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Kopnoparusna KyJasTypa
i KyJbTypa camooprasizauii npaniBHMKIB Bi1e0irpoBoi iHaycTpii
B YMOBaX KpH3H HeoJli0epaabHOro kamirauaizmy (2020-2024):

€BPOATJIAHTHMYHA TA YKPaiHChKa cnenu@ika

Cmammio npucesyeno amanizy KopnopamueHoi KyIbmypu, KyIbmypu camoopeaHizayii npayieHuxie
8i0eoieposoi indycmpii'y 2020-2024 pp. — nepioo, 3naxosumu nodismu sikoeo cmanu nanoemis COVID-19
i nognomacuimadne smopenenns Pocii ¢ Ykpainy. J{ocniodceno ochosHi KyIbmypHi npakmuku, w0 GUHUKIU
6 KOpNopamueHil KyIbmypi ma Kyaivmypi camoopeanizayii npayieHuxie ideoieposoi in0ycmpii' y ckaaoHux
coyianbHO-eKOHOMIYHUX YMOBAX. Yeacy 30cepediceno Ha poni 0dicemis K ghopmamy KoneKmugHoi meopuoc-
mi, KOPpRopamusHiti NiOmpumyi, KyIibmypi camoopeanizayii npayieHuKie, a maxkodic Ha iHiyiamusax npog-

CRIIOK Ma Koonepamusis.

KurouoBi ciioBa: kopriopatuBHa KyJIbTypa, KyJIBTypa caMOOpraHi3aliii, BiZIcoirpoBa iHIyCcTpis, KyJIbTyp-
Hi IPAKTUKH, HeoNibepaabHUil KamiTaisM, NpoCIiyIKy, BUpOOHHYA KPH3a, CKCILTyaTallis, B3a€MOIOTIOMO-
ra, peloKallis, JUKEMH, KOOIIepaTHB, KyJIbTypOJIOTis, MepenpaloBanHs, pododa KyJIbTypa.

Hocmanosxka npobnemu. llompu naHaEMIO
COVID-19, y 2020 p. y BimeoirpoBid iHmycTpii
criocTepiranock eKoHoMmiuHe 3poctants. [Tpulytku
cexTopy 3Ha4HO 3pociu (Newzoo 2020) mopiBHIHO
3 KIHOTHIyCTPi€I0 Ta KHUTOBUABHUIITBOM, BUHIILIA
HOBa irpoBa KoHCoJb Playstation 5, 3Ha4HO 30111b-
muinack ayauropis. Ane y 2023-2024 pp. B iHIy-
cTpii TodYanach BUPOOHWYA KpH3a: TPAIiBHHUKIB
MacoOBO CKOPOYYBAIIH, BIACHUKH 3aKPUBAIH irpOBi
crynii. L xpru3a 3HAYHOI MIpO 3yMOBIIEHA 30B-
HIIIHIMA YUHHUKAMH, 30KpEMa 3arajibHHUM CKOPO-
YEHHSM BHUPOOHHMIITBA TEXHIYHOIO 3a0€3TCUCHHSI.
SIKIIO 5K TOBOPUTHU MPO YKPaiHCHKUN CETMEHT 1HaY-
CTpii, TO 3HAYHY HETAaTHBHY POJIb BijIirpaia MoOBHO-
MaciitabHa pociiicbka arpecia. IIpore ocHoBHa
mpoOJemMa TOoNSIraE B TOMY, IO B IIeH CKJIQJHHMA
mnepioJy pilieHHS KEPIBHUUTBA  BiJ€OITPOBUX
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KOpHOpalii, AKi BiAIrparoTh JOMiHaHTHY POJIb B OP-
raHizarii KOpropaTuBHOI KYJIBTYPH, JIUIIE TTOCHIIH-
JIY KpHU3Y 1 3p00HIIN CTAaHOBHUIIE MPALliBHUKIB Taly3i
nie Oinbin HecTabuTbHUM. [lompu Te 1m0 TomiOHI
KPH3H € CHCTEMHHM, XPOHIYHHUM SIBHIIEM JJISI KaITi-
Tali3My, CydacHa KOpPIIOpaTUBHA KyJIETypa HE MOKE
0 HUX e(DEeKTHBHO amanTyBatuch. Lle mpu3BoauTh
JI0 TOTO, IO TPAaIliBHUKKA 1HAYCTpii BUMYIICHI
CaMOCTIHHO 3HAaXOIUTH CHOCOOH, SIK 3a0e3MeYUTH
co0i TpynoOBy CTaOIIBHICTB.

CydacHa KpH3a BiJ1e0irpoBoi iHAyCTpii € yacTH-
HOIO TJI00aJIbHOT TEHJICHIIi1, 3araibHOi KPU3U HEO-
nibepanizMy — coLiaJbHO-€KOHOMIYHOI CUCTEMH,
y SAKil JOMIHYy€ TEHACHINS JO CKOPOYCHHS
JIEP’)KaBHOTO CEKTOPY EKOHOMIKH, CHEKTpY JHep-
KABHUX IOCIYr 1 3000B’s3aHb, O MOHETH3AIlii
1 KoMmepuiamizanii couiaibHOI 1H(QPACTPYKTypH,
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JI0 TIOCHJICHHSI PI3HUX (HOpPM aJMiHICTPATHBHOTO
KOHTPOJIIO 3 OOKY IIEHTPaJbHUX OPTaHiB HAJ| )KUT-
TAM TpomaasH. HeomnmiGepanbHi 1HCTPYMEHTH,
sIKi JOMiHYIOTh 3 1980-X pOKiB, y’Ke He BUIIPAB/O-
BYIOTh ce0e, alie TeHICHIIIS TaKa, 110 HUHI 3HAYHO
3MILIHUIN CBOT IO3UIIIT OMITUYHI CUJIN, SIKi aKTHB-
HO MATPUMYIOTh MPOJIOBKEHHS HEOJIi0epaIbHOTO
Kypcy. JlokanpHa icTopist BimeoirpoBoi iHaycTpii,
KyJIbTypa camoopraHizaiii npaiiBHUKIB 1HIyCTpii,
1XHI KyIbTypHI IPaKTHKH JAIOTh HAM NEPCHEKTUBY
PO3B’s3aHHS TPOOJIEM, 3 SKHMH MU CTHKa€EMOCS
B O1J1b1II ITI00aJTbHOMY KOHTEKCTI.

Cman Haykosoi pospobku npodnemu. Jlocii-
JDKCHHSI KOPIOPATUBHOI KyABTYpHU (OpraHizariinoi
KYJBTYpH) 1 TIPAKTHK CaMOOpTaHi3allii mpariBHUKIB
JMHAMIYHO PO3BHBAIOTHCS Y CBIiTi. 30KpeMa, 3aKop-
JOHHI HayKoBHMIi AHa Anakoscbka Ta Pozaming i
(Alacovska and Gill 2019) kputnuHo mepeocmmuc-
JIIOIOTh 3aXiJHONEHTPUYHUN MiIXiJ Y JTOCIIHKEH-
HSIX KPEeaTHBHOI Mpalli, BKa3yloul Ha OOMEKEHICTh
yHiBepcami3aii moHATh HePOpMaIbHOCTI Ta Tpe-
KapHOCTI, MPOMOHYIOTh «EKCICHTPUYHY MEPCIIeK-
THBY», SIKa BPaXOBY€ CIEeNU(IKy COIiaTbHO-EKOHO-
MIYHUX peajiiil KpeaTuBHUX MPAIiBHUKIB y M03a3a-
XITHUX KOHTEKCTaX. Takok BapTO BHOKPEMHTH IO~
CITiJPKCHHS KOPIIOPATUBHOI KyIbTYpH Kpain [liBaen-
HO-Cxingnoi Asii (Teal 2021; Nugroho 2024;
Kubalskyi and Boichenko 2024), mopiBHsIbHHN
aHalli3 KUTAHCHKOT Ta YKPaiHCHhKOI KOPIIOPAaTHBHOT
kyneTypu (Adamyk and Hong 2024). VkpaiHCbki
JIOCITIJIHUKA BUBYAIOTh, 30KpeMa, MUTAHHS Teopii
KoproparuBHoOi KyneTypH (I'musa, Ilepenano 2024),
KOpIOpaTuBHOI KyJIBTYpH BUIIOIT ocBiTH ([ 'eHepaio-
Ba 2024), Tpanchopmaliii KOpIOpaTUuBHOI KyJIbTYpH
BHaciok Biitau (CakyH, Bonosnasceka 2024).

3ayBaxuMmo, 110 B YKpaiHi BiadyBaeThCst Opak
JIOCITIDKEHb KOPTIOPATHBHOI KYJIBTYPH BiZICOITPOBOT
iHIYyCTpii Ta KyABTYpU caMOOpraHizalii npauiBHU-
KiB. [IpoTe B €BpOaTIIaHTHYHOMY KOHTEKCTI BUBUCH-
HS 1€l cdepu axKTUBHO pPO3BUBAETHCS. Baprto
BHOKPEMHUTH JOCIIDKSHHS TIPO OPUTAHCHKI KOOTIe-
patuBU PO3POOHUKIB BiJICOIrOp MmiJ Yac MaHAeMii
COVID-19 (Morton 2023), eTHorpadiune I0CIi-
JDKSHHST YMOB TIpalli Ta KOPIOPATHBHOI CTPYKTYpH
B aMepHKaHchkiil crymii «Desire» (Bulut 2020),
JOCTIDKEHHST TE€HACPHOT JUHAMIKH Y IIBEICHKIN
BiJleoirpoBiit iHmycTpii (Szczepanska 2023).

Memow cmammi € anani3 KyJIbTYpPHUX IpaK-
THK, sIKi 3’SIBUWIKCS B KOPIIOPATUBHIW KYyJIbTYpi
Ta B KyJIbTypi caMOOpraHizanii mpariBHUKIB K pe-
aKIlisl HA KPU30BI MOJIiT, 1110 B1I0YBaIUCh MPOTATOM
2020-2024 pp.

Memooonoeis. JlocmimpkeHHs: 6a3yeThesi Ha OIMU-
COBOMY Ta aHaJiTHYHOMY MeTroaax. Po3misHyTo
W cucrematn3oBaHO HM3KY cutyarin y CIILA,

Benukiit bpuranii, Yexii, YkpaiHi, 1110 BUHHUKAJIN
B nepiog 2020-2024 pp. [locmipkeHHS HE € Killb-
KICHAM YH PENPEe3eHTATUBHUM, 11 TIEPETyCIM CIIPO-
0a KPUTUIHOTO aHaJIi3y HU3KU KyIbTYPHHUX MPAKTHK
Y KOPITOPATHBHIN KYJIBTYP1 BiI€0IrpoBoi iHIyCTpii.

Y Mexax 1pOro JOCHIKEHHS MiJ Kopnopa-
MUBHOIO KYJIbIMYPOI0 PO3YMIEMO KyIBTypy OpraHi-
3alii, 1[0 KOHTPOJIIOIOTE BUPOOHUIITBO BiZ€OIrop
Ta KEPYIOTh IIUM BUPOOHHUIITBOM 32 KOMEPIIHHOO
JIOTIKOI0 3 METOI 30araueHHs Ta HAKOMHYEHHS
JIOJIAHOT BapTOCT1 KEPIBHUIITBA ITUX OpTaHi3alliid.
3anpornoHOBaHO PO3MNISJATH  KYAbmypy Camo-
opeanizayii npayisHukie 6i0eoiepogoi iHOycmpii
K KYJNbTYpYy CHUIBHOT 0Ci0, 110 BUPOOISIOTH,
CTBOPIOIOTH Bijeoirpu (ToOTO sIK OQIliiHO Tpa-
LEBIANITOBaHI MpAal[iBHUKHU, TaK 1 mpekapii, 1o
npamowTh y ¢dopMati ayrcopcuHry). IloHATTs
«KYNbMYpHi npakmuxuy B il CTAaTTi BXXUTO B 3Ha-
YeHHI COIialibHOT Jii, IKa OpPraHi30BY€ CIIBICHY-
BaHHS B MeKaX JIFOACHKOI JISIIBHOCTI.

Buknao ocnosnozo mamepiany. OnHiero 3 Hai-
MOLIUPEHINX IPAKTHUK, K1 3aCTOCOBYBAJIH BifcO-
IrpoBi Kopropallii, 100 axanTyBaJluCh 10 BUKIIHU-
kiB mepiomy 2020-2024 pp., crana peroKaris.
SlckpaBUM MNPUKIAZAOM € YKpaiHChbKa KOMITaHisI
«GSC Game World», sxa mpoBena penoxarito
cBoro nepconany no Ilparum (Panchenko 2024).
Jlesxi xommaHii miABUINYBaIM 3apoOiTHI IUIATH
Ta YKIaJH KOJCKTUBHI J1oroBopHu (PemizoBchKHiA
2023, 41-2). Ane 1i IpaKTUKHU MIKJIIyBaHHS CHIBiC-
HYBQJIH 13 CACTEMHUMHM MTPAKTHKAMH €KCILTyaTaIlii.
B imgycTpii 3anMIIaeTecs TOCTPOIO Ipodiema
MepenpatoBalb, 30KpeMa 4epe3 )KOPCTKI TepMiHU
BUKOHAHHS poOiT anst koHTpakty (Elderkin 2025;
Dovey and Kennedy 2006). binbmiicts mpaiiiBHH-
KiB IHIyCTpil — 1€ mpekapii 3 KkpaiH, 1110 po3BUBa-
I0ThCS, 03 YITKUX TPYJTOBUX FapaHTii, MpaIoTh
y HeBeNMKHUX KoMmaHax i3 5—10 oci0, siki BUKOHY-
I0Th PI3HI 3aMOBJICHHS B MEXaxX KOPHOpPaTHBHHUX
cTpykTyp (Morton 2023).

KopnoparusHa KynbsTypa BiieoirpoBoi iHaycTpii
37a€Thes M10epabHOIO 1 Ma€e Pi3HOMAHITHI NPAaKTHU-
KM 1HTerpallii, BOJHOYAC BOHA € Jy)KE 1€papXidHOI0
Ta aBTOpUTApHOIO. [IpariBHUKY Ty’kKe 3aJiexkaTh Bij
(hiHAaHCOBHUX pIllIeHb KepiBHUIITBA, 1 20202024 poky,
30KpeMa, MOKa3aH, 0 i PIIeHHS MOXYTh OyTH
¢darampaMu. Hampuxian, amepukaHChKa KOPITO-
pamist «Activision Blizzard» Butparuna Bemuki
KOIITH Ha po3poOKy irop cepii «Call of Duty»,
10 BUXOAWIN CTAaOIIBHO pa3 y ABAa POKU: OIOIKET
onHiel rpu 3pic 3 450 mo 700 mute momapis (Totilo
2025). HeedexTruBHI BHCOKI BUTPATH HA MPOEKTH,
30KpeMa Ha IXHI0O MapKeTHHTOBY YacTHHY —
ne me OAWH YUHHHUK, MO0 HEraTUBHO BIUJIMHYB
Ha TMpaleBiamTyBaHHs B iHxyctpii. Ilporte
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MpaIiBHUKHA MarOTh HEOAraTto IHCTPYMEHTIB BIUIUBY
Ha pillICHHS KepiBHUIITBA.

Y1im, 2020-2024 pokn — 1ie HE JIMIIE MEepiof,
KOJIM SICKPABO MPOSIBUJIACS KpPU3a KOPHOPATHBHOL
KyJIBTYPH, a i TIepioJ] PO3BUTKY KyJIBTYPH CaMOOpra-
Hizaii npaiiBHUKIB. Y 1iei yac Bi0yBaeThCs pO3BH-
TOK MPOQCIIIKOBOTO 1 KOOTIEPATHBHOTO PYXy Cepes
npauiBHuUKiB iHAycTpii y CHIA, Benukiit bpuranii
Ta iHmMX Kpainax [1o6aneroi [TiBHoui (Keogh and
Abraham 2024). [lns irpoBoi iHgycTpii mpodeniku
HE € XapaKTepHUMH Yepe3 MPEKapHICTh Mpalli i uepe3
Te, 110 BUPOOHUIITBO PO3IUIAIOTH MK MaJICHbKUMHU
KOMaHJIaMH, Yepe3 MOCTIHHY 3MiHy KaJIpiB, Opak cTa-
OLIBHUX YMOB Uil ()OPMYBaHHS CTajoOi KyJIBTYpH.
OnHak npo(CHIKK ICHYFOTh, PO3BHBAIOTHCS, JTOCS-
raloTh pe3yibrariB. Hampukman, mpodceminkosa
Mepexxa «Game Workers Unite» (GWU) nomorack
BUIUIATH KOMIICHCAI[I MOCTPaKIAAINM BiJl HACHIIb-
CTBa KIHKAM Ta CTBOPEHHS OKPEMOTO MiJAPO3ILTY
3 MpOTUAIl TeHepHIl AUCKpUMIHALIT B KOpHOparii
«Riot Games» (Allyn 2023). Takoxx GWU nonomor-
JI1 CaMOOPTaHi3yBaTHCh MPalliBHUKAM 1 JOMOIJIUCH
M 9ac TPOTECTHOI KaMITaHil NpaieBialiTyBaHHs
TECTEpiB Ha MOBHY 3alHATICTH 1 MiIBHIICHHS 3apo-
OITHUX IUTaT TpalliBHAKAM KOMITaHIl «Activision
Blizzard» (Peters 2022).

Kpim niporo, y Benukiit bpuranii po3BuBaeTbes
KOOTICPAaTUBHUM PyX, Y MeXaxX SKOTO 3BUIbHCHI
MpAIiBHUKN 00’ €IHYEThCSA U B3a€MOIONIOMOTH
Ta €KOHOMIYHOI aBTOHOMIi. 3TiTHO 3 JaHUMH Pi3-
HUX JOCHipKeHb, y JIOHJOHI Ji€ MOHaWMEHIIe
600 xoomepaTuBiB, IO 3arajaoM 3a0e3Me4yTh PO-
O6ounMu Mmicisimu toHan, 8000 ocid, Hampukian,
«Calverts» 00’eaHye mpaliBHUKIB y cepi rpagid-
HOTO Ju3aiHy, a «Outlandish» — y cdepi BeOpo3-
poOku (Morton 2023).

CaMooprasizailist B IpOQCIIKH 1 KOOTIepaTUBH
MOPOANTIA HU3KY KyJIBTYpPHHX MPAKTHUK MiKITyBaHHS
MIDX TIpaIliBHUKaMH, SIKI JOMTOMArarTh iM y poOoTi.
VY mpodcminkax CTBOPIOIOTh OHIAWH-IOIIKH IS
MOIYKY poOOTH, Yuepe3 YaTh MpariBHUKU J0IToMa-
raroTh OJHE OAHOMY (iHAHCOBO Ta 3 TMOLIYKOM
KUTIA. Y KOOTepaTuBax MpariBHUKIB Bi1€OITrPOBOI
IHAYyCTpil iCHye NMpakTHKa, IO 3aMOBJIEHHS Oepe
Ha cebe Bech KOJICKTHB, a HE OJJMH WICH KOOIIepaT-
By IHAMBIAyanbHO. JSIKIIO 4YJIEH KOONEPATHBY

HE BCTUTAE, BiH JCJIETYE e MPOEKT IHIIOMY YJICHY
KOOMEPaTUBY 1 3aiiMa€ThCs 1HIIUM IPOEKTOM.
OTxe, J0XiJT OJJHOTO TpaIliBHUKA HE TPUB’A3aHUN
JI0 BUKOHAHHS 1HAMBIAYaJIbHOTO IUIaHy, BiH Ipa-
I[FO€ Pa30M 3 THIIMMH ¥ OTPUMYE YACTKY 31 CIiJIb-
HOTO JIOXOJLY.

Cepen pakTUK KyJIbTypH caMOOpraHizallii, sika,
30KpeMa, He XapaKTepHa JIsi KOPIOPATHUBHOI KYJib-
TYpH BiJICOIrpOBOI 1HIYCTPil, CITIJI TAKOXK BUIAUTUTH
JoKeMU (BiJ aHIVI. jam) — KOHKYPCH, KOJH y4aCHU-
KaM 3aJIal0Th TEMY 1 MPOTATOM TEBHOTO TEPioy
BOHHU CTBOPIOIOTH Ha Hei irpu. B Ykpaini € goBomi
Bimomuii jokem Ukrainian visual novel jam, skwuii
€ BIIKPUTHM MPOCTOPOM [Isi 3HAHOMCTB, CTBOPEH-
HS KOMaHJ|, CEKCIICPUMEHTIB 1 HaOyTTS JOCBIIY
(Ukrainian Visual Novel Jam 2024). OuiHtoBaHHs
IILOTO KOHKYPCY KOJIeTiaJIbHe: YYaCHUKH OIIHIOIOTh
OJTHE OJIHOTO 1 TaK BMU3HAuYaIOTh NepemMoxiiB. Llen
npocTip chopmyBaes y 2022 p., KOJIH Ha T Pi3KOi
cemapauii BiJf pOCiHCBKOTO CErMEHTY BiJI€OirpoBOi
IHAYCTpii BHHHWKJIA roctpa morpeda i OakaHHs
cTBOpIOBaTH yKpaiHOoMOBHME mponykt. Ukrainian
visual novel jam ctaB THM MaiiTaHYHKOM, I YKpa-
THCBKI PO3pOOHHKH cebe peai3oByIOTh i Jie BiOy-
Ba€ThCS BUPOOHUIITBO YKPATHOMOBHUX iTOp.

Bucnosku. Otixe, KOpIopaTuBHa KyJIbTypa Mpo-
JyKy€ OKpeMi pillleHHs, 00 MiATPUMYBaTH BUPOO-
HHULTBO 1 3a0e3medyBaTd Oe3meuHi yMOBH Mpari,
sK-oT i yac mangaemii COVID-19 uu Biitan. [Tpote
3 METOIO MiJBUIICHHS MPOAYKTUBHOCTI Mparli, mija-
BUIIECHHS PIBHS XUTTS NPAKTHKH KOPHOPATHBHOI
KyJIbTypH MOTPEOYIOTh CYyTTEBOTO BIOCKOHAJICHHS.

BonmHouac KyneTypa camooprasizaiii B €Bpo-
AUIAaHTHYHOMY NIPOCTOPI JEMOHCTPYE, IO €(EKTUB-
HOFO BIJIMIOBIJITFO HA BUKIIMKU KPU3H € CIiIBHA 00-
poTh0a 3a CBOIO TPYIOBY Ta CKOHOMIUHY aBTOHO-
Mito. B YkpaiHi kyasTypa camooprasizariii mepeoy-
Ba€ Ha MOYATKOBIi cTaii: il Opakye opraHizoBaHO-
ro Mpo(CIIKOBOTO Ta KOOMIEPATUBHOTO PYXy Ipa-
IIBHUKIB BifeoirpoBoi iHgyctpii. Jemokparuu-
HICTh, TOPH3OHTAJBHICTH — II€ T€, IO BIAPI3HSE
KyJAbTYpy KOOMEpPATHUBIB, MHPOQCHIIOK, HXKEMiB
BiJl KOPIIOPATHBHOI KyJIbTypu. BTiM, 1ie He € cre-
muQikor0 caMe BifeoirpoBoi iHAyCTpii, MOxiOHI
MPaKTHKH B3aEMOJIONIOMOTH € B ycix cdepax,
30KpeMa B rajixy3i BHIOi OCBITH.
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Corporate and Self-Organization Culture of Video Game Industry Workers
in the Context of Neoliberal Capitalism Crisis (2020-2024):
Euro-Atlantic and Ukrainian Specifics

Abstract

This article examines corporate culture and worker self-organization in the video game industry during
the period from 2020 to 2024, marked by the COVID-19 pandemic and Russia’s war against Ukraine. Using
descriptive-analytical methods, the study draws on case studies from the United States, the United Kingdom,
the Czech Republic, and Ukraine, with a particular focus on cultural practices within corporations and
among workers.

In 2020, the video game industry experienced financial growth, as evidenced by statistical indicators and
the release of new hardware. However, this trajectory was disrupted by external shocks such as pandemic-
induced production cuts and, in Ukraine’s case, the Russian invasion. These events precipitated a broader
production crisis across the global video game industry.

Between 2020 and 2024, many gaming companies have adopted pragmatic strategies to mitigate the
effects of the crisis. For example, the Ukrainian company GSC Game World relocated its staff to Prague.
Some companies increased wages or concluded collective agreements with trade unions. Nonetheless, these
measures coexisted with persistent structural issues such as overtime, precarious employment contracts, and
rigid hierarchical structures that exclude workers from key decision-making processes, including the
allocation of development budgets.

Meanwhile, grassroots self-organization efforts have gained momentum in the Euro-Atlantic region.
Game Workers Unite (GWU), for instance, has achieved notable successes, including settlement payments
and the establishment of anti-harassment units at Riot Games, as well as securing permanent contracts for
testers at Activision Blizzard. In the United Kingdom, thousands of creative workers have formed hundreds
of cooperatives. Community initiatives such as “game jams” (e.g., the Ukrainian Visual Novel Jam) have
also emerged as collaborative, open spaces for co-working and experimentation.
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The article concludes that corporate initiatives have largely failed to address the deeper issue of labor
precarity. In contrast, worker-led efforts demonstrate a more effective model of collective response rooted
in horizontal solidarity. In Ukraine, such initiatives are still nascent but show potential for broader
development.

Keywords: corporate culture, self-organization culture, video game industry, cultural practices,
neoliberal capitalism, trade unions, industrial crisis, exploitation, mutual aid, relocation, jams, cooperatives,
cultural studies, reworking, worker culture.
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