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André, E., Klesen, M., Gebhard, P., Allen, S. & Rist, T. (1999). Integrating

models of personality and emotions into lifelike characters. In A. Paiva & C. Mar-

tinho, eds., Proceedings of the Workshop on Affect in Interactions: Towards a New

Generation of Computer Interfaces , [October, Sienna, Italy], 3rd I3 Annual Confer-

ence, 136–149. Referred to on p. 9, 27, 50, 51, 52, 53, 54, 55
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