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Abstract

Immersive Learning management is a simulated environment by virtual
technologies with sociotechnical-pedagogical usability which enhanceslearning and
cultural intelligence Quotient (CQ). Design recommendations are three dimensions that
addresssocio-technical usability, socio-pedagogical usability and technical-pedagogical
usability. To achieve those, the required elements relating to effective use are, a variety
of technologies supporting learning subjects, the technologies which allow learner’s
autonomous and lastly, realism that connects the real world with virtual world.In order to
enhance learning flow, and presence technology (from the learner’s perspective) to
display learner personality, attitude and behavior which is an important factor to

effectively to effectively develop cultural intelligence.

Keywords: Basic Concept and Elements, Immersive Learning, Cultural Intelligence Quotient
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Your Interest, drive Your understanding
and confidence to about how cultures
adapt to multicultural are similar
environments and different

<Q
Knowledge

Your ability to adapt Your awareness
when relating and and ability to plan
working for multicultural
Interculturally Interactions

Al 1 29AUsZNBUCOMponents of Cultural Intelligence Quotient (CQ)

fin; https://culturalintelligence.it
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pedagogical Dimension technical
. Usability Usability
1
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gogical Social
Dimension Dimension

Socio-pedagogical
Usability

A9 2 939AUSENOU Dimensional Usability Framework of Learner Experience

1 Jahnke et al (2020)
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2020; De Back et al, 2020; Checa & Bustillo, 2020)

aegunuumalulagiaioundesiuimmersive Learning®

nsiieusie sULvunAalulad AuanUAMavAiln

AL EsITidourelanas iy multimedia
Reality Augmented Reality (AR)
information

Avatar Technology (AT) | msiiauasmmugldanurunalulagnaufiamesnsmiin

To ASWNUNLAENITWaNALUAGZRUENY multimedia
Mixed Reality (MR) , - N
information s¥nindlanasanazlaniailou

Technology Enhanced

Tant@iaunuseNauMgaN TNLINRDUNIAYINTVUATEY

Immersive Learning Environments

. Virtual Reality (VR) . N
Virtual wiAtiaeng 9 1 IRLa360°, 3D etc.

*J5uaIn : Oprean, D. & Balakrishnan, B. (2020). A Theoretical Perspective towards Immersive Learning.
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(4) Lﬁamuasﬁﬂﬂiimmsﬁaui (Learning Subject) fivn3aadofivaeliiinnis
Soufuuuilassadauarliflasiaing wu ssuuliduugthdmiudaou ssuunsdedian
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—— Learner Components Environment Components ——
Autonomy Realism
o Highly interactive : ?ﬂ:{{,?@w"f'“ with igh
—e| ® Learner-directed o Or augmented real world -—
® il
~
Immersive
Learning
Experiences !
Presence @ @ Subject
L. * Highly engaging o Instructive and constructive o
Mol By s o Situated, immediate feedback
« Strong emotional connection

Al 3 sedUsENOUIMmMersive Learning by alexllhuang @intolearningAU

fin; https://aieaworkshops.org/what-is-immersive-learning/
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WANANNUTIAINAINTALES (Earley & Ang, 2003) LazdanAddnUNRANNIT Sociotechnical-

Pedagogical Usability for Learner Experience liliiieausiazdaeiaunnisiseuisiuiuvesisey
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A pedagogical framework,
Collaborative Project Learning.

(3]

2]

A practice-based curriculum designed to

support experiential learning programs

Experiential Inmersive Learning designed to help Collaborative Project Learning and Across

Generally, a real-world or
work integrated experiential
learning program requires
at least three different
participants to

collaborate together; /

L1 ]

A learner — a student consciously
applying theory to practice as part of
a learning process to develop skills

and experience. The student may
be an individual or working as
part of a team.

[5) Student

An educator - an — (2]

educator managing ) 4 p ™ % An industry coach —
the learning process, 1 \’ PR a more experienced
providing learning ¢ ﬁ practitioner who is
support to the I . A providing the context
student and a p \._/ -——— for the practical

reference point for
the mentor.

Educator

experience, and / or
feedback to the
student on their

Mentor
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Collaborative Project Learning (CPL)
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