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ﺗﺄﺛ اﳌﺴﺘﻮﻳﺎت اﻟﻮاﻗﻌﻴﺔ ﻟﻠﻌﻮاﻣﻞ اﻟﱰﺑﻮﻳﺔ اﳌﺒﻨﻴﺔ ﻋﲆ اﻟﺘﻌﻠﻴﻢ اﳌﺘﻨﻘﻞ ﻋﲆ ﺗﻌﻠﻴﻢ
اﻟﺼﺤﺔ اﻹﻟﻜﱰوﻧﻴﺔ

Effect of levels of realism in mobile-based pedagogical agents
on health e-learning

اﻟﺨﻠﻔﻴﺔ واﻟﻬﺪف :ﺗﺘﻤﺜﻞ إﺣﺪى ﻃﺮق اﻟﺘﻮاﺻﻞ اﻟﻔﻌﺎل ﺑ اﳌﺘﻌﻠﻢ وﻣﺤﺘﻮى اﻟﻮﺳﺎﺋﻂ
اﳌﺘﻌﺪدة اﻟﺘﻌﻠﻴﻤﻴﺔ ﰲ اﻟﺘﻌﻠﻴﻢ اﳌﺘﻨﻘﻞ ﰲ اﺳﺘﺨﺪام اﻟﺸﺨﺼﻴﺎت أو اﻟﻌﻮاﻣﻞ اﻟﺘﻌﻠﻴﻤﻴﺔ.
ﻛﺎن اﻟﻐﺮض ﻣﻦ ﻫﺬه اﻟﺪراﺳﺔ ﻫﻮ دراﺳﺔ ﺗﺄﺛ اﳌﺴﺘﻮﻳﺎت اﻟﻮاﻗﻌﻴﺔ ﻟﻠﻌﻮاﻣﻞ اﻟﺘﻌﻠﻴﻤﻴﺔ
اﻟﻘﺎ ﺔ ﻋﲆ اﻟﺘﻌﻠﻴﻢ اﳌﺘﻨﻘﻞ ﻋﲆ ﺗﻌﻠﻴﻢ اﻟﺼﺤﺔ اﻹﻟﻜﱰوﻧﻴﺔ .
اﻟﻄﺮﻳﻘﺔ :ﻛﺎن ﻫﺬا اﻟﺘﺼﻤﻴﻢ ﺷﺒﻪ اﻟﺘﺠﺮﻳﺒﻲ ﻣﻊ ﺗﺼﻤﻴﻢ اﻻﺧﺘﺒﺎر اﻟﻘﺒﲇ  -اﻟﺒﻌﺪي ﻣﻊ
ﺛﻼث ﻣﺠﻤﻮﻋﺎت ﺗﺠﺮﻳﺒﻴﺔ .ﻳﺘﺄﻟﻒ اﻟﺴﻜﺎن اﻹﺣﺼﺎ ﻟﻠﺪراﺳﺔ ﻣﻦ ﻣﺮﴇ ﻳﻌﺎﻧﻮن ﻣﻦ
اﺿﻄﺮاﺑﺎت اﻟﺠﻬﺎز اﻟﻬﻀﻤﻲ أو أﺣﺪ أﻓﺮاد أﴎﻫﻢ .ﺷﻤﻠﺖ اﻟﻌﻴﻨﺔ اﻹﺣﺼﺎﺋﻴﺔ  ۴۸ﻣﺸﺎرﻛًﺎ
ﺑﺎﻟﻐًﺎ ﺗﻢ اﺧﺘﻴﺎرﻫﻢ ﺑﺎﺳﺘﺨﺪام ﻃﺮﻳﻘﺔ أﺧﺬ اﻟﻌﻴﻨﺎت اﳌﺘﺎﺣﺔ وﺗﻢ وﺿﻌﻬﻢ ﺑﺸﻜﻞ ﻋﺸﻮا
ﻋﲆ ﺛﻼث ﻣﺠﻤﻮﻋﺎت ﺗﺠﺮﻳﺒﻴﺔ .ﺗﻀﻤﻨﺖ اﻷدوات واﳌﻮاد اﻟﺒﺤﺜﻴﺔ اﺧﺘﺒﺎرات اﻟﻮﺳﺎﺋﻂ
اﳌﺘﻌﺪدة واﻟﺘﻌﻠﻴﻤﻴﺔ )اﻻﺧﺘﺒﺎر اﻟﺘﻤﻬﻴﺪي وﻣﺎ ﺑﻌﺪ اﻻﺧﺘﺒﺎر( .ﻛﺎن ﻣﺤﺘﻮى اﻟﻮﺳﺎﺋﻂ
اﳌﺘﻌﺪدة اﻟﺘﻌﻠﻴﻤﻴﺔ ﻣﺮﺗﺒﻄًﺎ ﺑﺎﻟﺘﻌﺮف ﻋﲆ اﻟﺠﻬﺎز اﻟﻬﻀﻤﻲ ووﻇﻴﻔﺘﻪ واﺿﻄﺮاﺑﺎﺗﻪ
اﳌﺨﺘﻠﻔﺔ .ﺗﻌﺮﺿﺖ ﻣﻮاﺿﻴﻊ ﻛﻞ ﻣﺠﻤﻮﻋﺔ ﻟﻨﻔﺲ اﳌﺤﺘﻮى اﻟﺘﻌﻠﻴﻤﻲ وﻟﻜﻦ ﺴﺘﻮى
ﻣﺨﺘﻠﻒ ﻣﻦ اﻟﻮاﻗﻌﻴﺔ ﻛﻌﺎﻣﻞ ﺗﻌﻠﻴﻤﻲ )رﻣﺰي  ،ﺷﺒﻪ رﻣﺰي  ،وﺷﺒﻪ ﺣﻘﻴﻘﻲ(  .ﺗﻢ ﺗﻘﺪﻳﻢ
اﻟﻮﺳﺎﺋﻂ اﳌﺘﻌﺪدة اﻟﺘﻌﻠﻴﻤﻴﺔ ﰲ ﺳﻴﺎق ﻧﻈﺎم إدارة اﻟﺘﻌﻠﻴﻢ اﳌﺘﻨﻘﻞ  .ﻟﺘﺤﻠﻴﻞ اﻟﺒﻴﺎﻧﺎت ،
ﺗﻢ اﺳﺘﺨﺪام اﺧﺘﺒﺎر )آﻧﻜﻮا( .
اﻟﻨﺘﺎﺋﺞ :أﻇﻬﺮت اﻟﻨﺘﺎﺋﺞ أن اﳌﺠﻤﻮﻋﺔ ذات اﻟﻌﺎﻣﻞ اﻟﺘﻌﻠﻴﻤﻲ اﻟﺤﻘﻴﻘﻲ ) ،M = 29.29
 (SD = 4.20ﻛﺎن ﻟﻬﺎ أداء أﻓﻀﻞ ﰲ اﺧﺘﺒﺎر اﻟﺘﻌﻠﻢ ﻣﻦ اﳌﺠﻤﻮﻋﺔ ذات اﻟﻌﺎﻣﻞ اﻟﺘﻌﻠﻴﻤﻲ
اﻟﺮﻣﺰي ) .(SD = 2.99) (p = 0.20 ،M = 25.53
اﻟﺨﻼﺻﺔ :ﻳﺠﺐ ﻣﺮاﻋﺎة اﺳﺘﺨﺪام اﻟﻌﻮاﻣﻞ اﻟﺘﻌﻠﻴﻤﻴﺔ ﻛﺄﺣﺪ اﻟﻌﻮاﻣﻞ اﻟﺘﻲ ﺗﺆﺛﺮ ﻋﲆ ﺗﻌﻠﻢ
اﻟﺪارس وﺗﺤﻔﻴﺰه ﰲ ﺗﺼﻤﻴﻢ وإﻧﺘﺎج اﻟﻮﺳﺎﺋﻂ اﳌﺘﻌﺪدة اﻟﺘﻌﻠﻴﻤﻴﺔ  ،ﺧﺎﺻﺔ ﰲ ﻣﺠﺎل
اﻟﺘﻌﻠﻴﻢ اﻟﺼﺤﻲ.
اﻟﻜﻠ ت اﳌﻔﺘﺎﺣﻴﺔ :اﻟﻌﺎﻣﻞ اﻟﱰﺑﻮي  ،اﻟﺘﻌﻠﻴﻢ اﳌﺘﻨﻘﻞ  ،ﻣﺴﺘﻮى اﻟﻮاﻗﻌﻴﺔ  ،اﻟﺘﻌﻠﻢ

Background: One of the ways for effective communication between
learners and instructional multimedia content in mobile learning
systems is taking advantage of characters or pedagogical agents. The
present study aimed to investigate the effect of the levels of realism
in mobile-based pedagogical agents on health e-learning.
Methods: The study was quasi-experimental with a pretest-posttest
design involving three experimental groups. The target population
included those participants who themselves or one of their relatives
suffered from digestive disorders. The sample consisted of 48
participants selected through a convenience sampling procedure and
were randomly assigned to either of the groups. The instruments and
materials included instructional multimedia lessons and learning
tests (pretest and posttest). The instructional multimedia content
consisted of instructional materials related to familiarity with the
human digestive system, its function, and relevant disorders. The
participants in each group were exposed to the same instructional
content but with a different level of realism related to the pedagogical
agent (i.e., iconic, semi-iconic, and realistic). The instructional
multimedia lessons were delivered through a mobile-based health
leaning management system. For the data analysis, an analysis of
covariance (ANCOVA) was applied.
Results: The results showed that the group with the realistic
pedagogical agent (M = 29.29, SD = 4.20), compared with the
iconic pedagogical agent (M = 25.53, SD = 2.99), performed
better on learning measurement (p = 0.20).
Conclusions: The employment of pedagogical agents, as one of the
influential tools in improving learners' motivation and learning, should
receive greater attention in designing and developing instructional
multimedia, especially in the field of health learning services.
Keywords: Pedagogical agent, Mobile learning, Level of realism,
Learning
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زﻣﯿﻨﻪ و ﻫﺪف :ﯾﮑﯽ از راﻫﻬﺎي ﺑﺮﻗﺮاري ارﺗﺒﺎط ﻣﺆﺛﺮ ﻣﯿﺎن ﯾﺎدﮔﯿﺮﻧﺪه و ﻣﺤﺘﻮاي ﭼﻨﺪ
رﺳﺎﻧﻪ اي ﻫﺎي آﻣﻮزﺷﯽ در آﻣﻮزش ﺳﯿّﺎر ،ﺑﻬﺮه ﮔﯿﺮي از ﺷﺨﺼﯿﺖ ﻫﺎ ﯾﺎ ﻋﻮاﻣﻞ آﻣﻮزﺷﯽ
اﺳﺖ .ﻫﺪف ﭘﮋوﻫﺶ ﺣﺎﺿﺮ ،ﺑﺮرﺳﯽ ﺗﺄﺛﯿﺮ ﺳﻄﻮح واﻗﻊﮔﺮاﯾﯽ ﻋﻮاﻣﻞ آﻣﻮزﺷﯽ ﻣﺒﺘﻨﯽ ﺑﺮ
آﻣﻮزش ﺳﯿّﺎر ﺑﺮ ﯾﺎدﮔﯿﺮي اﻟﮑﺘﺮوﻧﯿﮑﯽ ﺳﻼﻣﺖ ﺑﻮد.
روش :اﯾﻦ ﭘﮋوﻫﺶ از ﻧﻮع ﺷﺒﻪ آزﻣﺎﯾﺸﯽ ﺑﺎ ﻃﺮح ﭘﯿﺶآزﻣﻮن-ﭘﺲآزﻣﻮن ﺑﺎ ﺳﻪ ﮔﺮوه
آزﻣﺎﯾﺸﯽ ﺑﻮد .ﺟﺎﻣﻌﻪ آﻣﺎري ﭘﮋوﻫﺶ را اﻓﺮاد ﺑﯿﻤﺎر داراي اﺧﺘﻼﻻت دﺳﺘﮕﺎه ﮔﻮارش و ﯾﺎ ﯾﮑﯽ
از اﻋﻀﺎي ﺧﺎﻧﻮاده ﺷﺎن ﺗﺸﮑﯿﻞ ﻣﯽ دادﻧﺪ .ﻧﻤﻮﻧﻪ آﻣﺎري ﺷﺎﻣﻞ  48ﺷﺮﮐﺖ ﮐﻨﻨﺪه ﺑﺰرﮔﺴﺎل ﺑﻮد
ﮐﻪ ﺑﺎ اﺳﺘﻔﺎده از روش ﻧﻤﻮﻧﻪ ﮔﯿﺮي در دﺳﺘﺮس اﻧﺘﺨﺎب و ﺑﻪ ﺻﻮرت ﺗﺼﺎدﻓﯽ در ﺳﻪ ﮔﺮوه
آزﻣﺎﯾﺸﯽ ﮔﻤﺎرده ﺷﺪﻧﺪ .اﺑﺰار و ﻣﻮاد ﭘﮋوﻫﺶ ﺷﺎﻣﻞ ﭼﻨﺪ رﺳﺎﻧﻪ اي ﻫﺎي آﻣﻮزﺷﯽ و آزﻣﻮن
ﻫﺎي ﯾﺎدﮔﯿﺮي )ﭘﯿﺶ آزﻣﻮن و ﭘﺲ آزﻣﻮن( ﺑﻮد .ﻣﺤﺘﻮاي ﭼﻨﺪ رﺳﺎﻧﻪ اي آﻣﻮزﺷﯽ را ﻣﻄﺎﻟﺐ
ﻣﺮﺑﻮط ﺑﻪ آﺷﻨﺎﯾﯽ ﺑﺎ دﺳﺘﮕﺎه ﮔﻮارش ،ﻋﻤﻠﮑﺮد و اﻧﻮاع اﺧﺘﻼﻻت آن ﺗﺸﮑﯿﻞ ﻣﯽ داد .آزﻣﻮدﻧﯽ
ﻫﺎي ﻫﺮ ﮔﺮوه در ﻣﻌﺮض ﻣﺤﺘﻮاي آﻣﻮزﺷﯽ ﯾﮑﺴﺎن اﻣﺎ ﺑﺎ ﺳﻄﺢ ﻣﺘﻔﺎوﺗﯽ از واﻗﻊ ﮔﺮاﯾﯽ ﻋﺎﻣﻞ
آﻣﻮزﺷﯽ )ﻧﻤﺎدﯾﻦ ،ﻧﯿﻤﻪ ﻧﻤﺎدﯾﻦ و ﺷﺒﯿﻪ واﻗﻌﯽ( ﻗﺮار ﮔﺮﻓﺘﻨﺪ .ﭼﻨﺪ رﺳﺎﻧﻪ اي ﻫﺎي آﻣﻮزﺷﯽ در
ﺑﺴﺘﺮ ﺳﯿﺴﺘﻢ ﻣﺪﯾﺮﯾﺖ ﯾﺎدﮔﯿﺮي ﺳﻼﻣﺖ ﻣﺒﺘﻨﯽ ﺑﺮ ﯾﺎدﮔﯿﺮي ﺳﯿﺎر اراﺋﻪ ﺷﺪﻧﺪ .ﺑﺮاي ﺗﺤﻠﯿﻞ داده
ﻫﺎ از آزﻣﻮن آﻣﺎري ﺗﺤﻠﯿﻞ ﮐﻮارﯾﺎﻧﺲ )آﻧﮑﻮا( اﺳﺘﻔﺎده ﺷﺪ.
ﯾﺎﻓﺘﻪ ﻫﺎ :ﻧﺘﺎﯾﺞ ﻧﺸﺎن داد ﮐﻪ ﮔﺮوه داراي ﻋﺎﻣﻞ آﻣﻮزﺷﯽ واﻗﻌﯽ ) M = 29.29, SD
 (= 4.20ﻧﺴﺒﺖ ﺑﻪ ﮔﺮوه داراي ﻋﺎﻣﻞ آﻣﻮزﺷﯽ ﻧﻤﺎدﯾﻦ )(M = 25.53, SD = 2.99
ﻋﻤﻠﮑﺮد ﺑﻬﺘﺮي در آزﻣﻮن ﯾﺎدﮔﯿﺮي داﺷﺖ ).(p = 0.20
ﻧﺘﯿﺠﻪ ﮔﯿﺮي :اﺳﺘﻔﺎده از ﻋﻮاﻣﻞ آﻣﻮزﺷﯽ ﺑﻪ ﻋﻨﻮان ﯾﮑﯽ از ﻋﻨﺎﺻﺮ ﺗﺄﺛﯿﺮ ﮔﺬار ﺑﺮ ﻣﯿﺰان
ﯾﺎدﮔﯿﺮي و اﻧﮕﯿﺰش ﯾﺎدﮔﯿﺮﻧﺪﮔﺎن ،ﺑﺎﯾﺪ در ﻃﺮاﺣﯽ و ﺗﻮﻟﯿﺪ ﭼﻨﺪ رﺳﺎﻧﻪ اي ﻫﺎي آﻣﻮزﺷﯽ ﺑﻪ
وﯾﮋه در ﺣﻮزه آﻣﻮزش ﺳﻼﻣﺖ ﻣﻮرد ﺗﻮﺟﻪ ﻗﺮار ﮔﯿﺮد.
واژه ﻫﺎي ﮐﻠﯿﺪي :ﻋﺎﻣﻞ آﻣﻮزﺷﯽ،آﻣﻮزش ﺳﯿﺎر ،ﺳﻄﺢ واﻗﻊ ﮔﺮاﯾﯽ ،ﯾﺎدﮔﯿﺮي
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Effect of levels of realism in mobile-based pedagogical agents

INTRODUCTION
The use of mobile learning systems, as one of various elearning presentation formats, has taken on more
importance in recent years. Easy and wide access to the
Internet in general and wireless technologies in particular
has influenced health care systems, resulting in e-health
services (1, 2); among such services is health e-learning
delivered in the form of mobile learning. Mobile learning, as
one form of e-learning, could be performed anywhere and
anytime via mobile means of communication such as cell
phones (3, 4). While such learning systems have potentially
provided users with a wide range of possibilities, they also
demand increasingly various requirements that might pose
serious challenges; these requirements included providing
an interactive environment that helped learners benefit from
the instructional content and other relevant services based
on their own goals, knowledge levels, and preferences (5, 6).
The most obvious characteristic of a mobile learning system
is its powerful and interactive user interface (7). Among the
bewildering array of features that user interface could
potentially provide, one of the most effective ways in
establishing effective interaction between a learner and
computer is the employment of pedagogical agents (8,9).
Pedagogical agents are animated cartoon characters, talking
video images or avatars on the screen that interact with users
and help them through learning process during different
parts of e-learning programs (10). Animated pedagogical
agents feature greater ability to simulate real-world learning
environments and engage learners in learning activities
through creating multiple interaction instances or spending
more time in the learning environments (11-14). Animated
pedagogical agents are designed in a way to provide the
opportunity for a learner’s interaction with a virtual teacher
or learner (12). The use of pedagogical agents in
instructional multimedia is based on different theories of
psychology and learning including the cognitive theory of
multimedia learning, social interaction theory, cognitive load
theory, and social cognitive theory.
Based on the personalization principle in Mayer’s cognitive
theory of multimedia learning, it is recommended that (a) the
verbal content be provided in an interactive style, (b) screen
characters be employed to increase learning levels, and (c)
the author of the content be also visible to increase learning
levels (15). Moreover, according to the social interaction
theory, computers are interpreted as social companions of
humans. This theory postulates that the inclusion of social
cues, either verbal (e.g., spoken words) or non-verbal (e.g.,
gesture, gaze, and movement), can simulate human-tohuman communication in multimedia environments, hence
resulting in activating learners in the learning process (16).
According to this theory, the use of visual and verbal social
cues in computer-mediated environments can encourage
learners’ sense of social participation through making them
contemplate on their communication with computers (17).
Pedagogical agents, as a social companion with human-like
voice and friendly behavior, engage learners in the process
of constructing meaning and concept, which in turn,
_________

enhances the chances of learning transfer (7). Furthermore,
according to the cognitive load theory, if the mental load
imposed as a result of the instructional content is beyond the
limited capacity of working memory, learning would be
impeded (18). Relevant empirical research also recommends
that a combination of auditory and visual presentation of
materials via animated pedagogical agents (in contrast to
speech or text alone displayed on the screen in the absence
of agents) can be applied in order to stimulate learners’ deep
processing of information (19). In his social cognitive theory,
Bandura also saw most of learning as a result of observation;
that is, the observation of events and activities in which one
does not personally play any role but acquires many rules
and knowledge throughout. According to this theory, the use
of pedagogical agents in instructional multimedia seems
necessary because learners can master many of the principles
and concepts simply by observing another person (17).
Several studies have been conducted on pedagogical agents
and their role in multimedia learning environments. Yılmaz
and Kılıç (20) and Clark and Mayer (21), for example,
observed relatively greater improvements in terms of
academic achievement, retention, and attitude among the
participants exposed to human-like pedagogical agents.
Domagk (22) also showed that the mere presence of
pedagogical agents did not lead to an increase in learning
and motivation; rather, such an increase occurred when the
agents were visually appealing. The results of their study
suggested the important role of the voice and appearance of
pedagogical agents in the enhancement of learning process.
Similarly, in a series of studies, Baylor and Kim (23-25)
revealed that the gesture and facial expressions of agents, like
speech interactions, could positively affect learners’ learning,
as well as their perceptions of the agents. Moreover, expertlike pedagogical agents could lead to greater access to
information, motivator-like agents could increase selfefficacy, and mentor-like agents could improve learning and
motivation. In addition, learners tend to learn better and
more when they deal with pedagogical agents with more
realistic characteristics and also when the agents play the role
of experts. In this regard, Baylor and Ebbers (26) reported
that the presence of two distinct pedagogical agents,
representing the roles of expert and motivator, could
produce a greater impact on learning and perceived value of
the agents. Merrill (27) also indicated that the participants
exposed to animated agents performed better than those not
presented with any agents. Likewise, Baylor et al. (28)
observed greater improvements in the participants’
motivation with machine-like voice on animated agents and
also with human-like voice on non-animated agents. The
results of Moundridou and Virvou’s (29) study also revealed
that pedagogical agents used in an intelligent tutoring system
could boost learners’ educational experience. In another
study, Kim et al. (30) noted the significant effect of the image
of agents on the perception of the role they played. In two
experiments conducted by Atkinson (17), it was also shown
that the learners who observed the agents providing oral
explanations (i.e., agents with voice) performed better in
transferring learning when compared with the learners in
________
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the control group. Gharabaghi (31) also reported that
mentor-like pedagogical agents, compared with expert-like
agents, could facilitate learning and motivation more in a
science course. In a similar vein, social interaction between
learners and agents has been studied in several studies (32,
33). Such research on different groups of learners suggested
that factors such as learners’ age, gender, and educational
grade might affect the choice of pedagogical agents (14, 34).
Therefore, the selection of pedagogical agents should be
carefully tailored to the specific groups of learners (35).
As mentioned earlier, pedagogical agents could have
different features among which are the visual characteristics
of agents. Along with the advancement of mobile educational
systems, designers of such systems need to draw upon new
empirical findings about the influential factors related to the
impact of using pedagogical agents with different visual
characteristics on learning. In this research, an attempt was
made to evaluate the effect of such factors on learning by
designing and producing three types of pedagogical agents
with three levels of realism delivered through a mobile
educational system.
METHODS
The present study was quasi-experimental with a pretestposttest design involving three experimental groups. The
participants included in the study were among those who
themselves or one of their relatives suffered from digestive
disorders; they were selected through a convenience
sampling procedure from a number of medical clinics in
Hamedan, Iran. The data from the participants who did not
complete all phases of the study (i.e., pretest, training
sessions, posttest) were excluded from the final analyses. The
final sample consisted of 48 participants (29 males, 19
females). The instruments and materials included
instructional multimedia lessons and learning tests.
The instructional multimedia content consisted of
instructional materials related to familiarity with the human
digestive system, its function, and relevant disorders. The
instructional multimedia lessons were designed according to
three different levels of realism of the pedagogical agents
incorporated into the lessons. In lesson prepared for the first
group (viz., iconic group), the pedagogical agent was iconic
with the lowest level of visual realism; it was a pedagogical
agent with only a plane and linear human representation
lacking details of face lines. In the lesson prepared for the
second group (viz., semi-iconic group), the pedagogical
agent was semi-iconic, two-dimensional, and animated
with relatively more details of face lines. And finally, in the

lesson prepared for the third group (viz., realistic
group), the pedagogical agent was similar to a real human
with the highest level of realism and the greatest details.
The instructional multimedia lessons were delivered
through a mobile-based health learning management
system. Two experts confirmed the validity of the
multimedia lessons.
The researcher-developed learning test consisted of 48 items
on the major concepts of the digestive system. The test was
used as both pretest and posttest but with different item
orders in order to reduce the practice effect; each correct
answer was given one score. To determine the content
validity of the test, three health professionals examined the
items and provided modifications; the test was also piloted
among a group of 12 people, who did not take part in the
study but were from the same population. Accordingly,
necessary changes were made. To determine the reliability of
the test, the Cronbach’s alpha was used, resulting in the
acceptable coefficient of 0.85.
The study was implemented in a computer lab in Hamedan,
Iran during the winter of 2019. One week before the main
phase of the study, the participants did the pretest. Following
two training sessions, they completed the posttest. For the
data analyses, descriptive and inferential statistics, including
the Analysis of Covariance (ANCOVA) were conducted to
compare the group means at p < 0.05 using the SPSS (version
21). Before the analysis, however, the main relevant statistical
assumptions (i.e., normal distribution of data, homogeneity of
variance, and homogeneity of regression slopes) were
examined and no obvious violations were detected.
RESULTS
First, the descriptive statistics of the participants’ pretest and
posttest scores across different groups were examined (see
Table 1).
Further, the ANCOVA was conducted in order to investigate
whether there was a significant difference among the different
groups in terms of learning. The independent variable
included group membership with three levels (i.e., iconic,
semi-iconic, and realistic), and the dependent variable was the
participants’ posttest scores; in addition, their pretest scores
were included as a covariate to remove the participants’ preexisting differences in terms of the knowledge of the
instructional materials. Before the analysis, however, the main
relevant statistical assumptions (i.e., normal distribution of
data, homogeneity of variance, and homogeneity of regression
slopes) were examined and no obvious violations were
detected. Table 2 shows the results of the ANCOVA.

Table 1. Descriptive statistics of participants’ pretest and posttest scores (N = 48)
Experimental groups
Learning measure

42

Iconic (n = 15)

Semi-iconic (n = 16)

Realistic (n = 17)

M

SD

M

SD

M

SD

Pretest

17.53

5.77

17.50

5.63

17.41

5.47

Posttest

25.53

2.99

26.94

3.77

29.29

4.20
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Table 2. Results of ANCOVA for participants’ posttest scores (N = 48)
Source

Sum of squares

df

Pretest

3.27

Group

116.83

Error

616.93

p

Effect size a

0.23

0.631

0.01

4.17

0.022*

0.16

Mean squares

F

1

3.27

2

58.41

44

14.02

*

p <0.05.
a
partial eta-squared.

As shown in the table, the participants’ posttest scores were
significantly different, F (2, 44) = 4.17, p =0.022, partial etasquared = 0.16. The effect size was large based on the
Cohen’s guidelines (36), indicating that about 16 percent of
the difference in posttest scores were explained by group
membership. Furthermore, the results of Tukey’s HSD test
revealed that the participants in the group with the realistic
pedagogical agent (M =29.29, SD= 4.20), compared with
those in the group with the iconic pedagogical agent (M
=25.53, SD = 2.99), did better on the posttest (p=0.020).
In contrast, in terms of their performance on the posttest, no
significant difference was noticed between the iconic and
semi-iconic groups (p=0.906) or between the realistic and
semi-iconic groups (p=0.231). The results, thus, implied the
effectiveness of realistic pedagogical agents in increasing
learning levels.
DISCUSSION
Pedagogical agents are considered as one of the tools to
communicate effectively between learners and the content of
instructional multimedia in a mobile learning environment.
This study was conducted with the aim of investigating the
effect of the levels of realism in pedagogical agents on mobile
health e-learning. The participants were assigned into three
groups, each given an instructional multimedia lesson
including a pedagogical agent with a different level of realism
(viz., iconic, semi-iconic, and realistic). The lessons were
delivered via a mobile learning system. The findings of the
study suggested the effectiveness of the multimedia
including the pedagogical agent with the highest level of
realism (i.e., realistic) in the participants’ learning level. This
was consistent with the results reported by Yılmaz and Kılıç
(20), Domagk (22), and Baylor and Kim (24). These studies
also showed the effects of higher levels of realism, in terms
of visual appearance and the voice of pedagogical agents on
learners’ academic achievement, motivation, attitude, and
learning transfer. The findings of the current study were also
in line with those reported in Baylor and Kim’s (23) study
indicating that gesture and facial expressions, as well as
speech interactions, tended to have an effect on learners’
level of learning and their perception of pedagogical agents.
In the same line, Merrill (27) found that learners faced with
animated pedagogical agents with more realistic human
characteristics performed better on learning measures.
Similarly, Moundridou and Virvou (29) showed that
pedagogical agents with human-like faces could improve
learning. Overall, the results of empirical research suggested

that the amount of realism and the image of pedagogical
agents could produce a profound effect on learners’
motivation and learning (6, 12); in fact, the more realistic and
attractive the pedagogical agents are, the more attentive the
learners become (23). According to Mayer’s (15) cognitive
theory of multimedia learning, in the process of providing
information by a pedagogical agent, the agent itself plays a
very important role in attracting attention; as a result of
greater attention, greater interaction is created; and
consequently, motivation and learning are enhanced. The
findings obtained in the present study could, thus, be
explained by the fact that realistic and human-like
pedagogical agents could produce greater plausibility,
resulting in greater attention while non-realistic and strangelooking agents with unusual behavior might lead to
distraction and diversion; therefore, the actual shape of
pedagogical agents could also help increase motivation and
learning. Moreover, based on Vygotsky’s theory, pedagogical
agents could provide an enriched learning opportunity for
engaging and motivating learners through creating an
interactive environment between computer and user. In
addition, pedagogical agents are able to instruct complicated
tasks, make use of moves and gestures for drawing learners’
attention to the most important parts of the content, and
transfer emotional reactions to the instructional
environment. The use of pedagogical agents with the highest
levels of realism in multimedia learning environments not
only can simulate real-life learning situations, it can also
result in greater attention to particular instructional points.
In other words, human-like pedagogical agents play a
significant role in guiding and directing learners’ attention to
the main parts of the material, so that learners will be more
interested and motivated to be engaged in instructional
multimedia lessons enhanced with realistic and human-like
pedagogical agents when compared to those with nonrealistic, unreal, and cartoon-like pedagogical agents (14).
One of the limitations of this study was the convenience
sampling procedure that restricted the generalizability of the
findings. Given the results of the current study, it is
recommended that the designers and developers of mobile
instructional multimedia content should draw more upon
standards and principles in this regard and make greater use
of human-like pedagogical agents with higher levels of
realism in order to increase learners’ motivation and
learning.
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