Survival Scenario -- INITIAL LEARNING

1. Reward: Liking of the Banana
2. Memory: Remembering aspects of banana
3. Motivation: Wanting more banana

Reward circuitry releases DOPAMINE; Facilitates learning
I strengthens the connections between these structures;
with many encounters, strong learning ‘



Survival Scenario - REPEAT ENCOUTNER

Memory: BANANA RECOGNIZED

Previous learning allows the very sight of the BANANA to
Lead to banana-obtaining behavior

Motivation: MOTIVATION TO GET/CONSUME BANANA
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