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Smart toys, smart tangibles, robots and other smart things for children. , 2020, , .

Detecting Compensatory Motions and Providing Informative Feedback During a Tangible Robot
Assisted Game for Post-Stroke Rehabilitation. , 2021, , .

Being Part of the Swarm: Experiencing Human-Swarm Interaction with VR and Tangible Robots. , 2020, ,

Smart Toys, Smart Tangibles, Robots and other Smart Things for Children. International Journal of
Child-Computer Interaction, 2022, 33, 100489.

3.5 2



ARzU GUNEYSU OZGUR

IF CITATIONS

# ARTICLE
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Rehabilitation. , 2020, , .

20  Smart Toys++: Exploiting the Social Connectedness for Playing and Learning. , 2021, , .

PREC 2019: Personal Robots for Exercising and Coaching. , 2019, , .




