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Abstract 

College students use computers for many reasons. Computer experience by college students has 
been studied by several researchers. This is a report of an exploratory study of students using the 
computer laboratory of an urban university. The study shows that students use computers more for 
personal reasons than school works. The results shall help college administrators in deploying re-
sources where it will be more useful for college students. 
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1. INTRODUCTION 

Technology can have a powerful impact on 
students, helping them to organize thoughts 

and display information.  Since the world today 
relies on computer use and support, it is vital 
to be computer literate. College students use 
computers for many different reasons.  Most 
usage for students ranges from internet re-
search, music, shopping, keeping in touch with 

old friends, and other recreational uses. Al-
though individual computers are relatively in-
expensive and the computer hardware and 
software market is very competitive, it is still 
costly to purchase the system software to run 
them. Technology changes rapidly.  Today, 

computers are a fact of life, a common thread 

that ties together our education, work, and 
home life. The influence of computers is uni-
versal. Computers are used in applications 
ranging from running a farm, writing a term 
paper, diagnosing a disease, creating certifica-
tions and important documents, to construct-
ing and launching a space vehicle.  

The computer experience of college students 
from Morgan State University ranging from all 
majors, classes, and genders was investigated. 

Morgan State University is designated the ur-

ban university of state of Maryland. Over 90% 
of the students are African-American students 

who attended inner urban schools before com-
ing to the university. The purpose of this study 
is to examine the use of computers by stu-
dents in a culturally unique environment. The 
following research questions are answered: 

 How many years of computer experience 

do the students have? 

 What percentages of computer usages are 
for school works and what percentages are 
for personal activities? 

 What percentage of students times are 

used on computers at home and at school? 

 For what activities do students use com-

puters on the Internet? 

 How prepared are the students in terms of 
the number of computer courses taken? 

 How involved are the students on 
computer related matters 
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 What are the experiences in terms of 
knowledge of computer application 
software used by the students? 

2. LITERATURE REVIEW 

According to the Theory of Reasoned Action, 
an individual’s behavior can be determined by 
intentions (Fishbein & Ajzen, 1975).  An indi-
vidual’s attitude toward the computer has a 
great impact on their intentions to use or not 
to use the computer. That is why researchers 
propose numerous methods of measuring 

computer attitudes (Shaft et al., 2004).  In its 
application, the theory shows that computer 
experience is the value account that creates 

attitudes. As a result positive experiences 
should create positive attitudes (Betsch et al., 
2001). Another theory that applies to computer 

use is the Conditioning Theory. This theory 
postulates that attitudes toward the computer 
are formed through repeated interactions with 
the computer as well as the thoughts or feel-
ings associated with the computer (Olson & 
Fazio, 2001).   

The theory of planned behavior predicts human 

behavior based on relationships among atti-
tudes, norms, beliefs, behavioral intentions 
and behavior relating to the use of the com-
puter, in this case. A person’s attitude towards 

a behavior, coupled with prevailing subjective 
norms, and with perceptions of the factors that 
control the behavior, combined to influence an 

individual's intention to perform a given beha-
vior (Ajzen, 1991). Applying this in the context 
of adopting computer and the intention to use 
the computer, the planned behavior tends to 
influence an individual's subsequent computer 
usage. Moreover, perceived behavioral control 

also directly influences the intention to use 
computer, as well as ultimate computer usage. 

Theoretically, an individual’s computer expe-
rience can be defined as the combination of 
Objective Computer Experience which is quan-
titative, and Subjective Computer Experience 

which is qualitative. Objective Computer Expe-

rience is the ―totality of externally observable, 
direct and/or indirect human-computer interac-
tion which transpires across time.‖, while Sub-
jective Computer Experience is ―a private psy-
chological state, reflecting the thoughts and 
feelings a person ascribes to some previous or 
existing computing event.‖ (Smith et al. 1999).  

Smith et al (2004) later defined the Subjective 
Computer Experience as ―a private psychologi-
cal state, reflecting the thoughts and feelings a 
person ascribes to some previous or existing 

computing event‖. However, Subjective Com-
puter Experience can be considered to be the 
amount of time an individual uses computers. 
(Prince, 2008).   

 Direct interactions are measured by opportu-
nity to use computers, diversity of experiences, 
and amount of computer use, while indirect 
interactions are measured by the potential 
sources of information regarding the computer 
and relevant computing technologies (Jones 
and Clarke, 1995).  Direct experiences are 

considered across diverse settings (e.g., home, 
school, work) to capture the user’s interactions 
when computer use is mandated by the job or 

personal and voluntary (Smith et al., 1999).   

The type of applications a user has expe-
rienced in is an important measure of Objec-

tive Computer Experience.  Hasan (2003) 
found that time spent with programming and 
graphics applications had a stronger impact on 
computer self-efficacy than experience with 
spreadsheet and database applications.  Brock 
et al. (1992), found a positive relationship be-
tween increased computer experience and 

computer literacy. Their findings suggest that 
experience with different applications will have 
different impacts on an individual’s attitudes 
toward the computer and therefore, should be 
considered in a measure of computer expe-

rience.   

Attitudes toward the computer differ from 

computer experience because it is the past 
objective and subjective stimuli that have 
combined to create these attitudes. Therefore, 
computer experience should only measure the 
value account that created these thoughts and 
feelings of anxiety and self-efficacy (Betsch et 

al., 2001). Attitudes, objective and subjective 
experiences prepare students for productive 
use of computers. While the students in this 
study use computers for personal purposes 
more than their school works, it is expected 
that most of them shall be comfortable in using 
computers in their future careers. 

Beckers and Schmidt (2001) found that there 
is a linkage between past experience with 
computers and consequent behavior in the 
computing environment.  Computer experience 
has been included in several studies involving 
the constructs of computer self-efficacy be-
cause of its significance. (Potosky, 2002; Ha-

san, 2003). The ability to measure an individu-
al’s computer experience is a very important 
tool because it potentially impacts many other 
attitudinal measures in the computing domain 
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such as computer self-efficacy (Beckers, 2001; 
Potosky, 2002; Hasan, 2003).   

There is a strong linkage between past expe-
rience with computers and ensuing attitude 

and consequent behavior in the computing en-
vironment (Beckers & Schmidt, 2001).  The 
intention to use or not to use the computer 
affects an individual’s attitude toward the com-
puter and has a great impact on the use of 
computers (Shaft, et. al., 2004).   

The impact of perceived computer experience 

on the behavior and performance of students 
was studied by Ballon and Huguenard (2008). 
They found that higher levels of computer ex-

perience positively affected lecture, laboratory 
and homework. Students’ previous experience 
has been widely considered an important factor 

affecting subsequent computer performance. 
There are different types of computer expe-
rience. Yan (2006) studied four indicators used 
to examine general computer experience. 
These are the length of time using computers, 
frequency of using computers, computer own-
ership and computer courses taken. Smith at al 

(1999) found that both computer ownership 
and high school computer courses influenced 
introductory programming course scores in a 
study of 656 college students.  

It is a known fact that students with prior 
access to computers in secondary schools tend 
to enter universities with a greater focus, ad-

vanced computer skills, positive attitudes to-
ward computers, and an awareness of technol-
ogy’ s relevance to their careers (Ra-
mayah,2005). It is therefore not strange that 
some researchers argued that considering 
many college students prior encounter with 

computers, it might be wise to discard intro-
ductory computer courses all together for new 
entrants. Smith (2004) examines the differ-
ence between pre- and post-course levels of 
computer self-efficacy and performance for six 
software programs (word processing, spread-
sheet, database, presentation graphics, graph-

ical user interface (GUI) management, and 
telecommunications) and concluded that edu-
cators should continue to teach introductory 
information technology courses at the postse-
condary level. 

There are several reasons why we should be 
interested in students’ computer activities. For 

students, computers improve access to infor-
mation, help get tasks done better or more 
quickly and make communicating easy. Com-
puter literacy depends on how and the fre-

quency of the use of computers by students. 
These in turn provide us with a yardstick to 
measure how well prepared the present gener-
ation of students are when they are entering 

the employment market. It also has the poten-
tial to improve academic performance (Wege-
rif, 2004). Generally, students are computer 
literate with about 80 per cent either owning or 
planning to buy their own computer. (Vlosky & 
Summers, 2000). Students' learning strategies 
is an important variable relating to their com-

puter literacy (Tsai and Tsai, 2003). To deter-
mine the level of computer literacy of a stu-
dent, Baugh (2004) used spreadsheets and 
databases skills as minimal skills in these areas 

as components of computer literacy. He de-
scribed the process of the evaluation of under-

graduate students in the area of spreadsheet 
and database topics. 

While all the referred studies dealt with stu-
dents in general, none considered students 
with peculiar characteristics. This study looks 
at the experiences of students in an urban mi-
nority institutions where most of them are 

from homes where computer systems are not 
household equipments. 

3. METHODOLOGY 

The methodology chosen allowed for investiga-

tion of problems in realistic situations. It allows 
for the collection of data from a variety of dif-
ferent people, in a relatively short period of 

time (Wimmer & Dominick, 2006). Respon-
dents who were students using the five com-
puter laboratories in Earl G. Graves School of 
Business and Management, Morgan State Uni-
versity were represented in the study. The 
study looks at the computer usage among the 

students who use the five laboratories. A struc-
tured questionnaire was used to collect data 
from the students. This process took place dur-
ing a period of one week. The sample size is 
reasonable considering the number of students 
in the university. Three hundred and seventy 
questionnaires were returned out of 400 distri-

buted. This represented 92.5 percent that can 
be considered good for analysis (Babbie, 
2001).  

A rating between 1 and 5 indicates the near-
ness to most important or least important an 
issue is to a student.  A questionnaire on rating 
critical issues is the traditional data collection 

tool which does not force respondents to con-
front the relationships between the issues 
(Margado et al, 1999). Rating method is used 
because issues could be termed to be homo-
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genous considering the environments within 
which the students are. Rating is also used 
because it allows the evaluation of one issue at 
a time rather considering all issues simulta-

neously. Simple descriptive statistics such as 
means are used to determine the ratings of the 
issues on the application software (Pinson-
neault et al, 1993).  

The study uses the data to examine the use of 
computers by students. Specifically, the study 
examines the overall rate of use, the ways in 

which students use the technologies, where 
the use occurs – home or school and the rela-
tionships of these aspects of computer use to 

gender, classifications and discipline characte-
ristics. All statistical comparisons in this report 
were tested for significance at the 95 percent 

confidence level (p<0.05), and all reported 
differences are statistically significant and are 
five percentage points or larger, unless other-
wise noted. To assist in answering the research 
questions, direct and indirect computer inte-
ractions of students and availability of oppor-
tunities to students were examined. In addi-

tion, the diversity of computer experience of 
the students was examined. 

4. RESULTS 

The respondents were nearly equally divided in 

terms of gender. Female students were about 
50.81 per cent while male students were about 
49.19 per cent. About 44.32 per cent of the 

respondents were seniors, while 28.11 percent 
were juniors. Sophomores and freshmen were 
14.05 percent and 13.51 per cent respectively. 
Though the computer laboratories are in the 
School of Business and Management, other 
students whose majors are not in the School 

also use the laboratories. This is reflected in 
Table 1. Students from the College of Liberal 
Arts made up about 12.70 per cent of the res-
pondents while students from the School of 
Science and Mathematics were 10.0 percent. 
College of Engineering students account for 
11.62 percent while the respondents from the 

School of Business and Management were 
54.05 per cent. Students from other faculties 
were 11.62 percent. The computer laboratories 
in the SBM is centrally located and most stu-
dents in the university must take an introduc-
tory Information Technology course which ne-
cessitate that some of them must use the SBM 

laboratories, even though their majors are not 
located in the SBM.  

We adopt Prince (2004) approach in consider-
ing direct and indirect computer interactions by 

students, and the availability of opportunities 
for students to use computers. In other to 
measure the direct computer interactions of 
students in form of amount of computer uses, 

they were required to answer the following 
questions. Most of the students have direct 
interaction with computers. As shown in Tables 
2 and 3, more than 50% of the students have 
direct interaction for both personal and school 
purposes. About 83% of the students have 
taken at least one required computer course. 

About 58% of the students use a computer for 
more than 10 hours a week. In terms of peer 
conversation on computers, about 86% of the 
students engage in computer related conversa-

tion with their peers. Table 2 and Table 3 show 
students direct computer interactions and the 

percentages of students involved in direct 
computer interactions. 

In term of availability of opportunities to use 
computers, the average year computers are 
available to the students in schools 10.78 
years. The schools provide good opportunities 
for many students to have access to the com-

puters. This is indicated by the fact that 87% 
of week, the students has access to computers 
in schools, while the average time a student 
spends on a computer in a week in the school 
is 7.67 hours. The students have access to 

computers at their homes for 56.34% of the 
week. Table 4 shows other measures of availa-

bility of opportunities for students.  

In other to measure the variety of students’ 
experiences, a five-point Likert scale of agree-
ment (1 = Never, 2 = Rarely, 3 = Often, 4 = 
Very often, 5 = Very frequency), was used to 
ask students to indicate the frequency of the 

uses of computer application software for 
school reasons and for personal reasons.  
About 60% of the students use Microsoft Word 
or similar technology for personal reasons 
while about 80% of them use it for their school 
assignments. Another popular technology or 
software used by the students is the E-mail.  

While about 81% use e-mail for personal rea-
sons, 71% of the students use e-mail for 
school assignments. Few students have expe-
rience using ACCESS for both school assign-
ments and personal reasons. In terms using 
the Internet for research, about 67% of the 
students use the Internet to conduct personal 

research while about 70% of them use the In-
ternet for school assignments. Table 5 provides 
a breakdown in percentages of students using 
various technologies for personal reasons, 
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while Table 6 provides similar data on students 
using the technologies for school assignments. 

5. DISCUSSION 

The issue of digital divide relates to the acces-

sibility of minorities to computes and the In-
ternet. While this study is not specifically on 
digital divide, some of the findings will be of 
use to the discussion on digital divide. The key 
findings of this study are: 

 Most of the computer experiences of the 
students are the result of using computers 

for personal reasons. 

 Most of the students have taken at least 

one computer course in school 

 Students do not take computer courses 
because they want to, 

 In line with previous study, access to com-

puters at home by minority students is not 
significant. 

 For both personal and school works, the 
most used software technologies are word-
processing software and e-mail. 

 Majority of the students use the Internet 

 The least use software is for statistical 

analysis even though appreciable number 

of the students uses the Internet for re-
search. 

 

To answer the research questions, the results 
show that students have on the average about 
6 years of computer experience. The percen-

tages of computer usages for school works is 
about 87% while that of personal activities is 
about 56%. As for Internet utilization, the ac-
tivities students use computers on the Internet 
for music. Email, instant messaging and re-
search. Few students take computer courses 

because they want to. But in terms of prepara-
tion, most students took adequate number of 

required courses. IT is noteworthy that stu-
dents are involved in computer related matters 
while the experiences of students when consi-
dering their knowledge of computer application 
software are appreciative. 

 

From the key findings, the use of computers 
and the experience of minority students in the 
use of computers are improving. Using com-
puters for personal reasons help bridge the 
digital divide. Since the schools provide greater 

accessibilities to the students it will be of great 
help if school administrators provide more 
computers in schools for more students. In 
terms of using the computers for research, sta-

tistical analysis package is use least because 
most of the courses in the School of Business 
do not require the use of the software. With 
much course management software such as 
Blackboard and MyItlab being used for many of 
the courses students’ uses of computers and 
their experiences shall increase. 

6. CONCLUSION 

This study confirms the patterns of computer 
and Internet use seen in previous researches 

where the subjects are not minority students 
and are observed in more recent data 
representing a different population than has 

been described previously (DeBell & Chapman 
2003). The results of this study which is unique 
in terms of its population could be used in re-
viewing teaching effectiveness in various de-
partments in relation to instructional technolo-
gy in urban minority institutions. The results 
can also be used to direct investments in tech-

nology and facilities upgrades. 

As computer and Internet use become increa-
singly widespread, larger percentages of mi-
nority student population will enjoy the poten-

tial benefits of using computers. The potential 
effects of these technologies on users make it 
important to describe the populations who are 

using them and to learn more about how they 
are being used. This report describes the popu-
lation of students who may experience both 
the benefits and risks of computer and Internet 
use. The study contributes to and increases the 
existing knowledge in computer literacy educa-

tion regarding minority students and helps 
bridge the digital divide. 

7.  REFERENCES 

Ajzen, I. (1991). From Intentions to Actions: A 
Theory of Planned Behavior, in J. Kuhn and 
J. Beckmann (Eds.). Action Control: From 

Cognition to Behavior. Springer Verlag. 

New York.  

Babbie, E. R. (2001). The Practice of Social 
Research, 9th edition, Thomson-

Wadsworth Publishing Inc. Belmont, CA. 

Ballou, D., & Huguenard, R. (2008),The Impact 
of Students’ Perceived Computer Expe-
rience on Behavior and Performance in an 
Introductory Information Systems  Course,  
Journal of Information Systems Education, 



Information Systems Educators Conference                                           2010 ISECON Proceedings 
Nashville Tennessee, USA                                                                                           v27 n1355 
 

©2010 EDSIG (Education Special Interest Group of the AITP)                                           Page 6 

www.aitp-edsig.org /proc.isecon.org 

19(1),  87-97.   

Baugh, A. (2004). Assessment of Spreadsheet 
and Database Skills in the Undergraduate 
Student. Information Systems Education 
Journal, 2 (30). 

Beckers, J.J., and Schmidt, H.G. (2001). The 
structure of computer anxiety: a six-factor 

model. Computers in Human Behavior, 17, 
35-49. 

Betsch, T., Plessner, H., Schwieren, C., & Gu-
tig, R. (2001). I like it but I don’t know 
why: A value-account approach to implicit 
attitude formation. Personality and Social 

Psychology Bulletin. 27(2), 242-253. 

Cronbach, L.J. (1971). Test Validation.  Educa-
tional Measurement, 2nd Edition, R.L. 
Thorndike (Ed), American Council on   Edu-
cation, Washington, D.C. 

DeBell, M., & Chapman, C. (2006). Computer 
and Internet Use by Students in 2003, U.S. 
National Center for Education Statistics 

2006–065.  

Durnell, A., & Haag, Z. (2002).  Computer self 
efficacy, computer anxiety, attitudes to-
wards the Internet and re-
ported experience with the Internet, by 
gender, in an East European sample.  

Computers in Human Behavior.  18. 521-
533.  

Durnell, A., Macleod, H., & Siann, G. (1987). A 
survey of attitudes to knowledge about and 
experience of computers. Computer Educa-
tion, 11(3), 167-175. 

Fishbein, M., & Ajzen, I. (1975). Belief, atti-

tude, intention and behavior: an introduc-
tion to theory and research. MA: Addison-
Wesley. 

Hasan, B. (2003). The influence of specific 
computer experiences on computer self-
efficacy beliefs.  Computers in Human Be-

havior, 19, 443 – 450. 

Jones, T., & Clarke V. A. (1995). Diversity as a 
determinant of attitudes: a possi-
ble explanation of the apparent advantage 
of single-sex settings. Journal of Educa-
tional Computing Research, 12, 51-64 

Margado, E. M., Reinhard, N., & Watson, R. 

(1999). Adding Value to Critical Issues Re-
search through Q-Sorts and Interpretive 
Structured Modeling, Communications of 

the Association for Information Systems, 

1(1), 34-55. 

Pinsonneault, A., & Kraemer, K. L. (1993). 
Survey research methodology in manage-
ment information systems: An assessment, 
Journal of Management Information Sys-
tems, 10(2), 75-105. 

Potosky, D. (2002). A field study of computer 
self-efficacy beliefs as an outcome of train-
ing: the role of computer playfulness, 
computer knowledge, and performance 
during training.  Computers in Human  Be-
havior, 18(3), 241-255. 

Potosky, D., & Bobko, P. (1998).  The Comput-

er Understanding and Experience Scale: A 
Self-Report Measure of Computer Expe-
rience. Computers in Human Behavior, 14, 
337-348. 

Prince, B. (2008). Toward a Bi-dimensional 
Measurement of Computer Experience, 
Journal of Academy of Business and Eco-

nomics, 1. 

Ramayah, T., Bushra A., & Joshua, I. (2005). 
PC Usage Among Students In A Private In-
stitution Of Higher Learning: The Moderat-
ing Role Of Prior Experience School of 
Management, University Saints Malaysia.  

20, 131-152. 

Vlosky, R. P., & Summers, T. (2000). Comput-

er technology in the College of Agriculture 
classroom at Louisiana State University, 
Campus-Wide Information  Systems, 
17(3), 81-85. 

Smith, B., Caputi P., & Rawstorne, P. (2000). 
Differentiating Computer Experience from 
Computer Attitudes: An Empirical                

 Investigation, Computers in Human Beha-
vior, 16, 59-81. 

Smith, B., Caputi, P., Crittenden, N., Jayasu-
riya, R., & Rawstorne, P. (1999). A review 
of the construct of computer experience.  

Computers in Human Behavior, 15(1), 

227-242.  

Smith, B., Caputi, P., & Rawstorne, P. (2004).  
The development of a measure of          
subjective computer experience. In Press, 
Corrected Proof, Available online 12 May 
2004. 

Smith, S. (2004). Software skills acquisition: 

Confidence vs. competence. Information 
Technology, Learning, and Performance 



Information Systems Educators Conference                                           2010 ISECON Proceedings 
Nashville Tennessee, USA                                                                                           v27 n1355 
 

©2010 EDSIG (Education Special Interest Group of the AITP)                                           Page 7 

www.aitp-edsig.org /proc.isecon.org 

Journal, 22(2), 33-40. 

Tsai, M., & Tsai, C. (2003). Student Computer 
Achievement, Attitude, and Anxiety: The 
Role of Learning Strategies, Journal 
of Educational Computing Research, 28(1), 
47-61. 

Wallace, P., & Clarian, R. (2005). Perception 

versus reality—Determining business stu-
dents’ computer literacy skills and need  
for instruction in information concepts and 
technology. Journal of Information Tech-
nology Education, 4, 141-151. 

Wimmer, R.D., & Dominick, J. R. (2006). Mass 

Media Research: An Introduction, 8th edi-

tion, Thomson Wadsworth, New York. 

Yan, Z. (2006). Different experiences, different 
effects: a longitudinal study of learning a 
computer program in a network environ-
ment, Computers in Human Behavior, 
22(3), 364-380. 

 

  



Information Systems Educators Conference                                           2010 ISECON Proceedings 
Nashville Tennessee, USA                                                                                           v27 n1355 
 

©2010 EDSIG (Education Special Interest Group of the AITP)                                           Page 8 

www.aitp-edsig.org /proc.isecon.org 

APPENDIX 1 

College/School  Arts Science Engineering Bus & Mgmt Others 

Percentages 12.70 10.00 11.62 54.05 11.62 

Table 1. Respondents by Colleges/Faculties 
 

Students that School  Personal  

Used a computer for 10 years or more 31.6% 48.4% 

Used a computer for more than 10 hours a 
week  

51.1% 58.6% 

Checked your email  for more than 10 or 

more times 

15.7% 52.7% 

Used the computer in a week for the Internet 
for 10 or more hrs 

43.8% 61.5% 

                           Table 2: Students Direct Computer Interactions 
  

Took  one or more wanted computer courses 56.5 

Took one or more required computer courses 83.0 

Read one or more computer-related magazines month 30.8 

Watched one or more computer-related TV programs  45.4 

Engaged in computer-related family conversations 73.2 

Engaged in computer-related peer conversations 86.5 

                      Table 3: Percentages of Students Direct Computer Interactions 

Average years computer available at school 10.78 

Average years computer available at home 6.65 

Percentage of week computer available at school 87.34% 

Available time used to access computer at school 7.67hrs 

Percentage of week computer available at home 56.34% 

Available time used to access computer at home 68.23% 

Table 4: Availability of Opportunities 

 WORD EXCEL ACCESS PPOINT STAT PFIN EMAIL IM MUSIC RESCH 

Never 21.89 40.54 58.65 50.54 67.84 55.68 12.43 21.35 20.00 15.95 

Rarely 18.65 24.32 21.89 21.35 13.78 14.86 4.32 7.84 11.08 16.22 

Often 15.41 18.92 10.54 12.97 6.49 9.19 8.65 8.11 12.70 21.35 

Very Often 15.95 7.57 3.24 7.30 4.32 6.76 21.35 21.35 20.54 21.62 

Very Freqntly 28.11 8.65 5.68 7.84 7.57 13.51 53.24 41.35 35.68 24.86 

 

Table 5. Percentages of Students Using Technologies for Personal Reasons 
 

 

WORD EXCEL ACCESS PPOINT STAT PFIN EMAIL IM MUSIC RSCH 

Never 8.65 14.59 38.92 17.57 62.16 57.57 17.84 49.19 56.22 17.84 

Rarely 7.84 19.73 26.22 20.27 17.84 14.05 9.46 13.24 12.43 6.76 

Often 12.16 27.03 16.49 23.24 6.76 8.92 14.32 8.92 8.11 15.95 

Very Often 21.62 19.19 7.03 20.54 6.22 5.14 20.54 8.11 6.49 22.97 

Very Frqntly 49.73 19.46 11.35 18.38 7.03 14.32 37.84 20.54 16.76 36.49 

 

Table 6.  Percentages of Students Using Technologies for School Works 
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APPENDIX 2 

Survey of Computer Experiences of Students 

Please complete this survey about your experience on the use of computers. Thank you. 

Your Gender:  (Circle one)                                1) Female           2) Male 

Faculty/School/College:  (Circle one)             1) Liberal Arts    2) Science   3) Engineering      
                                                                               4) Business and Management   5) Others 
Classification:  (Circle one)                               1) Freshman      2) Sophomore     3) Junior    
4) Senior  
 
(A)  For the following questions, write your response in the last columns. All times, 

hours and years refer to averages. 

                                      Questions Res-
ponses 

1 How many years have you been using a computer at home?  

2 How many years have you been using a computer at school?  

3 How many hours during a week have you use a computer for school purposes?  

4 How many hours during a week have you use a computer for personal  purposes?  

5 How many times during the week have you checked your school e-mail?  

6 How many times during the week have you checked your personal  e-mail?  

7 How many hours during the week have you spent using Internet for school purpos-
es? 

 

8 How many hours during the week have you spent using Internet for personal pur-
poses? 

 

9 What percentage of your time at school was spent using the computer for school 
purposes? 

 

10 What percentage of your time at school was spent using the computer for personal 
purposes? 

 

11 What percentage of your time at home was spent using the computer for school 
purposes? 

 

12 What percentage of your time at home was spent using the computer for personal 
purposes? 

 

13 How many years has a computer been available to you at home?  

14 How many years has a computer been available to you at school?  

15 What percentage of  your week at school has a computer available to you?  

16 How much of that time have you used that access at school?  

17 What percentage of your week at home has a computer available to you?  

18 How much of that time have you used that access at home?  

19 How many computer courses have you completed?  

20 How many computer courses did you take because you wanted to?  

21 How many computer courses did you take because you had to for school?  

22 On the average, how many computer-related magazines do you read each month?  

23 On the average, how many computer-related TV programs do you watch each 
month? 

 

24 On the average how often do you engage in computer-related conversations with 
your family? 

 

25 On the average how often do you engage in computer-related conversations with 
your schoolmates? 
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(B)  Consider the following computer softwares. How often do you use any for SCHOOL 

works? Enter your responses in the column to the right. (1) Never (2) Rarely (3) Often 

(4) Very Often (5) Very Frequently 

26 Word Processing (Microsoft Word, etc.)  

27 Spreadsheet (Microsoft Excel or , etc)  

28 Database (Microsoft Access, etc)  

29 Presentation (Microsoft PowerPoint, etc)  

30 Statistical Package (SPSS, AMOS, Minitab, etc)  

31 Personal Assistance (Turbo Tax, Quicken, etc)  

32 E-mail  

33 Instant Messaging  

34 Internet – Music  

35 Internet – videos  

36 Internet – gaming  

37 Internet -  shopping  

38 Internet - research  

 

(C)  Consider the following computer softwares. How often do you use any for PERSONAL  

works? Enter your responses in the column to the right. (1) Never (2) Rarely (3) Often 

(4) Very Often (5) Very Frequently 

39 Word Processing (Microsoft Word, etc.)  

40 Spreadsheet (Microsoft Excel or , etc)  

41 Database (Microsoft Access, etc)  

42 Presentation (Microsoft PowerPoint, etc)  

43 Statistical Package (SPSS, AMOS, Minitab, etc)  

44 Personal Assistance (Turbo Tax, Quicken, etc)  

45 E-mail  

46 Instant Messaging  

47 Internet – Music  

48 Internet – videos  

49 Internet – gaming  

50 Internet -  shopping  

51 Internet - research  
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