
Ana M Paiva

List of Publications by Year
in descending order

Source: https://exaly.com/author-pdf/9095365/publications.pdf

Version: 2024-02-01

234

papers

5,508

citations

29

h-index

196777

56

g-index

169272

249

all docs

249

docs citations

249

times ranked

3628

citing authors



Ana M Paiva

2

# Article IF Citations

1 Human Dishonesty in the Presence of a Robot: The Effects of Situation Awareness. International
Journal of Social Robotics, 2022, 14, 1211-1222. 3.1 2

2 FAtiMA Toolkit: Toward an Accessible Tool for the Development of Socio-emotional Agents. ACM
Transactions on Interactive Intelligent Systems, 2022, 12, 1-30. 2.6 5

3 Serious Game-based Psychosocial Intervention to Foster Prosociality in Cyberbullying Bystanders.
Psychosocial Intervention, 2022, 31, 83-96. 1.1 7

4 â€œSequencing Mattersâ€•: Investigating Suitable Action Sequences in Robot-Assisted Autism Therapy.
Frontiers in Robotics and AI, 2022, 9, 784249. 2.0 3

5 Reward Seeking or Loss Aversion?. , 2021, , . 7

6 Exploring empathy in cyberbullying with serious games. Computers and Education, 2021, 166, 104155. 5.1 18

7 Hurry Up, We Need to Find the Key! How Regulatory Focus Design Affects Childrenâ€™s Trust in a Social
Robot. Frontiers in Robotics and AI, 2021, 8, 652035. 2.0 2

8 Empathy and Prosociality in Social Agents. , 2021, , 385-432. 11

9 Preliminary validation of the European Portuguese version of the Robotic Social Attributes Scale () Tj ET
Q

q
1 1 0.784314 rg
BT /Overlock 10 Tf 50 422 Td (<scp>RoSAS</scp> ). Human Behavior and Emerging Technologies, 2021, 3, 750-758.2.5 2

10 Children Teach Handwriting to a Social Robot with Different Learning Competencies. International
Journal of Social Robotics, 2020, 12, 721-748. 3.1 24

11 Picky losers and carefree winners prevail in collective risk dilemmas with partner selection.
Autonomous Agents and Multi-Agent Systems, 2020, 34, 1. 1.3 9

12 The Practice of Animation in Robotics. , 2020, , 237-269. 2

13 Letâ€™s Learn Biodiversity with a Virtual â€œRobotâ€•?. Lecture Notes in Computer Science, 2020, , 194-206. 1.0 2

14 Explainable Agency by Revealing Suboptimality in Child-Robot Learning Scenarios. Lecture Notes in
Computer Science, 2020, , 23-35. 1.0 1

15 Exploring the Role of Perspective Taking in Educational Child-Robot Interaction. Lecture Notes in
Computer Science, 2020, , 346-351. 1.0 4

16 The Importance of the Personâ€™s Assertiveness in Persuasive Human-Robot Interactions. Lecture Notes
in Computer Science, 2020, , 516-528. 1.0 0

17 Humans and robots together. , 2020, , . 0
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studies. , 2016, , . 12

49 Building successful long child-robot interactions in a learning context. , 2016, , . 39
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86 Game elements improve performance in a working memory training task. International Journal of
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95 Learning Effective Models of Emotions from Physiological Signals: The Seven Principles. Lecture Notes
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102 Creating a World for Socio-Cultural Agents. Lecture Notes in Computer Science, 2014, , 27-43. 1.0 7
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104 Social Presence and Artificial Opponents. Human-computer Interaction Series, 2014, , 115-135. 0.4 0
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