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EXAMINING

short term memory



Retrieval cue is the previous item

Problems with repeated items

No evidence for higher errors following repeated items
No difference in errors if sequence is mixed (BRGQDY)

Probabillity of correct retrieval is independent from
previous errors



* Retrieval cue Is the associated value

* Order is defined relationally; if the order changes (due to
noise), items are transposed — people make these kinds
of errors too

 Position of an item can be defined only by referring to its
neighbors



* Retrieval cue Is the positional code

 Position of an item can be defined independent of its
neighbors

* No problem with repeated items

* No problem with erroneous responses because items are
independent

 Most common errors are transpositions and: erroneous
items are clustered around their correct position

* But another error is interposition, transposition between
groups — position of items is coded for in groups,
independently of surrounding items
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a ROBOTIC evample
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tdi(t) = —di(t) + hg + cof (di(t))
—c1) [ i () + cof (d (D)
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