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CHAPTER 5. CONCLUSIONS AND RECOMMENDATIONS  

This chapter reviews the results of data obtained through the data analysis and 

provides conclusions and recommendations in the context of the research objectives. 

The limitations faced during the research study and the direction for related future 

studies are also described in this chapter.  

5.1 Review of Results 

The descriptive analysis conducted on non-work related Internet usage provided a 

brief exploration on the extent and the nature of non-work related Internet usage 

among the employees in the Sri Lankan software companies. The findings indicated 

that personal emailing, online news viewing, instant messaging and random surfing 

were some of the frequently used online activities for non-work purposes at the 

workplace. Social networking, online music/video sharing and entertainment and 

online gaming on the other hand, are some of the online activities that the respondents 

stated as they are willing to use, but that they are unable to engage in them due to 

organizational restrictions. It is important to note that these online activities are 

mostly restricted by large scale software companies. 

Descriptive analysis on the creative initiatives taken by the employees during the past 

year indicated that most employees developed personal websites and software on their 

own initiative. Most respondents also reported that they organize team outings, 

trainings and workshops. Some respondents reported that they develop new processes 

and guidelines as well. Few others reported that they carry out social work and that 

they manage to figure out new technical installations and procedures. Some 

respondents noted that their creative initiatives were inspired by ideas discovered 

through the use of Internet for non-work purposes at the workplace. 

As discussed in the data analysis chapter under section 4.4.4, nearly 40% of the 

respondents reported that their organizations have written policies that discourage the 

use of Internet for non-work purposes during work hours, even though Internet access 

was not technically restricted. However, irrespective of the employees' knowledge of 

these policies and practices, positive correlations were identified with non-work 

related Internet usage and certain creativity stimulation factors. 
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Nearly half of the respondents reported personal use of Internet away from the 

workplace for more than 1 hour on a daily basis and even during the weekends. 

However, the range of online activities used was rather limited compared to the range 

of online activities used at the workplace where employees would spend the majority 

of their active time on a daily basis. 

Based on the hypothesis testing that was carried out, hypothesis 3, hypothesis 5, 

hypothesis 6 and hypothesis 7 were substantiated. However, significant evidence was 

not present to reject the null hypothesis for the other hypotheses. Thus, hypothesis 1, 

hypothesis 2 and hypothesis 4 were not substantiated.  

Therefore, it was only confirmed that the following creativity stimulation dimensions 

were positively affected by non-work related Internet usage: 

 Curiosity and exploration 

 Collaboration 

 Breaking down technical barriers 

Since hypothesis 7 was also substantiated, it was verified that non-work related 

Internet usage had a positive correlation with creativity stimulation as explained by 

the six dimensions that were modelled in the theoretical framework. 

Therefore, it can be concluded that the research has successfully accomplished its 

initially stated objectives, where answers were established for all the research 

questions. 
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5.2 Recommendations 

Overall, the present research extends the literature in several ways and provides a 

number of implications for the management of Sri Lankan software development 

companies.  

As discussed in detail in the data analysis chapter and summarized in the review of 

results above, a positive effect by non-work related Internet usage was identified for 

the creativity stimulation dimensions: curiosity and exploration, collaboration and 

breaking down technical barriers. Further, a statistically significant positive 

relationship was identified between non-work related Internet usage and creativity 

stimulation as a whole. 

It may be wise for the organizational management to conduct a review on current 

organizational policies and restrictions on the use of Internet for non-work purposes. 

For every restriction, there needs to be a justifiable reason, i.e. privacy, security, 

legality, or productivity. If restrictions are placed due to various justifiable reasons, 

then setting up separate office rooms for employee online recreation might be a good 

approach that the organizational management can consider. If it is not possible to 

provide such facilities during core working hours, the organizational management 

could consider providing online recreational facilities after working hours. 

Most employees reported frequent use of online activities such as random surfing, 

online viewing of news and journals and downloading software, which are potentially 

curiosity driven and exploratory in nature. However, as discussed in the data analysis 

chapter in section 4.2.1 some of these online activities such as downloading software 

for non-work purposes have been restricted by some of the large scale software 

companies. If restrictions on such online activities are placed on the employees‟ 

machines due to justifiable reasons such as security risks, it might be desirable for the 

organizational management to provide separate server machines or commonly 

available public machines for the employees to engage in such online activities. 

However, if such facilities are provided, it would be wise for the organizational 

management to monitor them for potential abuse and misuse. It might even be 

important to conduct a cost benefit analysis prior to such implementations. 
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As reported in the data analysis chapter, variations were identified between the job 

role of the employees and their nature of non-work related Internet usage. This 

research provides information on three of the non-work related online activities where 

the usage patterns had noteworthy differences based on the job roles. Therefore, it 

would be desirable for the organizational management to distinguish between 

departments and employees based on the job roles, when policies and practices are 

defined for managing the use of organizational Internet resources. Different 

employees may require more access to certain online activities than others. Hence, 

filtering and user network rights must be customized to meet the needs of the 

employee without placing unnecessary restrictions on their way.  

It would be important for the organizational management to wisely manage non-work 

related Internet use of their employees, so that reasonable allowances are provided for 

employees to engage in curiosity driven, explorative endeavours. Employers can 

initiate online competitions in order provide recognition for constructive use of 

Internet by employees for non-work purposes. For example, online gaming contests 

can be organized within the organization. Further, quarterly rewards can be provided 

for interesting and valuable serendipitous findings that employees may come across 

through their online explorations. It would be valuable for the organization to publish 

success stories on valuable serendipitous findings of the employees, in order to raise 

awareness among the other employees and to promote constructive use of the 

organizational Internet resources for non-work purposes.   

This research highlights the importance of online social media in promoting creative 

collaboration among the employees in software development companies. However, it 

was identified that some of the useful online social media aspects such as online 

collaborative software, presentation sharing and blogging were rarely used by the 

employees. But instant messaging and personal emailing were reported by the 

respondents as frequently used online social media. It would be wise for the 

organizational management to promote a broader awareness on online social media 

among their employees, since it has become one of the most commonly spoken topics 

nowadays. At present, online social media features are most sought after by web users 

and it has become quite a must-have for any website. Therefore, providing 
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opportunities for employees to familiarize on online social media features through 

non-work related means might in fact be advantageous for a software development 

company.  

Since activities such as blogging enables people to communicate their ideas and 

obtain feedback from others, organizational management can take steps to conduct 

blogging competitions within the organization. Employees can be given an 

opportunity to work on blog posts based on their respective domain of work or even 

based on other fields of interest, which would facilitate effective creative 

collaboration.                                                                                                         

Findings of this research identified that online social networking was restricted by 

most organizations as reported by the survey respondents. Constructive use of social 

networking could provide exposure to creative people in the employee‟s domain of 

work. Thus, it would be wise for organizational management to promote professional 

social networking through sites such as LinkedIn and other technical communities 

(e.g. Microsoft technical communities, LinuxQuestions.org, Open source 

communities) among the employees of their organization. This would enable 

employees to collaborate with creative professionals in their industry/domain of work. 

Moreover, this research substantiates a positive effect of non-work related Internet 

usage on breaking down technical barriers. Hence, software development companies 

may benefit from promoting competitions on exploring new online technologies, 

among the employees of their organization. Such initiatives would allow employees to 

familiarize on new online technologies, which would in turn help them to gradually 

diminish their technical barriers. It might be useful to set up internal forums and blogs 

where employees can informally share their experiences in dealing with technology 

for non-work purposes. 

Recognizing the potential success in stimulation of creativity, organizations may 

consider allowing certain amount of non-work related Internet usage in a workday 

instead of totally banning it. Particularly when employees are requested to extend 

their working hours at the workplace, they may hope to release stress and balance 

their work and personal life by using non-work related online activities. However, it 
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should be noted that employee creativity stimulation would mainly be beneficial for 

employees who engage in non-routine work, where there will be opportunities to 

introduce change and experiment with novel ideas. Since, knowledge workers in the 

software industry have been considered for this research, it is reasonable to presume 

these employees engage in non-routine work. However, there may be exceptions and 

it would be wise for the organizational management to consider the nature of work of 

their employees, while allowing for non work related Internet usage at the workplace. 

As mentioned in the recommendations it would be desirable for organizational 

management to allow a certain level of deviation from work through non-work related 

Internet usage in order to infuse positive effects such as stimulation of creativity 

among the employees. However, it will be a challenge for employers to allow usage 

of Internet for non-work purposes and balance productivity expectations. 
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5.3 Limitations and Directions for Future Research 

There are a few limitations in this research that provide opportunities for future 

studies. Firstly, as an initial exploration to validate the effect of non-work related 

Internet usage on creativity stimulation, only six dimensions were considered for 

creativity stimulation in this research. The factors which have been considered in the 

research are identified through the literature survey, interviews and an initial 

exploratory study conducted in the Sri Lankan Software industry. However, there 

could be other dimensions that would relate to creativity stimulation. The variable 

dimensions for creativity stimulation were limited to six after prioritizing a set of 

creativity stimulation factors through the initial exploratory study. The need for 

aligning with a limited scope and time frame was the main reason for the limitations 

on the variable dimensions. Additionally, the extent to which the dimensions were 

supported by literature was also taken into account. Future research can examine and 

compare the effects on non-work related Internet usage on other creativity stimulation 

dimensions together with those suggested in this research to generate more 

implications for the academics and the employers. 

Secondly, it should be noted that the information obtained from respondents through 

interviews and questionnaires being self-reported data could be biased to some extent. 

Hence, it would pave the way for further research with a focus on more quantitative 

data collection. 

Thirdly, only a brief review was conducted on the restrictions placed by software 

companies on certain online activities which are used for non-work purposes. 

However, future research can be conducted with a focus on a detailed analysis of such 

restrictions and their potential implications. It might be important to focus mainly on 

large scale software companies in this case, since it was noticed by this research that 

most of the large scale software companies seem to have such restrictions compared 

to other medium and small scale software companies.  

Present research was mainly focussed on non-work related Internet usage in general. 

However, the findings of this research indicated potential variations across the usage 

of different online activities and different job roles of the employees. Thus, it would 
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be interesting to conduct future research on specific online activities used by 

employees working on different job roles for non-work purposes. Such extended 

research would provide deeper insights on the potential implications of the noted 

variations.  

In addition to the above noted limitations, there were data collection related 

limitations that were faced by this research. Even though follow up procedures were 

carried out and measures were taken to preserve the anonymity of the respondents, 

relatively lower response rates were reported on data collection mainly via online 

means. Data collected for this research included a sample size of 192, where the 

respondents were randomly selected based on stratified sampling from 30 different 

software companies varying from large to small scale. Similar research studies can be 

carried out with a larger sample, spreading over a wider number of software 

companies in the industry.  Since this research focussed only on software companies 

which carry out software development as their main line of business, similar research 

can be extended towards other organizations in the IT industry where the main line of 

business is not software development.  

It should also be noted that this research study is limited to the Sri Lankan context and 

might not be generalized to all countries. 
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5.4 Conclusion 

While provision of Internet has become an integrated part of a software organization 

for work, the usage of the company Internet resources for non-work purposes has 

become quite prevalent. There is a wide debate on the dysfunctional as well as the 

constructive use of non-work related computing at the workplace. As a result, 

organizations are eagerly seeking the implications and suitable approaches for 

managing non-work related Internet usage at the workplace. 

Hence the need was recognized to investigate into the potential positive effects of the 

inevitable non-work related Internet usage at work at a time where creative thinking 

skills are most sought after by employers in the software industry. 

Thus the primary objective of the research focussed on investigating the effect of non-

work related Internet usage on stimulating employee creativity. In addition, 

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

was also explored, since there was lack of research on the research area especially 

with respect to the Sri Lankan software industry. Further, a brief analysis was carried 

out on the restrictions currently placed by organizations on employee Internet usage. 

In order to accomplish the primary objective, this research followed a two stage 

approach where an initial exploratory study was conducted prior to the hypotheses 

testing.  

To assist the exploration of the research concepts and to develop suitable hypotheses, 

a conceptualization of the variable relationships was modelled using previous 

literature as the groundwork. Based on the theoretical framework, seven hypotheses 

were stated to demonstrate the research arguments. 

Data was gathered from a stratified random sample comprising 192 knowledge 

workers from around 30 Sri Lankan software companies.  

The findings of this research indicated statistically significant positive effects of non-

work related Internet usage on creativity stimulation factors such as curiosity and 

exploration, collaboration and breaking down technical barriers. Further, by 

considering the overall effect on creativity stimulation, a positive effect was 
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confirmed from non-work related Internet usage on stimulation of creativity in 

general. 

The findings of the research were consistent with some of the previous studies on 

similar areas of research. The research results verified Shoshani and Hazi‟s (2007) 

findings which stated that multiculturalism, exposure to creative people and breaking 

down technical barriers were positively influenced by the use of Internet. In the 

present research factors such as exposure to creative people and multiculturalism were 

considered through the variable dimension – collaboration. The present research 

findings were also parallel to the results of the  large scale survey carried out by 

Madden (2004), which found out that internet has greatly improved connections 

between artists, art communities and audiences enabling creative collaboration. Thus, 

the present research findings confirmed a similar finding with respect to the 

employees in the software development companies on the effect of non-work related 

Internet usage in enabling creative collaboration. 

The findings of this research provided a conclusion that non-work related Internet 

usage positively affects employee creativity stimulation in the context of the Sri 

Lankan software industry. 

With the growing interest in effective approaches to manage non-work related use of 

Internet, the present research and its findings provide valuable insights to both 

academics and employers of software organizations.  

It is an advantage for a manager to know the effect on stimulation of creativity and 

specifically what kinds of creativity stimulation factors are affected by the use of 

Internet for non-work purposes at the workplace. Several recommendations have been 

proposed by this research, for the management of local software development 

companies.  

In conclusion, it would be desirable for managers to carefully weigh the costs and the 

long-term benefits of designing policies and tactics to manage non-work related 

Internet usage at the workplace, in view of the potential positive effects such as 

creativity stimulation. 


