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WRAITH GAMES
WORKER COLLECTIVE PRIMER

This document was last revised on 11/7/25 at 1:56 AM EDT

WHAT IS THIS DOCUMENT: This document is a collection of internal organizational documents
for Wraith Games to be used as an introduction to our model, practices, and values for both
members and non-members alike.

WHO ARE WE: We are Wraith Games, the award-winning interactive media artists’ collective
(read: worker-owned indie game studio) behind the block-crunching puzzle game, Collapsus!

Founded in 2005, Wraith started as a few friends and an idea: "Hey, let's make a game."
Through the years, while our lineup has shifted around a bit, Wraith has grown into a close-knit
group of skilled game developers with a common passion for excellence, love of play, and
razor-sharp focus on accessibility.

We set out to make games that inspire players to challenge themselves, think outside of the
box, and most importantly... have fun!

MISSION STATEMENT: Wraith Games is an interactive media artists’ cooperative serving
marginalized creators and empowering us to create games that adhere to our authentic visions.
We are an artist-owned, artist-run, and artist-benefiting co-op. We promote equity & inclusivity,
support artist livelihoods, build opportunities for social impact, and uplift our community
through the arts & creative play.

VISION STATEMENT: A world where people can enjoy the games they play while knowing they
were crafted under ethical, equitable practices and where future generations of marginalized
artists can see a piece of themselves in the media they consume.



OUR VALUES:

1. Artist-owned — We are an artist-owned, artist-run, and artist-benefiting co-op. Membership is
open and voluntary, and we adhere to the “7 International Principles of Cooperativism” as

outlined by the International Co-operative Alliance (based on the Rochdale Principles). The

cooperative acts as a “worker collective”, wherein we operate in a non-hierarchical (or “flat”)

way; where no one is the “boss”, or will ever be! All our artists have an equal right to vote,
self-management, working time, and pay.

2. Interactive Media Artists — We believe that games are art. Maybe Roger Ebert didn’t, but
we’re certainly not alone. The Smithsonian Institution, The National Endowment for the Arts,
The British Academy of Film & Television Arts, and many more around the globe see the artistic
value in games. As artists, our goal first and foremost is to adhere to our creative voice and
clarity of vision above profit motives and all else.

3. Elevating the Standard — The typical way games are made is fundamentally broken. We have
dedicated ourselves to forward-looking, human-focused, sustainable development practices.
Our artists enjoy a flexible 24-hour workweek, unlimited leave, and absolutely zero crunch. They
decide what to create, when they create, and who they create with, under the principles of
“open allocation”. Our artists are people, not tools.

4. Games for Everyone — \We are creators coming from marginalized backgrounds. As it stands
currently, all of our artists are either disabled and/or gender/romantic/sexual minorities. Our
collective is built on a solid foundation of diversity, equity, and inclusion. As such, we always
create art from that lens. Additionally, we pledge ourselves to make our games accessible and
inclusive for all players.

5. Green is Gold — There is only one Earth. We believe it is our responsibility to run the
collective in a way that follows the principles of sustainability and environmentalism. Not only
are we paperless, but we vocally stand in opposition to trends in the games development space
(such as generative Al and NFTs) that do potentially irreversible harm to our planet. Additionally,
we pledge to pursue carbon neutrality in our operations.

6. Person Powered — \We believe that real art is made by human artists. We oppose the
unethical use of generative Al in all of its forms. These models steal the labor of hard-working
artists, devalue the creative process, and cause damage to our environment. This is something
we cannot let stand.


https://en.wikipedia.org/wiki/Cooperative#Co-op_principles_and_values
https://en.wikipedia.org/wiki/International_Cooperative_Alliance
https://en.wikipedia.org/wiki/Rochdale_Principles
https://cultivate.coop/wiki/Differences_Between_Worker_Cooperatives_and_Collectives
https://en.wikipedia.org/wiki/Open_allocation

7. Open Source — Free and open-source software (FOSS) is vital for, and the future of a healthy,
functioning digital landscape. Open-source initiatives are a key part of the “solidarity economy”

in which Wraith exists. Because of this, we work within and release content for open-source
programs, platforms, and ecosystems as much as we can.

8. Cross-Platform — We want everyone to play our games. This is why we pledge to not only
release on as many platforms as we reasonably can but also not engage with exclusivity deals.

9. Independent. Really. — We believe that being beholden to investors is a challenge to artistic
clarity. We pledge to only engage with business deals that allow us to retain our intellectual
property, maintain complete editorial control over our vision, and serve only our own artistic
expression, not that of investors. Practically, this means we will not get into relationships with
publishers or investors who aim to steer our art in their direction, instead, we look to grants and
direct contributions from our audience for financial support.

10. Community-focused — We view it as our responsibility to be the change we want to see. It is
our goal to spread our vision and our principles through not only the physical community we
call home but also our broader artistic community of fellow creators. We pledge to use a
portion of our funding to help uplift and support other creators and organizations that align
with our vision who exist outside our collective. We also pledge to provide resources for those
interested in joining our community, as that will only make it stronger.


https://en.wikipedia.org/wiki/Free_and_open-source_software
https://en.wikipedia.org/wiki/Solidarity_economy
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ARTICLE 1 - Membership

1.1 Classes of Members. The Cooperative shall have one class of Members. The Cooperative
shall have a minimum of two or more members.

1.2 Becoming a Member. To become a Member of this Cooperative, a person must:

a. Pay an Initial Capital Contribution; the amount of the Initial Capital Contribution will
be determined by the Board of Directors;

b. Work for the Cooperative for 650 (six-hundred fifty) hours or 6 (six) months,
whichever period is longer; this period of time is called the “Candidacy Period;”

c. Be approved by the existing Members, by means of the process described in Section
1.3; and

d. Receive a copy of the Cooperative's Disclosure Statement, Bylaws, and a receipt for
payment of the Initial Capital Contribution.

1.3 Acceptance of Members. The application review and approval process for a Prospective
Member is as follows:

a. The Board of Directors or an empowered hiring committee shall receive the
membership application from a Prospective Member and shall submit it to the
Members for approval.

b. The Members shall then decide by the decision-making process described in Section
5.1 whether to approve the application.

c. If the application is not approved, the applicant’s employment shall be immediately
terminated, unless the Members choose to specify a further Candidacy Period to be
followed by a second decision of the Members on whether to approve the
application.

d. Upon approval of the application, and meeting the qualifications listed in Section 1.2,
the applicant shall immediately become a Member.

e. The Cooperative may waive the Candidacy Period and renew a former Member’s
Membership immediately by a 75 (seventy-five) percent vote of all the Members.

1.4 Members May Not Transfer Their Memberships. No Member may transfer her or his
Membership or any right arising from that Membership. Any attempted assignment or



transfer of Membership shall be void, and will not confer rights on the intended assignee
or transferee.

ARTICLE 2 — Termination of Membership

2.1 Resignation of a Member.

2.2

2.3

1.
2.

Every Member has the right to resign from the Cooperative.

When a Member resigns from the Cooperative his or her Membership will be
terminated.

To resign from the Cooperative, a Member must provide the Secretary of the
Cooperative with a written notice of resignation. The resignation shall become
effective immediately without any action on the part of the Cooperative. The
individual who resigned from the Cooperative will not be allowed to work for the
Cooperative for one month following voluntary termination of Membership unless
her or his Membership is renewed by the Cooperative.

If a Member resigns, he or she is still responsible for any charges, dues, or other
obligations that the Member owes to the Cooperative. The Cooperative shall still have
the right to enforce any such obligation or obtain damages for its breach.

Death of Member. A Membership shall immediately terminate upon the death of a
Member.

Expulsion of a Member. No Member may be expelled or suspended except according to
procedures satisfying the requirements of this section:

a.

A Member may, for any lawful reason, be expelled from the Cooperative by a vote of
75 (seventy-five) percent or greater of the Members at a duly called meeting at
which a quorum is present.

The Member must be given 15 (fifteen) days’ prior notice of the expulsion,
suspension, or termination, and the reasons for that expulsion, suspension, or
termination.

The Member shall have an opportunity to be heard, orally or in writing, not less than
five days before the effective date of expulsion, suspension, or termination, by a
person or body authorized to decide that the proposed expulsion, termination, or
suspension not take place.

Any notice required under this section may be given by any method reasonably
calculated to provide actual notice. Any notice given by mail must be given by
first-class or registered mail sent to the last address of the Member shown on the
Cooperative’s records.

A Member who is expelled or suspended shall be liable for any charges, dues, or
other obligations incurred before the expulsion, suspension, or termination.



The Cooperative may direct a Member whose expulsion is being considered to
refrain from conducting business as a Member until the expulsion decision is made,
provided the Cooperative pays the Member her or his average weekly wage or
compensation — calculated based on the three months preceding the date of the
notice given pursuant to this section — until the expulsion decision is made. The
Cooperative may also direct a Member whose expulsion is being considered to stay
away from the Cooperative’s places of business except as necessary to exercise her
or his rights under law.

ARTICLE 3 — Member Meetings

3.1 Distinction between Member Meetings and Director Meetings. All Members are elected
Directors of the Board when they become Members. The Board shall consist of not less
than 5 (five) Directors, unless the number of Members is less than five, in which case, the
number of Directors may equal the number of Members. Meetings of the Members in
their capacity as Members shall be governed by this Article 3. Meetings of the Members
in their capacity as Directors shall be governed by Article 4. Except as required by law or
these Bylaws, votes are cast as Directors rather than as Members. The following acts
require voting as Members, rather than as Directors:

a.

b.
C.
d

Acceptance of Members;

Expulsion of Members;

Election of Directors, if applicable; and
Bylaw changes that would:

i.  Materially and adversely affect the rights or obligations of Members as to
voting, dissolution, redemption, transfer, distributions, patronage
distributions, allocations, patronage, dividends, property rights, or rights to
repayment of contributed capital;

ii. Increase or decrease the number of Members authorized in total or for any
class;

iii.  Effect an exchange, reclassification or cancellation of all or part of the
Memberships;
iv.  Authorize a new class of Memberships;

v.  Specify or change the maximum or minimum number of Directors or change

from a variable number of Directors to a fixed number;
vi. Increase the terms of Directors; and
vii.  Increase quorum for meetings.

3.2 Member Voting.

1.
2.

Each Member will have one vote on each matter submitted for a vote.

If a vote requires that Members cast a written ballot, only Members that have been
Members of the Cooperative for more than 10 (ten) days prior to the meeting date
may be entitled to cast ballots.



w

Cumulative voting shall not be permitted for any purpose.

Proxy voting shall not be permitted for any purpose.

5. Unless otherwise specified, all votes shall be conducted using the modified
consensus process in Article 5.

E

3.3 Annual Members Meeting.

1. The Annual Members Meeting shall be held on the first Thursday in November at
8:00 P.M. (EDT) at the Cooperative’s main office.

2. At this meeting, the Members shall elect all of the Members to the Board (unless
there are fewer than three Members in which case the Members shall elect the
number of non-Member Directors required to bring the number of Directors to
three). The Members shall also conduct any other proper business.

3. If the bylaws are amended to change from a variable to fixed number of Board
Members (e.g., the Members vote to have seven Directors instead of having all
Members serve as Directors), Board elections shall be held at the Annual Members
Meeting, and these Bylaws shall be amended to provide for reasonable election
procedures and procedures for the removal of Directors.

4. If the meeting falls on a holiday it should be held at the same time/place the
following business day.

3.4 Special Member Meetings.
1. Acall to hold special meetings of the Members for any lawful purpose may be petitioned
to the Board by at least 20 (twenty) percent of the Members.
2. The procedure for calling a special Members meeting shall be as follows:
a. The person(s) requesting the special meeting shall submit a written request to
the Cooperative addressed to the attention of the President or Secretary;
b. Within 20 (twenty) days after receipt, the President or Secretary shall cause
notice to be given to the Members entitled to vote that a meeting will be held at
a time fixed by the Board not less than 35 (thirty-five) nor more than 90 (ninety)
days after the receipt of the request.
3. Special meetings shall be held at the principal office of the Cooperative.

3.5 Notice.

1. Whenever the Members are required to take any action at a meeting, a written notice of
the meeting shall be given not less than 10 (ten) nor more than 90 (ninety) days before
the date of the meeting to each Member who, on the record date for notice of the
meeting, is entitled to vote.

2. The notice shall state the following:

a. Meeting place, date, and time of the meeting;

b. If applicable, the log-in or call-in information for telephone/video/web
conference;

c. Inthe case of a special Members meeting, the general nature of the business
to be transacted, and that no other business may be transacted, or
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d. Inthe case of the regular Members meeting, those matters which the Board
intends to present for action by the Members. The notice of any meeting at
which Directors are to be elected shall include the names of the nominees.

3. Notwithstanding the above, any of the following decisions, other than by unanimous
approval by those entitled to vote, shall be valid only if the general nature of the
proposal was stated in the notice of meeting or in any written waiver of notice:

a. Removal of Directors;

b. Election of a Director to fill a vacancy;

c. Approval of a contract or other transaction between the Cooperative and one
or more of its Directors, or between the Cooperative and any corporation,
firm, or association in which one or more of its Directors has a material
financial interest or is a Director;

d. Amendment of the articles of incorporation; and

e. Approval of a plan of distribution upon winding up of the Cooperative.

4. Notice of a Members’ meeting or any report shall be given personally, by electronic
transmission, or by mail or other means of written communication, addressed to a
Member at the address of such Member appearing on the books of the Cooperative or
given by the Member to the Cooperative for the purpose of notice.

3.6 Members Entitled to Notice. All Members shall be entitled to notice of any meeting.

3.7 Meetings Held Without Proper Notice.

Members not present: The transactions of a meeting, whether or not validly called

and noticed, are valid if a quorum is present and each of the absent Members who is
entitled to vote, either before or after the meeting, signs either: a written waiver of
notice, a consent to the holding of the meeting, or an approval of the minutes of the
meeting. All waivers, consents, and approvals shall be filed with the corporate
records or made a part of the minutes of the meeting.

Members present: A Member's attendance at a meeting shall constitute a waiver of

notice of and presence at the meeting, unless the Member objects at the beginning
of the meeting. However, attendance at a meeting is not a waiver of any right to
object to the consideration of matter required to be included in the notice but not
included, if an objection is made at the meeting.

3.8 Use of Written Ballots at Meetings.

1.

Written ballots will be used for the election of Officers and may be used for
Directors, when applicable. Written ballots may also be distributed for other matters
if the Board authorizes.
Ballots for Officer and Director elections must:

a. Be distributed at least 10 (ten) days before the annual meeting;
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b. Include the names of all nominees; and

c. Include a space for write-in candidates.
Other written ballots must:

a. Describe the proposed action; and

b. Provide an opportunity to approve or disapprove of the proposed action.
All ballots shall specify:

a. The number of responses necessary to reach quorum; and

b. The deadline by which the ballot must be filled out and turned in, in order to

be counted.

When ballots are distributed at a meeting, the number of Members voting shall be
considered present for the purposes of determining quorum with respect to the
specific actions in the ballot.

3.9 Quorum. A majority of Members shall constitute a quorum at a meeting of Members.
When a quorum is present, proposals shall be adopted using the modified consensus
process as described in Section 5.1, unless otherwise required in the Articles or Bylaws.

3.10 Loss of Quorum at a Meeting. |If there is a quorum present at the beginning of a meeting
and then some Members leave so that less than a quorum remains, the remaining
Members may continue to conduct business, as long as any actions they take (other than
adjournment) reflect consensus of, or when voting is called for, at least three-fourths of
the Members required to constitute a quorum.

3.11 Adjournment for Lack of Quorum. In the absence of quorum, a majority of present
Members can vote to adjourn the meeting, and no other business may be transacted,
except as provided in Section 3.10 above.

3.12 Adjourned Meetings.

1.

If a meeting is adjourned to a new time/place, Members may conduct any business
at the new meeting that could have been conducted at the original meeting.

If the new meeting is announced at the original meeting, no additional notice is
required. However, if the new meeting is more than 45 (forty-five) days after the
original meeting or if a new record date is fixed for the adjourned meeting, notice of
the new meeting must be given to each Member entitled to vote at that meeting.

3.13 Action Without Meetings.

1.

Any action which may be taken at any regular or special Members meeting may be
taken without a meeting if the Cooperative distributes a written ballot to every
Member entitled to vote on that proposal.

a. Actions taken by Members in their capacity as Members shall require 60 (sixty)
percent of the votes of the members who would be entitled to vote on the action
at a meeting for such purpose.”

b. Actions taken by Members in their capacity as Directors of the Board, or as a
committee of the Board, shall require all of the Directors (or committee
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members), in a writing or writings signed by each of the Directors or committee
members.

2. The written ballot shall set forth the proposal, provide the opportunity to specify
approval or disapproval of the proposal, indicate the number of responses needed to
meet quorum, the percentage of approvals necessary to pass the proposal; and
provide a reasonable time within which to return the ballot.

3. Approval under this section shall be valid only when:

a. The Cooperative receives within the specified timeframe a number of written
ballots that is at least equal to the quorum required for a meeting; and

b. The number of approvals is at least equal to the number of approvals
required at a meeting.

4. The Secretary shall cause a vote to be taken by written ballot upon any action or
recommendation proposed in writing by 20 (twenty) percent of the Members.

ARTICLE 4 — Director Meetings

4.1 Directors and Board Composition.

1. All Members shall serve on the Board of Directors.

2. Only Members shall serve on the Board.

3. The Board shall consist of not less than 5 (five) Directors, elected by and from the
Members, unless the number of Members is less than 5 (five), in which case, the
number of Directors may equal the number of Members.

4. The Board shall elect Officers.

4.2 Terms of Directors.

1. The term of office of the Directors shall be 1 (one) year or until the next Annual
Member Meeting.

2. At each Annual Member Meeting, the Secretary will propose that all Members be
elected as Directors. If this proposal fails, the Directors will continue to serve until
the Bylaws are amended to provide for a smaller Board and/or a new election.

3. Notwithstanding the above, a person whose Membership is terminated shall
immediately cease to be a Director.

4.3 Director Voting. Directors shall vote using the modified consensus process described in
Section 5.1.

4.4 Notice of Board Meetings.
1. Regular meetings of the Board will be held the first Tuesday of every month at 9:30
P.M. (EDT) at the principal office of the Cooperative. If the day fixed for the regular

meeting falls on a legal holiday, the meeting shall be held at the same time on the
next day.
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4.5

4.6

4.7

4.8

4.9

4.10

4.11

2. Special meetings of the Board shall be held upon 10 (ten) days’ notice by first-class
mail, delivered personally, by telephone, including a voice messaging system, or by
electronic transmission by the Cooperative. A notice, or waiver of notice, need not
specify the purpose of any regular or special meeting of the Board.

Waiver of Notice. Notice of a meeting need not be given to any Director who provides a
waiver of notice or consent to holding the meeting or an approval of the minutes in
writing, whether before or after the meeting, or who attends the meeting without
protesting the lack of notice to that Director. All waivers, consents, and approvals shall be
filed with the corporate records or made a part of the minutes of the meetings.

Quorum.
a. A majority of Directors shall constitute a quorum for a Board meeting.
b. When a quorum is present, proposals shall be adopted using the modified consensus
process as described in Section 5.1, unless otherwise required in the articles or
bylaws.

Loss of Quorum at Meeting. If there is a quorum present at the beginning of a meeting
and then some Directors leave so that less than a quorum remains, the remaining
Directors may continue to conduct business as long as any actions they take (other than
adjournment) reflect consensus of, or when voting is called for, at least three-fourths of
the Directors required to constitute a quorum.

Adjournment for Lack of Quorum. In the absence of a quorum, a majority of present
Directors can vote to adjourn the meeting. No other business may be transacted, except
as provided in Section 4.7 above.

Adjourned Meetings. A majority of the Directors present, whether or not a quorum is
present, may adjourn any meeting to another time and place. If the meeting is adjourned
for more than 24 (twenty-four) hours, notice of any adjournment to another time or place
shall be given prior to the time of the adjourned meeting to the Directors who were not
present at the time of the adjournment.

Action Without Meeting. The Board of Directors may take action without a meeting if all
Directors individually or collectively consent in writing to the action. The written consents
shall be filed with the minutes of the Board’s meetings. Action by written consent has the
same force and effect as a unanimous vote of the Directors.

Resignation.
1. The only way that a Director may resign is by ceasing to be a Member, unless:
a. The provision of these Bylaws requiring that all Members serve on the Board
is amended; or
b. There are fewer than three Members and there are non-Member Directors,
in which case, such non-Member Directors may resign.
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2. In acase where a Director may resign, the following procedure shall be followed:
a. A Director may resign effective upon giving written notice to the President,
the Secretary of the Cooperative, unless the notice specifies a later time for
the effectiveness of such resignation.
b. The Board shall then appoint a person to fill the vacancy and serve until the
next Annual Members Meeting.

4.12 Removal.
1. Solong as all Members are required by these Bylaws to serve on the Board, Directors
may not be removed except if they cease to be Members.
2. Should the provision by which all Members constitute the Board be amended, the
following shall apply:

a. The Board may declare vacant the office of a Director whose eligibility for
election as a Director has ceased, or who has been declared of unsound mind
by a final order of court, or convicted of a felony.

b. Any Member of the Cooperative may bring charges against an Officer or
Director by filing them in writing with the Secretary of the Cooperative,
together with a petition, signed by 20 (twenty) percent of the Members,
requesting the removal of the Officer or Director in question. The removal
shall be voted upon at the next regular or special meeting of the Members
and, by a vote of a majority of the Members, the Cooperative may remove
the Officer or Director and fill the vacancy. The Director or Officer against
whom such charges are brought shall be informed in writing of the charges
previous to the meeting and shall have an opportunity at the meeting to be
heard in person or by counsel and to present witnesses, and the persons
bringing the charges against the Director or Officer shall have the same
opportunity.

c. Vacancies caused by removal may only be filled by approval of a majority of
all Members.

3. Any reduction of the authorized number of Directors does not remove any Director
prior to the expiration of the Director’s term of office.

4.13 Empowered Committees.
1. The Board may establish committees through the decision-making process in Section
5.1. Each committee shall consist of 2 (two) or more Directors who serve at the
pleasure of the Board.
2. An empowered committee shall have the same authority as the Board, except with

respect to:
a. Approval of any action that by law requires approval by the majority of the
Members;
b. Filling vacancies of the Board or any committee that has authority of the
Board;

c. Fixing compensation of Directors for serving on the Board;
d. Amendment or repeal of the Bylaws or adoption of new Bylaws;
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e. Amendment or repeal of any resolution that the Board has expressly deemed
not amendable or repealable;

f.  Establishment of committees of the Board or appointing Members to such
committees;

g. Expenditure of corporate funds to support a nominee for Director (if there
are more people nominated for Director than open slots available).

ARTICLE 5 — Decision-Making Process

5.1 Moadified Consensus Decision-Making Process.

1. Matters will be discussed with the goal of reaching consensus.

2. If consensus cannot be reached, Members will vote on whether the issue must be
decided at the current meeting or can be tabled for future discussion.

3. |If at least three-fourths of the quorum believe that an immediate decision is needed,
voting will be held on proposals regarding the issue.

4. The proposals can then be carried by a three-fourths vote, except as otherwise
provided in these bylaws.

ARTICLE 6 - Officers

6.1 Titles of Officers.
1. Officers of the Cooperative shall be:
a. A President,
b. A Secretary,
c. ATreasurer, and
d. Any other Officer with a title and duties determined by the Board
2. The President is the Chief Executive Officer of the Cooperative.
The Treasurer is the Chief Financial Officer of the Cooperative.
4. One person may hold any number of offices, except the President and Secretary shall
not be the same person.

2o

6.2 Duties of Officers.
1. Officers’ duties include those duties:
a. Prescribed by law,
b. Granted by these Bylaws, and/or
c. Granted by resolutions of the Board.
2. The Secretary must ensure that the Cooperatives’ records and reports are properly
kept and filed.
3. The President shall take on the duties of the Secretary if the Secretary is unable or
unwilling to do so.
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6.3 Nomination and Election of Officers.

1. Any Member can nominate any Member, including himself/herself, for any office.
Nominations shall take place at the Annual Member Meeting and at the preceding
regular meeting.

2. Officers shall then be elected at the Annual Member Meeting by written ballot, to
serve one-year terms. The candidate receiving the highest number of votes for an
office shall be elected.

6.4 Resignation or Removal of Officers.

1. Any Officer may resign at any time with written notice to the Cooperative.

2. Any Member of the Cooperative may bring charges against an Officer or Director by
filing them in writing with the Secretary of the Cooperative, together with a petition,
signed by 20 (twenty) percent of the Members, requesting the removal of the Officer
or Director in question. The removal shall be voted upon at the next regular or
special meeting of the Members and, by a vote of a majority of the Members, the
Cooperative may remove the Officer or Director and fill the vacancy. The Director or
Officer against whom such charges are brought shall be informed in writing of the
charges previous to the meeting and shall have an opportunity at the meeting to be
heard in person or by counsel and to present witnesses, and the persons bringing
the charges against the Director or Officer shall have the same opportunity.

3. Vacancies caused by removal may only be filled by approval of a majority of all
Members.

ARTICLE 7 — Financial Provisions

7.1 Fiscal Year. The fiscal year of the Cooperative is January 1* through December 31%.
7.2 Definitions.

a. “Surplus” shall be defined as the excess of revenues over Expenses for a fiscal
year attributable to Member labor.

b. “Profit” shall be defined as the excess of revenues over Expenses for a fiscal year
attributable to non-Member labor.

c. “Loss” shall be defined as the excess of Expenses over revenues for a fiscal year.

d. Surplus, Profit, and Loss shall be determined on a tax basis. Surplus and Profit
shall not include cash contributions by Members to capital.
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e. “Expenses” shall include Distributions paid pursuant to Section 7.6, payments of
any interest and principal on any debts of the Cooperative, and reasonable
reserves as determined by the Board of Directors.

f.  The “Collective Account” shall be Surplus, Profit, and reserves that are retained
in the Cooperative and not distributed to Members.

g. “Patronage” shall be defined as hours worked by each Member for the
Cooperative.

h. “Patronage Dividends” shall have the definition contained in Internal Revenue
Code Section 1388(a) (dividends paid to Members based on Patronage).

i. “Member Account” shall be defined as each Member’s capital account in the
Cooperative (initial capital contribution plus written notices of allocation minus
Distributions minus Losses plus/minus any other item that affects the balance in
the Member’s capital account).

j-  “Distribution” means the distribution of interest on capital contributed, but does
not include Patronage Dividends.

7.3 Allocations.

1. Any Profit shall be credited to the Collective Account.

2. Any Surplus shall be credited to the Collective Account as necessary to bring the
year’s contribution to the Collective Account up to 25% of the year’s combined
Profit/Surplus. All other Surplus shall be paid as Patronage Dividends in direct
proportion to Patronage during the fiscal year.

3. Any Loss shall be allocated 75 (seventy-five) percent to Member Accounts in direct
proportion to Patronage during the fiscal year and 25 (twenty-five) percent to the
Collective Account, with the exception of Losses occurring and/or carried over from
the Cooperative’s first two fiscal years, which shall be allocated 100 (one hundred)
percent to the Collective Account.

4. The percentages referred to in this section can be changed for a coming fiscal year by
the Board.

7.4 Patronage Dividends.

1. Patronage Dividends shall be made 50 (fifty) percent in cash and 50 (fifty) percent to
each individual Member Account as a written notice of allocation, unless different
proportions are approved by the Board within eight-and-a-half months of the fiscal
year’s close — however, at least 20 (twenty) percent must be distributed in cash.

2. Patronage Dividends may be by qualified or non-qualified written notices of
allocation or a combination of the two.
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7.5 Members’ Covenant to Declare Income for Tax Purposes. Each Member shall take into
account on his or her income tax return any Patronage Dividends which are made in
qualified written notices of allocation (as defined in 26 U.S.C. Section 1388) at their stated
dollar amounts in the manner provided in 26 U.S.C. Section 1385(a) in the taxable year in
which the Member receives such written notices of allocation.

7.6 Distributions of Interest on Member Accounts. The Cooperative may, by a decision of the
Board, pay interest to Members on the Members Accounts. The interest may be paid in
cash or as an additional credit to the Member Accounts. The rate of interest shall be
determined by the Board, but may not, in one year, exceed 15 (fifteen) percent of each
Member’s contributed capital, which includes capital contributions, membership fees, and
capital credits.

7.7 Periodic Redemption of Member Accounts.

1. The Cooperative shall aim to pay out in cash to the Members all funds credited to
their Member Accounts within three years of the date they were first credited.

2. Asageneral rule, written notices of allocation credited to Member Accounts
(including notices now converted to debt) will be paid out in the order in which they
are credited, with the oldest paid out first. However, the Board can decide to
accelerate the repayment of debt owed to former Members on a case-by-case basis.

3. If the Cooperative does not have sufficient funds to pay out all funds credited to
Member Accounts for a given fiscal year, then funds will be paid out in proportion to
the balance in the Member Accounts.

7.8 Payment Rights Upon Membership Termination.

1. When a Membership is terminated for any reason, including a Member’s death, the
amount in the Member Account will automatically be converted to debt owed to the
former Member, or, if necessary, to the Member’s estate, or to another assignee
designated by the Member.

2. The Cooperative shall repay the debt within five years of the Membership
termination, with interest accruing at the discount rate — as set by the Federal
Reserve Bank of Cleveland — plus two percent, on the amount outstanding at the end
of each fiscal year.

3. The Cooperative, in settling a Member Account, shall have the right to set off any
and all indebtedness of the former Member to the Cooperative.

7.9 Priority of Payments. Notwithstanding anything else to the contrary in this Article,
payments by the Cooperative shall be made in the following order of priority:

1. First, to make payments of any necessary expenses related to the operation of the
cooperative, including wages, and payments of any interest and principal on any
debts of the Cooperative,

2. Second, to pay Patronage Dividends to all eligible Members,

3. Third, to pay Distributions to all eligible Members, and
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4.

Fourth, to make periodic redemptions pursuant to Section 7.7.

7.10 Dissolution Distributions.

1.

Upon liquidation, dissolution, or sale of the assets of the Cooperative, any assets left
after payment of all debts and Member Account balances shall be distributed to all
persons who are current or living past Members in proportion to the number of
hours each Member worked during the time he or she was a Member of the
Cooperative.

No distribution need be made to any person who fails to acknowledge the receipt of
notice of liquidation in a timely manner. Said notice shall be deemed sufficient if
sent by certified mail, at least 30 (thirty) days before distribution of any residual
assets, to the person’s last known business or residence address.

7.11 Unclaimed Equity Interests. Any proprietary interest in the Cooperative held by a
Member that would otherwise escheat to the State of Ohio as unclaimed personal
property shall instead become the property of the Cooperative if the Cooperative gives at
least 60 (sixty) days prior notice of the proposed transfer to the affected Member by (1)
first-class or second-class mail to the last address of the Member shown on the
Cooperative’s records, and (2) by publication in a newspaper of general circulation in the
county in which the Cooperative has its principal office. No property or funds shall
become the property of the Cooperative under this section if written notice objecting to
the transfer is received by the Cooperative from the affected Member prior to the date of
the proposed transfer.

8.1

8.2

ARTICLE 8 — Corporate Records and Reports

Records Required to Be Kept. The Cooperative shall keep at its principal office:

1.
2.
3.

4.

The original or a copy of its Articles and Bylaws as amended to date;

Adequate and correct books and records of account;

Minutes of the proceedings of its Members, Board, and committees of the Board;
and

A record of its Members, providing their names and addresses.

Minutes and other books and records shall be kept either in written form or in any other
form capable of being converted into clearly legible tangible form or in any combination of
the foregoing.

Inspection Rights.

1.

2.

The Cooperative’s Bylaws and Articles shall be open to inspection by the Members at
all reasonable times during office hours.

Any such inspection may be made in person or by agent or attorney and the right of
inspection includes the right to copy and make extracts.
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3. The accounting books and records and minutes of proceedings of the Members and
the Board and committees of the Board shall be open to inspection upon the written
demand on the Cooperative of any Member at any reasonable time, for a purpose
reasonably related to such person’s interests as a Member.

4. Every Director shall have the absolute right at any reasonable time to inspect and
copy all books, records and documents of every kind and to inspect the physical
properties of the Cooperative.

8.3 Annual Report.

1. The annual report shall be prepared no later than 120 (one hundred-twenty) days
after the close of the Cooperative’s fiscal year and shall be distributed to Members at
or before their next meeting.

2. The annual report shall contain in appropriate detail:

a. A balance sheet as of the end of the fiscal year;

b. Anincome statement;

c. A cash flow statement of the fiscal year;

d. A statement of where the names and addresses of current Members are
located; and

e. An annual statement of transactions and indemnifications to “interested
persons” as defined by law.

3. For fiscal years in which the Cooperative has (at any given time) over 25 (twenty-five)
Members, the Cooperative shall notify each Member of his/her right to receive an
annual financial report.

4. The annual report shall be accompanied by any pertinent report by independent
accountants.

5. If thereis no such report from an independent accountant, an authorized Officer of the
Cooperative shall certify that the annual report was prepared from the books and
records of the Cooperative, without audit.

ARTICLE 9 - Indemnification

9.1 Indemnification. The Cooperative shall have the power to indemnify its Officers,
Directors, Members, employees, and agents to the fullest extent permitted by law.

ARTICLE 10 — Bylaws Changes

10.1 Bylaws Changes. The Bylaws can be changed only by a vote as Members in the
circumstances defined in Section 3.1.d. All other Bylaws changes can be effected by a
two-thirds vote of the entire Board.
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Certificate of Secretary

This document was last revised on 6/1/25 at 2:20 PM EDT

| certify that | am the duly elected and acting Secretary of Wraith Games that these Bylaws,
consisting of 16 (sixteen) pages, are the Bylaws of this cooperative as adopted by the Members
on , 2025, and that these Bylaws have not been amended or modified
since that date.

Executed on , 2025 at , in Hamilton, Ohio, by

ENTER NAME, Secretary
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WORKER COLLECTIVE
MEMBERSHIP AGREEMENT
FOR WRAITH GAMES

This document was last revised on 6/1/25 at 3:49 PM EDT

Rights as a member of the Collective

As a member of the Collective, | am entitled to:

vkhwn e

No

Have one vote at general and other co-op meetings and receive proper notice of meetings
Serve on a committee or run for a position on the board of directors

Participate in the Collective’s operations and governance

Raise concerns or issues | identify with the Collective

Receive information about the Collective’s financial status and other important processes or
decisions (e.g. resolutions).

Receive patronage rebates in accordance with my use of the Collective

Receive dividends on shares held in the Collective

Responsibilities as a member of the Collective

As a member of the Collective, | have a responsibility to:

CORSINORCH

Participate in the governance of the Collective through attendance of general meetings, voting
on decisions, asking questions, and participating on boards and committees

Support the mission, vision, and goals of the Collective

Adhere to the policies and procedures of the Collective set out in the organizational documents
and created by the board

Support the Collective’s operations by using its services or contributing to the delivery of
services

Learn more about the Collective’s operations and organizational capacity

Support the capitalization of the Collective by making a financial contribution

Obligations of the Collective to Members

Have and shall maintain a constant review and understanding of ORC §1729.23 (Standard of care
for directors), §1729.24 (Effect of self-dealing), §1729.25 (Liability of members, directors,
officers), and §1729.68 (Prohibited acts — injunctive relief)

As a member of the Collective, | understand that the Collective is obligated to:

Provide notice of meetings and information on ways that | can participate in the Collective’s
governance

Maintain a transparent and efficient system of decision-making that is inclusive of the
membership and supportive of the mission and vision of the Collective

Conduct business, through the board or staff, that is in the best interest of the Collective and its
members

Use my financial contribution effectively and responsibly and redeem my shares in the event |
leave the Collective
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Having read and understood the above, | hereby agree to the following terms of Membership:

1.

Membership. | hereby apply to be a Member of Wraith Games (hereinafter, the “Collective”), a
legal entity incorporated and doing business under the laws of the State of Ohio and operating
on a cooperative basis.

Articles & Bylaws. | acknowledge receipt of a copy of the Articles of Incorporation (hereinafter
the “Articles”) and the bylaws (hereinafter the “Bylaws”) of the Collective. | agree to abide by the
provisions of the Articles and Bylaws and hereby approve and ratify the Articles and Bylaws.
Capitalized terms used in this agreement have the same meaning as in the Bylaws.

Membership Share. | agree to pay to the Collective a Membership Fee of dollars (52000 USD) as
consideration for receipt of a Membership Share, issued to me by the Collective in accordance
with the Articles and Bylaws. | understand that my Membership Share is not transferable, and |
agree not to sell, assign any interest in, or otherwise transfer my Membership Share, except as
provided herein.

Membership Eligibility and Voting. | agree to patronize the Collective through provision of my
labor and, during the period of my Membership, to satisfy the eligibility criteria for Members
determined in accordance with the Articles and Bylaws. | understand that | will be entitled to
one vote in any matter requiring voting by Members.

Patronage Allocations. | understand that the Collective may allocate a portion of its annual net
income or loss to the Members and that | will receive such allocations, if any, on the basis of
patronage and at the discretion of the Board of Directors. In any proportions determined by the
Board of Directors, such allocations may be in cash or in the form of Written Notices of
Allocation credited to my Internal Capital Account and redeemed in cash at a future date.

Distributions & Losses. | understand that my Membership Fee and any Written Notices of
Allocation are subject to loss and will be repaid to me only in such amounts, at such times, and
in accordance with terms as determined by the Board of Directors pursuant to the Articles and
Bylaws.

Termination. | agree that, upon the voluntary or involuntary termination of my employment and
Membership in the Collective, | will transfer my Membership Share back to the Collective for the
consideration, if any, determined in accordance with the Articles and Bylaws. | understand that
allocations of annual net income and loss to the Members may increase or decrease the
consideration that | will receive for my Membership Share upon termination. | understand that
such consideration may be paid over a period of time determined by the Board of Directors in
accordance with the Articles and Bylaws.

Taxation. | agree to include in my taxable income the stated dollar amount of any Qualified

Written Notices of Allocation that | receive and to satisfy any federal and state income tax
obligations imposed on those amounts under the tax laws.
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9. Non-Exclusivity. | acknowledge that nothing herein is intended nor shall be construed as creating
any exclusive arrangement between the Collective and its Members. This Agreement shall not
restrict either party from acquiring similar, equal, or like agreements from other entities or
sources insofar as these agreements do not violate the Articles and Bylaws.

10. Non-disclosure. | agree not to disclose publicly, or privately, in part or in whole, any assets (such
as but not limited to: concepts, art assets, programming, networking, written word, design
elements, and/or other works), methods (such as, but not limited to techniques, engines,
programs, and/or trade secrets), and/or operations (such as, but not limited to dealings,
finances, organization, structure, or contracts) in relation to the Collective or others (such as, but
not limited to Members, employees, contractors, interns, volunteers, consultants, partners, or
other outside individuals) involved in projects, operations, or any other venture related to the
Collective implicitly, explicitly, or theoretically without the express written consent of the Board
of Directors across any period before, during or after the date of this agreement.

11. Operating Rules. | acknowledge receipt of the Operating Rules of the Collective and agree to
adhere to all policies contained therein.

12. Withdrawal. | understand that | may at any time withdraw my labor and terminate my
Membership in the Collective; provided, however, that | agree to be bound by any terms and
conditions in the Articles, the Bylaws, the Operating Rules, or this agreement.

Declaration

I understand the rights and responsibilities of membership in the Collective
and agree to them.

Signature: Date:

Name (Print):

Address:

Phone:

E-mail:

The foregoing application and agreement is hereby accepted on behalf of Wraith Games by the
undersigned duly authorized officer, subject to the terms and conditions hereof.

Board member: Date:
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FREQUENTLY ASKED QUESTIONS

This document was last revised on 1/5/26 at 3:29 PM EDT

Q. What is this?

A. We here at Wraith operate pretty differently from other studios. Because of this and because of the
positions we hold about the industry, people often ask us a lot of questions. From “why we do what we
do”, “how did you get started”, “why you hold X/Y/Z position”, etc, we grabbed all the most common
ones and tried our best to answer them in a way that maximizes understanding while minimizing the
bloat.

Hopefully we’re able to answer any questions you have about us here!

TL,DR It’s a Frequently Asked Questions (FAQ) page

Q. What is Wraith Games?

A. Wraith Games is an award-winning interactive media artists’ collective (read: worker-owned indie
game studio).

TL,DR We are a worker owned indie game studio.

Q. Who owns/controls Wraith?

A. Wraith Games is what's called a worker collective. A “collective” is a special kind of worker
cooperative (co-op). A standard worker co-op is a business owned by all the people who work there,
rather than a single (or handful) of rich owners. The worker/owners (called “Members”) elect members
to represent them on the Board that actually runs the co-op. Members have equal representation with
one vote each, and decisions about hierarchy, organization, company rules, the work that needs to be
done, and even hiring are all done democratically!

This is not to be confused with a “consumer co-op” or “renter co-op”, which both work a bit differently.

What sets a “collective” apart from a standard co-op is that every single Member is automatically on the
Board. This means that a collective is completely “flat”, with every Member having equal ownership and
authority in the company, and all business decisions are made as a direct democracy, rather than a
representative one.

Additionally, being a co-op, we follow the “7 International Principles of Cooperativism” as outlined by
the_International Co-operative Alliance (based on the Rochdale Principles). We also operate in
accordance with Ohio Revised Code §1729.

Cooperatives have had global success for a long time; banks, grocery stores, agriculture, utilities, and
many more. In fact, the oldest still-running cooperative in the United States was founded, pre-US
independence, in 1752... by none other than Benjamin Franklin! Additionally, there are over 450
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cooperatives headquartered in our state of Ohio alone. This model just works. In fact, the largest co-op
in the world, the Mondragon Corporation, has over 70,000 employees and brought in over $12bn in
2023 alone.

We're far from being the only co-op game studio, either. Notably, there’s Motion Twin,
Sokpop Collective, Future Club, Lucid Tales, Soft Not Weak, and KO_OP, but there are also many, many
more.

TL,DR All the workers at Wraith both control and own the company.

Q. How is Wraith organized?

A. As mentioned above, we operate in a “flat” manner with no bosses. All Members have an equal right
(and responsibility) to vote, working time, and pay.

More complexly, however, we follow the principles of “open allocation”. Broadly, this means that
Members aren’t accountable to single managers, but to their fellow Members and the company as a
whole. Members are self-organized and choose how to spend their time and what to work on. This
organizational structure is also famously used by industry giant, Valve Software.

On a project-by-project basis, teams (we call them “Pods”) form to handle specific goals based on mutual
interest. Leadership inside these Pods shifts and evolves continually to meet changing demands. These
projects aren’t decided on unilaterally by executive mandate; instead, the Member forming the project is
responsible for convincing other Members to join their Pod. Any member can start up a new project or
transfer to any project at any time for any reason.

That’s not to say that individual projects do not have leadership or project management, only that this
emerges organically, and this management is impermanent.

Unlike many companies that utilize open allocation, we do not use stack ranking or performance reviews.
Roles also shift and evolve continually, sometimes from project to project, or even in the same project.

TL,DR Wraith is flatly managed with no permanent, formal leadership, and members can create projects
or move from project to project as they see fit.

Q. What are Roles?

A. Unlike traditional companies, which have permanent, dedicated job titles/descriptions, Wraith has
what are called “Roles” (a concept that we lifted from Holacracy, a type of flat-management structure
similar to, but distinct from, open allocation). Roles are separate from the Members who fill them, and
individuals may hold multiple Roles at the same time. Most Roles exist on a Pod-by-Pod,
project-by-project basis (such as Lead Programmer or Art Director), though some are voted on by the
Board (such as the Board’s President or Treasurer for the year). Roles are updated frequently to meet the
ever-changing needs of the Collective.
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Each member filling a Role has a fair amount of authority and autonomy when deciding how to best fill
that Role. Instead of needing “permission” to act, Members can (and should) take any action they feel is
necessary to best get the job done, as long as it doesn’t conflict with the policies of the Collective (such
as our bylaws, mission, vision, or principles) or involves spending some assets of the Collective (which
would need Board approval).

TL,DR Instead of specific job titles, Members of Wraith have one or more “Roles” they fill on a
project-by-project basis.

Q. But doesn't your website, social media, etc have traditional job titles?

A. It does indeed! That is because the industry has come to expect them and without them, people
looking into us get pretty confused, so for the sake of people outside looking in, we do have some
publicly facing titles despite not really working like that internally.

TL,DR Yes, but only begrudgingly.

Q. Why does Wraith work this way?

A. Quite frankly, the video game industry is broken. From long, heavy crunch cycles creating burnout, to
publishers buying up studios only to fire whole creative teams, it’s simply unsustainable! The industry
takes bright-eyed young creatives and crushes their dreams. They aren’t seen as valuable artists creating
groundbreaking artistic endeavors, no; game developers are seen as disposable; their labor extracted
while they are chewed up and spat back out.

That’s not even to mention that these large, multi-billion-dollar game corporations are so expensive to
operate that sales numbers that would have once been seen as a monumental success are now not
enough money to save people from layoffs. Games from these companies need to be
once-in-a-console-generation success stories just to break even, which forces these already risk-averse
parent companies to balk at any form of artistic risk lest a game not appeal to the lowest common
denominator, because heaven forbid that the shareholders miss their annual bonus.

Simply, AAA game companies and especially game publishers cannot even afford to think of games as
“art”; merely as “product”.

We are professionals and we are artists. We refuse to compromise our artistic vision and put our mental
and physical health on the line so that the number on a graph can tick up by one point. We will not sell
out our integrity. To us, flat, democratic co-ownership of art, the tools we use to make that art, and the
space where that art is made, is the only ethical way we (or anybody) can make art collaboratively.

We believe in the power of video games as an art form, and the power of democratic worker-owned
businesses to create happy, healthy, creative environments in which to make that art. We wish to help be
a path forward; a roadmap for other game developers who wish to do the same. If the industry does not
soon change, there will be no industry left.
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TL,DR The games industry is in a very bad place, and we feel that this structure is the only way to
ethically make games in this space.

Q. How can you be both a Worker Collective and use Open Allocation?

A. Being a Worker Collective is an ownership structure and Open Allocation is an operational structure.
They’re not mutually exclusive.

Just like how Democracy, Monarchy, and Anarchy (for example) are governance systems and Capitalism,
Socialism, and Feudalism are all economic systems, which means you can have, say, a Capitalistic
Monarchy, Anarco-Socialism, or even Democratic Feudalism (if you really wanted) because you can
combine any governance system with any economic system (despite people conflating the two all the
time).

Now, keep in mind that some combinations are easier than others, but we’ve found that being a Worker
Collective with its inherent flat management and democratic nature easily go hand-in-hand with the very
similar features of Open Allocation.

TL,DR They’re not mutually exclusive and we think they work well together.

Q. How did Wraith start?

A. In 2005, we started as a group of high school friends, led in the beginning by Jay Kidd, founded “Minds
Eye Games”, a small gaming “company” that was more like a club where we talked about game design. At
least we had a cool Geocities page, though.

Inspired by Dungeons & Dragons, we very quickly changed our name to Wraith Games to match the cool
ghost in the Monster Manual (and both Lord of the Rings and real-world folklore, of course).

At that time, none of us actually knew how to make a game, but we did pick up a bunch of “Teach
Yourself Programming” books from the library, a copy of EB Worlds (an Electronics Boutique-branded
copy of the Stagecast engine), and asked our school counselors to put us in as many classes as possible
with the word “computer” somewhere in the course descriptor.

After a year or so, we hit the ground running and made our first game (the first of what would later
become known as “The 50 Terrible Prototypes”), an awful clone of Space Invaders we called “Operation
Roswell”.

We, of course, assumed we’d be rich before we graduated.

TL,DR In 2005, a group of high school friends founded Wraith Games and taught themselves game design
along the way.
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Q. How has Wraith evolved?

A. Over the past 20+ years, Wraith has grown and shrunk; moved and changed. We have picked up
talented new developers and lost longtime collaborators. When we started out, our goal was to be a
massive studio one day, making the kind of AAA games we played the most back then. Our goals have
shifted quite a bit since that time.

While we still have a passion for design, our ideas have become smaller in scale; much more manageable
projects. However, these projects have become far more experimental than the AAA space would allow.
What hasn’t changed is our preference for gameplay-first games using mechanics and styles people have
never seen before!

In addition to the smaller scope of our games themselves, our ambitions for team size have become
smaller as well, allowing us to focus on the visions of the individual artists who make our games special.
In a larger team, that style and voice can get lost in a sea of other developers working alongside you.
That’s not the case at Wraith.

TL,DR We’ve scaled down and focused on what makes us great: smaller, experimental, gameplay-first
experiences.

Q. How many people work at Wraith now?

A. Currently, we have 8 talented developers, and we also frequently work with a handful of other
collaborators who are not part of the collective. We also occasionally pick up an intern or two.
Historically, we’ve had a handful of other Members, but it was too much to juggle at times.

TL,DR 8

Q. Why doesn’t Wraith want to grow its company size?

A. It may seem counterintuitive. To most, “bigger team = more successful”. There certainly are benefits
to larger teams. They can generally get more done more quickly and have the flexibility to take on bigger
projects. However, here at Wraith, we’re against the whole “growth for growth's sake” mentality and
believe that the kind of infinite growth that the industry demands is ultimately self-defeating.

From what we and other studios like ours have found, around 10 or so is basically a hard limit for what
we do. It’s hard to keep everything balanced when you go beyond that. That’s not to say that you can’t
get work done in big teames, it’s just that we couldn’t get the type of work done, in the way that we
would like to, if we had more people.

Part of that has to do with the fact that anyone can jump on any project at any time, and that there are
no formal leads. When your goal is to be flexible and flat, you can’t wait around for 40+ people to all
have a vote, or to get that many people for a meeting about every little thing. Some co-ops can do that;
however, we’ve just found we’d rather not.
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TL,DR While flat management and open allocation can work with more members, we’ve found that it
gets a little too messy when you get too big.

Q. Wraith is a “fair-chance” company. What does that mean?

A. In addition to being an Equal Opportunity Employer, Wraith is also a “fair-chance” (often called
“second-chance”) employer. What this means is that we do not necessarily disqualify prospective

Members who have had prior involvement in the criminal justice system.

If someone has a past conviction that is generally unrelated to what they’d be doing at Wraith, it won't
necessarily prevent them from becoming a Member as it would at most other companies.

TL,DR Unlike most other companies, a past conviction won’t automatically disqualify someone from
working here.
Q. How can | apply?

A. We don’t really have a formal hiring process in place. However, if we ever do look for new talent, we’'ll
post a listing here: https://www.wraithgames.com/jobs-education

TL;DR https://www.wraithgames.com/jobs-education

Q. Does Wraith have internships?

A. We offer one paid internship every year and accept applicants from around the country. We don’t do
unpaid internships.

Please note, however, that we receive hundreds of applications every month and we choose our interns
very carefully based on their portfolio and whether we feel they can thrive in our unique work
environment.

We also prioritize returning interns, as, typically, schools require students to get 2-3 internships for
programs that require them, and we like to be able to create a sense of continuity for them.

So if you’re interested in interning with us, we post our opportunities here:
https://www.wraithgames.com/jobs-education

TL;DR https://www.wraithgames.com/jobs-education
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Q. Where is Wraith located?
A. Wraith Games is located in Hamilton, OH, United States. More specifically, we're located at:

6 South 2nd Street
Ste. 205
Hamilton, OH, USA 45011

This is on the 2nd floor of the historic Rentschler Building in the Downtown/CBD neighborhood of
Hamilton.

This is what we call Studio 3.0 and it is roughly 1000sq/f, with most of that being bullpen. Prior to 2014,
we all worked at home and met in living rooms. In 2014 we moved to Studio 1.0, in the Hamilton
Municipal Building/Hamilton Mill/Heritage Hall/BizTech Center/Fredrick G. Mueller Building (it has a LOT
of names). Built in 1935, the Municipal Building is a lovely Art Deco building that was the former home of
Hamilton’s government services. During our time there, our studio took up a large portion of the 2nd
floor.

During the pandemic, we moved out of there (it is/was in the process of being sold and turned into a
luxury hotel) and went remote.

Then, in late 2023, we got a much smaller temporary studio space at The Benison, the former site of the
“Home Federal Savings and Loan Association” headquarters, built in 1923.

Early in 2025, we moved to Studio 3.0 in the historic Rentschler building, on the corner of High and 2nd
Street. Constructed in 1906, the Beaux-Arts style building was designed by Peters, Burns and Pretzinger,

and George Barkman for George A. Rentschler, a well-known Hamilton Businessman.

You can learn more about Studio 3.0 here: https://www.wraithgames.com/our-space

All that is to say, during our time here in Hamilton, all three of our studios were built from the early
1900’s within a couple of blocks of each other.

TL;DR The Rentscher Building at 6 South 2nd Street in downtown Hamilton, OH, USA

Q. Why have a studio space at all? Wouldn’t working from home make everyone happier and save
money?

A. That one is a bit of a trick question. While we do have a physical studio space where our Members
work (at least part of the week), our internal rules allow any Member to work remotely at any time, for

any length of time, and for any reason. This is called “flexplace” in more corporate settings.

So, ultimately, the fact that all Members spend at least part of their time in the studio is down to them
choosing to do so (though some choose to drop in for just an hour or two a week and then leave).

In fact, the reason we keep a physical space at all is that our entire team unanimously voted for it. During
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the time we worked remotely without a studio, it often got isolating, distracting, and working
collaboratively became hard due to the lack of in-person communication (we really, really did not gel
with Zoom).

There’s a lot to like about working from home, and we think most companies could benefit from either
allowing their employees to work from home or ditching the office altogether. For us, however, even if
we don’t all use it all the time, we found we’re better with a physical space than without one.

It may sound like we’re splitting hairs, but we don’t really have an “office”; we have a studio space. On
the day-to-day, we don’t do a lot of traditional “office work” at all. First and foremost, we’re an art studio
where our artists work together to make, well, art.

TL;DR Our rules allow us to work from home whenever we want, but our team actually likes having a
place to go and work together.

Q. You talk a lot about a “24-Hour Work Week”, “Zero Crunch”, and “Flexible work arrangement”.
What does that mean, exactly?

A. This comes from another complaint we have about a good chunk of the games industry. Pushing
yourself to the limit, sleeping at the office, not seeing your family... this isn’t just “normal” for
gamedevs, but encouraged. Worse than that, many devs treat it like a badge of honor. We see a different
way forward. We don’t want our Members killing themselves to make the imaginary line go up.

Taking inspiration from the French standard of a 4-day workweek and the Swedish standard of a 6-hour
workday, our “full-time” is 24 hours a week, rather than the traditional 40 here in the US. This keeps
members from feeling overwhelmed by the imperfect, unoptimized 9-5 office schedule. This also
eliminates the possibilities of overtime and "crunch time", a practice that seriously harms developers. It
also fixes the issue that a lot of people have at an “office job” where they just sit around pretending to
work to kill time. Two birds; one stone.

All of our members also “self-schedule”. Other companies call that “flextime,” but we go a little beyond
that and embrace a full “Flexible Work Arrangement” or “FWA” (really the combination of “flextime”,
“flexspace”, and a few other policies). For the most part, Members can determine when they start/end
work as long as they’re meeting the project deadlines set in their Pod, and as long as they’re trying to
keep the 24-hour time commitment.

The only exceptions to this rule are meetings and events. Project meetings are still flexible as they are
agreed to by the individual Pods on a project-by-project basis. However, Board and Member meetings
have set dates in the Bylaws (though they can be changed with a large enough vote), and events (such as
conventions) are, of course, out of our control when it comes to scheduling (imagine telling PAX East to
move their date because we have flextime!)

While members are allowed to work beyond these 24 hours, we heavily suggest that they don’t
approach the 40-hour mark, or, heaven forbid, go beyond that. If a Member finds themselves unable to
meet their deadlines, we ask that they think it over, talk to other Members, and work with their Pod and
project leadership to reassess those deadlines to be more human-friendly. After all, we’re just making
video games.
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TL,DR Members have a 24-hour work week, are actively encouraged not to crunch, and make their own
decisions as to when and when not to work, as long as they communicate with their Pods.

Q. Does Wraith really have unlimited Paid Time Off?

A. Yes! This structure conveys trust in our fellow Members, supports their lives and interests, and
reduces the possibility of burnout. By creating one pool of unlimited paid days off, there's less stress
attached to doctor/vet visits, the freedom to take mental health days or parental leave, go to PTA or city
council meetings, have the ability to pursue hobbies, continue education, or other ventures. In this type
of structure, Members tend to be more active, engaged, and productive than in traditional, limited paid
leave models.

What about sick days? Well, that one’s simple: don’t come in. Don’t even open a computer. When they
feel well enough to communicate without negatively impacting their health, they can drop their Pod a
message and let them know. However, we don’t require a sick note or anything like that upon return.

The last thing we want is for a Member to be in the studio getting other people sick, or working from
home rather than resting (which will keep them sick even longer), or going to pick up a doctor’s note and
either expending time they should be getting better, getting in contact with other sick people while
already having an immune system that’s fighting off something else, or getting other people at the
doctor’s office sick just because we requested a piece of paper.

While this may sound too good to be true, please remember that, for most companies that have
unlimited PTO, they find that people take /ess time off than companies with limited PTO. We actively
encourage people to actually use it! We want Members to take vacations, be with their families, and
come in refreshed!

TL;DR Members can take as much or as little Paid Time Off as they want, for any reason, as long as they
communicate with their Pods.

Q. So you’re saying that your Members can choose their own projects, choose their own schedule,
choose where they work, or even choose not to work at all and still get paid? And just by working at
Whraith, they become an equal owner with equal pay, and make permanent decisions as a board
member that permanently affect the company?

A. Exactly!

We’re not really reinventing the wheel, either. Many companies are structured with “Flexible Work
Arrangement (FWA)”, “Open Allocation”, and “Worker Collectivism” at their core. We just do all three at
the same time!

Some people work better in their homes by themselves than at the studio with others; some people are

night owls rather than early birds; some people like a little of column A and a little of column B. What we
want is for them to work wherever they are happiest, healthiest, and most productive.
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At the end of the day, we feel the company you work for shouldn’t own you or your time. Instead, our
Members own the company and have all the freedom (and responsibilities) that owning a company
grants. Are you really going to tell the owner of a business that they can’t work from home, take a
vacation, or decide how their company is run? The only difference is that everyone who works at Wraith
(or maybe we should say “with” Wraith) is one of those owners!

Though if we’re being honest, it's even simpler than that: Members aren’t just treated like “owners”,
they’re treated like adults. Adults who can manage their own lives and still get things done. It’s a little
sad that most places don’t seem to treat their workers like the adults they are.

TL;DR Yeah, that’s exactly what we’re saying!

Q. You’re minority-owned, right? What does that mean?

A. We are creators coming from marginalized backgrounds. As it stands currently, all of our artists are
either disabled and/or gender/romantic/sexual minorities. Our collective is built on a solid foundation of
diversity, equity, and inclusion. As such, we always create art from that lens.

We can, of course, always do a better job at this goal. At the moment, our team is entirely white, for
instance. Additionally, about a decade ago, half of the team were women, whereas that’s no longer the
case. Our Membership will likely change again, and we will strive to become even more diverse as we
move forward.

Because we believe that things like diversity, equity, and inclusion are strengths, we believe that when
you make art, a little bit of you is left in that art. Your background, the way you see the world (and the
way the world sees you), the stories you were told by your family and community growing up, are the
things that shaped you into who you are. Simply put, we want to make games with that unique
perspective in mind. We truly believe we can help create a world where future generations of
marginalized artists can see a piece of themselves in the media they consume, and that the games we
make can also give people a lens into a world they’ve never even thought about before.

TL,DR We’re majority queer and majority disabled. We’re trying to be even more diverse as well.

Q. Do the previous Wraith workers still own something?

A. No. When we vote in a new Member, they acquire their shares; when they leave, those shares are
automatically bought back by Wraith at the same price. Wraith also retains all intellectual property rights
as well.

Since all of our projects are collaborations between our Member artists, and due to our flat structure, no
one is entitled to claim ownership of any Wraith project: they are part of Wraith's “common good” (to
steal a phrase).

We are, however, looking into ways to share IP rights and royalties with former Members, somewhat in

the vein of creator-owned comics. However, we’re nowhere near that point yet and may never be. At
least for now, all our Members are happy with our current setup... but we keep evolving for the better!
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That said, this doesn’t mean that we don't still credit people, even after they’re gone. Member or
non-member, anyone who’s worked on our projects, however big or small, are all credited for their work
in all versions of the games they worked on, in perpetuity. It’s the least we can do (despite many studios
refusing to do even that).

TL;DR No. At least, not yet.

Q. Can any other company or individual take over control of Wraith?

A. Nope! Not only would it be nearly impossible to get the board to vote on something like that, but as a
registered co-op, we’re legally required to work in the democratic way that we do. Without that equal
ownership, there is no co-op as far as the government sees it.

That would mean that anyone wanting to control Wraith would require the co-op to cede all IP, all assets,
and even the name of the company over to a new entity and then vote to dissolve itself (along with
paying out all the Members' initial investments). At that point, it’s literally a different company in the
eyes of the law and in all practical definitions.

At the end of the day, Wraith isn’t really much of a “company” anyway. It’s an association of
collaborating artists. Without them and without the structure that keeps them equal, it’s literally just a
name.

TL;DR Not a chance!

Q. Is the money REALLY equally shared at Wraith?
A. It is indeed! Every Member, regardless of Role, seniority, etc, makes the same salary.

Additionally, when we make revenue, some of it is put away for bills, studio improvements, and other
operational costs, but the rest is equally distributed as dividends to our Members. If we don’t have a lot
of profit, we don’t distribute as much, but we go back to the drawing board and try to have more
revenue next time.

Now, this also means that we do a lot more around the studio than one might at a traditional studio.
Each member is responsible for keeping their work area tidy, and common areas are cleaned by our
Members on a rotating schedule. We lifted this concept from both German apartment buildings and
Japanese schools. While some have dedicated sanitation and/or janitorial, many require the
tenants/students to do all the cleaning!

This means that even Collapsus’ Creative Director has to take out the trash once a week!

TL;DR Yes, everyone, regardless of seniority or Role, gets paid an equal salary and gets an equal cut of
studio revenue.
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Q. Does Wraith have investors financing its projects?

A. Not really? When someone becomes a Member, they make a small investment into the studio, and we
have been supported by friends, family, and the occasional loan or line of credit, just like any small
business. However, these are all no-strings-attached and given either out of love or the assumption of
repayment. We don’t take on any deals that allow outsiders to dictate the direction of our projects, nor
how we run our studio, and never plan to.

Even Collapsus’ publisher, Ratalaika Games S.L., was taken on specifically because they didn’t want to
give us any money, control the direction of the game, or keep any of our intellectual property. Another
benefit is that, while we have the option to work with them in the future, they aren’t necessarily the
publisher for “Wraith Games”, but Collapsus specifically (and not even on all platforms, at that). This is
exactly the kind of flexibility that we wanted in a publisher in the first place!

That being said, however, in the State of Ohio, cooperatives are domestic non-profits. While we
ourselves are not eligible for 501(c)3 status (basically, no co-ops are, for complicated historic/legal
reasons involving Richard Nixon), we do work closely with our friends at the Hamilton Community
Foundation, which is a 501(c)3. They have a fund for us where, if you like what we do, you can make
either a one-time or recurring, tax-deductible donation to help us bring artist-driven games to everyone!
Don’t worry, though, that money doesn’t get distributed to Members. It directly goes to progressing our
Mission and Vision! If that interests you, you can donate here:
https://hcfoh.fesuite.com/erp/donate/create/fund?funit_id=8228

TL,DR Not really.

Q. Does Wraith get financial help from the government?

A. No... though we really want to! Many countries, like Canada and most of Europe, consider games as
art and fund game studios the same way they help support filmmakers, musicians, and the like. While
the United States started considering games as an art form and funding game development projects
through the National Endowment for the Arts back in 2011, these grants are much more competitive and
limited in scope than in other countries.

Additionally, on the state, county, and local levels, there are some options for funding, but they are few
and far between.

So, while we wish there were more robust funding options from the government for us and studios like
ours, there just aren’t at the moment. That won't stop us from seeking these opportunities out, of

course!

TL,DR Not yet, but with any luck!

Q. Do you consider yourselves “indie”?

A. We do. However, we also believe terms like “indie games” and “indie developers” aren’t particularly
useful in today's industry. When gaming was in its infancy, most games were made by small teams with
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equally small budgets. For most of the life of the industry, however, gamedev was difficult, expensive,
and opaque where games were made by massive teams with Hollywood-sized budgets, and expensive
tools indies would never even be allowed to license, let alone afford. This began to change with the
“indie boom” in the mid-to-late 2000’s, where big ideas lead to games with cultural staying power all
while, once again, being made by tiny teams on shoestring budgets and thanks to (largely) affordable, or
often free, tools.

We saw the same curve with independent music, film, literature, journalism, and even more recently
than with games: animation! What started small and affordable by mostly hobbyists ballooned into an
expensive, large industry controlled by publishers & other rights holders then making way for small,
affordable, independent art to once again have a place!

Unfortunately, with the word “indie” being unregulated and not standardized, everyone has opinions on
what indie really means. Does it mean “small teams”? Does it mean “self-published”? How about
small-scope, no outside funding, small-budget, part-time devs-only, just hobbyists? Or, to some, it’s just
an aesthetic of a game or a vibe about a dev rather than anything tangible about the game or the devs
themselves.

We live in a world where some people call games like Dave the Diver indie, or insist that Minecraft still is,
or even say that big studios like Valve are indie... while others claim that Undertale, Cave Story, or Hades
aren’t. Heck, you probably already have opinions about these examples we gave right here! It’s a whole
mess!

We got our start back in 2005, right at the very start of the indie game boom. We, or members of our
team, have made projects for Newgrounds, Kongregate, and XBLA. People certainly use the word “indie”
to describe us all the time, but you have to ask at a certain point, how useful is that term?

Instead, when talking about games and gamedevs, we believe that newer, more specific terms like
“solodev”, AA, triple-1, hobbyist, etc. would much better serve our community. It’s much better to say
we’re a “gamedev collective” than an “indie studio” because it paints a much clearer picture of who we
are.

However, we will, from time to time, still call ourselves and our peers “indie” because it is also easily
recognizable, even if it doesn’t actually tell you anything about us or the games we make and can differ

from person-to-person.

TL,DR Yes, but is that even useful anymore?

Q. Why do you have such a focus on games accessibility?

A. Like many developers, at the start we didn’t even really think about accessibility at all. However, when
working on an early version of Collapsus, we had a friend-of-the-team, Ryan, try the game out when he
revealed to us that he couldn’t tell the blocks apart. Easy enough fix, we added shapes to the blocks so
he could play!

Well, after taking that build to OGDE one year (the event later called GDEX) a couple of gents from
AbleGamers approached us and asked why we added the shapes, which sparked a great conversation
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about accessibility in general.

It really got our gears turning and we started coming up with tons of ways to make Collapsus more
friendly to players with disabilities. Cut to a couple of years later and we would receive awards for our
efforts from AbleGamers and Can | Play That?, and then we were asked to speak on the topic at both
Magfest and the Games Accessibility Conference (GAconf) and on NPR!

It very quickly just became part of our development process. An “accessibility first” approach ended up
making our games better for players without disabilities as well.

It wasn’t until we started implementing all of these features and talking with players and advocates that
we realized that the team was majority-disabled. It really is a small world.

There are tons of reasons to implement accessibility options, be they moral, cultural, or that they simply
make the game better. However, even from a business perspective, it makes sense! Disabled players
make up a not insignificant portion of all players, and if they can’t play your game, they’re not going to
buy your game.

By catering to as many people as you can, regardless of their limitations and putting forth the effort to
address these issues from the start (rather than trying to patch things in later), you’re tapping into a
whole market of players who would struggle to play other games that lack these features. Really, not
doing the right thing is leaving money on the table!

TL,DR It makes our games better, makes our players have more fun, and makes good business sense!

Q. Why are you so anti-Al?

A. We believe that games are art and that art is made by real people. We believe that learning a skill and
mastering a craft; and all of the imperfections that come with the human hand working on something
are precisely what make art valuable. Not “valuable” monetarily, but have worth to culture. We are an
artist collective, after all!

We don’t believe games are a “product” or simple “media” to be “consumed”. Yeah, you buy a game, but
in the same way you buy a novel, album, film, painting, etc. A good game, like any art, becomes a part of
you when you finish it. They aren’t “disposable”.

In addition, nearly all generative Al is based on theft. Al models “train” on stolen data indiscriminately
without permission, compensation, or attribution. These are plagiarism engines that skirt around
existing intellectual property laws because the technology is too “disruptive” and is “breaking” things too
quickly to be litigated.

Not only that, but Al is terrible for the environment as well. Untold amounts of water and energy usage
go into Al and, as we talk about later, environmental responsibility is very important to us.

Currently, at the time of writing in 2025, 82 terawatt-hours of electricity is being used for the data

centers that power Al, which, for those who don’t know, is the same draw as the entire country of
Switzerland, according to Greg Osuri from Akash Network when he testified under oath to Congress.
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Again, these are the current numbers. However, according to the International Energy Agency, the global
power draw is set to increase by 50% by 2027 due to Al alone and according to the UN, Al is expected to
use 4.2-6.6 billion cubic meters of water by that same year.

Lastly, countless companies are already replacing their workers (especially here in the games industry)
with Al. This has already happened with friends and colleagues of ours at other studios. As advocates for
a healthy industry with more jobs and more rights for workers in the game dev space, we cannot allow Al
to ruin that as well.

Ultimately, we refuse to use generative Al in any part of our process!

TL;DR Games are a craft and Al not only trivializes that craft but also steals indiscriminately, is horrible
for the environment, and its normalization allows companies to take advantage of their workers. Literally
the opposite of nearly everything our collective is fighting for!

Q. You talk a lot about monetization, why do you only do premium games?

A. We've said before that we don’t do ads, in-app-purchases/microtransactions, Gacha mechanics, loot
boxes, paid DLC, NFT/Crypto/Blockchain, energy mechanics, live service, etc. Basically, we believe that,
like in the good old days, you should be able to buy a game and it’s a complete work of art that you own
(bar the occasional free bug fixes).

We feel that you should pay for a game once and that’s it. We’re not going to add additional things to
nickel and dime our players. It’s just another way the industry has become so predatory.

The industry is flooded with games that are supposedly “free” that use the same kind of Skinner Box
techniques and Pavlovian Conditioning used by the casinos to keep people hooked all while using ads &
microtransactions to leach money from players they call “whales”. It’s all very scummy and, ultimately,
unsustainable.

Additionally, while we can’t guarantee that we’ll be able to do this forever or on every project, we like
the idea that, if a game is in early access, it’s “pay-what-you-want”, when the game is out, there’s also a
free demo, there should also be available source code, and DRM-free versions of the game. If it were
completely up to us, games would always be DRM-free, but most of our players want to play on Steam,
so *shrug*.

TL,DR We think that a lot of the way the industry gets money from players is scummy and we want to do
better than that.

Q. You have mentioned open source in your Primer and on the website. Can you explain why?

A. We're huge fans of the related, yet distinct open source, Creative Commons, and copy-left
movements, and the public domain in general. If it were completely viable at this stage, we would
happily release everything we do for free and just take donations to keep us running. Maybe one day we
can achieve this, but as of right now, that’s not exactly viable for us.
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However, we are working on making sure that, wherever possible, we release the source code for our
projects to allow people to compile and learn from what we’ve done as well as remix and create their
own games using what we’ve laid down.

Additionally, we’ve started a pivot to using only self-hosted FOSS (free & open-source software) tools
such as engines, libraries, middleware, etc. This allows us to be completely free of corporate interests
and also aligns with our other beliefs and goals when it comes to our development.

This is in addition to the inclusion of a healthy amount of open-source hardware as we fully believe in
the right to repair and believe this too grants better freedom to make the kind of art we want to make in
the way we want to make it!

As such, we are also trying to support as many open source platforms as we can (such as Linux!)

TL;DR We believe that creating for, in, and with open-source software/hardware is important for the
freedom of us as developers and for our players

Q. You’ve mentioned on the site and on social media that you’re environmentally conscious. What
does that mean, exactly?

A. For starters, we’re a paperless company. Now, that doesn’t mean that we don’t occasionally bust out
some scrap paper or a sketchbook (though that is pretty rare for us, too), no, what it means is that all of
our invoices, communications, records, etc, are all digital. We don’t even have a printer at the studio.
Additionally, we’ve opted out of most mail as well, so even outside companies working with us just email
us.

Another thing we do is, despite having a studio space with 8 team members, we only keep a single 4
gallon trash can and a 4 gallon recycling bin (yes, we also recycle). This is because we do our best to not
have much waste in the first place. For example, we have a water cooler and reusable water bottles
instead of disposable ones!

Additionally, when buying supplies (like cutlery, plates, paper towels, cups, etc) we buy non-coated paper
ones made from post consumer recycled card stock (or wood in the case of the cutlery) that are either
compostable or recyclable.

On top of that, we organize an event called “UnJunk the Block” where we and members of our
community pick up litter from the neighborhood our studio is in! We've also volunteered with other
cleanup events in our city as well.

Speaking of our city, one of the reasons we’re headquartered where we are is because of our utilities!
Hamilton, OH has dedicated itself to green energy and over 60% of its power is hydroelectric. Not only
that, but the city owns all its utilities: gas, water, electric, the whole lot! That ensures they keep more

rigorous standards than for-profit utility companies.

This is all on top of our refusal to use Al or the blockchain in any of our projects like we mentioned in a
previous section.
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We’re always trying to become even more green and to partner with artists and organizations that value
that mission as well.

TL,DR Between how our city does power, our low-waste & paperless nature, our involvement in cleaning
up our community, and the partnerships we make (as well as the ones we choose to pass on), we show
every day how much we care about the environment!

Q. Wraith is really dedicated to being cross-platform. Why is that?

A. We're pretty against the idea of “exclusives”. We want as many people to play our games as possible
(one of the same reasons we’re so into open-source and accessibility). By making deals to limit where
our games can be played, it limits who will ultimately play them.

We believe that taking the time to get to as many platforms as possible and keep supporting those
platforms (even if we don’t always align with platform holders ideologically) is the best way to make our

art accessible to everyone!

TL,DR We want everyone to play our games, so we try to be available everywhere when we can!

Q. All of this sounds pretty political! Why are you pushing an agenda instead of just making games?

A. Games are art, and all art is inherently political. People only complain if they don't like the artist's
specific politics

TL;DR No.

Q. Hey, didn't you just rip this FAQ off from Motion Twin?!
A. Yup!

TL;DR Yup... lol

Have any other questions that aren’t answered here? Email us at support@wraithgames.com
or use our Contact Us page here: https://www.wraithgames.com/contact
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