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Summary and Methods   

This paper aims to investigate the mobility and migration experiences of Brazilian  
workers in the digital games industry. Based on issues of digital labor and political  
economy of tech and cultural industries (Hesmondhalgh, 2013; Mirrlees, 2013), it   
answers questions regarding the modes of circulation of these workers in the labor  
market, the relationship between migration and labor process and the territoriality of  
digital games industry. Apart from state of industry reports and literature review on  
migration and game production studies (Anderson, 2010; Sotamaa & Švelch, 2020), it is  
methodologically based on 14 semi-structured interviews conducted between October/  
2022 and August/2024 with workers linked to the Brazilian games scene, most of them  
with those who perform central functions in the production process of a digital game  
(programming, art, design and management). It’s guided by the hypothesis that, in a  
global labor market, a portion of the workforce of peripheral countries, such as Brazil,  
has strong economic incentives to migrate and work for foreign companies, located  
especially in the Global North, with a more developed games industry, and which  
benefits from this competitive advantage to maintain their hegemony in this field of  
cultural/tech production.   

Discussing the theoretical framework of Labour Process Theory (LPT), the paper: (1)  
demonstrates that the labor mobility experience of these workers, who circulate in a  
global market characterized by sharp global inequalities, is marked by dynamics of  
mobility/immobility, interpreted through the concept of differentiated inclusion; (2)  
exposes the multiple instances of mediation of the circulation of these workers in the  
labor market, from educational institutions, social networks, social media, events and  
conferences, to more institutionalized forms, induced by government agencies in  
partnership with technology companies; (3) investigates to what extent territory and  
spatial-time constraints are still important for understanding labor process in digital  
games industry, highlighting issues such as local cultures of production, work  
organization and unionization. In addition to establishing dialogues with LPT and  
migration studies, the paper contributes to the study of relationship between migration  
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and digital labor, focusing on a more qualified sector of tech industries, that is, digital  
games industry, in which the implications of mobility and migration for digital value  
production chains and labor process are little discussed.   

Object and Theoretical framework   

Game industry is one of the most lucrative and successful sectors of entertainment  
industries worldwide. On the one hand, it’s a global enterprise with big and multinational  
studios/companies that boost capital and labor through extensive value production  
chains (Bulut, 2020; Kerr, 2017). On the other, it’s shaped by particular and  
geographically situated factors underlying different national/local industries, with diverse  
funding and business models, relations to platforms and involving a variety of actors  
and institutions (Keogh, 2023; Sotamaa & Švelch, 2020). In this context of multiple  
competing game production hubs, with different histories, trajectories and economic  
resources, migration has played an important role in this global labor market, since  
migrant workforce, as showed in many researches and reports, is considered a strategic  
resource for Global North economies (Park, 2023). This migration scenario differs from  
that described by Aneesh (2006) in relation to “virtual migration”. In the case of games  
sector, work can be conducted online and often remotely, but it needs to be performed  
from the locations where the companies are located. This is a different marriage of code  
and capital (Aneesh, 2006).   

Our case of study is analyzed through the lens of LPT, dedicated to understanding how  
labor, a human and living force, is set in motion in the capitalist labor process, raising  
issues around control, refusal, consent, resistance and organization (Braverman, 1974).  
Updating it according to the new complexities of digital economy, the paper proposes a  
geospatial approach to LPT that introduces the concept of “double indeterminacy” of  
labor (effort and mobility power), thinking how factors beyond the point of production  
can affect it (Rainnie et al., 2010; Smith, 2006).   

Findings   

Brazilian game industry is characterized by a precarious, fragmented and informal labor  
market, with many game companies dedicated to outsourcing and services outside the  
game industry in order to survive (Fortim, 2022). Considering labor mobility as the result  
of personal choices interacting with structural factors that differentiate national labor  
markets, it’s showed, through the voices and accounts of the interviewees, that Brazilian  
game workers have a strong incentive to migrate and work for foreign companies  
located in the Global North, which offer better salaries and are more attractive in terms  
of career advancements - for instance, by offering opportunities to work in big projects  
of famous games played by millions of people around the world (Nieborg, 2011).   

However, due to its special legal status this migrant workforce tends to suffer with more  
intensity the uncertainties and insecurities of an unstable labor market, marked by  
constant waves of layoffs. This mobility/immobility dynamic, as referred by LPT, shapes  



 

 

the differential inclusion of this workforce (Mezzadra & Neilson, 2013); under  
sponsorship contract regimes and dealing with visas, when unemployment could mean  
a deportation risk, this skilled and desirable workforce for host countries is subjected to  
some hardships usually attributed to the most precarious sectors of so-called gig  
economy (Dorschel, 2022).   

The paper also shows the multiple ways these workers circulate in the global labor  
market, emphasizing the importance of corporate social media LinkedIn with its  
algorithmic regime of labor recruitment and some state-led recruitment initiatives, like  
the Quebec en tête from the Canadian province of Quebec, demonstrating how  
governmental institutions shape the territorialities of contemporary digital economy.   

Moreover, the paper addresses communication and cultural problems that emerge in  
such an internationalized work environment, comprising workers from many cultural  
backgrounds, as well as emphasizes the importance of territories to better understand  
unionization and work organization in tech industries, in general, and in the game  
industry, in particular.   

Discussions   

In addition to contributing with discussions of the relation between labor process,  
migration and digital labor, this paper addresses the old problems of “brain drain” and  
the “unequal exchange of labor in global economy” (Hickel et al., 2024), but also argue  
with new theoretical contributions to the field of digital labor in game industry. Following  
the hype of Keogh’s book (2023), The videogame industry doesn’t exist, there have  
been a wave of studies that underestimate the centralized and monolithic game industry  
in favor of small and medium-size enterprises that have emerged along with new  
production tools and new channels of digital distribution (Daiiani & Keogh, 2022; Poell et  
al., 2022), guided by social values and orientations beyond the commercial realm.   

Far from ignoring the importance of this debate, this paper discusses in which sense the  
centralized and monolithic game industry still exists by showing how structural  
economic inequalities between different national game industries shape expectations,  
concrete life chances and professional choices of young tech workers from a peripheral  
country who try to get by in the neoliberal global market.   

Finally, it emphasizes the importance of circulation of struggles among these workers to  
deal with the challenges of labor in the industry, especially taking into account the  
advancement of generative AI's (Dyer-Whiteford, 2015).   
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