October 3, 2005

Learning

A. Classical Conditioning

· A process of association in which a previously neutral stimulus elicits a new response

· Ivan Pavlov

· Before conditioning.  

· Neutral stimulus (sound of bell) ( Neutral Response (Pricking of ears)

· Unconditioned Stimulus (meat) ( Unconditioned response (salivation)

· Pair Neutral stimulus and unconditioned stimulus – Create association, ring bell before bring meat ( unconditioned response (salivation)

· After Conditioning

· Conditioned Stimulus (Sound of bell) ( Conditioned response (Salivation)

· George Costanza Example

· Neutral Stimulus (food) ( Neutral Response  (Satiation)

· Unconditioned Stimulus (Sex) ( Unconditioned response (sexual pleasure)

· Neutral Stimulus (Food)                  Unconditioned Stimulus (Sex) 

· Unconditioned response (sexual pleasure)

· Conditioned Stimulus (food) ( Conditioned Response (sexual pleasure)

· Everyday life

· Scents & Positive Memories

· Food aversions, phobias

· Thunderstorms (lightning because it leads to thunder which is scary)

· Watson & Rayner

· Little Albert Study

· Train wolves not to eat sheep and cow because they kept eating rancher’s sheep.  Made wolves sick after eating sheep and cow.

· Rabbits, plant marigolds around gardens.

· Beer and women.

· Generalization
· Conditioned response to similar stimuli

· Traffic lights (vertical versus horizontal, color shades)

· Coral snake (poisonous) and king snake (harmless)

· Discrimination
· Differentiating between stimuli

· Extinction

· Loss of a conditioned response

· If keep ringing bells in Pavlov, no food, then it doesn’t expect it any more.

· Spontaneous Recovery

· RE-emergence of conditioned response, even after extinction

· Dog salivates now and then after realizing that food won’t come.

B. Operant Conditioning

· Voluntary behaviors are strengthened or weakened based on consequences.

· Organism operates on the environment

· Thorndike’s law of effect
· Learning depends on the effect of certain behaviors

· Behaviors with positive outcomes are likely to be repeated

· e.g., taking a new and quicker route to school

· Behaviors with negative outcomes are unlikely to be repeated

· E.g., bad blind date experience

· Everyday life

· Training Pets

· Intentionally rewarding positive behaviors

· Unintentionally rewarding negative behaviors

· Training Children

· Don’t give in to tantrums

· Don’t reward negative attention

· Training Adults

· Reward desirable behavior

· Punish bad habits

· Superstitions often result from coincidental rewards

· B. F. Skinner

· Walden Two

· About Utopian society based on operant conditioning.

· Skinner box

· Reinforcement

· Likelihood for behavior increases
· Positive reinforcement

· Pleasant stimulus is added

· E.g., candy, money

· Negative reinforcement

· Unpleasant stimulus is removed

· E.g., aspirin for headaches

· Little kids, aggression ( makes annoying person go away

· Punishment

· Likelihood of behavior decrease
· Positive punishment

· Unpleasant stimulus is added

· E.g., spanking

· Negative punishment

· Pleasant stimulus is removed

· E.g., time-out

· Reinforcers

· Primary reinforcers

· Based on biological needs

· No prior experience necessary

· Secondary reinforcers

· Based on associations with primary reinforcers

· Money

· Mardi Gras beads

· Immediate vs. Delayed reinforcement

· Small reward now vs. larger reward later

· Important skills for social competence & achievement

· Shaping

· Learning complex behaviors through the reinforcement of many simple behaviors
· “Successive approximations”

· Close to marble, food comes.  Associate marble with food

· Every time pushed marble to tuna can, rewards.

· Push marble on can, rewards.

· Put in hole, rewards.

· Other types of Reinforcement

· Continuous reinforcement

· Reinforcing behavior after each response

· ATM

· Vending machine

· Partial reinforcement

· Reinforcing behavior times

· Slot machine

· Schedules of Partial Reinforcement

· Ratio schedule

· Based on number of responses
· Fixed (reward after every 10 responses)

· Mileage clubs

· Credit card points

· Variable (reward after 10, 3, 7 responses)

· Slot machine

· Interval schedule

· Based on amount of time between responses

· Fixed (reward after every 10 minutes)

· Paychecks

· Variable Reward after (10, 3, 7 minutes)

· Fishing

