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HUMAN BEHAVIORAL
COMPLEXITY PEAKS AT AGE 25
We go downhill after that — but it's not all bad news.

APRIL 17, 2017BY TANYA BASU

When it comes to your brain’s ability to digest,
process, and spit out a good decision in the
fastest possible time, you peak at 25, according to
a study published in PLOS on Thursday titled
Human Behavioral Complexity Peaks at Age 25.

After that, our neural processing of rapid-fire, high
cognition goes down, says Hector Zenil, a
computer scientist at Stockholm’s Karolinska
Institute and a co-author of the study. “You decline
very slowly,” he assures Inverse. “But at 60, you see
a strong decline in cognitive tasks like solving
programs, puzzles, and problems.”

To be clear, what Zenil and his colleagues are
measuring is not impulsivity or intelligence, but
rather how quickly — and well — a person can
recognize random patterns, what Zenil describes
as an “algorithmic nature of human behavior that
had not been explored before.” That might seem
like a useless skill, but think about how much of
your daily life relies on figuring out patterns —
memorizing phone numbers or addresses, figuring
out which spot on a train you can stand in,
zigzagging home in a storm, figuring out which
portion of a crowded gym floor to claim as your
own. These sorts of patterns play out in fields like
cryptography, hacking, and yes, computer science.

The seemingly simple task of making fast
decisions out of random pattern recognition is a
key indicator of neural health, and Zenil says that
the data clearly points to 25-year-olds as the
possessors of peak “behavioral complexity.”

“This is a sort of reverse Turing test, where we
tested the likelihood of human-generated patterns
versus the likelihood of computer program-
generated patterns,” Zenil says. “At a certain age,
people beat computer programs best, with some
people generating the most random patterns at 25
that only the most diligent computer programs
were able to generate.”

This “reverse Turing test” asked 3,249 participants
aged between 9 and 91 and recruited through
social media, radio, and a popular science
magazine ad to complete five tests that looked at
how quickly and well participants performed
“random item generation” tasks: creating a series
of coin tosses that looked random to everyone
else but wasn’t; guessing which card would appear
next after a shuffle; creating a random-looking
sequence that resembled what a person would roll
with dice; pointing to one of nine circles appearing
repeatedly on a screen; and filling a grid that
looked randomly patterned.

Here’s a video of how scientists implemented the
test.

Zenil says that these seemingly inane puzzles
were a reflection of chaos theory, a branch of
mathematics that deals with how sensitive,
complex systems can drastically alter with the
slightest change. “They were all given the same
instructions,” Zenil says. “No other factor other
than age produced these patterns with statistic
randomness.”

Zenil and his team made sure to isolate other
factors that might have played a role in pointing to
behavioral complexity superiority. They checked to
see if language — and therefore culture — played a
role, testing in Spanish, English, French, and
German with large swaths of people who spoke
those languages natively and another group whose
second languages were those languages. That
didn’t make a difference. The team isolated
education, which is correlated with economic
class, and found that that didn’t make a difference
either. They considered gender — and found that,
nope, that didn’t make a difference either.

In other words, it really was age that correlated
with behavioral complexity, and 25 emerged as the
peak age for these sorts of random decisions.

So what purpose do fast pattern recognition skills
serve? If you’re an animal, it means you can
outsmart predators who might try to hunt and
devour you — you can slip into brush, take an
unexpected turn, hide in a crevice. For humans,
“there is some evolutionary advantage to thinking
fast in randomness,” Zenil says, arguing that
despite us not having to worry about predators or
other clans of traveling nomads attacking us at
night, fast random thinking can be useful in a
modern economy that values creativity. “The more
randomness you produce, the more access you
have to more powerful tools to come up with
something new,” he says, pointing to jobs ranging
from the stock market to advertising to even
science. The ability to switch methods quickly in a
fast-paced world in a creative way is helpful and
can pay dividends down the line.

For those freaking out about the state of their
neural decline right now, rest assured it’s not all
bad news. At 25, after all, you’re still growing out of
the impulsiveness that probably defined your
puberty and you’re coming into your adult brain,
going through a second puberty of sorts on a
neurological level. The tradeoff of being able to
make random decisions so effectively at 25 is the
fact that you really don’t know much about the
world, Zenil points out. This isn’t just because
you’re wiser as an older person; as you age, you’re
better able to corral your brain into creative zones
and know where you excel in concentrating your
efforts. At 25, this isn’t the case. “And that’s a
tradeoff that’s not really bad,” Zenil points out.
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The developers behind the Frostpunk series
announced it’s making another entry in its
civilization-survival game just a few months after
the release of its critically acclaimed sequel. And
while it’s still a ways off from release, the
announcement offers a glimmer of hope to those
who didn’t quite gel with the sweeping changes of
Frostpunk 2.

Frostpunk 1886, the next project from developer 11
Bit Studios, is currently in production and will be
released sometime in 2027. The game will be a
total remake of the original Frostpunk with added
new ideas and remixes of others. The studio
released a teaser trailer alongside its
announcement.

“We’re rebuilding Frostpunk in Unreal Engine 5,”
the studio tweeted on X. “Expanding it with a
completely new Purpose Path, the long-awaited
mod support, and more — all the while staying true
to the legacy of the original.”

The game’s Steam page specifies that it will give
players more tools to manage their citizens and
infrastructure, new events, game mechanics, laws
to put into place, technologies and buildings to
build, and more.

What makes this remake such a big deal is twofold.
For one, it’s refreshing the lifecycle of the beloved
first game. The original Frostpunk was built using
proprietary tech created by 11-Bit Studios called
the Liquid Engine. While it served its purpose of
bringing the 2018 post-apocalyptic city-
management game to life, it was also less flexible
than something like Unreal Engine 5. With a more
modern engine powering the original game, it’ll be
easier for the game’s community to integrate mod
support. It will also be easier for 11 Bit to release
additive future official expansions.

“The development of Frostpunk 2 made us realize
how much the experience of the original could be
improved using the Unreal Engine,” the team
writes on its Steam Page. “It became apparent that
rebuilding Frostpunk in the Unreal Engine will make
it a richer, more immersive experience with
enhanced visuals and performance.”

This remake will also be great for players
disappointed with how much of a departure
Frostpunk 2 was from the first game. The original
Frostpunk was a much more intimate city builder
than its sequel. Meanwhile, Frostpunk 2 had
players delicately balancing the needs of multiple
city districts and even multiple cities at a time, as
they assumed a more presidential role overseeing
what’s left of civilization. The original was all about
running a single city building by building, as if the
player was mayor of a closely knit group trying to
survive the harsh conditions of this alternate
history.

While some enjoyed how Frostpunk 2 upped the
stakes, diehard fans of the original wanted a more
direct sequel to the first game’s smaller scope.
Frostpunk 1886 is essentially the sequel that those
fans would have preferred. Who knows if the two
games can co-exist, but at the very least it will give
the cult classic a second lease on life.

It’s been a good week for video game remakes.
Earlier this week, Bethesda Game Studios
released a remaster of The Elder Scrolls IV:
Oblivion on Game Pass and PlayStation 5. Like
Frostpunk 1886, the remake is powered by Unreal
Engine 5, cleaning up the dated visuals of the
original without sacrificing the game’s unique look
and feel.

Frostpunk 2 is available now on PC Game
Pass and Steam.
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Xbox Is Finally Getting One Of
PlayStation’s Most Underrated
Features
Stream anywhere finally means your Xbox too.

APRIL 17, 2025
BY TRONE DOWD

Xbox players just got a handful of new features this
week, several of which improve the overall user
ecosystem experience and make good on Xbox’s
“Play Anywhere” mantra. But one feature in
particular has me wondering why more gaming
companies aren’t stealing the idea or pushing the
feature harder.

Xbox’s April update includes the ability to
purchase games via the surprisingly useful Xbox
smartphone app. While users have always been
able to manage their storage, download games,
and even remote play via the app, they haven’t
been able to outright buy new games on there.

The new update rolls back the ability to remote
play via the app, but in its place is the ability to
remote play from any device with access to a web
browsers, similar to the way xCloud currently
works. While it’s not as uniform as accessing the
feature via a dedicated app, it does open up the
remote play feature to a bevy of new screens,
including VR headsets, smart TVs, Amazon Fire
devices and more. According to Xbox, unifying
remote play with Xbox Cloud Gaming “make it
easier for our teams to optimize the streaming
experience and build new features going forward.”

Arguably the best feature being added, however, is
the option to stream games you own directly
through Xbox. It’s not a revelutionary feature by any
means. We’ve been able to stream games we own
for a few years now, thanks to services like Nvidia
GeForce. PlayStation has been quietly growing its
streaming library to nearly 1,000 games as of
March 2025, and expanding where it can be used.
On Xbox however, where this is no brainer feature
should be standard, has been reserved for
secondary devices like computers, handheld PCs,
and TVs since its introduction.

Given the fact that game sizes continue to swell,
it’s a welcome addition for the ecosystem that’s
pushing the idea of playing games anywhere,
anytime. Now, in instances where you want to pop
into a quick session of Assassin’s Creed Shadows
(which is 109 GBs) or a nighttime cruise through
Night City (Cyberpunk 2077 is 87 GB with Phantom
Liberty installed), you no longer have to sit through
long download times or do so on a device not
hooked up to your living room television.
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The Frostpunk Series Is Getting A
Surprising New Entry
More reason to stay frosty.
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The original Frostpunk was a much smaller-scale city builder
compared to its 2024 sequel. 11 BIT STUDIOS

CHARLY TRIBALLEAU/AFP/Getty Images

You can finally stream Xbox games via your actual Xbox, a long
overdue but welcome change. XBOX

A DV E RT I S E M E N T

A DV E RT I S E M E N T

A DV E RT I S E M E N T

A DV E RT I S E M E N T

A DV E RT I S E M E N T

A DV E RT I S E M E N T

A DV E RT I S E M E N T
i

4/25/25, 8:11 PM
Page 1 of 1

Mobile User


