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Figure 1: Top left: Experimental interface of the “Track-A-Mole” game. Participants could predict where the mole would appear next by
clicking with the mouse to place a cross on a canvas. In this example, the prediction was fairly accurate and resulted in a high score (4 out of
5 stars). The score history for the current pattern-prediction trial is displayed in the top panel, together with a bar indicating the participant’s
progress (here, fourth prediction in the first out of 19 pattern-prediction trials in the experiment). All others: Patterns used in the experiment,
ordered by empirical difficulty. Numbers indicate when in the sequence a position would appear. Patterns are accompanied by high-level
program code in our pattern language, from which they were generated.

the same x-values could map onto multiple y-values.

Another approach towards learning graphical programs is
to restrict the movements of objects to a pre-specified geo-
metrical shape and then model human learning as an infer-

ence over this shape. This is what has been implemented by
the “language of geometry” approach, put forward by Amal-
ric and colleagues (2017). These studies showed that se-
quences of spatial locations on an octagon, which varied in


