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Methods

This project implements recent advances in 3D image technology and
stimulus presentation to increase witness ID accuracy.

Introduction

Witness identification accuracy is vital for police and national security.
Current lineup methods are outdated, using static 2D photographs.

Studies of actual police line-ups indicate witnesses frequently misidentify OBJECTIVES

innocent people as criminals. (1) Developing techniques for creating and editing 3.5D facial representations

Recent evidence suggests that active exploration in 2D lineups increases (2) Testing discriminability between 3.5D VR lineups vs 2D and 2.5D

discrimination accuracy

HYPOTHESIS

Increased context reinstatement (e.g., depth cues) in the stereoscopic 3D
(3.5D) using VR will further enhance lineup performance (discrimination
accuracy), which will be examined in terms of behavioral measures
(accuracy and confidence) and eye-tracking data (gaze patterns / pupil
changes).

(3) Testing discriminability between interactive vs non interactive

presentation
(4) Indivdual differences in face processing abilities and their relationship to

lineup performance.

Results

Experimental Design
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