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Animals
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Behavior - anything an organism does in response 10 a
stimulus in its environment

s - any kind of signal (chemical or physical)
an organism




Innate Learned

Innate behaviors Learned behaviors
are genetically are acquired during
orogrammed, SO an organism'’s life

NismM is born and may change
vith practice and




Innate Learned

Courtship behavior Habituation

Territoriality Classical conditioning

Agaression Trial and error

Imprinting



1. Courtship behavior — pre-mafting behavior
designed to help an organism recognize
and pick the “best” mate

Ex. Fireflies flash lights

fendmg physical space
ces competition



3. Aggression — a threatening behavior that
one animal uses fo gain control over
another

Ex. Lions show their fangs and snap af
other lions

social ranking
ant



5. Orientation behaviors: Animals display TAXIS
behaviors — movement toward or away
from a stimulus

a. Phototaxis - movement in response
to light

Ex. Moths are atftracted to light
ment in |




6. Behavioral Cycles (Biological “Clock™)- Many animails
respond to periodic changes in the environment with daily or
seasonal cycles of behavior; these cycles allow for survival
durlr}gbﬁ)enods when food or other resources may not be
available

Circadian rhythms are daily cycles of behavior

Ex. sleeping and waking
r at certain times of the year
one place to

()



1. Habituation — occurs when an animal is
repeatedly given a stimulus with no
punishment or reward; eventuadlly the
animal stops responding

DU are able to sleep through the
ose to the



2. Classical Conditioning — occurs when an
animal makes a connection between a
stimulus and some kind of reward or
punishment

Ex. Pavlov's dog

e dogs food. The dogs
INng a bell every




3. Trial and Error- occurs when an animal learns
to behave a certain way through repeated
practice, in order to receive a reward or
avoid punishment

Now to get through a



4. Imprinting - involves very young animals
izing and following the first moving




