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How	do	we	learn	about	the	world?	



Through	examples…	









And	making	predic)ons	about	new	instances	





Generaliza)on:	
Inducing	knowledge	of	a	broader	concept	or	category	
from	observed	instances	



But	is	this	the	only	way	we	learn?	





Unobservable	features	





Infrequency	





Costly	





Social	Learning	



Language	is	an	
effec)ve	medium	
for	transmiXng	
knowledge	



Generics	

(Gelman,	2009;	Tessler	&	Goodman,	2016,	in	prep)	

e.g.	“Birds	lay	eggs”	



Hypothesis:	

(Gelman,	2003)	

Generics	support	
concept	learning	



Research	Ques)on:	

1.	Is	language	effec)ve	for	teaching	
simple	concepts?	



2.	What	in	language	is	effec)ve	for	
teaching	simple	concepts?	

Research	Ques)on:	



Real-Time,	Web-Based,	Dyadic	Experiment		

(Modified	from	Hawkins,	2014)	
	



Welcome	to	Criger	Island	









Experiment	Block	Design	
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Test	Data	Analysis	





Language	Analysis	



playerB: 	I	learned	that	"kaz"	plants	grow	leaves	and	the	others	do	not.		
	"Kaz"	plants	are	purple.	

playerA: 	morseth	has	crocodiles;	none	others	

playerB: 	What	color	was	Morseth?	

playerA: 	I	think	it	came	in	a	few	colors;	all	had	crocs	nearby	

playerB: 	ok	

playerB: 	you	ready	to	con)nue	to	the	thing?	

playerA: 	sure!	

playerB: 	ok,	let's	make	some	money	

Distribu)ons:	 playerA:	[0,	1,	0]	 playerB:	[0,	1,	0]	



playerA: 	a	zoov	lives	near	crocodiles	

playerB: 	kaz	and	jav	colelct	[sic]	leaves	

playerA:	[0,	1,	0]	 playerB:	[0,	1,	0.25]	Distribu)ons:	



playerB: 	cheeba	and	fram	have	eggs.		thup	don't	

playerA: 	at	least	two	members	of	each	creature	are	poisonous;	it	will	be	difficult	
	to	determine	which	ones	are	the	poison	ones	

Distribu)ons:	 playerA:	[0.5,	0.5,	0.5]	playerB:	[0,	1,	0.75]	





Summary	

•  Players	are	able	to	
–  Induce	some	generaliza)on	about	categories	
– Communicate	generaliza)on	to	other	player	
– Make	predic)on	about	new	instances	of	category	



Discussion	

•  Experiment	design	as	helpful	tool	to	study:	
– Learning	through	exemplars	
– Knowledge	transmission	
– Social	learning	



Future	Work	

1.  Social	vs	Individual	learning	
2.  Compila)on	of	knowledge	
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Future	Work	

1.  Social	vs	Individual	learning	
2.  Compila)on	of	knowledge	



Compila)on	Design	
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