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ABSTRACT: The paper explores the role of digital ecosystems in the dissemi-

nation of cultural knowledge and architecture education within a rapidly evolving 

media landscape. While traditional methods emphasize school as the primary learn-

ing environment, the research examines how digital media have become essential 

spaces for knowledge transfer, especially in the field of architecture. By surveying 

architecture students, the research evaluates their engagement with digital and tra-

ditional media, uncovering a paradox: while students rely heavily on the former, 

they still regard traditional sources as more trustworthy. This shift highlights the 

necessity of integrating critical pedagogies into digital environments, enabling stu-

dents to actively participate in their learning processes. To remain relevant, educa-

tion must bridge the gap between traditional and digital approaches. The research 

culminates in the proposal of LIA, an innovative platform for architecture education 

that leverages these insights to offer interactive and engaging learning experiences. 
 

1. LEARNING OUTSIDE THE SCHOOL 

This paper builds on the doctoral research titled 

For a school Beyond the school: Phenomena, 

Tools, and Perspectives of Extra-Academic 

Transmissibility, which I defended in May 

2024. The study examines the boundaries and 

mechanisms of contemporary knowledge 

transfer, focusing on the role of digital 

ecosystems in cultural dissemination and 

architectural education.  

 

In an age where digital tools produce and spread 

information at an unprecedented speed and 

scale, it is crucial to question which 

environments and mechanisms are most 

effective in shaping learning, particularly for 

younger generations. If you were to ask an 

educator, “Where do we learn?” they might 

confidently respond, “At school!” But is that 

truly the case? Is our learning limited to schools 

alone? 

 

A closer examination of 20th-century 

architectural history reveals two key 

dimensions of learning – and, consequently, 

teaching. The first is school, while the second is 

an undefined space encompassing various 

knowledge-sharing initiatives organized in 

places and through media not formally tied to it. 

This includes journals, mainstream media, 

editorial series, television, radio broadcasts, and 

similar channels. Between the post-war period 

and the 1990s, these tools played a crucial role 

in constructing and disseminating architectural 

culture, making it accessible to audiences that 

were previously excluded. 

This “inside-beyond school” dialectic of 

learning relies on the relationship between 

teacher and learner. At best, when this exchange 

becomes horizontal, a bond of mutual trust is 

established between the student and the teacher.  

A chemistry between individuals that makes 

knowledge capable of awakening the students’ 

desire through a process of seduction, leading 

the learner toward a greater awareness of the 

importance of what they are learning.  

Conversely, this external realm often provides 

an unmediated relationship between the 

individual and sources of knowledge, resulting 

in a largely autonomous experience. For 

instance, readers of a specialized journal cannot 

directly interact with the author of an article, nor 

can listeners respond to a presenter on a radio 

program. 

This was largely the case until the late 20th 

century, when the digital revolution creating 

new media alongside traditional ones sparked 

an anthropological shift in how people engage 

with knowledge. 
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2. NEW MEDIA AS EDUTAINMENT 

TOOLS  

To understand the differences between 

traditional and new media, it’s important to 

introduce key concepts from media sociology. 

These two categories vary significantly in how 

individuals interact with information. In 

traditional media, individuals are passive 

participants in the communication process, 

consuming content in a largely hierarchical 

manner. In contrast, new media empower 

individuals to become active participants 

through features such as multimedia, 

interactivity, hypertextuality, accessibility, and 

intermediality. Users engage dynamically in the 

creation and dissemination of information. 

Traditional media include print, television, 

radio, and podcasts, whereas new media consist 

of social platforms, online blogs, and digital 

ecosystems.  

 

If, as Marshall McLuhan famously stated, “the 

medium is the message” [6], then the media 

shape the content, which in turn influences how 

knowledge and information are acquired. This 

creates a continuous flow leading to what has 

been described as a true anthropological 

mutation [11] resulting from an increasingly 

complex and layered media environment. New 

media’s ability to empower – or at least create 

the perception of empowerment among users –

has sparked competition between traditional 

educational institutions and alternative 

platforms. The traditional school, which once 

excelled at enticing students, has become 

somewhat diminished due to excessive 

bureaucratization, while digital ecosystems 

provide innovative forms of edutainment. These 

ecosystems serve as catalysts for what Olimpius 

Istrate describes as a “pedagogy of 

discoveries”, a compelling process that 

highlights the relevance and meaning of 

knowledge [2]. This approach encourages 

students to immerse themselves in learning, 

passionately exploring knowledge, methods, 

and values. 

 

3. A SURVEY ON DISSEMINATION OF 

ARCHITECTURAL KNOWLEDGE 

Based on these considerations, we developed a 

survey to assess the impact of digital 

ecosystems on learning and media in 

architecture. The survey was conducted with 

architecture students from their first to fifth 

year, who are both the main recipients of 

knowledge and a generation highly engaged 

with digital tools. Namely, today’s students 

embody the demand for cultural content that 

needs to be met.  

 

The survey included four thematic categories of 

questions: Tools, Places, Awareness, and 

Perspectives. The first three aimed to outline a 

phenomenology of contemporary knowledge 

transfer, while the fourth focused on identifying 

perspectives and suggestions for future projects. 

3.1 SOME NOTABLE RESULTS 

As expected, all four sections of the survey 

highlighted the dominant use of digital 

environments. Regarding tools, students 

reported that new media – websites, online 

platforms, social media, and search engines – 

constitute their primary source of information. 

In contrast, traditional media, including books 

and print journals, were consulted less 

frequently. This pattern reveals a striking 

paradox: while digital resources are the most 

commonly used, traditional sources are 

perceived as the most reliable. Thus, students 

acknowledge that they rely on tools they 

consider to be less trustworthy. Although the 

gap between the use of digital and print 

resources was anticipated, this paradox raises 

critical questions for the academic community, 

which this paper aims to address in its 

conclusions. 

 

A similar trend appeared when students were 

asked about the places they use for knowledge 

transfer. The survey included the Internet 

alongside traditional options like schools, 

libraries, archives, and museums. While this 

may seem unusual, it highlights the core of this 

research and supports its premise. Indeed, the 

vast majority of students primarily rely on both 

school and the Internet, reinforcing the “inside-

beyond school” dichotomy in educational 

experiences, which has increasingly evolved 

into a School-Internet dynamic in contemporary 

society. 

Students acknowledged the benefits of online 

research, including multimedia content, 
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hypertextuality, and access to an almost 

limitless (and free) database. However, 

concerns about the reliability of online sources 

also emerged, emphasizing the need for cultural 

institutions to ensure quality.  

While the first three sections identified trends 

and usage patterns, the fourth provided insights 

into the characteristics and types of materials 

considered particularly valuable by potential 

users. Here, the findings were equally 

revealing. Students expressed a strong interest 

in diverse and accessible digital architectural 

content. They particularly valued virtual 

exhibitions that employ immersive 

technologies, video lectures, thematic 

itineraries, and unique materials such as 

drawings and photographs, reflecting a 

preference for visual and interactive resources. 

Figure 1: The knowledge transfer constellation. The diagram analyses survey results on knowledge tools and 

places, displaying simultaneously indices of frequency, engagement, and reliability 
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Concurrently, students prioritized features such 

as free accessibility, customization, and 

interactivity, highlighting a demand for flexible 

and engaging learning pathways. Overall, these 

results demonstrate widespread interest in 

digital resources, along with a clear 

understanding and preference for their 

underlying processes. 

This brief commentary on the survey 

underscores two key points. Firstly, there is a 

growing disconnection between traditional 

educational methods and the preferences of 

digital natives. Secondly, discussing 

pedagogical innovation today necessitates 

addressing digital pedagogy. However, this is 

not merely just about utilizing digital 

technologies for teaching; it is essential to 

approach these tools from a critical pedagogical 

perspective involving a careful assessment of 

digitalities potential and limitations, while 

tailoring its application to serve the 

fundamental objectives of education [2]. As 

Edgard Morin noted: “Mass culture must be 

followed in its perpetual motion from technique 

to the spirit, and from the spirit to technique, 

like a small vessel floating throughout the entire 

social process. At the same time, however, it 

must be conceived as a keystone of that 

complex of culture, civilization, and history that 

we call the 20th century” [TBA, 7]. 

Although Morin’s cultural framework differs 

significantly from today’s, it remains crucial to 

adopt a similarly critical stance towards modern 

digital media culture. This involves engaging 

not only with the tools but also with the 

behavioral phenomena they generate.  

4. SOME PERSPECTIVES FOR 

EXPERIMENTAL TOOLS 

The results of the survey highlighted a crucial 

aspect: examining the dynamics of knowledge 

transfer requires addressing the relationship 

between traditional and digital methods of 

learning. Based on this premise, it was essential 

to derive a catalog of preferences, perceptions, 

and perspectives from the survey results, 

aiming to guide future projects. These 

initiatives should critically incorporate a range 

of fundamental actions. By defining these 

actions, the research aims to summarize and 

enhance the potential of proven tools, while 

simultaneously addressing trends that promote 

problematic or biased phenomena. These 

guidelines, operating along the dual axis of 

potentialities and criticalities, reveal six key 

features that will be explored in detail below: 

mediation and reliability, cooperation, 

multimedia, interactivity, open accessibility, 

and personalization. These characteristics 

provide insights into both the construction of 

content and the dynamics of its dissemination.  

 

Mediation and Reliability: A process managed 

by experts to ensure verified, high-quality 

content that promotes conscious learning and 

intellectual autonomy through innovative 

language and continuously updated resources. 

Cooperation: Building networks and online 

communities that foster social learning, 

stimulate user interaction, and strengthen 

collaborations among cultural initiatives to 

develop broader and more specialized 

resources. 

 

Multimedia: The integration of text, video, and 

images to create immersive experiences that 

enrich the understanding of architectural works, 

making learning engaging and stimulating. 

 

Interactivity: Allowing users to actively 

navigate content, transforming learning into a 

participatory and engaging process where each 

individual plays an active role in constructing 

their knowledge. 

 

Open accessibility: The practice of making 

educational and academic materials freely 

available online, promoting equitable and 

inclusive access to knowledge while breaking 

down economic, geographical, and digital 

barriers. 

 

Personalization: Providing the ability to shape 

individual learning pathways through playlists, 

saved content, and thematic choices, offering a 

tailored experience to meet each user’s needs. 

 

These characteristics are applicable to various 

tools and media. They identify a range of 

actions that can drive the development of 

diverse initiatives, such as multimedia 

platforms, social media, online journals, or 

other projects. While these guidelines do not 

encompass the vast array of features that a 

medium may possess – given the depth of 

experience and knowledge in the field of 

digitalities – they represent those deemed 

indispensable for creating effective and 

innovative tools. These principles were 

fundamental in shaping a specific project, 

which will be presented in the following 

chapter. 
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5. A PROTOTYPE: LIA, ITALIAN 

LESSONS IN ARCHITECTURE 

From the outset, it was essential to avoid purely 

theoretical research. Instead, the objective was 

to propose a concrete experimentation of the 

reflections that had emerged by designing a tool 

capable of harnessing the potential of digital 

environments to offer innovative and 

pedagogically sound pathways. This approach 

led to the development of LIA – Italian Lessons 

in Architecture, an international multimedia 

platform dedicated to design culture. While the 

title may suggests entirely Italian content, the 

project aims to explore the relationship between 

Italian culture and international architecture, 

fostering a mutually enriching dialogue. This is 

why the platform will be fully translated into 

multiple languages through controlled artificial 

intelligence software.  

 
Figure 2: Homepage 

LIA serves as an innovative tool for promoting 

knowledge related to architecture, cities, 

design, and the arts, utilizing experimental 

digital languages. It targets a diverse audience, 

including students, public administrations, 

professional associations, foundations, 

archives, and cultural institutions. The platform 

combines various types of materials – some 

newly produced and others sourced from 

architectural and artistic archives. It is 

structured into five sections: Lessons in 

Architecture, Online Exhibitions, Itineraries, 

Disputatio, and Open school. The choice of 

these sections not only reflects the preferences 

expressed in surveys but also aligns with the 

underlying pedagogical emphasis of the 

platform.  

 

Lessons in Architecture 

This section functions as a streaming platform, 

featuring a curated selection of lectures by 

masters of architecture, along with video 

interviews, conference recordings, and seminar 

footage. The challenge was to design a space 

that blends archival content with new 

productions, sparking curiosity and 

encouraging users to explore video after video.  

 

 
Figure 3 Lessons: index of uploaded videos 

 
Figure 4: Lesson example displaying a video and a 

brief synopsis 

Figure 5: Online Exhibition example: interactive interface to access the individual rooms of the exhibition 
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Videos are intentionally short, lasting 5 to 10 

minutes, aligning with typical online attention 

spans. This format enables users to watch 

multiple videos in succession, navigating 

dynamically through an index of content or 

filtering them by author or theme. From a 

pedagogical perspective, this approach is 

crucial: it provides users to categorize and 

organize materials based on their interests, 

enhancing the platform’s value for research. 

  

Online Exhibitions 

Rethinking how to experience online 

exhibitions was particularly challenging. From 

the beginning, the goal was to create an 

interactive and multi-layered experience, 

enabling users to navigate content based on 

their preferences and interests. Each exhibition 

consists of several “rooms” mirroring the 

structure of a physical exhibition, through 

which users can access individual pieces of 

content. These contents are arranged in a 

Warburg-style palimpsest, presenting a 

sequence of images that offers an overarching 

view, akin to a display panel. Users can click on 

each image to access further information. This 

system seeks to provide immersion, not through 

3D simulation but a particular interactivity that 

grants users complete freedom while keeping 

the centrality of the artworks.  

 

Itineraries 

In Unguided Tour (1983), director Susan 

Sontag has the narrator recite, “Every tourist 

city is different from the others […] because 

there is an imaginary realm of which this city is 

Figure 6: Itinerary example: the map outlines the route, with details of each stage enhanced by images and text. 

Image reference: The portal of the building, 1911-1913.  © The New York Public Library 

 

https://it.wikipedia.org/wiki/%C2%A9
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the capital”. LIA’s itineraries aim to unveil this 

“imaginary realm” while emphasizing the 

importance of fostering a physical connection 

with architecture, even in a digital context. 

Many existing online itineraries focus 

exclusively on architectural information. In 

contrast, LIA adopts a pedagogical approach 

derived from the Grand Tour, encouraging an 

interdisciplinary understanding of architecture 

as an exercise intersecting with the arts, cinema, 

photography, and literature. Each itinerary 

includes an interactive map designed to provide 

both an in-depth and an exploratory on-site 

experience. The first is achieved through texts 

and images associated with each stop, while the 

second is facilitated by automatic links to 

mapping apps on users’ smartphones, enabling 

navigation within the selected city. 

 

Disputatio 

The Disputatio format draws inspiration from 

the medieval tradition, where two students 

debated a set topic under the guidance of a 

teacher who determined the winner. In this 

project, the format is reimagined as a live 

double interview addressing contemporary 

issues. Two participants with opposing 

viewpoints engage in a structured debate on a 

predefined topic. The screen is split into two 

sections, with a voiceover introducing the 

subject, managing time, and framing the 

discussion while displaying images. Each 

participant is allocated about one minute per 

response, ensuring the debate stays focused and 

succinct. 

 

Open school 

As its title suggests, this section aims to extend 

education beyond traditional boundaries by 

establishing an observatory on architectural 

pedagogy. The platform will annually select 

and publishes the most significant outputs from 

international design studio, reflecting trends in 

architectural education while providing reliable 

resources for students seeking inspiration. 

 
* As of December 2024, the platform is still under 

development. The images presented are not final but 

represent the project’s progress. In some cases, 

materials from past activities were used to test the 

platform’s functionality 

6. CONCLUSION 

The project seeks to counter the proliferation of 

low-quality digital initiatives that attract large 

audiences through superficial yet appealing 

formats. LIA adopts a distinct approach, 

focusing on the organization and creation of 

research-based materials, which are shared 

using engaging and refined digital languages.  

In its initial phase, the project aims to expand 

architectural education beyond traditional 

boundaries, fostering connections with the 

external world. The following step is to build an 

international network, establishing LIA as a 

platform for courses, summer schools, content 

calls, and interdisciplinary collaborations. 

These initiatives will bring together faculty and 

students to address critical themes, such as the 

integration of digital tools into education, 

particularly in an era increasingly shaped by 

generative artificial intelligence. The priority 

today is to equip students with the ability to 

Figure 7: Open school example: each project includes an introductory text and an image carousel within a pre-

defined template 
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produce, understand, evaluate, select, preserve, 

and disseminate structured and complex content 

– primarily within the new digital ecosystem. 

This focus is on the complexities of the future 

rather than merely those inherited from the past 

[TBA, 9]. 

 

The challenge does not lie just in organizing 

knowledge, but in actively constructing and 

sharing it.  
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