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Abstract: This study aimed to find how IT-related hobbies and interests impacted students’ educational and 

career decision-making. Methods: As part of a six-year-long, ATE-funded study of IT students at Ivy Tech 

Community College, our team conducted semi-structured, phenomenological interviews. These interviews 

were analyzed using keyword searches and a combined inductive-deductive approach to coding to explore how 

IT-related hobbies and interests interacted with other personal characteristics to inform student decision-

making. Findings: Our team identified a potential link between early IT interest, IT-related hobbies, and 

persistence in IT education and careers. Many participants in the study had a moment of clarity where they 

realized that their IT hobby could become their career, the “hobby-to-career reckoning.” Contributions: This 

piece explores the potential connection between IT interests/hobbies and student outcomes within the field of 

IT while exploring the different social factors that may impact student decision-making and the role of the 

hobby-to-career reckoning in the decision-making process. This piece will give practitioners and researchers 

insight into how early interest in IT and IT-related hobbies may impact student decision-making about IT 

educational programs and careers. 
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Introduction 
Amateur computer hobbyists helped spark the technological revolution that moved the computer away 

from the institution and into the home  [1]. Since then, Information Technology (IT) has exploded in 

popularity and variety for professionals and hobbyists alike. Today, IT hobbies can take the form of video 

gaming, PC building, programming, server managing, and even hacking. While there is work on the 

connection between IT hobbies and careers, much of it centers on undergraduates at four-year schools, 

gender disparities, and current IT professionals who have already entered the field. There seems to be a 

lack of understanding of how IT hobbies influence decision-making about education and careers, 

particularly for community college students.   

 

Theoretical Framework 

Social cognitive career theory (SCCT), happenstance learning theory, and career construction theory, 

serve to undergird this paper’s discussion of the role of early interest and IT hobbies on student decision 

making. In happenstance learning theory, hobbies are a venue or learning event through which individuals 

can develop their vocational identity [2]. SCCT, meanwhile, posits that individuals develop a greater 

sense of self-efficacy within certain activities, which helps to form their vocational interests [3]. This 

meshes well with career construction theory, which presents hobbies as a testing ground or rehearsal 
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space for finding out if an individual might have an aptitude for the career areas in which they are 

interested [4]. This theory asserts that children develop an understanding of themselves, their skills, and 

the foundations of their vocational self-concepts through engagement in hobbies and other activities. 

Career construction theory also emphasizes the importance of parents in developing a career identity 

because parents often serve as vocational role models for their children. These theories resonate in the 

literature about IT students and professionals. 

IT Student Decision-Making 

Some studies suggest that an early interest in computers and technology may lead students to pursue IT 

programs and careers. Studies have shown that early computer interest guides undergraduate students 

toward an IT major  [5,6]. This connection expands beyond schooling, with IT professionals in one study 

pointing to factors like early exposure to IT and the development of IT interests or computing hobbies as 

contributors to their decision to pursue an IT career  [7]. Research also indicates that students with a 

personal interest in IT/computing often had an epiphanic moment – what our team calls a “hobby-to-

career reckoning” - when they realized that their strong interest could be a career [8]. 

The connection between student decision-making and hobbies may be field-dependent, with the best-

established connections being found in STEM fields. To illustrate, studies have identified field-related 

hobbies as influential to student decision-making in agriculture, horticulture, and engineering, as well as 

to career decision-making for engineering professors [9–12]. Jones, et. al. (2019) found salient 

connections between STEM hobbies and STEM careers. They found that, compared to non-STEM career 

hobbyists, the STEM-career hobbyists were more interested in STEM courses in school and more likely 

to identify their hobbies as an influence on their choice to pursue a career in STEM [13]. 

Some scholarship on IT undergraduates indicates that there is a link between field-related hobbies and 

pursuit of a STEM educational program or career, though this may be complicated by personal 

characteristics like family background and type of hobby. One study found that, in a group of 

undergraduate Computer Science students, long-time computer-related hobbies were the second most 

popular reason they chose to enter a computer science program, following the most popular reason, strong 

employment prospects  [6]. Some scholars have called into question the influence of video gaming on 

interest in Computer Science [14]. Still, others have established support for the link between video 

gaming and choosing a STEM major [15,16]. The nature of this link may be dependent on parental 

involvement and the type of gaming platforms available in the home [16]. It may also depend on the 

nature of the hobby; for example, those involved in video game modification have been found to use their 

hobby as career inspiration and even use their projects as part of their portfolio when applying for jobs 

[17]. Similarly, researchers have found that self-taught programming hobbyists have more positive 

attitudes toward IT, lower chances of dropping out, and higher grades than their peers who had only 

programmed in school or had no prior programming experience [18]. Additionally, in a study of 

engineering students, researchers found that students with hobbies like programming, video game 

development, and robotics had higher self-efficacy scores than their peers that did not participate in these 

hobbies [19]. 

Personal background, particularly a student’s identity and family, play a role in developing interest and 

hobbies in IT and, later, pursuing a career in the field. Racial and socioeconomic gaps in childhood 

computer access in the home [16,17] may prevent individuals from developing an interest in the IT field. 

The digital divide – race and class based differences in in access to computers, technology usage patterns, 

and computer literacy - tends to be most potent for African American and Latina women, and those living 

in high-poverty areas, where low-SES students may have fewer chances to develop IT skills and lower 

levels of IT self-efficacy than their peers [20–30]. Parental influence is particularly salient in discussions 
of decision-making, IT, and class. Low-SES parents may be less comfortable with computers and more 



 

 

DOI: 10.5281/zenodo.10783784   J ATE 2024, 3, 3 

 

restrictive with their children’s use of technology  [31,32]. Parental IT influence, like providing access to 

computers or exposure to computing activities, has been identified as important to decision-making about 

IT education and careers, particularly for women  [30–33]. More generally, parents with STEM careers 

and field-specific cultural capital may be connected to a student’s choice to pursue and succeed in a 

STEM major and career [18,33,34]. 

There are many influences in individuals’ respective backgrounds that may lead to the development of an 

IT interest or an IT-related hobby, and there are many indicators that these factors may facilitate student 

success in the field. However, scholarship on the connection between hobbies and IT education and 

student decision-making is somewhat limited, particularly for those enrolled in community colleges. This 

paper seeks to add to the growing body of literature highlighting the role of early established interest and 

IT-related hobbies in IT education and employment outcomes by focusing on findings from a study of Ivy 

Tech Community College IT students. This paper focuses on one of the most compelling aspects of a 

larger study with a broader scope: the prevalence of early IT interest and the influence of IT hobbyists on 

decision-making within the samples. The research team found that individuals with an early-established 

interest in IT who pursue extracurricular IT-related hobbies in adolescence and adulthood (“IT 

hobbyists”) may be particularly strong candidates for completing community college IT programs and 

pursuing jobs in the field. This study indicates that they may have a better chance for a positive IT 

outcome than their non-hobbyist peers, such as completing an IT degree or certificate program, pursuing 

higher education in IT, or landing an IT career. These IT hobbyists in the sample often had a moment of 

epiphany where they realized that their hobby could be a viable career, a moment our team calls “hobby-

to-career reckoning.” This article explores these findings in further detail and is organized around the 

following two research questions: 

1. How does early interest in IT and IT-related hobbies impact student decision-making about IT 

educational programs and careers? 

2. Do IT hobbyists and those with an early interest in computing engage with IT educational 

programs and careers differently than their peers without an early interest in IT-related hobbies 

Methods 
This paper was developed as part of an extensive, multi-year research partnership between Ivy Tech 

Community College and Rutgers Education and Employment Research Center (EERC), centered on 

student decision-making in Ivy Tech Community College’s School of IT, funded by a grant from the 

National Science Foundation Advanced Technological Education (NSF-ATE) program. This paper is 

closely related to findings from a forthcoming longitudinal study, one of the significant products of this 

research partnership [35]. This study includes various samples of Ivy Tech IT students, but this article 

focuses on just two groups: the Longitudinal and Completer samples. Selection criteria for inclusion in 

the longitudinal sample included students who 1) could participate in a student survey conducted by the 

research team, 2) volunteered to participate in the longitudinal study, and 3) completed at least two of the 

three rounds of interviews. Participants received a $25 Amazon gift card for each 45-60-minute interview 

they completed with the research team. Completer students were identified by Ivy Tech staff, recruited 

via email, and offered a $25 Amazon gift card for their participation. 

 

The participants were interviewed in a semi-structured, semi-phenomenological fashion using a literature-

based protocol [36]. In the interviews, participants were asked about their background, educational and 

career decisions, and factors or experiences that influenced their decision-making process. For more about 

the interview protocol and longitudinal study methods, see Edwards et al., 2023 [35]. Twenty-six students 

completed two or more rounds of interviews and were included in the longitudinal study. This paper also 

draws from another sample, the Completer sample, a group of 17 interviewees who completed an Ivy 

Tech IT degree or certificate in 2020. The initial round of complete interviews occurred in the summer of 

2020, with a limited round of follow-up interviews occurring the next summer. The completer interviews 
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followed a similar protocol to those used in the longitudinal interviews, with some changes to account for 

their changed status (i.e., graduates as opposed to current students) and the timing of the interviews. 

 

As part of the more extensive ATE-targeted research study, both sets of interviews were coded in a 

combined deductive and inductive fashion using NVivo qualitative data analysis software. Some of these 

codes were relevant to the themes discussed in this piece, such as: “access to IT,” “hobby-to-career 

reckoning,” and “personal and family resources and opportunities.” These codes were used as a jumping-

off point to identify quotes illustrative of larger trends within the datasets, in this case, those quotes 

regarding early interest and hobby development. We synthesized these results into a working model 

aiming, seen below in Figure 1, to illustrate how these different factors and experiences interact, based on 

the participants in this sample, to guide the thinking of readers. 

 

Fig. 1. Working model of an IT hobby-to-career pathway. 

Findings 
Participants often expressed an early interest in IT and mentioned their IT-related hobbies. The following 

sub-sections describe how early interest and IT-related hobbies impacted participants’ decision-making 

about IT education and careers. In the following sub-section, I will discuss the hobby-to-career reckoning 

experienced by many participants. Finally, I will explain how these characteristics – early interest, IT-

related hobbies, and hobby-to-career reckonings - interacted with participants’ education and career 

outcomes, particularly their ability to continue their formal involvement in IT. 

 

Early Interest in Information Technology 

In one or more interviews, students who mentioned a fascination with or interest in technology, 

computers, and computing that formed before they reached adulthood were considered early interest 

students by our team. The longitudinal sample comprised 26 participants, 21 of whom showed an early 

interest in IT. Early interest was similarly strong but slightly less prominent in the Completer sample; 13 

of the 17 participants had an early IT interest. These early interest participants often commented, “I’ve 

always been interested in computing,” or “I’d always wanted to go into tech all my life.” Though many 

participants said that they have “always” been interested in technology and computers, many also could 

point to a specific moment that their interest was sparked. This moment usually occurs at a very young 

age and almost always happens before they graduate high school. This interest-sparking moment was 

typically precipitated by access to computers or video game consoles, which was particularly notable 

when such technology was less common. 
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The interest-sparking moment was often connected to the influence of an adult, usually a parent, who had 

an IT-related interest, hobby, or job. One participant exemplified this trend, sharing: “One of my earliest 

memories was sitting on my father’s lap playing an Alf game.” Another participant described how his 

mother sparked his interest in IT: “My mother previously worked a lot with computers for her job. She is 

a nurse and had to do a lot of input, and she had one. She played a lot of video games, and so I did too; 

she played World of Warcraft, and so I did too.” Though many participants had adults in their lives who 

sparked their interest via video games, other participants were exposed to computing via educational 

activities or their parents’ workplace. Participants mentioned academic exposure to computing in their 

education or via observing their parent’s education. For instance, one participant said, “When I was in 

junior high, my dad also studied to fix computers. I helped him study for that as well...Ever since, I have 

always been drawn to people who work with computers and pick their brain about it.” Another participant 

was influenced both by his educational activities as well as his father’s hobbies, stating that: 

 

“My parents did a lot of those games that are learning-oriented. That’s how I started using 

computers in the very beginning. But, from that I just started messing with the computers, 

learning to fix them. My dad knows how to fix computers a little bit. I learned some of that from 

him, some developing skills, and soon I was fixing his computers.” 

 

Many participants were passed the baton by their parents and encouraged to move forward with their IT 

interests. Sometimes, parents even helped cultivate the IT skills of participants; one participant said, “My 

dad knows how to fix computers a little bit. I learned some of that from him, some developing skills and 

soon I was fixing his computers Any time my computer goes down I fix it myself.” On the other hand, 

some participants mentioned how their parents’ lack of access to technology impacted their interest in 

development. One participant said that, 

 

“My family was slow on computers, so I had dialup until 2006 or something, but I would 

always…just open up the computer and see what was in it…just trying to figure out what each 

thing did, and my parents couldn’t help me because they weren’t very computer oriented.” 

 

These key interest-sparking experiences, whether facilitated by parents or independently initiated, helped 

participants develop their interest in IT at a very young age, which often followed them throughout life. 

There seemed to be a connection between early IT interest and having an IT-related hobby later. Of the 21 

longitudinal participants who did express an early interest in IT, the majority (16 out of 21) were 

considered IT hobbyists by our research team. 

IT Hobbyists 

IT Hobbyists were participants who mentioned actively participating in at least one IT-related hobby at 

the time of one or more of their interviews. Most participants in the longitudinal and completer samples 

were IT Hobbyists: 16 out of 26 and 10 out of 17, respectively. We were able to collect more specific 

information about the hobbies of our longitudinal sample. The IT-related hobbies held by our participants 

fit into 7 main categories: video gaming, independent study of IT, PC/console building, 

coding/programming, video game modification/server management, and other IT-related hobby. Half of 

the 16 IT hobbyists in the longitudinal sample participated in more than one of these hobby categories. 

Video gaming was by far the most popular hobby category, followed by video game modification/server 

management and independent study of IT. The two IT hobby types with the most significant overlap were 

video gaming and video game modification/server management, with 5 participants participating in both 

hobby types. For more details on the exact counts of hobby participation, see Figure 2 below. 
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Video gaming was often a type of hobby that was adopted at a very young age and was frequently 

facilitated by a participant’s parents. Video games mentioned by participants included Neopets, 

Minecraft, World of Warcraft, and Webkinz. They also mentioned consoles such as Super Nintendos, 

Ataris, Play Stations, Game Cubes, and the Sega Genesis. However, many participants also participated in 

video games played on a desktop or laptop computer. This hobby was often very social – it allowed 

participants to deepen existing bonds with family and friends and create new ones virtually. For example, 

one participant said 

“[I] especially like the multiplayer [video] games because it was an outlet for me to communicate 

with other people. And sadly, I’ve been generally shunned by other people in my peer groups, so 

it’s…a good outlet for me.” 

Video gaming often sparked a lifelong love of computers and technology that participants would later 

take advantage of when they realized that their hobby could potentially lead to a career pathway. 

 

 

 

IT-Related Hobbies in the Longitudinal Sample, by count 

IT Hobby Category Number of Participants* 

Video gaming 11 

Independent Study of IT 5 

Video game modification/server 

management 
5 

PC/console building 4 

Coding/programming 3 

Other IT-related hobby 1 

*These counts are not mutually exclusive. Participants may have 

had hobbies in multiple categories. For the purposes of this study, 

video gaming was separate from video game modification/server 

management due to the much higher technical skill required for 

participation in the latter hobby. 

Fig. 2. IT Hobbyist status, by sample, and IT-Related Hobbies in the Longitudinal 
Sample, by count.  

Hobby-to-Career Reckoning 

One of the most prominent themes among the hobbyists in this sample was the notion of the “hobby-to-

career reckoning” – the epiphanic moment where a participant realized that their long-time IT-related 

hobby could be a viable career path. Many participants expressed that, though they had been involved in 

an IT hobby for a long time, they didn’t realize the pragmatic implications of their hobby. Many 

participants downplayed their hobby, making statements like, “For me I think it was always a hobby and I 

didn’t necessarily consider it as a career until later,” or “Even though I am currently administrating a 

gaming community and their servers, it’s really just a hobby. It’s not something I can put on a resume,” or 

“I took apart computers on my own. It was basically just a hobby.” Even when participants were engaging 

in complex and skilled activities for their hobby, such as administrating video game servers or 

deconstructing hardware, they initially saw these activities as “just” a hobby. Later on, they realized that 
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this hobby could be helpful for their career and could guide their choice to enroll in an IT program, their 

choice of major, and even their choice of job. 

One participant summed up the hobby-to-career reckoning well, describing his decision to transfer from a 

Business program to an IT program at Ivy Tech: 

 

“I feel like when I started getting into coding, I was coding mods for video games. And it was just 

a hobby. And I realized I have a lot of fun doing this…And I made the switch because I realized 

that I felt like everyone was pushing me to business. But what I really enjoyed was learning 

programming.” 

 

Another participant described when he realized that his hobby of coding flash games could be a 

marketable skill: “I guess I never realized that the same skill set I used to make my goofy games was the 

same skillset that they like teach in school and market to employers.” Some participants expressed 

worries that mentioning their video game-related hobbies might be unattractive to potential employers 

and that there was something of a negative connotation to their hobby. For example, one participant said 

 

“And even though I am currently administrating a gaming community and their servers, it’s just a 

hobby. It’s not something I can put on a resume. At least now I have a start. I have the first 

certification. And when I get my degree, I can finally go back and apply for some other options 

besides Geek Squad.” 

 

He later added, “I think it’s just the word gaming community. That’s kind of a negative,” alluding to the 

negative stereotypes that sometimes surround video gamers. More common, though, was participants 

simply did not connect their hobby to a career, not that their hobby necessarily had negative implications. 

What sparked the hobby-to-career reckoning moment varied among the participants. Sometimes, it came 

from self-reflection and other times from discussions with others or institutional experiences. For 

example, one participant said, 

“I guess once I decided it was time to go after school and once I got my foot in the door with 

programming classes to see how similar what they were teaching in class was to my hobbies… 

that could be the moment I guess.” 

One participant described a long-time interest in IT and a hobby of independent coding and learning about 

IT but had initially been dissuaded from entering the field by his family who “didn’t get it.” Being a low-

income, first-generation student, his family may have been hesitant to embrace a technology career 

initially, which aligns with the literature on the participant [31]. His hobby-to-career reckoning was 

sparked during a business course that he was taking at Ivy Tech, which led him to enroll in and complete 

an associate degree in software development. Institutional or individual influences may spark the hobby-

to-career reckoning, though participants were not always able to identify these influences specifically. 

The hobby-to-career reckoning moment is important to student decision-making about what program or 

job to pursue. It may influence their ability to complete an educational program and, later, get hired. 

The Impact of Hobbies and Interests on Student Outcomes 

In both samples, particularly the longitudinal sample, there was an interesting interplay between the 

characteristics of early IT interest, having an IT hobby, and the student’s tendency to stay in or complete 

an IT educational program or enter the field of IT professionally. We noticed that having an IT-related 

hobby may be connected to having an early interest in IT. Of the five longitudinal participants who did 



 

 

DOI: 10.5281/zenodo.10783784   J ATE 2024, 3, 8 

 

not express an early interest in IT, none were considered IT hobbyists by our team, and, perhaps even 

more notably, none of them were still formally involved in IT at the time of their final interview. In the 

completer sample, 10 of the 13 participants who were still formally involved in IT at the time of their 

interviews had either an early IT interest, an IT related hobby, or, most commonly, both. Interestingly, 3 

of the completers still formally involved in IT had reported neither an early interest nor an IT-related 

hobby. This difference between samples may be caused by the fact that the completers had earned an IT 

certificate or degree and, thus, were more likely to secure a job in IT than the longitudinal participants, 

who may or may not have finished their program at the time of the interviews. In both samples, having an 

early interest in IT and having an IT-related hobby seemed connected to a participant’s choice to stay 

formally involved in IT. All of the longitudinal participants who remained formally involved in IT had an 

early interest in IT and had an IT-related hobby.   In fact, most of the participants who remained formally 

involved in IT had both characteristics; only three had an early interest in IT but no IT-related hobby. 

This may indicate that having an early interest in IT can lead to having an IT-related hobby later and that 

both characteristics may facilitate persistence in IT education and careers. 

 

Participants with IT-related hobbies had practical skills that helped them to get ahead in the classroom 

and in the workforce. For example, one participant described how his game design hobby helped him in 

these environments: “When I started taking classes after the job, initially I was surprised. I kind of already 

knew, not everything, but most of what we were covering in class.” Another participant said his coding 

bootcamp program filled in some of the gaps in his knowledge, but “it helps that I’ve been a hobbyist 

programmer all my life.” As a software engineer at J.P. Morgan, he was one of the strongest success 

stories in the Longitudinal sample, achieving his goal of an IT job at a large, stable institution. He shared 

how his hobbyist background was an asset, particularly when finishing projects up quickly to meet tight 

deadlines because “That’s kind of where I shine, because the sort of sloppy hobbyist coder in me has been 

doing that all my life.” His early interest in IT and his long-time hobby helped him secure the type of role 

he wanted and excel in that role. Individuals with an early interest in IT may have the passion to push 

them through more difficult moments in their educational/career pathway because they have “always 

loved technology.” Participants who were still formally involved in IT educationally, professionally, or 

some combination of the two at the time of their final interview with the team often had an IT hobby or 

had an early-established interest in the field. These traits may provide participants with skills and passion 

that drive them to complete academic and certificate programs and to successfully pursue careers in the 

field. 

Table 1. Longitudinal and Completer samples, IT continuation status, by early interest and IT 

hobbyist classification. 

 Longitudinal Sample  Completer Sample 

Formally Involved in IT? Yes No Total  Yes No Total 

Early Interest / IT Hobbyist 10 6 16  6 3 9 

Early Interest / Non-IT Hobbyist 3 2 5  3 1 4 

No Early Interest /IT Hobbyist 0 0 0  1 0 1 

No Early Interest / Non-IT Hobbyist 0 5 5  3 0 3 

Total 13 13 26  13 4 17 
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Discussion 
Our findings about parental influence on IT interest incubation are consistent with literature emphasizing 

the importance of parental support and influence on interest in IT education and careers [32–34,37,38]. 

Our study, though, deepens the emphasis on the role of parents in fostering interest in IT as a hobby, as 

well as the role of video games in the relationship. Among the participants in this study, early interest in 

IT seemed connected to having an IT-related hobby later, and both traits indicated that a participant may 

be more persistent in the field of IT, educationally and professionally. These results are consistent with an 

earlier study of Australian IT professionals, which found that IT professionals may tend to have their 

interest in IT sparked at an early age, an interest characterized as “hobby-like,” and maintain an intrinsic 

motivation to pursue IT later on [7]. Some researchers have also highlighted the moment of discovery in 

the IT-student pathway, which we noticed strongly in the sample and dubbed the “hobby-to-career” 

reckoning [8]. One study found that, among a sample of video game players, online gaming preferences 

and behavior vary depending on gender and job category, and that different types of games may foster the 

development of different soft skills, that, in turn may influence career choice [5]. This study also found 

gender and career choice differences when considering the importance of IT-related hobbies. However, 

our sample included various categories of IT-related hobbies, not just online gaming. 

Limitations 

This study provides some interesting insights into the way that IT students at community colleges make 

decisions about their education and career, with the caveat that our sample was limited in size and not 

fully representative. Since participants no longer associated with Ivy Tech may be less likely to complete 

the later interviews, there may have been a larger number of non-IT continuers than this sample was able 

to capture. Another group that may not have been well-captured in this sample is women. Our team may 

not have been able to comprehensively analyze the decision-making process of women in IT, due to the 

small number of female participants. Also, important to consider is the lack of racial/ethnic diversity 

within the sample, which is reflective of population trends at Ivy Tech, Indiana in general, and within the 

field of IT, but means that our exploration of the decision-making process among non-white IT students is 

limited. This study, however, can serve to guide further research on the role of early IT-interest and IT-

related hobbies in the decision-making process for aspiring IT students and professionals. 

Conclusion 
This work provides the foreground for future research on the influence of early IT interest and IT hobby-

having on the decision-making of IT students and IT professionals. It prompts further questions such as: 

Does having an IT-related hobby lead to persistence and success in the field of IT educationally and 

professionally? Would the promotion of IT-related hobbies among historically underrepresented groups 

lead to a more diverse pool of IT students and professionals? Are some IT-related hobbies more useful 

educationally and professionally than others? How strong is this connection between hobbies, early 

interest, and career? What is the role of parents and relatives in fostering these interests? Future research 

should work toward developing methodologies that include, perhaps, linking workforce data to get a 

better handle on student outcomes, as opposed to relying on student self-reporting. Another major avenue 

for future research is recruiting a more racial and ethnically diverse population, given the lack in this 

sample. Similarly, recruiting women and gender nonconforming participants would expand understanding 

of how community college students in these groups make decisions about IT education and careers. 

Literature in this subject area tends to revolve around STEM major choice without an IT focus, groups 

underrepresented in the IT field (women, African Americans, Latinos) and undergraduates at four-year 

schools, without much space dedicated to community college students specifically. 

This study, however, adds to the body of work that explores student voice, and particularly the 

community college student voice, in discussions about who chooses an IT educational program or career 

and why they make such a choice. In this sample, one of the most notable trends was that parents often 
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facilitated participants’ early interest in IT by sharing their own interests and hobbies. We also noticed a 

potential connection between having an IT-related hobby and having childhood interest in IT among the 

participants. IT hobby-having was somewhat correlated with gender in our sample; IT-related hobbies 

were more common among male participants than female ones. We also found that frequently, individuals 

with IT hobbies may have a moment where they realize that their informal experience might be valuable 

in the workplace, which we call the hobby-to-career reckoning. In this sample, having an early interest in 

IT and having an IT-related hobby seemed like potential indicators that an individual would persist in the 

field by completing their IT educational program and even entering a related career. Parents and 

practitioners alike may wish to keep these findings in mind, by encouraging and fostering IT-related 

hobbies and interests, and by helping individuals see that skills gained through their hobbies could be 

useful in community college courses, and even in the workforce. 
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