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Introduction Results

e Testing theories of consciousness has become a major effort in the field’

Behavior

e For the second experiment aimed at testing Global Neuronal Workspace (GNW) and Video Game Performance

Integrated Information Theory (lIT), we developed a novel experimental paradigm,
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e Distracted-attention phase (dAT): observers play a game while periodically reporting 0 20 100 120 200 O 50 100 150 200
their awareness of face and object stimuli Trial Trial

s Awareness Reports
e Attended phase (AT): individual playbacks are presented, go/no-go task on face and

object stimuli MEG | fMRI
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e The video game is effective in manipulating awareness of background stimuli
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e Adaptive difficulty maintained observers’ engagement in time, with no difference 1000 - T - _ _
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