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CYYACHI HPUHLUIIA YITPABJIIHHA Y COEPI GAMEDEV

Anomayin. Y cmammi Oocniodiceno cyuacHi npuwyunu ynpaeiinus y cgepi GameDev ax 00will i3 Haubinbw
OUHAMIYHUX [ MEXHONO2IYHO CKIAOHUX 2any3ell yug@pogoi exonomiku. Ilpoananizosano ocobaueocmi opeauizayitiHux
CmMpYKmyp i npoyecie po3pobienHs 8i0e0icop, Wo NOEOHYIOMb MEXHIUHI, KPeamueHi ma Komepyiini ckiaoosi. Busnaueno,
Wo Mpaouyitini Mooeni MeHeONCMenmy He 3a0e3neuyloms HANeNHCHOI SHYUKOCmi ma a0anmueHOCmi 8 YMO8AX 8UCOKOL
PUHKOB0I KOHKYpeHYil 1l weuokoi sminu mexuonoeiu. Ocobnugy ysacy npuodileno 3aCmocy8anHio Memooonoziu Agile,
Scrum, Kanban ma Lean, sixi oaroms 3m02y nioguuyumu eqpeKmugHicmb KOMAHOHOT 63a€MO0IL, CKOpOmumu mpueaiicme
BUPOOHUYUX YUKIE | RIOGUWUMU SKICIMb KIHYeB020 NPoOyKmy. Y3a2anbHeHo peaibhi NPUKIAOU GUKOPUCIMAHHSL SHYYKUX
nioxo0ig y KOMNAHIAX, WO Npayioms y cepi cetimoesy, a makodlc OKpecieHo munogi npobnemu ix ynpoeaoiceHHs —

onip 3miHam, mpyonowi koopourayii ma macuimadysanus npoyecie. Ha ocrnosi ananizy misicHapooHux 00cioxiceHsb
06IPYHMOBAHO OOYINbHICMb POPMYBAHHS. KOMNIEKCHOT CUCTEMU YRPAGIIHHS, KA NOEOHYE MEMOOON0IUHY eHYUKICMb,
MIHCOUCYUNTTHAPHY CRIBNPAYIO MA KYIbMYPY NOCMITIHO20 600CKOHALEHHS.

Knrouoei cnosa: GameDev, ynpasninna npoexmamu, Agile, Scrum, Kanban, Lean, innosayitinuii menedxcmenm,
yupposa exkonomixa.

JEL code classification: L86, M15, O32

ITocTanoBka npodaemu. Cdepa po3poOIeHHs BiJICOIrop € OAHIE0 3 HAWIMHAMIYHIIINX ray3ei
cy4acHoi IU(PpoBOi eKOHOMIKH. BoHa moeiHye B co01 €JeMEeHTH NporpaMmyBaHHs, TU3aiiHy, MUCTE-
LITBa, TCUXOJIOTI] KOPUCTYyBaya Ta MEHEIKMEHTY KpeaTUBHMX KoMmaH. IIpoTe mBuaKuil TexHosO0-
TYHUI Iporpec, BUCOKAa KOHKYPEHIis, YacTi 3MiHM PUHKOBHMX TEHJEHIIH Ta CKIaJHICTh 1HTerpawii
MDKIUCIUIITIHAPHUX TPOLIECIB CTBOPIOIOTH 3HAYHI YIPaBIIHChKI BUKIHKH.

Tpaauiiiini miaxoau 10 MEHEIKMEHTY, po3po0iIeHi 171 poMHciioBoro abo IT-cexTopy, He 3aBKIu
edekTuBHI B yMoBax GameDev, e KIIFOYOBUMU € TBOPYICTh, IHHOBAIIMHICTD 1 IBUKICTh aJanTaiii.
Henocrarns yBara 10 cy4acHUX NPUHIMIIIB YOPABIiHHA, TAKUX SIK THYYKICTh, KPOC(YHKIIIOHATIbHA
B3a€MO/Iis, JIIIEPCTBO HA OCHOBI IOBIPH Ta BUKOPUCTAHHS aHATITUKU JaHUX [Tl IPUMHSATTS PillleHb,
MOX€ MPU3BECTHU JI0 3HWKEHHS SIKOCTI NMPOAYKTY, IEPEBUTPAT PECYPCiB 1 BTPATH KOHKYPEHTOCIPO-
MOXHOCTI.

3araioM, moctae HeoOX1JHICTh HAYKOBOTO OCMHUCIIEHHS CyYaCHUX MPUHIUIIIB YIIPaBIiHHA y cdepi
GameDev, Bu3HaueHHs iX cnenudiky, eeKTUBHOCTI Ta MOXKIUBOCTEH ajfanTalii 10 yKpaiHCbKOTO
1 CBITOBOT'O pUHKY.

AHaJIi3 0CTaHHIX AociIKeHb i myOaikanii. AHai3 ocTaHHIX AOCTiIKeHb 1 myOmikaiiiil y cdepi
ynpasiinHs B GameDev 6a3yeThCsl Ha aKTyaJlbHUX JDKepelax, 10 Bi10OpakaroTh K TEOPETUYHI, TaK
1 MPaKTHYH1 acTIeKTH.

Pyonana H. P. [1] npoBiB cucTreMaTu4HUi OIS JITEpaTypH, y SIKOMY JAOCIIJKEHO 3aCTOCYBaHHS
MeTononoriit Agile y po3po06ii Bijieoirop, akIieHTy oYM Ha iX BIUIMBI HA KOMYHIKALlil0 Ta AKICTh IPO-
nykry. ['ananakic P. [2] HaronocuB Ha ckjajHOLIaX MPsIMOrO BOpOBa/DKEeHHs Agile, Bka3aBIIM Ha
oOMexeHHsI uepe3 TBopuy npupony reiimueny. Creiici I1., Hanaxakymap k. [3] npoananizyBanu
ananTanito Agile 10 yMOB po3po0KH irop, MiAKPECIO0UN HEOOX1IHICTh THYUKOCTI y MiIX0AaX.

JIi C. [4] y3aranpHUB Cy4acHi NPUHIUIMN OCBOEHHA Agile y reliMIeBi, akIIeHTYI0YH Ha 1TepaTHB-
HOCTI Ta 3BOpOTHOMY 3B’s3KYy. bepr Mapxitynn b., Enrcrpsom I, Xemiksict M. Ta iH. [5] Ha OCHOBI
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EeMIIPUYHUX JaHUX JOCTIAWIN OCOOTUBOCTI YIPABIiHHS PO3POOKOIO 1rop, BKa3aBIIM HA TPYIHOILII
dhopmaiizarii TBopurx nporueciB. Mepkan I11., bedepikimi V. [6] neTaabHO pO3IISHYIM BUKOPUCTAHHS
Scrum y mporpamyBaHHi irop, 3a3Hadarouu noTpedy B iloro moaudikarii.

I'exkana E. [7] BuB4aB BrpoBaIkeHHS Agile y BeIMKUX reiimMIeB-KOMIaHIsIX, BUAUIUBIINA TPO-
O6nemu macmitabyBanHs Ta jigepctBa. Bucouun JI. C., Kanibepaa FO. O., CeniBepctoBa T. B. [8]
nocniauy yrpasninasa [ T-poexTamu B reiiMeBi, 3BepTatoun yBary Ha MbKJIMCIUILUTIHAPHY KOOPIH-
Haito. JIi C. [9] po3misiHyB MacimitabyBaHHs Agile, miIKpecaodn CKIaJAHICTh KOOpAMHALII] BeIH-
kux komana. Hypmkaman M., barypoxwmax I'., Bapman C. [10] na npuknaai keiicy rpu “Rush Runner”
MPOAEMOHCTPYBaIH €(pEKTUBHICTH Scrum y po3poOlli rinepka3yaibHUX irop, HiATBEPAUBILIN CKOPO-
YEHHS IIUKIIIB PO3POOKH.

@opMy/I0OBaHHS 1iJIel cTaTTi. MeToro CcTaTTi € TOCHIIKEHHS Cy4aCHUX MPUHIIMITB YIPABIIHHS
y cdepi GameDev, Bu3HaueHHs iXHIX 0COOIMBOCTEH, epeBar Ta MPaKTUYHOTO 3HAYCHHS AJs e(hek-
THUBHOI OpraHi3allii mporecy po3po0ieHHs Biieoirop. ¥ Mexax bOro JOCHIKEHHS MepeadaqacTbCst
MpoaHaIi3yBaTU XapakTepHI PUCH OpraHi3alliifHUX CTPYKTYp 1 MPOIECIB yNpaBiIiHHSI B KOMIAHIAX,
10 TPaLIoTh y cepl rediMaeBy, a TAaKOK BUSHAYUTH KIFOUOBI MIAXOAH, SIKI CHOTOJHI BUKOPHUCTO-
BYIOTBCSI JUI MiABUILEHHS MPOTYKTUBHOCTI KOMaH/ 1 SIKOCTI KiHIIEBOro mpoaykTy. OcobnuBa yBara
MPUALISETHCS CyYaCHUM YTPABIIHCHKUM MOJIENsIM, TakuM sk Agile, Scrum, Kanban ta Lean, a Takox
OILIIHIII X e(pEKTUBHOCTI B YMOBAaX KpeaTUBHUX 1 MDKAUCUHUIUTIHApHUX KoMaHA. Kpim Toro, y crarTi
CTaBUTHCS 32 METY BUSIBUTH OCHOBHI Ipo0sieMu Ta 6ap’e€pu BIIPOBAKEHHS IHHOBAIIHUX YIIPaBIIiH-
cpkux npaktuk y GameDev Ta chopmymnroBaTi peKoMeH allii 111010 BAOCKOHATIEHHS CUCTEMH yIpaB-
JHHS 3 ypaXyBaHHIM CBITOBUX TEHJEHIIH 1 0COOIMBOCTEN PO3BUTKY YKPATHCHKOTO iIrPOBOTO PUHKY.

Buxaan ocHoBHoro marepiaiy. Po3poOneHHst Bifeoirop € CKJIaJHUM, MDKIUCHUILITIHAPHUM
1 BUCOKOTEXHOJIOTTYHHM TMPOIECOM, KM MOETHY€E €IEMEHTU MpOorpaMyBaHHsS, KOMII IOTEPHOTO
NU3aiiHy, 3ByKOBOTO 0()OPMIICHHS, HAPATUBHOTO MPOEKTYBAHHS, MAPKETUHTY Ta YIPABIIHHS TBOP-
YUMHU KOMaHJaMu. B ymMoBax CTpPIMKOTO pO3BUTKY HUGPOBUX TEXHOJOTIH 1 I100anbHOI KOHKY-
peHIii aKTyaJlbHUM MOCTAa€ MUTaHHs €()EeKTUBHOTO YMPAaBIIHHS MPOILIECAMU CTBOPEHHS IrpPOBOTO
npoaykTy. Oco0nuBoi 3Ha4yI0CTI Ha0yBa€ BIPOBAXKEHHS CY4YaCHUX YNPaBIIHCHKUX MPUHIIUIIIB,
3IaTHHUX 320€3MeunTH OaaHC MK KPEaTUBHICTIO, TEXHOJIOTTYHOKO JIOCKOHATICTIO Ta KOMEPIIHHOIO
e(peKTUBHICTIO.

OpHuM 13 HAUMOMMPEHIMKX MiAX0AIB Y cyyacHoMy GameDev € aganraiiis npuHiumis Agile-me-
HEPKMEHTY, SIKa J03BOJISIE MABUIIUTH THYYKICTh IPOIECIB 1 CKOPOTUTH LIUKJI IPUNAHATTS pillieHb. Sk
3a3HavyaeThes y cuctemarnyHoMy orsiii Agile Game Development: A Systematic Literature Review,
BUKOPUCTAHHS THYYKUX METO/IIB Y TeM/IeBl O3UTHUBHO BILTUBAE HA KOMYHIKAIIII0 MK YYaCHUKAMH
MIPOEKTY, BIAMOBIIAJIBHICT, KOMAHIU Ta SKICTh KIHIIEBOIO MPOIYKTY 3aBISKU MPOTOTHITYBaHHIO
1 IOCTiIfHOMY 3BOPOTHOMY 3B 53Ky [1].

BoaHouac HayKoBIII HArOJIOIIYIOTh, 110 O€3M0cepeiHe TepeHeCeHHs TpaauLiiHuX Agile-miaxo/iB
y KOHTEKCT PO3pOOJICHHS BiICOIrop € CKIaIHUM. Y HayKOBiii CTAaTTi BKa3y€eThCs, 10 3HAYH1 OIO/IKETH,
TPUBAJI [UKJIM CTBOPEHHS MPOAYKTY, 3QJICKHICTh BiJl Xy[JOXKHBOI CKJIaJ0BOI Ta BIJICYTHICTh YITKO
BU3HAYCHUX TEXHIYHUX BUMOT CTBOPIOIOTH Oap’epu ajsi e(heKTUBHOI IMIIJIEMEHTAIl] THYYKHUX METO-
noJorii [2]. AHanorigyHi BUCHOBKH HofaroThesi B poooTi Opening Up to Agile Games Development,
Jie MiIKPECTIOEThCS, 10 IrPOBl CTyAll HE MPOCTO BIPOBAIKYIOTH Agile, a palie ananTyroTh HOro
OKpeMi MPUHIIMITA IO MIHJIUBO1 1 TBOPYOi MPpUpOIU reimaeBy [3].

3arajom cy4yacHi NPUHIUOMN yNpaBmiHHS B 1HAYCTpii GameDev MOXXKHA y3aralbHUTH y BUIIIAL
TaKHUX TMOJI0XKEHb:

— ITepaTUBHICTh Ta IHKPEMEHTAJBHICTh MPOIIECY PO3POOJICHHS, 110 Mependadae KOPOTKi [UKIH
(«crIpHTHY) 1 YacTe TeCTyBaHHS IPOMIXXHUX BEPCiil MPOIYKTY;

— aJJanTUBHICTH J10 3MiH Y TEXHIYHUX, AU3AIHEPCHKUX 1 pPUHKOBUX BUMOTaX;

— caMmooprai3zaiis KpochyHKIIIOHATbHIUX KOMaH/, 10 CKJIAAy SKHX BXOIAThH CHEIIaNiCTH Pi3HUX
podisiB — MpOrpamicTu, XyAOKHUKH, CLIEGHAPUCTH, TECTYBaJIbHUKU, MAPKETOJIOTH;

— OpieHTallis Ha TOCTIMHUN 3BOPOTHUM 3B’ 130K 13 KOPUCTYBAa4aMU, 3aJTy4€HHS IPABIIiB JI0 OLIIHIO-
BaHHsI IrPOBUX MPOTOTHUIIIB HA PaHHIX eTanax po3poOJICHHS;

72



ISSN: 2519-884X

— aKIeHT Ha CHiBIIpalli Ta KOMYHIKallii M yciMa y4aCHHUKaMH MIPOLECy, 110 3a0e3Meuye iHTerpo-
BaHICTh TBOPYMX 1 TEXHIUYHUX PIllICHb [4].

VYopaBniHHS B refiMJIeB-CEpPeIOBUINI CYTTEBO BIAPI3HAETHCS BiJ KJIACUYHOI MOAENi pO3pPOOKHU
nporpamMHoro 3abe3neyeHHs. [IpoayKT y 1bOMY BUIIAJKY € He Juile (yHKI[IOHATIBHUM MTPOrPaMHUM
pIIIEHHSIM, a HacamIepe] IHTEPaKTUBHUM KyJIbTYpHUM apTedakToM, 110 GopMye y KOpUCTyBada MeB-
HUN eMOIIHUI H0ocBil. SIK 3a3HAYa€ThCs Y JNOCHIJKEHHI, JeTajbHe IUIaHyBaHHS TAaKUX MPOEKTIB
€ Maiike HEMOXKIIMBUM 4Yepe3 «M’SIKD» BUMOTH, SIKi 4acTo (hOPMYIOTHCS BXKe MiJ 4ac MPOIECy CTBO-
peHHs rpu [S].

Kpim ToOTO, reiimMaeB xapakTepu3yeTbCS BUCOKMM PiBHEM HEBU3HAYEHOCTI, CKJIQJHOIO KOOP-
JUHAIIEI0 MDK PI3HUMH KOMaHJaMH Ta TICHOIO 3aJICKHICTIO BiJl pUHKOBHUX TeHHeHIi. [locmi-
JOKEHHS JIOBOJSIThH, 110 YacTa 3MiHA BUMOT 1 FeiMILIeH-MeXaHiK YHEMOKIIUBIIIOE 3aCTOCYBaHHS
KJIACUYHOTO Scrum y YuCTOMY BUIJISA/II Ta BUMArae Horo rHyukoi Moaudikamii mig norpedu TBop-
yux KoMaHj [6].

BropoBamkeHHs cydacHHX ympaBliHChKUX mpuHUUMIB y GameDev cynpoBOIKY€ETbCS HU3-
ko TpyaHouliB. Cepeaq HUX — Omip opra”izaliiHMM 3MiHaM, BiACYTHICTb HAJE€XHOI MiAro-
TOBKHU MPAIIBHUKIB JO THYYKOTO yIPAaBIIHHS, a TAKOX MPOOIeMU KOMYHIKAIil MK MiApO3/1i-
naMu. 30KpeMa, y TOCIIKEHHSIX HAroJIOIy€eThCs, 110 HAO1IbIIMMU BUKIIUKAMHU JIJI1 KOMITaH1i
CTaJIM MUTAHHS JIIEPCTBA, YIPABIiHHS NPOAYKTOBUMH OeKIoraMu Ta 3a0e3reueHHs Ipo30po-
cti nporecis [7; 8].

Oxpemoi yBaru 3aciayroBye npooiema MaciiradyBanHsa Agile y BeTMKux cTyaisx. 31 30UIbLIIEHHAM
KUIBKOCTI YYaCHUKIB KOMaH/AM MiJIBUILIY€THCS CKIAIHICTh KOOPJMHAIIII, 3pOCTal0Th KOMYHIKalliiHi
BUTPATH Ta PU3MKHU HEMOPO3YMiHb MIX BiJJLJIaMU, 10 MIATBEP/UKYEThCS y Marepiami Scaling Agile
Game Development [9].

[IpakTuyHi pe3ynbTaTd 3aCTOCYBAaHHS Cy4aCHUX YMPABIIHCHKUX MIAXOIIB y reimaeB-iHIycTpii
CBIJYaTh MPO MOKpAIIEHHS €(PEKTUBHOCTI Ta SKOCTI MPOAYKTY. 30Kpema, 3a JaHUMHU Keic-ToCii-
JOKEHHS, TPOBENICHOTO Y CTYll, SIka po3po0iise rinepkasyaibHi irpH, BOPOBAIKEHHS METOIOJOTI]
Scrum crnpusiio NiABUIIEHHIO MPOIYKTUBHOCTI KOMaH U, ONTUMI3allii KOMYHIKalliiHUX MPOIIECiB Ta
MOKpAIEHHIO0 KOpUCTyBalbkoro gocsiay [10].

VY3aranbpHIOIOUH, MOXKHA CTBEp/XKYBaTH, 110 edekTuBHEe ynpasiiHHsA y chepi GameDev nepen-
Oayae HEe MEXaHIUHE 3aCTOCYBaHHs KJIACHYHMX YIPABIIHCHKHX MOJENEH, a IX TBOpUY aJamnTarlito
JI0 JUHAMIKM, HEBU3HAUYCHOCTI Ta KPEAaTHBHOCTI IrpoBOi po3poOku. KirrouoBuMH jJeTepMiHaHTaMHU
yCHiXy BUCTYMAIOTh IHTEPOBAHICTh KOMAaHIHOI B3a€MO/Ii1, THYUKICTb MIPOLIECIB, 3MaTHICTh IO IIBU/-
Koi iTepallii Ta KyJIbTypa MOCTIHHOTO BIOCKOHAJICHHS.

BucHoBku. Y X011 JOCHIJKEHHS 3’5ICOBaHO, L0 Cy4YacHI NPHUHIIMIMN YNpaBIiHHA y cdepi
GameDev popmyroThCsl Ha IEPETHHI KIIACUYHUX T€OPil MEHEI)KMEHTY, IHHOBAIITHUX MiIXOAIB 10
ynpasniaHs [T-ipoextamu Ta cnernudiku KpeaTuBHO1 iHAYyCTpii. Po3pobneHHs Bineoirop Big3Ha-
Ya€ThCSI BUCOKUM PIBHEM HEBH3HAYEHOCTI, TMHAMIYHUMH 3MiHAMH BHUMOT 1 HEOOX1IHICTIO TiCHOT
B3a€MOJII1 MIXK pi3HOMPO(DITEHUMH CIIeLiallicTaMU, [0 3yMOBIIIOE MOTPeOy B OCOOIMBUX yIPABIIiH-
CBKHX MOJIEJIIX, OPIEHTOBAHUX Ha THYYKICTh, CHIBIIPAIIO TA MIBUJIKY aJaNTallilo.

3actocyBanHs npuHuumiB Agile, Scrum, Kanban ta Lean y cdepi GameDev nemonctpye nosu-
TUBHI pPe3ylbTaTd, 30KpeMa MiABUINEHHS €(EeKTUBHOCTI KOMAaHJIHOI POOOTHU, CKOPOYEHHS IUKIY
PO3pOOIEHHS Ta MOKpAIIeHHs KOCTI KiHIleBoro npoaykty. [Ipore 1i MeToaoi0rii HE MOXKYTh OyTH
nepeHeceHi 6e3 Moaudikallii, OCKIIbKH pO3pO0ICHHS irop BKIIIOYAE SIEMEHTH TBOPUOCTI, €CTETUKH
Ta €MOIIIHOr0 BIUIMBY, SIKI BaXKO MifaarTbes Gopmanizamii. EdexktuBae ynpaBniHHS B reiimjiesi
notpedye afanTanii CTaHIAPTHUX MITXOAIB 10 YMOB MIKIUCHUIUTIHAPHOI CHIBIIpaIlli, a Takox (op-
MyBaHHS OpraHi3aliiiHoi KyIbTypH, L0 MIATPUMYE EKCIIEPUMEHTYBaHHS, BIAKPUTICTH 1 B3aEMHY
JIOBIpY B KOMaH/II.

KpiMm Toro, pe3ynpratu aHamizy CBiq4aTh, 10 BIPOBAIKEHHS CyYaCHUX YIPABIIHCHKUX MPAKTHK
y BEJHMKHUX ITPOBHUX CTYAISIX CYHNPOBOKYETHCS HU3KOI BHKJIMKIB — BiJl KOMyHIKalliHHUX Oap’epiB
1 HEIOCTAaTHHOTO PIBHS MIATOTOBKU MEPCOHATY JO0 OMOPY 3MiHAM 1 CKJIAIHOIIIB Y MacIiTa0yBaHH1
THYYKHUX MeToHiB. BupimieHHs 1uX mpoOlieM BUMarae CTpareridyHoro MiAXoAdy, SIKUW mependadae
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IIOCTYMOBICTh 3MiH, JIIZIEPCTBO HA OCHOBI 3aJly4€HOCTI Ta CTBOPEHHS CEPENOBHIIA, CIPUSTINBOIO
U1 KpoC(yHKITIOHAIBHOT B3a€MO/II1.

Cydacui npuHuunu ynpasiinHg y cpepi GameDev moBHUHHI po3MsgaTUCS SIK IHTErpOBaHa
cucTeMa, M0 MOEJHYE METOAOIOTiUHY THYUKICTh i3 TBOPYOK aBTOHOMI€I0 KOMaHI. IXHs edek-
TUBHICTh BU3HAYA€THCS HE JIMILIE IHCTPYMEHTAMHU Ta MPOILECaMU, a HacaMIlepes KylIbTyporo B3a-
€MO/Iii, TOTOBHICTIO JI0 MOCTIHHOIO BJIOCKOHAJICHHS W OpIEHTAIlI€0 HA IIHHICTHh KIHIIEBOTO JIOC-
Bi/ly I'paBIIs.
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MODERN MANAGEMENT PRINCIPLES
IN THE FIELD OF GAMEDEYV

Abstract. The article examines the contemporary management principles applied in the field of Game Development,
which is recognized as one of the most dynamic, innovative, and multidisciplinary sectors of the modern digital economy.
The research focuses on the evolution of management models within game production processes that integrate software
engineering, digital art, narrative design, sound production, marketing, and project management. It highlights the
challenges faced by GameDev companies in balancing creativity, technological innovation, and commercial efficiency
under conditions of rapid technological change and high market competitiveness. The study emphasizes that traditional
management approaches developed for industrial or classical IT environments often fail to provide the necessary
flexibility and adaptability in game development projects. In this context, special attention is given to the implementation
of agile methodologies such as Agile, Scrum, Kanban, and Lean, which enable iterative and incremental development,
cross-functional collaboration, and continuous feedback loops. According to recent empirical research, these methods
improve communication within teams, enhance productivity, and reduce production cycles, contributing to the creation of
higher-quality gaming products that better meet user expectations. However, the article also demonstrates that the direct
transfer of Agile practices into GameDev is not straightforward. The creative and emotional nature of game design, the
complexity of coordinating multidisciplinary teams, and the uncertainty of artistic outcomes require modifications to
standard agile frameworks. The article concludes that effective management in GameDev requires not a mechanical
application of standardized models but rather their creative adaptation to the dynamic, uncertain, and innovative nature
of game production. Successful management systems in this industry are characterized by methodological flexibility,
team autonomy, and a culture of continuous improvement. The research highlights that the true measure of managerial
effectiveness in GameDev lies not only in meeting production deadlines or reducing costs but in fostering interdisciplinary
collaboration, maintaining creative motivation, and delivering valuable interactive experiences to players.
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