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Abstract: In this paper, the use of generative AI for creating educational personas is 
presented. Prior to the appearance of generative AI, conversational AI was used to 
enhance educational environments with the use of technologies such as chatbots. 
Generative AI brings a new dimension as it allows for the creation and use of personas 
mimicking real people, historical figures, and even fictional characters. Such designs 
potentially bring a new immersive and interactive dimension to learning, but further 
research is required to understand the full potential of these technologies. In this paper, 
the experiences and challenges in appropriating language learning models to act as 
potential educational personas are described. 
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1. Introduction 
 
The emergence of generative AI has highlighted the potential of AI in education, leading to 
the efforts to its widespread adoption worldwide (Baidoo-Anu & Owusu Ansah, 2023). 
Generative AI has played a pivotal role in driving the creation of interactive tools and 
systems that are enabling learners to access personalized and dynamic learning 
experiences. Ultimately, these interactive systems possess the capability to revolutionize the 
way learners engage with educational content and access learning resources. However, akin 
to other novel tools, there are persisting challenges concerning their use in achieving 
enhanced learning outcomes and improved educational process. Although generative AI 
holds the potential to contribute to the improved interaction in the educational processes that 
could potentially lead to educational benefits (Xu et al., 2022), it is important to acknowledge 
that pedagogical approaches to achieve so are still work in progress. 
 
 
2. From Conversational AI to Personas in Education 
 
Terzidou et al. (2016) found that the implementation of effective pedagogical approaches 
can yield positive impact on students' learning outcomes. Xu et al. (2022) suggest that 
facilitating contingent interaction between child viewers and media characters has the 
potential to bring about supplementary educational advantages that are not readily available 
through conventional video programming. Pataranutaporn et al. (2021), Fu et al. (2022), 
Almahri et al. (2021), Park et al. (2022) and Chien & Yao (2020) found that personalization 
can improve students' motivation, engagement, and outcomes. Haller & Rebedea (2013) 
presented a method for building a conversational agent that has personality and knowledge 
about historical figures and can be used in educational contexts. Likewise, Fu et al. (2022) 
highlighted that agents' personal memory in conversation can significantly improve agents’ 
responses. Xu et al. (2022) proposed an enhanced framework for designing pedagogical 
agents, which can pose questions, provide feedback, are based on scaffolding, and 
dynamically adjust to students. Implementing such an innovative framework could 
significantly enhance the efficacy of pedagogical agents in supporting student learning. 
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3. Creating Personas and Conversing with Personas 
 

To explore the potential for the use personas in generative AI, Open AI and GPT-3 model 
were leveraged to create a prototype where personas could be defined and used. The 
prototype had the advantage of own database for storing user information and logs. Figure 1 
shows a feature where predefined personas can by modified by specifying name, desired 
voice, avatar, and the initial prompt thereby determining persona characteristics. Such a 
design allows for adjusting the persona vocabulary level towards the educational level of 
students taking part in the learning activity. 
  

 
Figure 1. Modifying a predefined persona to match the desired educational level 

 
Conversations with the persona are conducted via the interactive feature where a 

specific persona can be chosen for textual and voice communication (speech-to-text and 
text-to-speech) when interacting with the persona. The avatar of the persona is customized 
and animated to reflect real time talk (Figure 2). 
 

 
 

Figure 2. Interactive mode for conversing with the persona via text or voice 
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4. Conclusions 
 
To achieve sensible and smooth conversation with the persona, prompts, or queries to 
OpenAI are used to set up the persona. Such a query needs to include the detailed 
specification of the expected persona characteristics. Due to the design of Open AI, the 
following needs to be eliminated from the conversation: the answers where the model itself 
generates questions for the person it is imitating, answers where the model mentions that it 
is not a persona but that it is a language model, and responses where the entire 
conversation is generated as a conversation between two people. The randomization of 
answers and the reduction of the occurrence of repeating expressions had to be performed 
as well. In terms of the overall interaction, the roles of the participants in the conversation 
sent to OpenAI needed to be precisely defined. To simulate the synchronous nature of the 
conversation, speech and animation needed to be synchronized, pronunciation of numbers 
had to be defined, and the flow of conversation had to be slowed down for easier readability.  

The development of generative AI has open the path for significant advancements in 
pedagogy, interaction, and personalization in education. By incorporating pedagogical 
principles into AI systems, educators can leverage generative AI as effective teaching tools. 
Interaction with AI systems, such as chatbots, humanoid robots, and LLMs, should enable 
engaging and immersive learning experiences. The adaptability of generative AI models 
supports personalized learning by potentially tailoring instruction to individual student needs.  
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