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Abstract

The existence of a policy of implementing work without being in the office has become a new
work order that forces companies to do work variations. The emergence of the extraordinary events
has changed the perspective of work activities to be more responsive and adaptive to changes by
implementing WFH (Work From Home) and remain productive. However, restrictions on
movement to explore and exploit in carrying out work activities become obstacle for the employees
in giving maximum contribution to the company. Likewise with civil servants who are required to
do their work activities at home. These new work activities indirectly have an impact on well-
being that interferes emotionally with time and builds the employees’ boredom in carrying out
work which can ultimately reduce their work creativity. This study aims to explore the effect of
digital communication and work boredom on the work creativity of civil servants. This research
method is conducted through the distribution of questionnaires using the Structural Equation
Modeling (SEM) method and using the Analysis Moment of Structural (AMOS) version 21.0
program, as the analytical tool. The results of the study indicate that Digital Communication has
no effects on Work Boredom. Likewise, work boredom has no effects on the employees’ creativity.
However, digital communication has effects on the employees’ creativity.
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INTRODUCTION variations of work (Bodewits, 2020). The

The 2020 pandemic disaster is a world  implementation of WFH using technology
tragedy that has an impact on companies’ creates a new challenge that has not been done
productivity. The pandemic crisis became an by all companies before, so it becomes a new
unprecedented beginning of world history.  problem. According to Yoshio (2020), the
Accumulatively from worldometers data, 213  results of a survey conducted by researchers
countries infected with the COVID-19 virus  from Harvard Business School and New York
have reached 9,176,959, in fact there are ten  University showed that when carrying out
countries with the highest number of COVID-  WFH, 68% of workers from giant technology
19 cases, namely the United States, Brazil, felt excessive mental fatigue and 60% admitted
Russia, India, England, Spain, Peru, Chile, that there was an increase in working hours and
Italy, and Iran (Arbar, 2020). The emergence of  meeting activities of 12.9%. The policy of
the extraordinary events has changed the  working from home resulted in an increase in
perspective of work activities to be more  work stress (Masyhuri et al., 2021). Covid-19
responsive and adaptive to changes by has made a new trend for State Apparatus and
implementing WFH and remain productive.  Civil Servants to carry out work activities not
The policy of implementing work without only at the office but also at home. The
attendance at the office has changed all aspects  application of WFH in government agencies is
of the work order forcing companies to do new an interesting challenge. WFH makes time
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more flexible for the employees, so they can
encourage them to work more productively.
However, the wuse of technology will
significantly extend the working day of the
employees where most of them have spent time
serving online services and attending online
meetings. The use of this technology will cause
fatigue and reduce the welfare of the civil
servants. The employees experience burnout
when they are required to balance work and
family time, while the frequency of online
meetings and tasks being carried out is
increasing.

The previous researches were more
focused on systems perspective and technology
acceptance and were based on very specific
sample characteristics, but not much had been
discussed about the positive and negative
consequences of using technology, even though
organizations are faster in adopting digital
technology. The use of digital communication
is mostly considered as demand, but it can also
be a tool to streamline the flow of
communication in the workplace (Bordi et al.,
2018). In contrast to the research conducted by
(Korzynski et al., 2020) that personal
innovation regarding new technologies has
positive relationship with creativity. Then the
current conditions are still few studies that
predict a person's ability to cope with boredom
in a better way (Oprea et al., 2019; Skowronski,
2012). Work boredom will be negatively
correlated because the employees feel that they
have lost meaning in the workplace and will
form emotional tension and decreased well-
being (Azizah, 2019), but work-related
boredom is positively correlated with the
employees’ creativity. The boredom of
employees doing work activities at home due to
social isolation during the COVID-19
pandemic makes them do online recreation to
help them develop at home (Chen, 2020) and
support creative ideas and task motivation
through problem-solving abilities (Zhou &
Shalley, 2003).

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo
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Based on the results of the phenomena
and research gap above, it is necessary to
conduct further research on the effect of work
boredom and digital communication on the
employees’ creativity. As for the novelty or
originality of this research, we want to test the
model regarding the effect of digital
communication on work boredom and the
employees’ creativity and examine the effect of
the model from work boredom on the
employees’ creativity which has not been
widely studied so far.

THEORETICAL FRAMEWORKS AND
HYPOTHESES
Digital Communication and Work Boredom
Digital Communication is an effective
means of technological communication with
the stakeholders. The main obstacle in using
digital communication is the failure to
understand the technology (Garcia Garciaet al.,
2017). Optimizing the use of technology highly
depends on the employees’ acceptance (Jacobs
et al., 2019). The increasing workload caused
by technology will have an impact on the use
and demands of work (Bordi et al., 2018). This
difference will be seen from several generations
for the extra effort made so that some
employees will lose control of their work
activities (Barley et al., 2011). The employees
who have high awareness are able to reduce
work boredom and are able to adapt to change.
The influence of the work environment can
reduce the risk of the employees in
experiencing work boredom (O'Mahony, 2011,
Pratama, 2019). On the other hand, the
constraints on the use of technology and an
unsupportive work environment will cause
employee work boredom. Based on the above,
the hypothesis that can be proposed in this study
is:

H1: Digital Communication has effects
on work boredom (Work Related Boredom).
Work Boredom and Employees’ Creativity.

The employees play an important role in
arousing and building boredom related to the
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work done (Gkorezis & Kastritsi, 2017).
Boredom is a psychological situation that
causes a person not to have the desire to do the
same activity. The higher the boredom, the
lower the activity and creativity of a person at
work. This indicates something unpleasant and
will disable work-related emotions. Work
boredom will produce negative intrinsic values
(van Hooff & van Hooft, 2014). The employees
who are too long to do routine work will cause
a form of boredom that reduces the spirit to be
creative. Work boredom makes a person
passive, lacks of variety and challenges related
to the work being done, thereby reducing the
employees' creativity. The hypothesis proposed
in this study is:

H2: Work Boredom has effects on
Employees’ Creativity.
Digital Communication and Employees’
Creativity

The era of digitalization has grown

rapidly throughout the world, so that it has
become an important part of electronic services
that must be provided by companies (Leakey,
1990). The role of digital communication plays
in actions related to information and work
activities. Digital communication can be used
to improve the suitability of technology and
activities to be carried out (Bordi et al., 2018).
Digital communication makes transaction
efficient. Communication can run faster and
provide accurate monitoring of distribution and
business management improvements (Leakey,
1990). As businesses become more and more
globalized, digital communications are
becoming increasingly important in achieving
the success and the efficiency of industrial
management work. Optimization of its use
highly depends on the employees’ acceptance
of the provided technology (Jacobs & al, 2019).
Digital communication will provide additional
instructions to improve task management, and
facilitate health and well-being (Kalantari, M,
2017) so that creativity can be generated.
Therefore, the hypothesis proposed in this study
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H3: Digital Communication has effects
on Employees’ Creativity

The variable relationship can be seen in
the model framework which can be seen in

Figure 1, as follows:

Source: Model development, 2022
Figure 1. Research Model

RESEARCH METHOD

This study is an "Explanatory Research"
study that emphasizes the relationship among
research variables by testing the variables to be
studied in order to explain the effect of one
variable on another (Sugiyono, 2017). The
measurement of variables can be seen in table
1.

Table 1. Variable Measurement

No Variable Indicator Source
1 | Work Boredom | 1. Cognitive (van
2. Affective Hooff &
3. Behavior van
Hooft,
2014).
2 | Digital 1. Digital | (Bordi
Communicatio L
n Communicatio | et al.,
n Volume 2018).

2. Connectivity

Expectations

3. Message

Quality

4. Adaptation
of
Communicatio

n Tools
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5.  Technical
and Flexibility

Issues

4 | Employees’
Creativity

1. Ability to
generate
creative
ideas.

2. Problem
solving
ability that
generates
creativity.

3. Task
motivation

The population is the object of the
generalization area, an object or subject that has
conditions related to the problem being studied
(Sugiyono, 2017). The population in this study
was civil servants in Central Java, which
amounted to 40,543 people (Zaroh, 2021).

The sample is part of the population that
is used as data source to represent the entire
population (Sugiyono, 2017). Sampling was
carried out using the formula of Taro Yamane
as follows:

(Zhou
&
Shalley
, 2003)

N
n= ———
N(d)? + 1
40.543
n =

40.543(0,1)? + 1

=99.75 rounded up to 100

Note:

n = Sample Size, N = Population Size, d
= precision specified by Application:

The sampling was 100 people who were
distributed in several cities in Central Java.
Sampling method used purposive sampling.
The sampling criteria were: employees with a
minimum of 5 years of service, with a minimum
education of high school, the rank group was
class 111 and above.

The data collection procedure in this
study was carried out by distributing

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo
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questionnaires submitted to respondents which
gave freedom to the respondents to answer
according to their way of thinking by providing
measurement scales of SA (Strongly Agree)
with a value of 5 (five), Agree (A) with a value
of 4 (four), Neutral (N) with a value of 3 (three),
Disagree (DA) with a value of 2 (two) and
Strongly Disagree (SDA) with a value of 1
(one).

The method and the analysis data
retrieval in this study used structural equation
modeling (SEM) analysis and carried out
processing with the IBM SPSS AMOS version
21.0 application as the tool to test the
relationship among variables in a model,
analyzed and interpreted the relationship
among indicators so that conclusion can be
drawn.

RESULT AND DISCUSSION
Validity Test and Reliability Test

The results of the validity and reliability
tests using the construct reliability test (CR) and
the Average Variant Extracted (AVE) test
indicate that all models have met the criteria in
this study. The requirements for fulfilling the
criteria are if construct reliability (CR) is > 0.07
and if Average Variant Extracted (AVE) is >
0.5. The model results show that the value of
construct reliability (CR) (0.93; 0.7; 0.87) is >
0.07. The Average Variant Extracted (AVE)
values are 0.8; 0.7; 0.6 > 0.5.

Table 2. Test of Validity and Rellablllty

" Deacription | Stand. | Varlam | CR  Calcul [AVE Calcul

Regression | ces aion ation
. Weights | { !

X X 1 05| 175! 1176l 09! 100 40 100

X 132 ooy 085 1261 174 | 08 18

X8 = X t11| 03¢ 123 |

Y 1

Y

Y

00|37
|

<= < <= < <=
MY RN Eae S -
- A

Source Processed data 2022
SEM  (Structural Equation
Analysis

Model)
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The following is the results of structural
equation modeling (SEM) analysis using IBM
SPSS AMOS version 21.0 application
processing. In Figure 2, it is explained that after
testing the model by eliminating several
indicators that are not normally distributed,
namely X1, X2, X3, X4, X7 and Y15, to
determine whether a model is worth testing or
not, it can be seen from the value of the degree
of freedom. If the value of degree of freedom
(Df) is > 0 or positive, then it is categorized as
an over-identified model. The reduction of the
indicator will make the value of the degree of
freedom (Df) of 51. The results of this analysis
are categorized as an over-identified model.
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i
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o0

1
[ARAAI
T

0

Figure 2. The Testing Results of the Full
Model of Structural Equation Modeling (SEM)
after eliminating several indicators.

Goodness of Fit (GOF) Model Test

Table 3. Goodness of Fit (GOF)

GOF Hasil Cuts of Evaluasi
Analisis Value Model

CMIN/ DF 1,243 <50 Good fit

CFI 0,951 20,90 Good fit

RMSEA 0,050 <0,08 Good fit

TLI 0,936 20,90 Good fit

Source: The results of data processing
(2022)

The results of testing the goodness of fit
criteria in the research model shown in Figure 2
and Table 2 have obtained chi square value of
63,418 with probability of 0.114, RMSEA
value of 0.050 0.080, TLI value of 0.936 0.90,
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CFI value of 0.951 0.90 and CMIN /DF of
1.243 2.00. The data from this test show that all
of the good fit models are well-accepted, so that
all models are met due to the fulfillment of the
model's feasibility.
Hypothesis Test Result

Hypothesis testing was done by looking
at the critical ratio on the regression weights of
the fit model. Hypothesis testing was carried
out with a significance level of 0.05. If the
critical ratio is 1.967 or probability (P) is 0.05
and the estimation value from the analysis
results is positive, the research hypothesis will
be accepted. Hypothesis results can be seen in
Table 3 as follows:

Table 4. Hypothesis Test Result

Regression Weights: (Group number 1 -
Default model)

| Estmate oo Sk CH # Labol
] ' =

Based on the estimation results above, the
following conclusions are obtained:

Hypothesis Test 1: Digital
Communication (X) has effects on Work
Boredom (Y1)

The results of the hypothesis test show
that the CR value is -2.814, this indicates that
the CR value is negative and below the standard
value, namely > 1.967. While the probability
value (P) is 0.005 with negative estimation
value. Because the CR is smaller and the
estimation value is negative while the
probability value (P) is < 0.05, so it does not
meet the criteria and the H1 hypothesis in this
study is rejected. This means that Digital
Communication has no effects on Work
Boredom. This is not in line with the research
conducted by (Coughlan et al., 2019; Game,
2007; Whiteoak, 2014) that the use of digital
communication has effects on work boredom
on moral decline and work quality.

H2: Work Boredom (Y1) has effects on
Employees’ Creativity (Y2).

B0 Repscind
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The results of the hypothesis test show
that the CR value is -0.151, this indicates that
the CR value is negative and below the standard
value, namely > 1.967. While the probability
value (P) is 0.880 with negative estimation
value of -0.011. Because the CR is smaller and
the estimation value is negative while the
probability value (P) is greater than 0.05, the
hypothesis in this study is rejected. This means
that work boredom has no effects on
employees’ creativity. This is not in line with
the research conducted by (Chen, 2020) and
(Zhou & Shalley, 2003) that work-related
boredom is positively correlated with
employees’ creativity because employees can
do online recreation to support creative ideas in
carrying out tasks at home.

Hypothesis Test 3: Digital
Communication has effects on Employees’
Creativity

The results of the hypothesis test show
that the CR value is 4.067, this indicates that the
CR value is positive and above the standard
value, namely 4.067 > 1.967. While the
probability value (P) is *** <0.05 with positive
estimation value. Because the CR value is
greater and the estimation value is positive and
the probability value (P) < 0.05, the hypothesis
in this study is accepted. This means that
Digital Communication has effects on
Employees’ Creativity. This is in line and
consistent with the research conducted by
(Bordi et al., 2018; Jacobs et al., 2019;
Korzynski et al., 2020) that the presence of new
technologies will create creativity in creating
personal innovations to help them carry out
their work activities.

CLOSING

Conclusion: Based on the results of
research and data processing, the conclusions
can be described as follows: 1. Digital
Communication has been proven to have no
effects on the work boredom of civil servants in
Central Java. It can be interpreted that the
increasing digital communication will not have

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo
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effects on  work  boredom. Digital
communication will help employees explore
and exploit knowledge and acquire new skills.
2. Work boredom is proven to have no effects
on the creativity of civil servants in Central
Java. This means that when employees who are
able to cope with boredom better will tend to
have maximum level of work involvement so
that they can create creativity at work. 3. Digital
Communication has positive and significant
effects on the creativity of the employees of
Central Java civil servants. The results of this
study are consistent with the research
conducted by (Bordi et al., 2018; Korzynski et
al., 2020) that the existence of digital
communication has provided a new system to
streamline the flow of communication in
creating creative innovations.

Research Limitations: This study did not
use an open-ended questionnaire, so the results
of the analysis were not optimal. Future
research is expected to add new mediating
variables related to employees’ intrinsic
motivation and add simple open-ended
questions and provide respondents with a better
understanding of these open-ended questions.
Suggestions  for  further research, the
researchers can modify the model by adding
other variables which are not found in this
study.

Gratefulness

In this study, the research team would like
to thank the University of Semarang and LPPM
that have provided financial support for the
smooth running of this research. We do not
forget to thank the Faculty of Economics,
University of Semarang that recommended us
to conduct research as well as the respondents
who have helped fill out the questionnaire and
other parties who have helped the publication
of this article.

REFERENCE

[1] Arbar, T. F. (2020). Penambahan Kasus
Sehari Rekor, Corona Global Tembus 9,1
Jutao Title. CNBC Indonesia.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

https://binapatria.id/index.php/MBI
Open Journal Systems



https://binapatria.id/index.php/MBI

[2]

[3]

[4]

[5]

[6]

[7]

[8]

ISSN No. 1978-3787
Open Journal Systems

https://www.cnbcindonesia.com/news/20
200623082100-4-167244/penambahan-
kasus-sehari-rekor-corona-global-
tembus-91-juta

Azizah, S. N. (2019). Cyberloafing
Sebagai Strategi Mengatasi Kebosanan
Kerja. Jurnal Fokus Bisnis, 18(1), 1-7.
Barley, S. R., Meyerson, D. E., & Grodal,
S. (2011). E-mail as a source and symbol
of stress. Organization Science, 22(4),
887-906.
https://doi.org/10.1287/0rsc.1100.0573
Bodewits, K. (2020). Working from
home because of COVID-19? Here are 10
ways to spend your time. Science.
https://doi.org/10.1126/science.caredit.a
bb7513

Bordi, L., Okkonen, J., Mé&kiniemi, J. P.,
&  Heikkila&-Tammi, K. (2018).
Communication in the digital work
environment: Implications for wellbeing
at work. Nordic Journal of Working Life
Studies, 8(Specialissue3d), 29-48.
https://doi.org/10.18291/njwls.v8iS3.105
275

Chen, 1. S. (2020). Turning home
boredom during the outbreak of COVID-
19 into thriving at home and career self-
management: the role of online leisure

crafting.  International  Journal  of
Contemporary Hospitality Management,
32(11), 3645-3663.

https://doi.org/10.1108/1JCHM-06-2020-
0580

Coughlan, G., Igou, E. R., van Tilburg,
W. A. P, Kinsella, E. L., & Ritchie, T. D.
(2019). On Boredom and Perceptions of
Heroes: A Meaning-Regulation
Approach to Heroism. Journal of
Humanistic Psychology, 59(4), 455-473.
https://doi.org/10.1177/00221678177052
81

Game, A. M. (2007). Workplace
boredom coping: Health, safety, and HR
implications. Personnel Review, 36(5),
701-721.

[10]

[11]

[12]

[13]

[14]

[15]

https://doi.org/10.1108/00483480710774
007

Garcia Garcia, M., Carrillo-Duran, M. V.,
& Tato Jimenez, J. L. (2017). Online
corporate communications:  website
usability and content. Journal of
Communication Management, 21(2),
140-154. https://doi.org/10.1108/JCOM-
08-2016-0069

Gkorezis, P., & Kastritsi, A. (2017).
Employee expectations and intrinsic
motivation: work-related boredom as a
mediator. Employee Relations, 39(1),
100-111. https://doi.org/10.1108/ER-02-
2016-0025

Jacobs, J. V., Hettinger, L. J., Huang, Y.
H., Jeffries, S., Lesch, M. F., Simmons, L.
A.,Verma, S. K., & Willetts, J. L. (2019).
Employee acceptance of wearable
technology in the workplace. Applied
Ergonomics, 78(January), 148-156.
https://doi.org/10.1016/j.apergo.2019.03.
003

Korzynski, P., Paniagua, J., & Rodriguez-
Montemayor, E. (2020). Employee
creativity in a digital era: the mediating
role of social media. Management
Decision, 58(6), 1100-1117.
https://doi.org/10.1108/MD-05-2018-
0586

Masyhuri, M., Pardiman, P., & Siswanto,
S. (2021). Factor Influencing Job stress
during Covid-19: Empirical Evidence
from Bank Syariah Indonesia. Jurnal
Keuangan Dan Perbankan, 25(2), 355-
366.
https://doi.org/10.26905/jkdp.v25i2.5537
O’Mahony, N. (2011). Nurse burnout and
the working environment. Emergency
Nurse, 19(5), 30-37.
https://doi.org/10.7748/en2011.09.19.5.3
0.c8704

Oprea, B., Iliescu, D., Burtaverde, V., &
Dumitrache, M. (2019). Personality and
boredom at work: the mediating role of
job  crafting. Career Development

https://binapatria.id/index.php/MBI

Open Journal Systems

Vol.17 No.9 April 2023


https://binapatria.id/index.php/MBI

ISSN No. 1978-3787
Open Journal Systems

[16]

[17]

[18]

[19]

[20]

[21]

[22]

[23]

International, 24(4), 315-330.
https://doi.org/10.1108/CDI-08-2018-
0212

Pratama, H. A. (2019). Pengaruh
Lingkungan Kerja Fisik dan Non-Fisik
terhadap Kebosanan Kerja karyawan di
Akademi Maritim Yogyakarta (AMY).
Majalah llmiah Bahari Jogja, 17(2), 75—
85.
https://doi.org/10.33489/mibj.v17i2.203
Skowronski, M. (2012). When the bored
behave badly (or exceptionally).
Personnel Review, 41(2), 143-159.
https://doi.org/10.1108/00483481211200
006

Sugiyono. (2017). Metode penelitian dan
pengembangan : Research and
development/R&D. ALFABETA.

van Hooff, M. L. M., & van Hooft, E. A.
J. (2014). Boredom at work: Proximal
and distal consequences of affective
work-related boredom. Journal of
Occupational Health Psychology, 19(3),
348-3509.
https://doi.org/10.1037/a0036821
Whiteoak, J. W. (2014). Predicting
boredom-coping at work. Personnel
Review, 43(5), 741-763.
https://doi.org/10.1108/PR-09-2012-
0161

Yoshio, A. (2020). Survei: Work from
Home Picu Jam Kerja Bertambah dan
Kelelahan Mental. D Katadata.Co.ld.
https://katadata.co.id/ariemega/berita/5fa
7cf815a0e8/survei-work-from-home-
picu-jam-kerja-bertambah-dan-
kelelahan-mental

Zaroh, W. (2021). Profil PNS Profinsi
Jawa Tengah Tahun 2021. BKD Provinsi
Jawa Tengah.
https://bkd.jatengprov.go.id/

Zhou, J., & Shalley, C. E. (2003).
Research on Employee Creativity: a
Critical Review and Directions for Future
Research. Research in Personnel and
Human Resources Management, 22, 165—

217. https://doi.org/10.1016/S0742-
7301(03)22004-1

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

Vol.17 No.9 April 2023

https://binapatria.id/index.php/MBI
Open Journal Systems



https://binapatria.id/index.php/MBI

