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Chapter VII

Learning IT:
Where do Lectures Fit?

Tanya McGill, Murdoch University, Australia

Samantha Bax, Murdoch University, Australia

Abstract

Lectures are the traditional method of content delivery in undergraduate information
technology degrees, yet concerns have been raised about their effectiveness. This
chapter addresses the role of lectures within information technology (IT) degree
programs from a student perspective; it examines the factors that influence lecture
attendance, and student perceptions of the usefulness of a variety of possible lecture
activities. Overall, the results suggest that students see the lecturer as contributing
significant value to their learning experience through the lecture setting. Students
appear to value the expertise of the lecturer and find activities that can best make
use of the lecturer s expertise the most useful. The results also suggest that students
recognize the importance of active learning within the constraints of traditional
learning settings.
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Introduction

The traditional lecture is one of the most common forms of teaching, and has long
been the primary method of formally introducing subject material to the student
population (Kumar, Kumar, & Basu, 2002), as well as providing opportunities for
lecturers to guide students on how to study the courses’ content (Khan, 1997). Yet
the lecture is also considered to be one of the least effective forms of instruction
for students (Bligh, 1972; Felder, 1992; Johnston, Moffat, Sondergaard, & Stuckey,
1996). Some problems reported with the lecturing approach include that lectures can
promote passivity, feelings of isolation (Isaacs, 1994; Rosenthal, 1995) and boredom
(Mukherjee, 2000). This could make them ineffectual as an approach to learning.

Despite these concerns and the increasing availability and popularity of online edu-
cation (McCormick, 2000; Peffers & Bloom, 1999), the lecture is the traditional
method of learning in undergraduate IT degrees and is still the standard for IT
courses (Griffiths & Oates, 2003; Lynch & Markham, 2003). This raises the ques-
tion of what the role of lectures can and should be within an IT degree program.
The study described in this chapter meets Khan’s (1997) call for more research on
students’ perceptions of the importance and benefits of attending lectures and ex-
plores the opinions of a group of IT students; examining the factors that influence
their lecture attendance, and their perceptions of the usefulness of a variety of pos-
sible lecture activities.

Background

The majority of on-campus IT students today are assumed to attend lectures, which
provide the main method of introducing IT content to students. However, lecture
attendance is rarely mandatory and varies from course to course, with anecdotal
evidence suggesting that there is a trend towards lower attendance. This lower at-
tendance may reflect students’ dissatisfaction with lectures as a tool for learning,
but may also reflect the changing nature of student life, with students facing many
completing demands on their time and requiring flexibility in learning.

Many lecture sessions take the format of traditional ‘talking head’ lectures. One
concern associated with the passivity a lecture can encourage is that students who
are not actively participating (whether physically or mentally) have a reduced level
of concentration after the first 10 to 15 minutes of a lecture (Stuart & Rutherford,
1978), after which the amount of information retained by the student declines (Bligh,
1972). McKeachie (1986) reports that after a lecture, a student recalls 70% of the
information presented in the first 10 minutes, but only 20% of the information pre-
sented within the last 10 minutes of lecture time.

Copyright © 2007, Idea Group Inc. Copying or distributing in print or electronic forms without written permission of
Idea Group Inc. is prohibited.



11 more pages are available in the full version of this document,
which may be purchased using the "Add to Cart" button on the
publisher's webpage: www.igi-global.com/chapter/learning-
lectures-fit/24034

Related Content

Management of the Learning Space

Susan M. Powersand Christine Salmon (2007). Flexible Learning in an Information
Society (pp. 198-208).
www.irma-international.org/chapter/management-learning-space/18706

Real-Life Contexts in Learning Games: Towards a New Typology
Alex Moseley (2018). International Journal of Game-Based Learning (pp. 18-31).
www.irma-international.org/article/real-life-contexts-in-learning-games/213969

Exploratory Play in Simulation Sandbox Games: A Review of What We Know
About Why Players Act Crazy
Dominicus Tornqvist (2014). International Journal of Game-Based Learning (pp. 78-95).

www.irma-international.org/article/exploratory-play-in-simulation-sandbox-games/116520

A Case Study on Using Discovery Learning within a Learning Management
System: Axio LearningTM

Brent A. Anders (2012). Constructing Self-Discovery Learning Spaces Online:
Scaffolding and Decision Making Technologies (pp. 119-130).

www.irma-international.org/chapter/case-study-using-discovery-learning/61302

E-learning systems reengineering: Functional specifications and component
based architecture

Lahcen Oubahssiand Monique Grandbastien (2008). Architecture Solutions for E-
Learning Systems (pp. 175-196).
www.irma-international.org/chapter/learning-systems-reengineering/5235



http://www.igi-global.com/chapter/learning-lectures-fit/24034
http://www.igi-global.com/chapter/learning-lectures-fit/24034
http://www.irma-international.org/chapter/management-learning-space/18706
http://www.irma-international.org/article/real-life-contexts-in-learning-games/213969
http://www.irma-international.org/article/exploratory-play-in-simulation-sandbox-games/116520
http://www.irma-international.org/chapter/case-study-using-discovery-learning/61302
http://www.irma-international.org/chapter/learning-systems-reengineering/5235

