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Abstract: Pedagogic Conversational Agents (PCAs) are interactive systems that engage the student
in a dialogue to teach some domain. They can have the roles of a teacher, student, or companion,
and adopt several shapes. In our previous work, a significant increase of students’ performance
when learning programming was found when using PCAs in the teacher role. However, it is not
common to find PCAs used in classrooms. In this paper, it is explored whether pre-service teachers
would accept PCAs to teach programming better if they were co-designed with them. Pre-service
teachers are chosen because they are still in training, so they can be taught what PCAs are and how
this technology could be helpful. Moreover, pre-service teachers can choose whether they integrate
PCAs in the teaching activities that they carry out as part of their degree’s course. An experiment
with 35 pre-service primary education teachers was carried out during the 2021/2022 academic year
to co-design a robotic PCA to teach programming. The experience validates the idea that involving
pre-service teachers in the design of a PCA facilitates their involvement to integrate this technology
in their classrooms. In total, 97% of the pre-service teachers that stated in a survey that they believed
robot PCA could help children to learn programming, and 80% answered that they would like to use
them in their classrooms.

Keywords: basic education; computer programming; higher education; scientific information;
online systems

1. Introduction

Pedagogic Conversational Agents (PCAs) can be defined as “lifelike autonomous
characters that cohabite the learning environment creating a rich interface face-to-face
with student” [1]. Agents can ask students via voice, chat, gestures, or with touch panel
screens [2], and students can answer using any of these communication modes. More-
over, agents can be software and cohabitate an educational application, or they can be
autonomous robots (hardware) to create communication experiences with the student as
close to natural as possible.

Agents, both software and hardware, can have multiple shapes, such as having
a human body, being animals, characters, or robots. They can also have several roles
in their interaction with the students [3]: teachers, who are the source of knowledge;
students, who need to be taught by the students, called Teachable Agents; and, companions,
who serve as peer students for emotional support, called Pedagogic Agent as Learning
Companions (PALs).

Some benefits that have been published regarding the use of PCAs are the following:
the Persona effect [4], according to which the presence of the agent has a positive influence
in the students’ perception of their learning experience; the Proteus effect [5], according
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to which students want to become like their agents and this is a source of motivation to
interact more with them; and, the Protégé effect [6] (only for Teachable Agents), according
to which students make greater efforts to teach their agents than to learn themselves.

A recent systematic review on the topic can be found in [7]. According to this review,
and despite the multiple benefits of using PCAs for education that have been published,
agents are still not able to communicate fluently in our natural way of communicating. We
believe that this problem could be overcome by taking advantage of non-verbal commu-
nication by using gestures, in the case of PCAs, focusing on a certain domain instead of
trying a general dialogue. Moreover, to take advantage of the Persona and Proteus Effect,
Ocaña et al. [8] devised a companion agent, called Alcody.

Alcody‘s domain was knowing how to program with basic concepts such as inputs/
outputs, conditionals, and loops in p-code with the agent. Learning how to program at
an early age seems to have multiple benefits such as the development of computational
thinking [9,10] and other cognitive skills [11,12]. However, it is still a young research topic
that needs more studies to find out which methodologies and technologies could be used,
given the lack of children’s abstract thinking abilities and the complexity of the concepts to
be taught [13,14].

To the best of our knowledge, Alcody was the first PCA that was used to teach
programming to children as a learning companion. Having a learning companion seems
to help children to make the learning more tangible and adaptable to their needs as a
significant increase of their learning was registered as well as high satisfaction levels [15].
However, the use of PCAs to teach programming in primary education has not been
integrated in classrooms. It is our research questions that will investigate whether teachers
would like to use PCAs to teach programming in their primary education classrooms and
find it useful if they were involved in the creation of such technology, and how pre-service
teachers would like the PCA to function. Working teachers seem to ignore what PCAs
are; thus, upon the experience of Alcody and teaching programming to children, in this
paper, we present a co-design experience with pre-service teachers to create a PCA to teach
programming to children with them as they are preparing to become teachers and are eager
to have more teaching resources. Pre-service teachers were asked to fill in a questionnaire
to find out whether they would use PCAs in their classroom once they know what PCAs
are and have been involved in their creation. In total, 97% of these pre-service teachers
answered that they believed that the PCA could help children to learn programming, and
80% answered that they would like to use them in their classrooms. The resulting prototype
of a PCA to teach programming in primary education is shared in this paper for any other
pre-service teacher that would like to use it.

This paper is organized into six sections: Section 2 reviews the related work including
PCAs, teaching programming in primary education, and outlines the training of pre-service
teachers. Section 3 describes the materials and methods of the experiment carried out.
Section 4 provides the results. Section 5 discusses the answers to our research questions.
Finally, Section 6 ends this paper with the main conclusions and lines of future work.

2. Related Work
2.1. Pedagogic Conversational Agents

Pedagogic Conversational Agents (PCAs) can be defined as a software that can interact
with a student in a natural language (Johnson et al., 2000). Some simple examples are Alexa
of Amazon, Siri of Apple, or ChatGPT regarding the AI for education [16].

PCAs in the educational domain have been investigated since 2000 [17], including
certain intelligence in the dialogue and social support [18]. Some samples include Doroty,
for teaching Computer Science [19]; AutoTutor, for teaching Operating Systems [20]; or
Betty, for teaching Natural Science [21]. The results achieved have been promising in these
school domains. More samples can be found in [3].



Computers 2024, 13, 65 3 of 22

Autotutor is a sample of a PCA in the role of a teacher. It has been studied for decades.
Originally, spoken and written dialogue to teach Computer Science at the university level
has been combined with gestures and even a simulation of breathing to make it more real.

In some cases, the dialogue is guided by the PCA, which makes the questions and
awaits the student’s answer. In case it is correct, the agent congratulates the student and
moves to the next question. But, if the answer is incorrect, the agent explains to the student
why, and it teaches the concept until the student understands the correct answer.

AutoTutor is one of the most complex and sophisticated PCAs that exists in the
literature that adopts the role of the teacher, i.e., the holder of the knowledge who transmits
it to the student. However, it is not the only role for PCAs, as it has been proposed that
learning could be more successful if the PCA might play the role of a student. In this case,
the agent does not have any information. Thus, it does not ask questions to check whether
the student can answer correctly and provides feedback in accordance. On the other hand,
the agent asks questions to learn, as in the case of Betty [21].

Given that the agents that serve as students lack any knowledge, it is necessary to
introduce another agent that checks whether the information provided by the student is
correct. In this case, this agent is called Mr. Davis.

It is also possible that the goal of the PCA is neither to teach nor to learn from the
student, but to serve as an emotional companion. In this case, the dialogue of the PCA does
not start with a question such in the case of AutoTutor to check the student’s knowledge.
The dialogue of the PCA does not include quizzes to check whether the agent is learning
from the student, such in the case of Betty. The dialogue starts with some kind of emotional
sentence to support the student. For instance, the PCA could ask the student how s/he
is and, depending on the answer, provide some recommendation. If the student is tired
or sad, the PCA might recommend listening to a song before starting the study session so
that it is more productive. The emotional PCA could also be helpful in the case that, after
experiencing problems, the student declares that s/he is unable to solve the exercises, and
it seems advisable to offer some support to make the student understand that, sometimes,
problems look very difficult at first sight, but it is possible to improve with practice [3].

However, despite the good results reported in the literature, it is uncommon to find
PCAs in use in classrooms. The reason for this has been investigated and it was found that
the root is the lack of knowledge of this technology by the teachers or that the teachers
dislike it because it does not follow the design principles which they are fond of (even in
the case that they know the technology). A survey of 82 teachers (52.4% male; 47.6% female)
with 24 questions regarding their knowledge of PCAs, how they would like PCAs in terms
of friendliness, gestures with face/body, how to motivate and give advice to students, how
to indicate that the student has made a mistake, and if the agent should remember the
students’ previous choices, and the most advisable frequency of use of the agent by the
students [22].

The results of the survey revealed that no teacher knew about PCAs, although 78% of
them used a computer as a support for their work by looking for information. This lack of
knowledge required to show them several images of PCAs so that they could complete the
survey. Once they understood the educational technology, they highlighted that using a
PCA should be friendly, able to provide advice to the students, encourage the students to
keep studying, and indicate whether the students had made mistakes. The combination of
these features would motivate teachers to use PCAs in classrooms, once they were familiar
with this educational technology [22].

However, to our knowledge, no survey has been carried out to explore if these fea-
tures were the same teachers would expect in the specific case of a PCA aimed to teach
programming in their primary education classrooms.

2.2. Teaching Programming in Primary Education

The idea of teaching programming in primary education is not new. In fact, it dates
back to the 1980s, with Papert’s work with LOGO [23]. Papert believed that, in order
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to teach programming to children, children need to build an object to think, following a
constructionism pedagogy [24]. In the LOGO environment, the student interacted with a
turtle, which responded to her/his commands as if they were talking. Children must also
learn that there is more than one correct solution, but they should test different possibilities
until one of them works (i.e., the expected output of the program) [25].

Since then, there have been times when the research of teaching programming has
been stopped by the lack of training of teachers and the complexity of the domain. How-
ever, in recent decades, the research has resurged from different approaches, such as
using multimedia software to program using blocks with the Scratch language with world-
wide interest [26]; the use of robots [12]; and the unplugged exercises without using
technology [27].

According to the survey carried out by [12], it was commonly agreed upon that
primary education students should learn programming skills with a program such as
Scratch. It combines the construction idea to learn by creating a program, with gamification,
as the program is usually a game which motivates the users [28].

The idea is to imagine the program, create it, and share it with other people. The goal
of the program can be to create a story, or to animate a character or a game, among other
possibilities. The instructions are blocks that must be dragged and plugged together like a
puzzle. Executing the program controls the movements, or other actions, of (for example)
a cat, as shown in Figure 1, which illustrates a basic program to say Hello. Once the “say
hello” instruction is executed, the cat in the right window outputs the sentence “Hello”.
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Figure 1. A basic program in Scratch to say “Hello”.

Scratch has many tutorials to guide students and teachers. A debugging project was
also carried out to help students when the program does not work [29]. However, it has
limitations as students are required to have some device to run Scratch, and the execution
of the program is always on the device. Therefore, other alternatives have been devised,
such as using visual programming languages control robots like LEGO Mindstorms [30] or
unplugged approaches [27] with games such as moving the students or objects around the
class according to the execution of the program or writing programs on paper. Recently,
the use of Pedagogic Conversational Agents to teach programming to primary education
students with the companion role [15] and emotional support [31] has also been explored.
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Jeppy [32] and Alcody [8] are a few of the PCAs that have been reviewed in the
literature to teach programming. Jeppy is an emotional PCA shaped as a dog that gestures
to help to correct syntax mistakes. Jeppy gives advice and affective messages to guide
students to solve the exercises following a constructivist approach. Figure 2 shows several
of Jeppy’s gestures.
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Figure 2. Some gestures of the PCA Jeppy to teach programming.

In an experiment carried out with novice programming students, it was found out
that 66.7% of the students used Jeppy’s advice to find the solution and 41.5% found the
messages given by Jeppy clear and useful.

Alcody is an emotional learning companion to teach p-code to children following
both a constructionism approach [23] and gamification [33]. It is an emotional learning
companion because its goal is not to teach, unlike AutoTutor (see Section 2.1), or to learn
from the student unlike Betty (see Section 2.2). Instead, the goal is to stay on the screen
accompanying the learning scenario. It follows the idea of being a support to the student
by talking to the student and providing emotional recommendations to reach the optimum
mental state to program. Moreover, Alcody has some games to motivate students to keep
programming and to win medals. Figure 3 shows an image of the Alcody agent.
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As shown in Figure 3 Alcody includes several tutorials to teach students how to
program inputs/outputs, conditionals, and loops concepts. Moreover, it offers activities
in which students must solve programming exercises such as calculating the factorial of
a number given, recipes to play cooking as programming, and medals as students keep
completing activities with Alcody [8,31].

2.3. Training of Pre-Service Teachers

How to integrate technology into pre-service science teachers’ pedagogical content
knowledge is a relevant issue in the literature [34]. Pre-service teachers need to learn both
the didactics of the topic and the resources available to teach it, including technological
resources that, in some cases, are seen as more complex to implement, even when teachers
believe they are important for an effective teaching [35]. To find out what impedes the
integration of technology in their teaching is essential for pre-service teachers, particularly
as they will become the future teachers [36]. Moreover, pre-service teachers should graduate
with the skills to seamlessly integrate technology to advance student learning [37], and
they should be asked for their opinions [38–41].

Some researchers have identified several types of barriers into the adoption of technol-
ogy, both by pre-service and in-service teachers. They can be classified according to the
origin of the problem to impede the adoption of the technology as follows [42]:

• First-order barriers: they are related to external causes such as lack of devices, Internet
connectivity, or software. Teachers may wonder whether they have enough comput-
ers, tablets, if the Internet connection is stable, and if the software is going to work
without failures.

• Second-order barriers: they are related to internal fears such as lack of knowledge,
digital competence, organizational, or pedagogical concerns. Teachers may wonder
how they can have enough confidence to try something new, how the software works,
where or when they should use technology, and how to ensure that students obtain
adequate computer time without missing other important content and attending to
their curricular demands.

Although not all teachers may face all of these barriers, the literature suggests
that any one of these barriers alone can impede the integration of technology in their
classrooms [43–45]. A solution for pre-service teachers would be to focus on acquiring
technical skills during their training to address first-order barriers, as well as acquiring
strategies and following recommendations to address second-order barriers [42].

3. Materials and Methods

This research has been approved by the URJC Ethical Committee with ID 19012022202722.

3.1. Research Questions

RQ1.Would pre-service teachers use PCAs to teach programming in their primary educa-
tion classrooms if they were personally involved in creating such technology?

RQ2. How would pre-service teachers like the PCA to teach programming in primary
education?

3.2. Sample

In total, 44 pre-service teachers from the Universidad Rey Juan Carlos were recruited
with the motivation of helping in the co-design of a technology to teach programming
in primary education (18 to 25 years of age, 70% female, 30% male). Participation in this
study was voluntary and anonymous. Pre-service teachers were chosen because they are
training to become future teachers, they are trained in didactics and PCA and the profile of
primary education students, and are interested in learning new resources and technologies
to improve their future teaching. These pre-service teachers also had experience in school
contexts, as a part of their training is to assist working teachers in schools. As reviewed in
Section 2.3, research with pre-service teachers is highly relevant in the literature.
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Moreover, 43.2% of these pre-service teachers indicated that their digital competence
ranged between medium and high, as they are used to working with smartphones, comput-
ers, and tablets (98% used their smartphones daily, 70% used their computers daily, 63.6%
used their tablets daily).

Furthermore, 70% of them claimed to have used applications to learn programming
before the course, as the teaching Scratch is common in secondary education in Spain before
entering university. However, 91% of these pre-service teachers pointed out that they have
never used an educational PCA before. This is why it was necessary to explain the concept
of an educational PCA to them before asking about how they would like to design such
educational technology to teach programming and the possible features of it that could
be customized.

3.3. Materials and Procedure

To answer the research questions, two questionnaires were created for a sample of
pre-service teachers.

The initial questionnaire can be found on-line at the following link: http://tinyurl.
com/369v3zu2 (last accessed date 23 February 2024). It starts with some general demo-
graphic questions, such as age, gender, occupation, level of experience with technology,
which technologies they use, and the frequency and purpose of use, to focus on which
applications and apps they know for learning programming, and their knowledge of PCAs.
Given that it was expected, the questioned pre-service teachers did not have any previous
knowledge of PCAs for teaching programming; they watched a video of a sample PCA
for familiarization, and were then able to answer the questions. Participants filled in the
questionnaire anonymously and voluntarily in February.

After that introduction, they learnt how to teach programming to children for two
months. Meanwhile, the prototype was being implemented as requested in the initial
questionnaire. In April, pre-service teachers were shown the second final prototype, and
they were asked to fill in a final questionnaire to find out their opinions of the result-
ing PCAs and whether they would like to use it to teach programming. Moreover, they
were asked to evaluate the final prototype with questions regarding each screen and
the navigation between screens. Pre-service teachers were given the opportunity to ex-
press any comment they would like to share with the researchers in a final open-ended
Q&A session.

4. Results
4.1. Initial Questionnaire

The analysis of the data gathered in the initial questionnaire reveals a lack of clear
consensus among pre-service teachers regarding which device would be the most adequate
for using a PCA, as shown in Figure 4. Tablets emerged as the most voted option.

In total, 75% of the pre-service teachers asked for a how-to guide to learn how to use a
PCA. Moreover, 63.6% of these pre-service teachers requested to be able to manage several
classes and 59.1% indicated that primary education students usually work in teams of two
to four kids; 70.5% of these pre-service teachers claimed that it would be of great help
to have some students’ tracking progress, including at least some information about the
number of correct and wrong answers, and the time needed per question.

Figure 5 shows the elements that are considered helpful when creating activities for
the PCA to teach programming.

Figure 6 shows the elements that should be customizable.
Regarding the language, most of the participants answered that the PCA should use

simple, short, and direct sentences in the students’ mother language with an informal, kind,
and friendly tone. The vocabulary should be easy for the students to understand. Also,
65.9% of the participants asked for the use of metaphors to teach programming, as can be
seen in Figure 7, and 63.6% of the participants considered that images should be presented
with descriptive text.

http://tinyurl.com/369v3zu2
http://tinyurl.com/369v3zu2
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Additionally, 45.5% of the participants considered that children who make mistakes
should be redirected towards the correct solution through clues, as shown in Figure 8.
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Figure 8. How to guide children towards the solution.

4.2. Prototype

The scenario indicated to the participants was a primary education classroom with
25 children paired in 2–4 groups. Each row of the classrooms had one PCA, as shown in
Figure 9. The PCA can work in “teacher mode” to create new activities or in “student
mode” to show the activities, so that students can start learning how to program. The
teacher can have either a tablet or a digital whiteboard to create the activities and see the
progress of the students. The advantage of a digital whiteboard is that teachers could show
how to solve an activity to all the students in case all, or a significant part, of them have
doubts and do not know how to continue interacting with the PCA.

On the other hand, using a tablet could be beneficial if the teacher would like to track
the progress of a given group, out of the sight of the rest of the class, given that the teacher
is the only one looking at the tablet.

Figure 10 shows the how-to guide to give to the teacher. It helps the teacher to follow
the steps to set up PCAs. For both modes (creating activities or doing activities, Figure 11),
the first step is to turn the digital whiteboard on and to open the digital PCA. Next, if
the teacher wants to create activities, the creation mode should be chosen to access the
authoring tool. In contrast, if the goal is to perform activities, one student per row is
responsible to turn their shared PCA robot on as well. The PCA robot has a Bluetooth
connection to the digital PCA in the whiteboard.

The first step for teachers is to create groups of students by pressing the “Groups” key,
as shown in Figure 12. Additionally, teachers can add, modify, and remove students to the
groups and also change each student’s info. Secondly, once the groups have been created,
teachers can create a variety of activities, as shown in Figure 13.
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Figure 13. Creating activities with a PCA.

For each activity, teachers must choose the programming language (Scratch Jr or
Scratch) according to the age of the students. Then, they must indicate the concepts to be
learned: inputs/outputs, conditionals, or loops; the statement of the question, and some
possible solution (Figure 14); the level of the difficulty; and if there is any element to deal
with diversity. Once the teacher fills in the activity, any team can interact with the bot, as
shown in Figure 15. In this case, the team does not know how to program the activity, and
thus the PCA provides them with a sample which allows them to perform and solve the
activity.

Teachers can also see how many exercises students have passed in global view (all the
class) or per team. They can also set up the difficulty level of the activities; the language of
the PCA; the shape, both digital and physical; and whether the PCA will be displayed as a
teddy bear or robot.
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4.3. Validation Questionnaire

In total, 35 participants completed the questionnaire with 2 yes/no questions to
find out whether pre-service teachers believed that the PCA could help children to learn
programming and whether they would like to use it in their classrooms. In sum, 97% of
them believed that the robot PCA could help children to learn programming (Figure 16),
and 80% of the participants would like to use them in the classrooms (Figure 17).
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Figure 17. Answers to the question if the future teachers will have enough robots and if they would
use them in their lessons (NS/NC are the students who have not answered).

The questionnaire provided some more data:

• In total, 89% appreciated the how-to guide provided for the teacher (Figure 8).
• In total, 71% considered that the sample interaction between the PCA and the team

(Figure 16) fulfills their expectations. They also considered that the navigation between
screens is adequate.

Table 1 shows the evaluation of the screens on a scale from 1 (dislike) to 5 (like).

Table 1. Evaluation of the prototype screens on the Likert scale (from 1 (dislike) to 5 (like)).

Screen Figure(s) Value

Main menu 13 3.4
Groups 12 3.7

Activity creation 13 3.6
Students’ activities 15 4.2

Attending to diversity 11–15 4.2
Use of language 11–15 3.7

Intuitiveness 11–15 3.8
Friendliness 11–15 3.7
Ease of use 11–15 3.6

The questionnaire also contained the twelve Likert questions shown in Figure 18.
Figure 19 shows the set of bar diagrams for questions Q1 to Q12, indicating the frequency of
the answers given on a Likert scale (from 1 (dislike) to 5 (like)) for each of them. In addition,
the results obtained through the one-sample Wilcoxon signed-rank test comparing the
median of each individual item to the midpoint, 3.00, are marked with vertical marks. All
test results were significant at the p < 0.05 level, with a median of 4 for all questions, except
question 2, where the general median response was 3. This indicates that participants
perceived these questions as more likely than unlikely.
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Table 2 shows the main statistics (n, mean, median, standard deviation, and range)
for the 12 questions presented. As can be seen, the number of subjects is 35, and the
range (max/min) varies between 2 and 4 points; thus, there was a lot of disparity in the
responses. Both the mean and the median show values above 3, which is the midpoint on
the Likert scale. Furthermore, the standard deviation varies minimally, without reaching
the threshold, except in question Q10, whose value is 1.023.

Table 3 shows the value of tau_b Kendall to show the possible correlation between
each pair of questions (Q1 to Q12). Significant correlations at the 0.01 level are marked with
a double asterisk.

Computers 2024, 13, x FOR PEER REVIEW 16 of 24 
 

 

Figure 21. Likert questions in the validation questionnaire. 

Table 2 shows the main statistics (n, mean, median, standard deviation, and range) 

for the 12 questions presented. As can be seen, the number of subjects is 35, and the range 

(max/min) varies between 2 and 4 points; thus, there was a lot of disparity in the responses. 

Both the mean and the median show values above 3, which is the midpoint on the Likert 

scale. Furthermore, the standard deviation varies minimally, without reaching the thresh-

old, except in question Q10, whose value is 1.023. 

 

Figure 18. Likert questions in the validation questionnaire.

  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

Q1

654321

Fr
eq

ue
nc

y

20

15

10

5

0

Hypothetical 
median

=3

Observed 
median

=4

Q2

654321

Fr
eq

ue
nc

y

20

15

10

5

0

Hypothecica
l median=3

Observed 
median

=3

Figure 19. Cont.



Computers 2024, 13, 65 15 of 22

  

  

  

Q3

654321

20

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Q4

654321

15

10

5

0

Hypothetical 
median=3

Observed 
median

=4

Q5

6543210

15

10

5

0

Hypothetical 
median

=3

Observed 
median=4

Q6

6543210

20

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Q7

654321

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Q8

6554433

20

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Figure 19. Cont.



Computers 2024, 13, 65 16 of 22

  

  
 

Q9

654321

20

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Q10

6543210

Fr
eq

ue
nc

y

12

10

8

6

4

2

0

Hypothetical 
median=3

Observed 
median=4

Q11

654321

20

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Q12

6543210

15

10

5

0

Hypothetical 
median=3

Observed 
median=4

Figure 19. Bar diagrams for questions Q1 to Q12.

Table 2. Main statistics (1—mean; 2—median; 3—standard deviation; and 4—range) for the
12 questions presented.

Q1 Q2 Q3 Q4 Q5 Q6 Q7 Q8 Q9 Q10 Q11 Q12

n 35 35 35 35 35 35 35 35 35 35 35 35

1 3.71 3.49 3.74 3.80 3.94 3.91 3.66 4.23 3.89 3.80 4.23 3.63

2 4.00 3.00 4.00 4.00 4.00 4.00 4.00 4.00 4.00 4.00 4.00 4.00

3 0.789 0.742 0.780 0.797 0.906 0.919 0.802 0.808 0.718 1.023 0.877 0.910

4 3 3 3 3 4 4 3 2 3 4 3 4
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Table 3. Value of tau_b Kendall to show the possible correlation between each pair of questions
(Q1 to Q12).

Q1 Q2 Q3 Q4 Q5 Q6 Q7 Q8 Q9 Q10 Q11 Q12

1.000 0.125 0.000 0.114 0.173 0.283 0.312 0.032 0.337 0.085 0.330 0.468 **

0.125 1.000 0.414 ** 0.291 0.413 ** 0.443 ** 0.595 ** 0.486 ** 0.316 0.371 0.272 0.165

0.000 0.414 ** 1.000 0.327 0.496 ** 0.261 0.384 0.283 0.449 ** 0.250 −0.052 0.078

0.114 0.291 0.327 1.000 0.458 ** 0.385 0.294 0.435 ** 0.298 0.226 0.179 0.243

0.173 0.413 ** 0.496 ** 0.458 ** 1.000 0.686 ** 0.501 ** 0.544 ** 0.400 ** 0.019 0.175 0.215

0.283 0.443 ** 0.261 0.385 0.686 ** 1.000 0.682 ** 0.506 ** 0.532 ** 0.021 0.316 0.394 **

0.312 0.595 ** 0.384 0.294 0.501 ** 0.682 ** 1.000 0.474 ** 0.630 ** 0.189 0.278 0.308

0.032 0.486 ** 0.283 0.435 ** 0.544 ** 0.506 ** 0.474 ** 1.000 0.364 0.319 0.207 0.052

0.337 0.316 0.449 ** 0.298 0.400 ** 0.532 ** 0.630 ** 0.364 1.000 0.161 0.184 0.306

0.085 0.371 0.250 0.226 0.019 0.021 0.189 0.319 0.161 1.000 0.469 ** 0.097

0.330 0.272 −0.052 0.179 0.175 0.316 0.278 0.207 0.184 0.469 ** 1.000 0.275

0.468 ** 0.165 0.078 0.243 0.215 0.394 ** 0.308 0.052 0.306 0.097 0.275 1.000

Figure 20 shows the medians of the responses to questions Q1 to Q12 separated by
whether they answered “Yes” or “No” to the following question: “Do you think that the
use of a robot agent like the one used could help teach programming?” From the graph, it
can be seen that, in general, the subjects who answered “YES” to using the robot agent to
teach programming answered all the questions with the category “more likely”, with the
median being 4 in all cases, except in question Q2, whose median is 3. All the responses
were homogeneous. However, in the subjects who have answered that they would NOT
use the robot agent, there is a lot of disparity between the answers: they vary from question
Q1, whose median is 1 (dislike), with several cases of the median being 2 (Q1, Q2, and Q10),
and with the rest of responses having a median of 4 and even 5.
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Finally, pre-service teachers were offered a chance of expressing any comments they
would like to share freely, and they provided the following answers:

• “I think that this approach to teach programming is appropriate and can help children
integrate technology in class and make them more enjoyable and didactic”.

• “I think it’s a great way to teach children, as it’s fun and entertaining at the same time”.
• “I find it very useful to make lessons more interactive and motivate children”.

Figure 21 shows a tag cloud to synthesize the text of the gathered answers. As can
be seen, “PCA” is one of the most used words, as well as “activity”, “teach”, “creating”,
“include”, “information”, “solve”, and “help”. Pre-service teachers, in general, considered
that screens are easy to use and intuitive for children to use. They asked for difficulty levels
to be considered and to allow children to have their own rhythm when interacting with
the PCA. Moreover, they indicated that some teachers may be afraid of using robots for
education and that they would need support from other teachers.
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5. Discussion

According to the answers in the questionnaire, the answer to RQ1—“Would pre-service
teachers use PCAs to teach programming in their primary education classrooms if they
were involved in the creation of such technology?”—would be affirmative. In total, 97% of
the survey’s respondents indicated that PCAs could help children to learn programming,
and 80% answered that they would like to use them in their classrooms in the future.

The answer to RQ2—“How pre-service teachers would like the PCA to teach program-
ming in primary education?”—is that it should be intuitive, friendly, easy to use, and pay
attention to diversity. Help should be provided both in the PCAs with tutorials and tem-
plates, but also with documents serving as a guide for the teachers prone to the use of PCAs.
Teachers should have the possibility of creating activities for groups, managing statistics,
and configuring options. Students should complete activities and fill in forms following a
dialogue metaphor, in which each group is represented by an image. In general, there are
some recommendations for researchers and/or teachers that would like to integrate the
use of robot PCAs for teaching programming in classrooms:

1. It is necessary to provide a guide to help teachers in case they have doubts about
PCAs and the activities they utilize for teaching programming.

2. The associated applications to PCAs should allow teachers to manage several teams
(each team should have 2–4 students). The profile per student should at least include
his/her name, age, class, and progress. Progress should register, at least, the number
of activities performed correctly vs. incorrectly and the time needed to complete them.

3. When creating an activity for a PCA for teaching programming, it should include
examples of possible programming activities. A template provided to the teacher
should ensure that s/he knows which information should be provided, how the
activity is being presented to the students, which information is provided by the
student, and which information is provided by the PCA—as shown in Figures 16
and 17 of the proposed PCA.
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4. When creating an activity using the PCA for teaching programming, it should include
tutorials to solve doubts about how to complete all tasks. For instance, if the teacher
does not understand which information should be provided, help should be provided
to explain each term and what is expected in each form.

5. When creating an activity using the PCA for teaching programming, it should include
a preview of how to solve the selected activity. In the case that students do not
understand how to solve an activity, they could be assisted by a preview of how they
are expected to complete it, so that they are prepared to tackle it later by themselves.

6. There should be a setup menu to modify the difficulty level, language, and shape of
both the digital (the one in the tablet or digital whiteboard) and physical PCA (the
one used by students).

7. The PCA’s language should be adapted to the age of the students with short, sim-
ple, fun, nice, friendly, motivating, and respectful sentences, so that they can easily
understand it and are motivated to interact with it.

8. It is also advisable to use metaphors to teach programming concepts, aimed to facili-
tate children’s understanding.

9. If a team fails to solve a programming activity, the PCA could provide hints, sugges-
tions, and partial solutions to help in successfully completing the activity.

10. Multimodality can help children to understand various tasks. Thus, images should
always be accompanied by text to provide the same information in different channels.
Audio could be helpful if children could have/use earphones to avoid disturbing the
rest of the teams working in the same classroom at the same time.

These recommendations should be taken as an guide for anyone interested in using
PCAs to teach programming in primary education. This study was the first approach used
for finding out whether pre-service teachers would use PCAs to teach programming in their
primary education classrooms if they were involved in the creation of such technology. It
should be noted that more studies are needed with more pre-service and in-service teachers
to keep refining the design of such PCAs. Finally, more research about exploring the use of
PCAs in primary education classrooms for teaching programming [46,47] is required.

Furthermore, this research underscores the importance of user-driven designs in the
development of educational technologies. Pre-service teachers felt empowered by being
asked about how they would like a PCA to function. As result, teachers had a more per-
sonalized and pedagogically aligned tool, ensuring its relevance and effectiveness [46,47].
As in our case, the pre-service teachers were asked about configuring certain features of
the PCAs, and they found out that, by involving future teachers in the process of decision
making, educational technologists can ensure that these tools align with the needs of the
teaching community, and that this could welcome and extend their use to more primary
education classrooms.

However, these results are limited and preliminary as testing was carried out using a
small sample of pre-service teachers with a limited set of options for configuring the used
PCA. More studies are needed with a bigger sample of pre-service teachers and in-service
teachers, having more possibilities for configuring the PCA being used. This is relevant
research because it seems that giving teachers the freedom to choose how they would
like the educational technology to function is more helpful for them that not. Moreover,
with this approach, it seems that teachers adopt a better attitude towards the use of this
educational technology in their classrooms.

6. Conclusions

The use of PCAs can be helpful for teaching in general; in the case of teaching pro-
gramming to primary education students, the co-design with pre-service teachers seems to
be the motivator for integrating such technology into their classrooms. In total, 97% of the
survey’s respondents indicated that PCAs could help children to learn programming, and
80% answered that they would like to use them in their classrooms in the future.
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The analysis to the questions with the use of a Likert scale for finding out whether a
prototype co-designed with pre-service teachers would be liked by pre-service teachers
shows a significant likelihood of more than 3 points in most cases, as shown in Figure 17.
Moreover, when analyzing the answers to questions Q1–Q12—which are related to the
main research question of this study and regarding whether they would like to use a PCA
for teaching programming—pre-service teachers who answered that they liked the screens
of the prototype usually answered that they would like to use a PCA.

In conclusion, this paper contributes to the ongoing discourse on the use of conver-
sational agents in programming education by highlighting the importance of user-driven
design. Insights into the potential of conversational agents in shaping the future of pro-
gramming education, particularly through the lens of pre-service teachers’ perspectives, are
provided. More research is needed regarding the needs of the teaching community so that
primary education students can benefit from the possibilities that PCAs can bring to their
classrooms. A first step in this direction could be to compare the opinions of pre-service
teachers to the opinions of in-service teachers.
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