
HOW TO TRAIN YOUR HUMAN
P O R T L :  Y O U R  P O R T A B L E  T R A I N I N G  L A B

WHAT'S GOING TO HAPPEN

Sit across a table from your learner.
Put the objects on the table between you.  
The teacher holds the clicker and the
"rewards".

You are going to train your learner to
interact in a certain way with the objects on
the table. The goal is to teach efficiently with
minmal errors (don't try to trick them!).
 

 

Explain to the learner:
"Your job is to earn clicks and rewards.  You
will find out how to do this by exploring the
objects on the table with your hand, and
listening for clicks.  The click will tell you
what action of yours will be rewarded. 
 Collect your reward and try to earn more."
 

WHAT YOU'LL NEED:
A collection of 5-10 small random
objects (raid the games cupboard,
the junk drawer or your kids toy box.  
Examples in photo.

A clicker (or whichever marker signal
you normally use with your horse)

10 small objects to use as reinforcers
- e.g. coins, beans, small blocks,
pebbles, poker chips, horse treats...

A small bowl or plastic container to
keep reinforcer blocks in

A wiling volunteer - playing this with
a fellow training nerd is great fun,
but your learner today does NOT
have to be someone who knows
anything about training.  Your
spouse, a friend, an older child, your
granny, your neighbour, whoever.

 

 

 

 

THE RULES
No talking or hand gestures.
The teacher may touch the play pieces but
cannot touch the learner.

HINTS FOR THE TRAINER
After you click, pay your learner a reward
directly into their hand - this resets them 
You are in charge of the environment and
set-up - you can move the objects around
or remove them if it will help your learner
to reach their goal
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GAME 3

Revise the behaviour from game 1 by
getting several touches of an object

Put this object on a cue by following the
sequence above

Test your cue by introducing other objects
or moving objects around as distractions,
and by adding a few pauses where you
don't cue (if they touch off-cue they

Goal: put a behaviour on cue
 
First, choose a cue (e.g. a hand signal or hold
up a playing card or other object)
 

Your sequence is:
cue -- (touch) click -- remove cue -- reward
 

Get your cue up quickly after you reinforce the
previous response, so they don't have the
chance to touch before you present the cue.
We want 100% assocation of cue-behaviour at
this point.
 

 

 

 

Focus on:
- Your sequence of cue presentation, click, and
reinforcement
- The proofing process - do they really
understand what the cue means? How can you
be sure?
 
 
 

Questions for after the game:
 

What was the behaviour I was clicking
you for?
How does it feel if you don't get a click?
What did the cue mean?
Did you enjoy being a learner? Were
there any points that felt frustrating?

GAME 1

Reward your learner for touching any
object with their forefinger. Repeat
until fluent and clean (no hesitation,
no picking up, no pushing etc).

Raise the criteria - train your learner
to touch only ONE of the objects.

Goal: the learner touches an
object with their finger
 
Choose four objects and put the rest
away.
 

 

 
Focus on:
- Your timing
- Precision of behaviour (touching)
- Consistency of behaviour
- A clean reinforcement process (don't
forget to deliver that reinforcer into their
hand)
 
 
 EXTENSION IDEAS

Pick up an object
Place an object on top of another
Push an object along the table
Flip an object over
Hover a finger above an object
without touching it
Move an object to a specific place
Turn a dice to show a particular
number
Jump an object over another object
and any other combination you can
think of! The sky is the limit
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