
The psychology of learning is a research area that has 
usually been investigated with nonhuman animals and 
in which, traditionally, there existed too many proce-
dural and ethical problems to conduct experiments with 
humans. However, human learning is today a flourish-
ing research area in which many interesting effects are 
being reported around the world (see, e.g., De Houwer & 
Beckers, 2002; Shanks, 2007; Shanks, Holyoak, & Medin, 
1996, for reviews).

But the main problem when a researcher decides to run 
an experiment on human learning is the lack of commercial 
equipment. In principle, a personal computer is all that is 
needed, but the experiment needs to be programmed. All 
researchers working with human subjects have necessarily 
started their research by creating their own experimental 
preparations: software, instructions, measurements, and 
techniques. This is a costly process that takes a very long 
time and a great effort. However, it could be easily simpli-
fied if these programs were shared among researchers. 
With this in mind we here present a brief description of 
some of the programs that our research group has devel-
oped over the past 10 or 15 years. Demonstrations of these 
programs can be freely downloaded from our Web site: 
www.labpsico.com. They can be used as  Internet-based 
experiments or as laboratory experiments in Web-based 
courses. In the later case they can be used the way they 
are presented. In the first case they need to be adapted 
to the researchers’ needs by changing the design of the 
experiment in the source code: Number of trials, duration 
of stimuli, number of groups, and so on.

All the experimental programs we present here have 
been designed to study how associations between events 
are acquired, retrieved and used. Some of the programs as-
sess the learning of stimulus–stimulus (S–S) associations 
(i.e., akin to Pavlovian conditioning), while the other ones 

assess the learning of response–outcome (R–O) associa-
tions (i.e., akin to instrumental learning). The main dif-
ference with respect to animal conditioning is that we are 
not using biologically significant events as unconditioned 
stimuli (US), and therefore we cannot assess conditioned 
responses. But there are other indexes of the acquisition of 
an association between two events. Some of the software, 
the so-called judgmental tasks, assess participants’ learn-
ing of the associations by directly asking participants to 
rate the perceived strength of the relationship between the 
two events. Alternatively, the so-called behavioral tasks 
assess participants’ learning of the associations by mea-
suring the participants’ behavioral responses to the stimuli 
being presented during the experiment.

All of these programs have the appearance of very sim-
ple computer games, which facilitates the recruitment of 
voluntary research participants. Even though these games 
are by far simpler than those that many students are used 
to playing, students generally find this format of presenta-
tion of experiments interesting. Moreover, this format also 
allows researchers to use symbolic reinforcement (e.g., 
points in a game) and punishment (e.g., a Martians’ inva-
sion) so as to avoid some of the traditional problems as-
sociated to the use of true USs in human research.

In general, what can be observed in these experiments 
is that during the first trials subjects do not know what to 
say or do; however, as learning proceeds a learning curve 
can be observed and this shows either that the behavioral 
responses to stimuli increase—or decrease—or that the 
subjective judgment about the relationship increases—or 
decreases—as a result of training. These trial-by-trial re-
sults are stored in a .txt data file that is created when the 
experiment is run and that can be easily exported to any 
statistical program for analysis. In this .txt file, if several 
participants are run in the same computer, the data from 
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each of them is added to that of the previous participant 
in the same computer. Each row shows the results of each 
subject, each column shows a different variable. In order 
to facilitate its use and subsequent modification, the data 
file that is created after running the demonstration file that 
we provide for each of these programs includes a first row 
in which we mention the names of the different variables 
that are being stored in the demonstration, and the order 
in which they get stored (e.g., name of the experiment, 
group, counterbalancing, number of responses in each 
training trial, number of responses in the test trial).

Most of these programs were first described in the 
methodological section of some of our research articles 
as being implemented in Spanish and in either QuickBasic 
or Borland C  programs. Their current implementation 
on both Spanish and English Web pages using JavaScript 
allows a more general and flexible use. Specifically, these 
tasks can be used to run experiments not only in the tra-
ditional laboratory conditions, but also over the Internet 
with anonymous participants from all over the world. Most 
importantly, they allow researchers to run an experiment 
simultaneously both in the laboratory and over the Inter-
net, a strategy that is proving to be very useful in order 
to assess the generality of laboratory-based experiments 
(Vadillo, Bárcena, & Matute, 2006; Vadillo & Matute, 
2007; Vadillo, Miller, & Matute, 2005).

Below, we briefly describe some of these programs 
with reference to some of the learning phenomena that 
we have demonstrated with each of them. Note however 
that each of them can be adapted to implement very dif-
ferent experiments from the ones we mention here. For 
convenience, the source code is provided with the down-
loadable files. It is relatively easy for anyone with some 
knowledge of JavaScript (or of computer programming, 
in general) to adapt these programs to different experi-
mental designs and specifications: JavaScript code is in-
serted in htm files, and thus, it can be edited using any 
text editor or Web design software. Changing the number 
of trials, for example, is as simple as adding or deleting 
lines in the trial sequence, which can easily be recog-
nized even if one knows nothing about JavaScript (but 
knows something about programming). Changing other 
things, like the particular instructions that the partici-
pants receive, the wording of the questions they receive 
at test, or the particular stimuli (pictures) they see during 
the experiment is achieved by just changing the text of 
the instructions or questions or changing the picture that 
the program is showing during each trial, in a way simi-
lar to what one would do to modify text or pictures in a 
Web page. Perhaps, some other changes, such as adding 
completely new groups or counterbalancing conditions 
to the study, could be more difficult. But if one finds 
problems here, it is always possible to use tricks such 
as, for example, copying the same experiment several 
times and running a different group or counterbalancing 
condition in each version of the program (such as what 
is done, for example, in commercial software such as 
SuperLab).

STIMULUS–STIMULUS TASKS

Martians
This is a behavioral task designed as an analogue of the 

conditioned suppression technique that is commonly used 
in animal learning research. In animal research, when a 
cue (e.g., a light) is paired to an electric shock, the ani-
mal learns to predict shock when the light is presented. 
As a consequence, if the animal is pressing a bar to obtain 
food and the light is presented, the animal will freeze. The 
strength of this freezing behavior is assessed as the degree 
in which bar pressing behavior is suppressed. Thus, sup-
pression of bar pressing is used as a dependent variable 
to assess whether the animal has learned the predictive 
relationship between the light and the shock.

Our Martians task also uses suppression of bar press-
ing as an index that humans have learned the predic-
tive relationship that exists between two events. In this 
case, participants first learn to press the space bar of a 
computer (i.e., their “laser gun”) regularly in order to 
prevent Martians from landing on the earth. Once par-
ticipants learn this, an instructional screen tells them 
that the Martians have developed an anti-laser shield 
and that if they shoot (i.e., if they press the bar) while 
the shield is connected, their shot will be reflected back 
to them and thousands of Martians will immediately 
invade. Participants are also told that they will know 
that the shield is connected when they see a black and 
white flash, and that, therefore, they should refrain from 
responding when they see this black and white flashing 
screen. Thus, the flashing screen is an analogue to the 
electric shock producing freezing in animal research, 
only that the flash is here given its aversive motivational 
value through instructions. The interesting point is that 
during the game, we usually present some predictive 
cues (e.g., tones, colors, or other cues). Some of them 
predict that the flash will follow, others that it will not. 
Participants are never told to refrain from responding 
while these cues are present, nor is responding in their 
presence punished. However, participants show a grad-
ual learning curve that reflects increasing suppression 
of responding to the cues that predict that the flash is 
going to occur. Conversely, they show no suppression to 
the cues that predict that the flash will not occur.

Using this procedure our research team has demon-
strated acquisition and extinction (Arcediano, Ortega, & 
Matute, 1996), blocking (Arcediano, Matute, & Miller, 
1997), retroactive interference (Matute & Pineño, 1998), 
instructional effects (Arcediano et al., 1996), and contex-
tual modulation of responding (Matute & Pineño, 1998). 
Other research teams have also used this task to study ef-
fects such as blocking (Vandenbrouke, 1999), miscuing 
and retroactive interference (Lipp & Dal Santo, 2002), 
and extinction and contextual modulation (Havermans, 
Keuker, Lataster, & Jansen, 2005). In principle, any ex-
periment that could use suppression ratio with animals as 
the index that the association has been acquired can also 
be conducted with humans using this task.
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Spy Radio
This is another behavioral task that assesses S–S learn-

ing. In the above mentioned Martians task, learning is mea-
sured by looking at the disruption of the ongoing behavior 
elicited by the presentation of a predictive stimulus. An 
alternative way to assess the learning of an association be-
tween two events is to build a task in which the production 
of a response, rather than its suppression, is the dependent 
variable. Thus, an active response (pressing the space bar) 
is used in this program to assess the strength with which 
the participant expects the outcome to occur in each trial.

The instructions of the game tell participants that they 
are supposed to be drivers of a truck that they can use to 
take people out from a city that is in the middle of a war. 
The truck is equipped with a spy radio that can receive 
codified information about the state of the road, so that 
the driver can know whether the road is safe or mined. 
The interesting point is that the state of the road can be 
predicted before letting people get onto the truck by look-
ing at the color lights appearing on the spy radio panel. 
Some colors indicate that the road is safe and others that 
the road is mined, but participants are not told about this; 
they have to learn it from experience. Thus, by paying at-
tention to the panel and to the consequences of each trip, 
participants can learn to predict whether the people they 
will drive in the truck will survive or not. Participants are 
given one point for each person they take out of the city 
to a safe place and they lose one point for each person 
killed by a mine during the trip. Therefore, as participants 
learn the association between each color and its usual out-
come, they will take more people in the truck when the 
presented colors indicate that the road is safe and fewer 
when the cues indicate that the road is mined. Hence, the 
total amount of refugees that enter the truck will reflect a 
learning curve and can be used as a measure of the par-
ticipant’s learning of the target association between each 
color and its outcome.

Using this task we have investigated phenomena related 
to overshadowing (Vadillo, et al., 2006), blocking (Escobar, 
Pineño, & Matute, 2002), retroactive interference (Ortega 
& Matute, 2000; Pineño & Matute, 2000), and proactive 
interference (Castro, Ortega, & Matute, 2002). Other re-
search teams have also used this task to study reasoning 
processes (Dieussaert, Schaeken, & d’Ydewalle, 2002).

Allergies
This task was not originally developed by our research 

group. Indeed, different versions of it have been developed 
and are being used in virtually all laboratories studying 
causal and predictive learning around the world. It is so 
convenient and easy to use that it has become a standard 
preparation in the study of human learning, particularly in 
the study of causal and predictive learning.

The allergy task (also known with the more generic name 
of “judgmental task”) is slightly different from the other 
ones we have described so far: instead of assessing behav-
ioral responses to stimuli it assesses subjective judgments 
about the strength of the relationship between two events.

In the version that is available in our Web site partici-
pants have to imagine that they are allergists who are inves-

tigating the potential secondary effects of some recently 
developed drugs. In order to test their effects, a sample of 
fictitious patients is provided. These patients take different 
combinations of the drugs that are going to be tested. Some 
of those patients develop an allergic reaction to the drugs 
and some others do not. In each trial the participant sees 
first the medical record indicating the name of the drug the 
fictitious patient has taken; then the participant is asked to 
predict whether or not this patient will develop the allergic 
reaction; finally, the participant is told whether or not the 
patient developed the allergy. When participants face the 
first trials they can only guess whether the reaction will 
appear on each patient. But as training proceeds they can 
base their predictions on the previous drug–allergy pair-
ings. Thus, the functioning of this task is analogous to that 
of the behavioral tasks we described above: Participants’ 
predictions can be used as an index of the underlying learn-
ing of the relevant associations between each drug and the 
allergic reaction. The participants’ judgment about the 
strength of the relationship between the two events is usu-
ally assessed using a numerical scale that the participant 
can click using the mouse.

Using this preparation we have investigated cue compe-
tition effects (Matute, Arcediano, & Miller, 1996), extinc-
tion and contextual modulation of responding (Vadillo, 
Vegas, & Matute, 2004) as well as several procedural fac-
tors that usually vary from one version of this program to 
the other and that can strongly influence the results, such as, 
for example, the way in which the test question is worded, 
the frequency with which judgments are required and the 
instructions that participants receive (Matute, Vegas, & De 
Marez, 2002; Vadillo & Matute, 2007; Vadillo, Miller, & 
Matute, 2005). Other researchers have also demonstrated 
a wide variety of critical learning effects using different 
versions of this task (e.g., Allan, Siegel, & Tangen, 2005; 
Buehner & Cheng, 1997; Catena, Maldonado, & Cándido, 
1998; Cobos, López, Caño, Almaraz, & Shanks, 2002; 
Dickinson & Burke, 1996; Karazinov & Boakes, 2004; Le 
Pelley & McLaren, 2001; Vila & Rosas, 2001; Waldmann, 
2001; Wasserman, 1990).

Folders and Cards
This judgmental task is a variation of the allergy task 

that we developed in order to study the directionality of 
associative learning. That is, when participants learn that 
Cue A is associated with Outcome 1, will they be able to 
infer the presence of Cue A upon detecting the presence 
of Outcome 1?

This task was developed in two different versions, one 
with folders, the other one with cards (see Gerolin & Ma-
tute, 1999). In the Cards version, the cover story intro-
duced participants in a card game situation. Each card 
had two sides, one colored and the other one containing a 
figure. During each training trial the color side was always 
presented first. During the test, the figure side was pre-
sented and participants had to tell which color was on the 
other side. The dependent variables are (1) whether or not 
the participant gives the correct response and (2) the de-
gree of certainty (in a numerical rating scale) with which 
that response is emitted.
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The second version, the Folders version, was very simi-
lar to the Cards version but rather than cues and outcomes 
being two sides of a card, cues were folders of different 
colors and each of them contained a piece of paper show-
ing a different figure (outcome). This is a simple variation 
that was aimed just to make it explicit that the color repre-
sented one stimulus (folder) and the figure a different one, 
so that the cue and the outcome could not be interpreted 
as a configural stimulus (as was the case in the Cards ver-
sion). The implementation of this task that can be down-
loaded from our Web site shows this Folders version, but 
the only change that is needed in order to use the more 
configural Cards game is to use a picture of a card instead 
of a picture of a folder in the program, as well as a change 
in the instructions (see Gerolin & Matute, 1999 for the 
instructions used in both versions).

Using this task we have so far shown that associations 
can be used in the direction opposite to the one they were 
learned (Gerolin & Matute, 1999). Nevertheless, this task 
can potentially be used in a much wider range of associa-
tive phenomena. After all, this task is no different from the 
other ones described here in which different cues predict 
different outcomes. Therefore, all basic associative learn-
ing and memory phenomena should also be replicable 
using this task. In fact, other researchers have used very 
similar tasks to investigate other learning effects such as 
blocking (e.g., Glautier, 2002).

RESPONSE–OUTCOME TASKS

Flashes
All the tasks mentioned above were designed to study 

how people perceive that different events of their environ-
ment are related. The flashes task was developed to study 
the mechanisms by which people discover whether or not 
their own behavior (instead of an external event) causes or 
prevents a given outcome. In this task participants are told 
that their goal is to control the appearance of flashes in 
the computer’s screen using the keyboard. Depending on 
the researcher’s interests participants can be asked either 
to produce these flashes or to prevent their occurrence. 
Then, after being exposed to a given sequence of trials 
participants are asked to assess the degree to which they 
think they have been able to control the flashes.

This flashes task is an adaptation of a previous prepa-
ration developed by Matute (1996) for the study of the 
illusion of control (i.e., people’s tendency to believe that 
they have control over uncontrollable outcomes under cer-
tain conditions; see Langer, 1975). The original prepara-
tion used tones rather than flashes; in the present version 
we are using flashes in order to facilitate the execution of 
these experiments over the Internet.

The experiments we are running using the flashes 
task are also dealing with the illusion of control. The se-
quence of flashes that appears on the screen follows a pre-
 programmed schedule, which means that participants can-
not alter this sequence. However, when they are asked to 
rate their degree of control, the mean judgments of control 
they provide are generally significantly greater than zero. 

That is, even though participants have no control over the 
flashes they still perceive that it is their behavior that is 
producing the sequence of flashes. This illusion of con-
trol can be observed even when participants are warned 
about the possibility that the flashes might be uncontrol-
lable. Moreover, this effect is not only observed when the 
experiment is run in the laboratory, but also when it is 
performed over the Internet (Matute, Vadillo, Vegas, & 
Blanco, 2007).

Although the task was originally designed to study 
people’s reactions when they are exposed to uncontrol-
lable events, it can also be adapted to the study of people’s 
instrumental behavior under situations in which they do 
have the opportunity to influence the probability of an 
outcome’s occurrence.

CONCLUDING COMMENTS

A first step toward a time in which the different experi-
mental procedures are sufficiently standardized so that 
anyone can run an experiment without needing to previ-
ously invent the procedure consists of sharing preparations 
among researchers. The only human preparation that has 
so far become a standard is the allergy (or “judgmental”) 
task. As noted previously, there are so many researchers 
using so many variations of the allergy task that this is al-
lowing the scientific community to develop an excellent 
data base of those variables that do affect the results in this 
task and how they do so. Our purpose has been to enlarge 
the horizon of tasks that can be shared and tested among 
researchers.

But why should we share and use other tasks in addition 
to the allergy task if that one has already become standard? 
We believe there are at least two reasons for doing so.

First, although the different tasks we have described 
here have been developed as general purpose prepara-
tions that in principle should be adaptable to almost any 
experimental design, it would not be surprising that some 
of them are better suited to study some effects than others. 
For example, experiments involving the acquisition of as-
sociations between causes and effects could probably best 
be run using the allergy task, whereas experiments involv-
ing configural stimuli could probably best be run using the 
Cards game, and experiments on predictive learning could 
use either the Martians or the spy radio preparations.

A second advantage of sharing a variety of preparations 
is that, in almost all universities, the average psychology 
student takes part in several psychology experiments per 
year… and different researchers are often not entirely 
aware of how the other experiments being simultaneously 
conducted on campus (or conducted in the same laboratory 
one or two years before) look like. The greater the num-
ber of different preparations available, the more different 
these experiments will look from one another, and thus, the 
smaller the chances that one of them will affect the results 
of the other one. Of course, the results will always need to 
be controlled through careful designs and replications, but 
using a variety of different preparations will certainly help 
get cleaner data. Moreover, if these experiments can—as 
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the ones we have shown here—be executed over the noisy 
environment of the Internet, then what we have is some-
thing that is at least as important as having a shared meth-
odology: a methodology that allows one to test the general-
ity of the results outside the psychology laboratory.

Of course, there are also some risks associated to the 
sharing of procedures that we propose. First, there could 
be an unknown confound in the procedure which could 
invalidate everything done with that procedure. Second, 
using a standardized procedure decreases the likelihood 
of a revolutionary new finding or perspective. However, 
there are different stages in the development of a science 
that result most benefited from efforts to unify procedures. 
We believe that research on human learning is still in need 
of some methodological consensus.

AUTHOR NOTE

This research was supported by Grant SEJ2007-6391/PSIC from the 
Ministerio de Educación y Ciencia (Spain) and by Grant SEJ406 from Junta 
de Andalucía. We thank Francisco Arcediano, Fernando Blanco, Leyre 
Castro, Martha Escobar, Mirko Gerolin, Cristina Orgaz, Nuria Ortega, 
Oskar Pineño, Sonia Vegas, and all other students and colleagues who over 
the years have contributed their expertise to the development of these prep-
arations in our laboratory. We also thank Pili Díez for polishing our English 
and an anonymous reviewer for very helpful comments on a previous ver-
sion of this article. Correspondence concerning this article should be ad-
dressed to H. Matute, Departamento de Psicología, Universidad de Deusto, 
Apartado 1, 48080 Bilbao, Spain (e-mail: matute@fice.deusto.es).

REFERENCES

Allan, L. G., Siegel, S., & Tangen, J. M. (2005). A signal detection 
analysis of contingency data. Learning & Behavior, 33, 250-263.

Arcediano, F., Matute, H., & Miller, R. R. (1997). Blocking of Pav-
lovian conditioning in humans. Learning & Motivation, 28, 188-199.

Arcediano, F., Ortega, N., & Matute, H. (1996). A behavioral prepa-
ration for the study of human Pavlovian conditioning. Quarterly Jour-
nal of Experimental Psychology, 48B, 270-283.

Buehner, M. J., & Cheng, P. W. (1997). Causal induction: The power 
PC theory versus the Rescorla–Wagner model. In M. G. Shafto & 
P. Langley (Eds.), Proceedings of the Nineteenth Annual Conference of 
the Cognitive Sciences Society (pp. 55-60). Mahwah, NJ: Erlbaum.

Castro, L., Ortega, N., & Matute, H. (2002). Proactive interference 
in human predictive learning. International Journal of Comparative 
Psychology, 15, 55-68.

Catena, A., Maldonado, A., & Cándido, A. (1998). The effect of the 
frequency of judgment and the type of trials on covariation learning. 
Journal of Experimental Psychology: Human Perception & Perfor-
mance, 24, 481-495.

Cobos, P. L., López, F. J., Caño, A., Almaraz, J., & Shanks, D. R. (2002). 
Mechanisms of predictive and diagnostic causal induction. Journal of 
Experimental Psychology: Animal Behavior Processes, 28, 331-346.

De Houwer, J., & Beckers, T. (2002). A review of recent developments 
in research and theories on human contingency learning. Quarterly 
Journal of Experimental Psychology, 55B, 289-310.

Dickinson, A., & Burke, J. (1996). Within-compound associations me-
diate the retrospective revaluation of causality judgements. Quarterly 
Journal of Experimental Psychology, 49B, 60-80.

Dieussaert, K., Schaeken, W., & d’Ydewalle, G. (2002). The quality 
of test context and contra-evidence as a moderating factor in the belief 
revision process. In W. D. Gray & C. D. Schunn (Eds.), Proceedings 
of the 24th Annual Meeting of the Cognitive Science Society (pp. 280-
285). Mahwah, NJ: Erlbaum.

Escobar, M., Pineño, O., & Matute, H. (2002). A comparison be-
tween elemental and compound training of cues in retrospective re-
valuation. Animal Learning & Behavior, 30, 228-238.

Gerolin, M., & Matute, H. (1999). Bidirectional associations. Animal 
Learning & Behavior, 27, 42-49.

Glautier, S. (2002). Spatial separation of target and competitor cues 
enhances blocking of human causality judgements. Quarterly Journal 
of Experimental Psychology, 55B, 121-135.

Havermans, R. C., Keuker, J., Lataster, T., & Jansen, A. (2005). 
Contextual control of extinguished conditioned performance in hu-
mans. Learning & Motivation, 36, 1-19.

Karazinov, D. M., & Boakes, R. A. (2004). Learning about cues that 
prevent an outcome: Conditioned inhibition and differential inhibi-
tion in human predictive learning. Quarterly Journal of Experimental 
Psychology, 57B, 153-178.

Langer, E. J. (1975). The illusion of control. Journal of Personality & 
Social Psychology, 32, 311-328.

Le Pelley, M. E., & McLaren, I. P. L. (2001). Retrospective revalua-
tion in humans: Learning or memory? Quarterly Journal of Experi-
mental Psychology, 54B, 311-352.

Lipp, O. V., & Dal Santo, L. (2002). Cue competition between elemen-
tary trained stimuli: US miscuing, interference, and US omission. 
Learning & Motivation, 33, 327-346.

Matute, H. (1996). Illusion of control: Detecting response-outcome 
independence in analytic but not in naturalistic conditions. Psycho-
logical Science, 7, 289-293.

Matute, H., Arcediano, F., & Miller, R. R. (1996). Test question 
modulates cue competition between causes and between effects. Jour-
nal of Experimental Psychology: Learning, Memory, & Cognition, 
22, 182-196.

Matute, H., & Pineño, O. (1998). Stimulus competition in the absence 
of compound conditioning. Animal Learning & Behavior, 26, 3-14.

Matute, H., Vadillo, M. A., Vegas, S., & Blanco, F. (2007). The illu-
sion of control in Internet users and college students. Cyber Psychology 
& Behavior, 10, 176-181.

Matute, H., Vegas, S., & De Marez, P. J. (2002). Flexible use of recent 
information in causal and predictive judgments. Journal of Experi-
mental Psychology: Learning, Memory, & Cognition, 28, 714-725.

Ortega, N., & Matute, H. (2000). Interference between elementally 
trained stimuli can take place in one trial. Learning & Motivation, 
31, 323-344.

Pineño, O., & Matute, H. (2000). Interference in human predictive 
learning when associations share a common element. International 
Journal of Comparative Psychology, 13, 16-33.

Shanks, D. R. (2007). Associationism and cognition: Human contin-
gency learning at 25. Quarterly Journal of Experimental Psychology, 
60, 291-309.

Shanks, D. R., Holyoak, K. J., & Medin, D. L. (EDS.) (1996). The 
psychology of learning and motivation: Vol. 34. Causal judgment. San 
Diego: Academic Press.

Vadillo, M. A., Bárcena, R., & Matute, H. (2006). The Internet as 
a research tool in the study of associative learning: An example from 
overshadowing. Behavioural Processes, 73, 36-40.

Vadillo, M. A., & Matute, H. (2007). Predictions and causal estima-
tions are not supported by the same associative structure. Quarterly 
Journal of Experimental Psychology, 60, 433-447.

Vadillo, M. A., Miller, R. R., & Matute, H. (2005). Causal and 
 predictive-value judgments, but not predictions, are based on cue-
outcome contingency. Learning & Behavior, 33, 172-183.

Vadillo, M. A., Vegas, S., & Matute, H. (2004). The frequency of 
judgment as a context-like determinant of predictive judgments. Mem-
ory & Cognition, 32, 1065-1075.

Vandenbroucke, A. (1999, May). Blocking in the Martians prepa-
ration. Paper presented at the Cue Competition Meeting, Lignely, 
Belgium.

Vila, N. J., & Rosas, J. M. (2001). Reinstatement of acquisition perfor-
mance by the presentation of the outcome after extinction in causality 
judgment. Behavioural Processes, 56, 147-154.

Waldmann, M. R. (2001). Predictive versus diagnostic causal learning: 
Evidence from an overshadowing paradigm. Psychonomic Bulletin & 
Review, 8, 600-608.

Wasserman, E. A. (1990). Attribution of causality to common and distinc-
tive elements of compound stimuli. Psychological Science, 1, 298-302.

(Manuscript received January 27, 2006; 
revision accepted for publication September 8, 2006.)



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (ISO Coated v2 300% \050ECI\051)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.3
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Perceptual
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /sRGB
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts false
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 149
  /ColorImageMinResolutionPolicy /Warning
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 150
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 149
  /GrayImageMinResolutionPolicy /Warning
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 150
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 599
  /MonoImageMinResolutionPolicy /Warning
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV (Za stvaranje Adobe PDF dokumenata najpogodnijih za visokokvalitetni ispis prije tiskanja koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)
    /HUN <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
    /DEU <>
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.276 841.890]
>> setpagedevice


