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Materials & experimental systems
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Methods

n/a Involved in the study

ChIP-seq

Flow cytometry

MRI-based neuroimaging

Human participants played an online "game" where they had to find camouflaged crabs as quickly as possible. The game showed
participants crabs in specific sequences so that we could investigate learning effects.

Crabs were systematically sampled from natural habitats. Humans were recruited to the game online via social media.

Crab photographs were sub-sampled so that each morph type was approximately evenly presented in the dataset. There was no way
to control the online game participants, however statistics were used to separate out repeat-players and naive players.

Crab photography data were recorded in the field by co-authors. Online data were automatically saved via PHP code.

The online game went live on 22/12/2016 and data collection was stopped for analysis on 24/05/2018

Crab images were excluded if the images were out-of-focus, or if the morph type was over-represented. No game data were
excluded.

We provide the raw data and R markdown code for complete transparency and reproducibility.

Each game was pseudo-random in design, presenting each participant with a random (non-repeating) background image, and
random crab. The likelihood of receiving the same crab in successive slides was 0.8, creating a distribution function of repeat-
encounters ideal for our study. Participants could not be controlled (being an online game), however the random nature of the
experimental design together with the use of mixed model survival analysis means that differences would be controlled for.

Blinding for crab morph categorisation was used.

unknown

Falmouth, UK

No permits required. All crabs were returned to their habitats after photography.

Minimal disturbance to littoral zone species - rocks and seaweed turned over were returned to their original positions.




