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Pokémon GO: A Revolution in Social Gaming

In the summer of 2016, the 20th anniversary of Pokémon, the Pokémon GO app was released. The game was developed by Niantic who collaborated with Nintendo, by way of The Nintendo Company.[footnoteRef:1] Pokémon of course is no small brand, it is currently in the top 30 licensed brands worldwide.[footnoteRef:2] Pokémon as a brand has diversified over the years and has many strong interests in the entertainment and gaming industry. There have been over 280 million video games sold worldwide, $670 million (approx.) accrued in box office revenue and 21.5 billion trading cards shipped worldwide.[footnoteRef:3] Combining this strong brand with a new form of gaming to create a totally immersive advergame has created quite a buzz. To really grasp the impact of the game it is important to first understand how the app works. [1:  Marguerite Ward, "How The Mastermind Behind 'Pokémon Go' Got His Start", CNBC, July 27, 2016, http://www.cnbc.com/2016/07/27/how-john-hanke-the-mastermind-behind-pokemon-go-got-his-start.html, accessed February 20, 2017.]  [2:  "The Top 150 Global Licensors | License! Global", Licensemag.Com, May 1, 2016, http://www.licensemag.com/license-global/top-150-global-licensors-2, accessed February 27, 2017.]  [3:  "Pokémon In Figures | The Pokémon Company", Pokemon.Co.Jp, http://www.pokemon.co.jp/corporate/en/data/, accessed February 10, 2017.] 

The game itself revolves around catching, evolving or hatching each Pokémon and registering them on the in-game catalogue called the ‘Pokédex’.[footnoteRef:4] Each player is helped along the way by visiting Pokéstops (which are places in the real world) which when visited reward the players with in-game items to help continue their journey through the experience.[footnoteRef:5] The game utilises a mix of both VR and GPS tracking which is perhaps one of the reasons for its success.[footnoteRef:6]  [4:  "Pokédex | Pokemon.Com", Pokemon.Com, http://www.pokemon.com/us/pokedex/, accessed February 10, 2017.]  [5:  "Catch Pokémon In The Real World With Pokémon GO!", Pokemongo.Com, http://www.pokemongo.com/en-us/explore/, accessed February 10, 2017.]  [6:  "MWC 2017: Pokemon Go Creator Says Mixed Reality Will Beat VR - BBC News", BBC News, March 1, 2017, http://www.bbc.co.uk/news/technology-39126033, accessed March 1, 2017.] 

The game not only makes you explore where you live, but also encourages players to get outside and walk through gamification. In February 2017, Phil Keslin the chief technology officer at Niantic stated that 8.7 billion kilometeres have been walked in-game, which is the equivalent of walking to Pluto.[footnoteRef:7] The impact of this social game is incredible, there have been claims that the game could add an estimated 2.825 million years of additional lifetime to its U.S. users.[footnoteRef:8] The game transcends those social games that have come before, it does not have the traditional features of leaderboards and in-game messaging. This is a game played through an electronic device that encourages you to work together with others in the real world and converse with others in the real world.  [7:  Google Developers, “Google Developers Day at GDC 2017”. Filmed [February 2017]. Youtube video, 6:24:03. Posted [February 2017].]  [8:  Tim Althoff, Ryen W White and Eric Horvitz, "Influence Of Pokémon Go On Physical Activity: Study And Implications", Journal Of Medical Internet Research 18, no. 12 (2016): p11.] 

It is, of course, not the first game to do so, Niantic also released a game called Ingress which had similar features.[footnoteRef:9] Ingress uses the same system of integrating GPS into a gaming app. It has been said that without the original gamers from Ingress there would in fact have been no Pokémon GO, with much of the data being used from the former to help with the formation of said Pokéstops.[footnoteRef:10] Without the power of a licensed brand, Ingress did not have the same impact, with 20 million downloads compared to Pokémon GO’s recent claim of 650 million downloads.[footnoteRef:11][footnoteRef:12] [9:  "Ingress", Ingress.Com, https://www.ingress.com/, accessed February 17, 2017.]  [10:  Ariel Bogle, "How The Gurus Behind Google Earth Created 'Pokémon Go'", Mashable, July 11, 2016, http://mashable.com/2016/07/10/john-hanke-pokemon-go/#dUWt9_ePtkqP, accessed February 15, 2017.]  [11:  "Employment Opportunities - Niantic", Niantic, https://www.nianticlabs.com/jobs/, accessed February 15, 2017. ]  [12:  Christopher Dring, "Pokémon Go Downloads Hit 650M", Gamesindustry.Biz, February 28, 2017, http://www.gamesindustry.biz/articles/2017-02-28-pok-mon-go-downloads-hit-650m, accessed February 28, 2017.] 

Pokémon GO as of February 2017 has now amassed a massive $1 billion dollars.[footnoteRef:13] This is the quickest of any app and places it as one of the highest grossing apps of all time.[footnoteRef:14] One of the main reasons behind this are the microtransactions and in-game purchases that can take place within the app. Similar to the other games that have grossed $1 billion, Pokémon GO allows the player to purchase extra items to assist in the game.[footnoteRef:15] The game is also free to play, and this duality seems to be one of the driving principles of many of the other top grossing apps in the marketplace. [13:  Jon Russell, "Report: Pokémon Go Has Now Crossed $1 Billion In Revenue", Techcrunch, February 1, 2017, https://techcrunch.com/2017/02/01/report-pokemon-go-has-now-crossed-1-billion-in-revenue/, accessed February 10, 2017.]  [14:  Dean Takahashi, "Pokémon Go Generated Revenues Of $950 Million In 2016", Venturebeat, January 10, 2017, http://venturebeat.com/2017/01/17/pokemon-go-generated-revenues-of-950-million-in-2016/, accessed February 10, 2017. ]  [15: Sarah Needleman, "How Mobile Games Rake In Billions", WSJ, July 28, 2016, https://www.wsj.com/articles/how-mobile-games-rake-in-billions-1469720088, accessed February 10, 2017. ] 

If you are a hardcore gamer there is plenty to do including the levelling up system, which has yet to be maxed by any player (without the use of bots).[footnoteRef:16] For casual gamers you can still pick up and play the game without being disadvantaged by not putting the hours in. The game also has appeal for those who played or watched the original iterations. There is also an integrated camera system within the game which enables players’ content to be shared through personal networks. [16:  "Trainer Max Level - Pokemon GO Wiki Guide - IGN", IGN, February 15, 2017, http://uk.ign.com/wikis/pokemon-go/Trainer_Max_Level, accessed February 15, 2017.] 

One thing that is clear about Pokémon GO is its success, it has amassed an enormous player base in a relatively short time and accumulated an incredible amount of money. The game has also reinforced Pokémon as a brand creating demand for other merchandise to rocket in some cases increasing the value of some of the trading cards to as much as $10,000 dollars.[footnoteRef:17] Unfortunately, there has been a slowdown in people playing the game since its launch.[footnoteRef:18] But, with Pokémon now in its 7th generation and boasting a staggering 801 creatures there is potential to continue to add content.[footnoteRef:19] This humble app has revolutionised mobile gaming, with the advent of VR and more powerful devices being released, this is an exciting time to be using social entertainment for marketing.[footnoteRef:20] [17:  Andrew Griffin, "Your Old Pokemon Cards Could Now Be Worth Thousands", The Independent, July 21, 2016, http://www.independent.co.uk/life-style/gadgets-and-tech/gaming/pokemon-go-helps-make-old-pokemon-cards-worth-thousands-a7148846.html, accessed February 10, 2017.]  [18:  Ibid., 13.]  [19:  Ibid., 4.]  [20:  Alexander M. Clark and Mathew T. G. Clark, "Pokemon Go And Research: Qualitative, Mixed Methods Research, And The Supercomplexity Of Interventions", International Journal Of Qualitative Methods 15, no. 1 (2016), accessed February 20, 2017, http://journals.sagepub.com/doi/full/10.1177/1609406916667765.] 
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