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ABSTRACT

Over the years, information and communication technology has attained attention
in the education sector. Educational robotics as a subfield of ICT has sped up the
educational learning in students. Involvement of robots in education has made it more
interesting for students. Robotics can be used as motivators for students who don’t
find traditional learning interesting. For better understanding of STEM (science,
technology, engineering, and mathematics) projects, it is recommended that robots
must be integrated into school and college education. Students become active as
robots enable them to gain knowledge by manipulating technology. Robotics in
education is also a boon for teachers as they are not overburden of involving their
students in STEM projects. This chapter aims to investigate whether students are
feeling the same level of emotional attachment with robots as with humans. By using
robots for their social, personal, and education for a long time, they are affecting
the emotional wellbeing of the students.
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Robots in Education
INTRODUCTION

Human-robot interaction develops robots for specific purposes, by fitting them into a
specific scenario where they perform tasks according to desired role. As researchers
are designing specific tasks robots —in contrary to general-purpose robots — As
the technology advances, the advancement in this area become segmented into
different fields, such as education, entertainment, and assistive robotics. Which
signify that, similar to humans, robots can also play various social roles according
to their intended activity? In the recent years, In HRI area there is an undeniable
investment in the field of robotic tutors. Different projects are designing robots for
children that can assist and support them in their learning acquisitions. To meet
the learning means in robots in educational settings, they must be studied within
the main area of use, i.e. in kindergartens and schools, by interacting with their
users — teachers and students. Despite many research on robots in schools, there is
still much to explore, basically in long lasting educational interactions with robots.
Usually people behave on the basis of their social roles, which mean that when
we know the role of the other person which can decide their interactions with the
environment. If we are to designing robots which are operating in a school under
long time span, by studying the perception of students by regarding the roles of the
robot becomes important, most importantly if they are expecting direct interaction
with robot. Here we are focusing on the children and their perceptions towards the
expected role of the educational robot.

Interactions with others are the basic part of our lives. The manner we interact
with others and show our behavior depends mostly on the role we play and the role
we expect from others.

A. Roles and Humans: In the context of human relationships the application of
a social role can be an abstract process, by making role detection a difficult human
jobeven in definite contexts. Interpersonal interactions usually provide an important
mean for self-regulation, due to the inherent switch over of information. However,
our behavior in such interactions are formed and inhibited by the social roles we
play, making role inheritance a non-straightforward task. When we depict insights
about someone’s role, we often fall short in this finding, allow biasing possessions
on performance. This occurs because of the sections of roles that we identify in
our minds are abstract nodes of relations that confine and strive to arrange precise
instance and definite individuals. The process of role played is a vital one as it helps
us to understand each other and make inferences about the behaviors, characteristics,
feelings and thoughts of others. In the route of assigning roles, “we match up to a
newly encounter person with our own conceived philosophy about what other persons
are like. This makes task mission dependent on our own personal experiences and
also on preceding encounter with others. When we find a competition between

59



21 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage: www.igi-
global.com/chapter/robots-in-education/317976

Related Content

Language Focus for Genetics and Molecular Biology Students

Brett Andrew Lidbury (2012). Sustainable Language Support Practices in Science
Education: Technologies and Solutions (pp. 98-115).
www.irma-international.org/chapter/language-focus-genetics-molecular-biology/56412

Tertiary Student Experiences With Digital Language Games for Enhancing
the English Language

Ee Wen Teh, Gengeswari Krishnapillaiand Ling Meng Chan (2022). International
Journal of Game-Based Learning (pp. 1-18).
www.irma-international.org/article/tertiary-student-experiences-with-digital-language-games-for-

enhancing-the-english-language/287826

Unmasking the Mystique: Utilizing Narrative Character-Playing Games to
Support English Language Fluency

Jennifer E. Killham, Adam Saligmanand Kelli Jette (2016). International Journal of
Game-Based Learning (pp. 1-21).
www.irma-international.org/article/unmasking-the-mystique/167661

Geography Map Knowledge Acquisition by Solving a Jigsaw Map Compared
to Self-Study: Investigating Game Based Learning

Srishti Dang, Arunima Vedand Kavita Vemuri (2018). International Journal of Game-
Based Learning (pp. 80-89).
www.irma-international.org/article/geography-map-knowledge-acquisition-by-solving-a-jigsaw-

map-compared-to-self-study/201874

What Really Happens When Adults Play?: A Call for Examining the
Intersection of Psychosocial Spaces, Group Energy, and Purposeful Play
Jo A. Tyler (2017). International Journal of Game-Based Learning (pp. 1-10).

www.irma-international.org/article/what-really-happens-when-adults-play/182558



http://www.igi-global.com/chapter/robots-in-education/317976
http://www.igi-global.com/chapter/robots-in-education/317976
http://www.irma-international.org/chapter/language-focus-genetics-molecular-biology/56412
http://www.irma-international.org/article/tertiary-student-experiences-with-digital-language-games-for-enhancing-the-english-language/287826
http://www.irma-international.org/article/tertiary-student-experiences-with-digital-language-games-for-enhancing-the-english-language/287826
http://www.irma-international.org/article/unmasking-the-mystique/167661
http://www.irma-international.org/article/geography-map-knowledge-acquisition-by-solving-a-jigsaw-map-compared-to-self-study/201874
http://www.irma-international.org/article/geography-map-knowledge-acquisition-by-solving-a-jigsaw-map-compared-to-self-study/201874
http://www.irma-international.org/article/what-really-happens-when-adults-play/182558

