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CHAPTER 1. INTRODUCTION 

Over the past few decades, advances in information and communication technologies 

have paved way to wider use of the Internet in Sri Lankan software organizations. The 

use of Internet has revolutionized organizations in numerous ways by allowing more 

efficient gathering and sharing of information as well as providing means for more 

effective communication. However, with the rise of Internet usage in work 

environments, especially in the software industry, there is a rising trend of employees‟ 

engagement in non-work related Internet usage. The Internet is becoming a 

commodity in organizations with an increase in accessibility by professionals from 

their own work desks (Bock and Ling Ho, 2009). 

As access to the Internet has become more common for employees, so has their 

tendency to use the Internet for non-work purposes on the job. Thus, the use of the 

Internet for non-work purposes has become almost inevitable at workplace. In 2000, 

56% of employees in the USA were using the Internet for personal reasons 

(Greengard, 2002). By 2003, 59% of Internet use at work in U.S. companies was non-

work related (Griffiths, 2003). Several studies point out the negative effects of non-

work related Internet usage such as employee's productivity loss and risks of 

damaging lawsuits. On the other hand, some researchers have proposed that non-work 

related Internet usage can actually have positive effects such as stress relief, creativity 

stimulation and job satisfaction. Despite these two contradictory views, there is still 

lack of research to delve deeper into how non-work related Internet usage affects 

stimulation of employee creativity. 

Even though productivity is an immediate concern with respect to non-work related 

Internet usage, this research focuses only on the effects of non-work related Internet 

usage on stimulating employee creativity. However, if positive effects are found on 

creativity stimulation, it will in turn result in better productivity especially since 

employee creativity is considered as a competitive advantage for a software 

organization. 
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1.1 What is Non-Work Related Internet Usage? 

„Non-work related Internet usage‟ (NWRIU) is defined in this research study as the 

employees‟ use of organizational Internet resources while at their workplace for 

purposes which are not directly related to their day to day work tasks. The abbreviated 

term for this concept is referred as NWRIU throughout this research study. NWRIU 

while at the workplace is considered instead of during work hours due to several 

reasons such as: most Sri Lankan software companies have flexible working hours, 

where it is difficult to draw a clear line between the core working hours and before / 

after working hours; further, the present study focuses on creativity stimulation as 

opposed to productivity concerns where NWRIU during work hours would be more 

important. 

These non-work related Internet usages involve activities such as instant messaging, 

accessing online personal e-mails, online gaming, blogging, reading Internet news, 

downloading software for personal use, participating in online forums, maintaining 

personal website, random Internet surfing for personal interest, Internet shopping, 

online viewing of videos, listening to music on the Internet and so on.  

Non-work related Internet usage is also referred as 'Cyberloafing' (also called 

cyberslacking) by some researchers. Lim (2002) states „Cyberloafing‟ as employees‟ 

non-work related use of company provided email and the Internet while working. 

Some of the other commonly used terms include, non-work related computing (Lee, 

Lim & Wong, 2005), junk computing (Guthrie and Gray 1996) and cyberslacking 

(Lavoie and Pychyl, 2001).  However, the term „non-work related Internet usage‟ 

(NWRIU) is used for this research based on the definition stated above. 

 

1.2  Creativity and Software Industry 

Creativity and Creative Thinking 

Creativity is a human faculty, a capability analogous to talent, strength, or the power 

of reason (Freeman, 2008). 
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Creative thinking can be defined then as an expression of new and meaningful 

connections. It is a process in which one perceives paradoxes, gaps, challenges, 

considerations, or opportunities and then thinks of many possibilities, experiences a 

variety of different perspectives, thinks of new and unusual possibilities, and enlarges 

and improves alternatives (Shoshani and Hazi, 2007). Therefore, creative thinking can 

be seen as a divergent process starting at a certain point while increasing exploration 

in many directions, creating a multitude of new possibilities. 

Creative thinking depends to some extent on personality characteristics related to 

independence, self-discipline, orientation towards risk-taking, tolerance for 

ambiguity, perseverance in the face of frustration, and a relative lack of concern for 

social approval. However, creativity skills can be increased by the learning and 

practice of techniques to improve cognitive flexibility and intellectual independence 

(Amabile, 1993). 

While acknowledging that some aspects of the skills and personality styles that are 

important to creativity are innate, Amabile and Tighe (1993) contend that a 

considerable amount of development is possible through education and experience. 

Moreover, creativity is a core competency for leaders and managers and one of the 

best ways to set their organizations apart from the competition. Corporate Creativity 

is characterised by the ability to perceive the world in new ways, to find hidden 

patterns, to make connections between seemingly unrelated phenomena, and to 

generate solutions. Generating fresh solutions to problems, and the ability to create 

new products, processes or services for a changing market, are part of the intellectual 

capital that gives a company its competitive edge. 

Creative Industries 

The UNESCO report on „Understanding Creative Industries‟ states that “The term 

creative industries encompasses a broader range of activities which includes the 

cultural industries plus all cultural or artistic productions, whether live or produced as 

an individual unit. The creative industries are those in which the product or service 

contains a substantial element of artistic or creative endeavour and include activities 
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such as architecture and advertising. The term cultural industries refer to industries 

which combine the creation, production and commercialization of creative contents 

which are intangible and cultural in nature. The contents are typically protected by 

copyright and they can take the form of a good or a service” (2008, p.1). 

According to the UNESCO (2008) report on „Understanding Creative Industries‟, the 

UK is widely recognised as having played a groundbreaking role in developing 

analytical models, with the government‟s Department for Culture, Media and Sport 

producing the first Cultural Industries Mapping Documents. These documents define 

and classify creative industries into the following thirteen separate fields: (1) 

advertising, (2) architecture, (3) art and antiques markets, (4) crafts, (5) design, (6) 

designer fashion, (7) film and video, (8) interactive leisure software, (9) music, (10) 

performing arts, (11) publishing, (12) software and computer services, (13) television 

and radio. 

Creative Labour   

Freeman (2008) points out diversity as a characteristic of creative labour, where the 

employees‟ diversity tells that there is only one such characteristic, at the end of the 

day: they cannot be mechanized. Freeman (2008) also notes that activities of certain 

artistic professions are not mechanisable for two important reasons: firstly, they are in 

a cultural relation with the „visible‟ or „known‟ components of the production team. 

Secondly, in fact every creative function is a mix of origination and interpretation. 

Further, he discusses that 'Creation' is, in a word, a „team‟ activity and that in 

communal societies; artistic creation is a function of the whole community. This 

thought can be applied to the Knowledge Workers (i.e. employees requiring higher 

order cognitive skills for their job functions) in the software industry where project 

based team work is very common. 

There are three factors for classifying 'creative labour' (Freeman, 2008):  

(1) Producing things defined by the effect required, rather than the method of making. 

(2) Producing distinctive and differentiated things rather than identical things. 
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(3) Producing to an abstract or imperfect specification, rather than a completed and 

invariable prescription. 

Freeman (2008) further notes that these factors most definitely describe the 

characteristics of almost all labour in the software industry. 

Importance of Creativity in the Software Industry 

Although most employees and organizations in the software industry identify the 

importance of the need to enhance organisational creativity as a prerequisite for future 

success, very few agree that their organisation exhibit them. Even in strategic 

management literature, there seems to be broad agreement that inimitable, intangible 

resources such as a firm's capability to promote innovation and creativity are key 

drivers of competitive advantage (Cho and Pucik, 2005). 

According to Sri Lanka Information and Communication Technology Association 

2007 workforce survey (SLICTA, 2007), creative thinking skills has been identified 

as one of the main skills that needs improvement in employees working on many IT 

job categories, as cited by most employers. This accounts for a percentage of 12% as 

illustrated in the graph below: 
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Figure 1.1: Skills That Need Improvement in Employees 

 (SLICTA, 2007, p.25) 

To be able to offer innovative products an organization needs creative employees who 

are motivated to unfold their creative potential and generate creative ideas which are 

the source of innovation and thus provide the source for an organization's competitive 

advantage. Therefore, organizations must place a premium on employee creativity, 

which is applicable to the organizations in the Sri Lankan software industry as well. 

 

1.3 Creativity Stimulation 

Creativity stimulation is the process of stimulating the blocked creative channels 

within a person, by allowing them to step away from the mundane and pay attention 

to their creative side.  

Albert Einstein once stated that "To stimulate creativity one must develop childlike 

inclination for play and the childlike desire for recognition" (1909, cited in Black, 

2008, p.8). 
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Can creativity be learned? 

It is commonly thought that creativity depends on personality, intelligence, or even 

youth, but this is not always the case. Often, the best ideas come from people who 

might be considered conservative, and people with high intellectual capabilities are 

not necessarily the most creative. Even though there is a certain portion of creativity 

which is innate, there are numerous ways to stimulate creativity within a person, 

where creativity can in fact be learned and practiced.  

Amabile (1997) notes that creative thinking depends to some extent on personality 

characteristics; however creativity skills can be increased by the learning and practice 

of techniques to improve cognitive flexibility and intellectual independence.  

Csikszentmihalyi (1996) discusses about creative aging, where he notes that there are 

two kinds of intelligence. The first is fluid intelligence, or the ability to respond 

rapidly, to have quick reaction times, to compute fast and accurately. This type of 

intelligence is innate and is little affected by learning. The second type of mental 

ability is known as crystallized intelligence, which is more dependent on learning than 

on innate skills. It involves making sensible judgments, recognizing similarities across 

different categories, using induction and logical reasoning. These abilities depend 

more on reflection than quick reaction, and they usually increase with time, at least 

until the age of sixty. Csikszentmihalyi (1996) points out that creative people seem to 

depend more on crystallised intelligence than on fluid intelligence. 

Creativity Stimulation Techniques and Tools 

There are many tools, activities and processes that are used nowadays to stimulate 

creativity, where creativity can in fact be learned and practiced. Usage of creativity 

support tools and conducting creativity workshops are some of the common activities 

that are carried out at organizational level in order to promote creativity stimulation. 

The main goal of creativity support tools is to provide improved software and user 

interfaces that empower users to be more productive and more innovative. Enhanced 

interfaces could enable more effective searching of intellectual resources, improved 

collaboration among teams, and more rapid discovery processes.  
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For creative endeavours that require composition of novel artefacts (computer 

programs, scientific papers, engineering diagrams, symphonies, artwork), enhanced 

interfaces could facilitate exploration of alternatives, prevent unproductive choices, 

and enable easy backtracking (Shneiderman, 2002b). 

The Importance of Creativity Stimulation 

There is a quote by John Cleese, an English actor, comedian, writer and film 

producer, which says "if you want creative workers, give them enough time to play” 

(Price, 2006). In the recent years managers believe that stimulating creativity within 

the knowledge workers in the software industry is very important, as it would provide 

the organization with a competitive edge. Therefore, organizations are increasingly 

focusing on tools, activities and ways to stimulate creativity among their employees. 

Creativity Stimulation at the Workplace 

All employees have creative potential, but whether or not this gets tapped is largely 

up to the company. Creativity in the workplace is closely related to the organization‟s 

ability to crop up creativeness from their employees. Hence, it is essential that 

companies create an environment of freedom in which initiative is valued. 

Creativity can be stimulated by a good-natured physical environment, but this is not a 

simple causal relationship. When creative persons find themselves in beautiful 

settings, they are more likely to find new connections among ideas, new perspectives 

on issues they are dealing with (Csikszentmihalyi, 1996). 

 

1.4 Research Motivation 

Organizations are increasingly trying to implement measures to restrain non-work 

related Internet usage by blocking certain websites, monitoring employee Internet 

usage and through various other coercive strategies. However, there is lack of 

research conducted with respect to the potential positive effects of non-work related 

Internet usage, because it is constantly viewed as a negative aspect.  
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Hence, a fundamental motivation for this research is that it is an interesting and timely 

topic to research on, where a clear gap has been identified in previous research. 

Further, software industry mainly consists of knowledge workers who engage in 

software engineering, business consultancy, project management and software quality 

assurance where creativity is important for most of these job functions. Therefore, this 

research is motivated by the need to understand the effect that non-work related 

Internet usage would have on stimulating employee creativity. The research results 

would provide important insights for the employees working in the software 

development companies as well as for their respective employers. 

 

1.5 Problem Statement 

Non-work related Internet usage is an inevitable yet controversial concern for almost 

all software organizations in Sri Lanka. However, constructive non-work related 

Internet usage may generate potential positive effects such as creativity stimulation, 

relief from stress and improve employees‟ job satisfaction.  

Therefore, the problem statement for the research study is „What are the effects of 

non-work related Internet usage on stimulating employee creativity, in the Sri Lankan 

software industry?‟ 

 

1.6 Scope 

Although creativity itself can be considered in a broader perspective, it is important to 

note that this research will focus mainly on creativity related to work related aspects 

in the software industry. 
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1.7 Research Objectives 

The main objective of the research study is as follows: 

 Determining the effect of non-work related Internet usage on stimulating 

employee creativity in the Sri Lankan software industry.  

Other research objectives include the following: 

 Identify the extent and nature of non-work related Internet usage among 

employees 

 Analyze restrictions currently placed by organizations on employee Internet 

usage 

The main research questions to be addressed are:  

 What is the extent and nature of non-work related Internet usage by 

employees? 

 What are the restrictions currently placed by organizations on employee 

Internet usage? 

 Does non-work related Internet usage affect independent thinking of 

employees? 

 Does non-work related Internet usage affect accessibility of information? 

 Does non-work related Internet usage facilitate employee learning (curiosity 

and exploration)? 

 Does non-work related Internet usage affect intrinsic motivation of employees 

to execute ideas? 

 Does non-work related Internet usage affect creative collaboration among 

knowledge workers in the software industry? 

 Does non-work related Internet usage affect breaking down technical barriers 

faced by the knowledge workers in the software industry? 
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1.8 Benefits of the Research 

Being a timely and relevant topic, the research would contribute towards several 

benefits. The research is expected to provide a comprehensive understanding on the 

interaction between non-work related Internet usage and employee creativity. In 

practice, this would enable organizational management to have a better understanding 

of the effects that non-work related Internet usage would have on stimulating 

employee creativity, which would allow them to make more informed decisions on 

managing their employees‟ Internet usage at the workplace.   

If a positive interaction can be seen between non-work related Internet usage and 

employee creativity, management can foster the creative process with wiser and more 

suitable ways of promoting Internet technologies. Similarly, it will help better 

managerial decision making if negative effects are seen from certain non-work related 

Internet usage. 

 

1.9 Overview of the Research Design 

The research was conducted as a hypothesis testing research which is non-case study 

based, where the research aimed to understand phenomena by discovering and 

measuring causal relations among different variables. A quantitative research 

methodology was followed as per the research methodology, which involved 

collecting and analyzing numerical data and applying statistical tests. Therefore, 

research explanation consisted of establishing causal relationships between the 

variables by establishing causal laws, where variable measurement was done through 

historical data and analytical surveys predominantly based on a Likert scale. 

The potential target population was considered as all knowledge workers employed in 

the Sri Lankan software industry excluding managerial job functions, where the 

employee organizations use Internet at workplace. Sampling is required for data 

collection since the population is very diverse and that diversity should be captured 

through a representative sample. Therefore, a stratified random sample was collected 

from the target population in order to collect a more representative sample.  
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1.10 Nature and Form of Results 

The nature and the form of research results involves the identification and exploration 

of the effect of non-work related Internet usage on stimulating employee creativity 

and providing a set of recommendations accordingly for managerial decision making. 

 

1.11 Organization of the Thesis 

The remainder of this thesis document is organized as follows. Chapter two includes a 

review of literature on non-work related Internet usage, the concept of creativity, 

creativity stimulation factors and the impact on creativity stimulation by factors such 

as organizational culture, organizational policies and personality. This chapter also 

highlights how previous studies link to the present research. 

Based on the extensive literature review, chapter three of the thesis illustrates on the 

research approach, theoretical framework development, hypotheses, sample design 

and the data collection process. 

Chapter four elaborates on the analysis and discussion of the research results. This 

chapter includes the descriptive analysis as well as the statistical analysis of the 

results, together with the results of the hypothesis testing. 

The final chapter describes the conclusions and recommendations of the conducted 

research, based on the statistical analysis that was carried out. Further, this chapter 

provides a discussion of the major findings and also the limitations of the conducted 

study.  

Finally the references, bibliography and the appendices are listed at the end of the 

thesis document. 

 

 

 


