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13 FAtiMA Modular: Towards an Agent Architecture with a Generic Appraisal Framework. Lecture Notes
in Computer Science, 2014, , 44-56. 1.3 79
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24 Learning by Teaching a Robot: The Case of Handwriting. IEEE Robotics and Automation Magazine, 2016,
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41 SenToy: an affective sympathetic interface. International Journal of Human Computer Studies, 2003, 59,
227-235. 5.6 32
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53 Creating Individual Agents through Personality Traits. Lecture Notes in Computer Science, 2010, ,
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54 Empathic Robotic Tutors for Personalised Learning: A Multidisciplinary Approach. Lecture Notes in
Computer Science, 2015, , 285-295. 1.3 25
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57 â€œI can feel it too!â€•: Emergent empathic reactions between synthetic characters. , 2009, , . 23
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99 Social Importance Dynamics: A Model for Culturally-Adaptive Agents. Lecture Notes in Computer
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CHARACTERS. International Journal of Humanoid Robotics, 2006, 03, 351-370. 1.1 12
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Lecture Notes in Computer Science, 2011, , 507-516. 1.3 2
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213 Explainable Agency by Revealing Suboptimality in Child-Robot Learning Scenarios. Lecture Notes in
Computer Science, 2020, , 23-35. 1.3 1
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225 Somethingâ€™s Gotta Give - Towards Distributed Autonomous Story Appraisal in Improv. Lecture Notes in
Computer Science, 2010, , 198-203. 1.3 0
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228 Non-Player Characters and Artificial Intelligence. , 2015, , 488-514. 0
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231 Humans and robots together. , 2020, , . 0
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234 Evolutionary Expression of Emotions in Virtual Humans Using Lights and Pixels. , 2009, , 311-334. 0


