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“If You Don’t Like The Game, Change The 
Rules” is a fictional story rooted in the real 

experiences of game workers.

This comic draws from 88 interviews 
and surveys with members of worker co-

operatives, game developers in the process 
of starting a worker co-operative, studios 
exploring co-operative values, game union 
organisers, industry labour experts, and 

other people who make games.

We hope to add to the important 
conversations happening within our 

communities about how we work together. 
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Bee’s big gamedev dreams
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Café meeting
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bagels and community win-states
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Guicy Games / A walk
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Jay’s phone call A walk together [nda]
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Living room meeting
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Guicy Games



. 26 .   . 27 .   

Business advice for Bee Bee’s funding research
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Jay / Overwhelm
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Bike meeting
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Market meeting
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Zed’s house: Jay and grannyGuicy Games
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Our friends persevere Bee visits Réseau co-op
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Guicy Games
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A walk Jay’s Opportunity
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Jay goes to Zed for help
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Weird bosses
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Guicy Games
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Bee’s pitch
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Zed’s private moment Jay’s private moment
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Ice cream for Bee and Dad
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Guicy Games
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Thanks for reading! 

If you’d like to dive deeper into this research, check out our 

free companion whitepaper, full of crunchy data, parsable 

charts and candid quotes: gameartsinternational.network/

CTR or email info@gameartsinternational.network. 
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Indoor Sunglasses, Jay P, Jen K, Jenn K, Jennifer R. Whitson PhD, 

Julia E, Justine L, Keywords Studio Union, Kofi O, KO_OP Mode, Lee 

W, Lee T, Leslie P, Less Than Three Interactive, Luke L, lowercase.

games, Lucid Tales, Martin K, Martina F, Matajuegos Coop, Mia 

Consalvo, mariam Z, Medio Inestable, Murdoch S, Nneka N, Paloma D, 

Paolo P, Pepijn, Sagan Y, six, Soft Chaos, Soft Not Weak, tricia E, 

Rami I, Ramsey N, Raph, Réseau Coop, Rob L, Roxane H, Something We 

Love, Talespinners, Tariq J, Tiffany C, Unseelie Collective, Weird 

Ghosts, and our anonymous contributors. Additional support from 

Mitacs Accelerate and the Technoculture, Art and Games Research 
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Disclaimer: The opinions, observations, conclusions, and 

recommendations contained in this comic are those of the authors 

and do not necessarily reflect the views of any of the individuals 

thanked, nor are any institutions, agencies, and individuals are 

bound by the recommendations contained in this document.
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