
THE BUCHAREST UNIVERSITY OF ECONOMIC STUDIES  

DOMAIN: ECONOMIC INFORMATICS  

DOCTORAL SCHOOL: ECONOMIC INFORMATICS 

 

 

 

HABILITATION THESIS 
SUMMARY 

 

 

INFORMATION SYSTEMS IN HIGHER 

EDUCATION: ARCHITECTURES AND USER 

BEHAVIOUR 

 

 

Candidate: Assoc.Prof. Cătălin Ioan MAICAN, Ph.D.  

TRANSILVANIA University of Brașov 

 

 

 

 

Bucharest  

2021   



Information systems in higher education institutions represent a complex topic considering 

the fact that these systems have to manage data and information for three types of actors: students, 

academics and non-teaching staff. The present habilitation thesis entitled “Information Systems in 

Higher Education: Architectures and User Behaviour” was devised around these concepts and it 

aims to highlight theoretical and practical aspects related to developing and implementing the 

software part of such an information system in accordance with the stakeholders’ real needs. 

The first part of the thesis comprises two sections and it summarizes the results of the 

main research related to developing an architecture based on open-source software for managing 

and tracking documents as part of an enterprise content management system in higher education 

institutions. As academic institutions produce large amounts of information in their 

teaching/research and administrative activities, and this information should flow smoothly between 

teaching departments and administrative offices, there appears the need to organize and manage 

this information thoroughly. And, because not all institutions afford to spend a lot of financial 

resources on various systems, open-source software seems an appropriate solution for both 

educational and administrative services.  

The aim of the first section in this part is to prove the usefulness of Enterprise Content 

Management by making an analysis of its potential use in academic institutions, and to present the 

implementation of an open-source ECM in a large Romanian university, showing its efficacy and 

focusing on features related to document workflow.  

The second section presents the architecture I proposed in the same higher education 

institution and its effective implementation regarding the student information system, the research 

information system and their integration. 

The second part of the thesis regards the human component of an information system in 

higher education and the stakeholders’ behaviour when using these systems. It is divided into five 

sections.  

The first section analyses the attitudes and perceptions of the teaching staff and researchers 

from several higher education institutions in Romania with respect to online collaboration and 

communication applications, and the impact these applications have on their work (teaching and 

research). The findings have revealed that the email is still the main communication and 

collaboration application in both teaching and research, but other, newer applications are not far 

behind. The extent to which these applications are accepted and used seems to depend directly on 

personal variables, the most significant ones being the technology anxiety and self-efficacy. The 

relationship between personality traits and the use of online communication and collaboration 

applications in the professional academic life has been shown to be mediated by work engagement, 

which enhances the teachers’ personal resources, fostering their achievements. The findings have 

also demonstrated that the use of online communication and collaboration applications is part of 

the factors predicting the teachers’ and researchers’ success in academic life. 

The second section of this part is a natural sequel of the previous one, since its aim is to 

evaluate the attitudes and perceptions of higher education students concerning online collaboration 



and communication applications and their use in learning activities. The findings have revealed 

that social networks represent the main category of communication and collaboration applications 

used for learning. Additionally, we have observed gender differences, variances among 

undergraduates and graduates, and that learning engagement could mediate the relationship 

between personality traits, technology self-efficacy and the use of collaboration tools. Some of the 

results of the analysis on the students are compared with those of the academics. As practical 

implications, academics can adapt their teaching styles to improve the communication with the 

young generation by using a common ground. The students’ interest in the use of online 

communication and collaboration applications can be enhanced by creating learning contexts 

which involve the use of smart devices and online applications. Another implication is the need to 

improve the current teaching-learning methods by adding new options that facilitate 

communication or collaboration using tools that the students are already accustomed with.  

The third section examines the relationships between students’ computer and internet 

anxiety, computer self-efficacy and other personal characteristics by testing a fully mediated 

model. According to the findings, low computer self-efficacy predicts anxiety, whereas the 

previous education in the field of computer science reduces computer anxiety and the negative 

attitudes towards the internet. The results show that there are no significant differences between 

the male and the female participants concerning computer anxiety, self-efficacy and the negative 

attitudes towards the internet. Conversely, significant differences could be detected among 

respondents by education level and study programmes (Sciences/ Humanities) in which they are 

enrolled. 

The fourth section presents the results of a study regarding associations between 

smartphone usage, addiction, and students’ individual characteristics. The findings show that the 

number of hours spent using the smartphone, its general use, the positive attitudes towards it and 

the anxiety without technology mediate the relation between personality traits and the risk for 

addiction. Neuroticism, openness and conscientiousness as personality factors negatively predict 

the risk addiction to the smartphone.  

The application of game design concepts outside the games area is presented in the fifth 

section, in a practical non-formal learning case study involving students at the Faculty of Economic 

Sciences and Business Administration within Transilvania University of Brașov and featuring zero-

costs for the software implementation. Since it is a fact beyond doubt that people, irrespective of 

race, age or gender, love to play, computer games could be considered a tool for enjoying oneself 

and relaxing, but also for one’s mental and physical development. We developed a list of features 

required for a successful implementation using open-source or freemium modules and we applied 

them to several modules identified on the market. The analysis of the data resulting from the 

implementation has revealed that gamification increases web traffic. We have also highlighted a 

business model by showing how Interactivia.ro could transform a virtual gamified experience into 

one applied in real life through partnerships and discounts offered to its users. The gamification 



elements from this application will be used for a future release of the student information system 

within the Transilvania University of Brașov. 

The third part of the present thesis presents scientific and professional achievements after 

obtaining the Ph.D. degree in Cybernetics and Economic Statistics, as well as the career 

development plan. 


