	EXPECTED
	ACTUAL
	DIFFERENCE
	RECOMMENDATIONS

	
	EFFECTIVE TEAMWORK
	
	

	· Kreitner and Kinicki (2014) 

report research which showed that 
co-operation is superior to 
competition in promoting 
achievement and productivity in 
teams. In the banking sector, 

which is the sector that this report is
 focussing on.

 Costello and Swan(2007) identified
 co-operation in banking sector 
teams was most pronounced when 
the teams were rewarded as such,
 instead of the individuals in those 

teams.


	· The management support co-operation

 in teams by rewarding teams rather

 than individuals. However, it does 
not extend to all departments and , 
according to staff in those teams it 
has not been consistent.
	· No difference “ on the 
surface” and in 

line with official policy, however, 

there are some discrepancies which 

may have detrimental effects on 
the future of some of the teams in
 some of the departments. This 

may result in issues of perceived 

inequity according to Adams’ 

model.( Robbins et al, 2015) which

 may lead to decreased 

productivity for those who feel 

unfairly treated.
	· Suggest that in line 

with the Costello and

 Swan ( 2007) research that 

all teams in all departments 

be rewarded consistently. In

 the first place, suggest head

 of HR  run a series of 

workshops with senior 

management and then heads

 of departments regarding  

fairness in rewarding and

 how perceived inequity 

may impact on productivity.

	
	CREATIVITY
	
	

	· Wong and Lee (2000) found
 that in a  range of studies 
which linked creativity and 

productivity, the most creative 
organisations were those that 
allowed their employees to “clown 
around” the most and encouraged 
lots of joking and laughter.
	· The organisation does not 
encourage nor permit this.
	· The company is involved in
 the banking and finance 
field and it would be 
considered inappropriate to 
have staff “clowning 
around” and joking.

· Also, the manager of the 
department is very serious
 and does not encourage 

employees ‘having fun’ on 
company  time.
	· Despite the comments in the
 previous column, it is 
suggested that the 
department manager be 
given the Wong and Lee 
(2000) research and set a 
room aside which could be
 used for “having fun” for 
employees,possibly during 
their lunch time.This room 
might have some games 
machines, humorous 
magazines, lists of phone 

apps which may be used to

 stimulate creativity and 

complex thought, and white 
board and markers for any 
ideas. 
Semler’s( 1993) concept of 
having a fun section in a 
serious organisation to 

stimulate creativity  might 
be used as a reference for 
the company.



