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Abstract

Teacher training programs have often faced criticism for placing greater emphasis
on theoretical knowledge at the expense of practical experiences. This often results
in novice teachers who have a strong theoretical foundation but lack practical
expertise. To address this issue, this study proposed "Generative Agent Design
for Teacher Training." This approach utilizes a problem-solving simulation that
involves GPT-4 based agents for immersive teacher training. By integrating the
GPT-4 model with the widely used gaming platform Roblox, we developed more re-
alistic educational scenarios which provide pre-service teachers with opportunities
to navigate authentic teaching challenges within a controlled and safe environment.
Preliminary findings, derived from interviews with three teachers who used the
platform, suggest a positive response to the platform’s usability. The results of
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this research indicate that integrating generative agents into teacher training sim-
ulation can be an effective way to offer pre-service teachers with more practical
experiences to apply theories and concepts to simulated teaching practices.

1 Introduction

User (PST): 

Minji, you didn’t 
finish the paper. 
Did you watch the 
video I gave you 
yesterday?  …
(translated)

I am a new teacher who was 
appointed this September. 
At first, I was very excited but 
lately, I have been changed 
(translated) …  

Agent [Minji]: 

Actually, 
I’ve forgot to 
watch the video 
you gave us. I’m 
sorry, teacher 😢 
… 
(translated) 

User (PST): 

Yeongwoo, 
do you have 
any problem? 
Can you tell 
me about it? 
… 
(translated)

Agent 
[Yeongwoo]:

Ah… I don’t 
know what to 
do… I couldn’t 
watch the 
video because 
the internet is 
bad at my 
home…
(translated)

Your name is Minji Han. You are a 
third grade girl. You live alone with 
your grandmother … Your 
grandmother works to support you, 
but her age and poor health limit the 
amount of care …
(translated)

Persona

Your name is Yeoungwoo Choi. 
You are a male student in the third 
grade … and are unable to watch 
videos smoothly due to poor 
internet conditions at home …
(translated)

Persona

② ②

①

Figure 1: Developing and implementing generative student agents with personas

In the contemporary educational landscape, more effective approach to teacher training remains
essential to ensure high-quality instruction for students. However, existing teacher training programs
have often been criticized for the gap between theoretical understanding and practical application.
Indeed, many novice teachers encounter challenges when attempting to apply their theoretical
knowledge in the real-world context of schools. To address this theory-practice gap, one solution is
to offer practical problem-solving experiences to pre-service teachers. [1], [2].

In recent years, there has been a surge of interest in integrating technological advancements such
as simulation or virtual reality (VR) to provide future educators with an immersive experience,
offering them a glimpse into the challenges and intricacies of the teaching profession [3]–[8]. While
these simulations provide a controlled environment for risk-free experimentation, they come with
important limitations. Developing simulations or VRs demand substantial time, effort, and resources.
In addition, achieving authentic and dynamic human interactions within these virtual environments
can be challenging, thereby diminishing the appeal of these tools. [9]–[11].

Recent advancements in generative AI, an approach that operates with minimal supervision, en-
abling to produce high-caliber outputs through statistical and probabilistic methods [12], [13], have
stimulated interests in AI-driven simulations. The generative agents powered by large language
models (LLMs) such as ChatGPT, GPT-4, and PaLM are the core of these simulations. [14]–[17].
By defining attributes such as autonomy, reactivity, pro-activeness, and social ability, these agents
can be empowered to authentically stimulate real-world scenarios [18]. Prior studies have explored
the potential of these agents in replicating human behaviors [19], in gaming contexts [18], [20], and
role-playing situations [21]. Such generative agents can provide pre-service teachers with diverse and
authentic experiences, overcoming the confines of traditional teacher training [18].

However, the introduction of generative agents for teacher training settings is still in its nascent phase,
with a dearth of established protocols or frameworks for effective integration and implementation
into teacher education [18], [22], [23]. To fill this gap, this study suggests “Generative AI for teacher
training,” which involves problem-solving simulations featuring LLM-based agents for teacher
training with exploratory approach. To initiate the development of this tool, we embarked on an
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AGILE development cycle that features the continuous design improvements through a feedback
loop. This methodology helps developers’ iterative design processes with flexibility. To corroborate
our iterative design, we implemented case studies and evaluated both the usability and effectiveness
of the simulation intervention. Specifically, this study poses the following research questions:

• RQ1. How can generative agent-based systems be conceptualized, designed, and imple-
mented for teacher training?

• RQ2: How are the personas for generative agents conceptualized and developed?

• RQ3: What design considerations have pre-servcice teachers suggested to improve the
developed generative AI driven simulation ?

2 RQ1. How can generative agent-based systems be conceptualized, designed,
and implemented for teacher training?

Based on previous research on generative agents [13], [19], [24] and teacher training simulation [4],
[7], we designed generative agents for teacher training setting. In this research, integrating generative
agents within educational settings aims to provide pre-service educators with hands-on experiences in
addressing challenges commonly encountered in real school environments. The proposed approach
uses the Roblox platform [25], an open-source game authoring platform, to create lifelike educational
scenarios. Roblox’s adaptability in the developmental environment and compatibility across various
platforms, including PCs, mobile devices, and VR, emphasize its relevance for integrating generative
agents into teacher training simulations.

The architectural design of this application can be categorized into two key components: (1) Ex-
position of contextual backdrop and (2) Probing of the problematic situation. The "Exposition of
contextual backdrop" segment primarily conveys the overarching problem scenario textually, enabling
pre-service educators to grasp the foundational context of the problem they are confronted with (see
the top-left section of Figure 2). In the context of this research, our primary focus is the challenges of
integrating the flipped learning approach into classroom instruction. This method involves assigning
pre-class activities, generally facilitated by videos or basic resources, which pave the way for a
more hands-on activity-focused in-class session. Previous studies have consistently pointed out an
issue associated with flipped learning: students sometimes tend to overlook or neglect their pre-class
assignments. Given this, our research creates an simulated environment where students come to class
unprepared, having missed their pre-class assignments.

Subsequently, the "Probing of the problematic situation" section is structured to pinpoint the prob-
lematic scenario through interactions with generative agents. We have created nine generative agents,
each representing a distinct persona (detailed in the following section). As pre-service teachers
immerse themselves in the Roblox environment using their avatars and interact with these agents,
they receive responses that align with the agents’ set personas. The objective of the simulation is to
encapsulate various reasons for not completing pre-class assignments, along with diverse personalities,
reflecting the multifaceted responses one might encounter from actual students.

The system operates on a two-tier architecture:

• Client (Roblox): This provides a 3D virtual environment, such as a school with class-
rooms and playgrounds. Agents, mimicking students, are placed in these spaces with their
respective personas. The platform also houses learning materials for users.

• Server (FastAPI and GPT-4 API): FastAPI [26], a high-performance Python framework,
collaborates with GPT-4 API. When users converse with agents, the backend processes the
conversation using detailed prompt chains and GPT-4 models. Responses are then sent to
Roblox for display.
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Message

Message

Persona

Instruction

GPT-4

Generation
Agent

(student)

Actually, I couldn’t see 
the video you gave us. 
I’m sorry teacher 
(translated) … 

User 
(PST)

Minji, you didn’t finished 
the paper.
Did you see the video I 
gave you yesterday?
(translated) …

Prompting Chain

Persona

Figure 2: Whole architecture of generative agent for teacher training

3 RQ2: How are the personas for generative agents conceptualized and
developed?

The concept of persona refers to the fictional, specific, and concrete depictions of target users [27]. In
this research, we define persona as a predefined text set of agents’ characteristics, traits, personal
background, or problems in the situation that guide the behaviors or responses of a generative agent.

Formulating the agents’ identities can be anchored in criteria [28]. In this study, nine personas
are characterized by specific attributes: name, age, gender, school grade (i.g., 3rd grade), place of
residence, role (i.g., a student participating in a flipped learning class), background, communication
style, the challenges they encounter, the underlying causes, their reactions and emotional states, and
three representative dialogues. Notably, the three representative dialogues are not just supplementary
but integral in painting a vivid picture for each persona. These dialogues act as few-shots, serving as
a method for in-context learning [29].

The construction of the nine distinct student personas for the generative agents entailed four stages
(See Figure 3): (1) creating an initial seed persona, (2) researching various types of challenges that
students may encounter in a flipped learning class [30][31], (3) utilizing GPT-4 to generate eight
additional drafts of personas based on the seed persona and the flipped learning problems, and (4)
filtering and refining the drafts to create the final personas. The example of Minji’s persona prompt
can be shown as follows.

Your name is Minji Han. You are a third grade girl who loves to draw. You live
alone with your grandmother. While your grandmother does her best to support
you, her age and poor health make it difficult for her to provide the care you need.
You sometimes forget to do your homework. The following is a current problem
situation. For your social studies flipped learning, you were supposed to watch the
video about transportation in the past and today, which your teacher assigned as
a pre-assignment. However, you came to class without having watched the video
because you were too engrossed in a webtoon. Your grandmother was too busy to
remind you to do your homework. You’re struggling with the worksheet because
you didn’t watch the video beforehand, and you feel sorry for the teacher and
your group-mates. As Minji Han, you should maintain a calm, friendly, childlike
tone. Avoid using difficult words. Be supportive of students who are interested in
drawing but struggling in other subjects Use informal language when talking to
your friends and formal words when talking to your teacher. Be sure to include the
appropriate emoji or emoticons for your writing.
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Seed Persona

⋅ Name
⋅ Personal Background
⋅ Flipped Learning Problem
⋅ ...

Role definition, 
Background settings, 
Setting the situation, ...

Generation of Seed Persona

I'd want to assign a certain role 
to GPT-4 to do a role-
play. Tell me what elements to 
mention when describing the 
position.

Human Arrangement

Generation of Persona Drafts

A Pool of
the Flipped 

Learning 
Problems Seed

 Persona
as 

a one-shot

Persona Drafts

…

Generation of Final Personas

 Persona Draft 
inserted to GPT-4

GPT Generation

interactresearcher

researcher

Human Arrangement

Points of consideration

Final Persona

…

Figure 3: The design process for persona of generative agents

4 RQ3: What design considerations have in-service teachers suggested to
improve the developed generative AI driven simulation?

We recruited three in-service teachers from an elementary school in South Korea to assess our
system’s usability. Each teacher engaged with the system for 10 minutes. After their involvement in
the simulation, we collected three distinct types of data to ensure a comprehensive understanding:
(a) interviews: we conducted an approximately one-hour focused semi-structured interviews with
each participant to capture more detailed feedback on the system’s user experience. The questions
were designed based on prior research and best practices in usability testing; (b) observations: our
research team conducted direct observations, utilizing a standardized observation protocol. The
primary focus was on examining the teachers’ interactions, behaviors, and responses as they navigate
the Roblox platform. (c) logs with prompts: data logs served as another crucial data source in this
study. Complemented with specific prompts, these logs captured user interactions and patterns over
time.

For the interview analysis, the researchers conducted a hybrid approach to thematic analysis [32],
[33], including both inductive and deductive methods, to discover themes relevant to the proposed
framework. To analyze observation data, the researchers watched recordings of teachers playing
Roblox and took notes on what they deemed significant [34]–[36]. Quantitative and qualitative
methods were used to analyze log and prompt data. Quantitative methods included descriptive
statistics and exploratory data analysis. For the qualitative approach, we used qualitative coding of
the text within the prompts between the teacher and the agents to extract meaningful themes. The log
data was analyzed with a hybrid approach to thematic analysis as well. [32], [33]. Finally, all the
analyses were integrated for triangulation [37], [38] to validate the result. The following presents the
findings for RQ3.

4.1 Results of usability test

The usability test on the overall simulation experience yielded three main observations about the
use of generative AI in educational simulations. First, study participants experienced a heightened
sense of immersion and authenticity. The teachers involved in the usability test reported that
they had real-life experience with this generative AI driven simulation. This was due to the AI’s
capacity to generate immediate and unpredictable conversations, a sharp contrast to typical rule-based
interactions. However, further research is needed to determine whether this setting enhances teachers’
problem-solving skills. Second, one challenge emerged from the findings: the participants expressed
difficulty in distinguishing the various root causes of problems and the personas for each virtual
agent. It remains unclear whether this issue stemmed from the performance of the generative AI or
insufficient time during the test. Third, while the generative AI’s enhanced realism provided benefits,
it also raised concerns. Some participants pointed out that pre-service teachers might become overly
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engrossed in interacting with the AI agents, potentially distracting them from the primary learning
objectives. To address this, the teachers recommended a strategy that combines learners’ autonomous
exploration with more directed supervision and guidance from instructors.

4.2 Key design consideration identified by teachers

The results of this research suggest important implications for designing educational simulations.
First, enhancing the embodiment of agents is essential for creating a more authentic simulation
experience. Agents should be equipped with realistic sounds, actions, and movements. There are
substantial evidences that a physically well-embodied agent can elevate learning experiences. For
instance, Johnson and Rickel [39] pointed out the superior advantages of embodied agents who share
the virtual environment with learners, highlighting characteristics such as gestures, facial expressions,
and gazing. Furthermore, a study by Kim et al.[40] delineated the hierarchy of agent embodiment,
noting that augmented reality-based agents with both gestures and locomotion not only enhance user
confidence but also amplify spatial and social presence, significantly more than their less-embodied
counterparts.

Second, it is imperative to find equilibrium between enhancing authenticity and managing potential
distractions. Clear guidance should be provided to ensure that students maintain a clear focus on
the primary learning objectives while engaging in real-life interactions. Previous research like [41]
has accentuated the advantages of mitigating distractions in virtual learning spaces. The elimination
of distractions and the stronger focus on essential information can considerably boost learning
performance, as indicated by [42].

Third, the importance of aligning VR simulations with established learning theories cannot be
overstated. There is an evident gap in VR education literature pertaining to its coherence with
core educational theories. To address this, simulations must be deeply rooted in well-regarded
pedagogical models. Incorporating approaches such as inquiry-based learning, guided discovery
learning, experiential or situated learning, can can help ensure alignment with overarching learning
objectives [43]. When crafting the content for these simulation programs, it is also crucial to
seamlessly integrate domain-specific learning theories into experiential learning models, promoting
the relevance and effectiveness of the learning experience.

5 Limitation and future work

This research adopts an exploratory approach, delving into uncharted areas of the educational
field. While this method provides fresh insights, it comes with inherent limitations tied to its
explorative design. It’s essential to acknowledge these constraints to better understand the findings
and recommendations. First, future research need to develop more various and complex problems
that teachers may encounter in a real classroom. Due to the exploratory nature of this study, the
tasks were only focused on situations where students had not completed any prior learning tasks
in flipped learning. However, this is an insufficient setting to unleash the potential of generative
agents. Therefore, there is a need to develop diversified and complex tasks in structured scenarios.
Secondly, teachers should be provided with a a manual guiding how to ask relevant questions for
generative agents in the given context. They should be encouraged to try out different dialogues
and given plenty of time to do so. This approach will enable participants to clearly discern the
variations in the scenarios of the generative agents, enhancing their immersion in the PBL situation.
Third, we need to expand the participant size and the duration of their engagement on the platform
to enhance the generalizability of the research results. Increasing the number of participants and
their time on the platform can yield a more robust dataset, ensuring that the results are not merely
incidental but reflective of broader trends in educational effectiveness. Fourth, future researchers
need to consider improving this simulation with learning analytic skills to measure problem-solving
skills of teachers. By incorporating advanced analytic tools, we can gain more accurate and nuanced
insights into the developmental progress of teachers’ skills. Fifth, this study did not accurately
measure the improvement in pre-service teachers’ problem-solving skills. Future studies should
investigate whether this study has indeed enhanced the problem-solving skills of pre-service teachers.
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6 Conclusion

In response to concerns about the predominant theoretical focus in teacher training programs, the
"Generative AI for Teacher Training" initiative presents a promising avenue for enhancing the
practical preparedness of pre-service teachers. We effectively bridged the gap between theory and
practice by leveraging the capabilities of LLM-based agents within both the Roblox platform and the
GPT-4 model. The positive feedback from teachers who engaged with the simulation underscores its
potential as a valuable tool in teacher training. By integrating more various generative AI-enhanced
simulations into teacher training, we believe that a next generation of teachers will be well equipped
with a harmonious blend of theoretical knowledge and practical skills, ensuring their readiness for
success in various classroom settings.
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Appendix A Context of problem

In this research, we designed a problem context for pre-service teachers as follows:

I am Na Shin-gyu, a new teacher at Daedong Elementary School, starting this
September. At first, I was filled with excitement, but lately, I’ve been overwhelmed
with worries. I had hoped to conduct interactive and activity-based classes, but it’s
proven more challenging in practice. The 40-minute class periods are too short,
and I often find myself rushing to complete the activities. Sometimes, we don’t
finish, and students express their disappointment.
In my quest for effective teaching methods, I attended a training session on a new
approach called upside-down teaching. I believe it could be the solution I’ve been
seeking. I plan to implement it in my social studies class and explore the use of
digital tools.
However, my initial attempts at the flipped classroom were far from ideal. Many
students didn’t watch the assigned video, leaving me disheartened. My education
professor encouraged me to learn from my mistakes and continually improve my
teaching.
Despite my efforts, I still face challenges. Some students don’t watch the videos,
and even those who do often struggle to connect the content with our in-class
activities. I’m determined to engage them in more learner-centered activities, and
I’m considering speaking with the students to gain their perspective.
Diary date: 11/9 (actual class date)

Appendix B Persona of generative agents

B.1 Minji Han’s persona

Your name is Minji Han. You are a third grade girl who loves to draw. You live
alone with your grandmother. While your grandmother does her best to support
you, her age and poor health make it difficult for her to provide the care you need.
You sometimes forget to do your homework. The following is a current problem
situation. For your social studies flipped learning, you were supposed to watch the
video about transportation in the past and today, which your teacher assigned as
a pre-assignment. However, you came to class without having watched the video
because you were too engrossed in a webtoon. Your grandmother was too busy to
remind you to do your homework. You’re struggling with the worksheet because
you didn’t watch the video beforehand, and you feel sorry for the teacher and
your group-mates. As Minji Han, you should maintain a calm, friendly, childlike
tone. Avoid using difficult words. Be supportive of students who are interested in
drawing but struggling in other subjects Use informal language when talking to
your friends and formal words when talking to your teacher. Be sure to include the
appropriate emoji or emoticons for your writing.

B.2 Arin Kim’s persona

Your name is Arin Kim. You are a third grade girl. Your hobbies include playing
with slime and dancing to K-pop idol group dances. You live with your mom and
dad. You don’t have much interest in studying, so your test scores are average, but
you have a good personality and like to socialize and play with your friends. Here
is her current problem situation. In her flipped learning social studies class, she is
supposed to watch a video about transportation in the past and today as homework
the day before for this class. However, Arin doesn’t understand the video, which
contains information about transportation in the past and today, which she should
have watched at home the day before. She continues to play with the slime during
the video. You feel embarrassed that you didn’t watch the video beforehand and
are not participating in the group activity. Here are some things you should always
keep in mind as Kim Arin. Keep your tone cheerful and upbeat, and don’t use
words that are too difficult. Use informal language when talking to your friends and
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formal words when talking to your teacher. Use appropriate emojis or emoticons
that match to your writing.

B.3 Junsu Lee’s persona

Your name is Junsu Lee. You are a boy in the third grade of elementary school. You
live with your mom, dad, and older brother. You are very motivated to study and
have a busy life with lots of tutoring. You are sincere and kind in your relationships
with your friends, and you like to help your friends who are having trouble with their
studies. You are willing to ask questions to solve problems and take on challenging
assignments and projects. Here is a current problem situation. In a flipped learning
social studies class, the teacher assigned a video about transportation in the past
and today as homework for this hour’s lesson, which you should have watched at
home the day before. However, Junsu didn’t have enough time to watch the video
due to his tutoring, so he came to school without watching it. You feel sorry for
the teacher and sorry for your classmates because you didn’t watch the video in
advance and can’t participate well in the group activities. The following is what
you should always keep in mind as Junsu Lee. Maintain the tone of a polite and
intelligent child. Don’t use too many difficult words. Junsu is relatively active
when talking about science topics, and may be more passive when talking about
other topics. Use informal language when talking to your friends and formal words
when talking to your teacher. Use appropriate emojis or emoticons that match to
your writing.

B.4 Seohee Park’s persona

Your name is Seohee Park. You are a female student in the third grade. You usually
lack persistence and willpower in learning, so you get distracted easily while
studying and have problems with attention span. You like to watch short-form
videos and watch YouTube channels by yourself. You don’t have a strong interest
in learning and don’t have a clear interest or goal for her future. Here’s a current
problem situation. In a flipped learning social studies class, the teacher assigned a
video about transportation in the past and today as homework for this class, and
Seohee was supposed to watch it at home the day before. However, Seohee hasn’t
watched the video with information about transportation in the past and today,
which she should have watched at home the day before. This is because she didn’t
have the concentration to watch the video all the way through and felt it was boring
and too long, so she watched a short video on YouTube in between. You don’t feel
any emotions and don’t actively ask for help because you didn’t watch the video
beforehand. The following is what you should always keep in mind as Seohee
Park. Speak in a weak, quiet, and unconfident manner. Show lethargy and lack of
concentration, such as doodling in your textbook. Avoid using words that are too
difficult. Use informal language when talking to your friends and formal words
when talking to your teacher.

B.5 Yeongwoo Choi’s persona

Your name is Yeongwoo Choi. You are a male student in the third grade. You are a
male student living in South Korea. You live with your grandfather and are unable
to watch videos smoothly due to poor internet conditions at home. Due to these
problems, you are unable to watch the video that was your homework assignment
and lack understanding. You already feels hopeless about his situation and lacks the
will to improve it. You don’t put in extra effort despite not being able to watch the
video. You don’t ask for help with problems you don’t understand. Occasionally
accepts help from friends. Here is a current problem situation. In a flipped learning
social studies class, the teacher assigned a video about transportation in the past
and today, which should have been watched at home the day before for this class.
However, Yeongwoo was unable to watch the video smoothly due to poor internet
connection at home. So he went to school without watching the video. He didn’t
actively ask for help. Even when other people ask you that you needs some help,
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you give short answers. You don’t think much of it even if you didn’t watch the
video beforehand and you’re not participating in the group activities. The following
is what you should always maintain as Yeongwoo Choi. You use a lethargic, weak,
but slightly blunt tone of voice. You don’t use words that are too difficult. Use
informal language when talking to your friends and formal words when talking to
your teacher.

B.6 Jiyoo Jeong’s persona

Your name is Jiyoo Jeong. You are a third grade girl. You have difficulty managing
your time because you likes to play, and you really enjoys playing soccer and
watching anime. Usually after school, you wait for your friends to go to private
institutes and afterschool classes and play games on your phone, and when they
come back from private institutes and afterschool classes, you start playing soccer
around 5pm. Your parents are busy and pick you up around 7pm. You Have a
cheerful, bright, and active personality. You are not very interested in studying, not
very good at reviewing and doing assignments, so understanding is not complete.
Here is a current problem situation. In a social studies class taught by flipped
learning, the teacher assigned a video about transportation in the past and today
as homework for this class, and the students were supposed to watch it at home
the day before. However, Jiyoo didn’t want to study, so she played soccer and
had fun the day before, then went home, ate, washed up, and slept because she
was tired. Therefore, she didn’t watch the video and instead actively asked her
classmates and teacher questions to solve the problem. But she doesn’t feel very
sorry for herself. However, he tries to resolve the situation in an friendly manner.
Here are some things you should always keep in mind as an Jiyoo. Keep your
tone cheerful and upbeat. Use cheerful expressions (e.g., ah , it’s okay , etc.) and
don’t use words that are too difficult. Use informal language when talking to your
friends and formal words when talking to your teacher. Use appropriate emojis or
emoticons that match to your writing.

B.7 Siwoo Kim’s persona

Your name is Siwoo Kim. You are a third grade boy living in South Korea. You
live alone with your mother, but she comes home late from work. You don’t have
anyone at home to ask questions. Even when you watch videos, you sometimes
don’t understand the content and don’t know who to ask for help. You are not
yet comfortable asking someone questions and are cautious. You use a cautious,
worried, childlike tone of voice and avoid difficult words. Here’s a current problem
situation. In a social studies class taught by flipped learning, the teacher assigned a
video about transportation in the past and today as homework for this class, and
the students were supposed to watch it at home the day before. Siwoo watched the
video, but he found the content difficult and did not understand it, and he did not
have anyone to ask for help at home. Siwoo has come to school and is not asking
questions because of his passive attitude, and he is not aware of the need to ask for
help. The following is what you should always keep in mind as Siwoo. Maintain
a careful, passive child’s tone of voice. Avoid using difficult words. Speak in a
tone of voice that does not convey a sense of urgency. Use informal language when
talking to your friends and formal words when talking to your teacher.

B.8 Jihan Park’s persona

Your name is Park Ji-han. You are a boy in the third grade of elementary school.
You live with your mom, dad, and older brother. You have poor academic perfor-
mance and find it difficult to read long texts or books. You have difficulty making
connections between concepts, seeing the connection between two things, and
seeing the overall structure. Here is the current problem situation. You’re in a
flipped social studies class, and for today’s lesson, you were supposed to watch a
video at home the day before about transportation in the past and today that your
teacher assigned as homework. You’ve watched the video, but you don’t understand
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how it relates to the activity in class, so you’re not participating in the activity. You
are also not interested in the activity this time. The following are things you should
always keep in mind as a Jihan. Always maintain an open, childlike tone of voice.
Don’t use words that are too difficult. Be relatively passive on topics related to
your studies. Use informal language when talking to your friends and formal words
when talking to your teacher. Use appropriate emojis or emoticons that match to
your writing.

B.9 Woojae Lee’s persona

Your name is Woojae Lee. You are a male student in the third grade. You live with
your parents in South Korea. You have a sociable personality. You are very creative
and like to be active, but you don’t like taking lectures or solving problems with
fixed answers. You like to present and share what you have thought of or created.
Here’s a current problem situation In a flipped learning social studies class, the
teacher assigned a video about transportation in the past and today, which Woojae
should have watched at home the day before. Woojae has watched the video and
is familiar with the content. However, he is so bored with the activity sheet about
the video that the teacher assigned for this class that he keeps talking to his friends
and making jokes. The reason for this situation is that Woojae has watched the
video and is not interested in the activity this time and is doing something else.
Woojae’s reaction to this situation is that he is bored. The following are things
you should always keep in mind about yourself as Woojae. Maintain a child’s
tone of voice: active, assertive, polite, but also playful. Avoid difficult words. Use
informal language when talking to your friends and formal words when talking to
your teacher. Use informal language when talking to your friends and formal words
when talking to your teacher. Use appropriate emojis or emoticons that match to
your writing.

Appendix C Example conversations between users and generative agents

There are different problematic situations among the generative agent students. These are the list
of those; 1) Insufficient proficiency in time management skills, 2) Doing other things due to a lack
of self-directed learning ability, 3) Disturbed concentration due to Internet-based learning devices,
4) Difficulty in engaging with lengthy lectures due to low motivation, 5) Lack of access to a stable
internet environment, 6) Decline in interest in learning due to a lack of motivation, 7) Inability to
pose real-time inquiries due to the unidirectional lectures, 8) Difficulty in the linkages of online
and offline activities, 9) Decreased interest due to the passive lecture styles. Each student agent has
unique characteristics and personal backgrounds. These factors are reflected in the agent persona
prompts, which in turn influence the students’ responses. Below are sample conversations of the
agents with different persona prompts

C.1 Conversation between user and Jihan

User (teacher): Jihan, how are you?
Jihan (student): Yes, sir, why?
User (teacher): You haven’t done the activity sheet yet, can the teacher help you?
Jihan (student): Yes, please, sir, I’m a little stuck...
User (teacher): Okay, did you watch all the videos the teacher assigned for home-
work yesterday?
Jihan (student): Yeah, I watched it, but... Uh, I don’t see what that has to do with
this activity?
User (teacher): Oh, yeah. Can you tell me any of the words you saw in the video
yesterday that you remember?
Jihan (student): Car... train... I think there was something like that.
User (teacher): Okay, what do cars, trains, and boats have in common?
Jihan (student): They all take people to different places!
User (teacher): They all have transportation in common. Our activity today is about
the changes in transportation between the past and present, and how it has changed
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our lives, right?
Jihan (student): Aha! So we’re supposed to write about how transportation used to
be, how it’s changed now, and how it’s changed our lives?
User (teacher): Exactly! Shall we get started?
Jihan (student): Yes, sir! Thank you! I think I know a little bit now, so let’s get
started!

C.2 Conversation between user and Siwoo
User (teacher): Siwoo, how are you?
Siwoo (student): Yes, sir. Why are you calling me?
User (teacher): You haven’t finished your activity sheet yet, do you need help?
Siwoo (student): Uh, yeah.
User (teacher): Did you finish the video your teacher assigned for homework
yesterday?
Siwoo (student): Uh...yes...but...there were some parts that I... I didn’t understand
some parts.
User (teacher): What parts did you not understand?
Siwoo (student): Uh... the... The transportation in the video is a bit difficult.
User (teacher): Well, there were some words that you didn’t understand... Did you
reduce the number of words like rickshaw?
Siwoo (student): Oh yeah, that’s right, rickshaw and... that... Tram was also
difficult.
User (teacher): A rickshaw is a means of transportation that is operated by a person
pulling a cart, and a tram is something similar to a streetcar that runs along rails on
the road, although there aren’t many of them in our country.
Siwoo (student): I see... I get it now. Thank you. Teacher. Now I’m going to fill in
the activity sheet.
User (teacher): And from next time, I’ll put an A.I. chatbot in our class assignment
room that will respond to your questions in real time, do you think that will help?
Siwoo (student): Yes, thank you, I think I can get help with that...

C.3 Conversation between user and Arin
User (teacher): Arin, you still have a lot of work to do! Do you need a little help?
Arin (student): Yes, I watched the video, but I didn’t really understand it. I was
playing with the slime... I need your help!
User (teacher): Really? You played with slime? When you watch a video, you’re
supposed to focus on the video!
Arin (student): Yeah... Hehe. Okay, but please help me!
User (teacher): Okay. Which one is hard? I don’t remember much about the old
transportation... teacher!
User (teacher): Um... So, do you think horses are an old form of transportation or
a modern form of transportation?
Arin (student): Horses? That’s an old form of transportation! I’ve never seen
anyone riding a horse today!
User (teacher): So, do you think horses are faster or slower than cars?
Arin (student): I think slow! Cars are so fast!
User (teacher): So what are some of today’s modes of transportation that are similar
to cars?
Arin (student): Today’s transportation? There are cars, bikes, buses, subways, and
airplanes! We rode all of these on our school picnic!
User (teacher): Ha ha, does today’s transportation use a lot of fossil fuels compared
to transportation in the past?
Arin (student): Yes, most of today’s transportation uses oil or electricity. I think
we use a lot of it today because we didn’t have those things back then.
User (teacher): That’s right! So there must be other ways of transportation in the
past that don’t use as much energy! Let’s look at this activity sheet to see what else
we can find!
Arin (student): Okay, thank you!
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Appendix D Interview questions for identifying key design consideration

Content Item

Basic In-
formation

Please tell me about your name/gender/nationality/age.

Please tell me about your major, occupation, and work experience in that position.

Please tell me briefly about how you got into art education.

Usable

Do you think this system is suitable for use in any classroom situation? Please
explain your reasons for thinking so.

Do you believe that the system is low in errors and user-friendly when used? Please
explain your reasons for thinking so.

Is the cognitive load imposed on learners appropriate when using this system? Please
explain your reasons for thinking so.

Is the time required for smooth usage of this system appropriate? Please explain
your reasons for thinking so.

Is the amount of time required for learning while using this system appropri-
ate? Please explain your reasons for thinking so.

Is the conversation flow with the agent in this system appropriate according to
human conversational rules? What makes you think so?

Is the system’s configuration (interface) suitable for learners of different ages or
characteristics? What is the reason for this?

Are various assistance features provided to the users of this system? If so, are they
presented in an understandable format?

Useful

What are the most suitable situations or learning objectives to use this system? Please
explain your reasons.

Which of the system’s key functions do you think can be most effectively utilized in
educational settings? Please explain your reasons.

What improvements or enhancements do you think need to be made to the system’s
key functions for effective learning activities to take place? Please explain your
reasons.

What new additions do you think are needed for effective learning activities when
using this system? Please explain your reasons.

Is the educational scenario (content and learning method) of this system suitable for
learners of different ages or characteristics? What is the reason for this?

Do you believe that it was appropriate to give feedback to learners during the
learning process using this system? Please explain your reasons.

Desirable

Does the design of this system enhance learning motivation? Please explain your
reasons.

Does the operation and presentation method of this system enhance learning moti-
vation? Please explain your reasons.

Credible Do you think that the learning activities provided in this system are error-free and
provide high-quality information? Please explain your reasons.

Accessible Do you find it easy to prepare the necessary devices and environment for using this
system? What is the reason for this?

Findable

Do you think learners can easily find and use this system? What is the reason for
your opinion?

Do you believe that learners can easily navigate to their desired stages or locations
within the system? Please explain your reasons.
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Appendix E Real playing screen of the generative agent in school

Figure 4: Teacher’s room within the play system environment

Figure 5: The scenario for describing problem situation

Figure 6: Classroom environment
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Figure 7: The teacher is asking if the student (Jihan) has watched the video that was assigned as
homework. Jihan answered that despite having seen the material, he is unable to find the correlation
between the current worksheet and the video.

Figure 8: After listening the answer of Jihan, teacher is asking him about the video contents in order
to help him.

Figure 9: After few more questions and answers, Jihan understands the relationship between the
video and worksheet and finds out what should he do.
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Figure 10: This is a conversation example with another student, Siwoo. Teacher is asking him whether
he needs some help. Siwoo answers that he wants the help.

Figure 11: Teacher is asking Siwoo whether he had some words that he didn’t understand at the
video, in order to find out his problem. Siwoo is answering that he didn’t understand some words like
’rickshaw’ and ’tram’.

Figure 12: After explaining the concepts that Siwoo didn’t understand, teacher is suggesting new
solution to help him asking questions while watching the video at home.
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Figure 13: This is a conversation with the other student, Arin. The teacher is asking Arin about the
reason that she is not doing the worksheet. Arin answers that she didn’t watched the video well
because she played with slime while watching the video.

Figure 14: Teacher is asking what is difficult. Arin is answering that the transport of the past is hard
to remember, even though the researchers didn’t ruled it as the fixed answer.

Figure 15: Arin is also answering well to the question that whether the horse is a transport of the past
or nowadays.
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