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› 200 saccades | 2 Hz
› 20 dva amplitude
› concurrent EOG

horizontal
saccades

grid validation 
world space

› 5 x 5 grid (180 x 90 dva)
› eye and head movements
› targets fixed in world space

grid validation
head space

› 7 x 7 grid (40 x 40 dva)
› only eye movements
› start (pre)  (post) 

TasksValidation study (n=20)

› offset between eye tracking and concurrent 
EOG data (synchronized via LSL)

› mean lag of xcorr peak on single trial data
Latency
[Stein et al., 2021]

Precision
› mean angular difference (d) between 

consecutive gaze samples (RMSS2S)
› during fixation on target

Accuracy
› angular difference of gaze vector (g) and 

vector to the target (t) 
› mean of best fixation (out of last 3) d

Measures [Holmqvist et al., 2012] 

structure your experiment
Session  |  Blocks  |  Trials |  Trial Steps 

human readable  |  writeable from anywhere  |  no need to touch Unity code
manage it using nested config files

send precise markers  |  stream movement data  | stream eye tracking data in the native frequency
synchronize and stream your XR data

(in)dependent  variables  |  movement data  |  eye tracking data 
log relevant data

interact with the logic  |  select config files  |  stream the view from the headset
remotely control experiments on mobile XR 

edia-toolbox.github.io
for updates and tutorials visit

demo and template experiments

uses and extends UXF [Brookes et al., 2020]

(Unity Experiment Framework)

independent sub-packages

installable via Unity Package Manager
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