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DESCRIPTION

Technique designed for solving a controversy more quickly when
classic methods are too slow, or for locating an approximate
solution when classic methods fail to seek out any exact solution.
This is often achieved by trading optimality, completeness,
accuracy, or precision for speed. In a way, it may be considered a
shortcut. Heuristics are the strategies derived from previous
experiences with similar problems. These strategies rely on using
readily accessible, though loosely applicable, information to
manage problem solving in personalities, machines and abstract
issues. The foremost fundamental heuristic is trial and error,
which might be utilized in everything from matching nuts and
bolts to finding the values of variables in algebra problems. In
mathematics, some common heuristics involve the utilization of
visual representations, additional assumptions, forward/
backward reasoning and simplification.
It is often said that heuristics trade accuracy for effort but this is
often only the case in situations of risk. Risk refers to situations
where all possible actions, their outcomes and probabilities are
known. Within the absence of this information that's under
uncertainty heuristics can do higher accuracy with lower effort?
Heuristics, through greater refinement and research, have begun
to be applied to other theories, or be explained by them. For
instance, the cognitive-experiential self-theory (CEST) is also an
adaptive view of heuristic processing. CEST breaks down two
systems that process information. At some times, roughly
speaking, individuals consider issues rationally, systematically,
logically, deliberately, effort fully, and verbally.
The representativeness heuristic has been proposed as a way to
assess the probability that an object A belongs to a category B

(e.g., that someone described as meek may be a pilot) or that an
occurrence A is generated by a process B (e.g., that the sequence
HTHTHT was generated by randomly throwing a good coin).
This heuristic produces probability judgments consistent with
the extent that object A is representative of or kind of like the
category or process B (e.g., meekness isn't representative of
pilots, so a meek person is judged as having a coffee probability
of being a pilot). This heuristic can cause errors because
similarity or representativeness judgments don't seem to be
always influenced by factors that ought to affect judgments of
probability, like base rates. The representativeness heuristic has
also been evoked to elucidate numerous judgment phenomena,
including “hot hand” observations in basketball (the belief that a
player is more likely to get again after he or she already scored
successfully than after missing a shot) and also the gambler's
fallacy (the belief that a successful outcome is due after a run of
bad luck).
Some heuristics have a robust underlying theory; they're either
derived during a top-down manner from the speculation or are
fell upon supported either experimental or world data. Others
are just rules of thumb supported real-world observation or
experience without even a glimpse of theory. The latter are
exposed to a bigger number of pitfalls.
When a heuristic is reused in various contexts because it's been
seen to "work" in one context, without having been
mathematically proven to satisfy a given set of requirements, it's
possible that this data set doesn't necessarily represent future
data sets (see: overfitting) which purported "solutions" end up to
be like noise.
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