


Cultural evolution
1. EVOLUTION THEORY
Evolution must follow if:
· Population of agents
· Agents operate in situation with finite resources
= competition
· Agents’ characteristics vary
· Agents leave offspring (Not eternal)
· Char from parents partially transmit to offspring
· # offspring varies according to parent’s characteristics

Classic application
= biology
 Individuals are species (= population) & they reproduce 
 Success in endeavour depends on their characteristics (=phenotype), fit btw char & envi
 Inheritance governed by genes (=genotype)

Rules that drive evolution of species
1. Individuals who were better at extracting nutrients from grass, survived better & produced more offspring
2. Chr not intrinsically good or bad, depends on match btw char & environment, give current char of organism
e.g. lighter is good for birds to fly, not for dogs (need weight to develop running speed)

2. CULTURAL EVOLUTION
= Discipline that applies basic insight to evolution within culture
· Typical objects
e.g. languages, fashion, music,…
· Mediated by human behavior
· Humans are influenced by behavior but often add small variations.
· Copy others’ behavior x add small variation
· Reproduction occurs in (extended) human brains
· Human brains x environments serve as environment of cultural variants
· Variations that fit well with environment thrive & get reproduced at cost of other variants
· Emergence x proliferation of beats in modern music
= people like beat bc fits stepping rhytm
· Excessive use of sugar x salt in modern food 
= people programmed to like sugar x salt, helped in natural environments but now hurts


Cultural evolution x behavior
Cultural evolution
= studies spontaneous occurence of behavioral change
e.g. spread of fashion,…

! Brain candy
= Some behaviors do not need marketing support
e.g. fire, TV, car, …
 Understanding how that works = able to use insights to support desirable behavioral change
 Cultural variants vary in longevity x penetration
e.g. making of cheese

Success rates
= environment of cultural variants determines success
 Human brain & its wiring
· Variations in preference determine success
· Social sensitivity
= Acceptance varies with social factors, independent of intrinsic cultural variant char
e.g. popularity, use by successful/ popular individuals
· Existing cultural background
· Lots of variation in cultural backgrounds 
· Factors may work in concert or oppose each other
e.g. weak spread when many people do something that’s not really appealing e.g. exercising

Social marketing & cultural evolution
1. Huge potential, scarce applications
2. Social factors play important role beyond pure message or product/behavioral design
 Majority flip may occur in subpopulations
3. Desirable behavioral change may hitch-hike spontaneous behavioral change
e.g. smartphone penetration allows for emergence of daily coach-apps supporting behavioral change
4. Research should be done more systematically

2. THE BEHAVIORAL & BRAIN SCIENCES
· What we know about behavioral ∆ so far
· Learning mechanisms as evolutionary mechanisms
· Evolution as domain general process
· Immune system as powerful model of cultural change, bc it acknowledges both innate processes x flexible learning mechanisms
· Human symbolic inheritance system
= symbotype (sets of info in individual that impact individual’s behavior)
= analogous to genotype
· [image: ]Fitness landscape
· Offspring close to parents but not identical 
· Offspring higher = fitter (more offspring)
· Upper panel: selection pulls in same direction
= pop will stabilize for this characteristic
· Multiple peeks 
= local minima, can trap behavior, addiction, discrimination, … 
[bookmark: OLE_LINK1][bookmark: OLE_LINK2]
Behavioral ∆ at individual level
= how to help people live happy life?
1. Behavioral therapy
e.g. panic, drug addiction
2. Cognitive behavioral therapy
e.g. change appraisals of events x info
3. Break avoidance circle 
= to allow other behaviors to emerge x get selected
e.g. expose individuals to spiders
4. Cognitions are integrated
= increase variation
e.g. teach people to think other scenarios than ‘worst case scenario’
5. ACT
= acceptance & commitment therapy
e.g. experiential avoidance, compulsive disorder (heavily constraint individual)
a. Mindfulness
b. Meta-perspective on problem
c. Build on capacity to think in metaphors
d. Learning to see things from other perspective
e. Breaks dominance of 1 behavioral pattern & shows variation
f. Not just 1 but whole system
g. Learning changes whole symbotype
h. Fitness landscape
= individual gets out of local min & can search for other fitness hills

Behavioral ∆ at small group level
 How make people cooperate in small groups?
1. Need cultural learning (compliance evolutionary mandatory in past)
2. 8 principles to successful (small groups)
a. Group identity
b. Cost x benefits should be reasonable divided
c. Consensus decision making
d. Monitoring
e. Graduated sanctions
f. Fast x fair conflict resolution
g. Local autonomy
h. Polycentric governance
3. Good behavior game	
= You start acting good without thinking about it


Behavioral ∆ at large group level
 Humans never evolved large group behavioral repertoire
 Need cultural evolution to establish well function large group principles

Classic road to ultrasociality
1. War btw tribes
2. Acquisition, war with neighbors
3. Internal individual x small group interests undermine empire
4. Democracy has emerged gradually as relatively robust system	
! Contemporary society has lot of weaknesses
5. Large group x global ∆ arise. How can we use evolutionary technology to solve these issues?

Example 1. Stop selling cigarettes to minors
 Mystery shoppers spotted high transgression & reduced subsidies in these states
· Use M campaign to stress that selling tobacco to minors is wrong
· Own team of mystery shoppers who rewarded retailers following norm 
· Organized competition for ‘best practice’ to deal with minors who as for cigarettes
 A lot of facilitation required to spread good practice!

Example 2. Improving parenting practices
 Triple P – positive parenting program
 Problem of child abuse (physical x psychological)
· Child x parents reinforce each other’s negative behavior, by reducing negativity at the moment but catch each other in this negative trap
· Used
· Mass media us to inform x advice parents
· Individual consultations x group seminars about problem
· More focused (problem x individual) training
· Training in breadth (upcoming issues)
· Help with specific problems (e.g. Parents depression)

3. SOCIAL MARKETING AND  CULTURAL EVOLUTIONS
· Success is in implementation of several principles
· Create variation in behavior
= opportunity/place
· Acknowledge incentives (S1: evolutionary & S2: symbolic)
= focus on the product
· Remove wrong incentives
= opportunity/place, price
· Promotion is also essential: inform audience x provide them with right type or relevant info
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3. Desirable behavioral change may hitch-hike spontaneous behavioral change
e.g. smartphone penetration allows for emergence of daily coach-apps supporting behavioral
change
4. Research should be done more systematically

2. THE BEHAVIORAL & BRAIN SCIENCES

 What we know about behavioral A 50 far
©  Learning mechanisms as evolutionary mechanisms
©  Evolution as domain general process
©  Immune system as powerful model of cultural change, b it acknowledges both
innate processes  lexible learning mechanisms
© Human symbolic inheritance system
= symbotype (sets of info in individual that impact individual's behavior)
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