
INTRODUCTION

METHODS & TOOLS

‣ Purpose: Code an app for the Apple Vision Pro that can 
measure crowding and replicate the finding that covert 
exogenous spatial attention reduces the critical distance 

‣ App/experiment was developed Xcode 
using Swift 

‣ Analysis script was written in Python 
using Google Colab
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APP

CONCLUSION

‣ We were able to successfully measure visual crowding and replicate previous 
work on the impact of exogenous cueing using the Apple Vision Pro. 

‣ Future possibility of using cheap, portable, and immersive VR systems for 
visual psychophysics 

- Learn more about Psych part from poster in LSC
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Immersive Mode

‣ Addresses issues of cost and 
portability  

‣ Allows researchers to reach 
and test populations that were 
previously unreachable 

‣ Leverages eye tracking 
capabilities of Apple Vision 
Pro as eye tracking is integral 
to testing many psychophysics 
phenomena
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