The

University
Of
Sheffield.

Walk on the Wild Side:
Thelived experiences of Pokémon GO

players within playful spaces

Benjamin Rhodes

Athesis submitted in partial fulfilment of the requirements for the degree
of Doctorate of Education

The University of Sheffield
Faculty of Social Sciences

School of Education

August 2021



Abstract

Location- based, augmented reality games such as Pokémon GO (Niantic 2016
present) integrate real -world locations into the gameplay mechanics , meaning
players must travel to real -world locations for play (Leorke 2019). Through the
development of a new approach to autoethnography labelled Emergent Multi -
Narrative Autoethnography, | seek to explore the playful experiences of Pokémon
GO players within these real-world playful spaces, drawing on multiple
perspectives of play such as digital play (Marsh et al. 2016), urban play (de Souza e
Silva and Hjorth 2009), Japanese seasonal play (Davies 2020) and ambient play
(Apperley and Moore 2019). Tk study is underpinned by affinity space theory (Gee
and Hayes 2012), which is used to highlightthe ways in which affinity spaces and
real-world locations shape and influence the play experiences of Pokémon GO
players.

Through thick, detailed, and creative descriptions of gameplay events which
immerse the reader into the world of Pokémon GO, this study illuminates the play
experiences of Pokémon GO players.| conclude that Pokémon GO players view
real-world locations as active, playful, social, and dynamic spaces for play. By
highlighting the significance of spaces for play for Pokémon GO players, this study
makes an original contribution to understanding and conceptualisation of place
attachment (Oleksy and Wnuk 2017), place identity (Vella et al. 2019), and
consequently the discursive claims of location -based games (Leorke 2019). The
findings of this s tudy contribute to understanding of nurturing affinity spaces by
addressing the salient dimensions of real -world spaces and ambient play. This has
implications for games designers, urban planners and those involved with
curriculum design.
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Chapter 1* Introduction

11* Pokémon GO
Digital games are diverse and offer a multitude of experiences for the user (Gee

2007, p. 20). Within role- playing action videogames such as 7he Legend of Zelda
(Figure 1) the user takes on the role of Link, the legendary hero to save the ancient
lands of Hyrule. Fighting games such as Super Smash Bros Melee (Figure 2) offer a
multiplayer battling experience which challenges players to become the best

fighter. Thesevideogame gameplay experiences occur on a static interface within
the home (de Souza e Silva2006). On the other hand, some games such asthe
location-based, augmented reality mobile game Pokémon GO(Figure 3) encourage
users to explore real-world locations (Leorke 2019)

Figure 1- The Legend of Zelda Fig ure 2 - Super Smas Bros. Melee
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Within Pokémon GO, reat world locations are intricately woven into the gameplay
mechanics, IJé i T & GA1T UEA Ug AG: advantagedfph@dic&ll Ei 1 U Al
urban infrastructure and latest technological advancements in creative ways to

T CyeCEU ¢ Apy3285) 0k the augmented reality map of Pokémon GO, real-
world locations manifest as Wayspots, alabel borrowed from Niantic literature , the
augmented reality specialist company responsible for the creation of Pokémon GO.
By travelling to Wayspots in the real world and interacting with them w ithin the
game, players can access certain gameplay features. As illustrated in Figure 4,
there are two forms of Wayspots within Pokémon: PokéStops and Pokémon Gyns.
At PokéStops, players collect key items such as Pokéballs, which are required to
capture creatures called Pokémon and healing potions to recover Pokémon
following battles. Players can also attach a /ure module to PokéStops, which attract
greater numbers of wild Pokémon to the location for the player to catch. Pokémon
Gyms operate slightly diffe rently. At these Wayspots, players battle other players
for ownership and control of the Pokémon Gym. The Pokémon of the owner of the

Gym sits atop a tower, visible for all players to see on their augmented map.

Wayspots are not randomly located on the augmented reality map. PokéStops and
Pokémon Gym represent real - world points of interest such as parks, churches,
libraries, statues, and plaques. As Pokémon GOgameplay is centred upon
Wayspots, real - world location s become associated with a form of play (de Souza e
Silva and Hjorth 2009; Innocent and Leorke 2019. This differentiat es location-based,
augmented reality games from other genres of games and means location- based
games challenge understanding of the meaning of games and understanding of city

spaces (de Souza e Silva and Sutko 2008).



Figure 4 - Annotated Augmented Reality Map
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When Pokémon GO first released in the summer of 2016, it wasan instant success
(Apperley and Moore 2019 Davies 2020. A week after its launch, there were 28.5
million daily unique players in the United States alone (ComScore 2017) and had
reached 750 million downloads worldwide within its first year (Minotti 2017). While
the game is free to download and play, Pokémon GO reportedly made $1.8 billion in
revenue through in-app purchases within its first two years (Nelson 2018).While
Pokémon GO is their most commercially successful mobile game, Niantic has a
suite of location - based, augmented reality games. As of August 2021, this includes
Ingress (Niantic 2013 present) and Harry Potter: Wizards Unite (Niantic 2019
present). Between Niantic games, the way in which Wayspots are represented on
the augmented reality map varies as illustrated in Figure 5. The augmented map of
Pokémon GO (including /ngress and Wizards Unite) does not use a map imported
directly from a map service such as Google Maps. The augmented map has been
OUETEilUO AE 1A éicéeul] AIEgEAT g yAe Ce
including street names, numb ers and points of interest *AEU EUy Ci1 UO|
and Wilmott 2018,p. 652).

Niantic games currently use the same underlying framework of Wayspots meaning
the same real-world locations manifest as Wayspots in each game, though with
different appearances and purposes. Within /ngress, players travel to Portals in
order to hack them a nd claim them for their faction. On the other hand, in Wizards
Unite, players travel to Greenhousesto brew potions, /nnsto collect spell energy,
and Fortresses to practice their duelling skills all for the purpose of preventing the

Calamity.

Jeile
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Figure 5 * Representation of Locations
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Location- based, augmented reality games such as Pokémon GOintegrate real -
world locations within the gameplay mechanics, making them distinct from other
mobile or digital games (Leorke 2019). Therefore, Pokémon GO offers an insightful

opportunity to scrutinise the experiences of players within playful spaces.



12 * Research Questions
The aim of this investigative study is to explore the lived experiences of Pokémon

GO players within the spaces they occupy for play, led by three research questions:

1. What types of play and playfulness are supported by Pokémon GO?

2. How do Pokémon GO playersexperience the spaces they engage with for
play?

3. How do spaces influence the play experiences of Pokémon GO players?

The first question aims to characterise Pokémon GO play, spotlighting both player
interactions with spaces for play and within spaces for play, henceforth
conceptualised as with(in). The second question explores how Pokémon GO players
perceive the real - world locations they visit for Pokémon GO gameplay. Through this
guestion, | study the relationships and bonds players develop with spaces of play.
The third question examines the drivers that influence engagement for playing

Pokémon GO to establsh the ways in which real -world locations affect gameplay.

13* Contributions
This study of the experiences of Pokémon GO players with(in) playful spaces sits at

the cross - section of different academic research communities. | synthesise
research relati ng to space, place, play, affinity spaces and people- place
engagement, which enables this study to contribute to the literature relating to

location-based games in an original way.

This study contributes to understanding of the types of play and playfulness

supported by location - based games such as Pokémon GO. This studyllustrates

Pokémon GO play is characterised by exploration, investigation, map manipulation,

and social collaboration , centred upon real-world locations. The data in this study

indicates Pokémon GO playersembody serious playfulness, which builds on de

zChkA U ziair A AAO Ko CE g é rubanplay'and'ApperfeyGAd Ue g h Ad
_CCEU+E ~s14' 7 1 CAT Ueé g Amkréfore thig stubyldev@leps dny 1 i UA g



understanding of play that is able to accommodate the types of play supported by

location-based games such as Pokémon GO.

This study exemplifies how Pokémon GO players perceive the real -world locations
of play as exciting, active, playful, social location s (Lefebvre 1®1) In the context of
location-based games, this study shows ol T h & Jlididaly cHarged spaces]
(Giddings 2009) builds on current conceptualisations of space and place .
Furthermore, | use the characteristics of an affinity space as summari sed in Gee
and Hayes (2012) to describe and analyse the experiences of players with(in)
spaces for play. This approach allows me to establish the ways in which real -world
locations contribute or influence the creation of a Pokémon GO affinity space. This,

in turn, builds on current understanding and conceptualisation of affinity spaces.

This study offers two contributions through its methodological approach to explore
the experiences of Pokémon GO players with(in) spaces for play. Firstly, the
specific approach to autoethnography in this study, which | label as Emergent
Multi- Narrative Autoethnography offers a new approach to data representation
through the inclusion of multi - narrative voices in the form of a fictional character.
The deployment of multiple voices offers a different perspective to data
representation by being playful with ¢ onventions of data representation in
traditional theses. Secondly, as an autoethnographic study, | include detailed, thick
descriptions of gameplay events organised into episodes, which immerse the
reader into the world of Pokémon GO. This offers the reader first - hand insight into
the experiences of players at real -world locations , an approach that is argued to be
missing by researchers such as Leorke (2019) and Cuttell (2015) especially on the

study of games.



14 * Organisation
This thesis consists of eight chapters. In Chapter 2, | situate the study within wider

literature. | position this study within the literature relating to literacy, space and
place, and play. Furthermore, | review previous thinking on affinity spaces (Gee
2004; Gee and Hayes2012)to illustrate how this study contributes to understanding
of affinity space theory. Furthermore, Chapter 2 examines previous literature

relating to public engagement with (in) urban spaces.

The methodology of the research is outlined in Chapter 3. Thisincludes a detailed
examination of autoethnography as a methodology and the approach to
autoethnography adopted in this study, which I label as Emergent Multi - Narrative
Autoethnography. | discuss the format and content of the data within the thesis,
detailing how other players became involved in the study. T he ethical
considerations of an autoethnographic study of this nature are explored.
Furthermore, | explain my approach to data representation, particularly in relation

to multi - narrative voices, which | introduce below (Section 1.5).

Chapters 4- 7 contain a collection of autoethnographic accounts, forming the
majority of the thesis. Chapter 4 (Episode 1)begins with my experiences of being a
veteran Pokémon player in a new Pokémon GO world followingthegAy U+ E i Ai gi AU
release. Chapter 5 (Episode 2) considers how online spaces shape offline
experiences. Chapter 6 (Episode 3)introduces an international Pokémon GO event
and shows how | travelled to Dortmund, Germany for new gameplay experiences.
Chapter 7 (Episode 4) narrates how | reached the maximum player level within
Pokémon GO, which unlocked a range of new transformative gameplay features
enabling the discovery of a walking trail labelled Walk on the Wild Side,the
namesake of this thesis. | illustrate how this walking route became central to my
local gameplay experiences. It is included within the title of this study as it
encapsulates my playful gameplay experience s. Following each autoethnographic

episode, | discuss the data in relation to the researc h questions.



In Chapter 8, | summarise the key findings, linking closely to the concept of
nurturing affinity spaces (Gee and Hayes 2012).Furthermore, | state my
contributions to knowledge, discuss the limitations of the study, implications for

practice, and outline avenues for potential future research.

15> Emergent Multi- Narrative Autoethnography
1.5.% Introduction
This study adopts a playful autoethnographic approach, which is informed by my

own extensive Pokémon GO gameplayexperiences as primary data . Considering
+ A + & ¢1998) tiieoryof heteroglossia, | adopt a novel approach to narrative
voices within the data with the purpose of providing an authentic and engaging
Pokémon experience for the reader of this thesis (Ellis et al. 2011)I have labelled
this approach Emergent Multi- Narrative Autoethnography. A key feature of this
approach is the use of different voices to present or narrative certain elements of
the data. In this study, the majority of the data is narrated by me, as expected in a
traditional thesis. However, distinct elements of the data are narrated by a fictional

character | created for the purpose of this study named Professor Brier (Figure 6).

Figure 6 * Professor Brier

Nintendo (2019)



Emergent Multi- Narrative Autoethnography aims to position the reader within the
Pokémon universe to develop a shared connection between me as the author, the
reader, and the subject content * Pokémon. This invites the reader into a Pokémon
GO affinity space (Gee 2004) to develop a deeper insight into my experiences

occupying real-world locations for play.

This methodological approach and the fictional character Professor Brier is

discussed in further detail in Chapter 3. However, in Sect ion 1.5.2 below, | discuss
my relationship with the Pokémon franchise using the voice of Professor Brier. This
serves to both exemplify the Emergent Multi - Narrative Autoethnography approach

and my motivations for embarking on this doctoral journey.

1.5.2- Positionality

Please find my observation notes
below.

Professor Brier

It was a Saturday morning, 29 April 2000. A young

PokSmon f an, Ben, was spending the b
weekend with his family in  their caravan in the seaside

town of Skegness. He awoke earlier than normal,

scrambled out of bed and shuffled into the living space.

Three faces were looking at him  u his brother, mother

and father. Benis mother handed him a
the size and thi ckness of three VHS tapes.

Ben accepted the package, hands shaking

uncontrollably. He knew what it was but he coul dn
begin to accept the idea until he knew for sure. He took

care to accept the gift without snatching. He proceeded

to tear off the wrappin g paper. Struggling at first, but

it finally loosened.

In his hands was a brand new, Nintendo Game Boy
Color, purple, portable and all his. (Figure 7). Fallen
onto his lap was the game Po kK Smo n (FBUre/®.
Pictured on the cover of the box was  Blastois e, poised
for battle.

10



Figure 7> Game Boy Color Figure 8 - Pokémon Blue

pHappy Birthday!y his family cheered.

The young playerius dreams had come tru
wi ndow i nto t lverde.oHe Syasofinally
starting his own PokSmon journey.

By the end of that day, he had created his save file,

named t he character, chosen a start
(Bulbasaur, Figure 9) and caught his very first

Pok Smon.

Figure 9 - Bulbasaur (#001)

Ben shared his experiences with his mother, who

nodded patiently and smiled, completely oblivious to

the significance of the moment. Perhaps Ben was

completely oblivious to the significance. For this was )
just the beginning of a very | ong PokSmc



Prior to receiving the Game Boy Color in this moment, | was not a gamer. | did not
own any other gaming consoles, such as the Nintendo Entertainment System,
Nintendo 64 or Sega Mega Drive, which were popular at the time. My purple Game
Boy was purchased for the sole purpose of playing Pokémon. As | moved into my
teenage years, my gaming interests grew to include other Nintendo franchises. As |
owned Nintendo consoles for Pokémon, they acted as a gateway to other Nintendo
games. While my main interest was Pokémon, my love for the Pokémon universe

ultimately opened doors to other franchises such as The Legend of Zelda (Figure 1).

Fast forward to the 2010s, | was now a man in my late twenties and a lone Pokémon

player. None of my friends or family showed any interest in Pokémon and so my

obsession was my own. | was perfectly fine with this. It was my universe to behold.

The Pokémon franchise had expanded and now included a wide range of main

series games (see Appendix J). | had begun collecting degrees with the same

pleasure and excitement as every Pokémon capture. | earned my undergraduate

OUGEUU i A ZiAghi EgilTE i A 111 AAO yJ VYAEGUE:
University of Manchester. Moving back to Sheffield in 2014, | became a college

lecturer teaching English to mainly 16 - 19 year olds. After a few more years of study,

| was awarded a Post- Graduate Certificate in Education (PGCE) in 2016 from

Sheffield Hallam University.

It is at this point, in the summer of 2016, when this project began.

Pokémon GO was released. When the music in the game played, | was transported
back to my eleventh birthday. | was overcome with an overwhelming sense of
nostalgia. | could remember slotting m y new copy of Pokémon Blue into my purple
Game Boy Color. | could hear the click sound as the game locked in the console. The
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catching Pokémon in real life! | was sat on the sofa waiting for the first Pokémon to

appear. What would it be? | desperately hoped for Bulbasaur. After a few minutes,



there were no signs of any creatures. While waiting, somewhat anxiously, |

explored the options and settings. It was only until ten minutes or so had passed

when it dawned on me | was playing the game completely wrong. | should have

known better. Itcouldnr ¢ T U eé0AJUO EAg i A CAU euAT U ai =L

ventured out onto the back garden. Within two minutes, he appeared!
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The process of capturing Bulbasaur was totally novel to me. Used to just pressing a
ihggCA AAO éecCeéei A¢ @a=CE géU 1T UEg M @a@ChAO0 M 1A

Pokémon GO. But after a few goes, | got him!

What next? What do | do? | meandered around the back garden waiting for the next
Pokémon to appear. After a few minutes, | realised | st/ JAEAr g €e0AJi A¢ géuU

correctly. Phone in hand, | set off down the garden path.

Over the summer of 2016, | reflected on the game. It was apparent it was a gaming
experience like none | had ever experienced before. Never had | explored my real

life surroundings to find Pokémon! Having novel gaming experiences incited a deep



curiosity within me. What kind of play does Pokémon GO encourage? How do

players view the spaces they occupy for play?

The release of Pokémon GO and the curiosity that had enveloped me coincided with
the beginning of my doctoral studies. Through this thesis, | had the means to

examine my fascination of the game with academic rigour.

This section aimed to highlight my connection with the Pokémon franchise. This has

been framed in terms of my educational background and my relationship with

games. Notably absent is any personal information about mysel f * who am | as a

person outside of being a Pokémaniac? | see myself as a private extrovert, an

CijJyCECA geAg ACg UI UEJCAU hAOUEEgAAOE: M+ U
my way through my three decades of life. | was diagnosed with testicular cancer at

the young age of 19, clashing horribly with my undergraduate studies. | decided to

continue studying through treatment, the first round of which was unsuccessful,
EUEhugi Ag¢ i A yCEU gEUAgyUAg AAO =hEgeUE CeUE
another three years, being back to normal, whatever that meant, by 23. Coming out

AE ¢AJ OhEiA¢ Auu Ce ¢géiE WAEA+rg eAEgilThuAEU
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was still wi th them.
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Many researchers use autoethnography to explore difficult times within their lives

(such as Custer 2014). | respect those who do this, but this thesis does not use

autoethnography for this purpose. This is not because my darker days are too

Oi @i Thug @&@CE yU gC gAu+ Al Chg: Mry &Aeed gcC
thesis however is not related to those experiences. The aim of Emergent Multi -

Narrative Autoethnography to explore and even to celebrate the way in which

Pokémon has become a positive constant within my life.



Chapter 1* Summary
Within this introductory chapter, | illustrate d how Pokémon GO, anarchetypal

location-based, augmented reality game, differs from other games in that players
are encouraged to travel to real -world locations for gameplay. In order to explore
this phenomenon, | introduced the aims of this research and how this study
contributes to current understanding of play. Furthermore, | introduced the multi -
narrative approach as a part of the autoethnographic methodology and how this
offers a different perspective to data representation . Within Chapter 2, | situate the

study within the current thinking relating to play, space and place.



Chapter 2* Literature Review

Chapter 2 * Introduction
This research explores the playful experiences of Pokémon GO players with(in)

real-world playful spaces. Within this literature review chapter, there are five main
sections. | summarise the history and rise of location -based games (Section 2.1).
Here, | present Wayifnder Live (Innocent 2016 present), a location - based game that
shares parallels with Pokémon GO. Then, | explore the theoretical concepts of play
(Section 2.2) and space and place (Section 2.3). | situate the study within the field of
literacies and introduce the theoretical concept of affinity spaces (Gee 2004),
outlining how the theory shapes this study and how this study contributes to
understanding of affinity spaces (Section 2.4). | draw on the research with in urban
geography and location-based games to provide an overview of the current thinking
on people- place relationships to understand how the connections individuals
develop for locations influences experiences with(in) real - world locations (Section
2.5). While these sections are distinct for organisational purposes within this study,
it is important to note that the ideas and theories in relation to play, space, place,
and literacies as presented throughout thi s chapter are interconnected and

interrelated.

2.1* Location- Based, Augmented Reality Games
2.1.T Definition
The terms /ocation- basedand augmented reality refer to two separate immersive

gameplay mechanics. Following Leorke (2019), | define location- based games as

@aAJ ¢AyU geéeAg i ATCEeCEAgQUE géU euAJUEE:
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interfaces include devices such as smartphones enabled with a Global Position ing

System (GPS). There are no specific parameters pertaining to the type of game or

number of players. When comparing location - based games with other digital or

videogames, Leorke (2019)suggests 1 g ¢ U +UJ Oi aeaeUE UbkdedlgaineE ¢ & A g

ChgOCCE" e lipl 18)asishotreiAFiglrd 12



Figure 12* Playing Pokémon GO at a Location

(Lomas 2016)

On the other hand, augmented reality (AR) is a mechanic that some location - based

games, including Pokémon GO, utilise but it is not a requisite. An AR experience is

the convergence of the real-world with computer - generated information . Pokémon

GOenables players to see Pokémon superimposed onto their real -world

surroundings through their mobile screens (Figure 13and 14). According to de

zChkA U ziar A "1 17" geéiE J1eECyYyCgUE A EgECA
highlights the fact that urban spaces AEU géU éeuAJi A¢g @i UalOl ~eé:
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(Liberati 2018, p.213).

Figure 13- Standard Mode Figure 14- AR Mode
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Within academic literature, the labels for location - based and/or augmented reality

games vary. McGonigal (2006) prefers the label ubiguitous games as this connotes

A 1JEgATl aU UAT EBGEy W Cy ei Ag (R 48) Thistoht@adtE i UE |

with the label pervasive games used by Montola et al. (2009) and Stenros et al.

(2012)z gUAECE Ug AG: ~s:118” OUesei AU @UEI AEi 1 U ¢ A
in which what is actually in the game and what is outside it is somewhat

Ayl ic¢h€hEL”: ¢e&UJ UijeAAO heCA geU ACgi CA Ce
play area or the time frame may be ambiguously defined, or players may drift in and
outofthegameinay i i ch ChE IJAJ E ] 2012Zpy3d0). Ewthermorg, AU :

Farman (2014) adopts the label /ocative games, which places emphasis on the

location-aware technology such games use. De Souza e Silva (2006) refers to

location-aware games as Aybrid-reality games AE géUJ 1 AaucCld euAJUEE
EeAT U AE ¢ é Up.268)yTtd conbaptOflhybrid reality games is expanded

upon within de Souzae Silva and Hjorth (2009), who classify location - based games

into three categories : urban games, location- based mobile games and hybrid reality

games. However, this classification is less useful in the context of Pokémon GO,

which has attributes of all three game types. Lammes and Wilmott (2018) describe

location-l AEUO ¢AyUE EhTé AE sC+UyCA Gf AE 11 AEgC
spotlights the map making capabilities of the digital augmented map. Using the

1 ECAO gUEYy 11 AuEBOA9) descAbgsihalfdnre of\games that are easy to

learn and often adopted by large numbers of players, which include location -based

games. In this study, | maintain the use of the broad label /ocation-basedas itis a

widespread term that focuses on the gameplay mechanic that differentiates this

genre of games from others.

2.1.2 Brief History
The rise of location- based games is linked closely to the availability of GPS

technology. Previously confined to the military, the US government enabled public
access to GPS signal data in May 2000(Leorke 2019,p. 19).As the mobile phone
industry progressed technologically during the beginning of the twenty -first

century, mobile phone technology became more accessible to the general public. A



particularly imp ortant moment in the history of location -based games is the

release of the Apple iPhone 3G in 2008, which laid the groundwork for some of the

spatial navigation, annotation, and tracing practices to enter the mainstream ( de

Souza e Silva and Frith 2010, p486). On mobile devices, games could now be
OCUAGCAOUO AE AA Aeeuiil Agi CA CE Aee: ZzZUCE=U
distribution services led to an explosion of mobile gaming development that

heUAOUO ¢géuU WAJ ¢AyUE AHWS8OThE gdaattrdaprd O AAO e
could publish their games without the need to negotiate with any existing, large

corporations and owners of mobile devices could consume free games without

needing to invest in any other gaming hardware . Notable mobile games that surged

in popularity include Angry Birds (Figure 15) and Candy Crush(Figure 16).

Figure 15- Angry Birds
L] 3

Figure 1- Canay Crush

Rovio Entertainment (2009- present)

King (2012 present)

Smartphones provided the platform upon which location -based games could
expand as a mainstream gaming genre. One particular location - based game that
attracted media attention and received critical acclaim was Shadow Cities (Grey
Area 2010) a fantasy online game where players would use magic to fight for
control over territory. Some location-based games such as Wayfnder Live
(Innocent 2016 present) are situated within specific cities, which | elaborate on

below.



2.1.3 Wayfinder Live
In this section, | draw on the research of Dale Leorke and Troy Innocent to

understand the experiences of players of a location-based game. Leorke is a
leading researcher of location -based games who advocates for ethnographic
research methodologies and Inn ocent is a games designer, who created Wayfinder
Live and other city - based location-based games. The gameplay ofWayfinder Live
entails giving players the task of locating 16 distinct codes within a city centre in
order to activate their version of Ludea, which is a world created by play. Scattered
throughout Melbourne in the 2017 iteration of the game were plywood and acrylic

codes that feature the geometric shape associated with the game (Figure 17)

Figure 17- Urban Codes (Wayfinder Live)

'

Players scan the codes using their smartphone, which takes control of the code, in

a similar way to the control of Pokémon Gyms in Pokémon GQ Leorke (2019)
describes the various hidden e CEi gi CAE Ca ¢geéuU 1 COUE i A _Uul C
the middle of the street . ° Ay G, A K. 246).Recounting his experiences playing

Wayfinder Live in 2017 Leorke (2019)tells the story of how, while on the hunt for

codes, he strolled for an hour examining his surroundings. On the same hunt, he

describes how a code was hidden cleverly on a concrete bollard that had been

reclaimed and decorated by the community so it was unassuming to any passers -

by, illustrating how play intricately intertwined wi th urban spaces.



Innocent and Leorke (2019) suggest location-based games such as Pokémon GO
and Wayfinder Live enable encoding and decoding of the world. Encoding involves
IgA+i A¢ EgEUUg yAeE AAO AUAEIJ ucCiAgi CA
andt AAchAcU Ce géU c¢cAyU WNCEGOl ~ée:.sy”

change of colour palette (see Figures 13and 14). Therefore, while the player is
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situated in the location of the code, the interaction is centred upon encoding within
the virtual w orld. On the other hand, decoding involves interacting with the real -
world location. In Pokémon GO, this entails spinning the Photo Discs of Wayspots to
which players must be adjacent. The process of encoding and decoding contribute
to the play experiences of players of location - based games. Focusing on the play of

decoding, Innocent and Leorke (2019) explain:

Decoding places an emphasis on the lived experience of the city and
consequently opens up the potential for that to be transformed by play. The
ambic hi g3 AEChAO NéeAg iE eAEg Ca géU c¢AyU /
creates a situation in which that world becomes fluid and mutable, open -
ended, and changeable. Cities are not fixed, although the immediate
experience of concrete and steel suggests this, but emergent structures
generated by multiple linked and ongoing processes (Amin and Thrift 2002).
Attention may be drawn to this * by decoding infrastructure, for example *
through play that redefines elements of the city giving them new meaning
that evolves from their existing role in the world.

Innocent and Dale (2019, p. 25)

This suggests gameplay based in urban environments alters the way in which
players view spaces for play (see Section 2.3). In order to create this experience,
Innocent and Dale (2019) outline five play principles incorporated within the game

as summarised in Figure 18.
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Figure 18- Play Design Principles (Wayfinder Live)

Play Design
Principle
When searching for codes, players are encouraged to put their
phones away. When they are within 200m of a code, their phone
1. Putyour will alert the player, prompting the player a code is nearby.
phone away! | Clues to codes are also placed in real - world locations and
using a phone is only necessary to scan the code, not
necessarily locate them.
While wayfinding is traditionally functional (such as finding the
2. Wayfinding = | fastest route through a space), playful wayfinding encourages
finding ways | players to slow down and engage with their environ ment. This
of being entails becoming more observant and sharpening focus so

textures, materials and objects come into focus.

3. Materiality +

Codes scattered throughout a city are designed to incorporate
elements of street art, meaning they have value with in the
game (decoding) and for non- players who may be curious

virtuality about the purpose of the code, which enables them to discover
the game. Scanning the code activates an animation that
reveals key words associated with the location.
Locations with codes are spaces for activity for players. These
4. The ready spaces may be new places or places previously known but
made Dige EUAUWNUO i AgUAEiI gJ geEChg
placemaking | noticed by other players, which shifts the meaning of the space

for non-players.

city within
the city

5. An alternate

The extended game includes three clans, which have different
philosophies, which contribute to the competition of the game.
Upon choosing a clan and locating all codes, players become
part of the expanded game, which enables players to interact
with codes without visiting them again, offering an alternative
gameplay experience.

Through the play design principles and interviews of players, Innocent and Leorke

(2019) presentWayfinder Live as a game with the ability g C

. N R RN

appreciation for the city, encourage players to pay more attention to the built

environment, and facilitate the discovery of new places even when residents

reported already knowing the city well . However, some players felt a sense of

embarrassment searching for codes in the public domain and felt uncomfortable

playing in proximity with groups of homeless people. Innocent and Leorke (2019)

highlight the importance of the materiality of Wayfinder Live gameplay, the urban

codes with whic h players developed an affinity, which Pokémon GO lacks.

11




There are other initiatives that local businesses and councils have implemented

that are similar to Wayfinder Live in that they direct individuals to certain locations.
There are many examples so for the purpose of this study, | draw on two local
initiatives. In July 2021, The Bears of Sheffielde ECo6 UT g i Ai gi AgUuO |

o
L4
(D:

Hospital Charity in Sheffield, United Kingdom is a public arts exhibition, which

entails the positioning of 160 bear sculptures across the city. It is intended for the
public to visit each bear, scan the QR code to register their visit and donate to
charity. On 14 July 2021, the official website celebrated the Nano Bearas being the
most visited bear (The Bears of Sheffield 2021). In addition to The Bears of Sheffield
initiative, Sheffield City Council has also introduced Beat the Street, which is a real -
life walking, running and cycling game (see Beat the Street 2021). The game
involves scoring points and winning prizes by t ravelling from point to point and
swiping a contactless sensor attached to hundreds of lampposts across the city. As
of 14 July 2021, there were nearly 60,000 registered players and over 370,000 miles

covered within Sheffield.

While Pokémon GO is not acity-funded game, this study contributes to discussion

. N e N = P NN =~

of city-wide gamesasité EUEUAQE éuAJUEE:+ Uijé UBasedAT UE é 0 A

game within urban settings .

2.2* Play
2.2.1* Perspectives of Play

Pokémon GO, the game which is the focus of this study, is a location- based,

augmented reality game (see Section 11and 2.). Here, | expand on what it means to

be a game or fo game. Gee and Hayes (2012)se the term metagameg C EU#&%,®E ¢gC |
ECIi Au eEAT giTUE géeAg éeéAeeUA ithAterm@amedAO. CE C
refer to the game itself. In this sense, the term metagameE UaeUEE gC 4 AEé Ul gE
gameplay that derive not from the rules of the game, but from interplay with the

EREEChAOi A¢ 1T CAgUij gl 2003, A a81)An the Bcdtexbdf § y UE § A A
Pokémon GO, thismeans a player visiting a Wayspot for a Raid battle is playing the

game as this is the intention of the game and a player writing a tutorial to publish

online is playing the metagame. This distinction is interesting for this study which

12



spotlights the types of play and playfulness supported by Pokémon GO* does play
derive from the game or metagame? Following Gee and Hayes (2012)) explore the
playfulness of Pokémon GO in both contexts, which Gee and Hayes (2012) label as

Game

This approach allows me to encapsulate the varied nature of play . Sutton- Smith

(2001) defines playasAT gi 1 i gi UE EhTé& AE JUjeuaCEAgi CA" &
mastery, experimentation, reading and listening, making music, painting, dancing,

andE Ch ¢ & & C(p.E34)AThid illustrates the ubiquity of play and speaks to what

Sutton-Smith (200 G Al UGE AE ¢ é U. ThidAsjimporardtiinthed Cee 60 AJ |

context of location - based games, which have previously been described as

ubiquitous (McGonigal 2006) and pervasive (Stenros et al. 2012) By the nature of

location-based gameplay mechanics, play is intertwined with the ordinary and non -

play. Understanding play as ubiquitous allow s scope for greater analysis of the

playful experiences of Pokémon GO gayers (de Souza e Silva and Sutko 2008).

However, | note there are earlier conceptualisations of play, such as the description

of play by Huizinga (1955)that separate play from ordinary life . Huizinga (1955)

OUe&i AUE aéee AdivityAsianding quite consciously Ch g Ei OU  CEOi AAEJ +

1 Ui A¢ . ACg EUEiIiChE+" 1hg Ag geuU EAyU giyuU Al
(p. 13) This conceptualisation positions play as a distinct activity that

simultaneously separates players from oth er activities and yet absorbs them within

play. Tying into the idea of play being ubiquitous, Schechner (1988)explains:

°M, gr E DECAg gC geéi A+ Cae euAJ AE geU iAgU
instead playing as the underlying, always there, continuu m of
Uije UEi UAT U fisth@tedlodt Bf playing bastplay continually
squeezes through even the smallest € C 0 U E |
Schechner (1988,p. 16)
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What exactly is meant by p/ay and p/ayfulness has been a subject of debate within
the academic community (Barnett and Owens 2015; Eberle2014 Mardell et al. 2016.
| adopt the term playfuiness to encapsulate the playful behaviours or playful
attitude s of Pokémon GO players(Sicart 2014) Having a playful mental state can be
beneficial to learning ( Walsh 2020) as this includes a willingness to ltry something
new; to attempt something difficult where success is not guaranteed |and can
lembrace whimsy, the spirit of the carnival, creativity, humour, surprise and
imagination ] (Whitton and Moseley 2019 p. 14).Walsh (2020) describes playful
learning as enabling the unexpected to happen as learners explore new information
and scenarios. The link between play and playful learning highlights the importance
of adult play as playful learning approaches in adults Jhave the potential to improve
the higher education practices of students and tutors 1 (Whitton and Langan 2018)
Therefore, this study contributes to the argument that play - and therefore playful
learning - are important in the design of curriculum (Kim and Johnson 2021)and

intellectual, social, emotional and physical development (Mardell et al. 2016)

To understand playful learning, | draw on Mardell et al. (2016)who developed a tool
named /ndicators of Play, which aims to clarify what playful learning entails in
order to support educators. The model comprises of three overlapping categories:

delight, wonder and choice (Figure 19)

14



Figure 19- Playful Learning

EUUUGE Ui + U, |Looks like.
1 Empowerment | Mak_lng and char_ugln_g the rules
1 Having and sharing ideas
1 Autonomy .
. . 1 Choosing how to play
Choice 1 Ownership )
o 1 Moving around
1 Intrinsic :
o 1 Setting goals
Motivation .
I Spontaneity
1 Enjoyment -
1 Excitement 1 Improylsmg
. : 1 Inventing
i Satisfaction . .
Wonder o 1 Learning from mistakes
1 Inspiration )
. 1 Exploring
Ul et 9 Taking risks
1 Belonging 9
1 Curiosity 1 Smiling
1 Novelty 1 Competing
. 1 Surprise 1 Anticipating
e 1 Engagement 1 Being altruistic
1 Fascination 1 Celebrating
1 Challenge 1 Joking and being silly

adapted from Mardell et al. (2016,p. 7)

The indicators of play (Figure 19) are used in this study to understand the play

experiences of Pokémon GO.Mardell et al., (2016) acknowledge the indicators are

highly subjective in nature and should not be seen as binary constructs. For

example, some indicators such as excitement could be listed under delight or

wonder. As theyareT CAg Uij ¢
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autoethnographic study, this entails self - reflection (see Section 3.1).

Furthermore, there are different perspectives of play that | focus upon in this study

(Figure 20). Deriving from game features or gameplay mechanics of location - based

games, | draw on these interconnected perspectives to understand the types of play

that Pokémon GO supports.
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Figure 20 - Perspectives of Play

Pokémon GO Play

| Players
'I't?]ee g;mgtigf Players must Players collect interact with
digital travel outdoors items their
° surroundings
L | Explorative Japanese ,
Digital Play Play Seasonal Play Ambient Play
— Urban Play

— Outdoor Play

As players must go outside to play, research has previously considered the impact
of the urban environment as a gameboard on play (de Souza e Silva and Hjorth
2009). Pokémon GO is a digital game sol draw on the literature relating to play and
digital games (Marsh et al. 2016) | consider the characteris tics of digital play and
how the research on Minecraft (Mojang 2011present) benefits this study. As players
of Pokémon GO interact with their surroundings in the form of Wayspots for play, |
draw on research relating to ambient play to understand how gestures and the
haptic effect of Pokémon GO influences play (Apperley and Moore 2019)and
examine Japanese seasonal play (Davies 2020). It is important to note that this

study spotlights adu/t play, though | draw on literature on play from multiple

perspectives, as presented in this chap ter.
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2.2.2* Digital Play
As a result of the rise in digital technology and games, Marsh et al. (2016)

demonstrate that the nature of play is changing. Through critically evaluating

previous classifications of play (Bird and Edwards 2015; Broadhead2003; Caillois

2001; Hughes2002; Hutt 1979; Opie and Opiel%9, 1%H9, 185, 197), Marsh et al.

(2016) aim to classify play which takes into account the digital. They conclude the

classification proposed by Hughes (2002) (see Appendix2) accurately applies to the

digital context. However, not all elements of play were observed in the digital

setting such as recapitulative play which is defined as play in which children

explore history and their ancestors. Marsh et al. (2016) explain this element of play

is more difficult to discern as it links closely with other types of play and requires

nature, though they suggest it could be argued that adapting nature in a digital

landscape could be recapitulative play. | draw attention to this elemen t of play as

location-based games direct players into the real - world locations, which might

offer insight into this element of play. Furthermore, Marsh et al. (2016) argue

transgressive play should be included with the classification to accommodate the

plaJ geAg CIThEE WDéUA 171éi adOEUA T CAgQUEg" EUET I
rules and perceived restrictions in both digital andnon -Oi ¢i gAua 1T CAgUijgEIl ~
This new classification derives from observing children playing with features of

games that are not part of the original design, sharing similarities to the metagame

(Gee and Hayes 2012). For example, Marsh et al. (2016) describe a child playing a

spelling a game who:

vVAgEeUE geéeAA AO&UEi A¢ ¢gC géeU c¢AyU+rE EhGUE
the line underneath the depiction of a word he was supposed to spell, he
raised the block up to the top of the screen and made it disappear

Marsh et al. (2016, p. 250)

There are many studies that have aimed to understand the play supported by
different digital games. In this study, | draw parallels with the research on
Minecraft. In this game, players construct virtual worlds using coloured blocks,

which can be occupied collaboratively in multiplayer mode. The virtual worlds, and

17



the play that this supports, has garnered academic interest. Most research focuses

on the videogame version of the game. For example, Bailey (2017) investigates

Minecraft in the context of an aft er school club. This study illustrates that play was

T EUAgi 1 U AAO iyAci AAgi1t U J1UAgAAcuUO AT ECEE
betweentheonandoff-ET EUUA Oi y UAEi CAE]l] ~+AiauUJ s+ 1"
mobile version of the game is said to be underrepresented, despite the prevalence

of Minecraft play on mobile devices (Mavoa et al. 2017) and the importance of haptic

play, which is more fully realised in mobile play (Schneier and Taylor 2018).

Considering the mobile version of the game, the rela tionship between mobile play

and the nature of spaces for play is scrutinised by Balmford and Davies (2020) who

suggest particular scenarios of Minecraft play renegotiate household spaces. The

scenarios include the gameplay itself and the haptic effect of gameplay (see Section

2.2.7). Balmford and Davies (2020) claim that the space of Minecraft can become an

extension of the family home and reshape the perceptions of play and family

dynamics, highlighting the importance of research on mobile, digital play.

As the gameplay of Pokémon GO occurs predominantly outdoors, | now focus on

exploratory play in the context of digital games , defined by Marsh et al. (2016) as

Iplay in a digital context in which children explore objects, spaces, etc. through the

sensesiA CEOUE ¢gC &« AO Chg i A=CEyAgi CA°~ CE Uieéeu
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2.2.3* Explorative Play
Previous research indicates Pokémon GO gameplay impacts the ways in which

players explore their urban environment. Graells - Garrido et al. (2018) seek to

guantify the effect of Pokémon GO within Santiago, Chile in relation to its floating
eCehuAgi CA eAggUEAE" DNéilée 1OUACgUE geU Ahyi
OhEi A¢ A EeUlieail @UEIiCO Ce giyU 1hg WecC OC
Using spatial distribution data of mobile phone cell towers, they compared the

distribution of players pre -release and post-release of Pokémon GO. Graells

Garrido et al. (2018) illustrate the week after the release of Pokémon GO,

connectivity to the Internet increased by over 10%. On the mobility of players, they

explain:

On the one hand, people take advantage of commuting times and breaks
during the day to play the game. Thus, players tend to be near their
work/study places, which are mostly downtown. On the other hand, on
weekends at night the effect is more diversified, implying that people tend to
play the game in places near their homes.

Graells- Garrido et al. (2018, p. 12)

This suggests that Pokémon GO players only play in their immediate surroundings,
near their wo rk or home. However, it could be argued that weekends represent a
diversified mobility pattern as players have a longer time period to travel to
different locations for gameplay, though this is not fully explored. Despite this, their
findings indicate Poké mon GO increased the number of pedestrians on the city

streets, occupying spaces they might not occupy ordinarily.

There have been some previous attempts to ascertain the motivational drive of

real-world locations for players of location -based games.Hamari et al. (2019) and

Malik et al. (2019)consider the relationship between motivation and locations.

Hamari et al. (2019)reported the majority of Pokémon GO players are motivated to

UijeaCEU AU & aAT Utkeveni miadnbr6fplByig lochtio n-aged g
gamesAE AT gii1igi UE yAeeUO CAgC eeJEiTAu ucClAul
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(Hamari et al. 2019,p. 812).Furthermore, t hey acknowledge the potential of
location-based games in relation to stealth learning, which they describe as the
accidental or inadvertent learning about real -world locations whilst playing
Pokémon GO .Stealth learning and the role of real -world locations is largely
unstudied in relation to location - based games such as Pokémon GO On the other
hand, Malik et al. (2019) consder how gender and age influence motivation for
playing location - based games. According to their survey results, female players are

more motivated than male players to explore the built environment. T hey claim:

The likelihood of being attracted by the physical exploration features of a
game can be a response to the fact that women are generally more cautious
and concerned about their health, and that leads them to use various
technologies for seeking health -related information and support more
actively than men.

Malik et al. (2019,p. 9)

This assumption is not unpacked further and is therefore problematic. M alik et al.
(2019) attribute the discovery of new locations to the health benefits of walking to
the places rather than anything specific about the built environment. Regarding the
age groups, they find that while scores increased slightly with age , there is no
statistical significan ce within the results. However, they do note that the mean
scores across all age groups for physical exploration was the highest among all the
gratifications. Therefore, while age is not a significant factor, physical exploration

itself is important.

The notion of Wayspots being a gateway to new real-world locations is evident
during the summer of 2016 when the game was first released. Kohn (2016)
evaluated how Pokémon GO changed the usage of libraries in the USA.Libraries
became Wayspots and therefore players came close to the libraries for Pokémon
GO play Libraries and businesses re sponded to this in various ways. Kohn (2016)
describes how one library set up a welcome table at the entrance of the library to

greet players. Another library such as Barring ton Area Library introduced what

20



geudJ TAauUO A sC+UWNAuG+ NeUEU {1geéeu ¢CAu WUAE ¢
sC+UzgCeE WDéiaU geudJ i AgUEAT guUO i ge UAT e Cg
2016,p. 8). This correlates with a Pokéwalk as described with in Vella et al. (2019).

Furthermore, f ollowing the release of Pokémon GO, Carol Stream Public Library
EUBCEgUO géeAg 1 EATUICC+ EUATé& AAO UAGcAcUYyUAg
novel circulations up 5 percent, and video games up 26 percent] ~ WCé @A 113+ + " °

which they attribute to the ir Pokémon GO promotions.

In addition, Costigan et al. (2017) describe how they engagel with the Pokémon GO

community: ¢éi E AU UA¢Ac¢UYyUAg EAi EUO géeU ail EAE
community, which resulted in staff of the library being invited to give presentations

at special panels and provided the library with the opportunity to collaborate with

other sectors of the community including the university, which then meant the

library could provide more training services. ¢ 6 UJ EUeCEg° {1géU ghEACF
training sign - ups increased, and we began getting more attention from upper

yAAAcUY UAg | =~ -201E@m 28); Phdse éxgmpléstindicate how Pokémon

GO enabled the library to extend their services further into the community, which

has benefited the community asawhole AAO i E T EhT i Aa &=CE géU ail
The exploration of new locations and engaging with services in different ways

which become entangled with Pokémon GO gameplay,tie closely to the conc ept of

urban play.
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2.2.4* Urban Play
Section 2.2.1 illustrated the difficulty defining play. Hendricks (2020) notes how play

i Dideei Thug gC 1TCyeEUEUAO AAO i Al UEgbag AgU1 ™ ¢
(Uchida and Nelson 2010). Asnnocent and Leorke (2020) note, this means the

concept of urban play is especially difficult to define. Stevens (2012) describes

hEl AA eutAJ ACg AE A EUg Ce E+<iG0uE CE Algiiig
2016, p. 28), linking to the notion of playful behaviours. Stevens (2007) draws on

Caillois (2001) as a means to categorise urban play in the form of: chance,

competition, mimicry, imagination, fantasy, and role play . The majority of these are

applicable for this study.

On the other hand, de Souza e Silva and Hjorth (2009) developed a

conceptualisation of urban play as a means to understand the playful activities

encouraged by location-based gamesi AEUO CA + Hdnéuk) @rditsE U+ E

modern day equivalent phoneur - Luke 2006),2 U1 C EéyveEand parkour. Using

these concepts, de Souza e Silva and Hjorth (2009) illustrate how location - based

¢cAYyUE &A1 U JECCQE i A ¢géUEU@p.BoB)ETae nudecetiCEY E Cee
century figure of the fldneuri E- OUET Ei 1 UO AE A° P@icoi 1 1 eAEAI
reterritorializes the city through a series of playful actions | ~ OU zChk A U zi G
Hjorth 2009, p. 607). They link this concept to the phoneur (Luke 2006), a modern-

day equivalent who uses a mobile phone to traverseacity CE A 1y Cl i 0 U éé CAL
EgECuUGi Ac ¢ é U 2006, . 18%2)IDASolra e Sika fand Horth (2009) also

use the concept of dérive, which is described as the moment :

One or more persons during a certain time drop their usual motives for
movement and action, their relations, their work and leisure activities, and
let themselves be drawn to t he attractions of the terrain and the encounters
they find there

Debord (2006, p. 62)

De Souza e Silva and Hjorth (2009) contend that the dérive encourages players of

location-based games to view their environment in a new light and explore new
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parts of their environment unexpectedly. Furthermore, de Souza e Silva and Hjorth
(2009) also draw upon modern urban play practices such as parkour (Figure 2] as
an example of how individuals have used their urban environment for enjoyment in

unexpected ways.

Figure 21- Parkour

De Souza e Silva and Hjorth (2009) describe Pokémon GO players using and moving

within city spaces akin to the faneur, phoneur, dérive, and parkour, suggesting

urban landscapes have been associated with a form of play prior to the advent of

location-based games. Based on this, e Souza e Silva and Hjorth (2009) conceive

spaces not only as social spaces (Lefebvre 1®1), but also as playful spaces. This is

1 UT AhEU 1éeuAJ i E AA i AgEi AEi1T ECTiAu yCi UyUA
T UGgNUUA eucCeaUl ~ OU z2009,p.804) ) see SedtionR3dnA O Ko CEg é
space). Playful spaces are a product of the peopl e who inhabit these spaces, such

as those engaging in parkour or Pokémon GO players who visit a real - world

location to catch a rare Pokémon. This conceptualisation is helpful in the context of

this study as real-world locations b ecome associated with play when players visit

the monument for item collection. Furthermore, it is important to note s ome
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Wayspots, such as parks and sports fields, are already associated with some form

of play. However, these real-world locations are not necessarily associated with
location-based, augmented reality mobile play. Therefore, this study does not
assume real-world locations are not already associated with a form of play. Rather,
thisstudy amsgC UijeuCEU euAJUEE:+ Ui é UE toldshablishE

how Pokémon GO contributes to the playful nature of urban spaces.

The concept of urban play (Stevens 2007, 2012, 2017) and urban pldyl spaces (de
Souza e Silva and Hjorth 2009) help to understand the playful experiences of
players of location - based games such as Wayfinder Live (see Section 2.1.3).
Innocent and Leorke (2019) observe players territorialising the city (Melbourne) via
the searching and scanning of urban codes (fidneur/phoneur) and players taking
different walking routes as usual (dérive). Furthermore, the locations of the codes
in non-descript locations such as bollards show that urban environment can be
used for play in different ways (parkour). Innocent and Leorke (2020) also comment
on hardcore urban play, which is characterised by completionist playful behaviours
and competition. Motivation to play the game manifests as players leaving their
homes late at night to play or returning to multiple locations for play, ultimately

taking any measures needed to complete the game (Innocent and Leorke 2020).

2.2.5> Outdoor Play
As noted previously, de Souza e Silva and Hjorth (2009) theorise that the play of

location-based games is characterised by historical and other forms of play.
However, it is important to note, there is a large body of research focused on
outdoor play in early childhood studies (Bilton and Waters 2016; Canning2013;
Davies and Hamilton 2018; Dhanapal and Lim2013; Elliot2015; Fjartoft 2004,
Gallagher et al. 2018; Mackinder2017; Waller2007, 2014). Tk growing body of

i geé-

-~ A~ N P

research into theroleof the Ch g OCCE UA1 i ECAYyUAg @éAE &Ci hEUO

aspects of working outside, of persuading staff as to its benefits and the educative

ehEeCEUE Ca géi E Eé R016p. 3). TheintrépseAn inferesdhag Ag UE E

been attributed to new policy in England (Elliott 2015), such as the Learning Outside
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the Classroom Manifesto (DFES20* " ~ > Jéil & EgAQUE JUI UEJ JCh/
experience the world beyond the classroom as an essential part of learning and

personaldevet Ce y UAg"- WeéeAgUI UE ¢geéuUi E AAndtableAl i i gJ ¢«
study by Fjgrtoft (2004) illustrates the role of nature within play and learning.

Referencing various landscapes such as forests, beaches, riverbanks and

mountains, Fjgrtoft (2004) argues these represent a {dynamic environment and a

stimulating and challenging playground for children 1 (p. 36). Through observing

young children within nature, play has been categorised as either: functional play

(running, jumping or throwing), construction play (building shelters or dens), or

symbol play (playing house or pirates).

¢t UEUx=CEU" WéiaU OU zChkA U ziair A AAO Ko6CEge
play is helpful for this study, this understanding of play does not fully consider the

growing attempts to blend outdoor environments with in the curriculum in early

yearssettings CE géU EUEUAET & geéAg EUU+E ¢gC ,hAOUEEYg
nor the location - based activities rooted in nature with Japanese culture as

discussed below.

2.2.6* Japanese Seasonal Play
Section 1.1 introduced Niantic, the AR specialist company based in the USA

responsible for the creation of Pokémon GO. The Pokémon franchise, however, was
conceived by Japanese games designer Satoshi Tajiri, a young Japanese game
developer who was motivated by his love for nature in an increasingly urbanising
Japan. The vast Pokémon franchise, the licencing of which belongs to the Japanese
media company Nintendo, includes various console games (see Appendix 1), trading
cards, films and an animated series (Apperley and Moore 2019). This is important as
Davies (2020) illustrates that the gameplay of Pokémon GO has roots in earlier
forms of Japanese play (Figure 22 and 23), contrasting with the conceptualisation of

urban play as outlined by de Souza e Silva and Hjorth (2009) in Section 2.2.4.
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Figure 22 - Comparison of Play
Pokémon GO Play Japanese Asobi

Visiting Wayspots -CuaUl gi A¢c EgAyeéeE Ag QgEAI A
Shinto pilgrimages

Design of Pokémon Japanese creatures and mythology
Catching Pokémon MAEUT g T CuaaUl giAc {1yhEéi |

Pokéball device 2 UAOi A¢ yAT ei AU TAEhGUE |
Cataloguing Displaying insects

Pokémon (Pokédex)

Battling Pokémon Insect fights

Figure 23 - Stamp Collecting

Davies (2020, p. 312, Figure 1)

Davies (2020) spotlights the Japanese social practices and non- digital technologies

geAg éAI U i AmCEyUO géeU =EAAT &i EU EhTé& AE {yA
administrative procedures of religious pilgrimage and insect collecting,

i AEAEgQENRT ghEUE C& gChEi Ey"> AAO ATheg®dCE+E Cea
practices align with asobi, a Japanese term that commonly translates as pl/ay,

though Davies (2020) explains asobi denotes more than play, mirroring the difficulty

in English defining the term. Drawing from Cox (2002), Davies (2020) describes

asobi is a seasonal activity that relies on order, discipline and organisation, which

contrasts with traditional Western forms of play that are understood as

26



spontaneous (see Section 2.2.1)By examining the locative practices and playful
collection activities within asobi, Davies™ 6 + 6 4+ © Eh¢¢UEgE 1sC+UyCA G
represent archetypal albeit unconscious participants of traditional culture, spiritual

Al giirigd AAO VAeAAUEU yCOUE Ce euAJ] ~e: ww

In addition, this study draws on Apperley and Moore (2019) and Hjorth and
Richardson (2014) who consider how the relationship between touch, gesture and

spatial practice in Pokémon GO creates new possibilities for ambient play.

2.2.7* Ambient and Haptic Play
Discussed previously in relation to Minecraft (Schneier and Taylor 2018), ambient

play has an important role in Pokémon GO. Hjorth and Richardson (2014) describe

Ayl i UAg eaAJ AE geéeU 41gATig hACzeiliAa AAO i
TCyyhAiTAgi CAI ~ée: "s” Péeilée gA+U éeuodm U Ag ¢
of the touch of the mobile device and the act of swiping the screen to catch a

Pokémon, which creates a visible haptic effect that becomes intertwined with the

play itself . Apperley and Moore (2019) illustrate the Pokémon franchise has a

history of inc orporating peripheral devices into gameplay such as the Pokewalker

(Figure 24) that enables players to travel with their Pokémon caught in the main

series games (Appendix 7). The builtin@ UOCYy UgUE 1i AaeathUAT UO WéiT ¢
Pokémon would appearingAy Ul ~ eéeUEGuUJ AAwhich Orodeted & + + * °
walking to an integral gameplay mechanic. In the context of Pokémon GO

specifically, the Pokémon GO Plusaccessory (Figure 25) allows players to catch

Pokémon and interact with Wayspots with out the need of the mobile device.

Figure 24 - Pokéwalker Figure 25 - Pokémon GO Plus
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Hjorth and Richardson (2014) suggest by extending play to the body and the location

of play, the haptic effecty A+ UE Ay1l i UAg euAJ J1AA i AgUcEAU e
AxzzeUl g° AAO Uyl COiyUAgl ~e: "1 7: ¢&iE hAOUEE
GUAE ¢gC UijAyi AU aAJUEE+ @eEUEUAT U i A ehilail

Moore (2019) who make the following claim:

While individual users may be only co- present through their physical
proximity, or doubly co - present through sharing the augmented vision of the
Pokémon GO app, the haptic effect of the physical enactment of the game
creates a space of shared play that is extended beyond physical proximity by
photography and social media.

Apperley and Moore (2019, p. 7)

Players share the experience of touch and gesture in real -world locations, which
UEgAI Gi EEUE AA | AeeeaeUl gi 1 U E Udedrdhen players™ ¢ C1 i A
recognise other players who might be sharing a similar or the same embodied

experience. Apperley and Moore (2019) argue the affective resonance created

geECh¢ce geU eAegil UzxxeUlg Ce euAJ UEgAI ai Eél
playing with an app on their device, but with their body and with the bodies of

others, through mutual and visible experiences of touch, gesture, comportment and
yCliuigd EAEUO géEChgeé eeJEil Au eECijiyigdl

further b y examining the experiences of players with(in) spaces for play.

Some research indicates the environment of play influences the experiences of

players. Using an anecdote of his own gameplay experiences of Halo 2(Bungie

2004), Giddings (2009) discusses the spaces he occupies for gameplay. He refers to

EeAT UE AE 1 UiA¢ 40hOiTAGud TeAEcUOI " Wéeileé L
1 ChAOAEi UE 1 UgUNUUA éehyAAE AAO yAT éi AUl "~ Gi OC
resonates in this study in relation to the transformation of real -world locations into

spaces for play. Ludically charged spaces influence the ways in which children

interpret real - world objects. Giddings (2009) describes a scene where his wife

pointed out wild mushrooms to his children while on a walk, which resulted in them
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racing around a field. This is because the children associated real -world
mushrooms with Power Up Mushrooms in the arcade racing game Mario Kart
Double Dash!!(Nintendo 2003b), which provides a temporary speed boost for the
racer. Location - based games offer an insight into these types of playful activities

that emerge via the merging of the actual and augmented reality.

Pauw et al. (2017) acknowledge that Pokémon GO brings players to real world

locations and so they seek to better connect the theories of place -based learning

and affinity spaces (see Section 24). To do this, they observed 31 Pokémon GO
playersaged 144 ' éGAJi A¢ géU c¢cAyU i A TUEgAi A UA
park, wooded area, stream, bridge, community garden, open field, parking lot, and

Caei 1 U 1 hi G O0i2017) which allAnbludedWayspots.:Following the

gameplay session, the Pokémon GO players ideated designs on flip chart paper in

groups. Pauw et al. (2017) analysed the designs to posit three implications of

Pokémon GO and place based learning. They report players connecting with the

environment in various ways through Pokémon GO. For example:

In one instance, learners shifted from talking about grasst ype Pokémon to
talking about the local plants and tried to identify them. In another instance,
learners came upon a very dirty puddle with trash in it. The learners
commented that they would not look for water type Pokémon there no
matter what due to how p olluted it was, connecting the observed pollution to
the health of the Pokémon.

Pauw et al. (2017 p. 277)

Furthermore, they report players showed a desire for more information about the

points of interest they visited, suggesting the information about th e Wayspot

provided in the game was insufficient. Pauw et al. (2017) also report social

interactions are important between players, though not through technology. Rather

géeuU euATUE i A Wéeileée geU cAyueuAl CIThEEUO

summary of their findings presents an interesting line of enquiry.
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These observations and designs point to technologies putting the unique
features of the place at the centre to help learners connect the places back

to their affinity spaces

Pauw et al. (2017 p. 278)

The small- scale study of Pauw et al. (2017) exemplifies the potential for location -
based games to develop understanding of spaces for play and how players

understand and interpret the world around them (see Section 2.2.3).

This section has sought to locate the study in relation to play. To do this, |
elaborated on the multiple and contrasting perspectives of play pertinent to this
study of Pokémon GO. It is important to note that play is bound to space, especially
in the context of location - based games where gameplay occurs at real - world
locations. Therefore, | now seek to explore previous thinking around space and
place as a means to understand the experiences of Pokémon GO players situated

within real -world locations.
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2.3 Space and Place

2.3.1* Space
There are multiple conceptualisations of space | draw on in this study. Tschumi

(1996) comments specifically on the conceptualisation of points of interest within

the built environment , which correlates to the concept of the Wayspot . He considers

geuU T hiug UAIi ECAyUAg AE 1Cge EeATUE AAO Ui L
always been as much about the event that takes place in a space as about the

Eée Al U (p.@32)UThesllality of space and event highlights spaces as being

active, rather than static entities. Spaces are therefore defined, constructed or

characterised by the event taking place at the space. To capture the notion of active

spaces, based on Lefebvre (199), thisstudy conceptualises space as a social

product rather than as pre - existing physical spaces, which presumes a Wayspot is

more than simply a fountain or an interesting piece of architecture and they reflect

the social and economic history and curren t status of the location.

Lefebvrer @991}ripartite conceptualisation of space is helpful for this study. He
posits spaces are composed of three intrinsically linked elements of space :
perceived, conceived and lived spaces. Perceived spaces link Idaily reality and
urban reality (the routes and networks which link up the places set aside for work
LeEi 1T AgUr Gl Uz A&dihlp38ICdnhbeizad Spacesdemonstrate the
OUE i e iAtehE which we can interpret and influence as we use the spac e. For
example, a person could occupy a public square for relaxing during lunch hour or
busk during the evening. Finally, lived spaces are described spaces through poets,
artists and writers. Z UeaeU 1 (181 cdiceptualisation of spaceoffers this study a
lens through which to examine the experiences of players in spaces. This study
aims to represent the lived experience s of players within lived spaces , experiences
as described by myself as the author. The notion of lived experiences captures the
dualism of space and events (Tschumi 196) as Pokémon GO players interacting

with Wayspots represents an event within a space.

There are other related conceptualisations of space. Soja (1996)and his theory of
Thirdspaceis derived from the wor k of Lefebvre (1991)He redescribes and
EUI AUAAT UE ZUe&Ui 1 EU+E ~1°" " 1”7 & Fisistheer UO" 1 CAI
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correlates to perceived space, Secondspaceto conceived space and Thirdspace to

lived space. Soja (19960OUET Ei | UE & i E AicallydifferehtévayAfE A | EA
uCC+i A¢g Ag' i1 AgUEeEUgi A¢ AAO Al giAg¢ gC 1 eéAAg
(p- 29). Thirdspacetheory offer s this study an alternative way of viewing points of

interest and spaces. For example, the area surrounding a pub lic library would be

Firstspace, which could be represented as a map that would provide a rational

perspective. Secondplace is the conceptualisation of the Firstspace, such as a

poster about the library or a painting or photograph of the library. Third space space

relates to how people experience the library both inside and outside the building

and how people interact with each other. This study, which aims to explore the lived
experiences of players with(in) playful spaces, is concerned with Thirdspace.

However, thirding encapsulates all elements of spaces as Soja (1996) illustrates

Thirdspace is not distinct from Firstspace or Secondspace, rather they are

interconnected, which offers the flexibility required within this study of lived

spaces.

Other spatial researchers include Massey (200 5) who argues that it is important to

reflect on how we think about space. From the context of politics and globalisation,

she argues for an understanding of space that: 1) recognises spaces a product of

inter relations, therefore linking to Lefebvre (199)and Soja (1996, 2) that

acknowledges spaces do not exist in isolation and 3) recognises space is always

under construction. s if UET U ~s 14 '~ OUETEiIi T UE _AEEUJ+E i
highly, variegated,anO OJ AAYy i T A u(p.8). This denivesifrdgthe physical

characteristics of the space, its relational proximity to other users, and the

experiences of humans. Massey (2005) emphasises the need to understand space

in a similar way to how we understand time. Space is not fixed and space is

T CAgi AhAaudJ 1T CAEQEhRT guUO" éicéuicéegUO 13 _AEE
throwntogetherness . The dimension of time within space is also considered by

Ingold (2007), who describes lines of movement that encapsulate 1 1J A 0 +aikiAg;

AAO ¢ UE g i(pl 10 thrdughi tile from birth, through a lifetime and beyond,

indicating the lines continue infinitely . For Ingold (2007), walking and movement are

essential elements of lived experience. He uses the concept of wayfaring, which he
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OUexi AUE AE A 1 Cheéeuai Ag¢ Cea 1 0000y Mavhichhe AAO & UE
AEchUE T E 1geU yCEg &=hAOGAyUAgAu yCOU 13 weiil
e6hyAA" [ Aé Al(p.§l). §pacd is thangear érlconstructed by the movement

of people through it. Previous studies have used Massey (2005) and Ingold (2007) as

a means to understand the experiences of individuals within space. Hackett (2016)

uses this understanding of space as a means to describe the movement of children

through a museum to argue that movement through place creates embodied, tacit

ways of knowing and experiencing the world. Therefore, a n understanding of space

that emphasises the progression of space is useful for this study, which considers

the ambient movement of Pokémon GO players(Apperley and Moore 2019)through

and withinthe 1 G h Oi T AaaJ 1 & 20X pJIdE)spaces théy@dcdpy far

gameplay.

2.3.2* Place
Agnew (2011kuggests space is general while place is more specific. For the

research of Pokémon GO players and civic engagement, | draw upona range of
other conceptualisations of place that provide a greater scope for analysis. For

example, Tuan (1977) correlates space to movement and place to pauses.

If we think of space as that which allows mov ement, then place is pause;
each pause in movement makes it possible for location to be transformed
into place.

Tuan (1977p. 6)

Through this metaphor, space becomes place. This also emphasises the dynamic
AAGhEU Cae EéAl UE A A 096} Ehé&metaphorisMligstrated within & h y i
-EUEEWUGG ~s1 4" 7 PecC UijeuAi AE 1D8UA éhyAAE i
and then become attached to it in some way (naming is one such way) it becomes a

é U A [p\16).This distinction broadens the notion of an event. An event does not

necessarily entail a person occupying a space. It could be more abstract, such as

the naming or drawing of a space. Toexemplify this, Cresswell (2015) uses a story
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from Raban (1999). Within this story, Captain Vancouver during hisexploration of

the western North American coast during the eighteenth century witnessed natives
taking strange routes through the coastal seas as opposed to the direct, seemingly

more obvious route. Natives used a particular route as they perceived the se a as a
series of places associated with spirits and dangers. Cresswell (2015) explains
JJéeiau geu 1 CuCAi Adand gy Blank spate; thenatikes sagvé U E U
plAT (pl15).This understanding of place, one that has a connection to people, is

- s~ =

geu 1 AEiE Ce ZU&UIl 1 EUFE ~+"'"1” hAOUEEgAAOIi Ag

As a game that relies on the augmented map, | draw attention to Mackey (2010) as a
means to illustrate how young children use mapping to understand the places
AEChAO geéeuy: Al +UJ ~s111” aCl hEUE CA AA AEU
Canada, which she occupied regularly as a child. Through her experiences, she
describes space becoming place (Tuan 197) through the process of m apping the
area, which ltakes into consideration the paths, districts, landmarks, edges - crucial
T CyeCAUAGE Cee A RdOp 38@.Mackey £016)drdues the process of
adapting space to place correlates with the process of learning to reading. Bo th
require the reader to disentangle meaning, whether it is from words on a page or
from space to create place. The notion that readers draw from their real -world
environment to understand a text, described by Mackey (2010) as a life- book
relationship, has implications for children who have travel led less. Mackey (2010)
suggests that young children have fewer opportunities to map their local
surroundings due to the rise of personal car ownership and screened devices,

which inhibit individuals from engaging fully with their surroundings.

There are binary conceptualisation s of place as suggested by Augé (1995. He

characterises a concept of non-places, which are places that do not have

JEUGAgiIi CAAG" éi EgCEIi T AG AA®S p. TAHsAgmerd i ge i
for this conceptualisation derives from living in an increasingly urbanised and

globalised world, which have resulted in a rise of non - places such as airports and

supermarkets. This understanding of place removes the social dimension, which is

problematic within this study of experiences of Pokémon GO players. Akin to
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Lefebvre (1991) and Soja (1996), places have also been conceptualised using a
tripartite system, which offers more flexibility , such as by Oldenburg (1989)who
refers to third plac es as the communal places in a society that allow a society to
develop such as parks and community centres ( first places are home and second

places are work).

While this section so far has focused on the different ways in which space and
place have been conceptualised, the literature relating to how individuals interact
within spaces and places and the connections they form within the spaces and
places they occupy is discussed further in Section 2. 5. Next, | examine how the
representation of spaces, places and Wayspots on the game map or interface have

the potential to influence gameplay experiences.

2.3.3* Representation
Within location - based games, spaces and places are represented on maps in a

variety of different ways . Section 1lillustrated the design of the augmented reality
maps of three different Niantic games and presented the concept of the Wayspot
specifically within Pokémon GO. This section highlights the research that has
attempted to theorise how mapping software and augm ented reality maps influence

understanding of space.

De Souza e Silva (2006)originally conceived Aybrid spacesAE gé U Yy UE¢UE Ca
physical and the digital in a social environment created by the mobility of users

connected via mobile technology devices (p. 263). While the technology pertaining

to location - based games was very different in 2006 to present day 2021, the

observations highlighted by de Souza e Silva (2006) are still pertinent now. De

Souza e Silva (2006) acknowledges the connectivity of mo bile devices is entirely

different to static devices at home, such as computers. Users of mobile phones are

Al uU gC 1T AEEJ geuU Oici gAu Foecil268). Aldkisgne geée Uy
connected to the Internet via a mobile device in a physical sp ace belongs to a

distant context as well as the physical context shared with other people. This
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phenomenonisalso EUseUEEUO ¢gC AE JUA&aCuOUO EeAT Ul 13
geu OChiuiAg Ceae EeAT U 1J z1 AAAUG ~+' "7 ¢el
zChkA U ziGai A ~s10"” AE 1géeU 1 CEOUEE 1 UgUNUUA
G§CAcUE T AA 1 U (p.269)Agbiidspaled aeé saitlt® eénable players to

yCi U i A AAO Chg Ce géU c¢cAyU =EUUUJ AAO EC geé
Souza e Silva and Sutko 2008, p. 455).

Referencing early location - based games such as Botfighters = Mg + E air U _Cl i
Games 2001) that allowed players to connect with each other through the mobile
interface in the same physical space, de Souza e Silva (2006) explains such games

change the perception of physical spaces. She claims:

By transforming the city space into the game board- or by taking the game
out of the computer screen ~ the familiar space of the city is transformed into
a new and unexpected environment. It is as if the game creates an imaginary
playful layer that merges with the city space, connecting people who
previously did not know one another via mobile technologies according to
their movement in physical spaces.

de Souza e Silva (2006,p. 272)

This is elaborated upon within de Souza e Silva and Sutko (2008) and Sutko and de
Souza e Silva (2010) who use the games / Like Frank (Blast Theory 2004) and Day
of the Figurines (Blast Theory 2007) to illustrate the community - building
capabilities of location - based games through the interface. Location - based games
have the potential to show the proximity and activities o f other players, which they
claim encourage players to presume community so players have fun even if other
players are not nearby. This phenomenon varies depending on the type of interface
incorporated within the game. Sutko and de Souza e Silva (2010) de<ribe two types

of interface as summarised in Figure 26.
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Figure 26 - Game Interfaces

Eponymous Anonymous
Definition 1 ldentifies users by 91 Does not identify users
location and username individually
Impact on 1 Encounters with other 1 Provides a safe fagade
Gameplay players are goal - oriented 1 Playersrely on
1 Communicate directly appearances and
with other players behaviours to identify
1 Affords coordination with other players
friends and 1 Communicate indirectly
acquaintances with other players
9 Affords coordination with
strangers

Figure 26 illustrates the format of interface of a game influences the experiences of
a player, and according to Sutko and de Silva e Silva (2010), influences howa player
perceives the spaces they occupy for play. This is useful in this study, which

considers the impact of the augmented reality map and relation to Pokémon GO

play.

| draw attention to Lammes and Wilmott (2018), who argue when location - based

games use digital maps as gameboards that have playful transformative

capabilities. However, they suggest this is only applicable to games that incorporate

hAUOi guUO UI UEJOAJ yAeéE Ehilé AE teGrigipaliU _ AeE A
elements of their functional cartographic design 1~ &@és and Wilmott 2018, p.

653). This contrasts with games such as Pokémon GO (and Ingress, see Section 1.1),

whose interface is heavily stylised, exemplified through the removal of road names

for example. Referring to games with this type of augmented reali ty map, Lammes

AAO piuayCgg ~s1 1~ AEc boselygnabedddd AefiettiBreefitieU i E CA
physicalspacel ~é: "'s”: MA EUO0Agi CA gC ¢cAYyUE géAg
g & Unybridise the map (as a game- board) with the playground (as an area for

gChEi A¢” 1 ~ZAyyUE AAO piaycCgg s+ 4 @&: "' w”

ITAEgCcEAéeil aCc¢ill] Cae geU yAe  DDeile geud

EGAJUE ¢gC J4EUAU¢Cgi AgU EeAgi Au EUuUAgi CAEIl ~ 1
Games with everyday maps as a gameboard are said to heighten the affordances of

mapping, enabling users to navigate their environment using the map from the
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game. Play transforms the purpose of the map and the functionality of the space.
However, this only applies to games which incorporate everyday maps, effectively
excluding Pokémon GO. This study aims to understand how the augmented reality
map of location-based games such as Pokémon GO, which do have a stylised map,

influences how players understand or occupy t he spaces in which they are playing.

Wayspots are real-world locations represented on the augmented reality map of

Pokémon GO as either PokéStops or Pokémon Gyns (see Section 1.1). Information

about the Wayspot is coded into the game, which can be accessed when visiting and
interacting with the Wayspot within the game. | previously discussed this in relation

to stealth learning (see Section 2.2.3). The availability of information for the player

iE iyeCEgAAg AE ig i E EAi Onafisédvigwonaree A OUI i T U
hAeAyi i AE e0AT U ig TeAAcUE JChE UifreUEi UAT U
linking of information to places has origins that pre-date GPS (de Souza e Silva and

Frith, 2010). Worldboard aimed to enhance physical spaces with digital information,

Deiie WChuO aCE UjAyeaU AaacCl i AOGi1i OhAUE ¢CcC
geU Chgui AUE Ceae géU 1 CAEgUUUAgi CAEl ~zeCeéEUE
three ways in which location - aware technology is able to alter perception of space

and place: digital information becomes a part of the space, spaces can be

personalised for the individual , and useful information about the space is stored

within the space meaning it is readily availa ble.

However, some researchers argue that the interface of the mobile game poses a

barrier, preventing the player from connecting with real -world locations in a

meaningful way (Farman 2012; Gazzard2011)and warn caregivers and the public of

the dangers of playing the game (Barbieri et al. 2017; Serino et al. 2016) Farman

(2022) critiques the spaces of immersion within location -based games. Describing

geu ¢cAyUeuAJ AE iyyuUOi Agu' éuU AET UEgAi AE geéeA
the process of sensor y-inscription and thus are unaware of how their body is

i AETEil UO ATECEE géU EeéeAlT UE Qemf Al AAO geéeU
Elaborating on an incident where a Geocacher was reported for suspicious

behaviour, Farman (2012)believes players of locati on-based games are not aware
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of their surroundings as they are too focused on play. Therefore, by playing the
game, the player is separated from the physical location. Furthermore, Gazzard
(2011) examines how relationships with spaces and places might be changing. While
not necessarily a critique of location -based games, she explores the notion th at
locations have a functional purpose only. For example, Gazzard (2011)questions
whether the spaces occupied by players of location - based games are viewed

simult aneously. In this context, she refers to real-life world spaces and the
augmented map. Her analysis of location- based games supports Farman (2012) as
she believes the real - world locations are obscured by the game screen. The
location in which the gameisbUi A¢ 0 AJUO i E ACg ¢geéeU &«CihE"
1 UT CYyUE geuU eEi y ABM1pad3). This suggestsAhatwAilE the
player physically occupies spaces, they are not truly aware of the surroundings

since the player is focused more on the gam e. This is further exemplified by

Barbieri et al. (2017) who use a case study of a Pokémon GO player to demonstrate
the risk of location - based games. Their analysis of the case study, which involved a
Pokémon GO player being hit by a van while crossing the road, indicated it was the
inattention of the player that caused the collision. The case studies presented by
Farman (2012) and Barbieri et al. (2017) illustrate there are risks playing games in
urban environments , though it is problematic extrapolating t he severity of the risk

based on individual cases.

The overlay of the digital images on physical world contexts is explored within Ortiz
de Gortari (2018) in the context of Game Transfer Phenomena (GTP), which they

define as:

Hallucinatory - like phenomena in various sensory modalities with video game
content (e.g., seeing images, hearing sounds, tactile and proprioceptive
sensations, misperceptions of real -life objects that share similarities with
elements in the game, and perceptual distortions of objects and
environments

Ortiz de Gortari (2018,p. 383)
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Akin to this study, Ortiz de Gortari (2018) acknowledge location- based games offer
a unique lens to study games as gameplay occurs at specific locations where
players shift between the physical and virtual worlds. She report s 80% of the
survey participants experienced some form of GTP. Thisindicates players of
Pokémon GO visualised elements of Pokémon GO in their mind when their eyes
were closed, re - experiencing music from the game, pretending to catch Pokémon
through hand gestures, all of which are often triggered by a stimulus in the physical
world , highlighting the importance of Wayspots for playful experiences. Ortiz de
Gortari (2018) indicates the locations in which players play Pokémon GO have

meaning to the player, at | east at a subconscious level.

2.3.4* Barriers
Pokémon GO players can experience conflict when playing in public spaces. Before

| discuss this further, i t is interesting to note how the media portrayed Pokémon GO

players, particularly in the days followi ng the release of Pokémon GO in July 2016.

Here, | discuss a small selection of articles ®@ECy géU EUeCEQUEE:r eéecCi A
indicate it is the players themselves who appear to cause conflict within the

community.

Griffin (2016) describes how Pokémon Gf @ G AJUEE éeuAc¢chUO A 1T Cheuu
turned into a Pokémon Gym. The author used tweets from a resident to describe the

potential impact of Pokémon GO such as lowering of house prices, increase in

burglary, loitering, and ultimately death, since some US laws permit shooting of

trespassers. However, the tweets were used out of context as the resident actually

believed the situation was humorous and as a pastor, enjoyed meeting new players.

Articles representing players as irresponsible and reckless also surfaced (BBC

2016). This article highlighted how a Pokémon GO player found a dead body in a

Wyoming river while searching for a PokéStop , suggesting the player was

responsible in some way for a crime . The author included a range of anecdotes of

players across the world, presenting Pokémon GO as a cause of injuries from

EeEAi AUO AA-GUE ¢gC TEC+UA 1 CAUE 1 UTAREU @éuaAjJ
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é & C A WAEil¢ it is not uncommon for moral panic of this nature to arise following
the release of a new game and technology (Laycock 2015), negative prevailing views

can impede the positive effects of gameplay (see Section 2.5).

Nonetheless, the requirement to occupy real -world locations may pose a barrier

for some players as hypothesised by Potts and Yee (2019).There is a body of
research showing differences in gender and age within public spaces such as
McDowell (1983).The perceptions of fear within public spaces has been a point of
interest within feminist geography literature as studies have shown that women
UijeUEi UATU 1A éUi¢gégUAUO Oi Ei CyeCEg AAO =UAE
(Potts and Yee 2019, p. 4). This is explored further within Malone and Hasluck (1998),
Day (2000), Whitzman (2007) and Yon and Nadimpalli (2017)here may be
differences in public space usage due mobility issues (Day et al. 2003 Smith 2008;
Yavuz and Welch 2010). Furthermore, marginalisation and exclusion are considered
factor s for differences in public spaces by Potts and Yee (2019), drawing on

literature suggesting housing ne ar to public spaces may exclude women from

public spaces (Whitzman 2013).

Acknowledging in the context of Pokémon GO that gender, age and spaces is largely
unstudied, Potts and Yee (2019surveyed 994 Pokémon GO players through a
guestionnaire distributed via social media. However, their results indicated there
was little statistical differe nce between males and females in relation to fear and
safety, mobility and access and marginalisation. T he results do not follow previous
literature, where statistical differences between age and gender in relation to game
use are found (McDowell 183). They postulate this could be because of a range of
reasons such as players avoiding the public spaces where they feel less

comfortable or that players are mor e likely to visit highly populated locations to
increase the likelihood of finding other players. In summary, since all players are
found to feel responsible for the locations in which they play Pokémon, Potts and
Yee (2019) suggesPokémon GO can improveée t AJUEE+ EUAEU Cea& euAl U
connection to the places in which they are playing . This therefore presents

sC+UyCA Gf AE AA JA EicAi @i 1 AAg CeeCEghAigJ
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underutilised public spaces, increase the physical and mental health bene fits of
ehlail EeAT U hEU' AAO UATChEA¢U ¢EUAQUE ECITi
and Yee2019,p. 14).

Akil (2016) reflects on how being a black man in the United States has affected his

gameplay experiences. The emotional language in the article Uij e EUEEUE ¢géU @& U 4
fear playing in public spaces, a gameplay feature which he describes as ruining the

game. This sentiment is highlighted further given the Black Lives Matter movement

of 2020. Furthermore, being homosexual can pose a barrier to engage ment with

and within public spaces (Valentine and Waite 2012). Marginalisation of minority

groups means not all individuals have equal access or have the same experiences

within public spaces. Though not specifically in the context of race or

homosexuality, Feldman (2018) investigates the barriers of players of Pokémon GO

in urban spaces. Through analysis of comments on social media platform Reddit, he

highlights the potential hostility players face when they choose to play Pokémon GO

in particular location s. The studyindicatesé t AJ UEE & A1 Uvethglé UEi UAT UO
e AEAEEYyUAg" AGcEUEEiIi 1 U G4AAc¢hAc¢ FeldmanR@8AEEhY e g
p. 295) at the locations they play Pokémon GO.

Experiences of place are complex and varied . This study contributes to the

Oi EThEEi CA Ca &Cl0 AA i AOGi1i OhAG+E i1 AQUEAT gi C
personal and social factors. This section highlights the factors which could

influence how Pokémon GO players engage with real-world locations. Though this

is counteracte d to a degree by being a gay man, as a young, white British male, |

acknowledge there are certain privileges | have when it comes to safety, mobility

and marginalisation, especially when travelling to new locations.
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24> Affinity Spaces
The aim of this study is to explore the playful experiences of Pokémon GO players

within spaces for play. Section 2.2 considered previous thinking on the nature of
play afforded by location - based games such as Pokémon GQ which highlighted the
link between play and learnin g. Section 23 discussed different conceptualisations
of spaces, place and the affordances of the augmented reality map. In this section, |

define affinity space theory and explain how the theory underpins this study.

Conceptualised by Gee (2004), affinti Ee AT UE AEU OUET Ei 1l UO AE | ¢
places where people affiliate with others based primarily on shared activities,
i AQUEUEgQE- AAO ¢CAUE' ACg EEAEUO (E&vj. U T UuA

T
T

Alternatively, affinity spaces have been definU O  Aé&physigal and virtual

locations (or some combination of the two) where people come together around a

shared interest or . A sea iHAyespddiDlincdn 2012,p. 3). Embedded within this

definition of affinity spaces is the notion that affinity spac es can be both physical

spaces (such as a classroom or a science laboratory) or online spaces (such as an

online forum or social media group). Gee (2004)originally based the concept of

affinity spaces on videogame cultures, though he noted spaces are not just

associated with videogame communities as{ ®AAE Cae U1 UEJgeéi A¢g ~U: ¢
books, television shows, videogames, various lifestyle choices) create and sustain

Aeei Ai g jp.8HEAIUUBIAEI E Cae géU ¢geéUQB)thal@ehpei 1 UE el
of traditional schooling , who argues affinity spaces are the most ideal learning

environments and potentially offer a better alternative to traditional school,

eECyegi Ac WUAEAUEE ¢ (p.89% EbEsxdmpld, heloliltnes hdwi & CCa - |
a typical classroom streams learners by age or ability and all learners are

encouraged to gain the same knowledge whereas affinity spaces are not

segregated by factors such as age.

Affinity spaces are saidto Ceea@UE A {1 e ClUUE&ha atiborEdn A Ca GUAE
i OUAg i @aD4, p.895AklA potentially powerful learning environment or
resource, affinity spaces have become the subject of research across the academic

community in different contexts (Hayes and Duncan 2012. For example, Wu (2016)
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investigates the affinity space of Minecraft hosted on the website Reddit.com The
website Reddit is a popular online forum, which is organised around numerous
topics, which lends itself well to host affinity spaces (Staudt Willet and Carpenter
2027). On the aher hand, Davies (2006) uses the website Flickr.com to explore the
interactive learning processes of the users. The social media platforms of interest
in this study are Discord and The Silph Road.Discord is an instant messaging
platform that allows users communicate via text, voicecalls or videocalls in private
chatrooms named servers. The platform is simple, practical and easy to use
(Raihan 2018). While there are Discord servers based on a range of topics, The Silph
Road is specific to Pokémon GO. Thidan- created website includes user guides,
news stories, and a Nest At/as which indicate the distribution of Pokémon across
the world (see Chapter 5, Episode 2). There are limited communication facilities
directly on The Silph Road website. There are Discord servers and Reddit forums
based on The Silph Road content,though these are not included within the scope of

this study (see Section 3.4.2 ondata generation).

Many studies focus on online affinity spaces (see Hayes and Duncan 2012). Gee and

KAJUE ~s:+18” Al +ACOGUOgU géeuU MAgUEAUg {u0UAOE
Cae CAUGi AQ.6)ERedpltelre prevalence of the Internet, offline spaces have

been shown to still be important (Pauw et al . 2017). Case studies presental by

Aljanahi (2018) indicate the affinity spaces in which the participants were involved

centred upon offline interactions, not online. The argument that affinity spaces can

be physical environments is central to the arguments of Gee (2004) and Gee and

HJJUE ~s148” [ A gé8UIiE TEigiehU Ce ET&86CCUE: ¢¢
Aexi Ai g EeAT UE Nigeéei A geU ééeJR0BRAEBI)UAI i ECAY
such as through providing students with spaces to work based on interests, which

would facilita te various levels of involvement. Gee (2018) describes how his

childhood was mostly situated within a Catholic affinity space, which was made up

of smaller, linked spaces. This included: home, school, church, cathedral, other

guUCéeuUr E & Cy UE Vents, §pgriJschod &ahtl ¢ollege (Gee 2018,p. 8). The

inclusion of offline spaces within the analysis of affinity spaces is crucial within this
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study of Pokémon GQ Thegame draws players to real - world locations for

gameplay so the role of real -world loca tions must be accommodated.

In this study, affinity space theory is used to understand the ways in which the

Pokémon GO affinity space | occupy shapeor influence my Pokémon GO gameplay

Uije UEi UATUE: ¢C OC géiE" M i auléskfpfinkygyU geU I1JA
spaces manifest in my Pokémon GO affinity space. In Gee (2004), there are eleven

defining characteristics of an affinity space. Following additional research on  7he

Sims 3 (EA 2009), Gee and Hayes (2010) expanded the list to fifteen, whichl use in

this study. | provide a description of each characteristic below, highlighting in bold

when | quote a specific characteristic. In addition, the fifteen characteristics are

summarised in Gee and Hayes (2012) and listed in Appendix3. It is importan t to note

these are characteristics of a nurturing affinity space (Gee and Hayes2012). This

distinction is crucial since not all affinity spaces are nurturing. Gee and Hayes

~sa118” AE¢hU JéhyAA GUAEAi A¢ 1 U1 CyUE Ouue: A
coAAUT gUuO ¢gC A Ah Eg(p.B)i FArtherAasezGed ang Bayds £@12) U |
demonstrate it is not expected an affinity space would exhibit all the features,

EAgeUE" A EeAl U geAg eéAE yCEU Ca geUEU &UAgh
affinity spAT U1 2008,.85). In addition, the features are not absolute, rather

Axz®i Ai gJ EeAl UE AEU OUe&i AUO 1J Jehkkd 1T ChAOA
1 CAOI gi CAE] ™2@PN6EAAO KAJUE

Affinity spaces are said to attract individuals with la common endeavour for which

Ag GWUAEg yAAJ euUCeuU i A geéU (GeeddHhyes2812U A e AE
p. 9). Individuals within an affinity space engage with one another based on common

interests, goals and practices. This study highlights there are multiple elements of

Pokéemon GO gameplayupon which players can develop a shared affinity, such as

capturing all available Pokémon or becoming a competitive battler. Constructs such

as race, age, gender are backgrounded (Gee and Hayes 2012). Gee and Hayes (2012)

AEchU géiE i E 41eAEgiThuaAEGI UAAT GUO AAO UAgA
sites) because people can enter these spaces with an identity and name of their

CIJA 1 & C(@.B)i Whether variables such as race are influential in offline
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affinity spaces is not fully articulated as these cannot be so readily or easily hidden.

It is crucial individuals are passionate about the common interest for the survival of

the affinity space, implemented through individual E 1 AT T Cyy COAgi A¢ AUl |
AAO UAT ChEAci Ag TCyVyiggUO2082pi10).PEYErs mistGUU AAO

collaborate with others to achieve common goals (Steinkuehler 2010).

Pokémon GO is accessible for players of all ages such as through the simple

catching mechanic, which entails simply swiping the screen to catch a Pokémon. To
accommodate a diverse playerbase, | #finity spaces are not segregated by age |

(Gee and Hayes2012,p. 10).Collaboration and interaction within an affinity space

involve individuals of all different ages. Older individuals are not necessarily the

yCEg UijeUEi UATUO gecChgeée geUJ hEhAaud 4EUg A
professional behaviourthAg géU JChAc¢ EUAOI 6J20p.0n.Cl1 ~ GU
There is not an assumption young people cannot teach or guide older individuals.

Affinity spaces can level the playing field, making it possible for younger people

with more experience to provide su pport to older beginners . Furthermore, affinity

spaces accommodate individuals of all skill levels and interest levels and therefore

JAUNT i WBEQUEE™ AAO Ul UEJCAU (Qedddd Hayedo®D, A 1 Cy
p. 11)Individuals with different goals such as defeating particular Raid bosses or

earning Gold Gym badgesshare the same space. Players of different commitment

levels such as casual and competitive players also share the same space. Through

the passion exemplified within nurturing affinity spa ces, the space will offer the

less- committed players t he opportunity t o become passionate. This is enabled

particularly by the welcoming of new players in the affinity space (Davies 2006).

Affinity spaces provide flexibility in terms of what the spaces of fer individuals . This

means Jeveryone can, if they wish, produce and not just consumel ~ GUU AAO KAJ L
2012,p. 12). Affinity spaces allow players to create content, consume content or

both. For example, affinity spaces allow players to learn about design, but also to

embody the role of designer (Duncan 2010).In the context of Pokémon GO, this

entails affinity spaces enabling individuals to engage passively through reading

guides, tutorials and examples submitted by other users. This also e ntails
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individuals having the ability and encouragement to create their own content , which

could take the form of a guide or screenshot of an achievement with the game.

Furthermore, players are encouraged to make personal contributions in the format

of their choosing meaning there are no expectations for individuals to contribute in

a particular way. Content within an affinity space is a result of continuous social

interaction within the space. The contentis {  EAAE&CEYy UO (GdeandAg UEAT g1
Hayes2012,p.13) andthell e CEUCAEBEgAAg el hij 1202,p.A5)ndEE Ug A
ACg e@iijud: GUU AAO KAJUE ~s:148” ACgU géiE iE
discussions around, for example, tutorials, in which people add information, ask
questions, and otherwise | CAgEi 1 hgU A NéecCulU EU3318)e=e AU i A,
Curwood (2013) expands onthis notion further as participants not only negotiate

content in the space but also standards, norms and values.

On knowledge, { g deMelopment of both specialist and broad , general knowledge

AEU UATChEA¢UO" AAO Eé Ul (Gde@ndHayes2082pl14)UOc U i E
within affinity spaces. Affinity spaces encourage individuals to gain and spread both

broad, general knowledge and specialist knowledge. In the context of Pokémon GO,

broad knowledge includes how to capture and battle Pokémon whereas specialist

knowledge entails eligibility for new Wayspots . Therefore, individuals can bring

intensive knowledge to the space, which is accessible for all others (Hayes and Lee

2012). This creates a community of people who share knowledge, but where every

individual can contribute (Duncan 2010).The role of offline spaces is not fully

articulated here. Information may be pooled on a physical noticeboard or filing

cabinet within a classroom setting but it is unclear how specialist knowledge is

pooled within outdoor locations. Furthermore, Jboth individual and distributed
+ACIJGUO¢U AEU UAT Ch E 20¢2pA5)withicdfidity dpacés. IKA J U E

this context, individual knowledgU i E + ACUDGUO¢cU @=CE eUEECAAG h
geUi E eUAOE] 202p15).L0A the dthérhandt distributed knowledge is

géeu JT1CaauUlgii U +ACNGUOcU ATTUEEilaU geéeEChce
2012,p. 15). The collective knowledge is pooled (as stated above) which enables

individuals to have access to more information and know more than what could be

achieved individually. This also means { ¢ &sH of dispersed knowledge is

47



@Al i i gAgUOI 201%0J18) Alidtyspdces allovieknowledge to be used

in two ways. Individuals are encouraged to gain knowledge for their own

development or use (such as the knowledge of the location of a Pokémon, which a

player uses to capture a new Pokémon) and also to distribute the knowledge to

others within the space if they choose to do so (such as knowing the location of a

Pokémon, which is shared to allow others to capture the Pokémon) . Distributed

knowledge generated by individuals i E EgCEUO 1 i A itg(édrlnksBEd Au CA g ¢
other sites), or in mediating devices such as various tools, artifacts, and

guil eACucCc¢i UE gC Neile eucCeau TAA T CAAUl g CE
+ACIWGUOc Ul =~ GA012,p.A5). Ghe lkblity to Bccess knowledge in this way

allows players to operate independently. Furthermore, individuals with expert

+ACIJGUOgU AT +ACNUUO¢U geéUuUiE JUijeUEgi EU i E Au
Hayes 2012,p. 16). This means experts can draw upon the distributed knowledge to

supplement their indi vidual knowledge. Their individual knowledge is honoured

geChcge 4geU ehiuil OiEeuaAJ Ce i AOGii1 i OhAG Uije
gC geuU TCuuUTgiit U +ACUGUOc2012p.86).gé U Eé AT Ul ~ G

Within affinity spaces, ltacit knowledge is used and honoured; explicit knowledge is

UAT Ch E (@GeelamHayes2012 p. 18). Knowledgegained through practice and

experimentation is valued and the sharing of this knowledge is encouraged. This is

enabled by affinity spaces having spaces for shared content, a place to share the

information such as Discord or The Silph Road. This could be through contributions

to forum threads or real -time group chats (Albers et al. 2016; Duncan2010; Gee and

Hayes 2012). The sharing of knowledge in this wayallows players of all skill levels

to support each other (Curwood 2013).Affinity spaces encourage a view of learning

where lindividuals are proactive J, and where failure is an acceptable step on the

path to success (Gee and Hayes 2012 p. 22). Individuals can seek assistance from

CgeUEE i A geU EeAlT U geChg¢e geéei E OCUE ACg EU
independent and responsible for their own learning and progress. Regarding

newcomers to an affinity space, Gee and Hayes (2012) indicate thereis considerable
gCUUEAAT U &®CE ¢geéCEU 11eC yAJ ACg Jug 1T U Al al

48



AE+ EUOhA A OAA(@g. 228 fihis Bgproatvielcomes and supports new
individuals (Davies 2006).

There are no set rules or expectations in relation to how individuals participate or

contribute to an affinity space ™ 1Jé& i 1 & thérdJafeAniany different forms and

EChgUE ¢§C &@ee gnd Hayes201Rjp.Q0). Individuals may join and leave

the affinity space, offering flexibility. Individuals may p articipate peripherally or

centrally and this may change over time. In this sense, participation of players

varies from observaton g C Al gi 1 U eECOhI gi CA® 1T eéeAEAT gUEI E
CE UAcCAcUVYyUAg WNigeé yuUOi A 201B,p. 65 Therdf@ejtbec J | ~ KCE
role of individuals may shift from mentor to consumer, and this too may change

regularly over time. As such, thismeans t¢ UEU AEU Yy AAJ Oi eea2UEUAg E
(Gee and Hayes2012,p. 20). Individuals within an affinity space can achi eve status

by demonstrating skills in a wide variety of areas. In the context of Pokémon GO,

players can achieve status within a range of different gameplay elements such as

the player with the most Pokémon caught, the most steps taken, or the most

diverse collection of Pokémon from different regions . Within a gaming affinity

EeAT U i AOi 1 i OhAGE yAJ ¢Ai A UijeUEg EgAghE eC
creators, others for their tutorials, and still others for their roles in creating and

managing the spacesthey EUG 1 UE 1 ~ G U2012,A 20) It i Aot eidpigcted all

individuals will strive for a certain status. This links to the notion that affinity

spaces support the exploration of role - specific identities (Barany and Foster 2020 ;

DeVane 2012

Furthermore, IVAOQUEE&i @& i E eCEChE AAGeeandNQEEE AEU E
2012,p. 21).Gee and Hayes (2012) makéd Oi Egi AT gi CA géUEU AEU AC
EAgéUE geéUEU AEU JGUAOUEE] Nigeéi A AA Aeaxzi Ai g
connotations of a leader who would not order or dictate to others. Leaders within

Azeaei Ai g EeAT UE &A1 U Oi xaidbttrd gsolic@ns,drifl EhT & AE
UAAI GUEE Ce&e CgeéUE éeUCeuU+ E eAEgi2012mAyByCA AAC
porous, Gee and Hayes (2012) refer to the boundary between leader and follower as

individuals can become leaders and leaders can participate as members fluidly,
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meaning! ECABPE EUIT (GeemadiHAy@sRP012,p. 21). Withinan affinity space,

there is flexibility and reciprocity of roles. An individual may lead and mentor.

Conversely, the same individual would be led and be mentored. An individual may

1 Cge AE+ AAO AAENUE &hUEgi CAE: MAOi 1 i OhAUGE L
geUyEUGI UE AE AGWNAJE éAi1 i A¢g yCEU ¢gC UUAEA
(Gee and Hayes2012, pp.2% 22) illustrating individuals have a shared passion for a

common endeavour.

Within an affinity space, 1 & U Cgetleréouragement from an audience and feedback

®ECYy eUUEE™ géecChc¢cé Ui UEJCAU e (GAdlardHayegé ECU UE
2012,p. 23). The feedback originates from any audience within an affinity space such

asA T CAgEil hgCE CA A Oi EThEEi CA 1 CAEO: GUU A/
an affinity space may be an audience for some people and potential peers for

C g & Ui B3) showing this type of encouragement is the responsibility of all

individuals, not specifically leaders or experts. Producers get constructive feedback

and help from peers or those whom they view as experts . However, who counts as

a peer will change as new skills are mastered (Lammers et al. 2012).

While | use GeeAA O K A J U frinciples of affinity spaces as described above to
understand the experiences of Pokémon GO players, affinity spaces invite new

ways to observe and examine literacy practices. In this context, /lferacy is not used

in a traditional sense, where literacy is concerned with books and writng 4 AE A EUg
of skills, which aEU gAhc¢cég i A EIT &€lQu2p.8).ghkaughhidAO v CIJ
interest in videogames, Gee is associated with New Literacies Studies (NLS), which

conceptualises literacy much more broadly. He defines NLS as:

A body of work that argues that reading and writing should be viewed not
onlyasmental AT éi Ur Uy UAgQE ¢Ci A¢ CA i AEi OU euUcCeu
social and cultural practices with economic, historical, and political
implications.

Gee (2007, p. 9)
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There are a number of other key thinkers in this field (Barton and Hamilton 198;
Gee 192, 2000; Lankshear and Knobel 2006; New London Group 1996Pahl and
Rowsell 2010; Street1®3, 195, 1997, 200k Conceptualising literacy as a socially
situated practice, this ideological model of literacy (Street 193) highlights how
literacies are used in everyday life and places significant emphasis on the social
and cultural practices of literacy . Research within New Literacies Studies highlights
the importance of an evolving understanding of literacies that can accommodate
shifting digital practices (Beavis et al. 2009) such as the emerging technology

pertaining to location - based games.

Many studies on affinity spaces indicate that participation in affinity spaces is a
literacy activity ( Ehret et al. 2016;Lammers et al. 2012; Squire2011 Steinkuehler
2010. In her analysis of the digital game Lineage (NCSoft 198), Steinkuehler (2010)
describes a range of literacy practices deriving from elements of gameplay that
might not exist within print -based literacy. Within gaming affinity spaces, literacy
practices cited most regularly include writing walkthroughs, participating in forums
and fan fiction (Duncan 2010;Meyers et al. 2013;Steinkuehler 2010).This is
important as it has been noted that literacy practices such as these enable
individuals to achieve academic success (Aguilar et al. 2015). For example, Curwood
(2013) illustrates how young males who were achieving below average

academically were found to read above average when assessed on gaming-related
texts online. The multimodal (Kress 2009) nature of affinity spaces encourages
collaborative meaning - making that is more user focu sed as opposed to text
focused (Curwood 2012;Gee 2004; Hayes and Lee2012; Knobel and Lankshear2008;

Squire 201}, which is more accessible to a wider audience. On multimodality,

_AECAU ~s114'” TUAIiyE ig iE 41CAU CeogalyU GUAOI
construct knowledge, as participants use combinations of words, pictures, external
ai A+E° 171 OUCE" AAO ¢ Ay U ¢hog)Crherefore fparticipantg é Ui E |

in affinity spaces potentially develop in digital fluency as they navigate the

multimodality of the spaces they occupy.
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This study builds on understanding of affinity space theory through the analysis of a

Pokémon GO affinity space using the characteristics of affinity spaces (Gee and

Hayes 2012) andexploring the literacy prac tices within an affinity space. However,

there are critiques of affinity spaces . Current critique of affinity spaces centres on

the need to adapt the theory based on changing technology and online practices. It

has become necessary to develop and expandupCA GUU+r E ~s 41y~ CEi¢i A
conceptualisation of affinity space and therefore t he theory has evolved over time

and is still evolving. Hayes and Duncan™ s * + 8 © EUi gUEAgQU 1géU ACqgi
space, while productive, is one that is evolving and shifting as it has been applied to

AU 1 C A L. Wiken affinity spaces were conceived (Ge@004), affinity

spaces were defined by a central portal such as a forum, representative of the

Internet use at the time. Since the early 2000s, the expansion of the Internet means

affinity spaces now operate across multiple modes and mediums (Lammers et al.

2012).

LammersUg Aa: ~“s118” JThiaO CA GUU+rE CEic¢i AAa 1
an affinity space methodology, thereby reconceptualising affinity spaces as a

methodological tool. They suggest when conducting affinity space research, focus

should lay on slightly different areas that derive from the original characterisation

of affinity spaces (Gee 2004) (Figure 27).

Figure 27> Lammers et al. (2012) Characteristics of Affinity Space
1) A common endeavour is primary

2) Participation is self - directed, multifaceted and dynamic

3) In online affinity space portals, participation is often multimodal

4) Affinity spaces provide a passionate, public audience for content

5) Socialising plays an important role in affinity space participation

6) Leadership roles vary within and among portals

7) Knowledge is distributed across the entire affinity space

8) Many portals place a high value on cataloguing and documenting content and

practices
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9) Affinity spaces encompass a variety of media - specific and social networking
portals
Lammers et al. (2012, pp.48-50)

Lammers et al. (2012) include elements within their conceptualisation of affinity
spaces that are not explicitly present in Gee and Hayes (2012). For example,
researchers must account for multimodal texts within affinity spaces as

| articipants °  produce creative and multimodal content to demonstrate their
media fandom, creating websites, avatars, blogs, videos, maps, [and] podcasts|
(Lammers et al. 2012,p. 48). This is attributed to the development of technology
which allows different media to be uploaded more easily. This is significant given it
is one of the leading methods of communication (Marone 2015)and the calls to
promote multimodality in education (Curwood, 2012; Magnifico et al. 201§.
EhREgeUEYCEU" ZAyYUEE Ug Au: ~“s1 18”7 8jcéaicég
a0 H(j55) due to new technologies and social media platfo rms. This means
participation, engagement and the structure of affinity spaces must always adapt or

be prepared to adapt.

| note affinity spaces are often compared to communities of practice (Lave and

Wenger 191; Wengerl®8; Wenger2010). ThisOUET Ei 1 UE A {1 ¢EChe Ca e
share a concern or a passion for something they do and learn how to do it better as

geuJ i AgUEAT g E2010p.A7ERbth Geeand Bdyes(2812) and Squire

(2011) oppose community of practice as a label and corcept as it assumes

individuals are linked geographically, which is not exhibited within online

environments. In addition, identifying membership of communities of practice

remains problematic. According to Gee (2005), the concept of membership is

tenuousaE i g {YUAAE Ehl é& Oi ®@UEUAg géi AcE Al ECE|
eEAT gilTuUu ., °AAO TUTAhREU, = JgeéUEU AEU EC yAA3J
yuUyl UE i A ECYV U (pl 265). HowAvergin thefedntext of this study of

location-based games, players are linked geographically through Wayspots

integrated into the mechanics of the game (see Section 1.1). While bothcommunities

of practice and affinity spaces are populated by individuals within a shared space,
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communities of practice require be longing (which implies exclusion), whereas
affinity spaces are not bound to membership (Gee 2004). Furthermore, affinity
spaces are affective spaces, which may be present in communities of practice, but

this is not the main driver of affiliation.

Bommarito (2014) is critical Cee GUUr E ACgi CA Ceae Aesai Ai gJ EeA
geUCEJ OCUE ACg AOU&hAgUGJ AT TChAg «CE geéu |
e AEgIi 1 (p.et@vAlginiers (201 illustrate s members of affinity spaces have a

desire to be linked to other real people and suggests that the desire to consume

and contribute within an affinity space is a result of the sense of belongingness

individuals feel. Understanding belongingness and affinity spaces is crucial within

this study as this generates the following questions: do Pokémon GO players have a

sense of belongingness with the real - world locations of gameplay and is this

important in relation to the experiences of Pokémon GO players? In Section 25, |

unpack this further by exploring the literatu re relating to people - place

relationships.
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25> Place Bonding
This section reviews the existing literature relating to people - place relationships,

which indicates individuals can develop strong affective and emotional

relationships with the locations they occupy (Hammitt et al. 2006). Following Cheng
and Kuo (2015), | use the labelp/ace bondingto encapsulate a blanket of related
concepts and terms, which are often used interchangeably (Hidalgo and Hernandez
2001). This section spotlights place attachment (Section 2.5.7), place identity (Section
25.2) and place dependence (Section 2.5.3). The importance of place bonding is
outlined, drawing on the discursive claims relating specifically to location -based

games as outlined by Leorke (2019)(Section 2.5.4).

25.1* Place Attachment

Oleksy and Wnuk (2017) defineplace attachmentas{ A Eé UT i a@i 1~ OUUe

a C1 A gpi 3 Research on place attachment has roots in psychology and health,
with research on the predictors (Low and Altman 192), its cultural applicability
(Lewicka 2011), and outcomes (DevineWright 2009). Place attachment has been
researched in a range of differ ent contexts. For example, r epeated interactions and
regular visits to specific locations can increase the sense of place attachment and
this is evident across different recreations such as : visitors to national parks (Kyle
et al. 2005), dog owners walking their pets in parks (Lee and Shen 2013) people
using sporting places (Madgin et al. 2016)and informal meeting places such as

cafés or pubs (Oldenburg 189).

In relation to Pokémon GO, Oleksy and Wnuk (2017) aim to establish whether
players develop place attachment with the locations of gameplay - Wayspots. They
conducted an online survey of nearly 300 participants, focusing on four categories:
engagement playing the game, game satisfaction, affective appraisals, and social
relations. The study entailed capturing gameplay statistics to make claims about
players and their relationship with the environment. Results indicate Pokémon GO
gameplay is not related to active place attachment and players did not perceive the
locations in which they played the game as exciting. This is corroborated by
GAKKAEO ~“s4+ 114”7 PeC 1 UGIiUIUE 4géUEU iE
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JeUEU CIl 66Ul gE ¢gC I(pu4ld).Baivéverwhdn exanjiddng placé U |

attachment in relation to social relations, Oleksy and Wnuk (2017)Uij é  Ai A 1 e u Al U
attachment was found to relate to satisfaction gained from playing and the social

T CAgAT gE y AOU Op.B)j démpnstjating the ifngotdahce of social

interactions. However, Oleksy and Wnuk (2017)acknowledge their quantitative

methodology might not have been the most appropriate approach to ascertain a

UAJUE+ E Ag g A TThejintitétigns of this sudlyoffean opportunity for

this research. Through an autoethnographic methodology (introduced in Section 15

and discussed further in Chapter 3), this study aims to explore the ways in which

players form connection s with the locations in which they play Pokémon GO.

25.2* Place Identities
While place attachment is defined as the process of attaching oneself to a place,

place identity refers to the ways in which physical and symbolic attributes of

certaint CT Agi CAE T CAgEil hgU ¢gC Aéntity (Ar@shanskyOh Aa+ E |
et al. 183). For example, Bélanger et al. (2012) considered the impact of a

redevelopment project on a community in Montr éal. The industrial area, occupied by

mainly low-income residents, was transformed into an area with luxury housing

that is socially and economically different to surrounding areas. Even though the

area was highly developed, Bélanger et al. (2012) illustrate the development of the

area had no immediate impact on place identity and residents maintained a strong

sense of connection to the area. Through participant sketches of the area, the

research ers identified the canal as a central part of the community, which remained

mostly unchanged following the redevelopment. They speculate the canal could
JEUGEUEUAg géU 1 AOREGET A AOREGEAB Y Ve EAE UA E
(Bélanger et al. 2012,p. 60).

In the context of Pokémon GO, Vella et al. (2019) aim to understand how locations of

cAyUeuAJ T CAgEil hgU ¢ CThdy desdiibk plate ideftityagithel U i OU A
physicalworld 1 UT Cy gAYy Wyi1 COi yUAg Ce geéeU i AOi1i OhAU
experiences, idUAE" AAO ¢géU 1 AGhUE 1 hiuag he 2@¢9 UE giy
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p. 586). The use of Pokémon GO to research place identity is justified through the

gameplay mechanics, which{ UAT ChEAc¢U ai AcUEi A¢ i A aClAu é
might promote health and well- being through the development of a sense of

lUGCAci A¢g™ 1 Cge gC Cge UumB pAFNONthistudypvellall ~ 2 U
et al. (2019) conducted semi- structured interviews with players and collected and

analysed a selection of global social forum posts from Reddit On place identity,

they report players develop a sense of belonging through both a connection to the

spaces of play and other players (Vella et al. 2019, p. 590). The researchers include

direct quotes from participants to i llustrate the significance of place for players of

Pokémon GO, three of which | share below. For example:

igr E TEChceéeg geU 1CyyhAigd gCcUgeUE i A
JChr Gt EUU 0 Qpdating acouddBgnas wrPokiéStofs and things
like that. (P3)
Vella et al. (2019, p. 590)

A common theme within the discussion on the sense of belonging and social
connectedness is how this applies to both physical spaces, as shown above, and
online spaces. Vella et al. (200) reference participants engaging with a range of

activities organised through social media, such as the following:

geUEU+E 6hEg 1 UUA EATUICC+E €& Gi+U s
togethers and like the first time that they had launched that, | walked with
a- like over 400 people (P14)
Vella et al. (2019, p. 592)

Within the interviews, Vella et al. (2019) identify themes of nostalgia relating to

place. Players recalled fond memories relating to specific places of gameplay. For

example:
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| had no idea there was such an awesome kids park in the middle of the
botanic gardens. | had no clue ... | used to go there a lot when | was very
JChAg: geéUEU hEUO ¢gC 1U Aad geUEU gEUUE J
ACl) igrE Auu Oi ®&aUEUAgQ:
Vella et al. (2019, p. 593)

While nostalgia to place is shown to be important, research on nostalgia towards

the Pokémon franchise itself is interesting . Ghazali et al. (2019) conducted an online

survey in Malaysia to ascertain the m otivation for continuing playing Pokémon GO.

They report | AstalgiahasnoEi ¢ Ai eei 1 AAg EUUGAgi CAEéie Wige
intention] hazali et al. 2019,p. 661) Furthermore, within their survey, they asked

players about their past experience s of Pokémon GO. The findings reiteratethat

most players did not play Pokémon-related media during their childhood, meaning

that the majority of players in their study did not feel nostalgic towards the

franchise. However, for players who do have a history with the Pokémon franchise,

nostalgia is significant as Pokémon GO enables players to relive the childhood

dream of being a real life Pokémon trainer (Vaterlaus et al. 2019). Therefore, while

nostalgia is an important factor for players who have already experienced Pokémon

in their past, it is not necessarily a prerequisite. Ghazali et al. (2019) do not

speculate on why this is the case though it suggests there is a motivating factor

ChgEi OU Ca& géU sC+UyCA =EAAT &i EU géAg i E EUE

which this study aims to explore.

Vella et al. (201) are curious about t he long-term impact of Pokémon GO gameplay
CA eUAJUEE:+ 1 CAAndidegng théfutigedf RokéMmdnlEQ they

E & Ul h asAhi Banchise ages and produces further iterations, it will be
interesting to note if the passion players have for the gam e becomes entangled
with a nostalgic connection to place, via memories of game conquests or

UAT CAhAgUEE Eé AE -\l etlalj2019,p. BO0)cTAIg stidy offers a
contribution to this discussion. Connection to place might not be immediate but
rather, is developed over a period of regular, consistent gameplay. Therefore, the

transformative capabilities of Wayspots might only be possible to ascertain until a
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certain period of time to allow the connection to place to develop , which this study

is able to scrutinise .

25.3* Place Dependence
Previous sections describe place attachment as a bond an individual can develop

with a location and place identity as the ways in which physical and symbolic

attributes of certain 0 CT Agi CAE 1T CAgEil hgU ¢gC Aéntity. AOi 1 i Oh
Place dependence, on the other hand, has previously been defined as reliance on a

place, reflected in the importance of a place at providing features and conditions

that support specific goals and desired activities (Stokols and Shumaker 1%8B1;

Williams and Roggenbuck 189). Place dependence describes/AA C1 1T he AAg:+ E
perceived strength of association between him or herself a nd a specific place

(Stokols and Shumaker 1981, p. 547). This is said to derive from a process in which

an individual assesses one location against others to determine the capability of the

aCi Agi CA gC yUUg geuU i AOi2006; SxbkdliandsShutnBkerOE ~ KAy
181; Williams et al. 192). The ability of a location to meet several needs is said to

lead to a stronger dependency (Stokols 199). For example, an individual who fishes

recreationally is likely to develop a stronger place dependency with a location

proximal to a coastline, lake or river. Hammitt et al. (2006) emphasise the

difference between place attachment and identity and place dependency. They

EhgccUEg 41euaAlT U OUeUAOUAT U TCAgAi AE AA UGUyUA
ofcerg AT A EUECHhET UE 1 E E Q06 . BUTherefdrekahy yi gg Ug A
individual may identify with a range of similar locations but depend on only a select

few. Hammitt et al. (2006) posit this could result in place dependence being less

common, but stro nger in intensity. While place attachment (Oleksy and Wnuk 2017)

and place identity (Vella et al. 2019) has been researched in the context of Pokémon

GO, place dependency has notmeaning this study offers insight into this area of

research.
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25.4* Importance in this Study
In this study, | focus on the types of relationships players develop with the real -

world locations in which they occupy for gameplay. These spaces form part of a
EUAJUE+ E Aeeai Ai § J4). EhsAdction Hashighlightedpregiou€ A &
literature that illustrates people - place relationships are complex and diverse but
still be accounted for to understand affinity spaces (Bommarito 2014).Within this
study, the relationships a player develops with locations of play is important to
understand the experiences of Pokémon GO players. This is because previous
studies indicate place bonding provides a benefit to an individual. For example, this
could be through a sense of belonging and memory support (Lewicka 2005), to
create a connection between individuals and their ancestors (Billig 2006), to
connect individuals to each other to strengthen the community (Manzo and Perkins
2006), to develop a sense of independence GE UJ A A 02020} abddCimptove
quality of life (Harris et al. 196).

While not related specifically to place bonding, | note that particularly following the
immediate release of Pokémon GO, interest in location-based games arose within
the medical community as the game presented itself as a method to tackle obesity
OhU gC géuU cAyU+ E AT ®016;Wond2ALyKaadand LiuZog7g C eeee
Research indicates a range of health benefits deriving from Pokémon GO gameplay
such as an increase in exercise and exercise - related activities such as dog - walking
amongst players (Kogan et al. 2017)Pokémon GO players report an increase in
quality of life (Barkley et al. 2017; Bonus et al. 2018; Kacmarek et al. 2017;ach and
Tussyadiah 2017)deriving from players being more physically active. Kamboj and
Krishna (2017) emphasise the importance of in-game rewards as prizes or rewards
for exercise as a type of positive reinforcement. | make note of these arguments
here as these benefits derive from the gam eplay mechanics that situate gameplay
at Wayspots and real-world locations. In addition, th ese arguments challenge the
prevailing negative perceptions of digital games within the public and the research
community (Anderson and Bushman 2001; Anderson et al.2007; Anderson et al.
2010; DelLisi et al.2012).
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I conclude the literature review by drawing upon two discursive claims pertaining
to location - based games as outlined by Leorke (2019). He illustrates that the
academic community is divided on how players engage with(in) spaces for play .

Figure 28 summarises the arguments as discussed in this chapter.

Figure 28 - Discursive Claims

g
-

Leorke (2019,p. 5)

Leorke (2019) argues that researchers of location - based games tend to agree with
the claims highlighted in blue. However, the resultant behaviour of the players is
contested and therefore i ntellectual discussions are saidto | CET i GG AgU 1 UguUUU
eCEigii1 U AAO AUcAgi I U EeUIl g EcbrgeE2016pe5) gsé Ui E

shown in orange. Claim 1 asserts by demarcating a space for playful behaviour,

location-based games facilitate chance encounters with others and therefore

promotes social interaction (de Souza e Silva2006, de Souza e Silva and Hjorth

2009; Vella et al. 2019 while other research indicates that this encourages intrusive

behaviour and disconnects players from those around them (Farman 2012; Gazzard
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2011)Claim 2 purports that through transforming real -world locations into spaces
for play, this could have the positive consequence of motivating players to be
explorative of new areas (Alha et al. 2019;Hamari et al. 2019 Malik et al. 2019)while
other research suggests th is could have the negative consequence of separating
players from the spaces of play due to the barrier of the game interface (Farman
2012; Gazzard2011Lammes and Wilmott 2018. However, Wayspots have facilitated
elements of placement attachment (Oleksy and Wnuk 2017) and place identity (Vella
et al. 2019). Players have different perceptions and engagement with their built
environment due to factors such as age, race and gender (Potts and Yee 2019).This
study aims to contribute to these arguments and discussions, guided by the
following research question: how do spaces influence the play experiences of

Pokémon GO players?

| briefly commenton > i AAgi T+ E eéi adCECeée éJ ndedof diayedsing i CA
real-world playful spaces. Drawing from excerpts on their website (Appendix 4)
and their official blog (Appendix 5), Niantic believes the technology they created has
the power to change lives through the gamification of Earth as a new game board
and the wnification of the digital and physical world . This has been enabled, and
encouraged, by the technology they have created within their suite of games. The
blog outlines plans for players to nominate local businesses to become Wayspots

by focusing on meaningful and interesting locations . The blog outlines mutual
benefits for the players and local businesses. For example, they refer to creating
more Wayspots as enabling a more immersive experience and businesses can
attract more awareness and foot traffic while creating new layers of fun

engagement at their real - world locations .
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Chapter 2 - Summary
The first research question of this study spotlights the play and playfulness

encouraged by the location-based Pokémon GO. In Section 2.1,grovided an
overview of the rise of the genre of location -based games. This led to a discussion
of the theoretical concepts of play in Section 2.2 to demonstrate the current
thinking on urban play, digital play and ambient play. This study contributes to these
discussions by describing the play demonstrated by players of location - based
games, an emerging genre of games. The second research question explores how
players experience the spaces they engage with for play. In Section 2.3, | outlined
previous thinking relating to space and pla ce to illustrate different ways in which
space and place are understood, which included a discussion on how the design of
the map and interface of a game potentially poses a barrier to real -world spaces.
The third question of this study questions how spaces influence the experiences of
Pokémon GO players.Section 2.4 introduced the theoretical concept of affinity
spaces (Gee2004). The theory of affinity spaces is used in this study to evaluat e my
own Pokémon GO affinity space which enables analysis of the type of play
supported by Pokémon GO, the experiences with(in) spaces and how these spaces
influence Pokémon GO players. However, affinity space theory does not fully
account for the sense of belongingness individuals can develop for spaces. In
Section 2.5, | drew on research within urban geography and location -based games
to provide an overview of the current thinking on people- place relationships and
how this influences experiences with(in) real -world locations . This focused on a
network o f related concepts under the blanket term p/ace bonding. | demonstrated
that individuals develop bonds with locations, which has certain benefits to

individual s.

The emergent autoethnographic methodology this study adopts, as discussed in the
following chapter, illustrate s how this study contributes to the discussion of
location-based games not just in terms of the findings but the methodological

approach to research them .
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Chapter 3* Methodology

Chapter 3 - Introduction
To approach the research questions, this study adopts an autoethnographic

methodology. | begin this chapter by defining autoethnography more generally and
outline my specific approach to autoethnography, which | label as Emergent Multi -
Narrative Autoethnography (Section 3. 1). | provide a justific ation for the use of
autoethnography in the context of researching a location - based game (Section 3.2).
Following on from Section 1.5 in Chapter 1, | discuss the incorporation of multi-
narrative voices within the data (Section 3.3). | describe what data me ans for this
research and outline the methods of data generation | used (Section 3.4). The next
section considers the ethical considerations pertaining to this autoethnographic
research (Section 3.5). The chapter concludes with a discussion of the data analysis

processes (Section 3.6).

3.1* Autoethnography
3.1.1 Definition
Ellis et al. (2011)focus on the morphology of the word to define autoethnography as

| Wapproach to research and writing that seeks to describe and systematically

analyse (graphy) personal experience (auto) in order to understand cultural

Uij @ UEi UAT [p.273Y AlerAatively, Chang et al. (2013)efer to

autoethnography as 1 Aesearch method that enables researchers to use data from

their own life stories as situated in sociocultural contexts in order to gain an
hAOUEEgAAOi A¢ Ca ECIiUgJ ¢@BrLIeisceyralto hAi ehU
autoethnography, though it is importan t to note there are many different ways in

which autoethnography can be conducted (see Section 3.5).

Furthermore, a utoethnography is as much a method of writing as a research

method. It is often describedas A EgJaU Ce {1 AhgCiQusbecdoMpei 1 Aa |
1”7 CE AA 1AhgCii CgcEAeéi 20000p. 7. Thar&€ilinoGree IJET gi Ac |
standard way in which autoethnography should be written or one way in which data

should be presented as having a set method would undermine the creativity

autoethnography supports (Holman Jones and Pruyn 2018) Chang (2013) refers to a
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completed or published autoethnography as the { UA O & EpC1d8) Higlighting

how the reader, in most cases, only accesses the final version of the data, though
autoethnography can undergo many changes and developments throughout the

writing process (see Section 3.4.2) The end product of autoethnographies can take

the formofa { JEi g gUA EUéCEg  EgpaHai20178.690 UEa=CEYy AAT L
Furthermore, a utoethnography can be written as a person al essay, a memoir, a

narrative, an autoperformance, a mystory, or a testimonio (Pelias 2013, p. 385).
Autoethnography T Cha O AUEC gA=U géuU aCEYy Cae 186CUgEJ"
@i Uy E e UEeaCEYy20B,p. 118HmsHIustrates theddiversity of

autoethnographic research. However, Ellis et al. (2011)argue there is one feature

that all autoethnographic writing must be: engaging.

geU AhgCUgeACcEAeéeUE ACg CAGJ gEi UE g¢g¢cC
meaningful and cultural experience engaging, but also, by producing
accessible texts, she or he may be able to reach wider and more diverse
mass audiences that tr aditional research usually disregards, a move that can
yA+U e@UEECAAG AAO ECIiAu TéAAcgU eCEEilauU
Ellis et al. (2011p. 77)

According to Ellis et al. (2011), b be engaging is a defining characteristic of
autoethnography. In Section 3.1.2, | outline my approach to data representation,

which aims to provide an engaging and immersive experience for the reader.

3.1.2 My Approach to Autoethnography
This study experiments with autoethnography as a methodology through an

approach that | have labelled as Emergent Multi - Narrative Autoethnography. This
new approach to autoethnography entails the inclusion of memories of my
Pokémon GO gameplay experiences narrated by both myself as the author and
through the voice of a fictional character, Professor Brier. The approach also
incorporates the memories of other players, intertwined with my own, to create a

cohesive narrative account of the experiences of a Pokémon GO player.
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Furthermore, a key feature of this approach is the inclusion of images of Pokémon,
screenshots of the game, and photographs of spaces for play, therefore presenting

the data multimodally.

This chapter seeks to illustrate the emergence of this approach and elaborate
further on this new twist to autoethnography. In Section 3.4, | explain in further
detail the origins of Professor Brier and theorise the use of multi - narrative voices.
In Section 3.5, | elaborate on how this approach is emergent through the memory
writing and selection process. Next, in Section 3.3, | justify the use of this

methodology in the context of this study.

3.2 Justification
On the study of games, some researchers such as Leorke (2019) advocate the use

of ethnographic methodologies. He critiques the quantitative research methods

predominantly used on the research of games and states it is only when we begin
juUyeucCdi Ag UgeACcEAeeil guUleAiehUE . AuWCAcEi
a i g U E (A @)fthatlé more accurate evaluati on of videogames will prevail.

Furthermore, Cuttell (2015) promotes the participatory research method when

studying videogames. Speaking of games, Cuttell (2015) proposes:

In order to better understand and theorise this process of engagement, one
method which enables us to get critical purchase on this relationship is to
practise it as a subject.

Cuttell (2015, p. 56)

Having used the participatory research method for her own research, Cuttell (2015)
TCyyUAgGE CA géU 1 UAUxig Ceae ¢é WabsthdUsAET ¢ UE+ E
lessential for understanding videogames by some members of the gaming

community, but it also provides insight into the experience of gaming | Cuttell 2015,

p. 57). In the context of this study, this methodology allows me to acknowledge and

utilise the insider knowledge of Pokémon GOthat | possess. | am an experienced
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Pokémon GO player who has played daily since the release of the game in the

summer of 2016.1t is from insider knowledge that autoethnographers use their

EUEECAAUG UijeUEi UAT UE ¢ C (Geditt)IA8)f extpgrienicdsas OUET Ei
means to understand and analyse those experiences. Cuttell (2015) emphasises it is

through gameplay that a research er can really understand a game and its

mechanics. The understanding | have of the gameplay mechanics of Pokémon GO

derives from hours of committed gameplay , which has the potential to deepen my

understanding of the role of locations within the game. Furthermore, | have the

appropriate gaming vocabulary to articulate these meaningfully with other players

and within this thesis (see Section 1.5.2 for my positiondity with the Pokémon

franchise).

There are criticisms of the immersive method. Cuttell (2015) outlines that

ei EgCEiTAuaud: ig WAE JAEc¢chUO 1J ECyU geAg A
whilst also maintaining the distance necessary for criticalre set U1 @.i60.A |

However, this is addressed within this thesis, which uses multi narrative voices to

provide distance for reflective and analytical comments (see Section 3.6 on how

data in this study is analysed and how the methodological approach is evaluated).

The decision to adopt an autoethnographic approach to study the location - based
game Pokémon GO stemmedinitially from my desire to avoid quantitative data
analysis (Caci et al. 2018; Oleksy and Wnuk2017) andput the voice of Pokémon GO
players at the centre of the research (Vella et al. 2019). A a writer and researcher,
autoethnography provide s a framework to simultaneously express my enjoyment
playing Pokémon GO and contribute to the discussion relating to location - based
games and people- place relationships. Furthermore, it is my enjoyment of
Pokémon GO thatgives me the critical insight into the types of play and playfulness
situated within real -world locations that so far has been absent in other studies.
Therefore, the use of the autoethnographic methodology | have adopted builds on

the current body of research by offering an alternative approach to understanding

autoethnography * it allows freedom and creativity . This freedom is incredibly
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attractive to me as an English teacher who enjoys and appreciates creative writi ng.

| aim to craft this thesis into a unique autoethnography that is engaging and

enjoyable as opposed to boring as some critiques of autoethnography have

suggested (Van Maanen1%8) and has the power to connect the reader to the

sC+UyCA hAi I UEEU BgAAE OU BJ AyJCatidodadet#do, p.~ suui E
737).0ne way this thesis aims to achieve this is through the incor poration of the

multi - narrative voice approach.

3.3 Multi- Narrative Voices
3.3.1* An Experimental Approach
The decision to incorporate multi - narrative voices into the text was inspired by

other doctoral researchers who have used similar playful and experimental
approaches within their theses such as Bailey (2017), who was himself inspired by
Plowman and Stephen (2008). Bailey (2017) uses comic strips in coordination with

the text. This is exemplified in the abstract of his paper (Figure 29 and 30).

Figure 29 - Bailey (2017,p. i) Abstract (Text)
This qualitative study seeks to explore and illuminate the lived experience s of a

group of ten- and eleven-year-old children, playing in and around Minecraft during

a year-long after - school club.

Figure 30 - Bailey (2017,p. i) Abstract (Comic)

THIS QUALITATIVE
STUDY SEEKS TO
EXPLORE AND
ILLUMINATE THE LIVED
EXPERIENCE OF A
GROUP OF TEN AND
ELEVEN-YEAR-OLD
CHILDREN...

PLAYING IN AND AROUND THE
POPULAR MULTIPLAYER,
SANDBOX VIDEO GAME,

MINECRAFT, DURING A YEAR

LONG AFTER-SCHOOL CLUB.
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The same text appears in both formats, offering the reader an alternative way to
engage with the study. This approach is not deployed throughout the thesis, rather
it is tactfully and purposely used to present data and to exemplify points made
within the t ext. Bailey (2017) argues that comic strips offered flexibility in data
representation that static text did not and this was patrticularly valuable when
presenting data on the embodied nature of the spaces he was researching.
Furthermore, comics enabled par ticipant involvement through participant feedback

and co- creation of comics.

For me, the comic strips used by Bailey (2017) transformed the reading process.
They offered an immersive experience. As a reader, | felt like | was invited into the
Minecraft club as a valued member. The connection | developed for the club is the
inspiration behind my motivation to immerse the reader into the Pokémon universe
in this thesis. The comic strip approach is adopted by other scholars such as
Sousanis (2015) whouses comic strips to exemplify the possibilities and potential of
visual data representation. A recognition of creative theses has been enabled by
educational researchers such as E lliot Eisner who has argued since the 1990sto
make it permissible to explore new f orms of inquiry to broaden how the world is
understood (Saks 196).

3.3.2* Heteroglossia
The multi- narrative approach adopted within this thesis is underpinned by the work

of Mikhail Bakhtin (1895-1975). To model styleshifting, Bell (2007) highlights the

importance of three related concepts within the writing s of Bakhtin: 1) centripetal

and centrifugal language forces , 2) heteroglossia and multiple voicing , and 3)

addressivity and response. This section focuses on heteroglossia, which Bakhtin

(198" OUe&i AUE AE JAACgeéUE: E @824 JBakhtinudestheA Cg & UE +
term heteroglossia to argue that languages are heterogeneous and socially

stratified:
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The internal stratification of any single national language into social dialects,
characteristic group behaviour, professional jargons, gen eric languages,
internal stratification [is] present in every language at any given moment of

its historical exist ence.

Bakhtin (1935/1981p. 262)

Bakhtin applies the concept of heteroglossia to critique literary work, which he
argues is essential to determine artistic value. Heteroglossia is applied in the same
way in recent studies (for example, see Ardrey 2017; @man et al. 2019. The work of
Bakhtin is also prevalent within language learning studies as heteroglossia
simultaneously embodies both monolingual and multilingual forms (Bailey 2007).
This allows for theorising of social and historical contexts of uttera nces (Creese
and Blackledge 2010; Harvey2017).

The emergence of my own distinct voices became apparent to me within notes and
the first drafts of autoethnographic data (see Section 3.4.3). As the roles of the
voices formalised, the multiple narrative voi ces developed into conscious
constructs. The multiple voices were no longer hidden between words, sentences,
and paragraphs. The acceptance of the voices within the data was celebrated upon
both finalising autoethnography as the methodology and recognising theses have
the potential to adopt experimental approaches (see Section 3.3.1)I make a clear
distinction between the voice of myself as the author and the voice of myself as
Professor Brier , through the linguistic and stylistic choices (see Section 3.3.3).
Interestingly, according to Bakhtin (1953) UAT & hAiehU 1 CilU
meaning attached to it since heteroglossia also refers to past and present
meanings co-existing in the same laA ¢ h A @.85). Analysis of the multi - narrative
voices may provide insight into myself, which is important within an

autoethnographic inquiry (see Section 3.6 on data analysis).
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3.3.3* Professor Brier
Professor Brier a fictionalised character who has a specific role within the thesis.

Pokémon GOhas complicated gameplay mechanics, which requires Pokémon-
specific jargon to understand. While compiling the autoethnographic data, it became
apparent the reader needed to have at least a rudimentary understand ing of the
Pokémon universe to engage with the text (see Section 3.4.3). Professor Brier
bridges the gap between the autoethnographic data and the description of the
gameplay mechanics. 8 U i AT CEe CEAgi CA <eceions dldveUEECE +Ei |
gameplay mechanics to be discussed without interrupting the flow of the
autoethnographic accounts of Pokémon GO gameplay Alternative methods were
explored, such as using appendices, but the tutorials are a central element to the
autoethnography and any other method of presenting the tutorials outside the main
body of text diminished their significance. In addition to tutorials , some of my
gameplay experiences are fully narrated by Professor Brier, offering a third person
perspective of my experiences play ing Pokémon GO.The alternative approach
provides the opportunity to reflect on my gameplay experiences in an organised

and creative method and maintain the distance for critical ref lection (Cuttell 2015,p.
61).

The language used by Professor Brier is carefully chosen. His writing style is
strongly influenced by the style of speech of Professor Oak, who is the main
professor from the Kanto region of the Pokémon world (see Appendix 6). Figure 31

demonstrates the style of Professor Oak :

Figure 31* Professor Oak
Darkmurkrow (2011)

While the player of Pokémon Blue in 1999would have had Professor Oak as their
mentor or guide, the reader of this thesis has Professor Brier as their guide. The
language and stylistic features of Professor Brier mirrors those of Professor Oak

so a reader unfamiliar with Pokémon can experience the style, tone, and register of
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the game themselves and gain insight into its appeal. When developing Professor
Brier as a narrator for this thesis, his writing style became characterised by the
following:

f  Anincreased use of theword ¢ Ug r E

1 Anincreased use of exclamation marks

1 Anincreased use of positive language, usually framed with Aow e.g. how
remarkable!
An increased use of short sentences
An increased use of imperative verbs

Use of second person as a form of direct address

= =/ =4 =

Use of Pokémon puns and catchphrases e.qg. as blind as a Zubat

Stylistically, the fonts used in the text clearly demarcate the narrative voice s. The
current font ( Bahnschrift) is the main font of the thesis. In the data episodes, the
same font is used for my voice and Aharoni is used for Professor Brier. Memories
from other players use Avenir Next LT Proin italics. Thedistinction provides a clear
cue for the reader that there has been a change in voice. In some cases, additional
signals are used, such as speech bubbles and boxes. | aim to be clear throughout

the text of the identity of the narrator through the linguistic and stylistic choices.

While Professor Brier takes inspiration from Professor Oak in some ways, he
deviates in others. Professor Brier enjoys quizzing Pokémon trainers on their
Pokémon knowledge. This personality trait, likely echoing my background as a
teacher, manifests as mini quizzes in the text. Within the main series games and the
Pokémon anime, mini quizzes are frequently used so this serves as an additional

way to immerse the reader deeper into the Pokémon universe.
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Figure 32 Professor Brier

Nintendo (2019)

The images used in this thesis are official artwork and anime screenshots of
Professor Cerise, a Pokémon Professor who has a minor role in the anime (Figure
32). | chose the model of Professor Cerise as he is a male and compared to other
professors in the main series game, he is relatively unknown so even readers with
specialist Pokémon knowledge might not know the character. Using an existing
minor character was necessary as | do not have the graphic design ability to design
and create my own avatar and | did not want to select an existing character who

was easily recognisable.

Professor Brier intentionally assumes the reader has no or little prior knowledge of
Pokémon. Many games, especially sequels, assume no prior knowledge to support
new players. The beginning ofevery new Pokémon game introduces the player to
the Pokémon universe for the first time by the professor associated with the regi on
in the game. In Pokémon Sword and Shield, the latest editions to the main series
games, the Pokémon universe is introduced through Chairman Rose, who is a

prominent main character (Figure 33).
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Figure 33 * Chairman Rose
HeroVoltsy (2019)

M AT +ACDGUO¢cU géiE geUEIiE yiceg ACg 1 U geu E

- N~ L= z .~ =~ ~

hAi 1 UEEU" Néilée eCgUAgi Auuld wtoridl©eds Gsefd.Cy U Ca

KCWJUI UE° sEC&®UEECE +Ei UE+E EUT gi ChEsaAEU
fellow Pokémaniac. These sections contribute to the playful approach to narrative
voices and serve a vital role in the discussion of experiences of Pokémon GO

players with(in) spaces for play.

¢éei E EUT gi CA & AE (Gpbohch fio ath@eprgséntation Wichim thid + E
thesis. The narration of the autoethnographic data is shared by me as the author

and Professor Brier. The Professor is a fictional character devised for the purpose

of this thesis to guide the reader through the more technical elements of the game

and to provide an engaging reading experience for the reader. | draw on the work of
Bakhtin and heteroglossia as a means of understanding how multi -narrative voices
are acknowledged and incorporated within the text. Next, | outline the different

types of autoethnographic data in this study, how I collected the data, and the

process | adopted to organise the autoethnographic episodes.
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34 Data
3.4.1* Typesof Data
My past and present Pokémon GO gameplayexperiences were the primary data

within this study. | divided my gameplay experiences as shown in Figure 34:

Figure 34 - Division of Gameplay Experiences

My Memories

Memories of Historical
Gameplay Events

(Vella et al. 2019)

-~
4

~

/

Gameplay Other Players'
Experiences ‘ ( \ Memories

Gameplay Statistics L
(Oleksy and Wnuk 2017)

While autoethnographic research can be informed from many sources, my personal

memories constitute the majority of the autoethnographic data, which is a common

approach across autoethnographic studies (Vickers 200 * ~ : Gi CE¢i C s™ s 4 1 w”
autoethnographers, we use memory for much of our data; through memory, we

ground our analysis; our memories inform our epistemologies and methodologies

(p. 406). In addition, Chapter 2 highlighted how memories serve a vital role in the

formation of place identity (Vella et al. 2019).

As an autoethnography, the majority of gameplay experiences presented

throughout this research are my own. However, gameplay experiences of other

players were included within the research as Pokémon GO is a multi player game

and it would be impossible not t o include how my experiences relate d to other

players. Furthermore, other people were involved in the research as
AhgCUgeACcEAG8UEE 1yhEg 1T CAEi OUE WAJE CgeéeUEE
(Ellis et al. 2011p. 276). This is important as people experience games differently

and therefore i ncluding other players' experiences enable me to better understand

my own experiences (see Section 3.5 on ethics).
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3.4.2* Data Generation
3.4.2.a* Memaory Selection
Having over four years of Pokémon GOgameplay memories, it became necessary

to devise a strategy to select the most appropriate memories for the thesis. My
process included drafting a timeline from the release of Pokémon GO in July 2016 to
September 2020 in my thesis journal (Figure 35)

Figure 35 - Thesis Journal

\
o

The timeline illustrated major Pokémon GO events such as GO Fest (see Chapte6)
and life events such as the beginning of a new employment or relationship , which
helped provide context. On the timeline, | plotted a series of my Pokémon GO
memories. Whenever | remembered a particular gameplay event, an encounter with
another player or the capture of a rare Pokémon, | annotated this on my timeline. At
this stage, | included all memories. Over a period of two months, | had annotated

approximately 70 different Pokémon GO gameplaymemories on the timeline .

When choosing the memories to include in this study, | selecte d a range of
memories that | felt were most memorable, whilst also ensuring | included
memories that represented a range of different gameplay events from different
points in time . This would ensure the reader was exposed to different elements of
Pokémon GO gameplay andobserve my progression as a Pokémon GO player. After

the selection process, which was not final as there would be a few amendments as
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the research progressed, | wrote freely. In some instances, | typed my reflections in
one sitting. Onother occasions, | made notes in my thesis journal over a period of
time, which | then crafted into a coherent narrative. The memory selection and
crafting process took place over the s pan of a year (August 2019 to August 2020).
Recalling memories in this way is supported by Chang (2013), who highlights

| d@ealling is a free - spirited way of bringing out memories about critical events,
people, place, behaviours, talks, thoughts, perspectiv es, opinions, and emotions
eUEgAi Ai A¢ ¢gC g@EUWI3EUEUAET & gcCeil |

3.42.b* Memaories From Other Players _ . .
The process | adopted to incorporate Cg ¢ UE e 0 AJUEE+ y UyHREe,iIUE

describe the methods | used to include other players and the consent process and
ethical consideration s are outlined in Section 3.5.1.At real - world locations, |
involved other players using a contact card (Figure 36). | opted to use contact cards
as they could be easily distributed to players without distu rbing gameplay. This was

crucial for me to ensu re gameplay was not negatively affected by the research.

Figure 36 - Contact Card

Front: Back:
= Halo thisa! | am Prodassoe Briee. 2 real e Pokimor
. v asearcher with & iianest in how walsaradfrough
plaving video pames
Woaks you ke %0 baip ma T Excalent® Hare i yobr peeench st

Describe your-favourite
~ Pokémon GO memory

Send ma yaur repart hore:
Twitter: @Frofessor_Brier @ m
astagramc @Frofessor_Brier .
Emait bppriodes! Sshetlieid ac uk E

The language on the contact card positioned participant involvement in this

¢ NS
D@D®
DD ®
=@ O

ﬁﬂ'
3000 ON344

research as Field Research, akin to tasks featured in the game itself. The task was
simple: describe your favourite Pokémon GO memory. To encourage players to be

comfortable sharing the amount of information they wish to, t he task was written in
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simple language and the verb describe meant participants c ould choose how much
information they wish ed to share. The University of Sheffield logo showed it has
institution approval. The QR code provided the reader with additional inf ormation
about the research. There were also links to my social media, on which further
information about the research was available and this provide d an insight into my
identity within the Pokémon GO community. The front of the card include d a QR code
of my Pokémon GO friend code so itwas possible for me to connect with

participants within the game. The stylistic choices and Professor Brier are

discussed in Section 3.3.3.

Through this process, thirteen players became involved with the research. The data
of seven players were selected for the final version (Figure 37). Choosing the final
seven was based on the memories that were the most detailed and those that could
be integrated with my own memories, which would provide a smoother flow for the

reader.

Figure 37 Names of Particjpants

i Bonnie 1 Dawn
M Cilan M lris

1 Clemont 1 James
T Max

While the contact card allowed data to be collected within real -world locations of
gameplay, | also interacted with other players online. Dialogue from the social
media platform Discord is also included within the scope of analysis, included with

the episodes at multiple points.

The memories of other players are not exact recounts and the text does not
represent their stories verbatim. | chose not to record players and | did not
maintain extensive notes of conversations | had at the point in which the
conversations were taking place in order to maintain Pokémon GO gameplay .

Therefore,é ¢ AJ UEE+ Bage@ &nimy BemAriz Uwrote the extracts based on

memory and so they are my representations of the experience s. Furthermore , the
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names given to participants are pseudonyms, choosing names of main characters

from the Pokémon anime.

This approach has been adopted by other autoethnographers such as Holman Jones

(1999), who uses fictionalised conversations with Billie Holliday. Furthermore, Davis

and Warren-Findlow (2011)explainthateei T g CAAG AAEEAgi 1 U AhgcCUg
geu 1 CAT Ueé(g 568 ahich@Giimipaitant for this study. One method they

use is the inclusion of the fictional character Nancy Drew within their
AhgCUgeACcEAeeilT ATTChAgE i A CEOUE {1gC UiAyi
®&eAl ChE Ce A 1 CiTU EUzaUlIgi Ag CgeéeUE WVAJE Cee ¢
Findlow 2011p. 564). Their approach to fictionalisation within the data also included

converting verbatim dialogue from participants into poetry, edited or enhanced

narratives, combin ing characters, and creat ing additional scenes. They argue the

purpose was to ensure there was a coherent story that flowed naturally between

accounts. Within their autoethnography® ¢géUJ AEchUO geéeuJ J1EgAJUO
believed the characters were thinking and the meanings they attached to the

experience based on [the] analysis of [the, O ADgds and Warren- Findlow 2011p.

565). All autoethnographic a ccounts represent my version of real -life events. | have

not deliberately exaggerated or embellished any particular event. At all times, the

text aims to represent events that actually happened.

3.4.3* Formation of Episodes
Upon selecting my own memories (Section 3.4.2.a) and memories of other players

(Section 3.4.2.b), the data wasgrouped into episodesrbased on a common theme.

The episode titles and a timestamp are listed in Appendix 7.

Episodes }4 are composed of memories. The memories were grouped mainly in
chronological order to form an episode as this provided a clear flow for the reader
and | believed most effectively conveyed my experiences as a Pokémon GO player.
Memories of other players were incorporated within my memories, meaning there

is not a discrete section orepisode Cae Cgé UE & u A JAdHiseussestidy CEi UE:
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Section 3.3, following the memory selection process, it was apparent certain
elements of the gameplay require d some explanation to the reader. These would
provide the context for the main autoethnographic episodes . According to Goodson
(2006), to develop an understanding of learning opportunities, a clear description of
the context is required. This is enabled in this study through Profes sor Brier. For
example, if Episode 1.f related to attending a Raid battle, the reader would need to
know what a Raid battle entailed. Otherwise, the reader would need to continuously
rely on the context . This is not ideal as it could diminish the enjoyment of the text or
disturb the narrative of the memory. The context might not be enough to understand
the mechanic, especially for readers with no prior experience of Pokémon or
location-based games. Therefore, incorporated within the episodes are tutorial
sections written by Professor Brier to assist the reader with more technical

elements of the gameplay. The sections narrated by Professor Brier are highlighted

on the list of memories in Appendix 7.

Figure 34 indicates my intention to record a series of gam eplay statistics. This was
to establish my gameplay trends to provide insight into motivation and the
transformation of locations into spaces of play. This mirrored the approach of
Oleksy and Wnuk (2017) who aimed to establish a connection between place
attachment and gameplay trends. This data was collected over a five- month period
from May 2019 to September 2019. This entailed recording my progress once a
month against various gameplay elements such as the number of Pokémon caught,
the number of PokéStops visited and my progress against various badges and
medals within the game. The five- month window covered the summer period, which
is more suitable for outdoor play and coincided with significant gameplay events
such as GO Fest (see Chapter6). This data was also recorded in my journal each
month (Figure 35). Ultimately, this data was not included in the scope for analysis

due to space limitations. However, the d ata is provided in Appendix 12, 13, ¥4 and b.
This section has illustrated how data for this study mainly derived from my own

memories, though memories from others are included to enrich the description of

my own experiences. | have scrutinised how the autoethnographic data was
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collected and organis ed, including the supporting data of other p layers. Data
generation culminated in the formation of four autoethnographic episodes
(Appendix 7).

3.5 - Ethics
3.5.1* Ethics and Autoethnography
While the primary data for the research derived from myself as the author, as other

players were implicate d (see Section 3.4.2), it was necessary to devise a consent

process. From an ethical standpoint, the consent process within autoethnographic

research varies widely for two main reasons. Firstly, Winkler (2018) states it is
temptingtoarguethat Ugéi T Aa 1 CAEi OUEAg I (B 24D) toltheéij T a hEi 1 U
researcher as they are the only participant of the study. However, this is not the

case for this research as | intend to allow participants to be included and share

their memories and experiences. Secondly, consent must also be considered as

1geéeu guUijg Cae géuU EUuae i E AUEC AWWAJE" Eivyhu
I Ui A¢~ g CoPn13,p-280R Ahs Sulygests however one presents oneself,

whether inadvertently or not, others will inev itably be involved. Therefore, those

presented should be consented on how they are presented and if they want to be

presented at all.

Tolich (2010) is dissatisfied with the number of researchers who do not pay close

enough attention to the consent process of autoethnographic research since it is a

misconception only the author is implicated. Winkler (2018) suggest s the researcher

should contact everyone who might become involved in an autoethnographic

research to seek informed consent, including seeking co nsent retrospectively.

However, some researchers are sceptical of the consent process in

autoethnography research. Hernandez and Ngunjiri (2013 do not argue against
consentbutdoclam{ e AEgi T i e AAgE T AAACg 1 U &haud i AaC
fully sure what we will do with the material, what we will write when we write

Al Chg geUi E EQCEi UE AAO |Xp 27§).FurttematbiegrE ChE ¢ Uij
ongoing autoethnographic research, gaining consent just once might not be

sufficient. Ellis (2007) s uggests seeking consent at multiple stages of the research
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i A CEOUE gC UAEhEU JeAEgilieéeAA@R4).Egthig
research, | felt this was not necessary as | did not intend to work with individual
participants over a long period of time but | was prepared to gain consent multiple

times if deemed necessary as the research progressed.

3.5.2* Consent Process
Scenarios 1- 4 below illustrate how | interacted with players in order to ensure |

always operated ethically.

Scenario 1* Face-to face

| handed over a contact card and did not interact with the player regarding the
research. Responses via social media were posts within the public domain and
so consent was assumed. While | received no email responses, if | had and |
wanted to use any responses within this research, consent would be obtained

remotely.

Scenario 2 * Face-to-face

| directly engaged with participants regarding the research, which could be after
giving out a contact card as this initiate d a conversation. In these instances,
players share d their memories face -to- face directly with me. | introduce d myself
as a fellow player and research er. | explained the research and ensured all

participants provide d consent before any memories were shared.
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Scenario 3* Face-to-face

Gaining consent from individuals were obtained retrospectively to prevent
interruptions in gameplay and disruptions in t he enjoyment of the game. As a
player, any other player could talk to me about their experiences before | ha d the
chance to explain my position as a researcher. Conversations regarding
Pokémon GO memories are common as players are likely to talk about the game
as they are playing it. There might not be an appropriate point in the very early
stages of the conversation to introduce my research. At the earliest opportunity, |
introduce d myself as a researcher and obtain ed consent. If consent was not

obtained, this data did not inform my research.

Scenario 4 * Online

In the online setting, | invited players into a p rivate group on the social media
platform Discord. Participants were made aware of the context of the study and
consent was obtained before | allowed entry into the channel. The private group
consisted of a range of players who were interested in Pokémon r esearch,
various individuals who | had encountered in my home city since the release of
Pokémon GO.

As these scenarios demonstrate, my approach entailed not actively recruiting other
players. Within the autoethnographic accounts, | do not include dialogue pertaining
to the consent process with participants. This is to maintain a flow within the
narrative and to represent data clearly. However, consent was obtained in every
instance, even though this might not be fully indicated w ithin the text. The appendix
includes the support documents such as The University of Sheffield approval letter
(Appendix 8), the consent form used (Appendix 9), and the research information
sheet (Appendix 10.
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3.5.3* Considerations and Issues
As an emergent autoethnography, ethical considerations emerged early in the

OUI UuCeyUAg Ce geéU EUEUAET &: pigeéei A geu | Aif

found it difficult to fully articulate how | was addressing ethical considerations.

Winkler (2018) encapsulates this struggle:

From my experience and from what | have read so far, whatever
autoethnographers do in terms of addressing ethical concerns within their
research, there is no simple solution, no one best way, and definitely no holy
grail availa ble.

Winkler (2018, p. 242)

Kubanyiova (2008) refers to a ican of ethical worms | (p. 515)that can be opened
when undertaking an ethnographic study. In this section, | address various ethical

issues that are raised in this study involving gameplay of a location- based game.

¢téeuU INEi gUE CE EUEUAET éUE+r E eUEECAAU0 UiéUEi UA
autoethnography and therefore it is important to balance the f ocus on self. Some
autoethnographers have been accused of writing with a misplaced emphasis of self.

s10' 7 TEigi8hUE ARgCUgeACcEAeltE AE gél

to do with the etfino and everything with the autol ~ i g A G p.B)Fa cdncedU O°

vCge -~
shared by Atkinson (1997) and Coffey (1999). Now autoethnography is more
established as a methodology, some work has been undertaken to map the
relationship between the auto and ethno, such as Doloriert and Sambrook (2009),
who developed a continuum between the auto and ethno elements of

autoethnography (Figure 38).
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Figure 38 - Perspectives of Autoethnography

Researcher-and-researched

Researcher-is-researched

Doloriert and Sambrook (2009, p. 30, Figure 1)

Researchers orienting closer to the autobiographic point on the scale focus on self -

narration whilst at the ethnographic end, researchers place more emphasis on the

cultural interpretation of self. The ethical issue here is where should an

autoethnographer fall on each contiA h h y : hgCUgeACcEAééei 1l EUEUA
balancing the auto and the ethno to the extent that there is sufficient emphasis on

géU ThughEAG EUggi AcE gC UAAIT GU A EUEUAET & C
(Winkler 2018,p. 237). When studying videogames,Cuttell (2015) believes:

The inclusion of autobiographical elements is necessary in the study of

1 i OUC¢cAYyUE 1 UT AhRhEU ¢ 2001 requites dpyattida) EE1 ~Vhha
] e AMOEI AeéeECATe. geAg iE° CAU 1T AAACg EUE
without interacting with it (as opposed to research which focuses on the

player or the surrounding gamer culture).

Cuttell (2015, p. 64)

The boundary between autobiography, autoethnography and ethnography has been
OUETEi 1T UO AE | 2007pB90) as eazhlerdoQh gontinuum provides
a certain vantage point for the reader. Winkler (2018) suggests self-reflection is

important to determine the balance of representation of self. In this study,
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reflection was integral to the formation of the episodes (see S ection 3.4.3).
Episodes were designed to accommodate a combination of memories , which would

accurately represent the gameplay culture of Pokémon GO.

The use of memories can pose an ethical problem . Can the self and culture be

represented by memories alone? This questions the legitimacy of autoethnography

as a research method. Winkler (2018) believes memories are equal to other forms

ofdata A A O (eénktifute data that should be acknowledged as equallly valuable

gC NEi ggUA ACgUE" EUICEOUO yAgUEi Au- CE CgelL
2018,p. 238). While Winkler (2018) disagrees with the need to include direct entries

®ECYy Oi AEi UE AE OAgA 1 UITAhEU geéeiE eCgUAgi Auaua
Uei EQUyCuCc¢ilAa AEEhyegi CAE (pCas8)ieilapCUge ACcEAEe
include direct entries where appropriate. This study does not include direct entries

from my thesis journal (Figure 35) as the data was fictionalised as narratives (see

Section 3.4.3).

However, the process of fictionalisation of memories poses an ethical concern in

terms of representation of participants. Drawing on several studies, Caine et al.

(2017)identify three purposes of fictionalisation. They find previous studies use

fictionalisation as a means to anonymise participants and to maintain distance for

critical reflection. However, Caine et al. (2017) note that some studies use

fictionalisation to create an engaging narrative enquiry, corresponding with the aim

of fictionalisation in this study, as discussed in Section 3.1 and 3.4.2.They suggest
fictionalisation for this purpose EU&0 UT gE {1 AA UijgUAEi 1 U UAc¢Ac¢ Uy
and considers experiences and livesas alwaysin g ¢ U y A+i Ac¢ | 201zZpAi AU Ug

220), which represents p ossibilities as opposed to harm.

Despite this research using an autoethnographic approach where the primary data

was my personal gameplay experiences, Ellis et al. (2011) make it clear that

JEUEUAET 6 UEE OC A (@81 Rdsdaigheris BelogEo@étwocks titan |

i ATahOU 1 &Ei UAOE AAO EUU Agorkes Bnd st@éniS,addUEE A A C
DU WCE+ i A hAi1 UEEi ¢gi UE &&A.QOlEpRBI)AHET ¢ Al i Ui g
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relationship between the researcher and this network of individuals should be

considered from an ethical standpoint. This is often labelled as relational ethics .

Ellis et al. (2011summarise:

In using personal experience, autoethnographers not only impli cate

themselves with their work, but also close, intimate others (Adams 2006;

Etherington 2007; Trahar 2009). For instance, if a son tells a story that

mentions his mother, she is implicated by what he says; it is difficult to mask

his mother without alter ing the meaning and purpose of the story.

Ellis et al. (2011 p. 281)

Because the subject of Pokémon GOis not controversial or sensitive (see Custer

2014),I did not anticipate a situation where my work on Pokémon GO would directly

or indirectly implicat e an individual or institution in a negative way. Prior to data

generation, | acknowledged current players could have shared information with me

as the researcher that may be cause for concern or pose a safeguarding issue.

However, this did not become an issue in this study

Moreover, the notion of whether the study of self should be done alone or

collaboratively is an ethical consideration. Most autoethnographic work has been

T CAOhT guO AAO WNEi ggUA AuWCAU" 1T hg {1gqée®EU AEU
T CauAl CEAgi 1 U AeeECAT & ¢goishastihgréedkeCc EA & J |

multiple approaches to autoethnography:

1 collaborative autoethnography * Chang et al. (20B)

T
T
T
T

duoethnography ™ Norris et al. (2012)

co-constructed autoethnography - Ellis (2007)
coautoethnography - Crawley and Husakouskaya (2013)
community ethnography * Ferreira and Isbell (2016)

Lapadat (2017) describes single-authored autoethnographies as suffering from

I ET CeuU

1 CAEgEAI AgE" ol 6f Partigipaisiandyesdarchefa@igsU A g i A G

a i Vv i(p.889))Conducting autoethnography alone has caused some issues for
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researchers such as Winkler (2018), who usually works alone but when challenged
by a colleague at a conference, he felt like it was an at tack against the credibility of
his work . | acknowledge there are alternative approaches to data generation and
representation but given the research timescale , the requirements of the University
for doctoral degree thesis submissions, and my experience within ethnographic
research, the approach | adopted was the most appropriate to meet the aims of this

research.

Whenin the process of generating data, it was important for me not to disturb the
gameplay of other players in order to re cruit them for this study. In order to
address this, | created the contact card (Figure 36), which would allow me to share
my project with others while maintaining play. Before the process of generating
data, | carefully considered the different scenarios that could manifest when
interacting with other players (see Section 3.5.2). By approaching players, | could
inform them of my research and offer a range of ways to become involved in a way
most suitable for them if they wish ed to do so. However, within Scenario 3, the
distinction between me as a researcher and me as a Pokémon GO player becomes
blurred as talking to other players did not always con tribute to data generation. It
was not possible to foresee all potential scenarios. Ultimately, with the intent ion of
being entirely overt, | intended to provide opportunities for anyone | interacted with
to be involved, or not involved, in the research and | obtained consent where
needed. This meant the purpose of gaining consent was to allow me to draw on
their p ersonal experiences, which could enrich the description of my own
experiences. | do not implicate any specific individual in the research who has not

sought to be involved or given consent.
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3.6 Data Analysis
Within the timeline of this project, there was not a discrete data analysis stage.

Analysis of data began as the autoethnographic accounts began to form. This
corresponds to the experiences of other autoethnographers such as Lapadat (2009)
who argues data analysis begins as the autoethnographer selects memories and
decides the format and the order of them within the completed autoethnography.
Therefore, analysis of data is interconnected with the production of data . This
influenced the way in which this thesis organises the analysi s and discussion of
data. | adopt a micro-review approach (Chang et al. 2013, which entails providing
an overview and discussion section for each episode. This allows data analysis to
connect closely with the data in relation to the types of play and play fulness and the
experiences of Pokémon GO players within spaces for play. The discussion sections
within Chapter 8 serve to make connections between the episodes and summarise

the key findings of this study.

This study draws on Wei (2011) as a means to aalyse the autoethnographic datain

Chapters 4-7. In the context of translanguaging, Wei(2011) seeks to focus on critical

AAO TEUAgi 11U yCyUAQE CA A Anoméutahalysisowhigha + E AT g i
he definesas{ A e Ci Ag i A CE A @UEiCO Cea gi yw Veile
1224).While moment analysis was conceptualised as a means to analyse moments

of translanguaging as demonstrated by Bradley (2018), the framework benefits this

study of playful spaces. The memories selected for this study (see Appendix 7)

were selected due to their personal significance (see Section 3.4). Wei (2011)

explains momentaAAG JEi E EU&hi EUE-ofat@imorient@dlions, g ¢ U EéehE
what prompted such actions and the consequence s of such moments including the

EUAT gi CAE 1 J (pQp28)UThis i€itdpoant th the context of this study,

which aims to understand the experience spaces for play * what play happens in

those moments when players occupy or co -occupy spaces for play. Moment

analysis requires data from multiple sources and of multiple types as well as

metacommentary on the interaction. Data in this study contains memories from

different Pokémon GO players (see Section 3.4.2.D, in different narrative forms (see

Section 3.3.3), which includes commentary of Pokémon GO from different
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perspectives. While Wei (2011) focuses on the analysis of moments] draw from

Chesworth (2019) who uses lens to focus upon one episode of play. Through

applying different lenses (policy directives, peer cultures and new materialist

theory),- e UENJCEgeé ~s11'” AiyE gC iAOil Agu 1eCl E
i E ACgilTuO WeAg iE 1TEChgéeg gC geU @6EUGCEChHA
This approach builds on understandingof g ¢ U IJAJE i A Jéileée TeéeiualdEU

interest s are viewed.

In this study, | analyse the data by homing in on various specific moments within the

text (Wei 2011)For each moment, | apply different lenses based on the research

guestions of this study (Figure 39). Lens 1 focuses on play, discussing what types of

play and playfulness are supported by Pokémon GO. Lens 2explores how play

shapes Pokémon GO players Uijé UEi UAT UE Ca ¢ ®iplafleedsi UE ¢§eé U
3 then considers how spaces influence the experiences of Pokémon GO players.

How these lenses are applied is summarised within a table in each discussion

chapter.

Figure 39 - Structure of Analysis

Moment

Lens 1: Lens 2: Lens 3:
Pla The experiences The influence of
y with(in) space space

While | draw from Wei (2011) and Chesworth (209) as a means to understand the
data within the discussion sections following each episode, | use the goals of
autoethnography conceived by Adams, Holman Jones and Ellis (2015) to evaluate
the autoethnographic approach adopted within this study in Chapter 8. Theydevise
four goals for assessing the value and success of autoethnography , which are 1)
making contributions to knowledge , 2) valuing the personal and experiential , 3)

demonstrating the power, craft, and responsibilities of stories and storytelling , and
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4) taking a relationally responsible approach to research practice and
representation (Adams et al. 2015, p. 102) Using this model provides structure for

critical evaluation of autoethnography and its app lication in this study.

Chapter 3 - Summary
This chapter has sought to illustrate my approach to autoethnography, which aims

to contribute to the prevailing body of research on location -based games such as
Pokémon GOin an engaging way. | summarise this chapter with some reflective
comments. Adopting this methodological approach marked a turning point for me

as a researcher. | no longer identify just as a researcher. | now have a specific role:
autoethnographer. Thisis an incredibly exciting prospect for me. | feel like | have
only scratched the surface of the history of autoethnography, its applications

across different academic fields, and of par ticular interest to me, the ethical
challenges it poses. Lapadat (2017) believesAh g CUg&é ACcEAééJ 1 AiyE ¢gC
Oi aeaU BLBAY). Uhkar this a lot in working in e ducation and it has become
somewhat clichéd. Nonetheless, | wanted to include this quote as ultimately this is
the reason | am conducting doctoral research. | believe using autoethnography will
give me the tools and the opportunity to attain the greatest contribution to
understanding of the experiences of Pokémon GOplayers while taking the reader

on a playful adventure.

The following chapter s contain the autoethnographic data of this study, divided into
four episodes (see Appendix 7 for a full list of the memories and the episode titles).
Each episode forms its own chapter, centred on a particular theme. Episode 1
narrates some of my early Pokémon GO experiences. Episode 2 recounts how |
expanded my reach into the online Pokémon GO community. Episode 3 takes place
in Dortmund, Germany, following the acquisition of tickets to a Pokémon G O event
being held there. Episode 4 details the moment | reached the highest level in the
game, which unlocked additional features. The reader should expect changes in the
tone, style and format of the writing. This intentional shift is a part of the

autoethnographic methodology outlined in Section 3.3. Writing moves away from
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traditional academic writing to my own thoughts and observat ions, inviting the
reader to see the world how | do. On a personal note, | hope the reader enjoys the

stories outlined in th ese chapters as much as | have enjoyed writing them.
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Chapter 4 * Episode 1 A New Journey

Figure 40 - Map of Kanto
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Episode 1- Introduction
When the game was first released, Pokémon GO transported me from 2016 all the

way back to 1999when | began my first ever Pokémon adventure, a playthrough of
Pokémon Blue on my GameBoy Color. In the game, you play as Red, who journeys
through Kanto (Figure 40) to beat Gym Leaders, collecting badges and to catch all

1% known species of Pokémon.

Suddenly, now | was Red,embarking on my first real Pokémon adventure. Though
this time | was not travelling around Kanto - my own world was to be explored. My
local pub became a Gym, the library was a 7angelanest and my friends became my

rivals.

Despite having nearly 20 years of Pokémon knowledge and experience at my

disposal, | was not always well - equipped for the new adventure
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Episode 1.& Frecheville Library

The bench outside Frecheville Library was speckled with dirt. | brushed it

clean and tentatively perched on the edge. | opened Pokémon GO and began

to scroll down my item list. ¢ COAJ+ E ¢y i EEi QAureldhthe gC hEU
PokéStop to take advantage of the increased Pokémon spawns. | was Level

3 and | had recorded ten Pokémon in my Pokédex * this is the log of all

Pokémon. As soon as | deployed the lure, Pokémon appeared!

Sandshrew! A Zubatwas hidden behind a Ponytal

Figure 41* Figure 42 * Figure 43 *

Sandshrew (#027) Mankey (#056)  Zubat (#041 )
W 2 \G SN
K/»

Unsure whether they disappeared after a certain amount of time, | eagerly
tapped away and flicked Pokéballs left, right and centre. | spun the Photo
Disc to ensure | got my items for the day.

1 p & A gthege Galling purple petals y U A Aa fémale voice came from
nearby.1 ¢ 6 i E sC+UzgCé uCC+E Oi ®=UEUAg: |

iMgrE ¢Cg w\comphrﬁahlsaldAMig'g |’A— AAJIBAJ: Mg Yy UAA
sCzUyCA AEU aGi+=UGJ gC AeeUAE: M WCAOUE eC e

| went a little red. The pair appeared around the corner on the opposite side
of the street. | shuffled on my seat, wondering if they had seen me. Another
friend appeared from behind them.

1 - UE" A & PARBSSHEBreripGtthél@e ¢ UEU" | g é

éu ge
I KWeUEU | EéU AOOUO Wige A Wéei EeUE AAO A AC

Mg éAOA+rg OAWNAUO CA V U thg éakg augmerited é 0 AJ UEE E€
overworld map . | could see the lure on my map and so everyone else could

see the lure on theirs.

© ] peetlingly § CEO” 1 CAzi OUAg @Ei UAO EAI O 1 EI

KUJ
Ei UE" |

- c

]
+

. R . Figure 44.% . . . . . . . .
1 -ab) | M I CAaei EyUO A U|ggu dls%%ébﬁ? EAEEUO:
hEU: 2C 3
o Aw\EarUAO

1¢eAA-E =CE g&U
looking for Oddish)] Eé& U EA;J
the first two women.

AO ia DU EgA
= CAi Ag
j,Cee TChEEU ACg: |

¢ UEU IDAEA:+ g Eeé Ao tbe trid Atood i@ d liné appokite me.
Feeling awkward being the only one sitting, | stood up. Then | felt awkward
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anyway as | realised | was playing Pokémon GO with three middle-aged

women outside the local library.

lpéAg aUr Ua confiient, thicfriendt Age 00: 1M 6hEg ¢Cg gC Z
lZzurva 1 M EghggUEM&gamelotlg Bame But { y e EUEE T 1 L
JUEGgUEOAJ: |

| swallowed my embarrassment. | was a huge Pokéfan, yet | was only Level

3.

lLevel 31 E A+ §thels@&@ woman consoled after | begrudglngly shared

my level with the group. itmeansJ Ch OCAr g €A1 U A gUAy AAO JCh
in Gyms yet though. You need to get a move on! Have you spun the Photo

2i ET Ac¢cAi A |

lpéeAg OC JCh Yy UAA- |

1ZCC+" ] EéU E&ClNUO ywhowodde yoa gpit héDiscit - Ch + AC
turns purple? Well it turns back blue after five minutes so you can spin it

Ac Ai A: |

| followed her advice. Four more Pokéballs my way * result!

1¢eAA+ JCh 1 M EAiO: IM Oi OAr g UI UA EUAGI EU:

1 C eECIaUy: Q/fPuolqebaIIsAsLybuQan/gﬁ if yowdant to
gettothetop. M WWCAOQOUE 1IJéAg geéeuU éiceéeUEg aUir UG iE 1

Just as\th’e three beg\an to wander of]‘ to coptipue :the;irAsearch for Oc(dllg/z e
AE+UO" 1 WAl g° JeAg OC JCh YyUAA 1J gUAYE" |

The most eager of the three was pleased to explain a little more.

(e

"ge ERW g LAl EyUO: 4 - Ch eAir U ¢gC eéil
U0 g TAArg 1T U TeAAgUO. ¢éeuU gUAY
E AAO JCh ramimenpétsAat Gymeto Ji gé CgéUE
ghea: péAg AEU géU geéEUU gUAVE A

('Dl)>

A E
|

e [

>,8 O e

= :

[ O\_ |T|

C>>CC

O‘C' _)C
>

Q-
Q- (& .

]

()
[T«
«Q

511 2 Aa G fridnd én mylAfEsgid. AT g °

1¢8Ag+E f¢g: +0ahU vUkeAuheQouchodsé tBeldight GCCO uhl =
gUAY _ |

Pondering what she meant by the right team, | continued playing.
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Episode 1b * Introducing the Professor

Hel |l o, PokSmon train

Please allow me to formally introduce
myself and provide you with some
further information about the incredible S
world of PokSmon! Ev ' ur § a
PokSmon Professor |i ake
notice A

You still need to ace the quiz!

| am a PokSmon Bgarsney aesearbheareer in 2016,

just when PokSmon GO was releasdd. This
to begin my research! | might be new to research but believe me,

I am an expert in the world of okSmon! |
relationship betweenvorRtnéatonsolin an@ r eal
youure here to |l earn about this you are
introduce you to some initial concepts within the world of

Pok Smon!

PokSmon is short for Pocket Mongters. | n.
PokSmon resembl e ploects. Shey lieerini ma | § or
harmony with humans - mostly! They live in habitats all over the

PokSmon universe such as forest { caves,
grasslands. As of July 202, there are 898 known species of

PokSmon across the many regions When a |
encounters a PokSmon in their wi d habit
using a capsule called a P o k S HRiglré 45 which will allow

them to travel with their new companion mo re easily.

Figure 45 * Pokéball

Nintendo (1996)
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Once captured, a trainer <can tl e thei
trainersi PokSmon or other wi PokSmon f
and become stronger. Through gaining  experience, some
PokSmon can evolve, changing ms | mmed |
becoming stronger. How remarkable!
Each PokSmon has a set i es that
each other. 't is these ch dri stics
thisiswhatcanmakeorb r eak a Pok Smon e! A Pok
may have one or two elemental types. There are eighteen
possible types listed in Figure 46.

Figure 46 - Elemental Types

NORMAL FIRE FIGHTING DARK BUG

WATER FLYING GRASS FAIRY DRAGON

ELECTRIC POISON GROUND STEEL GHOST

PSYCHIC ROCK ICE
A PokSmonis type determines whatf it is si
in battle (Appendix 11). Think of it like rock -paper -scissors,
though this tiGRASSKIREDSPSYCAIEARK-
GHOST. Much more complicated! BUG -types deal double
damage to GRASS -types. STEElypes deal half damage against
ELECTRHIg/pes, so on and so forth.
Thereareespecially rare PokSmon calfl ed Shi ny
Figure 47and 48 . These are the same asfregular
have a different colour pa lette. If you see one, make sure you
catch it. These specialPo k Smon are incredibl rare anc
Figure 47 - Regular Figure 48 - Shiny

Heracross (#214) Heracros

t aken [ i nto the
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QUIZ TIME!

You have |l earned so much so
remembered.

Question: What types are ICE types effective against?
Answer: FLYING, GROUND, GRASS and DRAGON

You need to brush up on your type Figure 49 *
chart, | think! There are lots of Professor Willow
P o k S mRrafessors across the world ST
who will help you along the way

(see Appendix 6f or a | i st

Professors). Wi t hin PokSmo
colleague Professor Willow (Figure

49) specialises in researching the

regional distribidei

works alongside the team leaders:

Candela, Blanche and Spark!

PokSmon GO connects VY
world of PokSmon and|
has to offer. Let me show you how i
PokSmon GO makes t

me be your guide, your mentor. Let

me take you on a

fun!

Letids GOI

Professor Brie r
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Episode 1c * The Royal Standard

It was a Friday night after work. Inside the local pub, The Royal Standard, |
was sitting on the peripherals of my group. | slipped my phone out of my
pocket discreetly to swipe the PokéStop.

lped O0i 6 JCh eil+ MAEgi Al g |

A colleague, Bonnie, was peering over my shoulder looking at my phone.
Bonnie had never shown any indication she liked Pokémon or played a
Pokémon game before. We had never spoken about Pokémonever. Yet she
knew the name of my team by the background colour of my player menu ?
What was happening?

1z8AE+ | E [padéf odt 6fGhelhieg. - Ch+ EU leuMI AEe UO

curiously.

ife 1 ChHeamVabs Ay E6U EAI O gA+iAg A EUAg: {1 Mry
JCh- |

1ZUr UG " EMctabukAge gJCEA UAEGi UE géChcgé: |

Figure 50 * IME géAg Eﬁ?ééé&@lie@ﬂitﬁiU EAEU |
Electabuzz (#125) A _e Alae EEéEhcg: Potyta gtiisg UCAOE Ce¢

morning:

Of course Electabuzz is rarer!

iMg+r E AuG Al Chg ei AOi Ag géuU EAE!L
M EAi O: {IMry ACg =hEEUO AiChg ¥y
TeCEUA yJ gUAy: |

Bonnie started scrolling through her Pokéd ex
slowly .

Would you show me your Pokédex and let me know  Figyre 51%
what the rare Pokémon are so | can look out for Ponyta (#077)
them?]

{1 KUEU" GCC=+" 1 &he lashthree romd .e\rf,,
Ce geéeu s C+ UOUI] l¢eUEU AEU !
Chg &«CE: ¢eUEU AEU geéuU EAEU "

A
1uAi g’ M EAIN geiE geu CgeUE/|

JCh AUUO
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Bonnie

| was playing at home when it « 8 » u| ki | k~2af .1 7 sdlsi|i® 2kg-~
immediately left to try and find it. About a hundred metres up the road, |

«8§~®®ki «~{k®rs| q 7 twadaPbkéStopendeegdge f kp~2ki 7
of the map. | tried to think of what it could be but | had no idea. Most of the

PokéStops in my area are pubs or churches. This was definitely neither. So

7 rk”~iki s| ®r~® isakg®s~|T r~8s|q 7ii ps]|i

| tapped on the icon as soon as | could and it said the PokéStop was named

éW~2azi Wra 77 *7 | ykaéel 7thgéwasdbupkerz ki ~« 7 i
near my house. As | got near, the PokéStop was in the middle of this patch

~p ®2kk« | k™2 ®rk f « 2~"®kIl 7ivaked | k" k& f kk|
past it hundreds of times. | stepped through the trees and there it was. It

was partly buried but definitely there. There was a small sign as well giving

some information. Never knew it was there.

| asked my mother when | got back if shei i « k k| s ®hdhadone 2 k 7| i
si k® ks®rkal 7®i« «~ «®27| gkl Pkerl « ~~@®1 7
missed my opportunity to catch the Pokémon!

7 pu~]ik?a ur~r® 7izz ps|]i | kT® ®s{kil
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Episode 1d * Community Days Tutorial

Greetings, Pok Sf an s !

|l sniit the PokSmon
fascinating?

With so much to discover, d o you

want to ensure you meet your

fell ow PokSmon adve
monthly basis? Let me introduce

you to Community Days!

Figure 52 - Introducing Pokémon GO

ot
e
-, JSS

Community Days are monthly events that feature a specific
PokSmon! This PokSmon will apsptess

an opportunityto cat ch t he

PokSmon, e \aullotse

of Pok Smon Gwodycould use this toonpo

How exciting!

Will it be the electric mouse Pikachu ?0r maybe Charmander? Check

online to find out!

There are plenty of other bonuses , of course! You could receive more

Pok SCainms maybe the

Pok Smon wi IlYbu ha

might even get more experience points and specific Field Research

tasks to complete as well !

To take part, all you need to do is head out into the community! Meet

up at your local park to make new friend
means to be a part of this community.

QUIZ TIME!
Question: What year were

s and experience what it

PokSmon first

Answer: /fyousaid 19 6, youlire awesome/!

Now, g o out and have fun!
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Episode 1e * Weston Park (1)

Despite living in Sheffield the majority of my life, | . x
had only been to Weston Park on a handful of Zg7£2p5g#1 79)
occasions. The park is situated just north of the city —~

centre, adjoining The University of Sheffield and
adjacent to a hospital of the same name. On the day
of the Mareep Community Day, | decided to venture
early to the park to determine how good a
Pokémon GO spot the areawas and what the park
hadtooffer M AEEi 1 UO Ag géuU
which | found to be at the intersection of three
parks. This is marked by the purple star in Figure
54.

Figure 54 * The Crookesmoor Parks

To the west was the entrance to Crookes Valley Park (Figure 55) and to the
north, The Ponderosa (Figure 56).
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Fig ure 56 - The Ponderosa

A
“

Figure 55 - Crookes Valley Park

! 4i{|""'

| walked past the other parks and entered Weston Park to the south. | was
greeted by a large notice board (Figure 57).

Figure 57 > Weston Park Entrance Figure 58 - Display Snippet

A Brief History of
Weston Park

. 1800 »/w-q on Hall built for Mr Thomas Harrison

itL memonal moved 1o
et E > the park from Sheffield Market Pt

0 the public or

ed pavately in Westor

opens
tructed near the

P

3 lodge
1 of the University Library

The display on right advertised local events, crafts groups, and services
such as gardening and dog walking. The main display provided historical
information about the park, including a timeline of main events (Figure 58).

A large map indicated and described each of the various points of interest
and landmarks .

| began my exploration.
~J eeCAU INDAE i A e6AAO EC M T ChuO «=CuucCly geu

swipe to catch any Pokémon. Weston Park was a small park so it would
take only ten minutes to circle. At my entrance, there was a tennis court.

103



Walking anti- clockwise, | found the Weston Park Museum and the western
entrance. Walking south, | passed multiple monuments before reaching
Firth Court, a flagship University of Sheffield building. Now walking north,
the duck ponds appeared before me. | walked over the bridge, opposite
Western Bank Library, and meandered back to the tennis courts.

Having got my bearings, | did another lap of the park, this time making a
detailed log of the PokéStops and Gyms along the way now | knew what to
expect. | made a list (Figure 59) and mapped them later on my own map
(Figure 60).

Figure 59 - Log of PokéStops and Gyms

Weston Park Tennis courts

Festival of Britain Conservatory and Gardens
Godfrey Sykes Monument

Brassed Off

Weston Park Museum

Double Somersault

Weston Park Gates (West)

Mosaic Seating

12 Aai AAg KUECUE] pAE
10. Ebenezer Elliott Statue

11. Firth Court * Weston Park

12. Eileen Ryan Memorial

13. Western Bank Library

14. Arthur Falcon Stevenson Memorial

15. Duck Houses Weston

16. Weston Park Centenary

17. King George VI Coronation Tree

18. Mrs L. F. Milner Commemoration

©CoNoOk~wNE

I
c

<
O\
rn.
>;
N

104



Q PokéStop Q Pokémon Gym

At the time of my visit, | found twelve PokéStops and six Gyms located within
the park. It was an impressive number in such a small area so | could see
why the park appealed to Pokémon GO players. Looking at my list, some
points of interest were clearer than others by their name. Some were bigger
than others so easier to find. Some were tucked away around corners so
they could be seen on the augmented map but not in real life. At first glance,
Double Somersault was a little confusing but when | turned the corner of
the museum and did indeed find a huge silver monument, it made a lot more
sense (Figure 61).
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Figure 61- Doub(Somersau/t Figure 62 - Mosalic Flooring

The mosaic flooring (Figure 62) took a moment to find and also came as a
pleasant surprise. In an area of the park shadowed by Victorian
architecture, four mosaics were etched into the floor depicting scenes from
what | assumed were Greek mythology. There was no sign describing the
mosaic and a Google search has yet to shed any further light on their origin
either. While the mosaic flooring might have been hard to miss for a regular
passer- by, the Valiant Heroes War Memorial (Figure 63) was not.

Figure 63 - Valiant Heroes Figure 64~ Transvaal Memorial

The monument was to honour the lives of soldiers lost during both world
wars of the twentieth century. The monument was clean and well preserved
and demanded a huge amount of space. Just north of the monument, while
not a PokéStop, a small bronze memorial honoured the lives lost during the
Boer War (Figure 64).

Duck ponds nestled comfortably within the eastern part of the park. There
were two bridges, benches and * of course * ducks. Pigeons and other birds
were also present, vying for food from a local who was scattering seeds. |
felt some kind of juxtaposition as | could se e a large tower (The University
of Sheffield Arts Tower) looming over the park (Figure 65). | had nearly
forgotten | was so close to the city centre.
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Figure 65 * View from the Duck Pond

Having now circled the park, | situated myself in the very centre where there

was an open green space. | took a seat, made a few notes based on what |

had seen* which informed this episode * and placed a lure on the nearest

PokéStop, Eileen Ryan Memorial. The nearest points of interest however

were two of my favourite landmarks as shown in Figure 66 and Figure 67.

Figure 66 - Godfrey Sykes Memorial i{gure 67- Bandstand
T ~ v .

»

A few groups were dotted around taking advantage of the warm morning
sun but there were no obvious Pokémon GO players.There was still half an
hour until the Community Day began so | relaxed and took advantage of the
bug-type Pineconest, a place a particular Pokémon spawned frequently.

JHave you caught Mewyet? A 1 Ci T U 1T AyU &«ECyYy 1 Uéi AO:
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Episode 1f * Weston Park (2)

Please find my observation notes below.

Professor Brier

There was a man in his early twenties leaning on the rails  behind the
player. His Pikachu hat covered the majority of his hair ~ but a wide smile
was prominent . The man was observing a player making notes while
pl ayi ng P o kpgeenogovet Gis shoulder

b Not yhe playgr replied dubiously . The observer was referring to

a special event that had been released the previous month 0 the chance

to capture Mew (Figure 8 was the prize. plitm struggling
Ditto.y

bThatis the mos tthe dawffrendc u }; I i
said. He took up the space nextto the player . Fiure B8 Mew
was lucky.y (#151)

He presented the player with his phone
displayinga Mew.

b Awe s ome, w e thd playko said, aylittle ‘ \
envious . bl Um sur eDifd événtualhf | nd a

mi ght even get one today.V

bl h sopbaddy. Do you know anyone coming
today?y

p N ol just came to see how many people would t ur n he admited.

pJust you see. This park wild.l be rammed i n
peopl e wonut hikthemmwl Gwh a@i | an by the way. Yy

Cilan eagerly offered his hand.

pbl itm Ben,y the player said. pPleasure to mee
Sure enough, more and more players were arriv ing. Some were

individuals and some were in groups. Al were Pok Smon GO pl ayers

here to capture Mareep!

pComeyo€i | aed.déptLés t meet everyoneyelse at the
Ben began to pack away all his things and followed the lead of  his new

friend. Cilan seemed to know many of the people as he nodded and
waved to various players on the way to the gates.

bWe wusually start hethey,afiveth at the wgsterai ned as
gates. pThen we circle the parkafewtimes. Unl ess i tids raining and
we usually stay under the trees .

When Ben checked the game,al | PokSStops had mapres so the
was filled with falling pink petals. He scanned the crowd and there

were around a hundred and fifty players just gathered around the

western gates. A parting split the group in two, allowing non-players to

pass through in and out of the park.
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bThis is mental,y Benkmsawda i Pasdd$man p W
sheep could bring so many p layers together? y

pltus starting now!y Cilan squealed enthusia
Mareep wi | | be a Shiny. I hope so. Oh, itids not
The map was packed with Mareep. The collective began to circle the

park slowly.

bThi sgriesata pl ace t o Benaonmdntedkifiem con they

visit. pTherelds so many PokSStops. YV

bl k no w,CilanisagdhHe hagl introduced Ben to a few of his friends

and they werenow relaxing near t he bandstand. pHave you
Mi | | hous ess?net Utsh earwee. y

pltis good at Hiob,lys borCdanicgdh fRdrelnds added. plt
a small park and has a good circular route |
bl prefer the city centrlet,iys amudcihf fbeirgegnetr farnide
has more to offer. Whenyougoto t he par ks, sometimes thered
toilet or cafS around. In the city centre, vy
play.Vy

pYeah,buti t s di |Iana:ootumrt e, rgecfir. havimd a session

|l i ke this whe al | [ d ot hiesr epiil shughs PStkaS mo n . B
there.y

Ben made an internal note of some of the places new friends had
mentioned as potential places to visit.

pShal l we add each ot her &#anésked@Bends i n t he
when the event had finished and the players were beginning to

disband.

pSure,her etis my flryi end code

Ben loaded the QR code on his phone so Cilan could scan it. They
instantly connected and Cilan sent his new friend a gift immediately.

pbLetiuUs send each Glanbegggsted dacliyedly. pl a
have spare gifts after I ldve hit all the PoksS
pbExcell ent!y

pAre you a part of the Sheffield Discordgr oup?y Ci |l an added.

pl tve heard of it but never used it.Vy
gl\(g§[]¥e got to join! Yochwohis bbédhinged how
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Cilan

7 fkag”| g§zN-s|q J~yl {~] 5B p2~{ ®rk i"-: s ®
Pokémon fan so it was right up my street. After the hype died down, fewer

and fewer players were around so | found it hard to keep up momentum

within the game. | used Facebook to connect with others but players

pHkak|i® ~zpr- « «domedne ok Hacebookkrdcanmended - |

Discord.

7®i « ~N| "~88 .~ ygwidin aiservgr| Gnedch servef, there
are different chatrooms and stuff for players to use. Our server is just called
Pokémon GO aSheffield. All serious players use Discord to find each other.

There are chatrooms for each postcode in Sheffield so you can find people

who live nearby.

This is how we all met. We all commented on different things in our area

chatroomandtr " ®i « r ~pu pnpk fkgr{k ~pur2k ~p k*rgr -~-®
Community Day, we said we would try to meet up at least every month but

then Niantic seem s to be bringing out more and more mini events so who

knows? We might end up meet ing more often.

ur details and [ 01l sen
e and you can find other players
b

pbSur e, t h &aenkepligdo, aurigsity building . | p U s Y
pWe are meetingup atthenext Communi ty Day, right?y

pAbsolutely. WSee you then
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Episode 1* Discussion
The autoethnographic accounts in Episode 1 presented a selection of my early

Pokémon GO experiences. The basis of Episode 1 is the novelty of Pokémon GO, not
necessarily regarding the gameplay mechanics, but in terms of how | engaged with
others in different real -world locations across Sheffield. Episode 1.a showed how |
embarked on a mission to deploy a lure module at a local PokéStop. On my journey,
| met three other players who had also just begun their Pokémon GO journey.
Professor Brier introduced himself in Episode 1.b and provided an overview of the
basic mechanics of Pokémon gameplay. People around me who | knew had never
played Pokémon before began to play, such as my colleague Bonnie, taking me by
surprise as shown in Episode 1.c. Professor Brier introduced the Community Day
feature in Episode 1.d, which are monthly events created by Niantic hosted within
the local community. Furthermore, | visited a new p ark to experience Community
Day in Episode 1.e and Professor Brier narrated how | met a new friend named Cilan

in Episode 1.f.

This discussion section draws on key themes within the data and applies lenses (as

outlined in Section 3.6) in the following way :

Lens 1 Lens 2 Lens 3
Play and The experience The influence of
playfulness with(in) space space
Knowledge
Distribution X X
Exploration X X
Navigation X X
Social
) X
Interaction
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Knowledge Distribution
When | used the lure module in Episode 1.anearby players noticed the purple

petals descending from the Frecheville Library PokéStop on their augmented reality

map, which prompted them to travel to the Wayspot to understand what the lure

module entailed. This resulted in a small collection of individuals gathering within

the same shared space. In this moment, Pokémon GO playbecame characterised by

social interaction based on curiosity (Mardell et al. 2016) Those who | met outside

Frecheville Library, inc luding myself, had a shared emerging passion for Pokémon

GO, which was the sole focus of our conversation and purpose for being in that

EeAT U UjUyeaieaediA¢ eCl0 1A TCyyCA UAOUAI ChE
the space have a passion not race, class, gender, or disability i E e Ei yAEJ I ~ GU
and Hayes 2012,p. 9). The conversation that followed indicates the speed in which

bonds can form with in an affinity space based on a shared interest. The formation

of relationships enabled rapid learning. The three female players had a stronger

understanding of the level system and team affiliation, which they shared with me.

Ei EEguJ" géiE EeCWE eClJ {AUNIiUE YAEQgUEE AA
spAT Ul ~ GUU 28120116 dhat Bew players are welcomed (Davies

2006). While the game was still relatively new, meaning it would be unlikely there

would be masters of the game at this point, the data indicates others have a more

advanced knowledgebase than other players. Secondly, this exemplifies how

knowledge is shared between players of differing levels and expertise. New players

are able to build their knowledge, facilitating the development of specialist

knowledge within the shared space, li nking to the notion that affinity spaces allow

]geu OUIUuCeyUAg Ce 1Cge EeUTi Aui Eg AAO |1 ECA
AAO EeUlTi Aai Eg +ACIJ0UO¢ Lo1p,fk 14pShaingihd samé GUU A A C
space enabled the construction and sharing of knowledge about the game, which is

indicative of a nurturing affinity space . Within this moment, Frecheville Library

provided a space in which information about the game could be shared. This

Wayspot is not usually associated with this form of play, but th is does highlight the

potential for businesses to extend their services to individuals who linger outside

for play (Costigan et al. 2017; Kohn2016).
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pnigei A +CAAi U+ E yUYyCEJ" EEU EUI AuudUO éClJ EéL
her neighbourhood through the tracking of a new Pokémon on the augmented

reality map, indicating this moment of Pokémon GO playcentred on discovery of

new locations. Led by her curiosity, she travelled to an unknown Wayspot to

discover what it represented. This pla yful behaviour embodies the dérive (de Souza

e Silva and Hjorth 2009). Bonnie allowed herself to be absorbed within the space,

forgetting she had begun the journey to capture an undiscovered Pokémon. Her

focus was not the game screen for the purpose of cat ching the new Pokémon

(Farman 2012; Gazzard2011), rather it served a navigational tool to a new point of

interest (Lammes and Wilmott 2018). Despite living in the area for a significant

period of time, Bonnie described an unusual World War Il bunker hidde n within a

small woodland that she had walked past many times before but had never entered.

Furthermore, the information about the point of interest was shared to non - players

~+CAAi U+ E yCgeUE” AAO CgeéeUE eUuAJUEE ~“§$JEUG&”
the dispersion of information about real -world locations (Gee and Hayes 2012).

Pokémon GO facilitated the discovery of a new point of interest through play, which

hagi yAguUad éUicéegUAUO +CAAi U+ E i AgUEUEg i A &
perceive her local area as a space of potential new discoveries. This playful

discovery of the bunker highlights the continual construction of how we perceive

and understand space (Massey 2005) through movement through it (Ingold 2007),

which location - based games such as Pokémon GO facilitate naturally.

Navigation
Episode 1.e and 1.f narrated myfirst visit to Weston Park for Pokémon GO, which

illustrate s Pokémon GO supportsexploratory play. My journey to Weston Park was
for the sole purpose of Pokémon . When Ifirst arrived, | idly circled the park using
points of interest as waypoints. Embodying the #@neur/phoneur (de Souza e Silva
and Hjorth 2009), | explored my surroundings, taking photographs and making
notes in coordination with play. | allowed the game to guide me around the park
following the Wayspots. The visit to the park entailed a meticulous exploration of

my surroundings using Pokémon GO as a map or compass (Lammes and Wilmott
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2018). Using the game as an orientation tool enabled me to easily locate less well -
known or visible points of interest. In some cases, this was facilitated directly by
Pokémon GO such as a point of interest manifesting as a Wayspot (Double
Somersault) but in other cases, exploration was led by more open curiosity
(Transvaal Memoarial ) demonstrating the interface of the game did not pose a

barrier to how | interacted with the environment. While Weston Park is situated in
the city I live, it is not my local park. The park is situated 6 miles away from home,
corresponding to a thirty minute drive through the city centre. This is significant as

it highlights the importance of spaces of gameplay and the willingness to travel to
new locations (Graells - Garrido et al. 2018). Pokémon GO players hold a preference
for where they play Pokémon GO, as demonstrated by the conversation between
players in Episode 1.f. Some players prefer city centre locations while others prefer
suburban parks. Players defending their place of choice is indicative of place
identity (Vella et al. 2019).Play centred on exploration is indicative of feeling a
sense of belonging (Mardell et al. 2016).Weston Park offered an exciting opportunity
to learn more about the city in which | was raised. While | did play Pokémon GO as |
traversed the park, this was not the sole f ocus. Exploring and the exciting prospect
of learning more about the park was the focus. Perceiving the space as playful and
UijTigiAc 1 CAAGUEE GAKKAEO ~si1114” 136C 1U0UaGi UIC
parts of the space where objects to be collecte O § A J(p. 41i4)UThis visit to
Weston Park sowed the seeds for the development of active place attachment and

identity as explored within Episode 2.

Social Interaction and Cooperation
My encounter with Cilan demonstrates the importance of social inter action within

Pokémon GO play. In a similar way to the lure module, Cilan and | were brought

together to Weston Park for Community Day, an in-game event that encourages

BUAJUEE gC T CauAl CEAgU Nige géeuU 1CyyhAigd: -
behaviour illustrates the way in which occupying ludically charged spaces

influences Pokémon GO players. Through my gameplay behaviour such as

navigating the park via Wayspots using my mobile phone, Cilan was able to identify

me as a fellow Pokémon GO player and he recognised at that moment we were
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sharing the same embodied experience (Apperley and Moore 2019. The importance
of gestures of play is further evident in Episode 1.b. At The Royal Standard, Bonnie
recognised me as a fellow Pokémon GO player, not from my history as a Pokémon
player or previous conversations, but from my gestures. The action of swipi ng the
mobile device in a particular manner created a haptic effect that became

intertwined with the play itself (Apperley and Moore 2019). At the moment of
recognition of mutual Pokémon GO play, the space becomes ludically charged

(Giddings 2009) enabling the sharing of Pokémon GO memories.

My interactions with Cilan in Episode 1.c illustrate how cooperation and challenge
(Mardell et al. 2016)is core to the Pokémon GO gameplay experience. Cilan serves
as an interesting case study on how players achieve a particular status through his
interactions situated within real -world locations for play. He navigates between
face-to-face interactions and online platforms, preferring Discord as opposed to
Facebook as it is highly organised and generally attracts those who are fully
committed to the community rather than casual players. The preference for Discord
highlights he is not only passionate for Poké mon GO, but also the way in which the
space is organised, corroborating Gee and Hayes (2012) on their understanding of
Aeei Ai g3 EeATUE: Mg i E AGEC iyeCEgAAg g¢ ACY
attracts dedicated players, does not entail he o nly interacts with the most dedicated
players. On the contrary, Cilan enables casual players to become more serious
players if they wish to. Through his face - to- face interactions, Cilan provides a
gateway to the online community. Acting as a leader or guid e, he felt a level of
responsibility to ensure all players are involved with different elements of the
Pokémon GO community. This allows players to develop their knowledge of the
game, facilitating the distribution of individual and specialist knowledge ac ross the
community, if they choose to explore the online affinity space. Furthermore, this
exemplifies how Cilan gives players the opportunity to access different forms and
routes of participation (Gee and Hayes 2012,p. 20). This moment demonstrates
occupying a nurturing affinity space provides a safe space for player collaboration.
By recognising we were embodying a shared gameplay experience, Cilan was

comfortable reaching out to me as a fellow player who he had not met before.
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Weston Park became host to Community Day through the players who chose to
direct their gameplay to the park for the event. The large influx of players shapes
how Pokémon GO players perceive spaces for play by reinforcing the playful

potential of real - world locations for play.

Episode 1* Summary
The autoethnographic accounts in Episode 1 demonstrate that Pokémon GO

supports exploratory and investigative play driven by curiosity of Pokémon and the
built environment . This is characterised by social interactions with new players,
collaborating and learning from other players and exploring new locations.
Gameplay mechanics such as the lure module (in Episode 1.a) and Community Day
(in Episode 1.e and 1.f) daw players to gather around the same real - world location,
enabling the formation of offline affinity spaces. These types of play encourage
players to view the real - world with a playful lens, enabling spaces to be reimagined
as spaces of potential new discoveries and opportunities. By encouraging players to
return to the same locations , Episode 1 showed this facilitates the development of
place bonding. Episode 2 highlights how online spaces become important on my

journey to become a more serious Pokémon GO player.
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Chapter 5* Episode 2: Expanding Spaces
Figure 69> The Silph Road Trainer Card

THE SILPH ROAD

TRAVELER

PROFESSOR_BRIER

A JOINED: 10 JUN, 2019

3 SECONDS AGO
TRAINER LEVELI

TRAVELERS CARD:#1559AA

Qo
JJo TRAVELERS MET:()

POKEDEX

XP: 7,168,235 9 MEETUP CHECK-INS{) “ NEST REPORTS:l MIGRATIONS
h /40

/536

5%5‘.33:".!‘50 RKING ON INCREASING MY
TRAINER LEVEL. TYPICALLY RAIDS 3X/WEEK. Discord - Protessor_Brier#9737

=1

<

Episode 2 - Introduction

ECaucCli A¢ -iGAA+ E EUT CyyUAOAgieGBmyreathinoCi AUO

the Pokémon GO metagame.Discord and ultimately The Silph Road (Figure 69)

unlocked a new stream of communication with other Pokémon GO players,

therefore becoming the conduit to enable me to become a more serious Pokémon

GO player.
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Episode 2.a* The Silph Road

Please find my observation notes below.

Professor Brier

The player, Ben, was idly flicking through the internet. He went

seamlessly from BBC News articles to Facebook to Twitter to Serebii.net,

whichwas per haps the most f amoileswaPmledmon fan si
andit was a dry Pok Smo mewspoka nevo ghme and no

new events in PokSmon GO. He switched to Dis

Discord
EasyPeasy23
Have you tried the sijph road? We
need get to get more people involved
BrandyBoy24
M Oi O IJéUA [ g ai EF
cool.
EasyPeasy23
Mgr E ¢Cg yhié | Ugg
check it out if your interested in

competitive play.
BrandyBoy24
/s it easy to set up an account
EasyPeasy23
Takes a couples of mins
Ben
¢CéU ziuéé vCAO
was still going .
EasyPeasy23
Mgr E yhié | i¢¢cUE ¢
Community Days, its just exploded.
Ben

! might take a look.
EasyPeasy23
KUEU:r E :géU ui A=
https://thesilphroad.com/
BrandyBoy24
Do you think enough people will join?
EasyPeasy23
[ think they will. So many players on
here are dedicated. Cant see why
geuJ WChuOA:r g
BrandyBoy24
Mr G4 6 C inékt camlay, wekan
virtual handshake

Curiosity growing, Ben followed the link. The Silph Road page opened
before him. He clicked the More Information link and he was directed
to a video outlining the purpose of  the platform (see Figure 7Q.
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Figure 70> The Silph Road
Tech Insider (2016)

Remembering the discussion on Discord, the player looked at how The
Silph Road contributed to Community Days. He found the following
statistics:

1 13.8% increase irstaff checking travellers in
1 14.3% growth in the number of participating League communities

T 5.3% more travellers check in overall around the world
The Silph Road (2018)

Interested in maps, Ben clicked on t he Visualising League Participation
map. It showed that 23 players had checked in during Mareep
Community day within the Sheffield region (Figure 7). Thiswas an

increase from the 15 who had checked in during the March Community
Day.

Figure 71- Sheffield Check Ins

) ! +
april-check-ins
A

The report listed 3 9 2 cities and t owns wi t h active
communities across the world from Nelspruit (South Africa) to Puebla

(Mexico). Some pictures, such as Figure 72 showed how players had

created their own PokSStop in Weeb | ife feat
Community Day badge in the centre.
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Fii

gure /2 - Kaarst, Germar

As he navigat ed his way around the web site, it was clear to Ben that

the Nest Atlas was the websi t(fegue 73nost di sti n
The map of the world indicated where s peci f i c were kikslyto n

spawn. This was created by players to allow other players to

coordinate their gameplay.

Figure 73 - Nest Atlas (The Silph Road)

VERIFIED. UNVERIFIED ~ ALL NESTS ~

To test the feature , Ben searched for Weston Park, Sheffield to see what
the local spawns were. He was pleased to see there was a sighting of

a Wingull . 1t wa s listed as unverified as another player ha  d not been to
the location to confirm the sighting. Within The Silph Road, Ben
discovered players could create their own profile  so without a second
though t, he started the process (Figure 74.
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Reading the text carefully, a sense of nostalgia slowly began to envelop

HEY, STRANGER!

You're the new traveler, right?

The Silph Road Ranger sent me to make sure you're all set up and
comfortable.

What? You've never heard of the Silph Road?
Well, I'll give you the basics.

The Silph Road is the name of a worldwide network of Pokemon trainers
who've joined together to help everyone. Travelers on the road help
new trainers learn the ropes, coordinate for gym battles, get to know
their local players, and even plan to trade exotic Pokemon from near
or faraway places.

So even if you live in a desert, you can get a squirtle! Pretty cool,

huh.

Hey, you should become an official traveler and help out!

That would also let you use the Road to get access to Pokemon you're
looking for yourself.

Wanna come with me and get an official Traveler Card?

OK!

«BACK

him. The introduction to the website echoed the words of Professor Oak.

He felt an immediate connection. He sat up and

shoulders. He was ready to help! It was his duty to help.

Creating the Trainer Card was an easy process but deciding who
his favourite sconsiddtablik $ore difficuta (Figure 69).

straightened his

were

The trainer card included progress bar s indicating progress towards

Level

40

in terms of experience

points

P o k S mo ndid@@. In addition, The Silph Road ha d a series of badges
which players could collect. Players could connect with each other
through wvirtual handshakes . This could lead to battles to become the

highest ranked player in your region.

Ben switched back to Discord.

Discord
Ben

Silph Road is pretty cool. M O O
know it was as sophisticated as

this.

Ben

EasyPeasy23

You got it already? Will you be out
for the next com day? We need fo

meet for the handshake

Absolutely. Where do you meet?
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EasyPeasy23
EhAcud gCHA: uU,
S0 just keep checking.

Ben

Awesome.
EasyPeasy23
Make sure you get other people to
Join.

Ben

Will do my best.
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Episode 2.b* Raid Battles Tutorial

Greetings, Pok Sf ans !
Youiluve got t o IRedtodbeattiseserpeskydraich Bosses!

In these special battles, you .

chall enge a wudRahdPok®reos- RaidBoss
Boss u which is usually especially . 13:2

strong or rare. Raid Bosses are . -
positioned at PoksS

limited time so when you see one,

be sure to check it out before it

leaves. Figure 75shows the Raid

Boss Combusken based at The Art
Society Gym . In order to challenge a
Raid Boss, you must be in close
proximity to the Gym as usual and
have a spare Raid Pass, which you
can acquire from spinning Photo

Di scs at PokSStops

Not Raids are the same level!

Level 5 Raids are tough. These Raid

Bosses are incredibly difficult to

defeat without fellow players to

support you. Gather u p to twenty trainers to defeat a Raid Boss.

You can locate nearby Raid Battles from the Nearby Menu on the
augmen ted map. By using this feature, you can coordinate where to

visit next and which Raid Bosses you can defeat with the resources

you have and players in your company. First, Raid Eggs appear with

an hour timer. Once the hour has passed, a Raid Boss will hatc  h with a
forty -five -minute timer. In this time frame, it is your opportunity to
challenge the Raid Boss!

Figure 76 - Raid Battle Lobby Figure 77- Player Statistics

i Sure 4G 13:32 @ 9 74% wm )

QUIT  ITEMS GROUP CODE

8

@01 Finding other p) yers’ N

A
Y

Recommen'edtatdel’arty ﬁ
- )
ProfessorBrier
2617 1566 1717
Level 33
u m
n Total Activity
Espeon Lugia Kyogre % Battles Wor 206

I.-' Distance Walked 1,212.63 km

"  Pokémon Caught 4067
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When you have found a Raid Boss and you are ready for battle, you
enter a lobby (Figure 76) and a new two -minute timer appears so other
players can join your lobby. You can create a private group if you

have a particular group of players you want to collab orate with.
When you are in the lobby, you can see other players and select them

to view their gameplay statistics (Figure 77).

The two minutes also gives you theffchance to
from your party you are going to use for battle. This is where knowing

the type advantage chart (see Appendix  11) becomes important so you i

can choose the most appr oposieatddefeaPolf Smon fr om
the Raid Boss.

QUIZ TIME!

Question: Whi ch PokSmon woul dConbusken? dMatera @ai nst
type Marshtomp (Figure 78) or Grass -type Grovyle (Figure 797

Figure 78 * Marshtomp Figure 79> Grovyle
(#253)

Answer: /f you said Marshtomp , you were right!

Well done, PokSmon trainer!

Once youuve selectedy your Pok:¢
the Raid begins when the two minutes

run out so make sure everyone is

o /M o ready! During the Raid Battle, all normal

battle techniques are available but you

must defeat the Raid Boss within the

battle time limit (Figure 80.f you dlon it

Iolefeat the Raid Boss, the Raid Battle is

ost.

Figure 80 - Raid Battle

ol Sure 4G 13:34 @ 9 73% mm)

However, i f al | ylour si x Pc
defeated, do not despair! You will

return to the lobby where you can heal

your PokSmon, providged you ha\
enough items and time . Then,you can

re-join your group to continue the Raid

Battle. If you are able to defeat the Raid

Boss, all players will receive special

P o k S b &Ptemier Balls , which can be

used exclusively 1in he Rai d
bonus challenge (Figure 81 u the chance

to capture the Raid Boss!
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Figure 81- Raid Bonus Figure 82 - Captured Raid
Challenge Boss

w! Sure 13:35 @ 4 70% .

€ Combusken / crP908

Combusken

99/99HP

17.6kg (o)

411,094,016

_ GYMS&RAIDS

You can only use your allocated number of Premier Balls but you can
still use Berries to assist you i
PokSmon will not flee unless you
case, you have unfortunately been unsuccessful in the capture.

Raid Bosses are notoriously difficult to cap  ture! If you capture the Raid
Boss, itus 8ours (Figure

| have also heard something incredibly interesting! Raid Bosses have a

chance of becoming Shiny during the bonus challenge if you are lucky!

If you manage to find a Shiny in a Level 5 Legendary R aid, you are i
guaranteed to capture the super r Pok Smon
Ball that hits it!

How about that?
The

ros
so keep
out!

t e Pok Smo
c n wh a

S5
oW

0
g

r of
hecki

Letis GO Raiding!

Professor Brie r
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Episode 2.c* Weston Park (3)

It was an early Sunday morning at Weston Park and very few people were
enjoying the park. There were no /ures on any PokéStops except the one |
had placed suggesting the park was player -free. Slightly disappointed, |
strolled around waiting for a Raid to begin regardless. At Brassed Off, a
Level 2 Raid Egg hatched into a Breloom (Figure 83). | stood close to it but
remained visible.

Figure 83 * Breloom Figure 84 * Infernape
(#286) (#392)

The Raid Boss was only 10,456CP so | felt confident | could take it down by
myself even if no other players joined. | prepared my team for battle,
selecting Fire -types such as /nfernape (Figure 84) to gain the advantage
against the Grass/Fighting type.

| looked around for other potential battlers . There was a woman in her fifties
walking her chihuahua. She was looking at her phone but it was hard to say
if she was playing or not. | tried to peek at her phone but she continued
straight past the Raid anyway. The clock ticked down and the battle began.

Raid battles had been available in the game for a few weeks but | had only
done a small handful. Despite my inexperience, | still knew what to do as
there are practice features within the game. | tapped away to deal damage
to the foe, /nfernape battling hard.

| defeated the Raid Boss solo! Beads of sweat built on my forehead as |
swiped to capture the Breloom. | was successful on my fourth attempt so
this was a new addition to my collection. | circled the park a few more times
before leaving. | left the park feeling the trip to Weston Park had been
incredibly anti climactic.

However

| received a notification within the game. | had received an Exclusive Raid
Pass or EX Raid Pass (Figure85).
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Figure 85 - EX Raid Pass
il e i

-

0
’ 2]

»

4:15PM

June 25 3:30 PM

Brassed Off

This is a reward for a previous victory at Brassed
Off!

Please visit the Gym at the given time to join the
EX Raid Battle!

Disappointment changed to excitement at the new prospect. | put the date
in my diary and left the park with a smile.

Episode 2.d* Weston Park (4)

The pass was self- explanatory. Having won the Raid against Breloom, | was
given the opportunity to return to the Gym at the specified date and time to
take part in another Raid alongside other successful players. The time was
a little awkward with work but | made a commitment to go and see what the
event would entail.

Weather was not favourable. It was throwing it down but | refused to let this
put me off. | donned my overcoat and umbrella and set off to the park from
the comfort of my desk.

M WDAE i egUUA yi AhgUE UAEGWJ 1 hg M Oi OAr g WA
gameplay before the Raid Egg hatched. | headed straight to Brassed Off so
| could cower under the cover of the bandstand. There was one person

AUGEUAOJ eEUEUAg: KCCO he AAO CiIi UE eéiE UAO
him jump when | closed my umbrella.
I€EEEJ" 1 M WACAKEG EANdDaehd: |

iMg TE 1 éU AgEUUO' GCWUEiAg éiE &CCO EUI UAY
was leaningback CA géU |1 UAT e eeCAU i A eéAAO: |1-Ch éuU

Over his shoulder, | could see he was in the middle of catc hing a Zigzagoon
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iIM Ay 1 M EUEeCAOUO ¢§UPFEguggsr UGJT: 1 KAI U JCh ¢
J Ce geéUEU" | Zigzagoon (#263)

y

{puéUAUI UE M TAA: ¢éuU
WCE+ AEChAO gécChgeé: |

LU Ofi eaei 1l hag

Yeah, M y Ehe&aCEUO g¢gC I ACl 1 M

confessed.

KU GAhgceUO AAO EAi O 1_U gcCC: |

Now safely out of the rain, | folded my umbrella away and found my phone
to get myself ready for the battle. There was still time before 3:30 but |
JAEA+ g UAg i Eedadfo dd&amyhlng befezehivhd.A U

1¢éiE I E yJ @« EEg 89 vAiO 1l M AOyigguo: 12¢C
1>C¢ ACg Ag Aua: MgrE O6hEg ui+U AAJ CgeUE vA
M Oinéédiod Oyi g M &éAO0OArg OCAU yAAJ vAi O 1Agguau
Pokémon GOplayers as he seemed to sense my lack of confidence.

IKAITU JCh a=huaauad eUAaGUO Auu JChE sC+UyYyCA 1 &l
healing items left. Spin these Photo Discs here to get some potions and

revives. Use them to heal up your strongest Pokémon. Wheni ¢ EgAEgE" M+ G0
EeCl JCh NeAg gC OC iae JCh AUUO éUuue: |
J¢eAA+ JCh I M EAi O ¢EAgUehaud: M AT &hi EUO ¢
on my Snorlax and Bellossom.

luéeAg gUAYy AEU JCh 1 &U AOOUO:
{1Team Instinct.]

1¢é8U hAOUEOCCc E Tehm MySticadCE UJOU AWMy +Fe U IJAT : )
| knew Team Valorand especially 7eam Mystic were more popular than
Team Instinctbut | never understood why.

Now nearly time, other players joined us under the cover of the bandstand.
First to join was a man in his late twenties. The second was a pair of players,
A yAA AAO VNDCYyAA i A geéeUiE @iegi UE" NeC M 1CH
knew each other beforehand or had just met. The final player was a girl in

her early twenties.

It made me wonder, what other circumstances could bring such a diverse

group of people together with one common goal in this particular place?

¢teUEU WDAEA+g yhileé giyU e«CE TeAggUE AE ig WAE
reveal a Cresselia (Figure 87). It was a legendary Pokémon, rare and had

limited release within the game. Only available through EX Raids at this
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point, | had never caught one. So | was desperate to add this to my
collection.

Figure 87 - Cresselia (#488) Figure 88 - EX Raid Battle Lobby

QUIT ITEMS p GROUP CODE

Féefeel998 Mudd
Level 37 Le;

\'} ’/l ! ;
@12‘{ dirk oth’ér lyers ;

9 J_— :
' ‘lecommenged Battle Party_ j':?

»

S .

2065 1927 1783

Snorlax Bellossom Rhydon

2142 2024 2356

aoa

Gyarados Aggron Pinsir

The lobby (Figure 88) indicated there were twelve players taking part in the
Raid. There were six of us in my group but some were holding two devices
and so had two accounts. Looking through the rain, | could see a smaller
group huddled under a tree.

Out of the twelve, | was the lowest level, which | expected since experience
could be gained through Raids and | had done so few Raids. Two of us were
Team Instinct, the others split evenly between Team Mysticand Team Valor.

The battle began!

Cresselia had no hope of winning. The twelve of us took down the Cresselia
with ease. It did knock out my Snorlax, Bellossom and Rhydonbut | had
plenty of healing items. Now this meant each of us had a chan ce of catching
our own Cresselia. | used berries and curveballs but today was not my day.
Unfortunately, | used up all of my Premier Balls so Cresselia had evaded
my capture. | was disappointed but | knew it was a longshot and there would

be another opportunity at some point in the future.

At the end of the battle, the groups disbanded. Everyone congratulated
those who were successful, bade their goodbyes, and ventured out in the

rain. The player who had arrived first and | were the last ones to leave the
bandstand.

IKEW GCA¢ &A1 U JCR 1 UUAskadinpdew fliend.s C+ Uy CA Gf -
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Clemont

| started playing about six months ago. The game is a bit different now
compared to when we first started. | remember the first week. The weather
was glorious and literally everyone was playing. There was this Pokéwalk
organised by someone on Facebook. They were rallying to get as many
players to Parson Cross Park as possible. Man, it worked. | went with some
friends and there must have been over a thousand people there. We did
this almighty w alk around the park catching as many Pokémon as we could.
It lasted a few hours but some without kids stayed out longer, moving onto
town or another place. What was cool about it, the park is a bit dodgy. You

UL~ zi | i® g~ ~® | sqr ®I Itsafe@Eve®one terekwak | s| gl s ®
«~ g~~z1 7ii |k k& «kk| «~ {~]- 8§k~8zk s|

great sight to see. It happens now but on a much smaller scaler.

J¢eAg+E EC TCCuU 1] M EUYyAE+UO:
After a few moments of conversation, we parted ways.

1 &0 ¢AyU: zUU JCh UAgUE_l éuU EAi O

pouring rain.
| checked | had all my things and followed. As the rain continued to soak my

entire body, | thought about my gamelevel. 2 CUE i g EUAGQJ
the highest level?
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Episode 2.e* Limited Events Tutorial

Greetings, Pok Sf an s !

Thereils a colossaledéesyoRek3$mawaGOffpgayer
across the world!

Figure 89 * A Colossal Discovery Poster

Your enthusiasm has inspired me to

do some more research of my own

and I think | dve come
s 0 me t h graundAbreaking!

| was taking a stroll through
Dewford Cave with Steven Stone
and | found some remarkable
markings carved deeply into the

cavern walls. They looked random

at first but then | could swear | had
seen them somewhere before. It was
a t|c;attern of seven dots. What could
it be?

Letis find out!

There are always new discoveries
within the world of
you can help. Special Research

stories like this only occur once in

blue Munna so ensure you collect

your pass and meet your friends in

the community to uncove r the
mysteries together.

Letius GO!

Professor Brier
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Episode 2.f* Discord (1)

Discord
Aggamo

BroccoliPete

Foxmanl15

Aggamo

Foxmanl15

LunaSheff

Foxmanl15

LunaSheff

YouDidit8

LunaSheff
YouDidit8
BroccoliPete
LunaSheff

Aggamo

Notquiteready

Pikatissue

LunaSheff

pnéeCr E ¢cCAAA héAGbssal DiLovéry?| (
am actually looking forward to this!

What time does it start? Depends on how much free
time I'll have that day

Most likely I'll be doing it

11amDo we need to try and get a raid group together
for it?

I'd like to follow a group, but | dont think I'm available
until after lunch, and i assume people will want to get
going asap

M EhEeUT g géeiE BNiaa 1 U e&Ai
that starts at 11am, no doubt a few more groups will
organically start later on in the day. | imagi ne catching
aRegr Jiua 1T U A gAE+" éhigu
anything like the mainline games.

| don't remember the regis from raids very well, were
they nice big groudon- esque throwing targets? | was a
noob, did maybe 2 regirock raids and caught neither
Yes, but they were also moving a lot those mf

| do remember LunaSheffshowing me in my first raid
tho

At the baptist?

Yep

Will we have limited raid passes?
Probably

¢Agr E NéJ M NAE EhggUEg- .
ch OCArg WAAg gC WAEgU g«

Have you seen this on The Silph Road [link].In the
game master giga impact is 9000 damage

Are you sure?
The changed it back from 9001?

Fast move is 0 damage and 50 less energy per turn
than yawn?
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Notquiteready
Pikatissue
YouDidit8

HarrySnores

BelieveYouMe

LunaSheff

Aggamo

Notquiteready

LunaSheff

Aggamo

Kodak99

Notquiteready

Aggamo

Still better then rock smash with yawn

9000 power is defo a placeholder :

Let's just hope they forget about it

Mr G0 EUE8(

How many people are wanting to actually do this lol
me and girlfriend got it, it more then certain requires
raiding so just wanting to join anyone if they are doing

it?

My partner and son have bought these and are looking
to join a group for the day. If anyone is interested in
joining we will probably start at Weston Park!

Miorganise an S11 group.

Where are people thinking of starting?
Weston, cathedral?
Just find a big horde of people ?

Worth noting that if we get the traditional cloudy
weather, Machamp is the best for all three.

I'm lazy so I'll just stick with 'Beaty McSmashface'

So will everyone be starting by the cathedral or will
there be a Weston group too? Don't want to meander
down to Weston only to find no one's there!

I've negotiated day release for this. Thought I'd start at
Weston and maybe head townwards as required.

Me and my friend are starting at Cathedral tomorrow

M

-

u

a

ECT +
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Episode 2* Discussion
The accounts in Episode 2 represented my various attempts to diversify my

Pokémon GO gameplay experiences to become a more established player.
Encouraged by Cilan in Episode 1, Episode 2.a showed how | entered the Pokémon
GO online community, which culminated in the creation of my own The Silph Road
account. Episode 2.b introduced the Raid gameplay mechanic, which featured
prominently throughout Episode 2 and returns in future episodes. Intent on taking
part in Raid battles, Episode 2.c and Episode 2.d highighted my Raiding experiences
at Weston Park. Finally, Episode 2.f was an extract of a conversation from Discord
of players coordinating their gameplay relating to a special story event, named A

Colossal Discovery, which was introduced in Episode 2.e.

Within this section, | draw on key themes within the data and apply the analytic

lenses (as outlined in Section 3.6) in the following way:

Lens 1 Lens 2 Lens 3
Play and The experience The influence of
playfulness with(in) space space
Knowledge X
Distribution
Maps and X
Play
Encounters X X
Lead_ers qnd X X
Reciprocity

Knowledge Distribution
Episode 2.a highlights the importance of knowledge construction and distribution

within online spaces for play for players such as EasyPeasy23 The affinity space of
this player includes Discord and The Silph Road, which enable him to play
competitively (Mardell et al. 2016) Episode 2.a demonstrates Discord has features
of a nurturing affinity space (Gee and Hayes 2012). Through joining Discord, Episode
2.a showed how being a member of an affinity space can lead to additional sources

of information. EasyPeasy23uses Discord to recommend The Silph Road to other
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players. His actions allow players to acquire dispersed kn owledge, which is

i1 +AClNuUOcU geAg i E ACg Al ghAuud CA geU Eigu
CgeUE EeAl UE! 2012p.07). MAiQeractib wiklE£asyPeasy23

illustrates how playful affinity spaces accommodate learning. 8 AEJ s UAEJ 5 w
suggestion led me to the website, extending my reach within the online Pokémon

GO community, influencing how | engaged with Pokémon GO.

Maps and Play
The Nest Atlas (Figure 73) is a prominent feature on The Silph Road. The map

allows users to record sightings of Pokémon, confirm sightings of other players,

and record the location of Wayspots in order to create a fully interactable Pokémon

GO map that anyone can access. This feture highlights the importance of maps and
mapping for play within online and offline spaces for play and offers an opportunity

to understand the playfulness of Pokémon GO. Players add data to the Nest Atlas

when a new Pokémon is located, which can then be verified by other players. This
enables players to plan and coordinate their gameplay. The coordination of

gameplay in this manner is particularly interesting. Episode 1 showed players can
embody the flaneur/phoneur and dérive (de Souza e Silva and Hjorth 2009).

However, when players plan and coordinate their play by purposefully making visits

to specific locations for the purpose of play, this does not fully align with these

concepts. In these contexts, players embody a more serious, but still playful

character, indicated by the competitive and completionist behaviour (Mardell et al.

2016) This data is collected by volunteers for the benefit of other players. By

T Caaul gi A¢ AAO EUT CEOi Ag géiE iAeCEyAgi CA"
produce AAO ACg o6hEg 1 CAEh2010,.12). Thefdn chedt€d wibsitd U E
has a range of features, which highlights how expansive the Pokémon GO

community is. Quantitative data is collected by players across the globe, such as

the number of people who have recorded their meeting through face -to-face
handshakes and the appearance of Pokémon on maps. This information is available

for all players to access.
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Furthermore, all players, no matter their position within the game, can contribute to

the collection of this data, if they wish to do so. Playful altruistic behaviour (Mardell

et al. 2016)provides players across the community an opportunity to benefit from

UAT & CgeéeUE+E +ACINUUO¢gU Ce sC+UyCA EeAWNAE AAC
coordinate their gamep lay. The diversity of information available on The Silph Road

AGEC UijjUyeéui e UE géeUEU AEU 4 0Oi ®®@®UEUAg =CEVE
Hayes 2012,p. 20) and that the autonomy is central to the play experiences of

Pokémon GO players (Mardell et al. 2016).For example, EasyPeasy23intends to

collect data on handshakes. Other players may choose to populate the Nest Atlas

with sighted Pokémon or contribute in any other way.

It is not possible to discuss all the features of The Silph Road in this study. Given

the depth of the website, this could be its own study. Here, | focus on the
affordances of mapping. Lammes and Wilmott (2018) argue games that use

Ui UEJ OAJ y Aeéthe mag(dsiafdmé board) with the playground (as an
AEUA aCE (pspB3h Ehis Bugdests gameplay disrupts the cartographic logic
Cae geU yAe: Weilée geuUJ AEchU CazaUEE AU éeCEE
EeAgi Au EUGAgi Chnott 2018%526%3). HdwevAr Al@y suggest this
does not extend to Pokémon GO as this location- based game uses a heavily stylised
map, characterised by the lack of road names for example. The data in this study
indicates that Pokémon GO, despite its stylised map, also heightens the affordances
of mapping. The Silph Road demonstrates the sophisticated collaborative
mapmaking abilities of the Pokémon GO community. This is further demonstrated
through the players of Pokémon GO using the augmented map to navigate their

real-world environment using the map from the game.

Chance and Organised Encounters
The autoethnographic accounts in Episode 2 relating to Raids illustrate that

encountering and collaborating with other Pokémon GO players is central to play. It
is important to make a distinction between Raids and EX Raids to understand how
players experience space. Regarding Raids as shown in Episode 2.c, the initial one-

hour countdown signals to players when the Raid Boss is available , ludically
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charging the space (Giddings 2009) This provides a warning to nearby players of
what time they must be at the real -world location. Once a player joins a Raid, the
lobby activates a two - minute window allowing other players to join. This additional
window enables all playe rs to take part in the same battle. Because Raid Bosses
have different difficulty levels, some are impossible to defeat solo and therefore
collaboration is essential. In Episode 2.c, | was the only player in the Raid and | was
disappointed not to have been able to collaborate with other players. This was my
purpose for visiting Weston Park on this occasion. The data in Episode 1 suggests
location-based games encourage chance encounters (de Souza e Silva2006; de
Souza e Silva and Hjorth 2009). In Episode 2c, | was relying on a chance encounter,

which did not manifest in this memory.

| argue that location-based games can enable organised encounters through the EX
Raid feature. When it is not possible to connect with other players during a Raid, EX
Raids provide players with a second opportunity to collaborate as shown in Episode
2.d. Tickets to these Exclusive Raid battles are earned once a player has defeated
any Raid at a designated Gym. Because multiple players receive tickets to the EX
Raid, there is a stronger likelihood other players will be present. My experience

with a Raid in Episode 2.c contrasts with my experience of the EX Raid in Episode
2.d. At the EX Raid, | met a fellow player named Clemont and defeated the Raid Boss
with twelve other players in total. During the Raid, this created a dynamic, active
and playful space as all twelve players were united with a common goal (Gee and
Hayes 2012). Through having a shared interest in the Raid battle, | formed a
connection with Clemont. Upon noticing | was less - experienced than him, he
supported me by ensuring my Pokémon were healed and | knew how to defeat the
Raid Boss. Supporting other players is an element of the play experiences of
Pokémon GO players (Mardell et al. 2016).At the bandstand in Weston Park, | spoke
to no other players but Episode 2.d shows how all players interacted through the
game, within the same shared space, to defeat Cresselia. There was no verbal
communication between players as communication was expressed through our
actions within the game. Players taking part in the Raid differed in player

experience level, resulting in higher level players contributing more to the battle.
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The support and assistance of more experienced players is demonstrative of a
nurturing affinity space (Ge e and Hayes2012). It is also important to note that EX
Raids direct players to return to the site of the original Raid, in this instance,
Weston Park. By encouraging players to return to the same locations of play
regularly, this facilitates active place attachment (Oleksy and Wnuk 2017) in the
same manner as dog owners walking their pets in the same parks (Lee and Shen
2013).

Leaders and Reciprocity
Clemont, who has played Pokémon GO consistently since its initial release ,

provides insight into the suppo rt processes within affinity spaces . He offers support

and encouragement to unknown players with whom he collaborates, exemplifying a

nurturing affinity space (Gee and Hayes 20t 8 ' - G Uy CAg+ E yUYCEJ eEC
into how a player perceives the locations of Pokémon GO gameplay. He talked

fondly about going on a Pokéwalk where hundreds of players gathered at a local

park to play Pokémon GO. The presence of Pokémon GO players at the park

changed his perception of the location. He felt safer even at night, w hich he

admitted he would avoid on a normal evening. For Clemont, a gathering of Pokémon

GO players created a safe and inclusive space for play, highlighting the continual

construction of space (Massey 2005) shaped by those who occupy the space

(Lefebvre 9 + “: EhRhEgEUEYyCEU" -GUyCAg+rE yUYyCEJ Ca
to a specific location, suggesting particular locations are entangled within

memories (Vella et al. 2019). This indicates the space holds significance for the

eUAJUE+ E i OUnog G@ playeh linking to player Preference for locations

of play as discussed in Episode 1.

The use ofDiscord in Episode 2.falso illustrate s how the roles of Pokémon GO
players are diverse and fluid, corroborating Gee and Hayes (2012) in their
description of nurturing affinity spaces. This episode is an extract of a Discord
conversation, which | did not contribute to . There are ten different players aiming to
coordinate their gameplay following the announcement of a special Pokémon GO

event.
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Figure 90 * Roles on Discord

Number of Role or Purpose of Contribution
Contributions
Aggamo 6 To form a Pokémon GO group for the
Colossal Discovery event
BroccoliPete 2 To ask questions
Foxmanl5 3 To announce intention to participate
LunaSheff 7 To answer questions and coordinate
a group
YouDidit8 3 To support LunaSheff
Notquiteready 4 To promote TheSilph Road
Pikatissue 2 To challenge information on The
Silph Road
HarrySnores 1 To seek clarity on the formation of a
group
BelieveYouMe 1 To advertise they will be starting at
Weston Park
Kodak99 1 To inform of the intention to start at
Weston Park

Figure 90 simplifies the roles in which players adopted within this extract. While

this is only an extract of a longer conversation on Discord, the data indicates each
contributor offered something slightly different to the conversation. Aggamobegan
the thread with the intention of forming a Pokémon GO group in order to collaborate
with others for the mini event. They contributed throughout the extract to seek
confirmation from other players. Other players such as LunaSheff, BelieveYouMe
and Kodak99contributed in order to support Aggamoin the creation of a group.
Within this exchange, Notquiteready signposted to The Silph Road, exhibiting how
the use of dispersed knowledge is facilitated (Gee and Hayes 2012,p. 16). The
information on The Silph Road is challenged, especially by Pikatissue, highlighting
how interaction transforms the content of the discussion (Gee and Hayes 2012,p.
13). Through this interaction, the information deriving from The Silph Road is
critiqued. Pikatissue stated they would report this misinformation back to the
original source, indicating how important it is for the correct information to be
available for pl ayers. The most dynamic contributor is LunaSheff, who alternates
between answering questions, critiquing The Silph Road data and forming a group.
The contributions of LunaSheffindicate the reciprocity of roles (Gee and Hayes

2012,p. 21) within an affinity space. This short extract demonstrates the diversity of
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Pokémon GO players and the eagerness to connect and interact with other players

within the community at real - world locations.

Episode 2* Summary _ A _
Episode 2 shows how online spaces contributetoa € t AJ UE+ E hAOQOUEEgAAOQOi £/

experiences of offline spaces. Gameplay features such as Raids, EX Raids, and
special events (A Colossal Discovery) provide a framework for both chance and
organised encounters within real -world locations. Through bringing player s
repeatedly to the same real - world locations, the spaces for play develop
significance for players. Episode 3 highlights how Pokémon Gyms enable players to
learn more about the built environment and view the real -world through a playful

lens, as opposed to forming a barrier.
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Chapter 6 Episode 3: GO Fest Dortmund2019
Figure 91* Westfalenpark Map

PRESENTED 8Y

Tvantic Dmmepm
:

©2019 M e

Episode 3 - Introduction
My Pokémon GO adventure eventually culminated in me travelling to Dortmund,

Germany, with the sole purpose of playing Pokémon GO at aspecial international
event (Figure 91 with hundreds and thousands of people. The visit to Dortmund
changed me, not just in terms of who | was as a Pokémon GO player but who | was

as a researcher.

This was a turning point for me.

Episode 3 explores how players navigate and explore their environment through

Pokémon GO and how the game has the power to unite its diverse playerbase.
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Episode 3.a* GO FestTutorial

Greetings, Pok Sf an s !

Community Days and Raid Battles ar e only the beginphing A you

I
cordially invitedto Pok Smon GO Fest!

These are special, annual real -world events or festivals that bring
PokSmon GO players from al/l over e
trade, and catchrare P ok Smon excl usive to t e

e
First hosted in Chicago, Po k Smon GO Fe st ariewraed i 2017
in2018l n 2019, for the third anniversfppry of
extended to other exciting places! How marvellous !

June 20191 Chicago, USA
July 20190 Dortmund, Germany
August 2019 Yokohama, Japan

Now, more people than ever before can take Figure 92 -

part across the whole world! Let me tell you ~ Roselia (#315)
some details about PokSmon GQ
Dortmund . The venue for GO Fest Dortmund is

Westfalenpark, a 70hectare inner city park and 4 .
perfect for the PokSmon ~ ' ce! The
expansive park has lakes, ponds and water /S ‘
features as well as fields, wooded areas, and

picnic areas. There are playgrounds, a cable car,

and a mini train. There are cafes and toilets.

There is also a large rose garden! Perhaps you

will finda Rosellanest A

7 - ; Overlooking the whole park is
Flgure 93 - Floran TOWQ%. the Florian Tower, a 220m high

television network tower (Figure

83). From the top , you can view

the city but this attraction is not .
available during gPokSmon G
Fest unfortunately!

To join GO Fest, players , you

must register your interest within

your game. Through this process,

you will be entered for a draw. If

successful, you will receive a

notification indicating you must

pay the registration fee (around

a30) and choose hich day
the event you wantto  attend.

You can also invite three other

Great Friends from your friend

istso you doniut negpd to trav
alone!

It is going to be an unbelievable experience. | wonder wh ichPo k Sm@n
are likely to appear A

Letius GO!

Professor Brier
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Episode 3.b* Platz von Hiroshima
By the time | had deposited my luggage at my hotel, it was 6pm and | was
walking around Dortmund centre ready to see what the city had to offer.

As | was wandering aimlessly around the city centre, a cluster of PokéStops
with lures caught my eye on the augmented map. It was only a five- minute
walk from where | was so | headed in that direction to take advantage of the
additional Pokémon that would spawn in that area. The three PokéStops
were linked to different memorials on a square named Platz von Hiroshima
(Figure 94). There was a set of benches positioned in the middle of the
square so | sat there to benefit from all three lures at once. Already sitting
on one of the benches was a pair of players.

Figure 94 Platz von H/rosh/ma

| hesitated, unsure whether to acknowledge | was a fellow player.

I EU JCh &UEU &CE Gdoupl€ tritagvely aftet adeti~+ UO geé U
moments.

1 Uth‘eglrl replled I CAei OUAlgNeleustaneonurAago Mgr E EhT &

A ¢CCO EeCg eUEU" i1EArg ig¢g- Ga geéeEUU zgCeE
geu GhEUE: |

| sat down at the end of their bench.

JeeAA=E: My +UA 13 geU WAJ 1 M AOGOUO | UzCE!
gC¢ GCA¢ AAO WU Oi OAr g +ACID UAT & CgeéeUE:+ E AAY
I MPavn® | géU,&GiEANgiEMG O C BMekEEUG & 1¢éi E | E
Max was sitting next to her. He nodded and smiled.

IpeUEU AEU JCh &ECYy ™ +UA"

O\
o
[T«
O
o
pdl
O
pol

CEgé UEA
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lzéUaeaei UG 0O: V io& pid ywiEdsth coetoggtit@A JM AE= UO:

JUUEU A géeU EAY Ubask@GomdyDain EGfe (qEIOh ) 4

beentogethereCE gl C JUAEE: |

M Oi OA+ g AE+ 1T hg M NDChud ¢chUEE ¢geéeuU 1 CheuaUu 2A
the same age as me.

MaxEyi aUO ecCaiguUud AcAi A: 41péAg gUAyYy AEU JCh-
It was the question that inevitably would be asked. Prepared to defend the

honourofmy g UAYy ~ M E Ueé GTeath@stiodt) ati AAgad > |

1 ¢ & A A+ Da@rCs@id with a breath of relief.
I vUAMaxkaidiA EeCl +: 1uU 6AEOUJ yUUg AAJ CgeUE |
. Ch+ EU 1 CgeMMAEgUBT §UET gAAguJ

MaxACOOUO A Keam Bsinc@lthU 1JAJ : )
A bond formed.

UAET & CA sC+UyC/

OCi Ag ECyU EUEL
eECoUTg: 2C JCh BNAAg gC +ACU y

i Ag
Co Ul ¢
Max, who had meandered a few metres away to be closer to a lure, said,

|- Cht EU OCi A¢ ERNFAWAESI G+ Uy GCA +EEUE WAET 6 UE - |

IM EhéeeCEU I M EAi O Uyl AEEAEEUO Jug eEChO:
cards.

1¢8UEU AEUMEWBEOy WYyhEUOUJ: 1. ChE hEUEAAyU |E
1¢é8AA+ J Oy entbarMssiiehtig@wing.

_ WPgliloed Dawng i ¢cGUO: 4 ¢eéUEU 1T AEOE AEU EUAGG]
h AT ghAauJ EUEUAET éi Ag " |

[
o

| summarised my research and explained how they could include their
memories in the project if they wished. Both eagerly agreed so | heard their
stories.
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Episode 3.c* Dawn and Max

Dawn
My favourite Pokémon GO memory? 5 ~«r | 71 dyk g5®
sure. | do always think about one particular night. 1 Dratini (#147)

used to go out late at night, around 9pm when the last N
bits of sun were out to play the game. In my village,s ® i « V@Q‘
«"pk ®~ g~ ~ ® ~|i prszk ®rk? MN2k|i®
®rk pkp pk i~ r~""k N3k «§MgRE‘gz~«k ®
nice walk. One night, | decided to put up a lure with

the hopes of catching a Dratini (Figure 95).

{~ -3
~gk®r k2

It was completely quiet, about 10pm at night. | was on one of the benches

in the empty village square. | put on the lure and waited for Pokémon to

appear, keeping my fingers -crossed for the Pokémon | wanted. Even some

Doduo would suffice. But the weirdest thing happened. After a couple of

{s| ®k«l 7 rk~2i ~~sgk« gr*"®®kas| q «~{kprk?2k
| admit | did feel some anxiety since it was so unusual to hear people out

®rs« z~"®k *® |sqr®l 7 rk~2i ~| way-p O®rk{ «~".
r-a2a.0e ~|i ®rk p~~®«®k8§« fkgr{k z~"ikal "
nNa~" 11 ®rk g~ k& AP ®rk- r~"k2ki S | pa~| ®
on the bench.

BWr ~ 8§ ® ®r s« 0 «z{kkedk~p|«®

7® pr« zsyk ®r k- Tisgffi®@ MNper|T® VK~ @ ke kp S@Irkk « M - s |
| ~p f " ® frgy ®rk|lT 8k~8zk pkak|]i® “«ki ®~ 7"«
that. Bothgroups « ®s zz r"~i | i ® «kk| {kl 7 pr«|i® rsis
i Nay A 7 r M g~"kaki {- 8r ~|vérbeen~ {- p~rgk
the most outgoing person. A big part of me at the time did want to hide in

the shadows but something came over me. | realised they were playing

Pokémon GO like me and had come to that spot because of the lure | had

placed, just like you coming her e today in fact. The lure was like a homing

beacon for Pokémon GO players.

7 g~k ~ {s|] ®k g~ qr ®~ ||~
lookingfora - 2 * ®s | s1 &

gk {- 8%k«k

The rest of the conversation was so weird. Me and this eclectic bunch of

8§k~8zk pkak ®*zys|g ~f~ ® J~yl{~] s| « gr
but then, it was just weird. We ended up circling the village three or four
times in search of a Dratini. Andy~~ u~ zi | i ® fkzsk k s® < «®

breaking apart, one appeared. A Dratini actually appeared. We all cheered

and used Ultra Balls to capture it. It was such a rare Pokémon then. We were

that loud when we cheered, someone called out of their window tel ling us

®~ «r ® 8§81 * " ® pk isi|i® k" k| g~r2kl 7 g~ qr
one of my favourite Pokémon because it reminds me of that night. That

| sqr ® 1 ®r "®i « urk| J~yl{~| 5Bti§rkote]l] ® «~{ k®r s |
than justagametome.lhad{ k® ~®r k2 §z". k2« | i 7ii | k= k2@
fun before. Now look at me, still playing and in Germany of all places !
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Max
| always remember when the Sinnoh Stone (Figure 96) was released.

Figure 96 - Sinnoh fone

It allows you to evolve certain Pokémon. It could be used on Pokémon that

70 rA p~2 {~| ®r « M| {~] ®r « ®rs|ys| g ®rk
further. Togetic (Figure 97), became available in the game around the

beginning o f 2017 and | thought that was it.

Figure 97* Togetic Figure 98 * Togekiss
(#176) (#468)

7 i sknojv it @uld evolve further. When the Sinnoh Stone came a year

later, | could use itto get a Togekiss (Figure 98), which I think is an awesome

Pokémon. The items were rare though so it generally meant | played the

game a lot more. It made me search for other players to collaborate. Some

other guys in my GO group wanted to do some Raids and take over some
GymssowewenttoDawni « ~szz~qgkl Prk 8a~fzk{ pr«li {~c«
in my group were Team Mystic or Team Valor so taking over Gyms was a

fs® §~s| ®z k ««1 poperly ugless you Had @®heriplayers @&

the same team.

One of my favourite Pokémon GO memories is when | met Dawni «

Pokémon GO group for the first time . That day, about twenty GO players

from different teams and villages merged together. You could see amongst

everyone there was rivalry. As soon as a Gym was taken over byTeam Valor,

it was being conquered by Team Mystic. Ultimately, we still had the same

g~"z ®~ (¢ "aftdgthrese iSiknoh Stones. Everyone ended up going

to the pub after what must have been three hours of gameplay. | looked

over - ™ p | showlder and | could see she was trying to take down a Team

Valor5-{ ~zz f.- rk?2«kzpl Y~ Teanilnstnct.four ® s ®fi « z s
ghr| i ® i~ A - ®rlisinegiatély joinedin aAddhie ztvpolof us took

~"ka ®rk 5-{ us®r k~r"«kl WKk isi|i® ®*zy "® "z
this shared understanding of w hat to do. It was weird.
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Episode 3d * Pokémon Gyms Tutorial

Greetings, Pok Sf an s !

I hope have been

these tutorials!

y ou keeping up yo

Youiluve probably vi Raidaetvo Gycense ldasto d o
learned about them. However, Gyms serve a greater purpose than
just hosting Rai ds! L e indres. Gyme &g e C t

represented as large towers on the overworld map (Figure 9.

Figure 99- Gym (Map View)

The colour of the tower represents the team who currently controls the
tower and the PokSmon you see on t
there to defend it. If you can see a  big tower on your map, you can

click onto it to inspect it.

In Figure 100the name of the Gym can be located att he top of the
screen. The Photo Disc to spin, if you are close enough, is in the bottom
left. I n this Gym, there #fndmngtlelGym e
for Team Instinct (Aggron and Snorfax ). There are lots of benefits to
defending a Gym. If you defend it long enough, you might earn some
PokSCpiwBich can be used to purcha
items.

The purpose of a Gym is to control and defend them!

I f the Gym is empty, you can depo
simply get within range |ike you
can deposit a P o k S maf your choice . Other players from the same
teamcandothesame so there can be a maxi
driffet;ent species from six different players defending a Gym. The more
the better.

Of course, i f the Gym is being def
a battle ahead of you! You can challenge the current defender sofa
Gym to a battle. Should you succeed in your battle, you will knock out
the defenders, | eaving space for

S
w
m
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p was the
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With battles
1) . Doniut go
against that Snorfax! I

You can also earn Bronze, Silver and Gold Gym badges  showing your
successes which save on your personal record on the player menu !

e
C -
y

the 100hat
both Aggron and Snorlax have high motivation judging by their full

heart gauges.

QUIZ TIME!
Question: Who is the leader of Team Valor ?
Answer: Candela, of course!

Welldone, PokSmon trainer! Remember
your team leader, Candela, Spark, or Blanche.

Go out and get a s many Gold Gym badges as you can! Take over a
full city!

Professor Brier
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Episode 3e * Dortmund City

Please find my observation notes below.

Professor Brier

The player was hovering outside his hotel, checking the contents of his
rucksack to ensure he had everything he needed. He stored his water
bottle at the bottom, being the heaviest item. On top, he carefully, yet
fervently, packed other essentials such as a used German phrasebook,
a multipack of croissants, special blister plasters for the heel of your
feet, a phone charger, a notebook, and pen. He promptly put on his cap
and sunglasses, tightened his shoelaces, adjusted the straps of the bag
and off he went, vagu ely north.

He didniut pl ay PokSmon GO i nameap.iThet el vy, nor
player dawdled around the streets, looking through shop windows,

looking at the different types of  trees lining the streets , the tessellation

of the paving stones and marvelled at how seamlessly Dortmund

streets seemed to accommodate both pedestrians and cars. A fter

twenty minutes, he had only covered a distance of around half a mile

but this was when the player decidedto consult PokSmon GO.

For a few moment s, he swished his finger across the screen. Then he
held his phone in front of him as though he was comparing his
surroundings to what was on the screen.  He was visualising where the
Wayspots he could see on the augmented map were in real life. He
crossed the ro ad, phone lowered, and resumed walking. He was
looking for something on the floor as his speed slowed. Found u it was
a numbered plaque fixed onto the footpath. He took his notebook out
of his bag and made a note before proceeding. The next time he
stopped , it was in front of a large sign welcoming people into a small
park. He swished his phone and turned into the park . He chose a seat
in front of a large circular water fountain. The sun was reflecting off the
water and the silver coins scattered across the  bottom.

A few other people were scattered around the open space . Two elder ly
women passed straight through, using the park as a shortcut. Pairs of
people were s cattered under trees reading, chatting, sunbathing. The
player was enjoying the shade, offering a n excellent opportunity to
catch a bunch of PokSmon.

A girl entered, looking puzzled. She went to the nearest person she
could see and asked.

bEnt s cing{wbiliegt bite der nRERanleof 2V

It was a question U a question the player cl ear |l y wasniH expecting
looked up, perplexed.

pSorry,y she said, realising she had chosen the wrong language .pl U m
trying to find the nearest train station. Do you know where ¥yt is? OhA

Shesaw Pok Smon GO on t he $hetwokeffherslargphone .
rucksack and settled on the bench next to him.

pYoulire a player? | Um Kdreosigne Gemdude. Door a Shiny

you have one spare? y
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Still a little surprised, the playersaid, p Sor r vy, |l donut .y

plitve been | ooking for one for months and mo
luck at all. The y are supposed to be spawning at higher rates but all |
seem to find is the Alolan for m, not the Ka
Are you here for GO Fest?y

Figure 101- Kantonian Figure 102- Alolan

Geodude (#074) Geodude (#074)

& \\ 4 ' \\
\\1’ \ ’

She sat back and began loading the game on her phone.

b My day i s thd played acgnfirined , tentatively making eye
contact.t pI came a few days early to explore the ¢

bMy day is bTuhurilsdaiyd th same as you. | Gve
Dortmund before so | figured |l uUd take advant
ti me helrise. Whiamids your name?y

pbBen. Nice to meet you.y

pbNice to meet you too. Whereabouts in Engl an

Ben smiled, awkward yet impressed she could guess where he was
from . Perhaps it was what he was wearing  because he had barely said
a word since she arrived.

pbSheffield. Where are you from?y

pbUkrai ne. My fatherits from Ger daty t hough.

other Shines do you have? Fancy doing a trade? Oh
battl el y

isreached into her bag to find her <charging
Benius eyes popping with surprise at the ene
wasnut that she was unwel come but it was t ak

whirlwind to subside.

pbDonit you have a tencquired after she ltad emptle® y Be n
the majority of the contents of her bag to find the charger.

pYeah,but i1 tids fine. | was only h
players. Perhaps we could walk there together? Come on, |

Suddenly, she was on her feet again ready to leave.
Bemused, Ben followed.

bHave you noticed t he drisaskedasrthiby RatkédS St ops ?y
down the street, perhaps more briskly than Ben would have liked.

pbThe numbered phaflews@atl| saw. Vy
bYeah Walkdiftame 100 Wonder what ?L¢tigs asée abowt

many we can find. There must be 100 of them. This is so exciting! Come
on, |l etis cross as thereids one over there.y
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Figure 103- Wa/k f Fame

BB Walk of Fame

VI

Appreciating the <challenge of collecting or
enticed Ben to quicken his pace. Her energy was captivating.

pltius over here,y Ben pointed.
The pair stood shoulder to shoulder gazingd own at the plaque.

bThi ikssaodl gy eefully. pLetds
t

S d some mor
though as theretus a Gym over

fin
here.y
The Gym was a five -minute walk away. The street was quiet with only

the occasional car passing by. The trees lining the path provided shade
from the sun, vital since it was edging closer to midday. When the pair

arrived at the Gym, they found itwas a | oc al caf §S.

pYoudlr e ?lylnssctoimneetnt e d . pbHel p me take down t hi
l et me take it over and ldll trade you somet
Ben agreed so he set his most powerful team against the  7eam Mystic

Gym to allow Irisi geam Valor Pok Smon t o take over.

pbYes! T h a n Krying towgét aslmamyg Gym badges as possible.

Letis sit and get a coffee.l tWes shouwar get a
now, right? But i tds up to you. What do you think?

Realising she was perhaps taking charge a little much, her voice
quietened. By this po int, Ben found his hew companion quite amusing
and he appreciated her enthusiasm.

pAbsolutely, INtids get a drink

After ordering, Iris setaboutfeeding berri es to the PokSmon sta
at various Gyms.

b Woah, h o wgoldn &yms badges do you have?y Ben asked
noticing the long list of gold Gym badges.
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@IIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII
This is what | do. | love collecting gold Gym badges.

It started in my local town. | would always make sure | passed the Gym on
the way to work so | could position my Pokémon there. | felt, you know,

territorial. It is my town so the Gym should belong to me. By me, | mean my
team, but | love stationing my Pokémon there.

Eventually, |1 had gold Gym badges for every Gym in my area so | used to
take walking trips to the next village so | could take over theirs. Whenever |
went into the city, | would go from Gym to Gym taking them down so | could
§ ® {- J~yl {~] al®wdul® dolthougl®sinee | heed&d to be
strong so | had to do Raids and catch more Pokémon but Gyms have been
my thing.

Sowhenever | go to a new place, this is what | do. | find the Gyms and | take

rk{ ~"ka0ld 7i k p~_|i «~{k 2k"tzz- g~~z 8§z"¢
“"szzr"qk« 7 pu~_zi|i® k' k|] ®rs|y ~p “s«s®s]|ql
keeps a record of all the placesyo™ i = k f k k| ®~ "N« pkzzl >~~y
Wrk| 7 zk~"k ~ J~yl{~] s| ~ 5-{1 7 pkkz zsyk
Like now, | have Pokémon in seven Gyms in Dortmund and it makes me feel

zsyk 7i{ k k| gz~«k? ®~ - ednhiepptheiGhm Wr k | zkn
s| {+ 8~««k««s~|1T Prk2ki« ®rs« 5-{ |knr2a {.
nearly a year! | guess no other Pokémon players live nearby but even now,

knowing my Pokémon is there makes me feel connected in some way.

pThatidas real ly c odythought@dbow thatbbutl krew er r e a
exactly what you mean. I think | do a simila
b D you feel connected?y

Ben took a moment to think.

bl definitely feel territorial and yes, RV
feel part of myself in that place. |l Gm never spyoeaed as thin a
though. You have | oads of PokSmon in Gyms!y

bl am a | it tlrissadoitted aap@ng ter phone .p Show me
some of your Gym badges. l Ud |l ove to see some of th
visited.y

Over the next twenty minutes, Benand  Iris shared stories of places they

had visited. Ben talked about a weekend away in Barcelona for his

partner s b ilris tshddtte yadaa mag to show how she was

attempting to conquer all the continents.

p Sout hericé mn e Aris said, taking the last sip of her iced latte.

pbAfter this year, [ hope to have finished r
couple of weeks or months travelli ng. Quite far though. Vy

b Good dsuoctkknds amazing. Vy

pThank youl! Do you fanowy ¢omengtherelisoWwwmads
pl ayers there. We could probably form a grou
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Ben did consider but he had already formed plans to visit town later
on that evening.

pl think 1 U0m going to stay around here and c
take over some Gyms. Thank you though. YV

pbNo probl em! Wai t ! Before | go, l etius trade
remember you by!y

pGood idea. What worualdde ?yyou 1| i ke to

After a few moments of deliberation, the trade was made. Ben was the
proud owner of a Cacnea (Figure 104

pThank you for yo

c btenightened thegystrdpeal s ai d as
his rucksack again. p lveih ad f y

ur
un. y

pbThank you taobuBdéeyyou

As quickly as she appeared, she was gone.

Ben left, continuing his new mission of taking over Gym  s.

Figure 104- Traded Cacnea

Cacnea DE

93/ 93HP

64.08kg 0 0.47m

1947,776 @221

§13000 &3
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Episode 3f * Steigenberger Dortmund

With my interest in Gyms peaked, | decided to track the ownership of a Gym
and perhaps earn a gold Gym badge in the process. | wanted to see exactly
how frequently Gyms changed ownership between the three teams, Mystic,
Valor and Instinct. Since | had limited time, the most suitable choice was the

Gym nearest to my hotel.

Figure 105- Map of South Dortmund

STFRIEDHOF NIZeIprasiaum (s e : ®
Pflegedienst 4
Zuhause auf Zack A
@ Jobcenter Dortmund Ve
DA
1 o
russia Dortmund o il ;\o’r;do chiot ;
1 Westfalenhalle indermuseum eV 1
= Westfalenhallen U RUHRALLEE WEST @ 2 v |
Florian-Turm Q 2
Westfalenpark L
WESTFALENHALLE WEalenpark UM Kinder- und
54 Westfalenpark Jugendtheater Dortmund
E2 . Dortmund
Remydamm@ -
Stadion (¥ b 4
BORUSSEUM
@ @ Stadion Rote Erde Q
Signal Iduna Park o TSC Eintracht Dortmund Deutsches
Kochbuchmuseum
Freibad Volksbad Q Spaten Gart
Steinklippenweg h c\,»;-t‘
5 Eqs
Dortmund y
Q:rvr:\.!/hm‘:le:wlr@ A @ ~ i B = Hympendal

On the southern outskirts of Dortmund city ce ntre, my hotel, Dorint an den
Westfalenhallen, was situated opposite another hotel called Steigenberger
Dortmund (top left corner Figure 10 and Figure 105).

Figure 106- Steigenberger  Figure 107- Position of Gym

v 28% v 4

Dortmund (Outside View) o RO =

ull 02-de T 13:11 7 100% =

Steigenberger Dortmund

VIEW IN MAP

Being a special point of interest, Steigenberger had been nominated as a
Pokémon Gym within Pokémon GO. While at my hotel | was not situated
close enough to battle or spin the badge for items, | was close enough to
tap onto the Gym to see the occupying team. Figure 107 shows the street
view of the road between the two hotels. The purple PokéStop in the
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foreground represents my hotel and the egg of a Raid Battle starting in 56
minutes to the left represent s Steigenberger.

What | discovered fascinated me.
On Day 20of my visit, prior to meeting Iris, | made the following recording.

Figure 108 - Recording 1 Day 2

— Time:09:11
=» S Team: Valor
Pokémon: Machamp
Dragonite
Golduck

| was very used to seeing Gyms dominated by the bigger teams, 7eam Valor
and Team Mystic | O i Ochallange the Gym on this occasion as it was early
on my first full day and | was keen to explore the city. Uponmy return, | was
thrilled to see the Gym was under the ownership of my team (Figure 1().
Figure 109- Recording 2 Day 2

- LI Time: 15:19

Team: Instinct

Pokémon: Blissey
Salamence
Slaking

WERR, .

\\\\\\

c» 3507MIRRN
-

Since | had already walked past the hotel and | was staying in for the night,
| did not leave to offer my support to the Gym by stationing one of my
strongest Pokémon. | felt guilty as later on that evening, when | logged into
the game next, | recorded the following:
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Figure 110 Recording Day 2

Time: 23:05

Team: Valor

Pokémon: Blissey
Togekiss

’ ?;‘ \Steige!

These were different Pokémon to the ones protecting the Gym first thing

geAg YCEAiA¢ 1hg M Oi OA+r g olners 6fBl@ ¢geé U
Pokémon so | could not establish if they belonged to the same players or

not. | vowed the next day to take down the Gym and claim it for myself and

Team Instinct. | was not optimistic when | logged in the following morning. |

recorded the following:

Figure 113 Recording 4 Day 3

e Time: 08:46
“a Steigenberger Team: MyStIC

Pokémon: Dewgong
Blissey
Alolan Exeggutor
Blastoise
Gyrados
Dratini

During the late hours, 7eam Mystic had conquered the Gym and had
stationed a full team of six. There were some weak links in the team such
as Dratini who had only CP 189.

That afternoon, | left my hotel room and stood in front of the Steigenberger
Dortmund hotel to be in range to attack. | attacked the Gym, taking more
damage than | usually would when attempting to take over a Gym at home.

Then success!

| finally managed to conquer the Steigenberger Dortmund Gym! | took a
screenshot and revelled in my success.
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Figure 112 Recora’inz 5 Day 3

: — | Time: 13:08
] : | Team: Instinct

Pokémon: Blissey * mine!

Having watched the Gym intently over the last few days, | was thrilled to
finally have one of my own Pokémon residing in the Gym. All my Blissey
needed now was more Team [nstinct players to deposit their strongest
Pokémon at the Gym so we could defend it as a team. | headed back to my
hotel room across the road, smug at my success.

My satisfaction was incredibly short -lived.

Within mere minutes, still logged onto the game, | rec eived a notification to

say my Blissey had been knocked out of the Gym and had returned to my

eAEgJ: M T ChuOA+g ETEUUAEeCg geU ACgieaeilAgiC
Day 3

Time: 13:12

Team: Mystic

Pokémon: Blissey

Figure 113 Recording

| was the Gym leader for a total of four minutes until | was rudely kicked out
of the Gym by 7eam Mysticand by the same species of Pokémon | was using
to defend the Gym! This was an extra kick in the teeth. | was prepared. |
turned on my heel to go back to the hotel to kick this Blissey out. If any
Blissey was going to reign, it was going to be mine!

Then | paused. A problem was developing.

157



Figure 114 Recording 7
Time: 13:12 Time: 13:13 Time: 13:14

v —;\ Steigenberger
Dortmund

More and more Team Mystic players installed their Pokémon until a full
roster of six was in position.

Figure 115 Recording 8 Day 3

Time: 13:12

Team:Mystic

Pokémon: Slaking
Dragonite
Snorlax
Milotic
Blissey
Torterra

This was clearly well coordinated. A group of 7eam Mystic players had
waited for me to take down the 7eam Valor Gym before destroying my
Blissey easily and depositing a stronger, more powerful team to protect the

Gym. I had used a lot of healing items in my first attempt to capture the Gym

ihg M TChuauOA+rg GUg ig ¢C EC &hil=+uld:
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Figure 116 Gym Battle

il 02-de 4G 13:21 9 91% --

Using Aggron this time, the battle began with Blissey, the first Pokémon
placed in the Gym and the same Blissey that had replaced mine less than
ten minutes earlier. | barely made a dent in the team during my fi rst battle.
| initiated another battle but quit, admitting defeat. The team would just come
back with a vengeance, costing me more in the long run. Allowing some
time for my bitterness to pass, | checked on the Gym later tha t afternoon. |
was very pleased to record the following:

Figure 117 Recording 9 Day 3
: Time: 17:37
Team: Valor
Pokémon: Shiny Alolan Exeggutor
Vaporeon

| saw a weakness in the team. There were only two Pokémon protecting the

Gym so taking the Gym back would be a doddle compared to a full team of

six. | considered heading back out to claim what | felt was rightfully mine

but I backed off. At this point, | was more interested in what was happening

AAO Oi OAr g WAAg gC ¢Ug i Afe@ninstscdplayer Chu O A Oi &
capture the Gym?

By later that evening, 7eam Valorhad lost control and 7eam Mystic were
back in control.
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Figure 118 Recording 10 Day 3
— " Time: 22:58
i Foesior il Team: Mystic
Pokémon: Snorlax
Blissey
‘ \ \ Abomasnow
SR Machamp
£ [Fianmece N )
....... SN O Gyra_dos
3 Slaking

All Pokémon had high CP values and it would be an even harder challenge
to defeat compared to the team that had defeated me earlier in the day. The
following day was my event day so | was unable to take multiple records. In
the evening, | was expecting to see Team Mysticdefending but it had once
again changed hands. | was curious to know at what point in the day or night
Team Valorhad become victorious again.

Figure 119 Recording 11 Day 4

: Time: 20:13

Team: Valor

Pokémon: Melmetal
Togekiss

It was nice to see different Pokémon controlling the Gym as it did seem to

be a similar roster of Pokémon used by different trainers and teams. | only
A0 geU UIUAiAg uUzxg i A 2CEgyhAO AE
morning. | checked the Gym one final time.

Figure 120- Recording Day 4
" — " Time: 21:51

Team: Instinct

Pokémon: Slaking
Blissey
Dratini
Tyranitar * mine!
Gible
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Team Instinct!

We had taken back control of the Gym. | flew out of my hotel room and
positioned my newly evolved Tyranitar to assist my fellow team members.
Seeing my Pokémon alongside other players was deeply satisfying after
watching the Gym for so long.

Mg 1J A Bl Daydarduddd lamlong gone from Dortmund, when | received

notification that my 7yranitar was back after a tough battle. It was a shame

A eAEg Ce yU TChuOA+rg EgAJ i A thathEgy hAO
Pokémon in any Gym in Dortmund would last | onger than a few hours. | was

just pleased to have been a part of something special.

Episode 3.g* GO Fest Research

Figure 12} Westfalenpark Entrance

o
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Figure 122* Medal Recelved
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