Edmund Rolls: What are Emotions? (Ch.5 of Fellous & Arbib)
[1-page summary]
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Edmund Rolls: What are Emotions? (Fellous & Arbib Ch.5)
[in more detail]
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I very much believe AI agents (now & in future) need
- rewards & punishments: reinforcement learning!
- emotions, including empathy for sapient, emotional beings




