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The Mobility of the Augmented Reality Game
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Abstract

Based on the author’s long-term research on the augmented reality games
Ingress and Pokémon GO, this study utilizes the concept of mobility to focus
on the latter according to the following three dimensions. First, virtual reality
online games and augmented reality games are compared to show the
combination of and the movement between the virtual and the real in the latter.
Second, Ingress and Pokémon GO are compared to demonstrate the culture of
mob-ility that has emerged in the latter. Third, the changes in the rules and
mechanisms of Pokémon GO are traced, the co-efforts of Niantic Labs and the
Pokémon company to retain players are explored, and the business model of
Pokémon GO is examined.
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