent shakes hand with participant, and walks them out of testing room. 



Section – Results
4. Results: Average monetary bids for each snack yielded a positive relationship with food preference and caloric density.  
4.1. Results indicate a strong positive relationship between monetary bids and food preference ratings, with higher bids for foods that were more strongly liked. Importantly, there was a significant main effect of Display Format in which bids for real foods were greater than for matched food images. [1].
4.1.1. LAB MEDIA: Figure 5. Video editor: Highlight positive red and blue line. Highlight x-axis label. 
4.2. Likewise, there was a significant positive relationship between bids and actual caloric density, with higher bids for foods of higher caloric density. There was no significant interaction between the effect of display format and caloric density [1].
4.2.1. LAB MEDIA: Figure 6. Video editor: Highlight positive red and blue line. Highlight x-axis label. 




Section - Conclusion
5. Conclusion Interview Statements: (Said by you on camera) - 
5.1. Jacqueline C. Snow: It is important to match as closely as possible the appearance of the real objects and images, as well as the timing of events during each trial. 

5.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.

5.2. Jacqueline C. Snow: Future studies could assess the impact of stereopsis by presenting real objects under monocular viewing conditions, or examine the mechanism for the effect by manipulating the reachability of the stimulus. 

5.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.

5.3. Jacqueline C. Snow: For example, using similar methods, we have shown that real objects capture attention more so than matched 2-D or 3-D images, but only when the real objects are within reach.

5.3.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera.
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