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Abstract
Generating high-fidelity images in real-time at reasonable frame rates, still remains one of the main challenges in computer graphics. Furthermore, visuals
remain only one of the multiple sensory cues that are required to be delivered
simultaneously in a multi-sensory virtual environment. The most frequently used
sense, besides vision, in virtual environments and entertainment, is audio. While
the rendering community focuses on solving the rendering equation more quickly
using various algorithmic and hardware improvements, the exploitation of human
limitations to assist in this process remain largely unexplored.
Many findings in the research literature prove the existence of physical and
psychological limitations of humans, including attentional, perceptual and limitations of the Human Sensory System (HSS). Knowledge of the Human Visual
System (HVS) may be exploited in computer graphics to significantly reduce
rendering times without the viewer being aware of any resultant image quality
difference. Furthermore, cross-modal effects, that is the influence of one sensory
input on another, for example sound and visuals, have also recently been shown
to have a substantial impact on viewer perception of virtual environment.
In this thesis, auditory-visual cross-modal interaction research findings have
been investigated and adapted to graphics rendering purposes. The results from
five psychophysical experiments, involving 233 participants, showed that, even in
the realm of computer graphics, there is a strong relationship between vision and
audition in both spatial and temporal domains. The first experiment, investigating the auditory-visual cross-modal interaction within spatial domain, showed
that unrelated sound effects reduce perceived rendering quality threshold. In
the following experiments, the effect of audio on temporal visual perception was
investigated. The results obtained indicate that audio with certain beat rates
can be used in order to reduce the amount of rendering required to achieve a
perceptual high quality. Furthermore, introducing the sound effect of footsteps
to walking animations increased the visual smoothness perception. These results
suggest that for certain conditions the number of frames that need to be rendered each second can be reduced, saving valuable computation time, without
the viewer being aware of this reduction. This is another step towards a comprehensive understanding of auditory-visual cross-modal interaction and its use in
high-fidelity interactive multi-sensory virtual environments.
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CHAPTER 1

Introduction

High-fidelity rendering in real-time still remains one of the greatest challenges
in computer graphics. Despite substantial improvement in the performance of
general and dedicated graphics hardware, it is still not possible to generate highfidelity images of complex scenes on a single machine in real-time. Furthermore,
in virtual environments, such as video games, stimulation of auditory, and possibly some other senses, is often also desirable to improve the user experience, since
we are used to environments where multiple senses are stimulated simultaneously.
This, however, does not necessarily need to be considered as an additional work
load, but instead, can be exploited, so that the overall work load is balanced
or even reduced, without any perceivable loss in quality. This is possible due
to various limitations of the Human Sensory System (HSS). One such limitation
is the influence of one sensory input on another, commonly termed cross-modal
interaction. In this thesis, auditory-visual interaction is investigated, adapting it
for enhancing graphics rendering, while maintaining perceptual quality.
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1.1 High-fidelity rendering
Rendering is the process of digital image synthesis of virtual scenes for consumption by current displays - typically in the form of a 2D image. This can be done
using different methods with various levels of complexity, and therefore achieving higher or lower image fidelity. A complete calculation of light propagation
contributed by each photon individually would be impractical. Therefore, different techniques have been developed for approximating this process, making it
achievable on available hardware resources. A coarse image representation can
be achieved by straightforward projection of a 3D object on a 2D image plane,
see Figure 1.1. This technique is known as rasterisation, see Figure 1.2.
Projection
Screen
Eye

Image
plane

Rasterised
image

Figure 1.1: Rasterisation: 3D object projection onto a 2D image plane.

Another method, considered more physically accurate, is called ray tracing,
where light intensity of each pixel is calculated by traversing rays from a virtual
camera through each pixel, and calculating the light contribution from the light
sources and surrounding objects at the ray’s point of intersection with the virtual
scene, see Figure 1.3.
Physically-based rendering aims at solving the rendering equation [Kaj86],
see Section 3.3. This calculation considers physical properties of the materials,
calculated using Bidirectional Reflectance Distribution Functions (BRDFs). The
resultant image is physically correct (see Figure 1.2), but the computational time
2
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Figure 1.2: An example of different rendering techniques: plain rasterisation
(left) and ray tracing technique using Photon mapping. Additional features are
included, such as global illumination and caustics (right).
is rather high, making the rendering technique inappropriate for real-time applications. Therefore, the computer graphics research community has worked on
improving rendering algorithms and hardware enhancements for several decades,
utilising various alternatives including human sensory and attentional limitations.
Light source
View rays

Eye

Shadow
rays

Image
plane

Figure 1.3: Ray tracing: ray traversal through pixels on the image plane.

1.1.1 Applications
Computer graphics have been employed for a wide variety of purposes. However, its utilisation has been restricted due to the inability to render graphics at
required spatial or temporal quality. With the advances of rendering hardware,
3
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such as multi-core Central Processing Units (CPUs) and Graphics Processing
Units (GPUs), and significant enhancements of rendering algorithms, many limitations have been overcome. This has increased the render quality and expanded
the use of computer graphics, which nowadays can be found in many applications,
such as:
• Virtual Worlds: Recently virtual worlds have become increasingly popular. Second Life, probably the most popular amongst immersive 3D virtual
worlds, allows users to socialise, connect and interact with other users in
the virtual world, using text or voice chat. It can also be used for training
and education [DLFPT09].
• Computer Games: One of the leading entertainment industries, along with
film industry, is computer games production. The game industry is a significant factor in pushing the limits of the graphics hardware and rendering
techniques. This results in a continuous improvement of the user immersion
and graphics quality [Mit07].
• Visual Effects: The majority of current films use visual effects extensively
[TL04]. This can range from applying virtual lighting in a scene to adding
virtual characters or particles in form of fire, explosion, water, etc.
• Data Visualisation: Computer graphics can also be used for visualising various data when communicating information to a target audience [PNB03].
This data is abstracted and represented with an appropriate visual form.
• Architecture: Rendering is frequently employed in architecture for making
previews or producing realistic appearance of the design concepts. For the
latter, the physically-based rendering is usually used, in order to simulate
realistic lighting conditions in a designed space [BHWL99]. This improves
4
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the building process, allowing for design improvements before actually starting the physical construction.
• Training Simulators: A good training simulator needs to provide a high level
of immersion, which is achievable through high-fidelity stimuli [RMP04].
Its main purpose is to recreate a real life situation and simulate it as if the
user was there. The deliverables usually include graphics, audition, haptics,
olfaction, and other stimuli.
• Medicine: Computer graphics plays an important role in medicine. It
is used for medical imaging, such as Computer Tomography (CT), Magnetic Resonance Imaging (MRI), Positron Emission Tomography (PET)
and other similar techniques.
• Archaeology: Many archaeological sites contain only partial remains of the
original constructions and artefacts. Furthermore, very often it is not possible to physically rebuild them and present an authentic appearance. Therefore, virtual reconstructions are made, where 3D representations of the original site are created, giving the opportunity to interact with the model e.g.
walk around/through a building, examining artefacts, etc. [HMD∗ 10].

1.2 Cross-modal interaction
The computational expense of creating virtual environments, particularly those
involving multiple senses, has led researchers to explore the interactions between
different senses within the sphere of the Human Sensory System (HSS). Despite
being extremely complex, the HSS is not perfect and it has certain limitations.
In particular, limited attentional resources ensure that the HSS cannot attend
to all aspects of all the senses concurrently [Jam92]. Perception across modali5
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ties is major topic of research in psychology, for example [GM59, Rec03, SS04].
Based on such work, one particular cross-modal effect, investigated in the field of
computer graphics is that of the vision and audition [Mas06]. Those results are
the initial step towards cross-modal interaction understanding and its utilisation
within computer graphics. Since it carries significant potential for enhancing
graphics rendering, it needs to be investigated further, which is the topic of this
thesis. There are multiple aspects of this phenomenon that have to be carefully
studied, in order to be able to design a framework that could adjust various parameters of both auditory and visual stimuli on demand, thus speeding up the
rendering process, without a degradation in overall perceived quality. This is
possible by tackling all those aspects, such as user experience and immersion,
scene dynamics, subjective emotional factors, auditory-visual stimuli relationship, spatio-temporal perceptual influences, etc. individually.

1.3 Research aim and objectives
Until now, the auditory-visual cross-modal interaction in computer graphics has
been narrowly investigated, giving an indication of a potential that could benefit
the rendering community in the field of computer graphics. The main aim of this
thesis is to further explore the direct relationship between vision and audition
in both the spatial and temporal domains and provide results that, if harnessed
correctly, should make it possible to have a graphics engine that can adjust the
audio and visual quality on-demand, to reduce or balance its work load whenever
required. This would effectively reduce the computational time of rendering,
without the user noticing any perceptual loss in quality.
The research objectives are as follows:
• to provide a comprehensive literature review on auditory-visual cross-modal
6
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interaction, give an overview of the anatomy and limitations of the HSS
and main findings and phenomena related to the human attention and
perception, all structured in a meaningful framework;
• to investigate the limitations of the human visual system and the impact
cross-modal interactions have on perceivable rendering thresholds, in order
to speed up the rendering process by reducing the spatial image quality,
with perceivable difference in fidelity;
• to investigate the effect of scene related and unrelated audio on spatial
visual perception;
• to investigate the effect of audio beat rate on video frame rate in order to
decrease the work load by rendering less frames, without any degradation
in perceivable rendering quality;
• to investigate the effect of movement related sound effects, such as the sound
of footsteps in a walking/running animation, on temporal visual perception;
• to investigate additional effects, such as camera movement speed, familiarity with computer games and/or animation, scene complexity on frame rate
perception in computer animations;
• to provide a groundwork and direction for developing an adaptive rendering
framework for high-fidelity graphics in real-time.

1.4 Thesis outline
The thesis is organised as follows:
• Chapter 2: Human Sensory System provides an overview of features
and limitations of the human sensory system, attention and perception.
7

CHAPTER 1. Introduction

8

• Chapter 3: High-Fidelity Rendering presents the main rendering techniques, relevant to the work presented in the thesis.
• Chapter 4: Cross-Modal Interaction covers the background on crossmodal interaction in both psychology and computer graphics, focusing on
auditory influence on vision and visual influence on audition in both auditory and visual rendering.
• Chapter 5: The Influence of Cross-Modal Interaction of Perceived
Rendering Quality Thresholds describes the study on auditory influence on perceived rendering quality threshold for static images.
• Chapter 6: Beat Rate Effect on Frame Rate Perception provides
evidence of cross-modal interaction and the potential of utilisation of auditory influence on temporal visual perception for rendering enhancement.
• Chapter 7: Exploiting Audio-Visual Cross-Modal Interaction demonstrates the difference in perception of slow and fast animations. Additionally, the influence of the related auditory effects on visual perception is
examined and results are presented.
• Chapter 8: Conclusions and Future Work concludes the thesis and
gives some directions for potential future work.
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CHAPTER 2

Human Sensory System

Humans are constantly surrounded by multi-modal stimuli, both relevant and
irrelevant. In order to interpret an environment - its content and/or relationships between its elements, we use our external senses: vision, audition, smell,
taste, touch, temperature, proprioception and the vestibular system, etc. In addition, the internal senses, e.g. memory, imagination, thirst, hunger, fatigue, etc.
are used for informing us about changes within our body. Our sensory organs
receive the physical stimulation, which is then transformed into neural signals,
and finally interpreted by the brain. However, it is not only the reception of
inputs that creates perception. Due to the internal factors, a significant amount
of preprocessing and reprocessing is required in order to get the complete perceptual output. This chapter will cover the basics of vision and audition, and
the most relevant limitations, including attentional and perceptual shortcomings,
that might be utilised in computer graphics for enhancing auditory and visual
rendering.
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2.1 Human visual system
The human visual system (HVS) is a complex system responsible for receiving
the light from the environment, transmitting it through the visual pathways
and processing it in the visual cortex. Due to its high importance in computer
graphics, the main aspects of the anatomy and functionality of the HVS will be
explained in this chapter. More details can be found in [Roo02, BS06, Kai11].

2.1.1 The anatomy of the HVS
The HVS comprises three major parts: the eye, visual pathways and visual cortex.
Each part has its own functionality and relies on the functionality of the other
two.

The eye
The human eye is the external organ of the HVS, and it functions as an interface
to the outer world, see Figure 2.1.
It has a nearly spherical shape and a diameter of approximately 24mm. The
outermost layer of the eye is the sclera, whose major function is to protect the
eyeball. The layer below is the choroid, which nourishes the eye cells. The
innermost and the most important layer - the retina, captures the light and
initiates the signal transmission.
The front, transparent, bulged part of the eye is called the cornea. When
light passes through the cornea, it enters the lens through a small opening called
the pupil. The size of the pupil is mostly determined by the incoming amount of
light. The size is controlled by the two sets of muscles, one for decreasing and one
for increasing the opening. The size of the pupil also affects the depth of field,
similarly to the aperture size in photography. The pupil opening leads to the

10
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Figure 2.1: The human eye. From [Bri11b]

crystalline lens. The lens is a transparent structure, about 9mm in diameter and
4mm in thickness. Along with the cornea, its function is to refract the incoming
light, focusing the light beam onto the retina. The lens can change its shape in
order to change the focal distance and focus on an object at a certain distance.
This process is called accommodation [BS06].

The retina
The retina is made of the same tissue as the brain and it represents the
extension of the central nervous system. The retina itself is comprised of a few
layers, but the focus will be kept only on the layer consisting of the photoreceptor
cells. There are two types of photoreceptors in humans: rods and cones, sensitive
to wavelengths from about 400 to 700 nm, see Figure 2.2.
In each eye there are about 5 million cones and 100 million rods. The cones
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Figure 2.2: The electromagnetic spectrum with visible wavelengths. After [Kai11]

are responsible for colours and they are mostly concentrated in the fovea, a small
region of the retina with the highest visual acuity. There are three different types
of cones (L, M and S-cones), each absorbing different wavelengths, corresponding
to red (564nm), green (534nm) and blue (420nm) respectively, see Figure 2.3.
The rods, on the other hand, are mainly sensitive to light and benefit vision
in low light conditions. The rods are concentrated around the fovea and their
density decreases towards the periphery of the eye, see Figure 2.4.
The photoreceptors are connected to the ganglion cells, which transmit visual
information from the retina to the visual cortex in the brain. The place where
the blood vessels enter the eye and where the ganglion cell axons exit the eye
forming the optical nerve is called the optic disc. The optic disc contains no
photoreceptors and therefore, creates “the blind spot”.

The visual pathways
The main objective of the eye is to capture the light. This light is transformed into
neural signals and transmitted to the brain. Each eye has its own optic nerve
constructed from the axons of the ganglion cells. The nerves exit the eyeball
through the optic disc. After approximately 5cm they meet at the place called
optic chiasm, where some fibers cross (contralateral fibers) and some remain on
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Figure 2.3: Rods and cones normalised spectral sensitivity. From [Sch06].
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Figure 2.4: Rods and cones distribution across the retina. After [BS06].
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the same side of the brain (ipsilateral fibers), see Figure 2.5.
VISUAL PATHWAYS
occipital
lobe

image

optic nerve
left side
of brain

left eye

optic
chiasma
right side
of brain

occipital
lobe

right eye

optic nerve

object

Figure 2.5: The top projection of the optic nerves stretching from the eyeballs to
the visual cortex. From [Bri11c]

From the figure we can see that the information from the right visual field,
falling on the left side of both eyes’ retinas, will be carried and processed by the
left hemisphere of the brain, and the information from the left visual field, will
be transmitted and processed by the right hemisphere.
The visual cortex
The visual cortex is the main part of the brain responsible for the interpretation
of the information coveted from the retinal input. It is comprised of several cortical areas: the primary visual cortex (V1), V2, V3 ,V4 and V5. Each area has a
specific function for e.g. contrast and orientation detection, motion recognition,
pattern recognition, etc. Besides the visual cortex, there are other parts of the
brain that contribute to human vision. One such part is the superior colliculus,
which represents a primitive visual area, capable of detecting if the eyes see something, but not what that actually is. This area also receives auditory information
from the ears, if it originates from the same location where the visual stimulus is
14
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detected, increasing the perceptual experience. Therefore, these cells are called
the multisensory cells.

2.1.2 Visual perception
As mentioned earlier, the highest concentration of the photoreceptors in the eye
is in the foveal region. Consequently, this region has the highest visual acuity,
and moving further from the fovea the acuity rapidly decreases. The phenomenon
of the foveal vision is also known as the internal spotlight [Jam90, HB89]. The
area of the foveal vision covers only 2 degrees of the visual field. This low angular
sensitivity is compensated by the rapid eye movements called saccades. These
movements are extremely fast (up to 600 degrees per second) and last from 10
to 100ms. However, most of the viewing time is spent on fixations, whose length
ranges from 150 to 600ms.
Human perception is rather complex and helps guide the cognitive aspect of
seeing. It is constructive and content dependent, grouping things together and
looking at the elements with regards to their surrounding features, giving sense
to what is observed. Visual perception can be divided into two parts: spatial and
temporal perception.

Spatial visual perception
As described in [BS06], there are three stages in seeing things: detection, discrimination and identification. When we need to detect if a mug is on the table,
we use the first, lowest level process - detection. If we need to distinguish the
blue mug from a set of mugs, we need to use discrimination. Furthermore, if we
need to find a specific mug, we use a process of identification. However, all these
processes happen very quickly and automatically, without us being aware of it.
In order to perform the process of identification, our brain needs to process the
15
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input information and provide a feedback which initiates our reactions.
Wavelength sensitivity
Spatial acuity
400nm - 700nm
visual angle of 1 minute [BS06]

Temporal acuity
26Hz [FN05]

Table 2.1: The basic properties of the human visual system.
Spatial perception highly depends on visual attention (discussed in Section
2.3). However, there are some other factors, such as spatial frequency, which
might influence the perception [LM00]. In computer graphics, the spatial frequency is particularly important, as it directly affects the level of details or the
image sharpness. In humans, a visual angle of one minute is the threshold of
spatial visual acuity, see Table 2.1.

Temporal visual perception
Numerous stimuli that we are exposed to on a regular basis, such as TV, computer
and mobile displays, cinema, etc., are not continuous. They display visual content
at certain rates called temporal frequency (also called just frequency or frame
rate). For example, the standard cinematic frame rate is 24 fps (frames per
second), standard TV frequency is 25 fps, HDTV works at 50 or 60 fps, while
video games use even higher frame rates. Although the threshold of the temporal
visual sensitivity has been shown to be 26Hz [FN05] (see Table 2.1), we perceive
these stimuli as continuous thanks to the phenomenon called the flicker fusion.
The reason for this is the persistence of vision, which is the ability of the retina to
retain an image for a period of 1/20 to 1/5 a second after the exposure [Rog25].
The continuous appearance of the stroboscopic display, also called the apparent motion, where two or more distinct flashing stimuli are perceived as one
dynamic stimulus, is explained in [SD83, AA93, SPP00, Get07]. Alterations in
visual appearance over time can affect some other aspects of visual perception.
16
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According to Bloch’s law, for example, the duration of the stimulus can affect
the perception of brightness, even for stimuli with the same luminance [MMC09].
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2.2 Human auditory system
Sound is a perceptual experience caused by disturbance in air pressure, that
results in the physical energy. In order to audible it requires a sound source
and a perceiver [BS06]. Unlike the eyes, that can be shut to block incoming
light, our ears are constantly exposed to sound. A sound can differ in many
properties, such as location, loudness, rhythm, complexity, duration, etc. It is
an important modality which helps us to learn about an environment and to
identify surrounding objects and their features. It provides both cognitive and
affective information. Furthermore, it has its visual component, resulting in an
image creation in our mind[BS06].
This section presents the basic properties of sound, sound perception and the
human auditory system. More details can be found in [Moo82,Yos00,Alt04,BS06].

2.2.1 Sound properties
Physical properties
Every sound is created by mechanical oscillations of an object in elastic medium,
such as gas, liquid or solid. These oscillations increase pressure in a medium
and compress molecules which start to vibrate and transfer the vibration to
surrounding molecules. This results in a wave creation, see Figure 2.6.
A simple sound can be represented as a sine wave or a sinusoidal vibration,
see Figure 2.7. This type of sound is also called a pure sound and is heard rather
rarely in nature. The sinusoid is characterised by three properties: frequency,
starting phase and amplitude.
Frequency Every sinusoidal oscillation has two extremes called compression
and rarefaction. The two, on a sine wave, are the top and the bottom peaks
of the wave respectively. The distance between two successive compressions or
18

CHAPTER 2. Human Sensory System

19

Amplitude

Max pressure

Min pressure

Refraction

Compression

Source

Figure 2.6: An illustration of wave creation: The number of molecules displaced
by a vibration determines the amplitude of a sine wave. After [Alt04].

refractions is called the sound wavelength (λ). When a wave passes through both
peaks and comes to its initial position, it has completed one cycle. The number
of cycles that a wave passes through in a certain time is called frequency. In
theory, humans can hear frequencies from 20Hz (20 cycles per second) to 20KHz
(20,000 cycles per second), see Table 2.2. However, in practise, the frequency
range of most humans is between 35Hz to 17KHz, which decreases further with
aging. The time of one cycle is called period (Pr). The relationship between
frequency and period is given in equation 2.1.

f=

1
Pr

(2.1)

The speed of the wave propagation through a medium, called the speed of
sound (c), affects the wavelength and can be represented as:

λ=

19

c
f

(2.2)
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Figure 2.7: Sinusoidal representation of a wave: After the string is released,
molecules bump into each other, creating a compression. Subsequently, the string
moves inwards pulling the molecules away from each other - rarefaction. Inspired
by Figure 2.1 from [Alt04].
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Frequency
Vertical spatial
Horizontal spatial
Temporal
sensitivity
acuity (elevation)
acuity (azimuth)
acuity
◦
◦
20Hz - 20kHz angle of 0.97 [PS90] angle of 3.65 [PS90] 89.3Hz [FN05]
Table 2.2: The basic properties of the human auditory system.
Phase is relative difference in starting points of the cycles of two sound waves.
If two waves start their cycles at the same time, they are in phase. Since one
period corresponds to one full circle, phase is measured in degrees. Therefore, a
sine wave which is late for half of the period has the phase of 180◦ , while the one
which is late for a quarter of a period has the phase of 90◦ , see Figure 2.8. Some
other sounds, called periodic sounds, could also have this repetitive feature, and
therefore a phase can be defined for them.

45º
0º

90º
135º
180º

225º

360º
315º
270º

Wave in phase
Wave 90º out of phase

Figure 2.8: Two sound waves: The first wave is in phase; the second wave is 90◦
out of phase. After [Alt04].

Amplitude represents the intensity of a vibration. The more molecules that
are displaced, the higher the amplitude is. On the sinusoidal representation,
amplitude is the difference between the maximum height (crest) and the depth
(trough) of the wave.
Although pure tones exist, we are far more often exposed to complex sounds
in environments. These sounds cannot be represented by a single sine wave, and
they are rather irregularly shaped. If we combine two tones with slightly different
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frequencies, the resultant sound wave will look like that shown in Figure 2.9.
The wave looks as if it was a single sine wave with changing amplitude. Such a
stimulus is called a beating sound, and it is perceived as a tone whose loudness is
beating. However, this must not be mistaken with the beat used in music, which
represents a basic time unit of a piece. In this thesis, the term beat will be used
as in music.
w1

t

w2

t

w1+w2

t

Figure 2.9: Wave interference: w1 and w2 interfering waves; w1+w2 resultant
wave.

Complex sound waves can be decomposed into a series of sine waves with
specific frequencies, phases and amplitudes using Fourier analysis. This analysis
is used primarily in Digital Signal Processing (DSP) and is beyond the scope of
the thesis. More details can be found in [Smi97].

Perceptual properties
The physical properties of a sound can be measured and controlled, but nonetheless, the same sound can be perceived differently by different individuals. This
is because the perceptual properties are subjective and require psychophysical
evaluation. The components that influence sound perception include: loudness,
pitch, harmonics, timbre, rhythm, sound envelope and speed.
Loudness There are various parameters that can influence loudness percep-
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tion. The human ear is not equally sensitive to different frequencies (Figure 2.10),
and therefore tones presented at 100 Hz, 52 dB; 1000 Hz, 40 dB; and 4000 Hz, 37
dB are perceived as equal in loudness [Yos00]. This phenomenon is called equal
loudness principle. Another factor, influencing the loudness perception is the
auditory masking. If a tone at 1000 Hz is masked by a broadband noise, which
is a sound perceived as equally loud at all frequencies, its hearing threshold will
be shifted for 40 dB. Finally, the duration of the exposure to a tone modifies
its loudness perception. This phenomenon, where a sound loudness level is perceived as lower by the time being presented, is called the loudness adaptation.
This happens because our auditory system automatically adjusts to the noise
level in order to protect itself.

Response (dB)

+10
0
-10
-20
-30
20

50 100 200

500 1K 2K

5K 10K 20K

Frequency (Hz)

Figure 2.10: Response of the human ear to different frequencies. Inspired by
Figure 2.3 from [Alt04].

Pitch is a relative, perceived tonal lowness or highness of a sound, mostly defined by frequency. Frequencies can be divided into three groups: low, midrange
and high. For a pure tone, the higher the frequency, the higher a pitch is perceived. However, a complex sounds, such as a note played on a piano, comprises
of one predominant frequency called the fundamental frequency or the first harmonics and its resonant frequencies - harmonics. However, if we remove the
fundamental frequency, we will still perceive the same pitch.
Timbre is a sound feature that defines the tone colour. A sound with the
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same pitch, duration and loudness can have different timbre. For example, the
same tone played on a piano, guitar or a trumpet will have a distinct sound.
Sound envelope is another factor that influences the timbre of a sound. It is
usually represented with three or four stages, see Figure 2.11. Attack is the way
a sound is initiated by the sound source. Initial decay follows the attack and is a
slight decrease in the sound intensity. Sustain is the stage of a relatively constant
dynamics of the audio. After the sound source becomes inactive, the sound starts
to diminish. The time from that point until complete silence is termed release or

Amplitude

decay.

Attack

Initial
decay

Sustain
Envelope

Release
(Decay)
Time

Figure 2.11: Sound envelope components: Attack, Initial decay, Sustain and
Release (Decay).

Rhythm Any music can be divided into 2 components: melody and rhythm.
Both of them are highly important for “communication” via this medium. Rhythm
in music refers to the temporal patterning of sound, and involves beat (pulse),
pace (beat rate, tempo) and pattern. It can exist without melody and can be
found in a number of contexts, such as heart beat, walking, speech, drums, etc.

2.2.2 Peripheral auditory anatomy
The Human Auditory System (HAS) comprises three parts: the ears; the auditory
nerves; and the brain. The ear consists of the outer ear, middle ear and inner
ear, see Figure 2.12. In this subsection the functionality of hearing in humans

24

CHAPTER 2. Human Sensory System

25

and the ear’s anatomy will be briefly explained. More details can be found in
[Moo82, Yos00, Alt04, BS06].
semicircular canals vestibular
vestibule apparatus
temporal bone

vestibulocochlear
nerve
cochlea

helix

auricle

oval window
round window
tympanic membrane
auditory ossicles
tragus
lobule

external auditory canal
outer
ear

eustachian tube
middle
ear

inner
ear

Figure 2.12: The anatomy of the human ear. From [Bri11a].

Outer ear
The outer ear is the visible part of the ear. The most noticeable, a shell-like part,
is the pinna. The pinna is mostly used for sound localisation. It differs in shape
amongst individuals, and therefore, each individual hears each sound differently.
A sound, reflected off of the pinna, is further channeled down the ear (auditory)
canal. The ear canal is around 7mm in diameter, with its resonant frequency
around 3,000Hz. Hence, the highest sensitivity at this and nearby frequencies.
The ear canal ends with the tympanic membrane, which transmits the incoming
vibrations to the middle ear.
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Middle ear
The middle ear is an air-filled chamber, which connects the outer and the inner
ear. On one side, the tympanic membrane closes the “entrance” to the middle ear.
Similarly, another tiny membrane, called the oval window, separates the middle
ear from the liquid-filled inner ear. The three smallest bones in the human body,
called ossicles, bridge these two membranes. The liquid in the inner ear produces
more resistance to the wave movement than the air, because of its higher molecule
density. Therefore, the ossicles, besides transmitting, also amplify the vibrations
from the outer ear into the inner ear. The ossicles consist of three bones: hammer
(malleus), anvil (incus) and stirrup (stapes). The hammer is attached to the
tympanic membrane and its vibrations are initiated by the membrane movement.
The anvil is further bound to the hammer by ligaments. The last one in the
chain is the stirrup, whose footplate is lying on the oval window. In order for the
middle ear to function correctly, the air pressure must be equal to the atmospheric
pressure in the ear canal. The mechanism for the pressure equalisation is provided
by the Eustachian tube, the small canal connecting the middle ear and the throat.
Another important mechanism, embedded into the middle ear is the acoustic
reflex. Its function is to dampen the sound level entering the inner ear. The
acoustic reflex includes two tiny muscles: the tensor tympani, attached to the
eardrum; and the stapedius, attached to the stirrup. When the ear is exposed
to a high level of noise, these two muscles contract, stiffening the eardrum and
reducing the movement of the stirrup.

Inner ear
The inner ear consists of few parts and two major functions: maintaining the
balance and orientation in space; and frequency and intensity analysis. The
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first function is achieved through a specialised sensory system called semicircular
canals. The three liquid-filled, “looped” canals behave as an accelerometer, used
in vehicles, navigation and other engineering systems. It also helps us to maintain
the fixation on an object of interest while moving our head in any direction.

Figure 2.13: Illustration of the human cochlea.

The other part of the inner ear, responsible for hearing, is the cochlea, see
Figure 2.13. The cochlea is spiral shaped and comprises of three chambers:
vestibular canal, cochlear duct and tympanic canal. The first and the last are
connected at the end (a place called the apex). The vibrations from the middle
ear are transmitted through the oval window, located at the base of the vestibular
canal. At the base of the tympanic canal there is another tiny membrane, the
round window, that compensates the pressure caused by the inward movement of
the oval window. The cochlear duct is a separate chamber, containing a different
type of liquid. It is separated from the tympanic canal by a basilar membrane.
On top of the basilar membrane there is a structure named the Organ of Corti,
which contains the receptors - hair cells - and transforms the fluid vibrations into
neural impulses. There are two types of hair cells: inner hair cells (IHC) and
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outer hair cells (OHC). Although the OHCs are more numerous (around three
times), 95% of the auditory nerve fibers are attached to the IHCs. A vibration of
the oval window creates a travelling wave along the basilar membrane. Depending on the wave frequency, it reaches its peak at a certain distance displacing
the basilar membrane which stimulates hair cells at that location, resulting in
a tone perception. The relation between the frequency and the length of the
basilar membrane is called tonotopic organisation. The same principle applies to
the intensity of a sound. The higher the intensity, the higher the amplitude of
the travelling wave, and the stronger the hair cells stimulation. The neural information from both ears is further carried by the auditory nerve to the auditory
cortex.

2.2.3 Auditory perception
In our everyday life, we are constantly exposed to sounds, which are being processed by the brain whether we listen to them or not. There are two major
elements of sound that we are interested in, when listening: meaning - what
we hear; and location - where is it coming from. Hearing sensitivity, auditory
processing and localisation will be briefly explained below. More details can be
found in [Moo82, PISI00, Tsi07, RS08].

Spatial hearing and localisation
Although both sound and light are omnidirectional, our auditory system can
receive information from all the direction around. This is different from our
visual system. However, the HAS has mechanisms to filter certain sounds and
localise them in space. The former is called auditory masking or the cocktail
party effect, and it allows us to pick out and listen to a single sound in a noisy
environment [Moo82]. However, sometimes fragments from these sounds could
28
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be missing, without any perceivable effect to a listener. This is possible due
to the continuity illusion phenomenon [KT02]. There are two important sound
characteristics that influence the auditory localisation: spectral bandwidth and
intensity [RS08]. The broader the bandwidth and the louder the sound is, the
better our ability for sound localisation. The main factors that affect sound
localisation are: binaural and monaural cues, reverberation and inter-sensory
interaction.
Interaural intensity difference (IID) is one of the binaural cues for sound
localisation. Depending on the azimuth of a sound source, each ear receives the
sound at a different intensity level, except for the sounds originating directly
ahead or behind us, see Figure 2.14. This cue is stronger for the higher frequencies, since the wave length of the low frequencies are longer than the diameter of
the head, which, in that case, does not impede the waves.
Interaural time difference (ITD) is a similar cue to the IID, where one ear
receives the sound slightly earlier than the other, see Figure 2.14. Similarly to the
IID, the highest difference - around 700 µsec occurs when the sound originates
from the side of the head.
Although being a powerful tool for sound localisation, binaural cues do not
provide sufficient information about the sound source elevation. Monaural cues,
however, can provide us with that information using head-related transfer functions (HRTFs). As the sound travels it reflects off the head, body and pinna.
During these reflections some of the energy is lost which leaves the sound spectrum suitable for sound localisation. In certain ambiguous positions, such as from
ahead or from the behind of the head, where the IID and ITD are the same, head
movement breaks the symmetry and resolves the confusion.
Another important element of sound localisation is distance perception. This
ability evolved as we had to know if a prey or a predator is nearby or far away.
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Figure 2.14: Bianural cues: Interaural Intensity Difference (IID) and Interaural
Time Difference (ITD).

When listening to a sound indoors, we rely on the reverberation. However, this
cue is missing in outdoor environments, and it is substituted by sound intensity and movement of the sound source. Although this can be useful in sound
localisation, it behaves rather poorly for unfamiliar sounds.
Despite these localisation techniques, the spatial auditory resolution is very
limited. According to Perrott and Saberi, the minimum vertical audible angle
without change in elevation is 0.97◦ and the minimum horizontal audible angle
without change in azimuth is 3.65◦ [PS90]. This makes hearing substantially
weaker than vision in spatially related tasks. However, the temporal resolution
of the HAS is rather high compared to the HVS, and according to Fujisaki et al.
it is 89.3Hz [FN05].
Inter-sensory aspects of perception will be explained in Subsection 4.1.
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Temporal auditory processing
Temporal auditory processing can be divided into temporal integration and temporal resolution. Temporal integration is the ability to integrate acoustic features
of a particular sound over time. It has been reported that for humans this time
varies between 50 and 200ms [RS08]. One example of temporal integration is
a forward masking paradigm. If the observer is presented with two sequential
sounds, his/her ability to detect the second stimulus will depend on the duration
of the first one. This happens because of the adaptation to energy at the frequencies present in the first sound (masker). Additional parameters that influence the
masking intensity are: intensity and duration of the masker, duration of the interstimulus interval, duration of the second stimulus (target), the onset interval
between the masker and the target (duration of the masker plus interstimulus
interval) and interstimulus interval plus duration of the target.
Opposite to temporal integration is temporal resolution, which is the ability
to resolve time. Using experiments to measure the ability of gap detection in a
sound, it has been shown that humans can detect a silent period lasting a few
milliseconds [RS08].
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2.3 Attention and Perception
There are three stages in human sensory information processing: sensation, perception and cognition. Sensation is the physical stimulation of the sensory organs.
Perception is a set of processes by which we deal with the information sensed in
the first stage. Cognition is the most complicated stage in which the information
has been fully processed and possibly used for learning, decision making, storing
into memory, etc. [MGKP08].
William James in his book The Principles of Psychology speaks about atention: “Every one knows what attention is. It is the taking possession by the mind,
in clear and vivid form, of one out of what seem several simultaneously possible
objects or trains of thought. Focalization, concentration, of consciousness are of
its essence. It implies withdrawal from some things in order to deal effectively
with others, and is a condition which has a real opposite in the confused, dazed,
scatterbrained state which in French is called distraction...”. In his other book
Psychology he defines perception as “the consciousness of particular material
things present to sense” [Jam92]. Research in psychology has considered the perception of individual senses separately, and across different modalities. Although
the understanding of the perception of individual senses is crucial, in reality, we
are rarely exposed to a stimuli affecting solely one modality. Instead, few or all
of the senses are stimulated simultaneously, where even if one modality “fails”,
the information is received and processed unmistakably, due to the cross-modal
integration, see Section 4.2. Additionally, stimulation in one sensory modality
can affect the perception in other. This will be discussed in Section 4.1.
Perception can also be affected by other factors, e.g. by user’s beliefs and
experience, or by value and need. This was described in 1947 by Jerome Bruner
and initiated a movement later named “new look in perception” [Pyl06]. This
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paper inspired hundreds of experiments, which proved that e.g. poor children
perceive coins as bigger than rich and that a hungry person is more likely to see
food.
Our senses are exposed to a number of different stimulations at almost every
moment. However, even though they affect our sensory organs, due to attentional
limitations they may never get processed so that we experience them [Jam92].
This mostly depends on our consciousness and the focus of the senses and
our mind, which is called attention. It can be described as a filter to perception,
which helps us to process only relevant information and ignore the rest. The
attention can be: completely concentrated, where even the body injuries can
remain unnoticed due to the extreme focus of interest; dispersed attention, where
the mind is emptied and a person is thinking of nothing - we look and listen but
none of what we “see” and “hear” is being absorbed and processed; and the
attention that is between these two extremes [Jam92, Jam90]. Depending on the
intent, the attention can be intentional, endogenous, top-down attention, where
the observers voluntarily orients attention towards a spatial location relevant to
the task or action they are undertaking; and unintentional, exogenous, bottom-up
attention, in which it is involuntarily captured by a certain event [The91].

2.3.1 Attentional capture
The endogenous attention is selective, which means that we are able to focus
our attention in order to process some stimuli more than other. Additionally,
Pashner characterised attention capacitively limited and effortful [Pas99]. The
latter means that continuous processing of an even stimulus, even if it is enjoyable,
may lead to a fatigue. An example of the endogenous attention is seen in the
inattentional blindness phenomenon, firstly introduced by Mack and Rock, which
demonstrates the inability to detect salient objects in the centre of our gaze, when
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performing a task irrelevant to the distracting object [MR98]. In the experiment,
participants were asked to judge the size of the arms of a cross briefly presented on
a computer screen. The majority of the participants failed to notice unexpected
objects appearing on the screen along with the cross. The research was extended
with more natural displays by Simons and Chabris in 1999, confirming the same
hypothesis [SC99].
The exogenous attention is mostly attracted by a salient objects or their
salient features, or by a sudden motion [Yar67, IK01, Sch01]. This means that
if there is a red ball on the white background, our gaze will be shifted towards
it, or if in the static display an objects starts moving, our attention will unintentionally move towards the moving object. According to Koch and Ullman,
exogenous visual attention depends on colour, intensity, orientation and direction of movement, which form topographical, cortical maps called feature maps
[KU85]. These maps combined form a saliency map, which can be used to predict the areas of an image which have the highest probability of attracting users’
attention. Itti et al. developed a computer implementation of the model for
static images [IKN98, IK00, IK01]. An extended version of the framework using
Aleph map, which includes the temporal component, was developed by Yee et al.
[YPG01].
Neither of the two attentions is constant and they change over the time. Shifting the visual attention, is a particularly important process, as it can significantly
affect our visual perception. There are two types of visual attentional shifts: overt
and covert shift. If the visual attention is shifted by the eye movement, where the
object of interest falls in the foveal region of the eye, the overt attention is used.
On the other hand, if we do not require a high level of acuity, we can shift our
attention without the gaze shift. This process is known as the covert attention.
For a comprehensive overview see [Pos80].
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2.3.2 Attentional resources and limitations
As mentioned earlier in this section, our attentional capacity is limited. This
means that an attentional pool exists, which, once it gets saturated, cannot receive any further information. However, researchers are not sure on which level
this pool operates. There are two parallel, though opposed views on the matter. The first one claims that these resources are inter-modal, shared between
modalities, and the second that resources are individual, intra-modal, where each
modality has its own attentional pool. However, there are number of parameters affecting the evaluation of this kind, such as detection versus discrimination
paradigm and forgetting in short-term memory [MW77].Furthermore, there is an
example of how cross-modal attentional links depend on type of attention, such
as covert versus overt and endogenous versus exogenous attention [DS98]. The
authors show that shifts of covert attention in one modality induce the attentional
shift in other modalities. Similar results can be found in [SM04].

Inter-modal
Some models of attention impose that our attention operates on a global level and
is not divided across multiple senses. This means that the performance of a task
requiring attention for one modality will be affected by concurrent task in some
other modality. For example, speaking on the mobile phone can disrupt the car
driving performance, due to the attention diversion [SJ01]. Additionally, there is
a difficulty in attending to different locations in the two modalities, e.g. when the
audio originates from the left hemisphere and video from the right hemisphere,
and vice versa [DS94]. They used recorded audio, played from either left or
right side, with active (synchronous lip-movement) and passive (meaningless lip
movement) on either same or opposite side of the audio. The same authors

35

CHAPTER 2. Human Sensory System

36

showed that the further the positions of auditory and visual stimuli are, the
easier it is to selectively attend to a particular modality [SJD00]. These findings
do not explicitly prove the existence of a supramodal attentional systems, but
they rather indicate that a spatial link between visual and auditory attentional
systems exists.

Intra-modal
On the other hand, Alais et al. in a research dealing with attentional resources
for vision and audition [AMB06], claim that there is no attentional dependencies between modalities, at least for low-level tasks, such as discrimination of
pitch and contrast. In their experiment, they showed that there was no significant difference in performance between single stimulus and multi-modal dual
task. Nevertheless, when two tasks within the same modality were assigned, the
performance was significantly reduced, which indicates that there might be some
attentional limitations within the modality when performing a dual task. Similar
results can be found in [AAR72, BH98, DMW97, BA06].
A possible reason for different findings in these two groups might be the
way the experiments were set up. In the first group ([DS94, SJD00]) subjects
were directing attention to different spatial locations, while in e.g. [BA06], the
attention was distributed across the entire sensory field, with as little change in
spatial location of the stimulated regions as possible.
When observing visual and spoken letters presented simultaneously, there is
no significant difference in performance when both letters along with the modalities must be reported or when either visual or auditory letter has to be reported
regardless of the modality [LMBB03]. Additionally, the modality confusion is
often experienced, where spoken letter is reported to be seen or visual letter to
be heard.
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2.4 Summary
This chapter provided an overview of the HSS, attention and perception. The
anatomy of both HVS and HAS was briefly presented, followed by the perceptual
factors in both spatial and temporal domains. Additionally, sound properties
were presented. These concepts are important for the better understanding of
the following chapters. In this chapter the different types of attentional captures
and shifts have been described, and their implications have been discussed. Furthermore, the attentional limitations were explained, presenting the concepts of
inter-modal and intra-modal attentional models.
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High-Fidelity Rendering

Figure 3.1: Physically-based rendering examples: images rendered using Path
tracing method (courtesy of Piotr Dubla) (top left and bottom right); an image rendered using Radiance rendering package [War94] (top right); an image
rendered using Mental Ray (courtesy of Jassim Happa) (bottom left).

Rendering is the process of digital image generation from a description of 2D
or 3D virtual space. This description generally comprises geometry, materials,
lighting properties and camera attributes. Rendering can be divided into two
major groups: physically-based and non-physically-based rendering. The former,
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considers physical material properties and calculates light emission and propagation through an environment, taking into account light contribution not only from
light sources, but from the whole environment, including indirect contribution,
see Figure 3.1 for an example. The latter is an approximation of the physicallybased approach, generally used in applications where reproduction of the real
world is not required, or when higher interactivity, and thus higher rendering
speed is needed, see Figure 3.2.

Figure 3.2: Non-physically-based rendering: design concepts (left and middle)
and cultural heritage virtual reconstruction example (right).

Since our attention and sensory system are limited (see Chapter 2), there is a
threshold above which any rendering quality improvements remain imperceptible.
Images that are rendered at this quality level are called high-fidelity images. This
is further discussed later in the thesis.
Using high-fidelity rendering, typically based on physically-based quantities,
it is possible to reproduce real-world effects such as soft shadows, colour bleeding, caustics, etc. However, these elements increase the rendering time, making it rather impractical for real-time interactive applications. Therefore, some
methods use pre-computation, for calculating complex lighting effect offline, for
which results are then combined with the real-time rendering, thus producing
a high-fidelity outcome interactively. However, this can be used only for static
environments, where neither light sources nor objects change.

39

CHAPTER 3. High-Fidelity Rendering

40

In this chapter, the basic concept of rendering will be covered, including
radiometry, light reflectance models and light transport. Subsequently, rasterisation and ray tracing will be explained, followed by the rendering methods used
for the generation of the test stimuli discussed in Chapters 5, 6 and 7.

3.1 Radiometry
Radiometry is the field of study dealing with electromagnetic radiation measurements. For better understanding of the rest of the chapter, basic quantities and
principles from radiometry will be explained.
Radiant flux is the amount of energy that passes through a surface in a unit
of time. It is usually signified as Φ, and its unit is

J
s

(Joules per second) or W

(Watts).
Irradiance (E) is the radiant flux passing through a unit area. It is measured
in

W
.
m2

Irradiance at a point on a surface is calculated as [DBBS06]:

E=

dΦ
.
dA

(3.1)

The same equation is used for calculating radiosity, which is a common quantity in radiosity rendering algorithms.
Intensity is the flux density per solid angle, where solid angle describes the
area on the unit sphere covered by the projection of the observed object. Solid
angle is measured in steradians.
Radiance (L) is the flux density per unit area per unit solid angle [DBBS06]:

L=

d2 Φ
dωdAcosθ

(3.2)

From this, it is possible to derive the relations between those quantities. Ir-
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radiance at point p over a set of direction Ω is given by [DBBS06]:
Z
L(p, ω)cosθdω

E(p) =

(3.3)

Ω

where L(p, ω) is the arriving radiance at point p from the direction ω.

3.2 Light reflectance models
Accurate material properties play a major role in the process of digital image
synthesis. Every surface has specific characteristics, defining the way it reflects,
refracts and absorbs light. There are two major reflectance components that
contribute the overall reflectance model: diffuse and specular. However, there
are very few materials that can be represented as purely diffuse or specular. The
glossy component is a combination of the two, see Figure 3.3.
N

N

N

Figure 3.3: Light reflectance: diffuse (left), specular (middle) and glossy (right).

An accurate mathematical representation of the reflectance model is given by
the bidirectional scattering distribution function (BSDF). This function is composed of two components: bidirectional reflectance distribution function (BRDF)
and bidirectional transmission distribution function (BTDF). However, the majority of materials can be represented using only BRDF, which is an approximation of the BSSDF (Bidirectional surface scattering reflectance function) that
includes phenomena such as subsurface scattering. This function defines how
much radiance leaves a surface from point p in the direction ω0 , as a result of
41

CHAPTER 3. High-Fidelity Rendering

42

incident light falling at the same point from the direction ωi [PH10], see Figure
3.4.
N
ω0

ωi

θi

p

p

Figure 3.4: The bidirectional reflectance distribution function (BRDF). After
[PH10].

The BRDF function fr is defined by:

fr (p, ω0 , ωi ) =

dL (p, ω0 )
dL (p, ω0 )
=
dE (p, ωi )
L (p, ωi ) cosθi dωi

(3.4)

There are two common properties for BRDFs: reciprocity and energy conservation. The former assumes that for each pair of directions ω0 and ωi , fr (p, ωi , ω0 ) =
fr (p, ω0 , ωi ), whereas the latter says that the total amount of the reflected light
from point p is less than or equal to the energy of the light received at the same
point.

3.3 Light transport
The mathematical model for physically-based rendering calculation was first presented by Kajiya [Kaj86]. Assuming no participating media present in the scene,
the equation is given by:
Z
f (p, ω0 , ωi ) Ld (p, ωi ) |cosθi | dωi

L (p, ω0 ) = Le (p, ω0 ) +

(3.5)

S2

where L (p, ω0 ) is the reflected radiance on a surface in the point p along the ω0
direction; Le (p, ω0 ) is the radiance emitted from the surface; and
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f (p, ω0 , ωi ) Ld (p, ωi ) |cosθi | dωi is the scattered radiance from point p as a

result of the incident illumination at the point from the other surfaces across the
sphere (S 2 ).
Because of the complexity of the calculation, the rendering equation is not
suitable for interactive dynamic environments, composed of large number of surfaces and light sources. Therefore, a convenient integration technique, which can
approximate the light transport model, needs to be applied. In the following
sections, two popular rendering techniques will be briefly described.

3.4 Rasterisation
For increasing efficiency through parallelism, the rendering process is divided
into stages and forms the graphics rendering pipeline. The pipeline can consist
of various stages, depending on the implementation. A coarse division into three
stages would comprise application, geometry and rasterisation stages [AMHH08].
Rasterisation is the rendering method that uses this pipeline, and its name comes
from the last stage of the pipeline. More detailed and the conventional pipeline
representation is given in Figure 3.5.

Figure 3.5: Traditional rasterisation pipeline.

The first stage in the pipeline is the application stage. The processes usually
implemented in this stage include, for example, collision detection, object and
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camera movements or animations of object models. The external inputs (keyboard, mouse, etc.) are also handled in this stage. As the output, the rendering
primitives, such as points, lines, triangles or similar are passed to the geometry
stage. Since this stage is typically implemented on a CPU, it can be sped up by
adding processor cores.
The first step in the geometry stage is to put all objects in the virtual scene
into one unique coordinate system - world space. Since the virtual camera is
represented as an object in the scene, the origin is then moved to the centre of the
virtual camera - a process called view or camera transform. Subsequently, faces
pointing away from the camera are removed in the stage called back face culling.
In the next stage, lighting is applied to each polygon vertex. Typically, at this
stage only the vertex shading is performed. The quality and time depend on the
lighting model. There are two types of projections: orthogonal and perspective.
The former projection is parallel and the view volume is a rectangular box. The
latter projection is more complex, producing a depth cue by scaling the objects
according to their distance from the camera - the further the object the smaller it
appears. The view volume of the perspective projection is a truncated pyramid.
After this stage, all objects and parts of the objects that are outside of the view
volume are discarded. This process is known as clipping. The primitives that fall
within the view volume are then mapped to the screen (window) coordinates.
Given the transformed and projected vertices with their associated shading
data (all from the geometry stage), the goal of the rasteriser stage is to compute
and set colours for the pixels covered by the object. This process is called rasterisation or scan conversion, which is thus the conversion from two-dimensional
vertices in screen space - each with a z-value (depth-value), and various shading
information associated with each vertex - into pixels on the screen.
Finally, in the rasterisation stage of the pipeline, the data from the geometry
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stage is converted from two-dimensional vertices in screen space into pixels on the
screen. This stage can be further divided into substages, but generally is used for
the per-pixel operations, such as triangle traversal, hidden surface removal using
z-buffer, per-pixel shading, texture mapping and merging.
The presented model is a substantially simplified version of the physicallybased rendering. The fidelity of the resulting images can be increased by implementing additional features, such as global illumination, participating media,
caustics, etc. For an overview see [AMHH08]. Rasterisation is used as Autodesk
Maya default software renderer, with adjustable rendering features and parameters accessible through the graphics user interface (GUI). This renderer was used
for the Kiti scene animation in Chapter 6, see Section 6.2.4.

3.5 Ray tracing
A ray, used in ray tracing methods [Whi80], is an approximation of a photon
stream. There are two general ways of tracing rays: forward and backward.
Forward ray tracing uses the natural way of light propagation - from the light
source through the environment. However, this is highly inefficient as very few
rays reach the camera in a finite number of bounces. Therefore, the opposite
approach has been proposed, where rays are traced from the camera through the
virtual scene, see Figure 3.6. This way there is no wasted computation spent on
traversing rays that do not contribute the final image appearance. Some methods,
such as photon mapping use both forward and backward ray tracing, as discussed
in Section 3.8.
Ray tracing was initially used for hidden surface removal in a form of ray
casting [App68]. This method detects the first ray-object intersection by shooting
a ray from virtual camera through each pixel on the image plane. In classical ray
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Figure 3.6: Backward ray tracing. A ray is shot through a pixel. At the intersection point, the ray is spawned: shadow rays S1 and S2 are shot towards light
sources; reflectance ray R1 is shot off the surface at the calculated angle; transmission ray T1 is shot through the surface. The process is repeated recursively
for R1 and T1.
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tracing [Whi80], the first step is to shoot a ray and check for the intersections
with the scene objects. The closest point of intersection to the virtual camera is
stored. Then, the shadow rays are shot towards each light source to check for the
visibility. If there is an object between the intersection point and light source,
the point is in shadow. Otherwise, the object is shaded. This process provides
the local illumination of the scene. For global illumination, which is the model
that combines both direct and indirect illumination, Monte Carlo techniques have
been developed. Those include distributed ray tracing [CPC84] and path tracing
[Kaj86].

3.6 Path tracing
Path tracing, as defined by Kajiya’s rendering equation (3.5), is an algorithm
for high-fidelity rendering [Kaj86]. In this algorithm, only one random ray is
traced from the camera to its termination. Therefore, there is no ray explosion
as in distributed ray tracing, which reduces the memory consumption. Shooting
only one ray per pixel produces jagged edges, a phenomenon known as aliasing.
Additionally, the resultant image looks grainy. In order to remove those artefacts,
multiple rays are traced through each pixel. Producing noise-free images using
path tracing is computationally expensive. However, the fidelity of the outcome
is extremely high and it is usually used as a referent model for comparison with
other rendering techniques, see Figure 3.7.
Path tracing rendering technique was used for the generation of the animations used in Chapter 7 and for the Rabbit scene in Chapter 6.
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Figure 3.7: An example of path traced image (courtesy of Piotr Dubla).

3.7 Irradiance caching
Distributed ray tracing is an extension of the classical ray tracing algorithm,
used for achieving softer appearance of the resultant image. This method shoots
multiple rays distributed over an interval, e.g. for achieving soft shadows, multiple shadow rays are shot over the light source area. This method calculates the
indirect diffuse component by shooting multiple rays over the hemisphere at the
intersection point. Ward et al. noticed that this component is a continuous function over the space, and that the high frequency variations in the environment
do not affect its appearance as in case of specular or highly glossy components
[WRC88]. Therefore, they introduced the acceleration data structure known as
the irradiance caching, which stores the world space irradiance values for a given
scene. Each time an irradiance sample is required, the cache is first consulted. If
there is another sample calculated within the predefined search radius, the result
is interpolated from it. This speeds up the rendering process by reducing the
number of rays traversed. This data structure is usually represented by an oc-
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tree. The stimuli used in Chapter 5 were rendered using this rendering technique,
see Section 5.2.1. Furthermore, the same technique was used for the rendering of
the Kalabsha scene in Chapter 6.

3.8 Photon mapping
Another popular rendering technique, used for image generation of some of the
test stimuli in Chapter 6 is Photon mapping. Photon mapping is a two-pass
rendering algorithm that solves the rendering equation [Jen01].In the first pass,
rays from the light source(s) are traced and stored into photon map, represented
by a three-dimensional data structure. In the second pass, ray tracing is used
for calculating direct lighting, specular and glossy components. However, for
calculating the lighting on diffuse surfaces, the photon map is first consulted for
caustics or indirect diffuse illumination. For more realistic results, final gathering
is performed for indirect diffuse calculation. Photon mapping is utilised for producing effects such as caustics, diffuse interreflections and subsurface scattering.
Photon mapping is used in the Mental Ray rendering software [Men] found
in Audtodesk Maya. This renderer was used for the generation of the KitiMentalRay, Ball, People and Cars scenes in Chapter 6.

3.9 Summary
This chapter has described the concept of high-fidelity rendering, providing an
insight into radiometry and light transport used in physically-based rendering.
There is a number of rendering systems available, ranging from commercial packages, such as Mental Ray [Men], Maxwell [Nex], V-Ray [Cha], Lux renderer [Fre],
etc. to implementations within game engines (CryEngine 3 [Cry], Unreal Engine
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[Epi], Frostbite Engine [EA ], etc.). However, in this chapter, only the rendering
techniques, which have been used for the generation of the stimuli presented in
Chapters 5, 6 and 7, are discussed.

50

CHAPTER 4

Cross-Modal Interaction

Our senses are almost constantly being stimulated. Furthermore, they are mostly
being stimulated simultaneously. This means that when we talk to someone,
we are not only listening but also looking the lips or the gesticulation of the
speaker. At the same time we smell the environment, feel the temperature, have
a sense of direction and balance, etc. All those senses can be examined solely,
or the interaction and integration between them can be studied. In this chapter
the relationship between vision and audition will be discussed, focusing on both
results from psychology and research in computer graphics.

4.1 Auditory-visual cross-modal interaction in psychology
In Chapter 2 we saw mechanisms and limitations of vision and audition. The
perception and attention were introduced and basic features explained. However,
so far, only individual senses were considered, without an insight on the interaction between different modalities. In this section the cross-modal interaction
between audition and vision is reviewed, and the most important and relevant
findings are explained and discussed.
Our vision and audition do not have the same spatial and temporal sensitivity.
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The temporal resolution of the HVS is found to be lower (26Hz) than for the HAS
(89.3Hz) [FN05]. The synchrony detection between auditory and visual stimuli
was also investigated using psychophysical experiments. The results revealed that
it is not just a temporal lag between stimuli that influences the discrimination
task, but also the temporal frequency. For temporal frequencies higher than
4Hz the synchrony-asynchrony discrimination becomes impossible even when the
lag between stimuli is large enough to discriminate it with single pulses. Above
this frequency the auditory driving effect occurs [GM59, Shi64]. This effect is
described in Section 4.1.1.
These differences in spatial and temporal sensitivities of vision and audition
are the basis of the modality appropriateness hypothesis [HT66, WW80]. This
hypothesis advocates that the modality that is more appropriate for a certain task
will dominate that particular task. In other words, our vision is more accurate
in spatial judgements, while audition dominates in temporal domain. However,
if e.g. auditory stimuli are presented at a constant frequency, the change in the
visual flicker can change the perception of the auditory flutter [WKN03], which
is in collision with the modality appropriateness. The modality appropriateness
hypothesis might be considered as a foundation of many other perceptual studies
in psychology. Furthermore, it has been extensively exploited within computer
graphics [MC04, Mas06], including the work presented in Chapters 6, 7.
Research in psychology has shown that strong cross-modal interactions exist
[GGB05, Rec03, BA06] and that these cross-modal effects must be taken into
consideration when the perception of distinct sensory modalities is investigated
[SS01, SS04].
The auditory-visual cross-modal interaction can be divided in two ways: according to target modality into auditory influence on vision and visual influence
on audition; and according to the domain, into spatial and temporal domains.
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4.1.1 Auditory influence on visual perception
In this section, auditory influence on visual perception is discussed. This is
particularly important as it is directly related to the design and procedures of
the user studies described in the chapters to follow.

Auditory driving effect
The auditory driving was first found in late fifties and investigated ever since
[GM59, Shi64]. Although it is possible to discriminate between different flicker
and flutter rates individually, cross-sensory rate matching proved to be more difficult. Interestingly, the same observers gave better results when comparing the
stimuli successively than when doing the simultaneous comparison [GM59]. Furthermore, if the white light is set to flicker at a certain frequency synchronously
with the audio flutter, then increasing or decreasing the flutter rate it is possible to perceive significant perceptual rise or drop of the flicker rate respectively
[Shi64]. The same author reported that for one observer a flicker rate, initially set
synchronously with flutter to 10 cycles per second, was perceptually decreased
to 7 cycles per second and increased to 22 cycles per second by changing the
auditory flutter rate. This might be utilised in computer graphics by increasing
the beat rate, which should lead to a perceived improvement of the frame rate.
Furthermore, it might be possible to maintain the perceived frame rate when the
real frame rate drops, due to an increase of computational load. Mastoropoulou
et al. studied the effect of music on the perception of frame rate of animated
sequences, which is partially based on this phenomenon [MC04]. However, the
study by Shipley showed that the flicker does not drive the perception of the
flutter rate. The perception of the visual temporal structure is significantly affected by the auditory stimuli, mostly during the encoding phase [GGB05]. This
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is mostly because the human perceptual system encodes the visual temporal
structure using an essentially auditory code.

Illusory flash effect
Another interesting effect of audition on visual perception is the illusory flash
effect. This occurs when a single visual flash is accompanied by multiple auditory
beeps, resulting in perception of multiple flashes [SKS00, SKS02]. Comparison
of the results using this scenario with the ones acquired using multiple flashes
and no sound, shows that the illusory flashes are equal with the physical flashes
and are not induced due to difficulty of the task, cognitive bias or ambiguity of
the visual stimuli. The illusion persisted even when subjects were aware of the
fact that the disc was physically flashing only once. This confirms the robustness
of the phenomenon to different variations in experimental parameters. When
multiple flashes were presented accompanied with a single beep, the perceived
number of flashes was equal to the actual number, which shows that responses
were based on the visual perception. According to the authors, the reason for
this asymmetry lies in the assumption that the modality with the discontinuous
stimulus can alter the perception of the modality with the continuous stimulus,
much more easily than vice versa.

Temporal ventriloquism
Led by the fact that visual dominance over audition in spatially oriented tasks,
e.g. the ventriloquism effect [HT66], is due to the higher acuity of vision, Recanzone conducted a series of experiments in order to find the analogy in the
temporal tasks, where the superior temporal acuity of audition should dominate
over the vision in multisensory stimulations [Rec03]. He showed that humans
have better ability to judge temporal rate using auditory rather than visual cues.
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Additionally, he showed that audio as a distracter has a clear influence on visual temporal rate perception. Moreover, this effect persisted after a period of
20 minutes, confirming the existence of the auditory-driven aftereffect, which
means that a shift in the visual temporal rate existed. Other parameters were
tested in this study: auditory origin location, intensity and spectral bandwidth.
None of the conditions influenced the effect of auditory stimulus on perception
of temporal rate in the visual domain.
As visual stimuli can change the apparent spatial location of the sound, auditory stimuli can change the apparent temporal location of the visuals [MZSFK03].
More specifically, if two flashes, showed sequentially one after another, are accompanied with audio stimuli (5 ms clicks of 67 dB) presented one before the
first and one after the second flash, the video stimuli are perceived as more separated in time from each other, and thus the temporal order judgement (TOJ)
task is easier to conduct. In the same manner, two clicks presented between
the flashes decrease the apparent time distance between the lights and therefore
the TOJ task performance is reduced. The experiments also revealed that only
the second click, trailing the light affects the performance and that one click
presented between the lights has no effect on the task performance. This phenomenon is known as the temporal ventriloquism and has been shown to work
only within the temporal window known to support the multisensory integration.
The temporal ventriloquism has been further investigated by Bertelson and Aschersleben [BA03, AB03]. A recent study by Burr et al. confirms the existence
of the temporal ventriloquism, in case of auditory visual conflict [BBM09].
Temporal ventriloquism has been used for improving the illusion of apparent
motion. By presenting two auditory clicks between two successive flashes a user’s
perception of the interstimuli onset interval (ISOI) is changed and thus the apparent motion illusion enhanced [MZSFK03]. This effect was significant for ISOIs
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between 50 and 150 ms. For longer ISOI, Getzmann showed that a single click
makes significant facilitation of apparent motion [Get07]. Furthermore, a spatially irrelevant auditory peep can enhance visual search task [VdBOBT08]. This
is particularly the case when the visual change and auditory onset are presented
simultaneously.
One of the main differences between the experimental setups used in psychology and computer graphics is the temporal frequency of the stimuli. In
psychology, the temporal frequency of visuals is usually lower and the frequency
of the auditory stimuli is higher than in computer graphics. However, it might
be possible to maintain temporal visual quality while decreasing the video frame
rate inthe presence of auditory stimuli presented at certain beat rate, combining
the aforementioned phenomena together. This is further discussed and explored
in Chapters 6 and 7.
For an overview of auditory influence on visual perception refer to [SS04].
Another review of auditory spatial and temporal processing is given in [RS08].

4.1.2 Visual influence on auditory perception
Although, according to modality appropriateness hypothesis, audition dominates
vision in temporal domain, the perception of ambiguous auditory temporal cues
might be affected by changes in visual flicker rate [WKN03]. This might be due to
the fact that when a focal modality is temporarily ambiguous, the other modality
will overtake the perception, the phenomenon known as the optimal integration
hypothesis [WKN03,VWH02]. However this influence is significantly weaker than
the visual effects on audition in spatial domain.
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Ventriloquism effect
One of the most significant examples of the visual influence on the auditory perception is the ventriloquism effect [HT66, RS08], where the visual and auditory
stimuli are originating from separate locations, but the audio is perceived to be
coming from the location of the visual stimulus. One of the most common examples of the ventriloquism effect is watching TV, where the sound is perceived to
be originating from actors’ mouths, even though it can be emitted from speakers located away from the TV. This illusion is due to higher accuracy of the
visual spatial frequency, as described by the modality appropriateness hypothesis [WW80]. The ventriloquism effect can be influenced by both cognitive and
non-cognitive factors. Unity assumption is one of the cognitive factors. It is
caused by the observers assumption that the visual and auditory stimuli represent the same object or event [WW80, Wel99]. There are few non-cognitive
factors that can influence the ventriloquism effect: timing, as the stimuli have to
be synchronous; compellingness, which is how well the sound matches what the
observer expects by watching the visuals; and the third non-cognitive factor - spatial influence, due to which the illusion breaks if the visual and auditory stimuli
are too far apart from each other [RS08]. However, even if both the spatial and
temporal disparities between visual and auditory stimuli are introduced, where
visual information is task-irrelevant, the vision will dominate in spatial related
judgements. Bargary et al. explained this as coding of spatial information into
vision [BCN07].
An interesting aspect of the ventriloquism effect is its aftereffect. If an observer is presented with the visual and auditory stimuli at different positions for
tens of minutes, the auditory stimulus location will be perceived as if it had been
shifted towards the visual stimulus [RS08].
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Although speech is generally considered as a purely auditory process, the
visual influence on auditory perception cannot be neglected. McGurk and MacDonald reported that pronunciation of ba is perceived as da when accompanied
by the lip movement of ga [MM76]. This phenomenon is know as the McGurk
effect.

4.2 Auditory-visual cross-modal integration
So far, the auditory-visual cross-modal interaction has been examined, showing
the spatial dominance of vision over audition, and temporal dominance of audition over vision. Nevertheless, in some situations, e.g. when a stimulus of
the dominant sense is ambiguous or corrupted, one modality complements another modality enhancing the perceptual experience [WKN03]. In order to get a
full picture of cross-modal processes, it is crucial to investigate the cross-modal
integration. One common example of such integration is apparent during a conversation in a noisy environment. In such situation, it might be hard to hear
and understand the person you are listening to. However, lip reading, which is a
visual process, enhances the hearing ability, enhancing the overall performance.
A study by Stein et al. demonstrated that a simultaneous auditory stimulus
can increase perceived visual intensity [SLWP96]. The authors showed that the
effect is present regardless of the auditory cue location. However, it persisted
only at the location of visual fixation. Furthermore, Van der Burg et al. showed
that in a visual search task, a single synchronised auditory pip, regardless of its
position, significantly decreases the search time [VdBOBT08]. Another study
demonstrated that a single auditory click can change the meaning of the visual
information [SSL97]. When two identical discs, moving towards each other, coinciding and moving apart, are presented on a display with no sound, they are
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perceived as they streamed through each other. However, when a brief click was
introduced at the time of the collision, the discs appeared as if they bounced of
each other. By testing the phenomenon further, changing the parameters of the
experiment, the authors showed that the effect is not the result of heightened attention at the moment of collision, but the acoustic event at the time. Although
the origin of the effect is unknown, it may be due to users expectation and past
experience or as result of the multi-sensory cells stimulation and feedback onto
primary visual cortex.
In order to explain this, an approach has been suggested. The authors proposed a framework in which cross-modal information can be optimally combined
as a sum of all individual stimulus estimates weighted appropriately [BA06]. The
optimal estimate can be calculated following the equation 4.1, where wA and wS
are weights by which the individual stimuli are scaled, and ŜA and ŜV are independent estimates for audition and vision respectively.

Ŝ = wA ŜA + wV ŜV

(4.1)

The weights are inversely proportional to the auditory and visual variances
(σ 2 ) of the underlying noise distribution, see equation 4.2.

wA = 1/σA2 , wV = 1/σV2

(4.2)

This has been tested using different visual stimuli with different level of blurriness [AB04]. An example where audition captures the sight occurs when visual
stimuli are corrupted by blurring the visual target over a large region. The blurring, however, has to be significant i.e. over about 60◦ , which makes most scenes
unrecognisable. Nevertheless, auditory localisation was performed only by interaural timing difference without time varying, which is around one-sixth of the
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total cues used in regular hearing, see Section 2.2.
Similarly, there is a mathematical description of the perception of an environment [CD09]:

P (τ, ρ)(t) = ωV V (t) + ωA A(t) + ωS S(t) + ωT T (t) + ωF F (t) + ω∆ ∆(t)

(4.3)

The equation 4.3 is given as a function of time, task and preconditioning,
where V, A, S, T and F are functions of vision, audition, scent, touch and feel
over time (t) respectively. ∆ represents a distraction factor, which indicates the
user’s level of concentration. Although the equation considers the main factors
that could contribute our perceptual experience, it does not necessarily have
to be linear. Furthermore, the preconditioning factor is highly complex and
might contain multiple contributors. Therefore, this factor should be further
investigated and elaborated.
Kording et al. studied the auditory-visual cause-cue relationship, investigating whether different cues are perceived as if they correspond to the same cause
or not [KBM∗ 07]. Their approach showed that the causal inference is not only a
cognitive process, but it happens effortlessly in perception as well.
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4.3 Auditory-visual cross-modal interaction in computer
graphics
The need for perceptually-based rendering and cross-modal research in computer
graphics came from the inability to achieve high-fidelity rendering in real time.
This inability is a result of a high computational complexity and processing requirements of the physically-based rendering process. On the other hand, although human sensory system is extremely complex and precise, it is not perfect,
see Chapter 2. This means that there is a threshold beyond which we cannot
perceive any quality improvement. Furthermore, in the previous sections it has
been shown that stimulation of one modality can change the perception in the
other. In this section, the work in computer graphics based on this assumption
will be presented.

4.3.1 Auditory rendering
Usually, in virtual environments, it is not enough to deliver only high-fidelity
graphics. For a more complete experience and higher degree of immersion, the
other senses should be stimulated. Most often, sound is presented along with
the video. This has been shown to increase a sense of “presence” in the virtual
environment [SUS94,WS98]. However, some auditory stimuli need to be rendered
in real-time, which requires significant processing power, especially if multiple
sound sources are present in a complex virtual environment. In order to enhance
this process, while maintaining equal perceptual quality, different techniques have
been explored. For example, auditory events that will attract our attention could
be predicted using auditory saliency maps [KPLL05, MBT∗ 07]. These maps are
based on three features: intensity, frequency contrast and temporal contrast.
Furthermore, spatial rendering of a complex auditory environment with hundreds
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of dynamic auditory sources can be significantly simplified using interactive sound
masking and spatial LOD, without any perceivable difference [TGD04]. For a
complete overview on perceptually-based auralisation see [Tsi07].
Another approach for enhancing the auditory rendering process, that has been
briefly investigated, is the cross-modal interaction. The majority of the work on
this topic has been done within the CROSSMOD project [CRO]. One of the
first studies, conducted by Moeck et al. proposes creation of more sound source
clusters within a view frustum [MBT∗ 07]. Since both audio and video stimuli influence the material perception during impact [BSVDD10], the rendering process
can be speeded up by using both pre-recorded and impact sounds [GBW∗ 09].
Since the main scope of this thesis is on auditory-visual cross-modal interaction in visual rendering, further discussion on acoustic rendering will be omitted.
A complete survey on this topic can be found in [HHT∗ 11].

4.3.2 Visual rendering
Similar to cross-modal auditory rendering, visual rendering performance can be
enhanced utilising the limitations of the HVS and human attention. Additionally, the influence of audio on visual perception can be considered, based on the
assumptions and findings given in Section 4.1.1.

Perceptually-based visual rendering
Perceptually-based rendering in computer graphics has focused on taking advantage of both exogenous and endogenous visual attention. The former is using
saliency maps [YPG01], originally introduced by Itti and Koch [IKN98], while
the latter is performed via task maps [CCW03].
Saliency maps were first introduced by Koch and Ulman [KU85]. A mathematical model, based on feature maps was later developed [IKN98]. Those
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feature maps are based on colour, intensity and orientations, and then combined
into single topographical map called the saliency map. The model was first used
by Yee et al., who have adapted this concept for dynamic content, by developing
a spatiotemporal error tolerance map, named Aleph map [YPG01]. The map is
generated for each frame of the animation, increasing the animation rendering
speed in return. It uses the saliency maps with motion features, and spatiotemporal frequency in order to calculate the tolerable error threshold for the observed
region. Saliency maps are later used by Chalmers et al. [CDS06] and Longhurst
et al. [LDC06].
As opposed to saliency maps, task maps use endogenous visual attention
model [CCW03]. Using this method, task related objects in the virtual scene are
used for the task map creation. The map is used in rendering process so that only
task related parts of the scene are rendered in high quality and the remainder
in low quality, without perceptual degradation in visual quality. This has been
shown to be effective since users’ attentional and visual focus is on task related
objects, ignoring the rest of the scene. This rendering concept is known as the
selective rendering [Deb06].
As a combination of those two approaches, a new map has been developed,
using both exogenous and endogenous attention. This map merges saliency and
task maps into a new map called the importance map [SDL∗ 05]. This technique further enhances the rendering process, by reducing image quality, while
maintaining the same perceptual experience.
Rendering process can be enhanced using different perceptually-based metrics,
that represent the mathematical model of the spatial and temporal mechanisms
of the visual cortex. Some examples of such metrics are: Animation Quality
Metric (AQM) [MTAS01, Mys02], perceptual error metric [Dal93], perceptuallybased physical error metric [RPG99], illumination components metric [SFWG04]
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or visual equivalence predictor (VEP) metric [RFWB07]. These and other such
metrics are used for detecting and controlling the maximum tolerable level of
error in the rendered images while keeping the perceivable quality above the
quality threshold.
For a complete overview on perceptually-based rendering see [HL97,OHM∗ 04,
BCFW08].

Cross-modal interactions in visual rendering
Another approach to enhancing the visual rendering performance is to take advantage of auditory-visual cross-modal interaction by introducing auditory stimuli along with the visual content. An early study on auditory-visual cross-modal
interaction demonstrated that the quality of the realism in virtual environments
depends on both auditory and visual components [Sto98]. The author showed
that high-quality audio further increases the perceptual quality of the high-quality
video. Furthermore, high-quality video further decreases perceived quality of a
low quality audio.
Auditory-visual cross-modal interaction in visual rendering is mostly oriented
towards the auditory influence on visual perception. This influence can be divided
into two domains: spatial and temporal. The former investigates how audition
can be utilised in order to enhance video rendering by decreasing the spatial
quality of the generated imagery, without any perceivable degradation in overall
user experience. The latter considers the effect of audio on temporal visual
perception.
Using selective rendering and human sensory and attentional limitations, such
as angular sensitivity and inattentional blindness, it is possible to render only
sound emitting objects (SEO) visible in a virtual scene in high quality, while
computing lower quality for the rest of the scene, without any perceivable degra64
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dation in visual quality. Using abrupt sounds, the animation rendering time can
be significantly decreased, by attracting users’ attention towards the sound emitting object [MDCT05a, Mas06]. Additionally, this approach might be used for
interactive scenarios using the Aleph map [YPG01].
The studies mentioned above focused on the spatial domain, trying to decrease
the image quality while maintaining the perceptual equivalence. However, if the
temporal resolution i.e. frame rate, could be decreased, without any degradation
in animation smoothness, the rendering process would be further enhanced. The
starting point for the research in this domain is the modality appropriateness
hypothesis, which claims that audition is the dominant modality in temporal
judgements. Hence, researchers tried to find a perceptual model which will allow
for lower frame rates, while playing appropriate sound, maintaining the same
perceptual visual quality.
Mastoropoulou et al. investigated how music can affect temporal visual perception [MC04, Mas06], based on modality appropriateness hypothesis and the
auditory driving effect. For auditory stimuli two music types were used: slow
tempo / relaxing and fast tempo / exciting music, both compared with silent
animations. The results showed no significant effect for either slow or fast tempo
music on perceived frame rate of the observed animations. According to the authors, this may be due to a couple of factors: the frame rate difference between
compared animations (4fps) might have been too small; animation clips lasted
for 40 seconds, which is far beyond the human working memory (approximately
20 seconds according to Peterson et al. [PP59]). Another factor that could have
affected the experiment is the emotional effect of music, which is complex and
hard to measure or control. A certain type of music can induce different emotional effects in different people, which could influence our perception, and thus
the experimental results.
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However, abrupt sounds can attract a part of a viewer’s attention away from
the visuals and thus allow the frame rate of the presented animated content
to be decreased without the user being aware of this reduction [MDCT05b].
This has been proven for both related (sound source visible in the scene) and
unrelated sound effects, such as phone ringing or a thunder clap. Furthermore,
users familiar with computer graphics were found to have more accurate responses
to the frame rate variations. There was no effect of camera movement type found
to be significant in the experiments.
Since this is a new area of research in computer graphics, there has not been
much work carried out in this field so far. However, all these findings provide a
good starting point for the work in this thesis. Therefore, the original work in
the thesis represents a continuation of the research by Mastoropoulou [Mas06].

4.4 Summary
This chapter has provided an overview of the auditory-visual cross-modal interaction. First, the findings from psychology were discussed, explaining the
phenomena most relevant to the work conducted in this thesis. Although these
concepts have been proven to work with simple stimuli, such as video flashes and
auditory beeps, more work is required in order to extrapolate these results, using
stimuli and scenarios that can be utilised in computer graphics for enhancing
rendering process. Secondly, the work that has been done in computer graphics
field, until the time of writing this thesis, has been discussed in Section 4.3. Although this work is still in its infancy, it shows the potential that needs to be
further investigated.
The next chapters will provide the original work of the thesis author, focusing on both spatial and temporal domains of the auditory-visual cross-modal
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CHAPTER 5

The Influence of Cross-Modal Interaction
on Perceived Rendering Quality
Thresholds

5.1 Introduction
The main limitations of the HSS and attentional resources have been introduced
in previous chapters. Because of these limitations, it is common that high-fidelity
rendered scenes have a greater fidelity than it is possible to perceive. Additionally, when multiple senses are stimulated simultaneously, cross-modal interaction
between them exists. In previous work it has been demonstrated that computational performance of rendering algorithms can be improved by decreasing spatial
or temporal visual quality without any perceivable quality degradation, when auditory stimuli is introduced (see Section 4.3.2). This study relies on those findings
and some existing research in computer graphics. Sundstedt et al. [SDC05] investigated perceived aliasing thresholds by altering the number of rays shot per
pixel (rpp) on static scenes and animations. A similar study was conducted by
Aranha et al. [ADCH06] using small screen devices. Neither of these studies used
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audio as a complementary stimulus. In both studies it was demonstrated that it
is possible to decrease the rendering quality and computational costs without a
perceivable difference to an observer.
In this chapter, the effect of auditory-visual cross-modal interaction on the
perceived rendering threshold for high-fidelity graphics is investigated. The hypothesis was that it would be possible to further reduce the number of rays shot
per pixel without perceivable degradation in image quality when using auditory
stimuli during scene observation.
A part of this study was published in [HAC08].

5.2 Experiment
In order to quantify the perceived rendering threshold of high-fidelity images
when sound was present, a psychophysical study was conducted. Additionally,
the perceptual quality of the results was analysed using the Visual Difference
Predictor (VDP), which predicts the probability of detecting a visual difference
between two images [Dal93]. In the study an independent samples design was
used. The dependent variable was the perceived quality of the rendered images
(Choice). The independent variables were the audio background (Sound), scene
and image quality (rpp).
For the auditory stimuli three conditions were considered: no sound, related
sound and noise. Each sound group consisted of 28 pairs of images, where each
image pair contained a test stimulus and a gold standard image. Each test
stimulus was one of the 28 images, generated as a combination of 4 scenes and
7 image rendering qualities, while the gold standard image was a high-quality
image rendered at 49rpp. Images in the pairs were shown one after another in a
five-slide sequence, see Figure 5.1. All pairs were ordered randomly in order to
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avoid bias.

Figure 5.1: Example of the slide sequence from the experiment.

A few decades ago, Peterson and Peterson, in their psychological studies
[PP59] demonstrated that in presence of distractors, humans, on average, have
problems with remembering even three elements for more than eighteen seconds.
Therefore, every picture in each pair was presented for 5 seconds, so that the
whole sequence (Figure 5.1) lasted for about sixteen seconds, which is less than
the remembering time threshold.

5.2.1 Stimuli
For carrying out the research, several 3D scenes, used as visual stimuli, were
rendered as static images and audio samples for the accompanying sounds were
generated. To allow our work to be compared to previous results, we chose a sub
group of scenes used by Sundstedt et al. [SDC05] and Aranha et al. [ADCH06],
see Figure 5.2. Three scenes represented realistic environments and the fourth,
the checkerboard scene, was used as a stress case, because of its high spatial
frequency.
For rendering, a modified version of the Radiance rpict renderer [War94],
developed by Debattista [Deb06], was used. This renderer was developed for
selective, progressive and time-constrained rendering. The renderer uses a distributed ray tracing algorithm to calculate global illumination. The sampling
algorithm is based on a hierarchical low-discrepancy (0,2) sampling sequence
[KK02] composed of the Sobol and van der Corput sequences. Image reconstruc70
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Figure 5.2: Scenes used for the experiment: Checkerboard (top left), Corridor
(top right), Kalabsha (bottom left), Library (bottom right). See Appendix A for
larger images.
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tion is performed using a Gaussian filter. This renderer is an improved version
of the one used in the similar experiments [SDC05, ADCH06]. All scenes were
rendered with 1, 4, 9, 16, 25, 36 and 49 rays per pixel (rpp), at a resolution of
1024 × 768 pixels. They were later converted to tiff format using Radiance’s
ra tiff command.
Using knowledge from previous studies by Mastoropolouou [Mas06], it was
decided to use related sound and noise, but not music. The reason for this is that
music can introduce subjective side effects, such as emotions, anxiety, boredom,
excitement, or similar. As a result, it could affect the perception and response of
the participants in the experiment. Related sounds chosen for the experiment are
presented in Table 5.1. Different noise sounds: white, brown and pink noises were
used in order to decrease the boredom and to avoid the bias as a consequence of
the familiarization with the sound, Figure 5.3. These noise signals differed only
in their spectral density, which is a power distribution in the frequency spectrum.
All sounds were presented binaurally and provided no spatial information about
the virtual sound source. The audio level was not measured, but all the sounds
were delivered at a plausible level, in order to avoid discomfort by either loudness
or quietness.
Checker
board
Footsteps

Corridor

Kalabsha

Background Sounds of
chatting
nature

Library
Office
noises

Table 5.1: Related sounds used for the experiment.

5.2.2 Visual difference predictor
In order to predict the probability of perceiving difference between the pair of
images observed by a human, Daly developed the Visual Difference Predictor
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Figure 5.3: White noise frequency spectrum.

[Dal93]. This algorithm uses two images as input - a mask and a target image and
compares them, producing a map of perceivable differences and values of detection
probabilities, see Figure 5.4. The VDP metric has some shortcomings: it can be
used only for low dynamic range (LDR) images and it predicts the global level of
adaptation to luminance. With significant progress in HDR applications and its
general usage, Mantiuk et al. [MMS04] extended the original VDP algorithm to
include the comparison of HDR images, taking into account the local adaptation
of the eye to every part of the observed scene and the entire luminance spectrum
visible to human eye.
Using HDR VDP, we analysed 24 pairs of 1024 × 748 images at varying rpp
qualities. As in the psychophysical experiments, images with various qualities
were compared with the gold standard, except for the image pair 49rpp v 49rpp
(for each of the four scenes), because they are identical and there is a zero difference. A suitable gold-standard image was chosen, beyond which there was no
significant difference between images. According to this method, it was found
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Figure 5.4: An example of the VDP comparison. Top: mask image; Middle:
target image; Bottom: difference map with probability of detection - green:0-50%;
yellow: 50-75%; red:75-95%; pink:95-100%. See Appendix A for large images.
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that at 1024 × 768, 49rpp was an ideal gold-standard for the chosen scenes.

5.2.3 Hardware and rendering time
All images were rendered on a PC with a Intel Core2Duo E6650 CPU at 2.33GHz,
with 2GB of DDR2 PC6400 RAM memory and GeForce 8800GTS with 640MB
graphics card. Rendering times are given in Table 5.2.
The experiment was conducted using Intel Pentium 4 computer running at
3.00GHz, with a Compaq 1825 19” monitor with 1280 × 1024 pixel resolution and
audio stimuli were presented through Sony MDR-V300 sound-insulating Dynamic
headphones.
rpp
1
4
9
16
25
36
49

Checker
board
13.12
51.98
115.81
206.89
329.79
464.08
812.92

Corridor

Kalabsha

Library

673.99
1431.31
2471.16
4110.91
5556.64
7807.02
10327.32

98.29
170.00
288.62
409.61
581.24
796.40
1057.14

130.57
513.40
1153.65
2086.31
3354.27
4627.24
6277.47

Table 5.2: Rendering times for all scenes presented in seconds.

5.2.4 Procedure
48 volunteers (33 male and 15 female) aged from 18 to 63, with an average age
of 25, participated in the user study. Most of them (about 85%) were undergraduate or postgraduate students at the University of Warwick. Other subjects
were employees at the same University. Participants were randomly recruited
on the University campus and were not paid for participation. All participants
reported normal or corrected to normal vision with no hearing impairments. All
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use computers in everyday work, and reported average familiarity with computer graphics. All participants were naive about the purpose of the experiment
and participated in only one of the randomly selected groups (no-sound, related
sound, unrelated sound).
The participants were asked to compare the quality of the images presented in
each pair and choose the one they thought contained the higher rendering quality.
The test pairs were: 1v49, 4v49, 9v49, 16v49, 25v49, 36v49 and 49v49, where
the first image in each pair was the test image and the second the gold standard.
This method is known as Two Alternative Forced Choice (2AFC). The display of
the stimuli was controlled using a program, developed as part of this research, to
provide fixed display time, synchronised audio and collection of the participants
decisions. Images were displayed on a black background in a completely dark
and noise-isolated room. The observers distance from the monitor was fixed at
60cm and subjects from all three groups were asked to put on headphones. The
experiment lasted about 9 minutes.
Prior to the experiment, the participants were asked to sign the consent form,
fill in the questionnaire and they were provided with the instructions (see Appendix A). For training purposes, they were then shown a demonstration with
two image pairs, which were not used in the study. The first was accompanied
by a related sound, while the second was without audio. Images were displayed
in pairs showing the same scene and auditory stimulus, with varying rendering
levels. After each pair, a question mark appeared (Figure 5.1), in order to cue
the participant to press either button 1 or 2 on the keyboard relating to which
image, that they believed, contained higher rendering quality. The keyboard was
situated within arms-length distance from the observer on the desk in front, so
there was no need to move the position of the body or the hand for pressing the
buttons. After an answer was provided, the next pair of images was shown. All
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results were stored in a text file generated by the program.
Since the 2AFC method requires a user response, even if the difference is
not perceivable, after the experiment all participants were asked to say on which
features the differences were most obvious and approximately how many of the
pairs they perceived as different, to show that they were not guessing.

5.3 Results
In order to analyse the findings, both statistical analysis of the psychophysical
study as well as comparison using the VDP were used.

5.3.1 Statistical analysis of psychophysical experiment
Since all the variables involved in the experiment were categorical (one case falls
only into one category, see Table 5.3), it would not make sense to calculate
the mean values, because the numeric values attached to different categories are
arbitrary, so that the mean of those numeric values would depend only on how
many members each category has [Fie09]. Therefore, for categorical variables
the frequencies are analysed, which is the number of things that fall into each
combination of categories.
Variable
Scene
Sound
Quality
Score

Type
Independent

Conditions
Checkerboard, Corridor,
Library, Kalabsha
Independent NoSound, Unrelated, Related
Independent
1, 4, 9, 16, 25, 36, 49rpp
Dependent
0,1

Table 5.3: Variables used in the experiment.
Since mean values cannot be used, standard Analysis of Variance (ANOVA)
could not be used. Instead, a loglinear analysis is used, which is an adaptation
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of ANOVA for categorical data. While the same principles are used, the group
means model (used in ANOVA) is substituted with the expected frequencies.
Therefore, categorical data can be expressed in the form of a linear model provided the log values are used [Fie09]. Loglinear analysis first looks at all the
main effects and the interactions between them. Since the predictors can perfectly predict the outcome, there is no error in the model. Therefore, this analysis
typically works on a principle of backward elimination, which means that in the
next step one predictor (highest-order interaction) from the model is removed
and the expected frequencies are calculated to see how well the model fits the
data. If the fit of the new model is not significantly different from the previous
model, the latter is abandoned. This means that the removed term did not have
a significant impact on the ability of the model to predict the observed data. The
process is repeated, removing lower-order interactions until an effect that does
affect the fit of the model when removed is found.
The loglinear analysis was performed across scenes (all for scenes pooled together) looking at the main effects of Sound, rpp and Choice, and interactions
between them. Firstly, the contingency table of the data is created using the
crosstabs command in SPSS [SPS]. This table contains the number of cases that
fall into each combination of categories. A summary of the contingency table for
the sound condition is given in Table 5.4. Graphical representation of the results
is shown in Figure 5.5.
Sound condition TestBetter
NoSound
12.6%
Noise
13.7%
Related
13.1%

GoldBetter Total
20.8%
33%
19.6%
33%
20.2%
33%

Table 5.4: Summary of the contingency table for the sound condition. TestBetter
shows the count of responses preferring the test image over gold standard one.
GoldBetter is the count of responses preffering the gold image over the test one.
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Figure 5.5: The frequencies of the participants’ scores across sound conditions.

Since each user group had the same number of participants, the number of
responses is divided equally (33% each). The percentages show that more participants rated test images as better quality than gold standard when the background
sound was played. The highest count was found for the Noise group (13.7%). Loglinear analysis has one assumption: there should be no expected counts less than
1 and no more than 20% less than 5. Since the sample size was rather high, the
assumption was met (the smallest expected count for sound condition was 176.3).
The contingency table for the rpp condition (Table 5.5) revealed the number of
cases for each combination in given categories. The table shows that the perceived
difference in quality between the test images and gold standard becomes weaker
until it completely disappears. The results are illustrated on a chart in Figure
5.6. The lowest expected count in this case was 75.7, which is far more than 5,
meaning that the assumption is met.
The results of the K-way effects looks at which components of the model can
be removed. There was a significant effect at the first level (K=1; χ2 =55.14;
p < .001), which means that removing the main effects of sound, rpp and choice
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RaysPerPixel(rpp) condition TestBetter
1v49
1.6%
4v49
4.5%
9v49
6.0%
16v49
6.8%
25v49
6.4%
36v49
7.1%
49v49
7.1%

GoldBetter
12.7%
9.7%
8.3%
7.5%
7.9%
7.1%
7.2%
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Total
14.3%
14.3%
14.3%
14.3%
14.3%
14.3%
14.3%

Table 5.5: Summary of the contingency table for the rpp condition. TestBetter
shows the count of responses preferring the test image over gold standard one.
GoldBetter is the count of responses preffering the gold image over the test one.

Figure 5.6: The frequencies of the participants’ scores across quality conditions
(RaysPerPixel).
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rpp
1
4
9
16
25
36
49

Checkerboard
χ2
p
7.562 0.0059
7.562 0.0059
0.062 0.8033
0.062 0.8033
0.562 0.4534
1.562 0.2113
0.062 0.8033

Corridor
χ2
p
14.062 0.0001
0.062 0.8033
0.562 0.4534
0.562 0.4534
0.562 0.4534
0.062 0.8033
0.062 0.8033

Kalabsha
χ2
p
7.562 0.0059
0.062 0.8033
0.062 0.8033
0.062 0.8033
0.562 0.4534
0.562 0.4534
0.562 0.4534

81

Library
χ2
p
14.062 0.0001
3.062 0.0801
0.562 0.4534
3.062 0.0801
1.562 0.2113
0.562 0.4534
0.562 0.4534

Table 5.6: “No sound”group: Chi-Square Analysis (df=1; critical value 3.841 at
0.05 level of significance). Significant results are written in bold.
affects the fit of the model. Similarly, removing the two-way interactions (K=2)
between the observed variables has a significant effect on the model (χ2 =94.52;
p < .001). Finally, removing the three-way interaction between all three factors
does not significantly affect the model (K=3; χ2 =14.59; p = .265).
Since loglinear analysis is hierarchical, we are interested in the highest level
for which the significant effect was found. Therefore, further analysis is required
for the two-way interactions (K=2) where p < .05. To break down this effect, separate Pearson Chi-square analyses with Yates’ correction [Yat34] on the Quality
and Score variables were performed separately for scenes and sounds [Fie09]. The
analysis compared participants preference for various image pairs (Test v Gold
standard). The null hypothesis for each pair of images was that they should
have equal preference. Since no bias was assumed, it was expected that the goldstandard self test (49rpp v 49rpp) should deliver equal preference. Computed
Chi-square values are presented in Tables 5.6, 5.7 and 5.8 for each scene, divided
into no sound, noise and related sound conditions respectively.
According to this probability measure, it was found that the perceivable difference decreased monotonically with the increase in the number of rays-per-pixel,
see Figure 5.6. In addition, a significant difference in perceived rendering quality,
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rpp
1
4
9
16
25
36
49

Checkerboard
χ2
p
10.562 0.0011
7.562 0.0059
1.562 0.2113
0.062 0.8033
0.062 0.8033
0.062 0.8033
0.062 0.8033

Corridor
χ2
p
3.062 0.0801
0.562 0.4534
0.562 0.4534
0.062 0.8033
0.562 0.4534
0.062 0.8033
0.562 0.4534

Kalabsha
χ2
p
3.062 0.0801
1.562 0.2113
0.062 0.8033
0.062 0.8033
0.562 0.4534
1.562 0.2113
0.062 0.8033
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Library
χ2
p
10.562 0.0011
3.062 0.0801
0.062 0.8033
0.062 0.8033
0.062 0.8033
0.062 0.8033
0.062 0.8033

Table 5.7: “Noise” group: Chi-Square Analysis (df=1; critical value 3.841 at 0.05
level of significance). Significant results are written in bold.

rpp
1
4
9
16
25
36
49

Checkerboard
χ2
p
14.062 0.0001
1.562 0.2133
5.062 0.0244
1.562 0.2133
0.062 0.8033
0.062 0.8033
0.062 0.8033

Corridor
χ2
p
10.562 0.0011
0.562 0.4534
0.062 0.8033
0.062 0.8033
0.062 0.8033
0.562 0.4534
1.562 0.2133

Kalabsha
χ2
p
5.062 0.0244
1.562 0.2133
0.562 0.4534
0.062 0.8033
0.062 0.8033
0.062 0.8033
0.062 0.8033

Library
χ2
p
5.062 0.0244
5.062 0.0124
0.062 0.8033
0.062 0.8033
1.562 0.2133
0.562 0.4534
0.062 0.8033

Table 5.8: “Related sound” group: Chi-Square Analysis (df=1; critical value
3.841 at 0.05 level of significance). Significant results are written in bold. Results
show that the subjects were looking more closely, and were able to find more
differences.
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between the test images and the gold standard, occurs in all scenes at less than
4rpp for the no sound and related sound groups. In the third group, where noise
was used as an audio stimulus, the subjects were unable to perceive any difference
even using the 1rpp comparison for the Corridor and Kalabsha scenes. For the
other two scenes the perceived threshold was the same as in the no sound group.
The results were consistent across the majority of the scenes. As expected
from the Checkerboard scene, the threshold was slightly greater than for the
other scenes because of its high spatial frequency characteristics.
By comparing the results of the Chi-square across each of the three groups
(no sound, related sound and noise), it can be seen that the noise threshold
was lower than for the other conditions which confirmed the research hypothesis.
However, for the related sound group, the research hypothesis cannot be accepted.
Furthermore, a higher threshold level was reported, which may indicate that a
related sound during the experiment made participants look at the scene more
closely.

5.3.2 Comparison using VDP
As discussed in Section 5.2.2, VDP can be used to highlight perceived differences
as if viewed by the HVS. A major constraint of the VDP, however, is that it
assumes significant viewing time. Using a comparison between the psychophysical
study and the VDP analysis, potential differences, which may have resulted from
the finite viewing time, were verified.
In order to verify the results of the psychophysical study, the gold-standard
(49rpp) was compared with all other images of the same scene. The results of the
VDP error measurements are presented in Table 5.9. These results were slightly
different from the outcome of the statistical analysis.
The results of the VDP comparison of the Kalabsha scene indicated significant
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RaysPerPixel(rpp) condition Board Corridor Library
1v49
9.35%
2.85%
5.85%
4v49
6.35%
1.27%
0.7%
9v49
2.49%
0.55%
0.12%
16v49
0.59%
0.27%
0.01%
25v49
0.92%
0.53%
0.01%
36v49
0.12%
0.26%
0.01%
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Kalabsha
14.36%
9.1%
6.64%
7.22%
6.62%
6.74%

Table 5.9: VDP comparison of perceivable differences for all scenes showing the
percentage of pixels on which the probability of perceiving that difference is the
highest.
variance between pairs of images. However, the Chi-square results showed little
statistical preference between images for this scene. The differences between
images in this scene are likely to be the result of texturing method of the model
and the sampling strategy used by the renderer. This difference was picked up
by VDP possibly due to HDR VDP’s increased conservativeness, as described
in the research by Ramanarayanan et al. [RFWB07]. For other scenes, the
perceptual threshold was significantly higher, in some cases more than ten times.
Additionally, Table 5.9 shows that the difference was more likely to be perceived
for the Checkerboard scene, as was the case in our psychophysical experiment.
From post-experiment questioning of participants, approximately half of the
subjects reported noticeable artefacts occurring on the edges of objects. This is
verified by the VDP maps, produced as seen in Figure 5.4. These regions are
a consequence of the reduced sampling, caused by tracing fewer rays in regions
with high spatial variation.

5.4 Discussion
The results of the statistical analysis indicate that there is a significant main
effect of observed factors and a significant two-way interaction between them.
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In addition, it has been shown that cross-modal interaction has a significant
effect on perceived thresholds. The presence of unrelated sounds, in this case
noise, acts as a distractor as expected, producing a reduction in the thresholds.
However, it was found that in the case of related sounds, a greater threshold
was discovered which may indicate a heightened awareness of differences between
rendering qualities. A possible reason for this could be that the visual focus is at
specific regions, in which case it may be tolerable to further reduce rendering costs
by using selective rendering techniques. Furthermore, different results were found
when using different scenes, which indicates that the scene properties should be
controlled and could be a subject of further investigations.
Such results confirm that, for scenes with unrelated sounds, it is possible to
exploit such accompanying audio by tracing a lower number of rays, and therefore reducing rendering time, without noticeable degradation in image quality.
However, due to the nature of the cross-modality, defined by the modality appropriateness hypothesis [HT66, WW80] and auditory driving effect [GM59, Shi64,
WKN03, Rec03] the research presented in the following chapters focuses on temporal domain.
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CHAPTER 6

Beat Rate Effect on Frame Rate
Perception

6.1 Introduction
In current interactive virtual environments, such as video games, typically, more
computation time is spent on computing compelling visuals than calculating audio. This is because much of the audio may be pre-recorded. This is particularly
true when considering physically-based illumination and character animation,
which may have to be computed on a frame by frame basis. In virtual environments, audio, for example music, may be used to create an emotional involvement
with the simulation. If the influence of such audio can be exploited, it may be
possible to reduce the computation required for the visuals without reducing
the perceived visual quality. However, the full emotional influence on a listener
caused by music is a very complex phenomenon [PCK07]. Therefore, it is more
convenient to investigate the more straightforward relationship between specific
aspects of audio and video that function in the temporal domain, in particular
the beat rate and the frame rate. If understood and harnessed correctly, this relationship should make it possible to have a graphics engine that can change the
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beat rate and the frame rate on-demand to reduce or balance its work load when
required. This would effectively reduce the computational time of rendering,
without the user noticing any perceptual loss in quality.
In this chapter, the experimental procedure, results and discussion of this
work, published in [HCD∗ 09], are presented.

6.2 Experiments
The aim of the study is to investigate how audio and beat rate can influence
frame rate perception. In the evaluation of smoothness perception of video animation, multiple independent variables were used. The first is scene complexity
which involves many dimensions, such as geometry, materials and lighting complexity, as described by Gero and Kazakov [GK04] and and Ramanarayanan et
al. [RBFW08]. Gero and Kazakov use semantic vertex graphs for visual complexity calculation. A scene is first turned into an outline model representation from
which a semantic vertex graph can be generated. From this resulting graph, visual
complexity can be calculated using structural information in the form of labels,
circuits and edges [GK04]. Ramanarayanan et al. looked at the dimensionality
of visual complexity, showing that each subject seems to approach the problem
of visual complexity differently and had different complexity spaces. However,
they inferred that generally the complexity can be represented using two or three
dimensions: numerosity and material/lighting complexity [RBFW08]. Secondly,
in computer graphics the virtual camera can be fixed or moving throughout the
virtual environment. Camera movement can be in the form of translation, rotation or panning, or any combination of these movement types. Furthermore,
oscillating motions of the camera can be added to improve the sensation of walking/running in a virtual environment [LBHD06, HDAC10, HDAC11]. Another
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parameter that is of a great importance in determining the complexity of the
visual images presented to the subjects is the speed of the camera movement.
All this applies to both static and dynamic scenes, which doubles the number of
experimental conditions.
For the auditory stimuli, sounds which should not introduce any strong subjective side effects to the participants, such as emotions, anxiety, excitement,
boredom, or similar were chosen. Any of these factors could influence the perception and response of a participant during the psychophysical experiment [MC04].
There are some other factors that could have been considered, such as age, sex,
familiarity with the depicted content, etc. However, these have not been included
as they have not been reported as significant in similar studies. Furthermore,
inclusion of these factors would lead to significant increase in the experimental
design and analysis complexity.

6.2.1 Design
In the study, the perceptual responses of participants were evaluated in a complete randomised design. Static and dynamic scenes were studied separately,
with four static and two dynamic scenes (Figure 6.1), using a within-participant
design. The former has a fixed scene with a moving camera, while the latter
contains some moving object(s) with fixed camera. All the scenes were generated
by the thesis author. For both scene groups, the following effects were examined:
frame rate, to see if the selected frame rates were appropriate; scene, to see how
it can affect the smoothness perception; and beat rate, to see if introduction of
audio with different beat rate can affect perceived temporal visual quality when
observing an animated content. The scene complexity contains three major elements: scene content, rendering technique used for image generation and camera
movement type (for static scenes). This shall be referred to as the scene factor,
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containing four static scenes named: Kalabsha, Kiti, Kiti-mentalRay and Rabbit; and two dynamic scenes: Cars and People. Four different frame rates were
considered: 10, 15, 20 and 60fps (frames per second). These conditions will be
referred to as FR10, FR15, FR20 and FR60 respectively. For static scenes three
different audio conditions were used: no sound, 2 and 6bps (beats per seconds)
while for dynamic scenes we used an additional audio condition - 4bps. These
conditions will be referred to as BR0, BR2, BR4 and BR6. To measure the perceptual responses of participants a single stimulus non-categorical method was
used [ITU], also known as Interactive Rating Scale method in sound quality studies [GJF∗ 06]. This method uses a slider bar with a scale using numbers from 0
to 100 and adjectives on both ends, such as smooth and jerky. Additionally, a
post-hoc pairwise comparison was conducted, to see the difference between the
ratings for a given effect.
Finally, the interaction between the independent variables was investigated.
The results of this analysis can provide information about the occurrence of
ranking patterns when using certain combinations of the tested factors, e.g. if
users gave a higher ranking for all scenes when using high beat rates, or if they
performed lower rankings when viewing one scene at any frame rate.
The hypothesis was that each factor (frame rate, scene and beat rate) affects
the perception of the frame rate.

6.2.2 Participants
99 people volunteered in two sets of experiment, 87 of whom were university
students studying a variety of subjects, and the rest were university staff. Out
of the 99 participants 75 were male and 24 female. The participants were aged
between 18 and 46. The average age was 23. All of them reported normal or
corrected to normal vision and no hearing impairments. All participants were
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(a) Static scenes: Kiti (top left), Rabbit (top right), Kalabsha (bottom left), Kiti-mentalRay
(bottom right).

(b) Dynamic scenes: People (left) and Cars (right).

Figure 6.1: A sample frame from each of the animations used in the study. See
Appendix B for larger images.
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recruited randomly at the Universities in Sarajevo, Bosnia and Herzegovina and
Vila Real, Portugal. The participants were not paid for their participation.

6.2.3 Apparatus
The experiments were conducted in a dark, quiet room. In the first experiment,
the visual stimuli were presented on a Dell E198FPB 19” monitor with 1280×1024
pixel resolution and a refresh rate of 60 Hz. In the second set of experiments an
LG W2234S 22” monitor with a refresh rate of 60 Hz at 1680 × 1050 was used.
Different monitor types were used since the experiments took place at different
locations. However, the physical size of the presented stimuli and the experimental environments were the same. The stimuli were positioned at eye level, 60-70
cm from the participants’ eyes. The resultant physical stimuli dimensions were
the same in both experiments. A LTB Magnum 5.1 AC97 Headphone set was
used for audio stimuli.

6.2.4 Stimuli
In order to control for fatigue and to analyse the behaviour of the participants according to scene variations, in the first experiment four different animations were
used, see Figure 6.1a. In the second experiment another two dynamic scenes:
(Cars and People) were used, see Figure 6.1b. For static scenes, four different
camera movements were considered: translation for Kiti scene, panning for KitimentalRay scene, rotation around own axis for Kalabsha scene, rotation around
the object for Rabbit scene. For all translational types of camera movement the
same speed was used, which corresponds to a young person’s average normal
walking speed of 1.425 m/s [AONI04]. The same speed was used, because different speeds could affect motion perception, and thus bias the results [SPP00].
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Additionally, for dynamic scenes, a static camera was used, with one or more
moving objects. For both dynamic scenes the same virtual environment was
used, with cameras at different locations. The Cars scenes consisted of a bus
and a few cars moving down a street. The bus stopped within the frame for
the last 3.5 seconds of the animation. In the People scene three people entered
the frame from the right side and walked towards the camera until they eventually stopped in front of it. All scenes were modeled using commercial modeling
software Autodesk Maya 8.5.
For auditory stimuli, sounds which should not have an emotional effect on
participants, but do have a rhythmical significance were presented. In order to
minimise the synthetic nature of the sound, a looped rhythmical sample created using Propellerhead Reason 4 software with two different conga kick sounds
was used. All sounds were produced using two channels (stereo), a sample rate
44100Hz and a bit rate of 1411kbps. These audio samples varied just in the beat
rate. Both audio and video files were uncompressed. The correlations between
beat and frame rates are shown in Figure 6.2.

6.2.5 Procedure
Both sets of experiments were conducted using the procedure described below.
Prior to the experiment the participants were asked to read and sign a consent
form. They were then asked to read the instructions, and the experimental procedure and how to rate the smoothness of the animations was verbally explained
(see Appendix B). Figure 6.3 was used to illustrate the effect of frame rate to the
participants.
After clarifying that participants understood the nature and the purpose of
the experiment, they were shown a sample animation (Figure 6.4) at 10 and 60fps
with no sound, and told that these are the worst and the best cases respectively.
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Figure 6.2: Correlation between beat rates (bps) and frame rates (fps). The
diagram shows the number of frames that fit within a beat.

Low frame rate
Jerky animation

High frame rate
Smooth animation

Frames being skipped in the low frame rate example

Figure 6.3: An illustration of the frame rate concept used in the instructions.

93

CHAPTER 6. Beat Rate Effect on Frame Rate Perception

94

Participants were not told what frame rates were involved in either the experiment
or the sample animations. After the training phase they were asked to rate the
smoothness of each animation using a slider bar, see Figure 6.5.
In the first experiment 49 participants were shown 60 randomly ordered animations, while in the second experiment another 50 participants evaluated 32
randomly ordered animations. The results from the first five animations in each
session were shown to control for the effects of practise. The data from the
dummy presentations was not taken into account when analysing the results of
the experiments. A slider bar, ranging from 0 to 100, as recommended in [ITU],
was shown at the bottom of the screen as shown in Figure 6.5. After each animation, the slider bar was set to the middle of the bar, i.e. to the value 50. The
time for the evaluation of each animation was restricted to 5 seconds. The next
animation started automatically after the evaluation period. If a participant has
not moved the slider, its initial value was recorded. The total trial time for the
first experiment was 16 minutes and 15 seconds and for the second experiment 9
minutes and 15 seconds.

Figure 6.4: Two frames from the sample animation.

94

CHAPTER 6. Beat Rate Effect on Frame Rate Perception

Figure 6.5: Preview of the slider bar used in the experiment.
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6.2.6 Analysis methods
A commonly used quality and perception evaluation method is pairwise forced
choice comparisons. However, this method has some disadvantages, such as the
reported subjective preference may depend on the order of the presented videos
and the experiment is time demanding (the number of comparisons increases
rapidly with the inclusion of new levels of factors e.g. with 2, 3, 4, 5 scenes we
need 2, 6, 12, and 20 comparisons respectively). Despite these shortcomings, the
forced choice pairwise comparison is often used (especially in static pictures with
no camera movement) and the statistical methodology is well established for such
comparisons.
In this study we used a slider bar to measure perceived smoothness of the
animations. The main challenge of slider bars is that participants may use it
in a different way introducing another source of between participant variability
into data. In our study about 5-10% of participants tended to use only the
middle 50-80 of the 0-100 scale, while others used the whole scale. The reported
analysis of slider bar data, reported by Allman-Ward et al. [AWWDJ04] gives a
good example of how the results can be analysed via exploratory data analysis,
using statistics such as the mean and standard deviation. However, this does not
show whether the observed differences are significant i.e. the differences are due
to the effect of a factor or are due to the random variability in the subjective
feedback collected. Subsequent sound perception studies suggest using Analysis
of Variance (ANOVA) [GJF∗ 06].
For the data analysis the repeated-measures ANOVA method was used in
SPSS 17.0 [SPS]. Generally, the analysis of variance is used for testing differences between several means. This method assumes similarity between scores in
different treatment conditions, or, put in other words, it assumes that the vari-
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ances between pairs of scores are roughly equal. This assumption is called the
sphericity assumption, and if violated, requires a correction of F-values. Most
often Greenhouse-Geisser correction is recommended [Fie09]. This correction
(usually denoted as ε̂) varies between 1/k-1 and 1 (k equals to the number of
repeated-measures conditions). The closer the ε̂ is to 1, the more homogeneous
the variances of differences are, and hence the closer the data are to being spherical.
The statistical analysis was conducted on each user group (static and dynamic
scenes) separately. The same procedure was undertaken in both analyses. The
effect of each factor on the perception of smoothness was studied in two steps.
First, a main effect of the factor was tested using the within participants test.
This test reveals if a factor affects the dependent variable, assuming the other
factors are fixed. Within the same test the interaction between the independent
variables was analysed. The following combinations were considered: scene-beat
rate, scene-frame rate and frame rate-beat rate.
In the second step a post-hoc pairwise comparison was conducted, looking at
the within factor relationship and the variability of the influence of each condition. For the multiple comparisons between the independent variables, where all
combinations of groups have to be tested, a familywise error arrises. In order to
control for this error, by correcting the level of significance for each test, such
that the overall Type I error rate across all comparisons remains at .05, Bonferroni correction was used. Although there are other post-hoc tests, including
Tukey’s test, the Bonferroni method is the most robust and controls the alpha
value regardless of manipulation.
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6.3 Results
The statistical analysis is conducted onto two data sets, acquired separately from
the two experiments. In Section 6.3.1 the results from the first experiment, using
static scenes, are presented. Section 6.3.2 presents the results of the second
experiment, where dynamic scenes were utilised. In both analyses the main
effect of frame rate (FR), beat rate (BR) and scene were analysed. In addition,
the post-hoc pairwise comparison was utilised to see the interaction between the
conditions for each factor.

6.3.1 Static scenes
For analysing the data, a 4(FR) × 3(BR) × 4(scene) repeated-measures ANOVA
was used. Since all independent variables completely cross over, there were 48
experimental conditions for each participant.
The results of Mauchly’s sphericity test, which is one of the assumptions for
repeated-measures ANOVA, showed that the assumption was met only for the
effect of beat rate (p = .286) and for the interaction between scene and beat
rate (p = .968). For the other two effects and interactions the assumption was
violated (p < .05), so Greenhouse-Geisser correction was applied.
The within participant test, with corrected F-values, showed a significant
main effect of Scene (F=52.087; p < .001). Figure 6.6 shows a mean values
for each Scene, across frame rates and beat rates. From this graph, it is clear
that Rabbit scene was rated the highest (59.96) and Kalabsha the lowest (43.59).
Furthermore, the pairwise comparison for the main effect of Scene, corrected
using a Bonferroni adjustment, shows a significant difference between ratings of
all scenes, except for the Kiti and KitiMR pair (p = .894).
The corrected significance values from the ANOVA test indicate that main
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Figure 6.6: Mean values of subjective scores across static scenes with standard
error. All frame and beat rates are pooled.

effect of frame rates was also significant (F=478.54; p < .001). This means that if
the scene and BR are ignored, participants’ ratings would differ according to the
frame rate used. From the graph in Figure 6.7 it is clear that higher ratings were
given to higher frame rates. This is further confirmed by the pairwise comparison
for the main effect of frame rate, corrected using the Bonferroni adjustment.
The comparison showed a significant difference between each level (p < .001).
This confirms that the chosen frame rates were suitable, i.e. that the differences
between each frame rate was distinguishable.
Since Mauchly’s sphericity test showed no significant for the effect of beat
rate, no correction was needed. The within participants test showed a significant
main effect of beat rate (F=8.23; p = .001). This means that if the frame rate and
type of scene are ignored, participants would have significantly different ratings
for each audio condition. Figure 6.8 shows the mean ranking values for each
beat rate when scenes and frame rates are pooled. The graph shows that BR2
increased and BR6 decreased the perceived animation smoothness comparing to
the no sound condition. The pairwise comparison for the main effect of beat rate
showed a significant difference between ratings of BR2 and BR6 (p = .002), but
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Figure 6.7: Mean values of subjective scores across frame rates with
standard error. All static scenes and
beat rates are pooled.
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Figure 6.8: Mean values of subjective scores across static scenes with
standard error. All static scenes and
frame rates are pooled.

not between no sound and BR2 (p = .172) or BR6 (p = .074).
Looking at the interactions between the variables, only the interaction between FR and Scene was found to be significant (F=35.85; p < .001), see Figure
6.9. This means that for various scenes, different frame rates are ranked differently. Although, the ranking pattern exists, we can see that the FR15 was
ranked significantly higher for Rabbit than for Kalabsha scene. Furthermore,
for the Rabbit scene, FR10 and FR15 were ranked higher than FR15 and FR20
respectively, when observing the Kalabsha scene.
Not finding significant interaction between either Scene and Beat rate or Beat
rate and Frame rate means that a ranking pattern exists. Looking at the graph
in Figure 6.10, it can be seen that, when all frame rates are pooled, the BR2 was
always ranked higher than BR0 (no sound). In addition, for all the scenes, BR6
was ranked lower than BR2, while only for the Kalabsha scene it was not ranked
lower than BR0.
Similarly, on the graph in Figure 6.11, almost identical patterns can be seen.
There are two differences: for FR60, the no sound condition was ranked the
highest; for the FR10, BR6 was ranked as lower than BR0.
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Figure 6.9: Mean values of subjective scores across static scenes and
frame rates with standard error.
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Figure 6.10: Mean values of subjective scores across static scenes and
beat rates with standard error.

Figure 6.11: Mean values of subjective scores across frame rates and beat rates
with standard error.
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6.3.2 Dynamic scenes
The data of the second experiment was analysed using a 4(FR) × 4(BR) ×
2(scene) repeated-measures ANOVA. As in the first experiment, there were four
frame rates (10, 15, 20 and 60FPS). Since, in the first experiment, a significant
difference in users’ ratings was found between BR2 and BR6, in the second experiment another beat rate was added, to see the behaviour between the two
extremes (BR2 and BR6). Therefore, there were four beat rates in total (0-no
sound, 2, 4 and 6BPS). The main difference between the second and the first
experiment was the nature of the scenes. In this experiment two dynamic scenes
were used (Cars and People) with moving objects and fixed camera. There were
32 experimental conditions for each participant. Rhe main effect of each factor
was investigated. Additionally, a post-hoc pairwise comparison was conducted,
to see the difference between the ratings for each condition of a given effect.
Again, the dependent variable was the perceived animation smoothness.

Figure 6.12: Mean values of subjective scores across dynamic scenes with standard error. All frame and beat rates are pooled.

The results of Mauchly’s sphericity test, for dynamic scenes, showed that
the assumption was violated for the effect of frame rate (p < .001), beat rate
(p < .001) and for the interaction between frame rate and beat rate (p = .023).
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Figure 6.13: Mean values of subjective scores across frame rates with
standard error. All dynamic scenes
and beat rates are pooled.
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Figure 6.14: Mean values of subjective scores across beat rates with
standard error. All dynamic scenes
and frame rates are pooled.

For these cases Greenhous-Geisser correction was applied. The assumption was
met for the other effects and interactions.
The within participant test showed the significant main effect of frame rate
(F=51.497; p < .001) and scene (F=4.628; p = .036). In case of the frame
rate effect the F-value was corrected using Greenhouse-Geisser method. From
Figure 6.12, showing a mean values for both scenes across frame rates and beat
rates, it is clear that Cars scene (Mean=57.06) was more preferred than People
scene (Mean=52.23). The pairwise comparison, since there were only two scenes,
showed the same significance level as the test for the main effect of scene (p < .05).
Testing the main effect of frame rate, with corrected F-values, it was found
that the frame rates significantly affect user perception of the animation smoothness (F=51.497; p < .001), meaning that if the scene and beat rates are ignored,
participants’ ratings would differ according to the frame rate. The graph in Figure 6.13 shows that the higher the frame rate was the value of the dependent
variable. The pairwise comparison, corrected using the Bonferroni adjustment,
confirmed this showing the significant difference (p < .05) between each frame
rate pair.
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Figure 6.15: Mean values of subjective scores across dynamic scenes
and frame rates with standard error.
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Figure 6.16: Mean values of subjective scores across dynamic scenes
and beat rates with standard error.

Although Figure 6.14 shows the same ranking pattern for the mean values
of different beat rates as for the static scenes, when scenes and frame rates are
pooled, the within participants test, using Greenhouse-Geisser test showed no
significance for the effect of beat rate (F=1.592; p = .208). The graph shows
that BR2 and BR4 increased the perceived animation smoothness comparing
to the no sound condition, while BR6 had the opposite effect, decreasing the
perceived smoothness. The pairwise comparison for the main effect of beat rate
showed no significant difference between any beat rates (p > .05).
Using the same test, no significant interaction between the variables was
found. Figure 6.15 illustrates the interaction between the scenes and frame rates.
Although we can see a slight tendency towards Cars scene, especially for FR10,
this difference was found as insignificant (F=2.512; p = .06).
As for the static scenes, there was no significant interaction found between
scenes and beat rates (F=1.442; p = .23). While for the case of Cars scene, the
same ranking pattern was found (low frame rates increase and high beat rates
decrease the perceived animation smoothness), the mean values for People scene
indicate that both low and high beat rates decrease the perceived smoothness,
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see Figure 6.16. Mean rankings for the no sound condition and BR4 we almost
identical.

Figure 6.17: Mean values of subjective scores across frame rates and beat rates
with standard error.

Finally, the interaction between frame rates and beat rates was not found as
significant (F=1.711; p = .08). In Figure 6.17 a similar pattern can be identified,
except for the FR10 where both low and high beat rates decreased the perceived
smoothness.

6.4 Discussion
In this study the main effects of beat rate, frame rate and scene on the perception
of animation smoothness were investigated. Additionally, the effect within and
between them was investigated. The investigation was done by conducting two
sets of experiments with two different participant groups, which resulted in having
two separate within participant statistical analyses: for static and for dynamic
scenes.
Since multiple factors and a correlation between them existed (each partici105
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pant gives multiple scores), it was important to choose a statistical method which
allows testing of one factor while controlling for the effect of the others. The analysis for each of the groups (static and dynamic) consisted of two stages. In the
first stage main effects of all three factors were tested using the within participants tests. Additionally, the interaction between the factors was analysed. In
the second stage, a post-hoc pairwise comparison for each factor was conducted.
This was explained in more details in Section 6.2.6.
The results of the analysis for static scenes showed a significant effect for
each factor (frame rate, beat rate and scene). Although a different rating of
the animations played at different frame rates might be considered as obvious,
it was important to make sure that the chosen frame rates were adequate, i.e.
distinguishable. The motivation partially lied in the Wertheimer theory, in which
it is claimed that the HVS tends to blend the successive images shown with
a short delay between presentations (between 1/10 and 1/40 of a second) - a
phenomenon known as the apparent motion [BS06]. Another reason for choosing
these frame rates is the fact that computer games usually run at 60fps and more,
and that standard computer display refresh rate is 60Hz. All this indicates that
frame rates between 10fps and 60fps are the ones to be considered. Therefore,
the significance of the main effect of frame rate, found by analysing the data,
means that ignoring the effect of beat rate and scene, participants were able to
distinguish all frame rates used in the experiments. Having this in mind, the
interaction between the beat rate and frame rate was investigated.
Since beat rate was found as significant factor, a further analysis was performed, looking at the pairs of beat rates and the interaction between them.
Looking back at Section 6.3.1 it can be seen that there is a significant difference in rating animation smoothness when using a slow beat rate (BR2) and
a fast beat rate (BR6). Interestingly, the audio with slow beat rate tended to
106
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increase the perceived animation smoothness, while BR6 had the opposite effect.
Although it is hard to explain this behaviour with certainty, the effect of low
beat rates might be a consequence of the attentional limitations, i.e. inter-modal
attentional model [SJ01]. This model proposes that our attention operates on
a global level and is not divided across multiple senses. This means that the
performance in a task requiring attention for one modality will be affected by
concurrent tasks in some other modality. On the other hand, the negative effect
of high beat rate on smoothness perception might be a result of the auditory
driving effect [GM59, Shi64] or temporal ventriloquism [MZSFK03, BA03, AB03],
or the combination of the two. These phenomena advocate that the auditory
stimuli can drive the temporal perception of the visual stimuli.
For the third independent variable, the scene factor, a significant main effect
was found. The results indicate different perception of animation smoothness for
different scenes. As explained in Section 6.2 this factor has many dimensions,
such as virtual scene complexity (geometry, materials and lighting) and virtual
camera behaviour (movement type and speed). Therefore, although these findings
are important, showing that smoothness perception highly depends on the scene
being observed, a further investigation that would look at all these mentioned
parameters separately would be useful to further understand the complexities
of these variables. A segment of this investigation, showing that the camera
movement speed affects the animation smoothness perception is presented in
Chapter 7.
For the dynamic scenes, no significance of the beat rate effect was found. This
again confirms the importance of the scene factor, as discussed in the text above.
The other two factors (frame rate and scene) were found as significant.
The overall results indicate that the effect of frame rate, beat rate and scene
on the smoothness perception of an animation exists. However, since this is the
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first study to investigate the influence of beat rates on smoothness perception,
more work is needed in the future to find a direct relationship between them.
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CHAPTER 7

Exploiting Audio-Visual Cross-Modal
Interaction

7.1 Introduction
As seen in the previous chapters, related and unrelated sound effects differently
affect visual perception (Chapter 5), while camera movement might be a significant factor in perceiving animation smoothness (Chapter 6). Based on these
findings, a follow up study, presented in this chapter, has been conducted, focusing on the following factors:
• the influence of camera movement speed on temporal visual perception
• the effect of movement-related sound effects and frame rate perception
threshold
• the efficacy of such cross-modal interaction using the sound effect of footsteps associated with the movement being performed
Part of the work presented in this chapter has been published in [HDAC10,
HDAC11].
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Exp.

Test
Test 1

Observed effect

Compared frame rates

Camera movement
speed

Audio

Test 2

Perceived smoothness threshold

Test 3

60r vs 60w
Audio

10r-60w, 20r-60w, 30r-60w
vs
60r-60w
Audio vs NoAudio

Movement related
sound effect
Exp. 2

NoAudio

60r vs 60w

Exp. 1

110

Run
10-20, 10-30, 10-60
20-30, 20-60, 30-60

Walk
10-20, 10-30, 10-60
20-30, 20-60, 30-60

Table 7.1: The details of the experimental design for each test. Numbers represent frame rate, while “r” and “w” stand for running and walking animations
respectively.

7.2 Experiments
In this study, the effect of two factors on visual perception were investigated,
by conducting two sets of experiments (Exp1 and Exp2 ), see Table 7.1. Two
tests were performed with the data from the first experiment and one test with
the data from the second experiment. In the first test (Test 1 ) the effect of
camera movement speed (walking and running) on temporal visual perception
was investigated. The research hypothesis was that the speed of the camera
movement will affect smoothness perception. Additionally, in Test 2, the perceived smoothness threshold for the animations accompanied by the audio effects
was investigated. The research hypothesis was that there will be difference between the preference of the discrepant frame rates and preference of the control
condition (60r-60w). In the second experiment (Test 3 ), the movement related
sound effect on the running and walking animations were investigated separately.
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The research hypothesis was that scene related audio effects will increase visual
smoothness perception.

7.2.1 Design
Both experiments used a within-participant design with three independent variables: camera movement, frame rate and auditory condition. Two camera conditions: walking (slow) and running (fast), and four different frame rates: 10,
20, 30 and 60 frames per second (fps) in different combinations were used, see
Table 7.1. Audio conditions were: Audio (footsteps sound effect) and NoAudio
(silent animation). The dependent variable was the perceived smoothness of the
animations. This was measured using the Two Alternative Force Choice (2AFC)
method in a complete randomised design. To control for fatigue and familiarity,
10 different animations of the same scene were used. For the Audio condition the
footsteps sound effects were always synchronised with the visual stimulus.

7.2.2 Participants
In the experiments 86 people volunteered, 71 of whom were university students
studying a variety of subjects, and the rest from university staff. The participants’
age varied from 17 to 58 with an average age of 26. Out of 86 participants, 61
were male and 25 female. All of them had normal or corrected to normal vision.
None of the participants reported any hearing impairments.

7.2.3 Apparatus
The experiment was conducted in a dark, quiet room with no distracters. In the
first experiment the visual stimuli were presented on a calibrated 17 inch Philips
170B6 monitor with 1280×1024 pixel resolution and a refresh rate of 60 Hz. In
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the second set of experiments, an LG W2234S 22 inch monitor with a refresh
rate of 60 Hz and resolution 1680×1050 was used. Although different types of
the monitors were used in the experiments, the physical size of the presented
stimuli was the same. The stimuli were positioned at eye level, 60-70 cm from
the participants eyes. For auditory stimuli an LTB Magnum 5.1 AC97 Headphone
set was used.

Figure 7.1: Four frames taken from the walk-through animations. The top two
frames are from the animations with camera moving from the corridor to the
conference hall, and the bottom two from the animations where the camera is
moving from the conference hall to the corridor. See Appendix C for larger
images.
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7.2.4 Stimuli
The visual stimuli were based only on one scene, see Figure 7.1. To control for
familiarity, two animations, at a resolution of 800×600, were rendered along the
same path but in opposite directions, see Figure 7.2. The animations were rendered using our own implementation of path tracing, see Section 3.6. All scenes
were static with only frontal camera movement and no rotation relative to the
motion path. For each of them a curved motion path with the oscillating motion
of the camera along the vertical axis was used, see Figure 7.3. The oscillating motion was used to improve the sensation of walking in the experiment [LBHD06].
The strides in walking and running animations were 0.8m and 1.5m respectively.
A young subjects’ average normal walking speed of 1.425 m/s [AONI04] was
used for the walking condition. For the running condition a speed of 4 m/s was
used. All videos were compressed using XviD MPEG-4 Codec (single-pass encoding, target quantizer: 3.00). The animations were divided into three walking
animations and two running animations in both directions, each lasting for five
seconds.
For audio, an animation related sound effect was used in both camera conditions (walking and running). This was the sound of footsteps, produced by
capturing the sound of leather soled shoes against a firm tiled floor. To synchronise the sound effects with the animation, the length of the silence between the
ON signals was varied. The amount of echo in the effect was adjusted according
to the nature of the scene and did not change during the animations. Sounds
were delivered uncompressed, using two channels (stereo), sample rate 44100Hz
and bit rate of 1411kbps. No background music was played in order to avoid any
subjective side effects.
For the audio-visual presentation, a framework with support for frame rate
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Figure 7.2: Camera path used for the animations (red). Four running animation
sequences (yellow) and six walking animation sequences (blue) were used.

Figure 7.3: Oscillating camera motion along the vertical (z) axis.
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and audio control was developed. All results from each trial were saved in separate
text files.

7.2.5 Procedure
Prior to the experiment each participant was asked to read and sign a consent
form, in which they agreed to voluntary and anonymously participate in the
experiment. They were told that they could withdraw from it at any time. Additionally, all the participants were given a questionnaire to fill in and they were
presented with instructions (see Appendix C), followed by two sample animation
pairs played at 10 and 60fps. They were told that these were the worst and the
best cases respectively, but not what frame rates the animations were. In the
instructions they were further explained what frame rate is using Figure 6.3, and
that they were going to watch pairs of animations for which they will have to
evaluate their smoothness. They were shown 22 and 37 pairs of animations in
the first and second experiment respectively.

Figure 7.4: The experimental procedure. From left to right: grey box, first
animation, grey box, second animation and A/B evaluation screen.

The randomly ordered animation pairs were presented sequentially, see Figure
7.4. Each animation was preceded by a grey box (RGB: 0.3, 0.3, 0.3) lasting for
two seconds. The length of each animation was five seconds. After each pair, the
A and B boxes were shown on the screen. Participants were instructed to choose
the smoother animation by clicking on one of the two boxes, after which the next
cycle started automatically. Each trial in the first experiment lasted for about
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six minutes and in the second experiment for about 10 minutes. The participants
were debriefed on the nature of the study after the experiment.

7.3 Results
In order to test the research hypotheses, the data was analysed using descriptive
statistics and non-parametric tests. For both tests Chi-square test was used.
Wilcoxon 2 Related Samples test was used for the Test 3.

7.3.1 Test 1: Camera movement speed influence on animation
smoothness perception
The first research hypothesis was that the speed of the camera movement will
affect the smoothness perception. The null hypothesis was that camera movement
speed will have no effect on visual smoothness perception. The hypothesis was
tested comparing the walking (Walk) and running (Run) animations, both played
at 60fps, which was the gold standard. NoAudio (silent) and Audio condition
were tested separately. The test had a single independent variable - camera
movement speed.
Tabular data with observed and expected frequencies, χ2 and p − values are
given in Table 7.2. The Chi-square test found the relationship between Running
and Walking animations for NoAudio condition as significant (p = .020). Therefore, the null hypothesis was rejected in favour of the research hypothesis that
the speed of the camera movement affects the animation smoothness perception.
The participants preferred the walking rather than the running animation.
The same test for Audio condition showed no significance (p = .182), and thus
the null hypothesis cannot be rejected. The fact that the results were different for
the Audio and NoAudio condition, indicates that audio might affect perception
116
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Run
Walk
Total

NoAudio
Observed N Expected N
11
18.0
25
18.0
36
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Residual
-7.0
7.0

χ2 (1) = 5.444, df = 1, p = .020

Run
Walk
Total

Audio
Observed N Expected N
14
18.0
22
18.0
36

Residual
-4.0
4.0

χ2 (1) = 1.778, df = 1, p = .182

Table 7.2: Test 1: Observed and expected frequencies for the Run - Walk animation smoothness perception comparison.
of animation smoothness. Therefore, the influence of sound effect of footsteps on
temporal visual perception was further investigated in Section 7.3.2 and Section
7.3.3.

7.3.2 Test 2: Sound effect’s influence on perceived smoothness
threshold
In this test, the perceived smoothness threshold was investigated, while watching
the animations accompanied by the audio effects. The difference in the preferences between the discrepant frame rate pairs and the control group (60r-60w
fps) was compared, see Table 7.1. Lower frame rates were used with the running
animation in each test pair. The null hypothesis for each test pair was that animations in discrepant frame rate pairs played at 60fps will not be perceived as
smoother. Since no bias was assumed, this means that each test pair will have
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10r-60w
20r-60w
30r-60w
60r-60w
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Mean value p − value
1.83
.032
1.52
N/A*
1.63
.5
1.61
N/A

Table 7.3: Test 2: Mean and p values for Audio condition. p − value is given
for difference in preference between the test pairs and 60r-60w condition. Lower
and upper bounds were 1 (first animation preferred) and 2 (second animation
preferred) respectively. *Not inline with a 1-tailed test.
the same preference compared to the control group.
For the analysis a one-tailed Chi-square test was used. Therefore, in order
to test the validity of the one-tailed hypothesis, corresponding means were compared. The mean values for test pairs 10r-60w, 20r-60w and 30r-60w were 1.83,
1.52 and 1.63 respectively, where lower and upper bounds were 1 and 2, see Table
7.3. The mean value for the control group was 1.61. Since the mean value of
20w-60w condition was lower than the mean value of the control group, the null
hypothesis for this pair cannot be rejected. For the 10r-60w and 30r-60w pairs,
the difference was in line with our research hypothesis such that we can carry on
with the test.
The results show that only for 10r-60w pair there was significant difference
in preference (p = .032), and thus the null hypothesis can be rejected. For 30r60w (p = .5) pairs there was no significant difference in preference comparing
to the 60r-60w control group. Hence, the null hypothesis in this case cannot be
rejected. These results appear to show that the perceived smoothness threshold
when watching the animations with movement-related sound effects is somewhere
between the 10fps and 20fps. This further indicates that walking animations,
rendered at 60 frames per second, when accompanied by the movement-related
sound effects, were not perceived significantly smoother than the same animation
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Mean (Audio)*
Mean (NoAudio)*
p − value

Mean (Audio)*
Mean (NoAudio)*
p − value

10-20
1.70
1.80
.098

10-20
1.92
1.90
N/A**
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RUN
10-30
10-60
20-30 20-60 30-60
1.78
1.76
1.70
1.74
1.52
1.78
1.72
1.58
1.82
1.52
N/A** N/A** N/A** .173 N/A**
WALK
10-30
10-60
1.78
1.78
1.92
1.88
.010
.029

20-30
1.50
1.78
.002

20-60
1.52
1.68
.044

30-60
1.32
1.40
.197

*Lower bound = 1; Upper bound = 2
**Not inline with a 1-tailed test
Table 7.4: Test 3: Mean and p values for Audio condition. p − value is given
for difference in preference between the test pairs and 60vs60 condition. Lower
and upper bounds were 1 (first animation preferred) and 2 (second animation
preferred) respectively.
rendered at 20fps and 30fps.

7.3.3 Test 3: Sound effect’s influence on animation smoothness
perception
The results from the first experiment showed that movement related sound effects could affect the perception of animation smoothness. Therefore, to test
for that effect, the second experiment was conducted. The research hypothesis was that movement related sound effects (i.e. footsteps) will increase the
perception of smoothness. For the analysis, the data was first divided into two
groups: run and walk. Then the Wilcoxon 2 related samples test was performed
on each group separately, comparing the animation pairs given in Table 7.1. The
animation played at higher frame rate in each pair was always played without
sound (NoAudio condition), while the sound effect of footsteps was used for the
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animation played at lower frame rate. For example, for the pair 10-30 we compared users’ preference between the two test pairs: 10/Audio vs 30/NoAudio and
10/NoAudio vs 30/NoAudio.

Figure 7.5: Mean values of the compared running animation test pairs.

The results showed that for the fast camera movement (running) there is no
significant effect of audio on the perceived visual quality, see Table 7.4. The mean
values for this test are shown in Figure 7.5.
Statistical analysis revealed different results for the walking condition. Animations played at 10fps with sound effects have been thought of as smoother
than animations played at 30fps (p = .010) or 60fps (p = .029) with no audio,
see Table 7.4. Additionally, the same test showed that animations presented at
20fps with audio were rated as smoother than silent animations played at 30fps
(p = .002) or 60fps (p = .044). For these animations pairs, the null hypothesis
can be rejected, which means that movement related sound effects increase the
temporal visual perception. Figure 7.6 depicts the mean values for the walking
animations across Audio and NoAudio sound conditions.
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Figure 7.6: Mean values of the compared walking animation test pairs.

7.4 Discussion
In this study, the effect of three factors was investigated: the influence of camera
movement speed on perceived smoothness quality of animation; the influence of
movement-related audio effects on perceived smoothness threshold of video animations; and movement-related sound effect’s influence on animation smoothness
perception. The three factors that could influence our results: camera movement
speed, frame rate and auditory condition were considered.
The results from the analyses showed that both camera movement speed and
movement-related audio effects influence animation smoothness perception. In
Section 7.3.1, it has been shown that camera speed significantly affects the perception of animation smoothness when presented with no audio. However, there
was no significance of this effect in case of the Audio condition. In both audio
conditions, the slower (walking) animation was preferred over the faster (running)
animation. The different results for the Audio and NoAudio conditions indicate
that audio effects could indeed influence smoothness perception. The results of
121
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Test 2 showed that the perceived smoothness threshold of the pre-rendered animations, when accompanied by a movement-related sound effects, lies between
10 and 20 frames per second. Lastly, in Section 7.3.3 the significance of the auditory influence on perceived smoothness of the animations was investigated. The
results showed that movement-related sound effects do increase the animation
smoothness perception. The effect was, however, significant only for the slow
animations. The reason for this might be in the fact that in running animations,
the vertical oscillating motion of the camera introduces a jitter effect, making
the frame rate of the animation hard to distinguish.
These results represent another step towards understanding auditory-visual
cross-modal interaction and its possible uses in computer graphics. Properly exploited in interactive scenarios, related sounds could be introduced or emphasised
to maintain the same perceptual quality when the computational resources are
insufficient and required frame rate cannot be delivered.
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While graphics hardware and rendering algorithms are constantly improving,
there is a consistent demand for quality enhancement in auditory-visual rendering, such as geometry complexity, lighting complexity, physics, interaction, etc.
Additionally, a complete user experience will require rendering for other modalities (smell, taste, touch). Due to this demand, high-fidelity rendering of complex
scenes is still not achievable in real time. Therefore, an alternative solution for
achieving this goal is the utilisation of related findings from other disciplines. In
this thesis, auditory-visual cross-modal interaction findings, from the field of psychology, have been employed in order to increase or maintain spatial or temporal
visual perception when computational resources are insufficient, which results in
a speed up for the visual rendering process.
Although multi-modal interaction has been a research topic in psychology for
decades and several highly valuable findings have been presented (see Section 4.1),
it has been only recently exploited in computer graphics. Different findings on
auditory-visual cross-modal interactions in psychology and corresponding studies
in computer graphics are presented in Table 8.1.
As can be seen, the main focus of interest in computer graphics so far has
been on the perceptual and attentional limitations, such as angular sensitivity,
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Phenomenon/Psychology
Angular sensitivity [Jam90, HB89]
Inattentional blindness [RLGM92,
MR98, SC99]
Modality appropriateness hypothesis
[HT66, WW80]
Auditory driving effect [GM59, Shi64,
WKN03, Rec03]
Temporal ventriloquism [MZSFK03,
BA03, AB03, BBM09]
Illusory flash induced by sound [SKS00,
SKS02]
Stimuli weighting [BA06]
Ventriloquism effect [HT66, CWGJ75,
VBdG98, VdG04]
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Used in/Computer Graphics
[YPG01, CCW03, MDCT05a, Mas06,
CDS06, LDC06]
[CCW03, MDCT05a, Mas06]
[MC04, Mas06], Chapters 6, 7
[MC04, Mas06], Chapters 6, 7
Chapters 6, 7
Chapters 6, 7
[CD09]
[MBT∗ 07]

Table 8.1: The cross-modal phenomena found in psychology and the main studies
within the computer graphics that were inspired by this work.
inattentional blindness or modality appropriateness hypothesis. However, the
results presented in Chapter 5 indicate that significant potential lies in investigating the perceptual and attentional limitations in auditory-visual cross-modal
interaction. In this study, exposure to broadband noise as the auditory stimuli decreased the perceived rendering quality threshold. Furthermore, the work
presented in Chapters 6 and 7 showed that audio has a significant influence on
frame rate perception. In particular, the beat rate can have strong effect, increasing the perceived frame rate of animations when observing walk-through
animations with no objects moving. In addition, movement related sound effect
significantly increase perception of animation smoothness when observing slow
(walking) animations.
The main aim of this thesis was to further investigate the direct relationship
between vision and audition in both spatial and temporal domain which should
give a better understanding of this interaction, making it possible to effectively
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reduce the computational time of rendering, without the user noticing any perceptual loss in quality. This was achieved by introducing auditory stimuli as an
addition to the visuals. The behaviour and effectiveness of the auditory-visual
cross-modal interaction experienced in such scenarios were investigated by conducting multiple psychophysical experiments, looking at auditory influence on
spatial and temporal visual perception.
The investigation of auditory influence on the perceived rendering threshold
(Chapter 5) showed that the cross-modal interaction between the two modalities
indeed exists. This was first confirmed by analysing the data via loglinear analysis, which confirmed the main effects of Sound, Quality and Score (χ2 =55.14;
p < .001), along with the two-way interactions between these factors (χ2 =94.52;
p < .001). To interpret these interactions, Chi-square analysis was used across
sound conditions and scenes. This analysis compared the user preference between
the images, rendered at different quality, presented with related sound, unrelated
sound or without sound. The results revealed that the related and unrelated
sounds had an opposite effect on visual perception: the unrelated sounds reduced
the perceived rendering quality threshold, while the threshold was increased by
the related sounds.
For two out of four scenes (Corridor and Kalabsha) that were used in the
study, participants could not notice any quality difference between the images
rendered at 1rpp or 49rpp when presented with unrelated sounds (p = .081). At
the same time, the comparison for no sound and related sound groups showed
that this difference was significant (all p − values < 0.05). However, in the
experiments, noise sounds (white, brown and pink noise) were used, which might
have had a distracting effect. Therefore, this might be useful only in situations
when we intentionally want to distract a user by some external, unexpected event,
while, at the same time, decreasing the spatial visual rendering quality.
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When using related sounds, the perceived rendering threshold was found to
be either the same or higher than in no sound condition. For the Corridor
and Kalabsha scenes no significant effect of related sound was found, while for
Checkerboard and Library scenes the threshold was higher - at 9rpp and 4rpp
respectively. This was in conflict with the research hypothesis, stating that by introducing sound, it would be possible to deliver lower quality images without any
perceivable difference in visual appearance. This might be partially attributed
to attentional attraction towards certain regions of the observed image by the
presented sound. Therefore, it would be necessary to investigate this further using eye-tracking techniques, which should reveal if a user focuses on certain parts
of the presented image when listening to accompanying audio. This way, users’
gaze could be analysed, and only those regions attended to, need to be selectively
rendered in higher quality.
In the following study, presented in Chapter 6, the main effects of beat rate,
frame rate and scene on the perception of animation smoothness were investigated. Additionally, the effect within and between these factors was studied.
The investigation was done by conducting two sets of experiments with two different participant groups. This resulted in having two separate within participant
statistical analyses: for static scenes, where no objects in the virtual scene were
moving, except for the virtual camera which changes in position and/or orientation; and for dynamic scenes, in which one or more objects were moving while
the camera was fixed.
The results of the analysis for static scenes showed a significant effect of
each factor (frame rate, beat rate and scene). Although a different rating of
the animations played at different frame rates might be considered as obvious,
it was important to make sure that the chosen frame rates were adequate, i.e.
distinguishable. The motivation partially lied in the Wertheimer theory, in which
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he claims that the HVS tends to blend successive images shown with a short delay
between presentations (between 1/10 and 1/40 of a second) - a phenomenon
known as the apparent motion [BS06]. Another reason for choosing these frame
rates is the fact that computer games usually run at 60fps and more, and that
standard computer display refresh rate is 60Hz. All this indicates that frame rates
between 10fps and 60fps are the ones to be considered. Therefore, the significance
of the main effect of frame rate (F=478.54; p < .001), found by analysing the
data, means that ignoring the effect of beat rate and scene, participants were
able to distinguish all frame rates used in the experiments. Having this in mind,
the interaction between the beat rate and frame rate effects was investigated.
Since beat rate was found as significant factor (F=8.23; p = .001), a further
analysis was performed, looking at the pairs of beat rates and the interaction
between them. Looking back at Section 6.3.1 it is clear that there is a significant
difference in rating animation smoothness when using a slow beat rate (BR2) and
a fast beat rate (BR6). Interestingly, the audio with slow beat rate tended to
increase the perceived animation smoothness, while BR6 had the opposite effect.
The effect of low beat rates might be a consequence of attentional limitations, i.e.
the inter-modal attentional model [SJ01]. This model proposes that our attention
operates on a global level and is not divided across multiple senses. This means
that the performance of a task requiring attention for one modality will be affected
by concurrent tasks in some other modality. On the other hand, the negative
effect of high beat rate on smoothness perception might be a result of the auditory
driving effect [GM59, Shi64] or temporal ventriloquism [MZSFK03, BA03, AB03],
or the combination of the two. These phenomena advocate that the auditory
stimuli can drive the temporal perception of the visual stimuli.
For the third independent variable, the scene factor, a significant main effect
was found (F=52.087; p < .001). The results indicate a different perception of
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animation smoothness for different scenes. As explained in Section 6.2 this factor has many dimensions, such as virtual scene complexity (geometry, materials
and lighting) and virtual camera behaviour (movement type and speed). Therefore, although these findings are important, showing that smoothness perception
highly depends on the scene being observed, a further investigation that would
look at all these mentioned parameters separately would be useful to further understand the complexities of these variables. A segment of this investigation is
presented in Chapter 7.
For the dynamic scenes, no significance of the beat rate effect was found
(F=1.592; p = .208). This again confirms the importance of the scene factor,
as discussed in the text above. The other two factors: frame rate (F=51.497;
p < .001) and scene (F=4.628; p = .036) were found to be significant.
Since the study presented in Chapter 6 indicated that the camera movement
might affect the perceived frame rate of the animations, this was further investigated in Chapter 7. Namely, the influence of a specific aspect of the camera
movement - its speed, on frame rate perception was investigated. It has been
shown that slow camera movement, i.e. walking animations, is perceived as
smoother than the fast camera movement (running animations) when presented
at 60fps with no audio (p = 0.20). The same comparison, using animations
accompanied with footsteps sound effects, revealed no significance (p = .182).
The former might be due to the smaller distance interval ∆s of the slow camera
movement, resulting in a lesser image shift between successive frames. Another
possible cause for this user preference might be the fast vertical oscillating motion
of the camera that could introduce a jitter effect, making the frame rate of the
animation hard to distinguish. The latter indicated that there might be a direct
influence of footsteps sound effect on animation smoothness perception.
Furthermore, the same study (see Chapter 7) investigated the influence of the
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movement-related sound effect on perceived smoothness threshold. The results
showed that this threshold lies between 10fps and 20fps, meaning that the viewers
could not perceive significant difference in quality between 20fps and 60fps when
accompanied by the movement-related sound effects. Therefore, rendering animations at 20fps instead of 60fps, while maintaining the same perceptual quality,
could lead to a computational speedup of three times.
Finally, the direct effect of the footsteps sound on animation smoothness
perception was investigated. The results show a significant affect for the walking
animations. More specifically, animations played at 10fps and 20fps with sound
effects were perceived as smoother than animations played at 30fps or 60fps with
no audio. The cross-modal effect found in the second and third tests indicate
that it would be possible to achieve a significant speedup in rendering (up to six
times) when using movement-related sound effects.
This knowledge could be used to control a rendering system, saving computation while maintaining the same perceptual experience within a multi-modal
environment, for example in interactive systems when scene complexity increases
rapidly such that the frame rate is affected. In such a system the beat rate could
be manipulated interactively, somewhat akin to time-constrained level-of-detail
manipulation [FS93], such that the drop in frame rate is not perceivable by the
viewer. An alternative scenario where the beat rate and frame rate relationship
is useful is when computing high-quality animations which are highly computationally expensive and typically require huge resources such as render farms.
Under such conditions, if the animation score is known beforehand, the minimal required frame rate could be calculated for each audio segment, significantly
reducing the total rendering time without compromising the visual experience.
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8.1 Contributions
In this thesis, a comprehensive overview of the auditory-visual cross-modal interaction has been presented, including the main findings in psychology and a
detailed survey of the corresponding work carried out in the field of computer
graphics (Chapter 4). The novel work, presented in Chapters 5, 6 and 7 build
on these findings. Through multiple user studies, this thesis investigates some
particular features of audition and vision that could affect human perception,
and thus benefit visual rendering performance.
There are several major outcomes of the thesis which confirm that:
• a relationship between the vision and audition in both the spatial and
temporal domain exists (Chapters 5, 6 and 7).
• the perceived rendering quality threshold can be reduced by sound. When
accompanied by an unrelated sound, spatial quality of the presented image
can be decreased without any perceivable difference (Chapter 5) The effect
is dependant on the scene properties.
• audio beat rate can significantly affect video frame rate perception. Low
beat rate significantly increases perceived frame rate (6).
• movement related sound effects influence temporal visual perception.
• camera movement speed affects temporal visual perception.
• the temporal visual perception is affected by the scene content and complexity.
• familiarity with computer games and/or animation has no influence on
visual perception.
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Additionally, so far there has been no established statistical framework for
video animation quality comparison using numerical scores assigned from a slider
bar for both dependent and independent sample design. Therefore, the methodology described in Chapter 6 can be used as a framework for similar data analysis
in such studies.
The contributions of the thesis provide an initial step for the future development of the rendering framework, that could enable real-time high-fidelity rendering at high frame rates.

8.2 Impact
The novel findings from this thesis could be used for various multimedia application, where both rendering quality and time constraints need to be satisfied. In
many virtual reality scenarios, such as entertainment, simulations and training,
virtual reconstructions and museums, etc. audio is used as a complementary
stimulus, to achieve a richer experience and a higher level of immersion and presence in a virtual space. As shown in this thesis, the addition of audio does not
have to lead to an increase of computation, but it can be rather used for maintaining the same perceptual quality while decreasing the spatial and/or temporal
frequency of graphics.
Producing realistic virtual environments requires high-quality stimulation of
multiple senses, aiming at the full immersion of a viewer as if he or she was
present in the real scene being depicted [CDMdS07]. Although sound utilisation
in virtual environments is not novel, this thesis shows that knowing the crossmodal effects between vision and audition can help in developing better multimodal environments and simulations.
Since this is one of the first studies in computer graphics to investigate this
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phenomenon, more work is needed in order to create a framework that could use
the full potential of the auditory-visual cross-modal interaction. This framework
could adjust the audio and visual quality on-demand, reducing or balancing the
work load whenever required.
Finally, this thesis may be used as a guideline for a future cross-modal research
investigating other modalities, such as smell, taste and touch.

8.3 Directions for future work
Using findings on multi-modal interaction from psychology and extrapolating
them for the computer graphics scenarios requires significant changes in test
stimuli. These changes lead to a substantial increase of the complexity level and
number of variables that need to be carefully controlled. Therefore, individual
variables need to be isolated and observed separately.
Although various psychological phenomena are directly mapped and some of
them extrapolated into computer graphics applications (see Table 8.1), there are
still some to be investigated, and potentially utilised in computer graphics, such
as:
• modality confusion [LMBB03]
• McGurk effect [MM76]
• audio effect on visual intensity [SLWP96]
• audio effect on visual search [VdBOBT08]
• bouncing targets / circles [SSL97]
The results presented in this thesis could be extended by focusing on the
conditions that indicated significant cross-modal influence. This might include
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higher granularity of rays-per-pixel (rpp), beat rates and frame rates. Furthermore, direct comparison of the audio-visual content at lower frame rates with ones
presented at higher frame rates could be investigated. Additionally, a deeper
investigation into scene complexity, different audio types and sounds, camera
movement is required.
Although the study on spatial visual perception indicates that unrelated
sounds decrease perceived rendering quality threshold and that related sounds
may require an increase in rendering quality when compared to a no-sound scenario, a further investigation of the manner in which this affects user’s attention
is needed. As with any such statistical study, the validity of the result is dependent upon the sample size. Therefore, increasing the number of participants
would improve the level of significance. Additionally, the results might be further
improved by using selective rendering techniques [Deb06, Mas06].
Temporal visual perception could be investigated and potentially enhanced
by using music as the auditory stimulus in multi-modal environments. Music,
however, carries the effect of emotions, which has rather subjective impact on a
user, and is hard to control [MC04]. Nevertheless, this would benefit not only
virtual worlds and video games, but also the film and advertising industries.
Another segment of the cross-modality that has not been tackled in this thesis
is the spatial audio. It has been recently shown that using stimuli that is precisely
defined and positioned in virtual space, it is possible to attract users’ attention
to one side of the observed screen, or even to a specific object in the screen
[MDCT05a, HWBR∗ 10]. Using selective rendering with 3D audio could lead to a
significant rendering speed-up.
In addition, the impact of auditory influence on visual perception has yet to
be applied to interactive scenarios. Although this brings another set of variables
into consideration, making the environment harder to control, the results could
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be directly mapped to 3D virtual scenarios. Such results also entail the possibility
of building decision-theoretic systems [DPF03] based on cross-modal effects that
ensure a constant perceived frame rate rather than the commonly used fixed
frame rate [FS93].
Finally, other senses, such as smell, taste and touch, need to be included
in such research. Adding those senses could heighten the immersion in virtual
worlds and enhance the overall user experience.

8.4 Final remarks
While high-fidelity rendering of simple scenes might be performed interactively at
low resolutions, markets and technology are imposing increased demands, requiring higher frame rates, image resolutions and interactivity level, more complex
virtual scenes and containing additional modality stimulations. This means that,
as the hardware and graphics algorithms evolve, consumer expectations grow
simultaneously. Therefore, additional techniques for enhancing the rendering
process need to be developed.
The cross-modal interaction in computer graphics has been investigated for
less than a decade, and therefore, there is a substantial amount of work still to
be done. Although this is a long and complex process, the findings presented in
this report promise a bright future for the field. This thesis represents another
step towards a detailed understanding of auditory-visual cross-modal interaction
and its possible uses in computer graphics.
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