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Abstract

Immersive Learning management is a simulated environment by virtual technologies
with sociotechnical-pedagogical usability which enhances learning and cultural intelligence
Quotient (CQ). Design recommendations are three dimensions that address socio-technical
usability, socio-pedagogical, usability, and technical-pedagogical usability. To achieve those,
the required elements relating to effective use, a variety of technologies supporting
learning subjects, the technologies which allow learner’s autonomous and lastly, the
realism connects the real world with a 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 develop cultural

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

cQ
Knowledge

The CQ
Model ®

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

it 1 eadUseneu Components of Cultural Intelligence Quotient (CQ)

fisn; https://culturalintelligence.it
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(Livermore, D. 2010; Thomas, D. & Inkson, K., 2003 1sfislu @317l #1363, 2561) diail
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2. mywmNLeaesTausssusueAiym (Cultural Strategy) GeiimnuiAeades
luN19NTEUIUNTAR N1TATENTINS (Awareness) N15319UNU (Planning) N15AAINLATIEBY
(Checking) Liln 31T ouuujuAmvagay

3. n1siauIAINRa1AN1 e TmusIIHATUNgANTTY (Cultural Action) LU N15HN
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(Change negotiation tactics) LLasmia%ﬁ\‘]ﬂ’J’wﬁﬂwju (Know when to flexible)
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inuosulailudnwazusinislduszlesiann Learning Management System (LMS) A19 ¢ Lty
Moodle, Google Classroom ﬁﬁiswaﬁmyumﬁagwwL'%EJuaauiaﬁ Wiy Video, Animation,
e-Book 5y UUATUAYUNI5ARFABABA1S 191 Chat room, Discussion Broad 5¥UuaTUALL
n13UsziunanisiTou 19U Online Quiz wiouiinsziin1sinnisiSounisaouriu Video
Conference 1 Zoom Meeting LHudu Fn1suaziaiosfieativatvayumanisisldamisn
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Social Learning Experience (Marell-Olsson, E. & Jahnke, 1., 2019) laagrafnudse@nsain
PUNTBULLIARYBINITEBNLUVANNIAde AT BuTianIsaLiaS e sUsTaunsalns S ous

pg19ilUsEANSnIMTesUsEnoualslifinIsdean (Social), Aransnisaeu (Pedagogical), Way

walulag (Technological) (Jahnke, 1., Schmidt, M., Pham, M.& Singh, K., 2020)
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Learner Experience

Sociotechnical-
pedagogical Usability

R Techno- E——

Technical- logical Socio-
pedagogical Dimension technical
Usability Usability

T, T

Peda-
goglical Social
Dimension Dimension

Socio-pedagogical
Usability

A 2 3FUsENBU Dimensional Usability Framework of Learner Experience
fisn: Jahnke, 1., Schridt, M., Pham, M., & Singh, K. 2020

AMMBIAUIZENBYU Dimensional Usability Framework of Learner Experience vinl4LAn
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WU Asasiednuaion nsasisensualnuidnsiulusenitenisivduius 2) Socio-
Pedagogical Usability: SPU w3ansldmansnisaouiidaaiunisiufduiuniedeny iy
nseenuUUARINsSITiatuayuNsFeusuUUNgY nsuanidsurazyseifiunanisiseudsening
fusuAndudnuarresyusuniinisiFeud faansauaniasuouiegiane way 3) Technical-
Pedagogical Usability: TPU w3on1sldimaluladfidnasumiansnisaeu tdunisnaunaiu
weluladfineuaussnisaouvesiaey Wy MsiSouduuuuiumang (Adaptive Learning) ity

add ¥ o

anvazinalulagndeansiugiTeunazaenentoyaninuinuseauiaziloniaiedsmaniy

a

SEuNINNEA M305rUUNITUTENIaRadoyaLioIN1TIATIERRANITITEY INNGANTTY

¥
=3

B
U
A a a = L4 .. . . [ v

MAnTuassnnsiseuseulall (Digital learning footprints) tUumU
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N133ANTSLTEUTUUUBNDITNLNORAIUIANNAAIANITINUS TTU

nsldmaluladiienavausinisiufduiusa1unannis Sociotechnical-Pedagogical

o o o

Usability for Learner Experience 3udunwimmilsndrdgnaziliugnisiianisiseusnauan

anun1svAnssusn e vaduuaz dusssunfauindiruatonduasiinnisadieassd
LLazL‘?j.EmIENm’miizﬂ’i’mﬁ'u Faaonnde i unLIAA Immersive Learning Environments %38
nsadenisnFeuduuuin AatvayuanmuedenliiinninFoudldogaiiuszansam
(Oprean, D. & Balakrishnan, B., 2020)

Tnannsfinulana1fis Immersive Learning 3dumsldnuaudfvosnaluladiaiiou

b Y VR (Virtual Reality), AR (Augmented Reality), AT (Avatar Technology) Lsi’hmgimﬁﬂ’li

Y U oa a I

wihfufanssumsiSounisaewiuunansiesuseulavsing q SsezaelifSeuliduuuarande
fudsiegasanih IiFsuanuszaumsalnsduanimuindesnaiiouss Tduszamduiasing
ggrenseauliiSeuidnindaniuldduianssunisiieud dilguaiuisadnaeiiny
H1UN1993015 (Avatar Technology) laegnedase wazursnanssuenafinislddiunanasiny
(Gamification) \ileuinddu wazairsmnumdnmauliuagiSouiieainansBouisuiildsnime
(Badilla-Quintana, Maria G. et. Al., 2020; De Back, T.T., Tinga, A.M., Nguyen, P. et al., 2020;

Checa, D. & Bustillo, A., 2020)

msegunuumalulagiaiioundes3u Immersive Learning*

o ' = wa a
QYERRHEE) sUuuumAlulag AnduTANIImALla

Augmented Reality (AR) | ana3aasudidonselana3ewineg Multimedia Information
Reality

Avatar Technology (AT) | mistauesnugldnusiumnalulagreuiiimeniin

- = = o . . .
ANTENUNKASNITHANLUALULARDUEY Multimedia Information
Mixed Reality (MR)

. sgundlanasaazlaniailou
Virtual

TanwadlounussnaumeanInLIndeuNInyTumematagg o

Technology Enhanced
Immersive Learning Environments
_|
o

Virtual Reality (VR) Coan
Wiy IAle 360°, 3D etc.

*J5U99n : Oprean, D. & Balakrishnan, B. (2020). A Theoretical Perspective towards Immersive Learning.

a8 NM3WE1 Immersive Technology HAUNTEUIUNITOBNKUUNITSHUNTADULN DY

“wuwmaﬁaui%mﬁﬁwgﬂLﬂuﬁaﬁﬁ’mwa&jLama TR8UNNISAN®IALABININITIATILAUSUN
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muwé’ﬂﬁuugmﬁwﬁm 4 aﬂﬁﬂisﬂaumé’ﬂﬁaﬁuauué’ﬁw (Learner Components) Lag
an1nwanden (Environment Components) lain

1. m5.dudasy (Autonomy) miaamlfuuLﬂ%laaﬁaiﬁiéfmauﬁ’uiﬂ%’muﬁLs?iawiaiwfj'm
lanass Aulaniadiouluguuuusng q egramainvaite giseuaiuisadentdnisianaulaniu
nswedeulin 360 samuuUTLT

2. M3uanaiIny (Presence) laogldauanunsauansnnuuulaniaioullduiniian
WU Nskane@1sHaluEMIYimMsuuiInud1aed (Avatar)

3. ArWALaH (Realism) Nsadtsan mwandoniiausiaidluguuuy 20 vide 3D naeaau
nsiaedlaniaiioumenIngy 360 a3

4. \flovuagAanssuniaeud (Learning Subject) fhefastiofivaeliiAnnisdousitauuy
flassadauayldilasadne wu szuuliduusidmiudaou ssuunssasonuileoyss i

nsseusEnIeNsldau

— Learner Components Environment Components ——
Autonomy Realism
o Highly interactive ° mgﬁ?&wmld with igh
e| © Learner-directed e Oraugmented real world | e—!
@ gl
~—
Immersive
Learning
Experiences ]
Presence & €@ Subject
L. o Highly engaging o Instructive and constructive L |
* UtsOr i o Situated, immediate feedback
o Strong emotional connection

AT 3 93FUsENOU Immersive Learning by alexllhuang @intolearningAU

fian: https://aieaworkshops.org/what-is-immersive-learning/

ety NsimIAMLRaIaeinusssulaty dileulzdeainnsujduiussenineiseu

diugnunsaifanssuee o luanmundeuaiousis Mdudnvuzvesnisdearssynineiu

v Y

A1TV9IUTINAU VUANNAINUATEVDIAUITN LNBATI9NTEUIUNITITUS wazvinanudnla

Y

TusTIuuans1iuYeyAnady TIuvisgansuluauuand1atuLazIInUSUM Litelrilvinue

¥
=1

Mnurzaulunisanmedaaiswazaiu1snyineusuiulaeg19dUseansaIn vuNUsIUVDY
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AULANFA1NUTIAINAUTALES (Earley, P. C. & Ang, S., 2003) LAZ@DAAROINUNANNTT
Sociotechnical-Pedagogical Usability for Learner Experience lilifigausaggieimuinisisous
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A pedagogical framework,
Collaborative Project Learning.

2]

A practice-based curriculum designed to
support experiential learning programs

©

Experiential Immersive Learning designed to help Collaborative Project Learning and Across Cultures

Generally, a real-world or

work integrated experiential

learning program requires
at least three different
participants to
collaborate together;

. ;./ '
the learning process, |
providing learning ){/
support to the
student and a

reference point for
the mentor.

(3]

An educator — an
educator managing

Educator

o

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.

Student

2]

An industry coach —
a more experienced
practitioner who is
providing the context
for the practical
experience, and / or
feedback to the
student on their

i 5 lassasieszuunisadvanugldnuunaniesudniaiioune

Collaborative Project Learning (CPL)

(M3 James, N.& Leese, B.2020)
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