Foraging for Rare Events

How do extreme outcomes influence patch residence time? We compared between three environments that provided equal expected values:
a. produced uniform outcomes, b. included rare treasures, and C. included rare disasters. bxtreme outcomes altered patch residence time, as
well as the response to patch density. Exposure to multiple environments resulted in positive recency following the extreme rare events.
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the gain domain. After encountering a rare
negative outcome (rare disaster), they tend
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Figure 2: Average pond residence time in Study 1
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We inspected the impact of rare events on
patch residence time, testing whether:
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environment will be higher than residence
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https://technion.zoom.us/j/95971447612
https://youtu.be/lgLpfMtEr6E

