53

VIIK 005.21
CTPATETMYECKHMIA MEHE/JUKMEHT B YCJIOBUSIX TYPBYJEHTHOCTM:
OLIEHKA ONEPALIMOHHOW  3®®EKTUBHOCTHU MACCOBBIX
PECTPYKTYPU3ALIWM B IT U UTPOBOI MHIYCTPUM (2024-2026 I'T.)

© OseuxuH P. A., Hogpauux E. B., 2026

WpxyTckuii rocynapcTBeHHBIN YHUBEPCUTET, I. MIpKyTck

Pabora aHamusmpyer ymnpaBiIeHYECKYIO NMPAKTHKY MAacCOBBIX COKpalleHWi W peopraHmzauuii B IT m urpoBoit mHAycTpu: Ha
uaTepBaie 2024-2026 rr. Pokyc cMeIeH ¢ IeKIapaliil «ONTUMHU3AIUN Ha U3MepUMbIe (P deKTr: TMHAMUKa OepauOHHBIX
pacxonoB (OPEX), Belpyuka Ha omHoro corpyanuka (Revenue per Employee), omepanuoHHas TpUObLIF W H3MEHCHHUE
KaluTaIn3aluy 10/T0CIIe PeCTPYKTypH3anuil. DMIupudeckas 6aza codpaHa U3 OTKPBITBIX HCTOYHUKOB: TOJJOBBIE OTYETHI ¥ (JOPMEI
SEC (10-K/20-F), cTeHorpaMMbl U Mpecc-peNin3bl, a TAKKe TpeKephbl yBoibHEeHUH. Ha keiicax Microsoft u Sony mokaszano, 4To
JIOKaJIbHBIE COKpaIleHus (0coO0eHHO mocie M&A) 4acTo BBIOJNHSIOT POJIb TAKTHYECKOI pasrpy3KH M HE SIBISIOTCS TNIABHBIM
JpaiiBepoM yIydIIeHus Mokasareieil; Ha keiice Embracer Group 3aMKCHpOBaH IPOBAN JIOTHKH «CKJICHJIH aKTHBEHI - IIOTOM
YBOJMJIM JIMIIHUX»: TaJeHUE MPOJaKk U KalUTaIM3alluy COYETAaeTCsl C 3aTsKHOW cepued 3akpbiTuil ctyauil. [{ng xoHTpacta
paccmoTpeHsl bonee «leany koHcTpykuuu (GitLab, CD Projekt): miockue KOHTYpBI IPUHATHS pEIICHHH, TPO3paYHbIe TPOIECCHI
¥ OCTOPOXHAsI apXUTEKTypa MOPTQest YMEHBIIAI0T CTOMMOCT KOOPMHAIINH, HO HE TApAaHTHPYIOT POCTA OIEHKH PHIHKA. BBIBOIBI
chopMyIHpOBaHbI KaKk HA0OP MPaKTHYECKUX TPeOOBaHHUI K MEHeKepaM: cuuTarh MonHbIH P&L addexra cokpamenuii (BKimodas
one-off), 3ammmars KpUTHYECKHE KOMIIETEHIIMH W YIPABIATH MPOM3BOAMTEIBHOCTBIO IMMOCE 00Bajia OPrCTPyKTYphI, MHaue
PeCTPYKTYpH3aLys IPEBPAIIAeTCs B JOPOTYI0 IMHUTALIMIO YIIPABICHHUSI.

Knrouesvie cnosa: cTpaTerniecKuii MEHEIDKMEHT; PECTPYKTypH3allys; MacCOBbIE YBOJBHEHUS; onepannuoHHas 3(QeKTHBHOCTD;
OPEX; BeIpydYKa Ha COTPYIHHKA; HTPOBast HHIYCTpus; I T-kommanum; M&A; opranu3annonHas TypOyJIeHTHOCTh

unyBIKiA 2024 rox craq MOMEHTOM, KOTrja
layoffs kak MHCTpyMEHT mepecTayii ObITh
SKCTPEHHOU MEpOM U IPEeBpaTWIUCh B
pyTHHY. YBOJbHSUIM Ha ()OHE POCTa BBIPYUKH, Ha pOoHE
PEKOPIHON omepanuoHHOM mnpubbLIM, Ha (oHE
OypHoro priaka M. Dto kiroueBast yrnpapieHUECKast
KOJUTM3USl TIEPHOJA: PEIICHHS MPUHUMAIOTCA Kak
Oynro kpusuc B P&L yxe HacTymwi, a ¢puHaHCOBas
OTYETHOCTh MOKAa3bIBAET JpyToe. Tpexepsl
yBOJIbHEHUH ¢ukcupyor, 4yro B 2025 romy B
TEXHOJIOTHYECKOM CeKTope ObuIo 3asBieHo 245 953
yBOJbHEHHUs, a Ha Hauano 2026 roma — eme
52 088 [1].
Lenp nccnenoBaHus — OLEHUTH ONEPANMOHHYIO
3¢ HEKTHBHOCTh MAaCCOBBIX pecTpykTypmu3anuii B IT u
WUTPOBOM HMHAYCTPUH UYepe3 METPHKH, KOTOPHIS
peanbHO «OBIOT IO CTONy» B COBETE AUPEKTOPOB:
OPEX, omepannoHHass MpuHOBIIb, BBIPYYKa Ha
COTpY/IHHMKA U IMHAMUKA KallUTaIu3alii. ABTOpPCKas
MO3ULUSA 3/eCh JKECTKas: YyBOJBHEHHE — HE
cTpaTterus. OTO ONepauus Haa OPICTPYKTYpOH.
Wnorna neobxonumasi. Yacto — noporast M JI€HHBO-
HOIYNsIpHast.

Kiaccuyeckass nurTeparypa 10 COKpAIICHHAM
NepcoHajia ONMUCHIBAET YCTOWYMBBIA PUCK 0OpaTHOTO
addexTa: mocie MacTaOHBIX COKpAILIEHNH CTpaaaeT
KOOpAWHALMS, paspylaroTcs KOMaHIHBIE CBS3H,
pacTyT TpaH3aKIHOHHbIE M3JICPIKKU Ha COIIACOBaHHE
U KOHTPOJIb. DTa J0THKaA MOATBEPKIAACTCA U
3Ml'[PIpPIKOI>iI HCCIICAOBAHUA TMOKA3bIBAJIN YXYAIICHUEC
(MHAHCOBBIX  IOKazaTelned y  KOMIAaHWi  C
9KCTPEMAJILHBIMU COKPAIEHUSIMHA 110 CPAaBHEHHUIO C
COIOCTaBUMBIMH (DPUPMaMH KOHTPOJIBHOHM TPYIIIBI.
Jlyst KOMaHIHBIX OpraHu3anyi 3QQEeKT yCuIBaeTcs:

«cpe3alld TOJIOBBI» — W BHE3allHO KOMaHbl
MepecTaroT ObITh KOMaHJaMHU.
Mertononoruss  MOCTpoeHa  Ha  (PUHAHCOBO-

YIPpaBJIEHUYECKON TpuaHryasuuu. IlepBeiid cioil —
my6muanas ordetHocTh (10-K Microsoft; 20-F Sony;
TO/IOBBIE/KBapTanbHble oT4eThl Embracer; (opmsr
SEC mno pecrpykrypuzamuun EA). Btopoit cmoit —
coOBITHS pecTpyKTypu3anuii, Takue Kak
odunMaIbHBIC 3asBICHUS W PEINOPTAXH JICJIOBBIX
CMU. Tpetuil cnoit — peIHOYHAS peaKiys, HaIpUMep
KanuTaau3alus 0 HCTOPUUECKUM JaHHBIM. Beipyuka
Ha COTPYAHUKA PACCUUTAHA KAK OTHOLICHHUE BBIPYUKU
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K YHCIICHHOCTH nepcoHarna, B3SITOM u3
OTYETHOCTH/TIPOQHIICH, C OrOBOPKOW O pasHUIC B
Jarax, KOHell (PUHAHCOBOTO TOJa WM KOHEIl
KaJIeHapHOTO.

ITarTepH y rurantoB nosropserca. CHauanga pocT
yepe3 MOMJIOMICHUS WU «IIOPTQENBHBI ONTHMHU3ZM.
ITotoM CTOJKHOBEHWE C WHTerpanueii: IayoiH
(hyHKIUH, KOHQIUKT KYIBTYp, CIOM JOPOXKHBIX KapT.
N yxe 3areM — YBOJNBHCHHA, IIOJAaHHBIE Kak
«YTIpOIIEHHE CTPYKTYpbl». Ha Oymare 3TO BBITIISAHUT
normgHO. B peampHOCTH MHOTHE 3()h(EKTHI HOCAT
OTJIOKCHHBIH " HEOYCBHTHBIH Xapakrtep:
CIMHOBPEMCHHBIC PAcXONbl HAa BBIXOJHBIC MOCOOWS,
moTepsi HOCUTENeWd 3HaHUM, Mpocagka CKOPOCTU
pa3paboTKu.

Keiic Microsoft moka3aresicH IMEHHO KOHTPACTOM
MEKy MacIiTaboM OU3HECa U «TOYCYHBIMID yAapaMu
mo monsaM. B staBape 2024 1. Microsoft o0bsBHIa 0
cokpameHud okoso 1 900 coTpyIHUKOB B UTPOBOM
moApa3AeIcHHd — MpUMEpHO 9 % OT YHCICHHOCTH
Microsoft Gaming ~22 ThICc. 4eTIOBEK, BCKOpE TOCIIE
caenku ¢ Activision Blizzard [4]. B mae 2025
KOMITaHUsl 3aMyCTUIa YK€ KOPIOPaTUBHYIO BOJIHY —
okosio 6 000 yemoBek, TOo ecTb mpumepHO 3 % oOT
o0mmieit yuciIeHHOCTH B 228 THIC. C MOTHUBAIHEH
cpes3aTh ynpaBieHUYEeCKUe ciou [2].

Teneps undper. Gunancossiii rog 2024: BeIpyuka
245,122 wapa  [OMUL, OMEpaldoHHAs MPHOBLIL
109,433 mupz noiul.; onepaunoHHble pacxonsl 61,575
miapa aomn [4]. ®unancoBwlii ron 2025: BeIpyuka
281,724 wnpa mouL., OmNeparoHHAas TNPHOBLIb
128,528 mupz 1oiui.; onepaluoHHbIE pacxosl 65,365
miapa poin [4]. To ecte OPEX He cxionHyincs, oH
BEIPOC. A 3HAYHT, YBOJBHEHUS 37€Ch HE SBIITIOTCS
[JIaBHBIM PBHIYAroM O3J0POBJICHMSI; OHHU BBITIOIHSIOT
JIPYTYIO POJIb — MEPETPOIIUBKY OPTKOHTYPOB BOKPYT
HOBBIX mpuoputeToB (MU-undpactpykrypa, obnako,
6€3011acHOCTb).

Beipyuka Ha coTpyauuka y Microsoft (pacuer no
BBIpYYKE M YHCIEHHOCTH 228 ThIc.) BhIpocha ¢ 1.08
mitH 1oyt B FY2024 no 1.24 mon nonn. B FY2025 [4].
Poct Breuamiser. Ho 310 He «mmobena cokpameHniiy.
Oro poct  OmW3Heca, YCWICHHBIH  BBICOKOH
ONEpallMOHHOW MapXXMHAJBHOCThIO. Ha  ypoBHE
KaluTalu3aly KapThHa criokoiiHee: koHeln 2024 r. —
3,200 tpau gomr., mapt 2026 . — 3,014 TpaH 1ot
(n3menenue okomo —5,8 %) [5].

Sony / PlayStation — npyro#f Tum peambHOCTH.
@eppane 2024 1.: Sony Interactive Entertainment
00BABIAET O COKpameHnu mopsaaka 900 denosek, To
ecTh okoyio 8 % mepcoHana moxapasaeneHus [2]. Ha
YPOBHE TPYIIIBI 3TO BBIIVIIIUT KaK «IIyM»: B (hopMe
20-F ¢ukcupyercs, 4T0 YHCIEHHOCTb Sony Ha
31.03.2025 cocraBunma mpumepno 112 300
cotpynHukoB rpotuB 113 000 rogom panee (—700) [6].
JlokanbHast pecTpyKTypu3alus HE MpeBpamactcs B
npamaruieckuii ooBai headcount. U 3to BaxkHO.

®DuHAHCOBEIE MTOKA3aTENIN HTPOBOTO CETMEHTA IPH
3TOM yaydmiaroTcs. OnepannoHHas npuoObus Game &
Network Services Boipocna c¢ 290,184 mapa uwen

(FY2024) no 414,819 mnpn uen (FY2025) [6]. Ecnu
B3ATh NpOAaXU «0e3 (MHAHCOBOTO CErMEHTa», TO
Sony nokazana poct ¢ 11 265,0 mnpn uen (FY2024)
J0 12 043,9 mupn nen (FY2025) [5]. B nepecuere Ha
OJTHOTO COTPYJIHHKA 3TO MpuMepHO 99.7 MIH HeH —
107.2 mua wmweH [5]. VYBompHEeHHS 37ecCh CKopee
BBIIAJAT KaK HACTPOWKa 3arpaT MHox MopTgens
(3akpeITHE/TIEpe3allyCcK  MPOEKTOB,  IepeyrmakoBKa
CTyOuii), a ApaifiBep NMpHUOBUIM — MHKC, BAJIOTHBIN
3¢ EKT U CeTeBbIe CEPBUCHL.

Kannranusanus Sony 3a TOT e HHTEpBaJ MOYTH
He MeHsercs: koHer 2024 r. — 129,92 mupa mon.,
mapt 2026 . — 128,68 mupza momn. (oxomo —1,0 %)
[2]. PsiHOK He «IIOKymaeT» YBOJBHEHHUS Kak
CaMOCTOATENIbHYI0O ~ HUCTOpHIO. PBIHOK  moOkymaeT
YCTOMYMBOCTh JICHE)KHBIX IIOTOKOB M KauecTBO
noprgerns.

Embracer Group — KOHTPIIPUMED.
Xpecromatuiiaeiidi. Crparerus ObUTa TpocTas [0
NPUMHTHBHOCTH: CKynarh cTynuu u IP, cknenBats B
«QKOCHCTEMY», MOHETH3HPOBaTh CHHEpruo. Ilorom
copBajcs KpYNHBIH (UHAHCHUpYIOIIMH TpaHml (B
nyonuyHOM TMoJie O0CyXkaajach CAeNKa Mopsiaka 2
MJIPJ] I0JUL.), U (pHpMa BOLIJIA B PEXKUM PACIIPONAK U
3aKkppITUil. OUHANBHBIM IITPUXOM CTajla ITyOIUYHAsS
unes paslieIeHUs] Ha HECKOJIBKO KOMIAHMH It
CHIDKEHHMS J0JIra ¥ BO3BpaTa JOBEpHs HHBECTOPOB.

®akrel 10 Jr0AsM U puHaHCaM. [1o cocTosHUIO Ha
¢eBpams 2024 1. Embracer moarBepikmana
yBoJibHEeHHE okoJi0 1 300 yenoBek M ykas3biBaja, 4TO
3T0 okoso 8 % mTara C Hadaja IPOrpaMMBI
pectpykrypusanuu [4]. Ha ¢uHAHCOBOM rOpH30HTE
FY2024/25 (anpens 2024 — mapt 2025) BBIpyUKa (net
sales) camzmiack 10 22 370 mma SEK mpotus 27 409
miH SEK rogom panee; ckoppektupoBaHHbeld EBIT
ynan 10 3 344 muu SEK npotus 4 984 mu SEK [2].
Jaxe ecau TNpuHATH O(UIMANBHBIA  ypOBEHb
BOBIICUeHHOCTH «Oomee 11 000 coTpyaHHKOB» B
2023/24 u «ceeime 7 000 TamanToB» B 2024/25,
MOJy4aeM POCT BBIPYYKH Ha COTpyIHUKA ~2.49 MiH
SEK — ~3.20 muin SEK [6]. KpacuBrlii moka3zareis.
Jloxubii. OH BBIPOC TIOTOMY, YTO 3HAMEHATEJb
pyxHyn ObicTpee  umcnurens.  OnepannoHHas
3 PEKTHBHOCTh B TAKOM PEKHME — CTATHCTHYECKast
WILTIO3HS.

PriHOK BBIHEC TIpUTOBOpP OBICTpee Oyxranrepuu.
Kanuramusanuss Embracer: xomer 2024 . — 3,71
Mapa aoiur, mapT 2026 T. 1,75 wmnapa gom.
(—52,8 %) [2]. Y 31ech cokpalieHus He BBIIISAAT Kak
aHTHKpU3UCHasg ctparerus. OHM BBRINIAIAT Kak IJIaTa
32 mpoBal M&A-TOTHKH W 32 JJOJNTOBYIO
KOHCTPYKIHMIO, KOTOpas Iepecrayia OOCITy>KHBaThCs
0e3 pocra.

Electronic Arts cTOUT BBLAEINTH OTAEIBHO. JTO HE

«MOJIHUEHOCHBI  KOJUIATlC», a  yHpasiseMas
peopranmzanust noprdens. B despane 2024 r
KOMITaHMS ~ coolmiana O  PeCTPYKTYpU3aLMH:

COKpaIIeHue OKoio 5 % mepcoHaja W OXHAaeMbIe
pacxoipl Ha PECTPYKTypH3aIHio mopsaka 125-165
MIH gout [6]. DopMynMpoBKa BaKHA: JCHBIH Ha
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YBOJILHEHUSI BHJHBI 3apaHee. DTO YECTHEe, YeM
npsTath one-off B pacmibIBYaTHIX CTPOKAX.

ITo meTpukam Ha uenoBeka EA nemoHcTpupyeT He
poct, a cxarue 3(pQeKTUBHOCTH: Bblpyuka FY2024
7,56 mupn ot npu 13 700 coTpynHukax (~552 TIc.
nmomn./cotp.), FY2025 7,46 mupn nomn. mpu 14 500
corpyaaukax (~514 teic. momn./cotp.) [5]. [Ipu sTom
KanuTanm3anus pacteT: koHen 2024 . — 38,84 mupa
momt., Mapt 2026 r. — 50,35 mupn momn. (+29,6 %)
[2]. PemHOK 37ech cTaBUT Ha (QpaHIIM3B |
MOHETHU3AIINIO, & HE Ha caM (aKT YBOIBHEHHUH.

KoHTpacT: KOMIaHWM, KOTOpbIE HM3HAYaJIbHO
MPOEKTUPYIOT OPraHHU3aIMIO MO/l HU3KYI0 CTOMMOCTh
koopmunanuu.  GitLab  3adukcupoBana st0 B
«handbook-first»  KyapType: HyONIMYHOCTH  TIO
YMOJIYaHUIO, UTEPATUBHOCTD, MPO3pauyHOCTh. Jlaxe B
(hopManbHOM ONHMCAHUU CTPYKTYPBHI TOT4YEPKHUBACTCS
OTpaHWYEHHE Ha 4YHCIO ypOBHEH m pabora depes
YEeTKHE KOHTYpPHl TOIpa3AeieHuid. OTo HE IIpo
TYMaHH3M. 310 po YIIPaBIIEMOCTb B
pacmpeneieHHON CHcTeMe.

Eciu cMmoTpers Ha BBIpYYKY Ha COTpYIHHKA,
GitLab mokaseiBaet poct: FY2024 579,91 muH gosu.
npu 2 130 corpyanukax (~272 ThIC. JOJUL/COTP.),
FY2025 759,25 man gomn. mpu 2 375 coTpyaHHKax
(~320 TteIC. momn/cotp.) [5]. Ho xammranusanms
nagaet: konen 2024 r. — 9,40 mupn gom., Mapt 2026
r. — 4,49 mupn momn. (—52,2 %) [2]. Lean-koHTYyp

CHI)KAET BHYTPCHHIOW (DpPHUKLHUIO, HO HE OTMEHSET
BHEIIHKE yrpo3sl (rnepecdopka peiHka DevTools noa
un.

CD Projekt nmemoHcTpupyer napyroi «leany
OTTEHOK — OCTOPOKHOE yrpasieHue noprenem [P u
¢azamu mpomsBonctBa. [lo maHHBIM  TpodmIIA
(MHAHCOBBIX IOKa3aTelel, BBIpPyYKa KOMITAHHH B
2024 1. cocrasmia 985,03 mua PLN, a ynciieHHOCTD
— 634 gemoeka [10]. DTO BBICOKHH YPOBEHb
KOHIICHTPAIlMK BBIPYYKH Ha HeOombIryio 0a3y, HO
TUHAMUKa He 00s3aHa OBITH JIMHEWHOM: 1O pacdery,
BBIpyYKa Ha COTpyIHUKA cHU3mIach ¢ ~2.00 maa PLN
(2023) nmo ~1.55 muu PLN (2024) [5]. Ilpu stom
KanuTaau3alnus pe3ko Beipocna (koxer 2024 r. — 4,64
Mapa gomwt., mapt 2026 . — 6,74 mipa Ao,
+45,3 %) [2]. PBIHOK TOJIOCYET OXKUAAHUEM OYIYIIUX
penu3os, a He TekymuM RPE.

CpaBHuTenbHast TaOIUIA: TUTAHTHI IPOTUB «leany
KOHCTPYKIMI

Tabmuia HIKE CrienuanbHO coOpaHa Tak, YTOOBI
«KpacuBBIE» MOKa3aTenu HE MacKHpPOBAIIH
comepkaHue. PocT BBIPYUKH Ha COTPYJHHKA MOXKET
ObITh clencTBHEM pocta Omsneca (Microsoft), a
MOXKET OBITh CIIEJCTBUEM TOTO, YTO MITAT IOpE3alin
osicTpee, yem mponaxu (Embracer). Kanuranuszanus
MOKA3bIBACT, BEPUT JIM PBHIHOK B YIPABICHYECKYIO
HCTOPHIO, a HE B IIPECC-PEIIH3.

Tabnuua 1. Ouenka 3 PeKTHBHOCTH aHTHKPH3UCHOTO YIIPABJICHHS: TUTaHTHI HHYCTPUH IPOTUB lean-KoMITaHui

(2024-2026)

Komnanus CoxpameHnus Kanmnranuzanus: Revenue / KommenTapnii
(2024-2026) 2024—2026 Employee
(0aza—mocJe)
Microsoft 1900 (Gaming, | 3.200—3.014 Ttpmu | 1.08—1.24 MIH | Pesymerar
~9 %); 6 000 | momm. (—5.8 %) [5] Josut. [4] o0ecriedeH  pPOCTOM
(xommanus, ~3 %) BBIPYUKY; OPEX
[4] pacTeT, YBOJIBHEHUS
— HAacCTpOHKa
OPTKOHTYPOB.
Sony 900 (SIE, ~8 %) [2] | 129.92—128.68 99.7—107.2  wmmn | CokpalieHue
(G&NS/rpymma) mipa aoi. (—1.0 %) | uen (6e3 FS) [5] JIOKQJILHOE;
[2] IpHUOBLTb  CETMEHTA
BBIpOCIIa, PBIHOK
MOYTH HE pearupyer
Ha cam ¢axr
YBOJIbHEHUI.
Embracer Group =~ 300 (=8%|3.71—1.75 wupn | =2.49—=3.20 mun | RPE BBIPOC
mrara) [4] nomt. (—52.8 %) [2] | SEK [14; 15] MEXaHUYECKU;
npogaxxu u  EBIT
yHoam.
Pectpykrypusanus
— MTOCTIEICTBHS
mpoBasia M&A.
Electronic Arts ~5% mrara; 125- | 38.84—50.35 wupn | 552—514 TBIC. | YBOJIBHEHMS —
165 wmH  gomn. | gomr (+29.6 %) [2] | mom. [5] 4acTh MOPTQHENbHON
pacxonos [6] HNEePEKPOUKH, HO
3¢ EKTHBHOCTh «HA
YeJIOBEeKa» HE
pacTer.
BusHec-00pa3oBaHue B SKOHOMHKE 3HAHUIT No 12026



GitLab MacCOBBIX 9.40—4.49 miapa | 272—320 ThIC. | Lean-apxurekrypa
cokpamennit 2024— | gomn. (—52.2 %) [2] | monn. [5] CHIDKACT ()PUKIIUIO,
2026 HE Ho valuation 3aBucur
3a8BIUIOCh,  POCT OT BHEIIHEro IMKJIa
mrara [26] u KOHKYpPEHIIUU

N -uHCTPYMEHTOB.

CD Projekt MacCOBBIX 4.64—6.74 miapa | 2.00—1.55 MIH | PeiHOK mnatur 3a
cokpamennii 2024— | momm. (+45.3 %) [2] | PLN [5] OXKHUJIaHUE PEIH30B;
2026 HE RPE BOJIATHIICH
3adukcupoBaHo B n3-32  KU3HEHHOTO
Ty OIMIHBIX IIUKIJIa TIPOEKTOB.
JAHHBIX; thaza
Habopa komans [10]

Yutare TaONUIly HY)KHO HE KaK PEUTHHT XOPOIIUX
nu maoxux. Ona mpo  wmexanusm. Ecmun
PECTPYKTypHU3alIUs HE COIIPOBOXKIAETCS TIepecOOpKOit
MPOIYKTOBOTO MOPTQENisi, apXUTEKTYpPhl PEUICHUN U
IHMCIUILINHBL ucnonHeHus, B P&L ocraiorcs Te ke
npoOieMbl — TONBKO Jrofieli Menble. [losiBrsercs
«CHHIPOM  BBDKMBLIETO»:  KOMaHAbl  HAYMHAIOT
paboTaTh B pe)KUME CAMOCOXPAHEHUS, a MCHEDKMEHT
MOJTy4YaeT WUTIO3UI0 KOHTPOJIs yepe3 opryapT u KPI.

Memnemxkep, KOTOPBIN X04eT peanbHoro 3¢ dekra, a

HE  KpacHBOIO  OTYETa, JOIDKCH  IIOCTaBUTh
PECTPYKTYpHU3allMI0O Ha PENIbChl  ONEPAMOHHOTO
nu3anHa.

1) Cuurare nonubiii 3¢¢dexr B P&L. He Tombko
«IKOHOMHIO (POHAA OIUIaTHl Tpyda», HO U one-off
pacxozpl (severance, KOHCAJITHHI, 3aKpbITHE O(UCOB),
a Takke CTOMMOCThH 3aMelleHus kommeTeHuuil. EA
myonn4yHO (pHUKCHpoBaJla JMana3oH pPacxoloB Ha
pectpykrypuzammroo (125-165 MiuH momr) — 3To
MpaBWIbHAA MPaKTHKa [6].

2) 3aluTUTh KpUTHYECKHUE poiu u
TexHonoruueckue sapa. Wurerpamus nocie M&A
BCeT/la CO3/aeT JIyOiH, HO B pa3paboTKe 1yOIiib MOXKET
OBITH CTPAaXOBKOM pHCKOB, a HE H3JIMIIECTBOM.
Iloka3zaTenbHbIl KEHC — YBOJIBHEHUSI B UIPOBOMU
BepTukanu  Microsoft Bckope mocie  caenku:
COKpAIIIEHUS 3aKpBIBAIOT  IEPECEUeHUs, HO
YCIOXKHSIOT yJIepXKaHWE DSKCIEpTH3hl Ha CTHIKaX
KyasTyp [4].

3) VopaBiATh MOCHENCTBUSAMHU JJIS1 BBDKHBILIUX.
Jluteparypa ¢ukcHpyeT, UYTO TOCIIE COKpaIleHHH
HNafaloT BOBJIEYEHHOCTb M  IPOHU3BOAUTENHHOCTS,
pacTeT TEKy4decTb; Yy KOMAaHJIHBIX OpraHu3alui
pylIaTcsl CBS3M, Ha KOTOPBIX JAEpKanaach CKOPOCTb.
Ecnmu »TM He 3aHUMATBCS, PECTPYKTYpH3AIUSL
MpeBpamaeTcs B XpOHNUECKYI0 — BOJTHA 33 BOJTHOM.

4) IIpoBepsTh 3 (HEKTUBHOCTH YePe3 TPU METPUKH
omHoBpemeHHo: OPEX, Belpyuka Ha COTpyIHHKA U
kagectBo  moptdens  (pipeline). RPE  njerko
«yAy4IIUTHY» YBOJNBHEHHWEM. lopa3mo cioxHee —
yAy4IIUTh €ro pOCTOM LEHHOCTH HpPOAYyKTa U
MUCHUIUTMHOW — wcnoiHeHus. [lposanm  Embracer
MOKa3bIBA€T IIEHY MONBITKU 3aMEHUThb CTPaTETUI0
Oyxranrepuet [7,5].

Pectpykrypuzauuu 2024-2026 rr. B IT u urposoit
WHIYCTPUM He 00pasyloT eanHod 3(dexTHBHON
MozenH. Y KPYIHBIX KOPIOpAalUil YBOJIBHEHUS 4Yalle
UTpalOT POJNb HACTPOWKHU CTPYKTYpHl MO HOBBIE
craBku (MU, obmako, 0€30MaCHOCTh) M MOCIEACTBUS
M&A; puHaHCOBBIN pe3yabTar (OPMUPYETCS POCTOM
BBIDYYKH ¥ MapXHHAJIBHOCTBIO, a HE CaMHM
cokpamenuem [4]. V Embracer pectpykrypu3zanus
CTajla peakluel Ha IPOBaJl CTPaTeTUH NOMIOMICHUH 1
JIONTOBYIO HATrPy3Ky; TaM YBOJBHEHHUS HE PHUBOIAT K
O3/IOPOBIICHHI0O — OHH (HUKCUPYIOT JAETrpajanuio
noptdens u gosepus [7,5].

Lean-momxozpt (GitLab, CD Projekt) moka3ssiBator,
YTO HM3Kasi CTOMMOCTb KOOPAMHALIMU U MPO3pauHbIe
MIPOIIECChl YMEHBIIAIOT BHYTPEHHIOK 3HTPOIHIO, HO
PBIHOYHAS OICHKAa BCE PABHO 3aBHCUT OT BHEIIHETO
peXuMa: CMEHbI TEXHOJIOIMM, OXKUIAHUH 110 pesin3aM
u temna pocra [10,5]. InmaBHBIA ynpaBiIeHUYECKU
BBIBOJ, — CUUTaTh 3(PQeKT pecTpykTypHsamuu Ha
ropusoHre 12-24 MmecdueB, a HE «KBapTaJIOM IOCIE
CoKpamieHus». MHade crTparerus mnpeBpamaercs B
cepuIo orepanuii 0e3 pe3ynprara. m
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This paper examines mass layoffs and organizational
restructuring practices in the IT and video game industries
during 2024-2026. Instead of treating layoffs as an abstract
anti-crisis tool, the analysis focuses on measurable
outcomes: operating expenses (OPEX), revenue per
employee, operating profit, and market capitalization
dynamics around restructuring events. The empirical base is
built from public filings (SEC 10-K/20-F), earnings
materials and press releases, and layoff trackers. Case
evidence indicates that large corporations often use layofts
as tactical org-chart rewiring-especially after M&A-while
financial improvements are primarily driven by business
growth and margin structure rather than headcount cuts.

Embracer Group illustrates a failure mode: portfolio-driven
M&A followed by prolonged downsizing coincides with
declining sales and collapsing valuation. For contrast,
lean-oriented designs (GitLab, CD Projekt) reduce
coordination costs through flatter decision loops and
transparent processes, yet market valuation remains exposed
to external technology and product-cycle shocks. The paper
formulates practical requirements for managers: model the
full P&L impact of layoffs (including one-offs), protect
critical competencies, and actively manage post-layoff
productivity, otherwise restructuring turns into an expensive
imitation of control.

Keywords: strategic management; restructuring; mass
layoffs; operational efficiency; OPEX; revenue per
employee; game industry; IT firms; M&A; turbulence




