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CHEILM®UKA KOPIIOPATUBHOM KYJIbTYPhI OPTAHU3ALIMII B IT-
COEPE.

[lepeyeHb KIIOYEBBIX CJIOB: KOpIIOpAaTWBHas KyJbTypa, |T-koMmaHus,
IIEHHOCTH, CTHJIb YIIPABJICHUs, KOMMYHHUKAIIUU MEXay coTpynnukamu, B2B, B2C,
Wargaming, Vizor Interective, Qulix Systems, Itransition.

OOBeKT uccieqoBaHMus — KOpHOpaTHBHas KyJIbTypa Kak cucTeMa 0a30BbIX
[IEHHOCTEH, HOPM U yOeXKACHUI, pa3IeNsieMbIX BCEMU YJICHAMH OpraHU3allnu.

[Ipenmer VCCIICIOBAHUS = cnenupruyecKue XapaKTEPUCTUKU
KOPIIOPATUBHOM KYJbTYpbl, CBOHCTBEHHBIC opraHu3anusm | T-chepsl.
Lens AWIUIOMHON pabOThl — BBISIBICHUE CHEHU(PUKH KOPIOPATHBHOM

KyJbTYphl opranuzauuii B IT-cdepe Ha npumepe Oenopycckux | T-komnanuii.

Meroabl HccIeAOBaHUS: CHCTEMHBIA METOJl, CONOCTABUTENIbHBIA METO/,
METOJI CpPaBHHUTEIBHOTO aHajiW3a W aHaiau3a JOKyMeHToB. B mpouecce cOopa
MH(OpMAIUU UCIIOJIB30BAJICS METOJT OIIPOCA, MPOBOIMUIUCH IKCIIEPTHBIE HHTEPBBIO
¢ nmpeacrasurensivMu [T-kommmanui.

[TomyyeHHbIE pe3yabTaThl U MX HOBHU3HA: B paOOTE BBISBIECHA POJIb U 3HAUECHUE
IT-xommanuii B sxoHOMHMKE benapycu, BbIsicHEHa Tumosiorusi Oenopycckux |T-
OpraHu3anyii, JaHa oOm@as XapaKTepUCTUKAa KOpPHOpaTUBHOM KynbTyphl IT-
KOMIIAHHUM, OIpeJeeHbl 0COOEHHOCTH (DOPMHUPOBAHUS KOPIIOPATUBHON KYJBTYpPbI
b2c IT-komnanuit Ha npumepe Wargaming u Vizor Interective, oxapakTepru3zoBaHa
cienuuKka OpraHu3alMoOHHON KyibTypbl D2D IT-kommanuii Ha mpumepe Qulix
Systems wu Itransition, mpoBeneHO CpaBHEHHE KOPHOPATUBHOW KyabTypbl IT-
KOMIIAaHUA  pa3HbIX THUMIOB, a TaKXe TNPEIJIOKEHbl PEKOMEHJALMH IO
COBEPILIEHCTBOBAHUIO KOPIIOPATUBHOM KYJIbTYpHI HcclenyeMbix | T-opranusarmii.

OO0sacTb BO3MOXHOTO MPAKTUYECKOrO0 NPHUMEHEHHs: pa3padOTaHHBIA B
JTUTITIOMHOM pab0Te KOMIUIEKCHBIN MOJIX0/1 K aHAIN3Y CIeU(UKH KOPIIOPATUBHOM
KynbTypel |T-chepbl MoxkeT ObITh NPUMEHUM MO OTHOIICHUID K JPYrUM
KOMMaHUsAM U chepam.

ABTOp paboThl MOATBEPKAAECT JOCTOBEPHOCTb HCCIEAOBAHMUS, a TaKKe
O00OBEKTHUBHOCTH CCHIJIOK HA HICTOYHUKHU, UCIIOJIb30BAaHHBIX B padboTe.

Hropas K.1O.
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CIEL[bI®IKA KAPITAPATBIYHAN KYJIBTYPbI APTAHI3ALIBIN V IT-
COEPLIL.

[lepanmik KJIIOYaBBIX CJIOY: KapraparblyHas Kyiabrypa, |T-kammanis,
KaIllITOYVHACIIl, CThUIb KipaBaHHS, KaMyHIKallbll MaMiXk cymnpaioyHikami, B2B, B2C,
Wargaming, Vizor Interective, Qulix Systems, Itransition.

AOG’eKT [nacienBaHHA — KapmapaThlyHas KyJdbTypa SK cictomMa 0a3aBbIX
KalITOVHACIISY, HOpMay 1 TepakaHaHHSAY, SKIS Naa3sUISI0lb YCEe UJICHBI
apraHi3alpli.

[TpanMer nmacienBaHHS — CHENBIPIUHBI XapaKTapBICTHIKI KaprapaThlyHai
KyJbTYPBI, yIaciiBbIs apranizaipisaM | T-chepsr.

MbTa AbITIIIOMHAs! Tpallbl — BRISTYJICHHE CHEIBI(iKI KaprapaTblyHal KyJIbTypbl
apranizaipiii y 1 T-cheprr Ha npeikinaaze 6enapyckix | T-kammnanii.

MeTaapl nacieABaHHS: CICTOMHBI METaJl, CyHacTayJsJibHbl MeETaj, MeETaj
napayHajipHara aHajizy 1 aHam3y gakymeHtay. llaguac 30opy iHdapmaribli
BBIKAPBICTOYBAYCS METAaJl ambITaHHS, TMPABOA3UIICA DSKCHEPTHBIA I1HTIPB'IO 3
npaacrayHikami | T-kammnanii.

ATphIMaHbIg BBIHIKI 1 1X HaBi3HA: y Tpallbl BbIAYIeHa poJib 1 3HaudHHE |IT-
KaMmmaHiii y okaHoMmilel benapyci, BbicBeTJieHa ThImanoris Oemapyckix |IT-
apraHizalblii, J1aJ3€Ha aryJibHas XapaKTapbICThIKa KaprapaTblyHail KyJabTypbl |T-
KaMIIaHi¥, BBICBETIICHBI acabiiBacili ¢apMaBaHHs KaprHapaTblyHal KyibTypsl b2C
IT-xamnanii Ha mpeikiaaze Wargaming i Vizor Interective, axapakrtapbi3aBaHa
crienbipika apraHizaipliHbIX KyJabTyp 02D IT-kammnaniit Ha npeikaamaze Qulix
Systems i Itransition, mpaBea3eHa mapayHaHHE KapraparblyHail KyabTypsl IT-
KaMMaHii pO3HBIX ThIMAY, a TakcamMa TmpamaHaBaHbl pAIKAMEHAAIbIl TIa
YyAaackaHaJeHHIO KapriapaThlyHal KyJIbTYphl MpajcTayieHHbIx | T-apranizalibii.

Bob6nacip  marybiMara mnpakThldHara MPBIMSHEHHS: pachpamaBaHbl ¥
JBITUIOMHAMN TIpaIibl KOMIUIEKCHBI TAJbIX0/ Y aHalli3e crenbliki KaprapaTelyHan
KynbTyphl | T-chepbl Moka ObIIb BBIKAPBICTaHBI ¥ aqHOCIHAX Ja 1HIIBIX cdep 1
apraHizalibli.

A¥yTap mpampl MmanBspAKae JaKkiaJHACIBb JaclieflaBaHHA, a Takcama
a0'eKThIYHACIIH CTIACHUTAK HA KPBIHIIBI, IITO OBLII BEIKAPBICTAHBI ¥ MPAaITbI.

J3rop3e K.1O.
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THE SPECIFICS OF CORPORATE CULTURE OF ORGANIZATION IN IT-
SPHERE.

List of key words: corporate culture, it-company, values, management style,
communication between employees, B2B, B2C, Wargaming, Vizor Interective,
Qulix Systems, Itransition.

Object of research — corporate culture as a system of basic values, norms and
opinions shared by all members of the organization.

Subject of research — the specific characteristics of the corporate culture inherent
to organizations in the IT-sphere.

The aim of the work — identifying the specifics of corporate culture of
organizations in the IT-sphere on example of Belarusian IT-companies.

Research methods of complex use of the system method, comparative method,
comparative analysis method and document analysis. During information gathering
survey method was used and expert interviews with representatives of 1T-companies
were conducted.

The obtained results and their novelty: this work reveals the role and importance
of IT-companies in the economy of Belarus, the typology of the Belarusian IT-
organizations was clarified, the basic characteristics of the corporate culture of the IT-
companies were given, formation features of the corporate culture in b2c IT-
companies on the example of Wargaming and Vizor Interective were found, the
specificity of organizational culture in b2b IT-companies on the example of Qulix
Systems and Itransition was described, the corporate culture of the IT-companies of
various types was compared, and recommendations for improving the corporate
cultures of the IT-organizations studied were proposed.

The area of possible practical applications: an integrated analysis approach of the
specific corporate culture of the IT-sphere designed in this work can be applicable to
other areas and organizational cultures.

The author of the study confirms the reliability and objectivity of links to the
sources used in the work.

Dyurd K.Y.




