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* Our previous research suggests that the hot hand phenomenon, a . \jnyal reality allows us to conduct a foraging study in a small lab space as  ~ Several measurements, like a mental rotation task and a spatial memory test NP DIGITS FORWARD =1 2.S 1 or 0

tendency to perceive illusory streaks of clumps in sequences and grids, is opposed to outside, where weather may not permit testing conditions. The will measure cognitive abilities relating to foraging and spatial reasoning. Other s-8-2]
a human universal tied to humans’ evolutionary history of foraging. In past virtual reality software also allows us to control exactly how the foraging assessments—such as digit span, digit substitution and a trails making task— oi 7A 1. [6-9-4
experiments, we showed }hat the '.‘0‘ hand phenomenon .helps to exp[am scenario looks and works in the study, allowing us to strategically place will collect data on individual differences in cognitive processing speed. , 6-4-3-9
the difficulty people have in reasoning about randomness in situations like resources in space to explore variation in participants’ search strategies. . ‘B S Fra e
gghmabvl:g? :23 %gg%gf ;Ig?ezri‘gssrene;delntfc 'igrignsgu%y’av;ﬁ,;x Z?;']Z?a:zg * The virtual reality headset and controllers can record actions such as turn | [ | [ 3. [7-5-8-3-6

~ : : " : patterns and movements indicating searching an area that can be statistically | , | o e o
foraging scenarios. By letting participants search for food resources in a examined to see where participants believe resources are clumped or are C\W] g} - 4. [3-9-2-4-8-7
Virtual Reality environment, we will gain insight into how people decide o | ’\h"’:ui g 5-9-1-7-4-2-8
where to search and when they give up searching at a local site. Recorded ' | ldT‘L’J EE‘I;:\ _A o il el ol
time and movement data will capture search patterns in specific statistical | e mor e
distributions as well as what changes in search strategies occur when I | 7 B-0-0-2-8-0_4
participants respond to the presence and absence of resources. _Qﬂ o P
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First results
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+ Before the main experiment, participants partake in a short tutorial 160 - | 10 - _ ]
T 0 designed to familiarize them with navigating the program used in the main 2
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. . +* Once the tutorial has been completed, the program will automatically bring . : . .
AppllcatIOnS Of hOt hand researCh? participants to the main experiment and start collecting data. The 200 Successes Vs. Completion Time Of the three grids show t{elqw, V}'hlch one most cl9sely resembles
environment of the main experiment consists of a twenty by twenty grid of the carrot distribution you searched in?
History Osydreamar S Prafiohaler eatory Frumshaker 400 carrot stems, half of which have carrots attached beneath the ground. 180 F
— et wex & % Participants are tasked with collecting as many carrots as possible with an Aggregated Random Dispersed
2 S - 7 Rowds ot @ 29 > ,? 2 allotted 200 plucks. Time and movement data is recorded by the virtual 160 | Crid searched:
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