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Abstract  

 

Nowadays more and more we feel the impact of Information and 

Communication Technology in all life areas of a society, in developed countries 

but also and in developing ones. Gradually is being created information society that 

determined by the degree of development of the country in the respective field and 

inextricably related to the digital divide. There’s a light shining brightly on 

technology right now. This is a very exciting time to be alive and to be involved in 

technology and also education. During these year are growing generations where a 

strong impact have new technologies, but it also already observed in other 

generations. Born also another culture, digital culture that has become part of the 

general culture. These concepts shape the basis of treatment of the paper for the 

presenting, authors together with their vision and generalize from contemporary 

literature that emphazise the role of digital culture and education. 
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1. Introduction  

 

       According to Wikipedia the term “Digital Culture” stands for the 

contemporary phase of communication technologies, one that follows 19th century 

print culture and 20th century electronic broadcast culture, and that is deeply 

amplified and accelerated by the popularity of networked computers, personalized 

technologies and digital images. The emergence of digital culture is usually 

associated with a set of practices based on the ever more intensive use of 

communication technologies. These uses imply more participatory behaviors on the 

user side, an ever more visually riched environment and connection features that 

excel personal dimensions. Digital culture stands first of all for the changes brought 

about by the emergence of digital, networked and personalized media in our society 

and the passing from communication phases centered on print and broadcast media, 

to more personalized and networked media, that use digital compressing and 

processing capacities at their core. The consequences of such processes in societal 

terms and the means, via which media technologies transform our modes of 

interaction and representation, broadly constitute what is called “digital culture”. 

Also similiar terms are often used instead of digital culture as cyber culture, 

computer culture or internet culture. 

     This pervasion of digital technology through our lives is part of a broader set of 

phenomena. The last 30 years have seen both the rise of globalization and the 

domination of free market capitalism, the     increasing ubiquity of information and 

communications technologies, and the burgeoning power and influence of techno-

science. Digital technology is an important and constitutive part of these 

developments, and has, to some extent, determined their form. Gilles Deleuze 

emphasizes that, ‘the machine is always social before it is technical. There is 

always a social machine which selects or assigns the technical elements 

used.’3Digital refers not just to the effects and possibilities of a particular 

technology. It defines and encompasses the ways of thinking and doing that are 

embodied within that technology, and which make its development possible. These 

include abstraction, codification, self-regulation, virtualization and programming. 

These qualities are concomitant with writing and, indeed, with language more 

generally, and, inasmuch as language, written or spoken, is digital in that it deals 

with discrete elements, then almost all human culture may be said to be digital. 

(Cited in Gere,Ch 2002) 

According to David Silver ( Silver, D 2000), four dominant areas of focus have 

emerged. Taken together, these areas serve as the foundation for critical 

cyberculture studies: 

 Critical cyberculture studies explores the social, cultural, and economic 

interactions which take place online; 
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 Critical cyberculture studies unfolds and examines the stories we tell about 

such interactions; 

 Critical cyberculture studies analyzes a range of social, cultural, political, 

and economic considerations which encourage, make possible, and/or 

thwart individual and group access to such interactions; 

 Critical cyberculture assesses the deliberate, accidental, and alternative 

technological decision- and design-processes which, when implemented, 

form the interface between the network and its users. 

 

2. Technology and Education 

 

At school students have central position, stimulated and encouraged in their 

conscious participation in the various learning experiences in both individual and 

collaborative forms, where the attitude of active research in the acquisition of 

knowledge, promotes the need to find personal interpretation to common group 

learning. The aim of global growth projects (cognitive, affective, social, etc.) is 

having free and responsible persons, capable of processing a subjective identity and 

participating in a critical and active life in society; in learning situations subjects 

are different genders, ages, rhythms and types of development, social classes, 

religions, cultures, countries of origin and experience of social life where such 

differences, becoming a resource  that offers a significant contribution to the 

growth of the whole the educational community. In the field of education, advances 

in technology offer many benefits. Schools and individual teachers find it easier to 

communicate with parents and the community. Technology makes grading easier, 

lesson planning easier, provides access to additional information and resources, 

saves time, and helps the learner expand his or her learning opportunity beyond the 

classroom walls (Technology in Education Consortium, 2014; Nye & McConrville, 

2007). 

In such a learning community, teachers and students in the role of diversity, 

skills and participatory methods, collaborate on the construction and reconstruction 

of knowledge as well as the exploitation of the sense of life experiences. The 

interaction that the teacher assumes is the function of priority organizer of 

educational environments with an appropriate learning and a conscious 

participation. The teacher is a director involved in motivating the potential of each 

student in the process of acquisition of skills and competencies. Motivation to 

learn, after all, is not homogeneous or un modifiable in the same person, since the 

individual is the result of individual factors, social and cultural rights, will be more 

influenced by the same learning itself, but more balanced and stronger will be the 

practice of the process itself activated. 
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Innovate means not filing the application for equipment to be put at the 

service of the things that you already do to keep them in the same way, since 

innovation is not the service that technology makes to insiders but the service itself, 

that is, head of who is providing it; it follows that attention should be paid to 

training for those who, in purely educational field, are likely to become "obsolete" 

in spite of the qualifications possessed. The new generations have an underlying 

need: to be educated to the management and search of knowledge, understood as 

communication with the new media, in order to gain the knowledge that citizens 

can know how to consume the use of the media themselves; thus reinterpreted, the 

reality technology to be used directly as a real asset in the process of traditional 

teaching, creating not only innovative models but those models based on 

collaborative and bidirectional communication processes, as well as outlined in 

recent years. If innovation initiated the transition from the "information society", 

understood as mass information with the distribution of default data and 

standardized to a "knowledge society", understood as cognitive participation of 

every individual to the wealth of knowledge through the skills possessed, Media 

Education focuses on the way in which the subject form his personality in a 

"media" society, questioning the way to safeguard the development of the 

individual, protecting its autonomy and creative freedom, focusing on ways 

fruition, interaction and importance of the understanding of "what and how" they 

can change attitudes and behavior in the new generations. 

 

3. The possible learning with the network  
 

 More and more we speak now of the network society, knowledge and 

learning. In fact, the networks have come into our lives, permeating our daily 

relations with their presence. New integrations have risen between men and 

networks capable to create the evolution, to change the forms of our knowledge 

into new learning contexts. In this landscape, the society becomes the context of a 

central research for a significant learning, through new forms of sharing and 

distribution, leaving apart the traditional limits of space and time. New references 

for learning through the international reflection and expressions such as lifelong 

learning and distance learning where, the expression "You never stop learning" 

adequately expresses a profound truth: whether it could change form and content, 

to adapt to new learning demands and needs of the adult life, but the need and 

willingness to learn does not end over the time. Waits and Lewis (2003) provide an 

alternative view, as they consider distance education to be an entity distinct from 

distance learning. They suggest that distance education is “education or training 

courses delivered to remote (off-campus) sites via audio, video (live or 

prerecorded), or computer technologies, including both synchronous (i.e., 

simultaneous) and asynchronous (i.e., not simultaneous) instruction”). Keegan 

(1996) also views distance education as being institution-focused educational 
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experiences that are provided to students at sites separated from the instructors. The 

pivotal elements of these definitions include the belief that the institution dictates 

the  content, context, and time of the learning opportunity with the student adhering 

to the learning opportunity restrictions driven by the institutional focus. 

 It is on these ideas that we have developed and tried to focus on the 

dynamics of e-learning promoted and enhanced by resorting to the use of 

increasingly sophisticated technologies, such as forms of optimal learning thanks to 

which, today, each of us can keep alive their education throughout their lives. In 

their lives outside the confines of the school environment, young students are 

immersed in a wide range of digital interactions. When they enter the world of 

school, students often find themselves in an environment that largely discourages, 

if not prohibits, the use of the same digital technologies that engage them as 

learners outside of school.Worldwide the interest of trainers and teachers is focused 

on the Internet, which is proved to be an environment where it is possible to teach 

and learn in new, wider and flexible ways, with positive implications on the 

organizational and economic area. The information found by this form of learning 

is supported by new technologies and highlights the importance played from e-

learning in the world of education at any level or age. The environments nowadays 

can make use of two powerful extraordinary challenges with the intent of a major 

innovation in their professional training: 1. the strategic need associated with the 

technological opportunity that is the strategic need of enhancement of the most 

important competitive factor and 2. human capital and its constant development in 

a turbulent mutational environment and the opportunity offered by the technologies 

of network communication. 

Regarding the first aspect, the need to have, to attract and use the best 

human resources, as a quality factor in their different performance and therefore to 

achieve lasting competitive advantages, leads to the need of developing methods 

and systems of continuous training and Tapping the potential of the people 

employed. Integrated energy and resources, are in the best position to 

communicate, and to reset the times related to the limits of space and time where 

dynamic was established and  articulated in being able to make out the best 

collective potential. This is one of the areas for reflection that permeates our 

current society. 

The recent crucial turning point starts with the transition to online education 

since the advent of the Internet has increased to a new philosophy of education, 

based more on the reuse and sharing of knowledge already possessed by the 

participants rather than the transmission between teacher and learner. Ramig (2009) 

expanded on the use of blogs for educational purposes, claiming that social 

networking sites, such as Twitter, Facebook, and MySpace, also established a  

presence in class and in the lives of students of all ages. This form of social media 

can also cultivate communication by extending classroom discussions outside of 

class time and allowing students to have control over their learning environment 
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(Ramig, 2009).. Ramig (2009) recommended that teachers not only become 

familiar with the online tools to incorporate proper safety measures in class, but 

also advised teachers to make extra efforts to use these tools as part of the 

educational process. 

The starting point of this reflection can be doubtful related to the current 

problem of distance learning and in particular of online education: what is the 

relationship between quality and interactivity? From the point of view of those who 

design an online course content and interactivity can be integrated, and the 

financial implications, methodological and didactic choice (about the weight to be 

attributed more to one or other possibilities) are very high. The online courses are 

differentiated between web-based courses (based on materials) and based systems 

Computer Conferencing courses (based more on the interaction between people), 

while  the course-interactivity formed at a distance can be three types: with the 

teachers, with the materials and among the students. 

When designing a course, it is very important to consider what and how the 

students interact, because if the interaction between the participants has a relevant 

cost, it is quite true, that interactivity is more difficult without providing an initial 

meeting clarifying on costs, particularly if participants come from distant locations. 

From the methodological point of view the mixed strategy is preferable, through a 

meeting of all course participants, especially when it comes to planning activities, 

establishing roles or subdivisions of tasks, even if it is not always feasible, and 

requires a level of expenditure proportional because of the distance. 

 

4. Proofreading for a pedagogical assumptions via the cyber culture  

 

     According to a starting point of Kantian philosophy, the man reaches humanity 

only through education, where the task of the educator should be to find out what 

the interest of a child is and help him fulfil it, but the teachers are not always 

available to sacrifice their role, down among the students, to find new ideas and 

solutions . Effective communication is the essential element to successful online 

experiences (Cavanaugh & Hargis, 2010; Duncan & Barnett, 2009; Garrison & 

Vaughan, 2008; Yang et al., 2010). The online environment offers unique 

opportunities for rich dialogue and interaction as well as the possibility of 

promoting cognitive engagement with deep educational meaning (Garrison & 

ClevelandInnes, 2005). 

    The real difficulty is something else, failing to put students in touch with the 

object of study, thus allowing them to make "experience", difficulty that resulted in 

the reorganization of school learning "symbolic -reconstructive" based on language 

and written text. Could the use of the media and, above all, the introduction of new 

media, enable the school to regain control of the experiential method to activate the 

process of teaching and learning aims? And yet, the technology can effectively 
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penetrate in everyday teaching to the solution of various problematic?  

Constructivist theory suggests that effective online learning is active, not passive; 

allows learners a level of control over learning experiences; encourages 

collaboration and cooperation among learners; and promotes interaction and social 

presence. While there is no single educational theory specific to online learning, the 

framework for a model has been developed from these cognitive and constructivist 

theories: the Community of Inquiry (CoI) Model (Garrison, Anderson, & Archer, 

2000). A community of inquiry is a group of students and at least one instructor 

who engage in discussions focused on constructing knowledge or solving a 

problem (Garrison et al., 2000). The CoI model assumes that the best learning 

experience is ―a collaborative communication process for the purpose of 

constructing meaningful and worthwhile knowledge‖ (Garrison et al., 2000, p. 92). 

If assuming "media pedagogy" means, according to some design methods 

and interpretation, to study the field of the relationship between educator, 

educating, tools and media languages, thus the field in which converge all areas 

related to educational issues and use of the media in educational situations then, to 

fully understand this operating territory, is necessary to identify the strategic focus 

on the combination of "media and education". The key distinction in this type of 

education is that it is institution-focused, faculty-centered, and delivered primarily 

through electronic media to remote or distant sites (Gibbs, 2000).  It is normal to 

think that talking about technologies applied to teaching, for conveying a simpler 

and conscious knowledge , is something innovative and unprecedented but it is not: 

the close relations that interconnect between these two sectors stem from the simple 

fact that the educational act is in itself a relational and communicative ergo "act", 

any innovation in the field of communication allows a positive impact not only in 

the sphere of education, but also on how to exercise the same methodology and 

didactics. 

New criteria should be established to be able to make choices about which 

role and for which purposes digital culture can be used with a priority school 

context. The reading of the " medium", considered as construction, put on stage and 

represented from the reality, where the perceptual experience is determined and 

conditioned mainly by the relationship of analogy of the image has with what is 

still more effective "since writing moving", will pretend accuracy and objectivity: 

the media is not the reality, but the mere representation of moving it. In digital-age 

learning cultures, modern technology allows learning to be portable, constant, and 

interactive. It provides learners with an expanded audience who can provide global 

perspectives (McKnight, 2014). As digital-age learning is ever evolving, the 

educators’ interconnectivity with it becomes increasingly more important, at least 

according to the article, Learning and Leading with Technology (McKnight, 2014). 

From this reading it is clear the role of the teacher in leading the students to mature 

critical awareness of choices and strategies that regulate and underlie 

communication, which is the source of man's look on man in its modernity. 
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Moreover, it is clear how technology provides an opportunity enabling schools to 

reconfigure forms distributed differently for an additional didactic "differentially 

effective" for the construction of integrated self-learning environments able to 

expand on the basis of experience that the students perform. 
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Sažetak 

 

 

O DIGITALNOJ KULTURI I OBRAZOVANJU 
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Sve se više i više osjeća utjecaj informacijsko-komunikacijskih tehnologija 

u svim područjima života društva, u razvijenim društvima, ali i u zemljama u 

razvoju. Postupno se stvara informacijsko društvo koje je definirano stupnjem 

razvijenosti zemalja u određenome području. Svijetla je budućnost u području 

tehnologije. Ovo je zanimljivo vrijeme za život i uključenost u tehnologiju, i 

obrazovanje također. Tijekom ovih godina raste broj generacija na koje bitno utječu 

tehnologije, ali je utjecaj također prisutan i u drugim generacijama. Rođena je 

nova, digitalna kultura koja je postala dio opće culture. Ovakav koncept oblikuje 

ovaj članak, zajedno s vizijom autora i suvremenom litearturom koja naglašava 

ulogu digitalne culture i obrazovanja. 

 

Ključne riječi: informacije, društvo, ICT, kultura, digitalna kultura, obrazovanje 

 

 

 


