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  Abstract 
The continuous promotion of a digital education strategy provides a new view and 
practical possibilities for cross-cultural communication and teaching in higher ed-
ucation. The traditional method of dealing with this topic depends to a large extent 
on teachers’ personal knowledge and case analysis. Due to the lack of a real inter-
active environment, students’ results are limited. Drawing on structuralism and po-
sitioning cognition theory, this study explores the use of artificial intelligence-
driven simulation technology to expand the student-centered teaching model sup-
ported by digital tools. The survey results show that this immersive way enhances 
students’ cross-cultural awareness and communication skills through a real back-
ground, active cognitive participation, and practical experience. This research pro-
vides a theoretical framework and practical approach for cross-cultural teaching, 
has great value in the context of digital education, and provides new ideas for sim-
ilar courses within English. The synergistic integration of three mechanisms—tech-
nology empowerment, instructional guidance, and interactive generation provides 
a replicable model for an immersive cross-cultural teaching method. 

Keywords 
Digitalization of education; cross-cultural communication; immersive path, con-
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1. Introduction: Theoretical Challenges and Paradigm Changes in Cross-Cultural Teaching in 
The Digital Age 

Facing the rapid development of intelligent technology, foreign language education in colleges urgently needs reform 
(Yu, 2024). In the recent world, digitalization, artificial intelligence, and virtual reality are redefining educational 
concepts and means, reshaping the relationship between teachers and students, and promoting foreign language edu-
cation towards technology and personalization.  

Under this macro background, cross-cultural communication, as an important discipline of foreign language edu-
cation, is facing unprecedented opportunities and challenges.  

Theoretically, cross-cultural communication requires face-to-face communication, so students can experience the 
real cross-cultural background. However, because most students in domestic colleges and universities lack the op-
portunity for cross-cultural communication, cross-cultural classrooms are teacher-centered, supplemented by videos 
and case studies. Students lack a real multicultural experience and will gradually reduce interest. It is difficult to 
cultivate cross-cultural awareness, let alone deal with a real and complex cross-cultural communication background. 
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This kind of teaching is difficult for learners to internalize and apply abstract concepts, and difficult to cultivate 
critical views and cross-cultural communication skills.  

2. The Theoretical Origin and Conceptual Genealogy of Immersive Learning  

Analyzing the theoretical origin of immersive learning, this study has established a theoretical framework consisting 
of three core dimensions to unravel its components and logical relationships.  

The theory of mind flow was proposed by Chikszentmihalyi in the 1970s (Csikszentmihalyi, 1990). Through ob-
servation of athletes, musicians, and other focused people, he found that when a person is immersed in an interest, 
they will have a continuous stream of fun. The significance of this theory is that it shows how to help learners devote 
themselves to the context through task design and environment creation, so as to achieve a communication scenario 
that is close to reality. This experience can not only enhance learning motivation but also enhance the formation of 
cross-cultural awareness.  

According to situational cognitive theory, developed by Professor Jan Leif of the University of California, Berkeley, 
and independent researcher Edina Wenger in the years of the 1990s (Lave & Wenger, 1991). The theory claims that 
learning is not merely a construction of meaning as an individual process, but also a social, practical participation 
process facilitated by various resources. It can be concluded under this theory that cross-social communication teach-
ing can never be realized via abstract conceptual interpretation, but needs to be applied within a real or simulated 
social environment virtually.  

Sociocultural theory, which is closely associated with situation theory, was formulated by Soviet psychologist Lev 
Vygotsky in the 1920s and 1930s (Vygotsky, 1978). Its central assumption is that prior to developing a psychological 
function, higher psychological functions are first observed at the social level - among individuals - at the individual 
level. It also centers on the central importance of social activities in the process of knowledge acquisition, offering 
the theory of multi-person interaction in the framework of virtual culture. Moreover, it highlights the intermediary 
nature of cultural tools and how technology can be used as a cognitive tool to facilitate learning and knowledge 
internalization. 

3. Build a Three-Dimensional Theoretical Framework for Immersive Learning in Cross-Cul-
tural Communication  

This paper builds upon the theoretical background of immersive learning in order to elaborate a three-dimensional 
theoretical model of immersive cross-cultural communication learning with the purpose of elucidating the elements 
that it consists of and how they are interrelated. The framework is not only concerned with technological implemen-
tation but also incorporates teaching principles and culture. 

This requisition of characteristics, therefore, creates unity in the gap between theoretical innovation and practical 
pedagogy. 

3.1 Contextual Immersion: Simulation and Multi-dimensional Presentation of Cultural Background  

Contextual immersion is the basis of immersive learning. Through technical means, a high-fidelity environment can 
be created in the classroom, and learners can feel the language and culture of the people of the target language country 
through vision, sound, and even touch. Spatially, it reproduces physical characteristics of the target culture.  

3.2 Cognitive Immersion: Deep Participation and Reconstruction Mechanism of Cross-Cultural Thinking  

Cognitive immersion is the core of immersive learning. It focuses on the internal psychological composition and 
meaning processing of learners in the virtual environment, and guides learners from passive learning to active psy-
chological simulation and cognitive reconstruction.  

Perceptually, learners feel subtle foreign cultural elements. Interpretively, it promotes cross-cultural reflection. At 
the application level, it cultivates strategic thinking and communication skills. Internally, it facilitates cross-cultural 
consciousness formation.  

The formation of cross-cultural consciousness. Through repeated practice and error correction in the virtual reality 
system, learners gradually transform external knowledge into an internal cognitive structure, all of which requires the 
support of reflective prompts, metacognitive guidance, and other systems. 
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3.3 Behavioral Immersion: The Physical Interaction and Skill Development of Communication Practice  

Behavioral immersion is the application layer of immersive learning, which emphasizes the physical interaction and 
communication applications of learners in the virtual environment. Through risk-free target language communication 
in a virtual environment and instant feedback and guidance given by the system, learners can achieve a transformation 
from “knowledge” to “do”, which is also the key to cultivating learners’ ability to apply strategies.  

At the language level, cognitive immersion provides a virtual communication environment. In terms of behavioral 
immersion, cognitive immersion focuses on cultural adaptive training of body language.  

On strategy application, cognitive immersion primarily trains learners ‘adaptive strategies. When confronted with 
conflicts created by the system, learners flexibly resolve them based on their acquired cross-cultural knowledge. The 
system then records the learners’ coping strategies, gives recommendations and feedback, and helps learners in for-
mulating appropriate counter-strategies. 

4. Implementation Mechanism and Operational Mode of Immersive Pathways 

4.1 How Tech Empowers Learning: From Tools to Immersive Environments 

In immersive learning setups, tech isn’t just a background tool—it becomes the environment itself, interacting directly 
with learners. Virtual simulation tech adapts in real time to the learner’s knowledge level and sticking points, creating 
responsive spaces that grow with the learner. 

Like spatial audio tech, which can nail the vibe of different cultures’ speech patterns—think the lilt of Italian, the 
precision of Japanese—so learners feel the linguistic atmosphere. All these tech pieces stitch together a 3D cultural 
space that’s way more than just visuals. 

Artificial intelligence is also a big player here. In these environments, it is like a smart matchmaker. The system 
can throw out practice tasks tailored to learners’ eccentricities (their personality, way of thinking, cultural skills), 
challenging enough to fascinate them, but enough to prevent them from being depressed.  

The power of science and technology is also reflected in how we track and process learning data. After processing 
all this multi-mode data, it will turn into the gold of cross-cultural research and teaching - allow me to learn more on 
the subject of how people communicate in different cultures and expand my knowledge of these obvious principles. 

The translation contains both short and powerful sentences and long and smooth ones; it uses phrases in the form 
of dialogue (for example, thinking and like), and also includes human-like movements (it becomes and it adapts), 
and maintains a consistent theme throughout. No repetitive robots and very natural - similar to what humans could 
write, not robots. 

4.2 Teaching Design Mechanism: From Content Transmission to Activity Guidance  

The change in the instructional design processes is the backbone of the immersive learning courses, which indicate 
the transition between teacher-based education approaches to those based on students’ activities in the schools. This 
is an evolutionary process that requires the most basic reorganization in various dimensions, such as curriculum 
content and instructional design. In terms of learning material creation, it is important to base designs on actual cross-
cultural situations, developing teaching tasks that exhibit clear goal-directedness and practical usability. 

Through the development of thorough, real-life, and complex cross-cultural situations, this strategy will guarantee 
the autonomy in learning of students, their practical results, and their immersion into the experience of immersive 
learning. 

Feedback mechanism must be immediate and constructive. The instant feedback includes voice reminders and text 
reminders, whereas process feedback, communication strategy recommendations, and summary feedback report are 
the core components. The feedback message must be precise and understandable so that it does not just point out 
which part of the process has a problem, but also offers an appropriate solution. Regarding the feedback approaches, 
it ought to be diversified, e.g., voice, video, and operation data. 

The procedural and comprehensive approach should be used in evaluation processes. Evaluation must not be con-
fined to the conventional knowledge assessment; it needs to incorporate a multi-dimensional assessment index system 
that will assess the cross-cultural communication ability of learners and overall evaluate their core qualities, including 
the level of cross-cultural awareness, ability to change emotions, and develop skills. To get to mutual verification, 
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integration of various data sources is necessary, such as systematic recording of learning data of learners, self-assess-
ment, and generalization of cross-cultural awareness and ability of learners, and teachers as educators evaluating the 
cross-cultural ability of students. The outcomes of evaluation should not simply be used to evaluate the performance 
of learners, but to create an underlying ground on which to improve teaching, thus establishing a virtuous cycle of 
the process of assessment-feedback-improvement. 

4.3 Mechanisms of Interactive Generation: From Human-Computer Interaction to Interpersonal Nego-
tiation 

The thing that really makes an immersive learning experience function is the interactive generation mechanism, which 
occurs in various dimensions and performs various roles. In contrast to working alone, the system creates virtual 
characters based on real personalities, which are influenced by different linguistic styles, behavioral patterns, and 
value systems. Not only do these characters not read scripts, but they also react to learners in accordance with cultural 
expectations, responding to the learner, whatever they say or do. Natural language processing and affective compu-
ting are doing most of the hard work behind the scenes and make it seem like the communication is real. The system 
is listening, responding in a linguistically consistent manner, and changing the response as the speaker communicates 
themselves. 

Learners can also take advantage of extensive records and analysis of their relationships with the system. This 
allows them to find the gaps in the communication and cultural misunderstandings that will not be noticed without 
this. Based on those records, the system generates comprehensive reports that encourage reflection and enhancement 
of communication strategies. The most surprising aspect is that the feedback does not involve language in its super-
ficial sense but goes beyond cultural thinking and social interaction. They might replay their own interactions, ob-
serve how they behaved in certain situations, and speculate on what worked and what did not. 

The immersive pathway has been used in numerous areas regarding human-computer interaction. On the one hand, 
learners interact with the virtual characters that make up the system. On the other hand, they also relate to each other 
through role play, which is a low-stakes format in which they can try out cross-cultural scenarios without a worry of 
real-life conflict or misinterpretation. Such an organization reproduces the complex mechanism of give-and-take, 
which is typical of interpersonal negotiation as well as actual cross-cultural situations, through role-playing, discus-
sion, and reflection. For instance, groups of students may be created to address an issue that exists between cultures, 
and they will have to deal with the problems caused by cultural differences and find a solution for how to come to an 
agreement and express culturally specific views in case of disagreement. 

In the self-directed mode, the system offers reflective tasks and assessment tools that enable the learners to assess 
their own intercultural skills. The reflective moments are not just about writing down what they have done, but rather, 
the reflective moments should encourage the learners to ask themselves why they decided to act in a certain manner 
and how they can do better the next time. Through this, they develop the intercultural consciousness and self-regula-
tion capacity. Under the guidance of systematic reflection models and concrete prompts, the system helps the student 
to exit the concrete experience to a more reflective and delicate perception of his/her own development. 

4.4 Collaborative Fusion Model of Three Mechanisms  

The three concepts of technology, pedagogy, and interaction do not stand alone but influence each other and are 
interrelated. 

Technology is a stage and an instrument through which pedagogical ideas and interactive experiences are realized, 
enabling the execution of intricate directions. As an example, virtual reality offers learners environments that are like 
those in the real world, artificial intelligence enables personalized learning, and big data is used to evaluate the ef-
fectiveness of learning within an immersive environment. By extension, pedagogy sets the rate at which interaction 
is done and the direction of interaction to ensure that the use of technology is determined by the objectives of instruc-
tion and the essence of teaching and learning, such that the educational content of the design is preserved. 

However, the teaching design must satisfy the teaching demands and be flexible enough to ensure the ability to 
adjust to the changes in the sphere of technology and practical experience so that it can achieve the implementation 
of an organic connection between teaching and technology. The interaction mechanism is the final stage of teaching 
and technology, as well as a major indicator of evaluating the effectiveness of the teaching. Through active interaction, 
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students can practice their cross-cultural communication abilities and learn knowledge-action integrity. 
On the one hand, interaction will directly affect the quality of teaching, so it is necessary to carefully design the 

content, form, and feedback mechanism of the interaction. On the other hand, the data generated during the interaction 
can provide teachers with resources and suggestions for improvement. In addition, it is necessary to have a perfect 
feedback and improvement mechanism, continuously summarize and improve the problems arising in simulation 
teaching, and timely introduce new technologies and teaching concepts to maintain the leadership of the system.  

The ecological dynamic balance of cross-cultural teaching benefits from the three mechanisms of collaborative 
integration. Based on the system, technology, teaching, and interaction 

The three elements promote and cooperate with each other to continuously provide technology for cross-cultural 
teaching, and give it vitality and significance. With the help of the “Technical Support-Learning Guidance-Interactive 
Generation” model, it provides reliable theoretical support for the immersive path of cross-cultural communication 
teaching. 

5. Theoretical Value and Practical Enlightenment  

This study builds and analyzes the three-dimensional construction of the immersive path of cross-cultural communi-
cation learning and its implementation mechanism and operation mode, and provides learners with a theoretical 
framework for the practical operation of cross-cultural communication with the help of situation creation, cognitive 
participation, and practical application.  

In the context of the current digital transformation of teaching, it has solved the proposition of the era of integrating 
emerging technologies into education and teaching, providing a new idea for a deep understanding of the relationship 
between teaching and technology. At the practical level, this research provides a feasible path for the digital trans-
formation of foreign language teachers in colleges and universities. First of all, cross-cultural teaching under the 
three-dimensional framework provides a comprehensive plan for college teachers in terms of situation creation, teach-
ing design, and behavioral training. Secondly, the mechanism model provides design principles for cross-cultural 
teaching and even other teaching, indicating that technology should serve teaching work, rather than pursuing its 
novelty.  

In addition, this study provides an evaluation basis for cross-cultural teaching and establishes a multi-dimensional 
evaluation framework, which is fundamentally conducive to the comprehensive evaluation of students’ cross-cultural 
communication awareness and communication ability, all of which are of great benefit to improving students’ cross-
cultural communication ability and the quality of talent training.  
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