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Abstract 

Telework has widely spread increasing the flexibility, job satisfaction and productivity of employees as 

well as leading to poor social interactions, conflict at home and emotional exhaustion. Leisure crafting was 

found to address those adverse outcomes which was established in the telework context for attenuating emotional 

exhaustion. Due to uncertainty on the labor market, there is a demand for meaningful work. A few studies show 

that leisure crafting increases meaning-making and meaningful activities enhance meaning in life, mediated by 

basic needs satisfaction. The present study is applied to teleworkers and adds to the small research body of 

crafting in the leisure domain that examines the interplay between occupation and well-being with regards to 

leisure crafting, needs satisfaction and meaningful work. A cross-sectional survey study (N = 69) was conducted. 

Neither leisure crafting was significantly correlated with meaningful work, nor did needs satisfaction mediate 

this relationship. However, there was a significant relationship between needs satisfaction and meaningful work 

which implies that this link within the Meaningful Activity and Life Meaning model may also be applicable in 

the work domain. Another implication is that meaningful work may be added as a distinct outcome variable 

within the identity-based integrative needs model of crafting. The effect of leisure crafting on meaning-making 

may be impeded due to the autonomy supportive environment of teleworkers. Future research may identify 

particular unfulfilled needs and match them with particular crafting efforts. 

Keywords: leisure crafting, telework, needs satisfaction, meaningful work 
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Teleworkers` Leisure Crafting, Needs Satisfaction and Meaningful Work 

Telework has widely spread increasing the flexibility and productivity of employees (Kelliher & 

Anderson, 2010; Choudhury et al., 2021; Beauregard et al., 2019). As countries globally imposed lockdowns 

restricting particularly physical contact, around 50% of the working population in the United States and in 

Germany started teleworking (Abdel et al., 2021). Telework can be defined as working distant from the main 

workplace of the organization in a technologically connected way (Bailey & Kurland, 2002). For instance, 

teleworkers may work from a café. In this thesis, there will be a focus on teleworkers who work from home and 

partly from the location of the main workplace. Telework means high flexibility and autonomy for workers 

because they can design their work schedules and work environment more independently. Moreover, it was 

found to increase job satisfaction, organizational commitment (Kelliher & Anderson, 2010), and productivity 

(Choudhury et al., 2021; Beauregard et al., 2019) as there may be less distractions from coworkers and shorter 

travel times between the home residence and the location of the main workplace (Kelliher & Anderson, 2010). 

However, work flexibility may also increase tensions (Cañibano, 2019). The drawbacks of telework are 

poor social interactions, vague work-life boundaries and conflict at home (Boell et al., 2016). Emotional 

exhaustion has been rising among teleworkers which plays a crucial role in burnout and is related to depression. 

Emotional exhaustion is defined by reduced emotional resources and feelings of overextension (Abdel et al., 

2021). For teleworkers, there is evidence for higher work intensity but there is mixed evidence as to whether 

teleworkers are more likely to experience stress (Kelliher & Anderson, 2010). Teleworkers face difficulties in 

teamwork including sharing understanding and implicit knowledge (Beauregard et al., 2019). Moreover, little 

social and informal interactions at work may elicit feelings of isolation and reduce job satisfaction (Beauregard 

et al., 2019). Teleworkers were found to have dwindling work-life boundaries which can give rise to work-life or 

work-family conflicts (Beauregard et al., 2019). Work-family conflict was found correlated with poor life 

satisfaction and poor job satisfaction (Beauregard et al., 2019). 

Tensions in telework context may present a needs discrepancy within a generally autonomy supportive 

environment of teleworkers where crafting according to the identity-based integrative needs model of crafting is 

particularly effective (De Bloom et al., 2020). Based on self-determination theory (SDT), needs can be satisfied 

when crafting processes match a person`s needs discrepancy, ultimately leading to an internalization process and 

higher well-being (De Bloom et al., 2020). Remarkably, those leisure activities which are also demanding and 

not just relaxing reduce the experience of job stress and help to detach from work by promoting companionship 

and positive mood (Petrou & Bakker, 2016). For instance, leisure crafting was found to attenuate emotional 
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exhaustion (Abdel et al., 2021), improve job satisfaction, life satisfaction, subjective well-being and target social 

isolation (Petrou & Bakker, 2016; De Bloom et al., 2020). Leisure crafting is defined as the “proactive behavior 

during leisure time targeted at goal setting, human connection, learning, and personal development” (Petrou & 

Bakker, 2016, p. 507). The evidence shows that leisure crafting contributes to the positive development of work-

life boundaries which in turn reduces work-family conflict (Abdel et al., 2021). Finally, leisure crafting has been 

found to have a positive effect on meaning-making (Petrou et al., 2017). 

Due to the current uncertainty in the labor market, there has been an increasing demand for meaning and 

meaningful work (Allan & Liu, 2020). Meaningful work is a major part of a meaningful life (Autin et al., 2022) 

and can be defined as the subjective experience of meaning in work, a sense that work is crucial for making 

meaning and the perception whether their work serves the greater good (Steger et al., 2012). As the world has 

been confronted with the COVID-19 pandemic followed by the war on Ukraine, survivors` meaning systems 

may have been challenged. Meaning has been found to inversely predict psychological distress, mediated by fear 

of the unknown (Ostafin et al., 2021). During the COVID-19 pandemic, meaning was found to have a vital role 

in coping with social isolation and anxiety (Milner & Echterling, 2021). Industrialization, automation and 

shifting societal values make the future for workers who pursue meaningful work increasingly difficult and 

uncertain (Allan & Liu, 2020). Therefore, meaningful work acts for teleworkers both preventive of work stress, 

anxiety and burnout and as a coping mechanism to deal with social isolation and uncertainty (Correia & 

Almeida, 2020; Steger et al., 2012). Moreover, meaningful work was found to predict job satisfaction (Allan & 

Liu, 2020), work motivation (Allan & Liu, 2020), subjective well-being and life satisfaction (Autin et al., 2022). 

The identity-based integrative needs model of crafting suggests that needs satisfaction mediates the 

effect of crafting on optimal functioning (De Bloom et al., 2020). The Meaningful Activity and Life Meaning 

model reflects this mediation role of needs satisfaction. Next to a direct effect of meaningful leisure activities on 

meaning in life, according to the model, there is an indirect path with needs satisfaction as a mediator of the 

relationship between meaningful leisure activities and meaning in life (Eakman, 2013). As the environment may 

not always allow to immediately craft for a discrepancy within the same domain (i.e. work domain), crafting in 

another domain (i.e. leisure domain) could increase optimal functioning across domains which is explained with 

the compensation or spill-over theory as discussed below in the literature review (De Bloom et al., 2020). 

Therefore, needs satisfaction may mediate the relationship between leisure crafting and meaningful work. 

 Previous research has mainly focused on job crafting and there has been a call for more research in the 

nonwork domain with its implications for need satisfaction and well-being (De Bloom et al., 2020). Leisure 
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crafting was already found to be beneficial in the telework context, for instance by attenuating emotional 

exhaustion (Abdel et al., 2021). Given the current uncertainty and work stress for teleworkers, there is a demand 

for meaningful work (Allan & Liu, 2020). So far, there has been evidence that leisure crafting increases 

meaning-making in the work domain (Petrou et al., 2017). Adding to existing research, in this study, it will be 

examined whether that link between leisure crafting and meaning in the work domain also holds for the telework 

context. Moreover, research has been conducted showing that meaningful activities enhance meaning in life and 

that this relationship is mediated by basic needs satisfaction (Eakman, 2013). In this study, it will be investigated 

whether these relationships are also present across identity domains. Needs satisfaction was also found to 

mediate the relationship between crafting and optimal functioning or well-being (De Bloom et al., 2020). In the 

present study, it will be discussed whether meaningful work can be another outcome variable extending the 

identity-based integrative needs model of crafting. Considering the tensions and uncertainty in the telework 

context as well as teleworkers intertwined nature of work and leisure domains, the present study takes an 

integrative approach examining the relationships between leisure crafting, needs satisfaction and meaningful 

work, and thus as well investigates a possible intervention. 

Literature Review 

Leisure Crafting and Meaningful Work in Teleworkers 

As derived from the Meaningful Activity and Life Meaning model, meaningful activity was found to be 

associated with meaning in life (Eakman, 2013). Similarly, within the field of positive psychology, passionate 

leisure activity was found related with presence of meaning (Zhang et al., 2014), and leisure was found to have 

an important role in meaning-making (Iwasaki et al., 2018). The link between activities in the leisure domain and 

meaning-making was also established in a global and multicultural context (Iwasaki, 2008). The main roles of 

leisure-like pursuits in meaning-making are facilitating positive emotions and identities, social connections, 

human strengths and learning and human development (Iwasaki, 2008). As leisure crafting per definition focuses 

on social connections, learning and human development, meaning-making seems partially inherent to leisure 

crafting. As unfulfilled callings in the work domain were found to be a motivation for leisure crafting (De Bloom 

et al., 2020), the question arises whether leisure crafting actually increases meaning in the work domain. 

First, it can be taken into account that there may be a bidirectional relationship between leisure crafting 

and meaningful work. Regarding the way leisure and work domain influence each other, there are two different 

hypotheses prevalent in the literature. The spillover hypothesis states that positive experiences in one domain 

(i.e. leisure) reoccur in another domain (i.e. work) (Petrou & Bakker, 2016). In contrast, the compensation 
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hypothesis suggests that unattained goals in one domain (i.e. work) can be reached through behavior within the 

other domain (i.e. leisure). Leisure activity has the potential to compensate for negative life events in the work 

domain (Petrou & Bakker, 2016). With regards to the research question, there may be a spillover effect from the 

leisure domain into the work domain. Through leisure crafting people learn to choose and attain goals, set 

boundaries, connect with people and have meaningful experiences in a way that serves their well-being. This 

positive experience may be repeated in the work domain. However, human connection within remote work has 

its limitations. 

Indeed, leisure crafting was found to lead to meaning-making in the work domain (Petrou et al., 2017). 

By adopting the autonomy to telework, an important structural resource within job crafting is provided. There is 

evidence that leisure crafting particularly affects meaning-making when there are few opportunities for job 

crafting. However, next to job autonomy, another crucial aspect of job crafting are social job resources such as 

the opportunities for feedback and social interactions (Petrou et al., 2017). Social job resources are restricted for 

teleworkers due to the virtual work environment. Therefore, leisure crafting may affect meaning in the work 

domain leading to the following hypothesis. 

Hypothesis 1. Leisure crafting will be positively correlated with meaningful work for teleworkers. 

Need Satisfaction, Leisure Crafting and Meaningful Work in Teleworkers 

According to the two-process model of needs, needs discrepancies are motives for crafting which, in 

turn leads to needs satisfaction (De Bloom et al., 2020). Importantly, there has been a link established between 

leisure crafting and needs satisfaction (Petrou & Bakker, 2016). A large research body demonstrates that just a 

few needs capture the core features of human nature (Tooby & Cosmides, 1990). The three main universal needs 

are the need for autonomy, the need for relatedness and the need for competence. Out of those needs, the need 

for autonomy and the need for relatedness may be most correlated with leisure crafting (Petrou & Bakker, 2016). 

One may argue that teleworkers need for autonomy is already satisfied and thus not much improved by engaging 

in leisure crafting. However, as teleworkers face increasing work intensity, their need for flexibility may also 

grow in order to find balance (Kelliher & Anderson, 2010). It has also been found that the need for relatedness 

may play a larger role in the non-work domain (De Bloom et al., 2020). Therefore, leisure crafting may be 

effective in satisfying needs for relatedness and thus countering feelings of social isolation. 

That needs satisfaction mediates the relationship between crafting and optimal functioning is well 

established in the literature and conceptualized by the identity-based integrative needs model of crafting 

(Rudolph et al., 2017; Van den Broeck et al., 2016; De Bloom et al., 2020). For instance, based on the 
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application of SDT in the organizational context, Deci et al. (2017) established that satisfaction of the basic 

psychological needs relates to the internalization of work motivation and to well-being. The Meaningful Activity 

and Life Meaning model reflects the mediation role of basic needs satisfaction. Next to a direct effect of 

meaningful leisure activities on meaning in life, according to the model, there is an indirect path with needs 

satisfaction as a mediator of the relationship between meaningful leisure activities and meaning in life. This has 

been first established through structural equation modeling (Eakman, 2013) and later validated through a 

longitudinal study design (Eakman, 2014). Finally, need satisfaction has been found to predict meaningful work, 

especially the needs for autonomy and competence (Autin et al., 2022), leading to the following hypothesis. 

Hypothesis 2. Need satisfaction will mediate the relationship between leisure crafting and meaningful 

work for teleworkers. 

Methods 

Participants 

 From the 108 working adults who responded to our study, 69 participants remained for further 

consideration which means that they understand written English, gave informed consent, filled out the 

questionnaire completely and work at least 20 hours per week from which at least 4 hours are conducted from 

home. Out of the 69 participants (34 females, 34 males, 1 non-binary), there are two modi with regards to the 

distribution of age ranges (22 participants age 25-34 and 22 participants age 45-54). Sixty-five percent of the 

participants live currently in Germany, 11.5% in the Netherlands and 5.8% in the United States of America. 

Eighty-four percent of the participants hold at least a bachelor`s degree. The major job sectors of the participants 

are Information Technology (20.3%), Health Care and Social Services (14.5%) and Finance (13%). Our study 

was approved by the Ethics Committee Psychology of the University of Groningen. 

Research Design and Procedure 

The design of our study was a cross-sectional survey study. Each member of our research group 

distributed a message and the Qualtrics-link to the questionnaire via social media platforms such as LinkedIn, 

WhatsApp, Instagram and Facebook. The message described our inclusion criterion for the study and signaled 

that forwarding the study invitation is appreciated. Therefore, we used a convenience sample. Filling out the 

questionnaire took approximately 15 minutes. The questionnaire started with a short introduction about the 

research being conducted, a note that no monetary compensation for participation will be provided and asked for 

consent. This was followed by the concepts and corresponding items being investigated. Each concept was 

introduced with a short definition of the concept in common language. The variables were displayed in the 
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following order: leisure crafting, life satisfaction, needs satisfaction, perceived work productivity, psychological 

detachment, work-family conflict and meaningful work. Within the section of the items for perceived work 

productivity, there was a validation question included. The variables were followed by demographical questions 

and in the end, participants had the option to provide their email address to receive the study results. Data 

collection lasted for 24 days. 

Measures 

For my research, I used the concepts of leisure crafting, needs satisfaction and meaningful work out of 

the seven variables which our research group investigated. Aiming for quality of measures, we conducted a pilot 

testing and inserted a validation question. Moreover, we explained each variable shortly in common language. 

Reliability of measures was suggested to be acceptable for scales with Cronbach`s alpha higher than .7 and 

reasonably good for scales with Cronbach`s alpha higher than .8 (Gliem & Gliem, 2003). Therefore, the scales 

used in this study can be seen as reliable (Leisure crafting α= .86, needs satisfaction α= .82, meaningful work α= 

.78). The complete scales with all the items of the three measures are in the appendix. 

Leisure Crafting 

For leisure crafting, we provided an example to help participants grasp this construct. The nine items 

from Petrou and Bakker (2016) were scored on a 5-point Likert-scale (1 = not at all to 5 = very much). An 

example item is: “I try to build relationships through leisure crafting”. Three questions regarding the type, 

frequency and situation of participants` leisure crafting were added with free response options. 

Need Satisfaction 

The need satisfaction scale use consists of nine items across three categories: autonomy, competence 

and relatedness. The items were derived from Sheldon (2001) and scored on a 5-point Likert-scale (1 = strongly 

disagree to 5 = strongly agree). Each category was introduced by: “Reflecting on your life in general….”. This 

phrase is slightly modified from Sheldon’s (2001) original version. An example item is: “I feel that my choices 

are based on my true interests and values”. 

Meaningful Work 

 For the meaningful work scale, the ten items of the Work as Meaning Inventory (WAMI) from Steger et 

al. (2012) were scored on a 5-point Likert-scale (1 = absolutely untrue to 5 = absolutely true). An example item 

is: “I have a good sense of what makes my work meaningful”. Without the reversed item “My work really makes 

no difference to the world.”, the internal consistency of the scale would be significantly higher (α= .88 compared 

to α= .78). This may be an indication of response bias or language barriers.  
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Results 

 The Process mediation regression yielded the following results. Neither the direct path between leisure 

crafting and meaningful work was significant, nor the indirect path between leisure crafting and meaningful 

work with needs satisfaction as a mediator. Therefore, the statistical requirement for mediation which is a 

significant indirect effect (Hayes, 2022), is not fulfilled. Nevertheless, the model explains 22% of the observed 

variability of meaningful work (R2 = .22). The associations between each construct are depicted in Figure 1 

below. As can be seen in Figure 1, the only significant relationship within the model is between needs 

satisfaction and meaningful work b = .51, SEb = .12, t(66) = 4.24, 95% CI [.27, .75].  

Figure 1 

Process Mediation Model of Associations Between Leisure Crafting, Need Satisfaction and 

Meaningful Work 

 

 

 

 

 

 

 

Note. The mediation analysis shows the direct association between leisure crafting and meaningful 

work as well as the indirect path with need satisfaction as a possible mediator. The associations 

presented are unstandardized linear regression coefficients.  

***p < .001. 

Discussion 

Previous research has mainly focused on job crafting and there has been a call for more research in the 

nonwork domain with its implications for need satisfaction and well-being (De Bloom et al., 2020). Leisure 

crafting was already found to be beneficial in the telework context, for instance by attenuating emotional 

exhaustion (Abdel et al., 2021). Given the current uncertainty and work stress for teleworkers, there is a demand 

for meaningful work (Allan & Liu, 2020). The main roles of leisure-like pursuits in meaning-making are 

facilitating positive emotions and identities, social connections, human strengths and learning and human 
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development (Iwasaki, 2008). As leisure crafting per definition focuses on social connections, learning and 

human development, meaning-making seems partially inherent to leisure crafting. Regarding the way leisure and 

work domain influence each other, there are two different hypotheses prevalent in the literature. The spillover 

hypothesis states that positive experiences in one domain (i.e. leisure) reoccur in another domain (i.e. work) 

(Petrou & Bakker, 2016). In contrast, the compensation hypothesis suggests that unattained goals in one domain 

(i.e. work) can be reached through behavior within the other domain (i.e. leisure). So far, there has been evidence 

that leisure crafting increases meaning-making in the work domain (Petrou et al., 2017) which is a spillover 

effect. Adding to existing research, in this study, it will be examined whether that link between leisure crafting 

and meaning in the work domain also holds for the telework context. Moreover, research has been conducted 

showing that meaningful activities enhance meaning in life and that this relationship is mediated by basic needs 

satisfaction (Eakman, 2013). In this study, it will be investigated whether these relationships are also present 

across identity domains. Needs satisfaction was also found to mediate the relationship between crafting and 

optimal functioning or well-being (De Bloom et al., 2020). In the present study, it will be discussed whether 

meaningful work can be another outcome variable extending the identity-based integrative needs model of 

crafting. Considering the tensions and uncertainty in the telework context as well as teleworkers intertwined 

nature of work and leisure domains, the present study takes an integrative approach examining the relationships 

between leisure crafting, needs satisfaction and meaningful work which led to the following two hypotheses. 

Hypothesis 1. Leisure crafting will be positively correlated with meaningful work for teleworkers. 

Hypothesis 1 was not supported by the data, there was no significant relationship between teleworkers` 

leisure crafting and meaningful work found in this study. Previous research found an effect of leisure crafting on 

meaning-making in the work domain (Petrou et al., 2017). For teleworkers, this relationship between leisure 

crafting and meaningful work including the subscale meaning-making could not be established. Generally, the 

autonomy supportive environment of teleworkers may be ideal for crafting to be effective (De Bloom et al., 

2020), but also weakens the effect of leisure crafting on meaning-making (Petrou et al., 2017). By adopting the 

autonomy to telework, an important structural resource within job crafting is provided. However, there is 

evidence that leisure crafting particularly affects meaning-making when there are few opportunities for job 

crafting. Another aspect of job crafting are social job resources such as the opportunities for feedback and social 

interactions (Petrou et al., 2017). Social job resources are restricted for teleworkers due to the virtual work 

environment. This restriction may enhance the effect of leisure crafting on meaning-making but may as well 

impede spillover effect from the leisure domain into the work domain. Through leisure crafting people learn to 
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choose and attain goals, set boundaries, connect with people and have meaningful experiences in a way that 

serves their well-being. This positive experience may be difficult to be transferred and repeated in the work 

domain due to limited possibilities of human connection within telework. 

A critical look on meaningful work reveals further evidence against Hypothesis 1. While meaningful 

work has mostly been found to be a desirable outcome, the downside of a job calling is that it may feel like a 

moral duty to follow that (Bunderson, 2009) leading employees to exhaust their capacities (Correia & Almeida, 

2020). In such cases, employees tend to sacrifice personal time or pay, at times without even noticing 

(Bunderson, 2009). Therefore, people who find a lot of meaning in their work may have little capacities left to 

engage in leisure crafting suggesting an inverse relationship between leisure crafting and meaningful work which 

may explain the slightly negative correlation that was found. 

Hypothesis 2. Need satisfaction will mediate the relationship between leisure crafting and meaningful 

work for teleworkers. 

Hypothesis 2 was not supported by the data, there was no significant indirect path between leisure 

crafting and meaningful work with needs satisfaction as a mediator found in this study. However, there was a 

significant relationship found between needs satisfaction and meaningful work. This is in line with previous 

research on the effects of need satisfaction on meaningful work which were found especially strong for the need 

for autonomy and the need for competence (Autin et al., 2022). A closer look on the relationship between leisure 

crafting and basic needs satisfaction may explain the non-significant result that was found in this study. It has 

been found that out of the three basic needs the need for autonomy and the need for relatedness are correlated 

with leisure crafting but not the need for competence (Petrou & Bakker, 2016). The need for relatedness may 

play a large role in the non-work domain (De Bloom et al., 2020). Therefore, leisure crafting seems promising in 

satisfying needs for relatedness and thus countering feelings of social isolation of teleworkers. However, one 

may argue that teleworkers need for autonomy is already satisfied through their flexibility at work (Boell et al., 

2016) and thus not significantly more satisfied by engaging in leisure crafting. 

Theoretical and Practical Implications 

The theoretical implications of this study add to the small research body of crafting in the leisure 

domain and concern the interplay between occupation and well-being. The significant relationship found 

between needs satisfaction and meaningful work is in line with the identity-based integrative needs model of 

crafting and the Meaningful Activity and Life Meaning model and demonstrates that this link can be applied to 

teleworkers. One implication is that the Meaningful Activity and Life Meaning model may also be applicable in 
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the work domain. Another implication is that meaningful work may be added as a distinct outcome variable 

within the identity-based integrative needs model of crafting. The non-significant relationships found between 

leisure crafting and either needs satisfaction or meaningful work may be explained through the autonomy of 

teleworkers. Teleworkers need for autonomy may already be satisfied through their flexibility at work (Boell et 

al., 2016) and the already autonomy supportive environment of teleworkers may impede the effect of leisure 

crafting on meaning-making (Petrou et al., 2017). 

As there was no significant correlation between leisure crafting and meaningful work found, the 

spillover hypothesis could not be supported in the present study. Instead, many participants reported that they 

engage in leisure crafting mostly after work as a compensation if they are not too exhausted from work which is 

exemplified by one participant`s statement: “It is difficult to concentrate on leisure activities because I am 

exhausted by my work”. Therefore, crafting in the leisure domain may compensate for stress experienced in the 

work domain (De Bloom et al., 2020). Particularly, high working standards of teleworkers who pursue 

meaningful work may not be met at work because of emotional exhaustion and stress but rather compensated for 

through leisure crafting. Therefore, the compensation hypothesis seems more plausible in this context and stress 

at work may impact the quality of leisure crafting. 

  Crafting efforts may only be effective when aligned with the corresponding unfulfilled needs (De 

Bloom et al., 2020). For instance, stay-at-home mothers were found to engage in leisure crafting to escape their 

work-family conflict which points out that intention matters (Pöllänen & Voutilainen, 2018). The needs 

discrepancy of teleworkers may be related to poor social interactions, vague work-life boundaries and conflict at 

home (Boell et al., 2016). Therefore, as an example, immersing oneself in drawings may fall under the leisure 

crafting definition but it may not be an effective approach for a teleworker to address their feelings of social 

isolation. Future research may take a more nuanced approach linking particular needs with particular crafting 

efforts. A practical solution may be to categorize needs discrepancies and crafting efforts into approach or 

avoidance mechanisms (De Bloom et al., 2020).  

Therefore, the first practical implications of this study is the recommendation to identify unfulfilled 

needs before planning further crafting efforts. Hereby, crafting processes on the individual-level and on the level 

of organizational interventions and wider occupational programs perfectly complement each other across work 

and leisure domains (De Bloom et al., 2020). This may not just be relevant for teleworkers but for any work 

context. Teleworkers who pursue a meaningful career, may be aware of indications of exhaustions, may set clear 



  13 

boundaries between work and life or family domain, may especially take care of their need for relatedness and be 

intentional with how to engage in life and leisure. 

Strengths, Limitations and Future Directions 

The strengths of this study are that it sheds light on tensions within the telework context and that the 

study adds to the small research body on leisure crafting, needs satisfaction and meaningful work. Moreover, 

internally consistent measures were applied and the findings have important implications for the identity-based 

integrative needs model of crafting, the Meaningful Activity and Life Meaning model and the Compensation or 

Spillover theory. Finally, this study is an example of a paper with mainly non-significant results which may 

encourage others to publish all of their findings and therefore reducing publication bias. 

With regards to the limitations of this study and future directions, data collection has been challenging 

leading to a relatively small sample size (N = 69). As this study was a cross-sectional survey study, future 

research may establish causality such as through a longitudinal design. Although, we defined leisure crafting in 

common language and provided an example, there may have been inconsistencies concerning participants` 

understanding of the leisure crafting concept. Without the reversed item “My work really makes no difference to 

the world.”, the internal consistency of the WAMI scale would be significantly higher (α = .88 compared to α = 

.78) which may be an indication of response bias or language barriers. As there is evidence that those leisure 

activities which are also demanding and not just relaxing reduce the experience of job stress and help to detach 

from work by promoting companionship and positive mood (Petrou & Bakker, 2016), future research may focus 

more on the compensation effects of leisure crafting and positive mood may be an interesting variable to include 

in a model. Finally, future research on telework may establish more links with SDT. For instance, autonomous 

motivation was found to mediate the relationship between the needs for relatedness and autonomy, and 

meaningful work (Autin et al., 2022). 

Conclusions 

Due to the autonomy supportive environment of teleworkers, the effect of leisure crafting on meaning-

making may be impeded (Petrou et al., 2017). Nevertheless, teleworkers` needs satisfaction promotes meaningful 

work. High working standards of teleworkers who pursue meaningful work may lead to life satisfaction but also 

to emotional exhaustion and may be compensated for through leisure crafting. The first step of needs satisfaction 

is identifying unfulfilled needs. What do you need from the people around you? Ask for it. It may be for the 

greater good. 
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Appendix A 

Leisure Crafting scale from Petrou & Bakker (2016) 

 

 

Work as Meaning Inventori (WAMI) from Steger et al. (2012) 

 

Needs satisfaction scale from Sheldon et al. (2001) 

 

 

Table 1. The leisure crafting items and their respective factor loadings (N = 207).
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