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CHAPTER 2. LITERATURE REVIEW 

This chapter reviews previous literature related to the field of this research study. 

Therefore an extensive review of literature has been carried out on the concept of non-

work related computing, creativity and the associated moderating factors such as 

organizational culture and personality. 

 

2.1 Non-Work Related Internet Usage Phenomenon 

In defining non-work related Internet usage, this study adopts a view similar to Lim's 

(2002) view that refers to such Internet usage as 'cyberloafing', defining it as 

employee's non-work related use of company provided email and the Internet while at 

work. 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) will be used for this 

research based on the definition stated in the introduction chapter under section 1.1.  

 

Prevalence of Non-Work Related Internet Usage at Work 

Non-work related Internet usage has been explored to a reasonable extent by several 

researchers as it is a modern phenomenon. Lim (2002) has conducted a study on non-

work related Internet usage, collecting data from 188 working adults in Singapore 

with access to the internet at the workplace. She states in her study that while access 

to the Internet may not necessarily result in more people loitering around, the 

temptation to do so is certainly higher since the Internet makes such activities easier 

and more convenient.  

 

There are many factors that affect the behavioural intention towards the use of 

Internet for non-work related purposes. For example, Zhang, Lih-Bin Oh and Teo's 

(2006) have conducted an experimental study on factors influencing non-work related 

use of IT resources. 120 computing undergraduate students were recruited from a 

large Asian university to participate in the experiment. Their research findings state 

that reducing anonymity through technical means and controlling privacy through 
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workplace design measures can reduce the intention to engage in non-work related 

Internet usage activities. Further, the punishment levels implemented for misuse of IT 

resources can also affect such behavioural intention. 

 

IT knowledge workers are more likely to engage in a range of online activities for 

non-work-related purposes at work, rather than outside their workplace, especially 

since a major portion of their time is spent at work on a typical working day. Further, 

according to Nielsen NetRatings statistics for USA, broadband Internet available in 

most workplaces increases the number of web pages viewed by each person by 55% 

and increases the amount of time spent online by 23% (WebSpy, 2002). 

 

Employee Demographics and Non-Work Related Internet Usage 

Previous researches show that significant differences are not shown across employee 

demographics with respect to non-work related Internet usage. For example, Stanton‟s 

(2002) study conducted for U.S. companies examined if Internet abuse was related to 

employee morale, and found that Internet abusers rated higher on job satisfaction 

scores. This study further stated that significant differences were not present in 

Internet use between men and women and among age groups.  

 

Ugrin, Pearson and Odom's (2007) study on profiling cyber-slackers in the workplace 

examines individuals from the United States, Asia, and India and develops clusters of 

typical patterns of non-work related Internet usage and examines the impact of 

demographic and work related factors on predicting individual cluster membership. 

The results reveal that young executives are the most likely to use Internet for non-

work purposes and further qualitative analysis reveals that the pressure of their jobs 

are compelling them to look for stress relievers and the Internet is an easy resource. In 

addition, young executives‟ high degree of autonomy also appears to perpetuate their 

propensity to use Internet for non-work purposes. The research findings indicated that 

younger individuals generally accept technology more and they also tend to use 

technology for non-work related activities while on the job. In view of these research 

findings, most of the employees in the Sri Lankan Software industry can also be 
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expected to use organizational Internet for non-work purposes, since the majority of 

the workforce includes young professionals.  

 

However, as per Ugrin, Pearson and Odom's (2007) study, years of service and pay 

status did not indicate significant variances in non-work related Internet usage.  

Further, the research results state that gender and culture do not have a significant 

effect on the nature and extent of non-work related Internet usage. 

 

2.2 Types of Non-Work Related Internet Usage 

There are several types of online activities that employees may engage in at work, for 

non-work related purposes. Online social media is commonly used for online 

activities which are related to communication, collaboration, multimedia and reviews 

and opinion gathering (Kaplan and Haenlein, 2009).  

 

Online Social Media 

Instant messaging, personal emailing, blogging, social networking, online discussion 

forums, wikis and community Q&A are some of the commonly used online social 

media activities. Instant messaging allows users to exchange messages in real time, 

enabling sophisticated collaboration. Blogging which is a blend of the term „web log‟, 

enables users to maintain regular entries of commentary, description of events or 

other material. Blogs are interactive, allowing visitors to leave comments on the blog 

posts. 

 

Social networking portals are a recent development, allowing a user to create and 

maintain a network of close friends or business associates for social and/or 

professional reasons. In the recent years, there is a dramatic popularity of online 

social networking services, in which millions of online users publicly articulate 

mutual "friendship" relations. Social networking websites such as Facebook, Twitter 

and MySpace have created new ways to socialize and interact (Kaplan and Haenlein, 

2009). 
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Discussion forums encourage people to share ideas in response to a simple question or 

statement. Discussions can be used to get conversations going without writing whole 

articles. 

Wikis provide websites that allow easy creation and editing of any number of 

interlinked web pages. 

 

Other Online Activities and Usage Statistics 

Apart from online social media related activities, there are several other online 

activities that users commonly engage in, such as random browsing, online gaming, 

and online news viewing and so on. 

 

Previous researches on non-work related computing have categorized non-work 

related Internet usage into different forms. Anandarajan and Simmers (2004) state 

three different forms of non-work related Internet usage. These three forms of usage 

include disruptive use (e.g., adult web sites and online games), recreational use (e.g., 

shopping and purposeless surfing) and for personal learning. The use of Internet for 

personal learning includes visiting professional groups and searching for news of the 

organization (Anandarajan and Simmers, 2004). However, according to a study 

conducted by Lim (2005), non-work related Internet usage activities that are 

perceived to be serious such as illegal online activities, viewing adult sites etc, tend to 

be less prevalent. 

 

Extensive surveys have not yet been carried out on ICT use at work by employees in 

Sri Lanka. However, there are a few surveys carried out on a limited research area, 

based on particular business sectors. According to a survey conducted by Sri Lanka 

Business Development Centre (SLBDC, 2002) on small and medium enterprises 

(SMEs) from various business sectors in Sri Lanka, 83% of the survey respondents 

reported use of Internet for business work. E-mail was reported as the widely used 

Internet application among the respondents. All of them reported use of e-mail on a 

daily basis. About 10% of the Internet users had reported purchase of goods over the 

Internet, where they noted purchases mostly comprising books, software, spare parts 

and IT related equipment. 
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2.3 Impact of NWRIU on Organizations 

Since extensive and disruptive use of non-work related Internet usage can potentially 

lead to negative effects such as reduced employee productivity, legal liabilities for the 

employer and poor job performance, several researchers have conducted research on 

these negative aspects of non-wok related Internet usage. For example, Bock and Ling 

Ho (2009) have analyzed the effect of non-work related activities on job performance. 

The data collection for this study has been carried out on six multi-national as well as 

local organizations from several industries in Singapore. Their research findings 

suggest that mangers may encourage traditional non-work related activities for 

employees to re-energize themselves rather than non-work related computing which 

may result in negative interruptions and distraction from work. 

Oswalt, Elliott-Howard and Austin (2003) discuss about certain legal and ethical 

issues faced by IT managers with respect to NWRIU in U.S. organizations. These 

issues mainly involve, employee productivity, employer liability due to illegal 

activities carried out through NWRIU, threat to company security and waste of 

network bandwidth and other company resources. Further, Lavoie and Pychyl (2001) 

discuss about issues such as procrastination of work due to extensive use of Internet 

for non-work purposes. Data for their study have been collected from a sample of 308 

participants from various regions of North America. 

While most business organizations continuously appear to perceive non-work related 

Internet usage as a purely negative aspect, the organizational management is focused 

on placing more and more restrictions on such Internet usage. Therefore, instances of 

restrictions on personal sites, social networking and conducting employee monitoring 

can be seen in the local software organizations. However, Anandarajan (2002) 

presents web abuse and the evolutionary production function, where he illustrates that 

both excessive freedom and excessive control would lead to Internet abuse, while a 

balanced organizational control leads to productive Internet usage.  

As discussed by Anandarajan and Simmers (2004), it is important to note that 

personal web usage in the workplace is a complex issue with not only a potentially 

dysfunctional dimension, but also a potentially constructive one. 
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Oravec (2002) mentions that, depriving people of opportunities for Internet recreation 

in some cases, excludes the possibility of nearly any form of diversion from assigned 

responsibilities. Therefore, Oravec (2002) suggests that managers and employees 

should strive together to harness online recreation toward positive ends, rather than 

condemning or seeking to stifle it completely. 

Even though several researchers argue that non-work related Internet usage is 

wasteful, other researchers however do not believe that non-work related Internet 

usage is necessarily bad or even inappropriate. They argue that the Internet provides a 

much needed diversion at work which can lead to creativity, flexibility, better 

collaboration, and foster a learning environment (Anandarajan & Simmers, 2004; 

Block, 2001; Greenfield & Davis, 2002; Oravec, 2002). 

Employees who engage in experimentation while engaging in non-work related 

Internet usage may help develop important skills and knowledge which could make 

them more valuable to the organization (Anandarajan & Simmers, 2004; Belanger & 

Van Slyke, 2002). 

 

Berger and Van Slyke (2002) discuss the view that a certain amount of playful use of 

computer applications can lead to learning that may be of value to the organization, 

while Stanton‟s (2002) study indicates that frequent Internet users are often happy and 

productive workers. Forms of online play may equip individuals to utilize serious 

computer simulations more effectively, thus reinforcing skills applicable in many 

workplace contexts (Oravec, 2002). Therefore, constructive use of online recreation 

and play can enhance many workplaces and perhaps ultimately make them more 

productive. Further, Oravec (2002) notes, that a number of online recreational 

activities can be conducted while productive activity is going on, in a kind of human 

multitasking. Individuals can check online sports scores while on hold for a telephone 

call, which can relieve frustration. 

 

Oravec (2002) discusses that if engaged in constructively, online recreation can aid in 

awakening creativity and increasing well-being, just as appropriate and timely face-

to-face diversions have restored employees‟ energies over the past decades.  
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Based on previous literature, there is clearly a wide debate on the disruptive and the 

constructive impact of non-work related Internet usage at work. 

 

2.4 Non-Work Related Internet Usage and Creativity 

Previous research illustrates the potential negative effects on employee productivity, 

wastage of company resources and certain other aspects due to excessive and 

disruptive use of Internet for non-work purposes. At the same time there are numerous 

researchers who discuss the potential positive effects such as creativity stimulation, 

job satisfaction and stress relief through non-work related Internet usage carried out in 

a constructive manner.  

 

Together with these two contradictory views, there is still lack of research on how 

non-work related Internet usage in particular affects stimulation of employee 

creativity. Also, there is a lack of research on non-work related Internet usage as a 

whole, with respect to the Sri Lankan context. However, previous research studies 

have been reviewed extensively in this research on how Internet usage in a broad 

sense affects creativity stimulation. 

 

2.5 Creativity in the Modern Age of Internet 

Knowledge workers in the Sri Lankan IT industry mostly work as a part of an 

offshore team. Therefore they tend to telecommute or put in long and irregular hours, 

thus the adhesive that binds organizations has been increasingly conveyed through 

electronic channels. Software industry being a knowledge intensive industry, 

innovation and creative insights can have a tremendous and immediate impact. 

Simply, the software industry is a place where knowledge and creativity plays an 

important role in everyday work and where a significant amount of teamwork and 

interpersonal interactions are required. 

 

Therefore, overly restricting online recreation could potentially prevent employees 

from exploring the Internet's full potential for productive, intellectual and social 

endeavours. Moreover, for many employees the social and recreational activities 



20 

 

needed for them to function optimally have to be obtained during breaks and 

unoccupied moments in the workplace rather than after-work initiatives. Oravec 

(2002) suggests that allowing reasonable and humane amounts of online recreation 

can indeed have considerable advantages, which can serve to open blocked creative 

channels and possibly relieve stress as well. 

 

Shneiderman (2002a) states that four creativity support activities, namely - Collect, 

Relate, Create, Donate – can be accomplished by repeated applications of eight tasks 

which include: searching and browsing digital libraries, visualizing data and 

processes, consulting with peers and mentors, thinking by free associations, exploring  

solutions through what-if tools, composing artifacts and performances, reviewing and 

replaying session histories and disseminating results. He also suggests that users can 

apply this model to existing general-purpose software tools to support these eight 

tasks. 

 

2.6 Creativity Stimulation 

Some researchers have discussed the use of Internet for stimulating creativity on an 

educational setting. Marshall (2001) in his study on creativity, imagination and the 

web, discusses about approaches that can be taken to improve education by making 

use of the web by encouraging creativity and imagination. The study states that 

currently the web is not used particularly effectively and Marshall shows that the web 

can be used to deliver high-quality education, and that it can do so in a way that 

encourages creativity and imagination. Marshall identifies E-Commerce as a 

particular area on the web that has been used to effectively deliver high quality 

service in a way that encourages both creativity and imagination. Further, the study 

discusses that the opportunity to take part in 'creative dialogue' is a clear stimulus 

toward creativity. 

Madden (2004) has conducted a large scale study that looks at U.S. artists‟ and 

musicians‟ use of the Internet and their views on copyright. According to the study 

the artists and musicians use the Internet to gain inspiration, build community with 

fans and fellow artists and pursue new commercial activity. American artists have 
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embraced the Internet as a workspace that enhances creativity and inspiration, where 

they can communicate, collaborate, and promote their work. The study reports that 

52% of all online artists and 59% of paid online artists say they get ideas and 

inspiration for their work from searching online. Software industry being a creative 

industry similarly to music and fine arts, Madden‟s (2004) study provides background 

for extending similar research to be conducted on knowledge workers in the software 

industry. 

The similarity between the features of the Internet and those characterizing creative 

individuals has encouraged Shoshani and Hazi (2007) to look for a theory that 

justifies the use of the Internet environment for enhancing creativity. They conducted 

their research using a sample that comprised teachers of fashion design from several 

Israeli high schools. Shoshani and Hazi (2007) came up with ten hypotheses 

pertaining to the enhancement of creativity via the Internet. These ten hypotheses 

were: multiculturalism, serendipity, cooperation, anonymity, exposure to varied 

audiovisual means, breaking down technical barriers, flexibility, constructivism, 

exposure to creative people, and freedom. Except for anonymity, exposure to varied 

audiovisual means and breaking down technical barriers, all other hypotheses were 

strongly supported by this study, where the research methodology followed was 

purely qualitative. This research study is concluded with a conceptual theory 

framework based on the findings, which includes three focus groups for creativity 

enhancement. One focus is intelligence for success based on Sternberg‟s theory, the 

other is taxonomy defining future abilities and skills and then the four strongly proven 

hypotheses which include multiculturalism, cooperation, flexibility and 

constructivism. However, the study is purely based on an educational setting where 

the context and findings are derived from a specific group of students and teachers of 

fashion design from several Israeli high schools. 

Using Shoshani and Hazi‟s (2007) study as a groundwork research study, a close 

review of literature was carried out on the factors that would potentially enable 

stimulation of creativity in an Internet environment.  
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2.6.1 Creativity and Accessibility to Information 

Csikzentmihalyi (2009) views creativity based on a systems perspective as opposed to 

an individual process. He states that the availability and accessibility of information 

and encouragement of novelty by organizations are important systemic properties for 

encouraging organizational creativity. He states that if firms want to be creative, the 

first step is to make the information contained in respective domains accessible to 

everyone in the company, since most creative ideas arise when previously unrelated 

material becomes connected. Therefore, his view, points out that creativity depends 

on both thorough knowledge of fundamentals and independent thinking.  

 

Csikzentmihalyi (2009) discusses that for instance, if the management in a 

organization is bent on compartmentalising knowledge so that workers in production 

are not aware of what people in sales or marketing are doing, or what suppliers and 

customers want, and no one has a clear idea as to what the leaders of the organisation 

are thinking about, chances are that even the potentially most creative employees will 

not come up with ideas for any useful new process or product. He further notes that, 

sometime ago information was concentrated in a few urban centres - in libraries, 

museums, laboratories. However, this situation is changing rapidly now, and with the 

resources of the web almost everyone can have all the information in the world at 

their fingertips. He also points out that, still differences exist in the availability of 

such information, and the computer literacy of the users. Also, the way information is 

stored, how free it is, is also important. This points out that, the organizational 

policies and restrictions would also matter, when it comes to accessibility of 

information through online means at the workplace. 

 

Amabile (1997) has also expressed a similar view on accessibility of information and 

creativity, stating that domain-relevant skills are a core component for creativity. 

Therefore, it is important that access to information is made available to the 

employees, on their respective domains of work. 
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2.6.2 Creativity Stimulation through Collaboration 

Handzic and Chaimungkalanont‟s (2004) have conducted an empirical research on 

enhancing organisational creativity through socialisation. For their research they have 

focussed on professionals in Australia, either working directly in the IT industry or 

involved in IT activities at their respective workplaces. Their research findings 

indicate that informal socialisation had a stronger positive effect on creativity than 

organized socialization. They also suggest that the chaotic and unstructured nature of 

much socialisation may be a critical factor for promoting creativity. Even though this 

research has been done in a broad sense which is not restricted to online socialisation, 

these findings could be applied in the context of socialization through non-work 

related Internet usage as well.  

 

Online socialization can be viewed in two different aspects: exposure to 

multiculturalism and collaboration. Several researchers have noted the importance of 

these factors for enhancing creativity. 

Robinson and Stern (1997) discuss about diverse stimuli as one of the six essential 

elements they consider as necessary for enhancing corporate creativity. Moreover, 

Eriksen and Beauvais (2000) empirically prove and propose a theory that explains 

how increased levels of diversity within and among members of teams increase 

creativity in team decision making and problem solving. 

 

Effective collaboration involves the use of the strengths of the individual members in 

the problem solving process. It is a purposeful interaction formed to solve a problem, 

to create or discover something or to change something. We need knowledge, 

insights, comments, questions and ideas from others. Other perspectives add value 

and richness to our own. Collaboration is therefore a constructive way to create 

divergent thinking. In effective collaboration, individuals learn to identify their 

strengths and talents as well as increase self-esteem by sharing and achieving 

common goals.  

 

Someone who is not known or appreciated by the relevant people has a very difficult 

time accomplishing something that will be seen as creative (Csikszentmihalyi, 1996). 
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The sharing of knowledge is an important facilitator of creative collaboration. It also 

depends upon the parties having complementary skills rather than at the same level. 

 

Internal communication reflects the extent of communication among organizational 

units or groups (Damanpour, 1991). There is empirical evidence that internal 

communication positively influences innovation and creativity. Furthermore, 

organizational creativity decreases by restrictions on information flow and 

communication channels within the organization (Damanpour, 1991). 

 

Several other researchers have also discussed the importance of cooperation and 

creative dialogue for enhancing creativity (Isaksen, 1987; John-Steiner, 2000; 

Marshall, 2001; Osborn, 1991).  

Sweeney (2007) discusses how the interactive software industry is shaping the 

gateway to creative diversity. He notes that the Internet is a creative and business tool 

without parallel and the interactive online game play industry has a clear vested 

interest in the development of this great medium. He views interactive software as a 

medium that is increasingly delivered and enjoyed online and which is also a rich and 

exciting source of user-created and culturally diverse content. 

 

Features of the Web 2.0 platform such as blogs, forums and wikis are also seen as 

collaborative tools provided through the Internet environment, which have the 

potential of stimulating creativity. The emergence of blogs would appear to stem from 

our status as essentially communicative beings and offers a realization of Tim-Berners 

Lee vision of the Internet as a collaborative tool for enabling creativity to flourish 

alongside information consumption (Ganley, 2005). 

2.6.3 Creativity Stimulation through Curiosity and Exploration 

Several researchers state the importance of curiosity and exploration for creativity 

stimulation. In Saunders (2009) study on supporting creativity using curious agents, 

curiosity is considered as the motivation to explore possibilities to relieve the 

uncertainty that accompanies an incomplete understanding of the conceptual space. 

Therefore, Saunders (2009) discusses that creativity and curiosity are linked by the 
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exploratory behaviour typical of the early stages of a creative activities as a user 

learns about the possibilities within a space.  

 

Csikszentmihalyi (1996) also agrees with the same view on the importance of 

curiosity and exploration for creativity stimulation. If too few opportunities for 

curiosity are available and if too many obstacles are placed in the way of risk and 

exploration, the motivation to engage in creative behaviour is easily extinguished. 

Sustaining high levels of curiosity is the starting point of creativity (Csikszentmihalyi, 

1996). 

 

Boden (1993) discusses a similar view by stating that exploring environments and 

their limits are well-known paths to creativity. 

 

Serendipity which is defined as the effect of accidentally stumbling upon something 

fortunate, especially while looking for something entirely unrelated is also considered 

as an important factor for creativity stimulation by several researchers 

(Csikszentmihalyi, 1996; Shoshani and Hazi, 2007).  

 

An intellectual problem may not be restricted to a particular domain, since some of 

the most creative breakthroughs occur when an idea that works well in one domain is 

transplanted in another. Many creative people are inspired by a gap or discrepancy in 

their domain that becomes obvious when looked at from the perspective of another 

domain (Csikszentmihalyi, 1996).  

 

Robinson and Stern (1997) discuss that many discoveries have been made 

serendipitously by scientists while looking for something else. For example, Penicillin 

was discovered through serendipity when, in 1928, Alexander Fleming noticed that a 

culture plate containing bacteria had been contaminated by a mould and that the 

mould had killed the bacteria around it. From this mould, Fleming isolated penicillin, 

for which he shared the 1945 Nobel Prize for medicine and physiology.  
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Curiosity and exploration however, displays a strong relationship with serendipity, 

where curiosity and exploration may lead to serendipity. Further, curiosity and 

exploration would also encourage risk taking behaviour which is useful for creativity 

stimulation.  

2.6.4 Creativity Stimulation through Independent Thinking 

Linda Naiman founder of „Creativity at Work‟ (2006) organisation notes that 

creativity is fostered in organizational cultures that value independent thinking, risk 

taking and learning. She points out that such organizations would be tolerant of failure 

and would value diversity.  

Further, independent thinking is stated as a creativity stimulating factor by Stephens 

(2004) in her '20 Ways to Encourage Children‟s Resourcefulness and Creativity'. This 

can be applied to adult creativity stimulation in an online environment as well.  

Activities such as online games can potentially enhance independent thinking and 

ultimately stimulate creativity as noted by Vidal (2007), where he explains that a 

natural medium for creative expression is play. He explains that to play means to 

engage in recreation, to deal in a light speculative manner to move or function freely 

within prescribed limits, to perform music, or to engage in a game. Creative play 

provides an opportunity to: develop the imagination, think independently, cooperate 

and communicate, healthfully release emotions, experience freedom of choice and 

engage in health-engendering recreation. 

2.6.5 Creativity Stimulation and Intrinsic Motivation 

Amabile (1997) states that “Schawlow's insights about scientific creativity highlight 

the importance of intrinsic motivation: the motivation to work on something because 

it is interesting, involving, exciting, satisfying or personally challenging. There is 

abundant evidence that people will be most creative when they are primarily 

intrinsically motivated, rather than extrinsically motivated by expected evaluation, 

surveillance, competition with peers, dictates from superiors, or the promise of 

rewards. Interestingly, this Intrinsic Motivation Principle of Creativity applies not 

only to scientific creativity, but to business creativity as well.”  
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According to Amabile (1997), there are three basic ingredients to creativity: domain 

skills, creative thinking skills and intrinsic motivation. Intrinsic motivation is, 

therefore, one of the key ingredients for creativity. Intrinsic motivation indicates that 

the reasons for doing things come from within - from passion and pleasure, not as a 

result of external demands or pressures. 

 

Organizational encouragement towards novelty is required for enhancing intrinsic 

motivation to execute novel ideas even in an online environment. Morris (2005) 

stresses the importance of organizational encouragement of creativity for developing 

employee intrinsic motivation. In Morris' (2005) research on carrying out a survey of 

organizational creativity, it shows that people put far more value on a work 

environment where creativity is supported, valued and recognized. Rewards do matter 

to enhancing organizational creativity but they must be appropriate and each person 

will decide what is appropriate for us - if given the opportunity (Morris, 2005).  

Adams (2005) also identifies organizational support as a crucial factor that bolsters 

intrinsic motivation. He points out that intrinsic motivation increases when people are 

aware that those around them are excited and where there's information sharing and 

collaboration. 

2.6.6 Creativity Stimulation by Breaking Down Technical Barriers  

Breaking down technical barriers is also considered as a creativity stimulator by 

Shoshani and Hazi (2007), where increased exposure to technical aspects is 

considered likely to encourage creative outcomes. The Internet technology integrates 

different types of media and tools. Thus, it provides better opportunities to minimize 

technical barriers through increased exposure to varied set of technical aspects. It 

should be noted in this context that breaking through technical barriers is a necessary 

condition for exploiting the multifaceted opportunities of the Internet. This factor was 

included as a hypothesis in Shoshani and Hazi‟s (2007) research. However, it was one 

of the less satisfactorily confirmed hypotheses in their research.  

Most of the knowledge workers working in the software industry can be considered as 

technically savvy. However, there are certain non-technical job roles such as sales and 
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marketing, project management and technical writing. Therefore, the nature and 

extent of exposure to technical aspects for job related tasks would vary with the 

employee‟s job role.  Even though most knowledge workers in the software industry 

would have a natural technical exposure, there can be variation in such technical 

exposure with their nature of Internet usage for non-work purposes. 

2.6.7 Other Creativity Stimulation Factors  

Some researchers have considered freedom as a factor that stimulates creativity 

(Amabile, 1997; Freeman, 1983). Freeman (1983) points out, that timidity is not 

conducive to creativity. Fear is seen as a major reason why children hesitate to 

express their ideas, especially perhaps unconventional ones. 

 

2.7 Organizational Culture and Creativity  

All employees have creative potential, but the responsibility of tapping into that 

creative potential is up to the employees‟ organization, where the organizational 

culture would play a major role. 

2.7.1 Organizational Culture 

The software industry is relatively a new industry and is still in its infant stage in Sri 

Lanka. However, the local software development companies have developed different 

organizational cultures that would vary from one software development company to 

another, especially with the scale of the company and attitude of the management.  

The organizational culture would play a major role with respect to certain aspects of 

creativity stimulation, such as independent thinking and curiosity and exploration.  

Burns and Stalker (1961), who compared electronics firms with more established 

industrial enterprises, made the distinction between mechanistic and organic forms of 

organizing. Mechanistic organizations were characterized as hierarchical, highly 

structured organizations with well-defined, formal roles and positions relative to 

others in the organization, with communication flowing mainly vertically. Organic 

organizations, by contrast, were typified by their fluid organizational design, with 

departments and teams forming and reforming to address new problems and 
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opportunities, with communication flowing primarily laterally. Burns and Stalker‟s 

environmental determinism view of organizations led to the conclusion that organic 

organizations form to deal with unpredictability and volatility in an organization‟s 

environment. Compared with a mechanistic organization, an organic one facilitated 

greater creativity and innovation, where there is more space for independent thinking 

and explorative ventures. This conclusion was later challenged when Kimberly (1981) 

established that centralized decision making may enhance an organization‟s ability to 

implement innovations, particularly in a more stable environment. 

Kanter (1988) addressed both supports and impediments to organizational creativity. 

On the supports side, Kanter (1988) states that creativity is most likely to occur in 

organizations that (a) have integrative structures, (b) emphasize diversity, (c) have 

multiple structural linkages inside and outside the organization, (d) have intersecting 

territories, (e) have collective pride and faith in people‟s talents, and (f) emphasize 

collaboration and teamwork. On the impediments side, Kanter (1983) discusses about 

a culture of segmentalism - “a culture and an attitude that make it unattractive and 

difficult for people in the organization to take initiative to solve problems and develop 

innovative solutions”. 

2.7.2 Organizational Culture Assessment Instrument 

Cameron and Quinn (1999) researched what makes organizations effective and 

successful. Based on the Competing Values Framework, they developed the 

Organizational Culture Assessment Instrument (OCAI) that distinguishes four culture 

types.  

Competing values produce polarities like: flexibility versus stability and internal 

versus external focus. These two polarities were found to be most important in 

defining organizational culture. 

As noted by Cameron and Quinn (1999) the polarities construct a quadrant with four 

types of culture:  

 Clan Culture - A friendly, people-oriented working environment where 

colleagues have a lot in common, similar to a family. They value teamwork 
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and consensus. Executives are seen as mentors or father figures. There is great 

involvement. Success is defined as addressing the needs of clients and caring 

for people. 

 Adhocracy Culture - A dynamic and creative working environment. 

Employees take initiatives and risks. Leaders are seen as innovators. 

Experiments, innovation and prominence are emphasized. Success is growth 

and creating new products or services. 

 Market Culture: A results-based organization that emphasizes finishing work 

and getting things done. People are competitive and focused on goals. Leaders 

are hard drivers, producers, and rivals at the same time. Market penetration 

and stock are the definitions of success. 

 Hierarchy Culture: A formalized and structured work environment. Procedures 

are leading. Leaders are efficiency-based coordinators. Keeping the 

organization functioning smoothly is most crucial. Reliable delivery, smooth 

planning and low costs define success. 

According to the above categorization, organization with a hierarchy culture would 

not provide much support towards independent thinking and explorative endeavours 

of the employees. Adhocracy culture on the other hand, would facilitate support 

towards independent thinking and explorative endeavours. Both clan and market 

cultures may value independent thought to a certain extent. However, explorative 

endeavours may not be well supported by organizations having a market culture. 

Cameron and Quinn (1999) found six key aspects that would make up a culture, 

which include the following: 

 Dominant characteristics 

 Organizational leadership 

 Management of employees 

 Organization glue 
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 Strategic emphasis 

 Criteria of success 

These can be assessed in the Organizational Culture Assessment Instrument (OCAI) 

thus producing a mix of four standards of culture. Each organization would have its 

unique mix of culture types, where the first three features would have a higher weight 

on measuring the organizational culture with respect to its potential effect on 

creativity stimulation.  

2.7.3 Encouragement of Creativity by the Organization 

Amabile (1997) and Csikszentmihalyi (2009) consider organizational encouragement 

towards novelty as an important factor for encouraging creativity among employees. 

Such organizational encouragement towards creativity would be especially important 

for increasing intrinsic motivation of employees towards executing new ideas.  

In Amabile's (1997) study, six environmental stimulants to creativity are identified. 

They are freedom, positive challenge, supervisory encouragement, work group 

supports, organizational encouragement, and sufficient resources. 

“Organizational encouragement” encompasses several aspects, including 

encouragement of risk taking and idea generation, supportive evaluation of ideas, 

collaborative idea flow, and participative management and decision making (Amabile 

et al., 1996). Concepts put forth by other scholars support closely with some of these. 

For example, the idea of an open flow of communication across groups in the 

organization is supported by Angle (1989) and Kanter (1983). In particular, Kanter 

(1983) puts a heavy emphasis on integrative structures, multiple structural linkages 

with intersecting territories and horizontal communication that is often supported by a 

matrix organization.  

Therefore, organizational structures and a culture that supports, or perhaps more 

appropriately does not punish this type of open communication, will be more likely to 

have more encouragement towards creativity. 
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2.8 Personality and Creativity  

Personality is made up of the characteristic patterns of thoughts, feelings and 

behaviours that make a person unique. In addition to this, personality arises from 

within an individual and remains fairly consistent throughout life.  

As noted by some researchers, even through creativity can be stimulated and learnt, a 

portion of creativity would be innate (Amabile, 1997; Csikzentmihalyi, 1996). This 

would be exhibited through their individual personality traits. 

Certain researchers have taken a social-personality approach to the measurement of 

creativity (Sternberg, 1999). In these studies, personality traits such as independence 

of judgement, self-confidence, attraction to complexity, aesthetic orientation and risk-

taking are used as measures of the creativity of individuals. Other researchers have 

related creativity to the trait, openness to experience (McCrae, 1987). 

2.8.1 The Big Five Personality Traits 

In present-day psychology, the "Big Five" factors (or Five Factor Model) of 

personality are five broad domains or dimensions of personality which are used to 

describe human personality.  

The Big Five factors consist of five personality dimensions (OCEAN): Openness to 

Experience, Conscientiousness, Extraversion, Agreeableness, and Neuroticism. The 

five dimensions are held to be a complete description of personality. 

There are certain important characteristics of these five personality traits. For 

example, these factors are dimensions, not types, so people vary continuously on 

them, with most people falling in between the extremes. Also these factors are stable 

over a 45-year period beginning in young adulthood (Soldz and Vaillant, 1999). 

Further they are considered universal, having been recorded in languages as diverse as 

German and Chinese (McCrae and Costa, 1997). 

The Big Five factors and their constituent traits can be summarized as follows: 

 Openness to experience – Appreciation for art, emotion, adventure, unusual 

ideas, curiosity, and variety of experience.  
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 Conscientiousness – A tendency to show self-discipline, act dutifully, and aim 

for achievement; planned rather than spontaneous behaviour.  

 Extraversion – Energy, positive emotions and the tendency to seek stimulation 

in the company of others.  

 Agreeableness – A tendency to be compassionate and cooperative rather than 

suspicious and antagonistic towards others.  

 Neuroticism – A tendency to experience unpleasant emotions easily, such as 

anger, anxiety, depression, or vulnerability. 

As the research into the relationship between personality traits and creativity 

continues to grow, a more complete picture has developed. Within the framework of 

the Big Five model of personality some consistent traits have emerged (Batey and 

Furnham, 2006).  

Out of the Big Five model personality traits, openness to experience has been shown 

to be consistently related to a whole host of different assessments of creativity (Batey, 

Furnham and Safiullina, 2010). 

2.8.2 Openness to Experience and Creativity 

As noted by McCrae (1987), test scores of divergent thinking obtained between 1959 

and 1972 were correlated with a variety of personality measures administered since 

1980. In this sample of 268 men, divergent thinking was consistently associated with 

self-reports and ratings of openness to experience, but not with neuroticism, 

extraversion, agreeableness, or conscientiousness. Therefore past research data 

suggest that creativity is particularly related to the personality domain of openness to 

experience. 

Chamorro-Premuzic, Reimers, Hsu and Ahmetoglu (2008) discuss that openness to 

experience measures intellectual curiosity, creative interests, and preference for new 

experiences and toleration of the unfamiliar. It is further noted that openness has been 

suggested to be the most salient Big Five correlate of art as well. 
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Openness is a general appreciation for art, emotion, adventure, unusual ideas, 

imagination, curiosity and variety of experience. The trait distinguishes imaginative 

people from down-to-earth, conventional people. People who are open to experience 

are intellectually curious, appreciative of art, and sensitive to beauty. They tend to be, 

compared to closed people, more creative and more aware of their feelings. They are 

more likely to hold unconventional beliefs. 

People with low scores on openness tend to have more conventional, traditional 

interests. They prefer the plain, straightforward, and obvious over the complex, 

ambiguous, and subtle. They may regard the arts and sciences with suspicion or even 

view these endeavours as uninteresting. 

A study by Wolfradt and Pretz (2001) investigated the relationship between creativity 

and personality among college students from a variety of major fields of study. The 

results of their study showed a positive relationship between openness to experience 

and certain creativity measures, which included curiosity and exploration. 

2.8.3 Personality and Independent Thinking 

Independent thinking is the desire of a person to convince oneself that the information 

being presented is true or reasonable. This differs from critical thinking, which is the 

process used to collect and process information to arrive at a logical conclusion. In 

other words, independent thinking has more to do with the desire to think for oneself. 

Past literature on independent thinking as a creativity stimulation factor was discussed 

under section 2.6.4. However, it should be noted that a portion of independent 

thinking is also innate, where such inborn independent thinking ability would be 

displayed through a person‟s personality traits (Myers, 1995). 

2.8.4 Myers-Briggs Type Indicator and Independent Personality Type 

The Myers-Briggs Type Indicator (MBTI) assessment is a psychometric questionnaire 

designed to measure psychological preferences in how people perceive the world and 

make decisions (Myers, 1995). Sixteen personality types are noted under this 

assessment, where INTP (introversion, intuition, thinking, perception) is one of these 

personality types, which refers to a personality type that is very independent, 

unconventional and original. Some of the terms used in MBTI assessment to 
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determine the independent thinker type personality include: logical, independent, self-

confident, nonconformist and visionary (Myers, 1995). These assessment factors 

provide some background on assessing an individual's personality with respect to 

independent thinking ability. 

 

2.9 Summary of Literature Review 

Non-work related Internet usage (NWRIU) is commonly regarded by most 

information systems (IS) related literature as the employees' use of company provided 

Internet for non-work purposes while at work.  

Based on previous literature, it was clear that a wide debate exists on the disruptive 

and the constructive impact of non-work related Internet usage at work. Together with 

these two contradictory views on the impact of NWRIU, there is still a lack of 

research on how NWRIU in particular affects stimulation of employee creativity. In 

particular, there is a lack of research on NWRIU as a whole, with respect to the Sri 

Lankan context. However, past literature was reviewed extensively in this research on 

how Internet usage in a broad sense affects creativity stimulation. 

Research studies carried out by Marshall (2001), Madden (2004) and Shoshani and 

Hazi (2007) provided an understanding of previous research findings on the impact of 

Internet on creativity. Shoshani and Hazi‟s (2007) study assess ten hypotheses on the 

use of Internet for enhancing creativity. This research study was used as a 

groundwork research study to conduct a close review of literature on the factors that 

would potentially enable stimulation of creativity in an Internet environment.  

The present study elaborates on six creativity stimulation dimensions based on 

numerous IS related literature and creativity literature. These six dimensions include 

accessibility to information, collaboration, curiosity and exploration, independent 

thinking, intrinsic motivation and breaking down technical barriers. Further, the 

impact of organizational culture and personality on the creativity stimulation 

dimensions were also explored based on organizational and psychology related 

literature.  
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Building upon the comprehensive literature that has been reviewed, this research 

proposes six dimensions of creativity stimulation to be assessed for the impact from 

NWRIU. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


