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AH, 2~utEZ 4Rl &, GPSY 91X 3 & ol $8¥ve sAAAEH <EA
EXE>EE 253 1P/ §8H0 HER N =E Feje] ARE RPGU <EAEGO>7} Al
Aoz FE iy Qe ATRALE ARVIEFH §3o] AT, axg ¥ T3 AL 20d
B 2EYE AAAA & <EAEZEH>Y Fgo uhe AMES sttt wEkd <EA
EGO>9] ¢7]edle AERAAL g3l AEsty AtEn ARAYZ|E] &8tz Aatd
o] o] A FFITHx ATH ~Eg L At AMES Q4T = ot

ABSTRACT

Pokémon Go is an augmented reality (AR) game developed jointly by Niantic and

Nintendo. It's a new type of augmented reality role-playing game

(RPG) where AR

elements like location information, visual recognition technology and GPS navigation
technology are integrated with the intellectual property of the popular Pokémon anime.
The global success of Pokémon Go can be attributed to the innovative incorporation of
AR technologies into the game but also to the utilization of the Pokemon story which
had been developed for 20 years. In summary, Pokemon Go is the fruitful result of a
successful storytelling that combines the humanistic imagination of a popular, cultural
archetype and the engineering imagination of AR game technologies.
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1. M B of 71l ¥l =k Al AAerh A3 Fot
Ao gl Aeelar, SERIAAAES] HEHeh &
<EAEGO(Pokémon GO>& voladg@s  HHAAAEO R WA o] o
(Niantic Labs)$t 92 AQYGA dalest defsp  FF87b AsE dfela, A=s Sy
o] gr= =7E A A 9le|t)h o] <EAEGO>7F A FEE AHSA el olRn & Aldo]l EAHA
W 79 6] v, 53 TAdsoA EAHW R U ¥l AYd=e] WRE AYE
A AAAES BAL 23 g FEY AR 2A} AelZdz e A3k Ao AsfEa v
71991 A ) (Sensor Tower)] Blogel <&t A AANA FELI JE <EAEGO>Y &
o gea Ayt QR 5o Muls AAld ¥4 2 9719 AFgEd Hdsta e g2 At
o <FARGO> ZeW tere=st 75008 A @Al BE ARHEE 9T vk 21E T
S sdga wela ok =3 <EARGO>E  <EALGO>= =7 A FEE AANEY 55
T2 ZeoloA ZA 199 "ol 50009 therE = SE s Zlola, Aol Amerd 4
2 E9s7E Atk v1E med AYdSe]l e WAME HE 5 s ZlefEhal Zliidt
50007 theR=2 y|2at=d dd AZES Ak Aw o] At FEkeE A" ) HolH,
®H, <Color Switch>7} 774, <Slitherio>7} 81 felel= S, Ar=ded, 7Mddd, 394
9] <Candy Crush Jelly Saga)>7F 1129 Zglw o &2 7Ie4]l dzeprh waA Sibs s gl
i1l o5 7126l H|Fo] HYl, <EAEGO>e]  Th <EALGO>E wiR SAELe V1EA §
Aolze Bt £E JHEE £ Qv w89 e AESHA AdRiste] ARE zske] A& Ao
19, 224 IT A% vjA 8§32 2dX(Tech WL Avh $2] AYAAE o3t s5el 4l
Crunch)¥ <EAEGO>7} ofF ¢xge] ¥ 7z M Agste] 2eICUPAA)A e zel(dd
Zo] 2Bl A A ter= 7 19 #Ae A HAs ZEa vk, BE AREAS 0
EgH2lE 24S At ik Hojo] 8u5d  FRARA A MAYSS 285t 27
o= o= grEe L FF Zgo] AEojoA] AsAlt] F, Ale]n I A o] A (gamification) A=
<EARGO>S wlE A 20 28)(22009 9)  DEAFE F Avka Jdis) 2ok
2 =yagoi3lE ror A wEba] Eae] JE EBAHL oEd <EAE
o9} 7o) <EAEGO>7F ole] vEtolA &5 GO>¢] Q7] 2913 ~EHIHS FAE B A
APl Zob, o}z A AuAnx] Ba g} ojtt. =ES BIA SEveEte] FAEAALS
ol NE Wekel Aol Adm 9k 2 olfE  HA JFeAS G Aol szt
GPS 2371 98 9= £x odzxdx &4 7 TS ds Bmax vt

A3 Qe
a7 wZelth 7869 °olF, <EAEGO>| T
TR RE S 1008 oldg 7158k ek 2. ZUSAD} JjAEA
ey ol 2 <EAEGO>E <lste] o}
o2 g AEEIHE tEA, FUAYANZGE A <EARGO>E 7484 (Augmented Reality)”]

ALZE A Yt 1 dFES A7
A, AGAZE A, Adesdd |
EAR, AJEY & AR FH (Pokemon)&h= ZHE3$ A4 A A (Intellectual
o)
=

=
A &= 7] wiold, 22 QIstd, 9iF A Property, IP)¥} g3 %o w50z M= FH 9

HHE A =3} 914 (GPS, Global Positioning System)”]
etk

. R %3 APFEZE(Smart Phone)7]&0] EFEAE
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Z7dAAAD eI AXNAE, G304 7=, AA F4 Ve ol &
<EALGO>7E & ] o] F2, et UHH |55 SAEEL 535 F4sh= EdH(tracking)
Aolgks o9 ‘TP o2 &olo ARG W 715, 7RI AAAE T8 (mapping) 7 €2 743
L7 B4 golx i Q). FAAAN PdEA Ak Eg e A7 AH 2= GPS$ 23
T T E8HANL A4S vgo R drhes He d nizE=e} e wlA(marker)7|Wt E wlAE A~
A= 2EsE o 9ok (markerless)™¥ 2l o] €-8¥tH14].
7P A (BB, Virtual Reality, VR)2 # PEAe 2R IS ZAxseE v, S
FE O taZHolFAE ol &3l AA FAEI} A AML ALEA7F EASE FAMAC 2o PR
3 A B4E e, T 37 FolA 33k S THAL PEAL ARgA A dAd #
AT o|m X et FE -GS ThestAl she Aol Z¥ 3o APS ATste v FHAAS
th A E oM AE YaFHol g E &3 F Aol 7pde] ouAE Ul WAooz iz
wORE FBORMA whal Aol I Kol EAshE Hds A 7ol webd na3 2 A
A e 2As doy)= 7lE0loltt FHEEA {71718 A& oF tyaFe ol THIAAIE
o] 7194 mekxe] SA7tolat AlQlol AL ul-f-o] =} A% F e HEA sk, FAEEE £
AZ719l o EW ol2ZE(Antonin Artaud)”} fla 2 RE d4dd 7Pt MYEHY AR 58 39
réalité virtuelle; oA =735 BASH: dol=2 = AR tds FATE g daL, A EAN]
H3d e’ & AHEg Aot @AY 7Htd 29l GPS &&%7} gdsirt 1wt ofe 2%
A NEE Eshe dolE ARgEr] AEE Ae dde JpdAy gy dd AACA el
1980t Syl wlsre] AFH Bl A& AFUANAE 7hssithE Aol Zdolgta &
Hoj(Jaron Lanier)ell ¢]ai4wH10]. T AUtk wekd SAEES PAART AR
74 A (g L Augmented Reality, AR) o] B 43 AANRS 73 BYET £ 9o
= AREATE EAskE A Al e BRE A2 Q1 SHA EA wfEAolgtar FrH11]%
AAA HolFE 7lz(11]elth |4 7o & Iodom, @Azto] FPFAARTE Hold 7]Eo]
ol Aol ZFHA(MR, Mixed Reality)[12] th <EAEGO>E o9 22 T4 7Es #
olgtie gt FAAAS Jidel A FA HE Tdsta 7] "ol 1 Q7] oAdd Aol
i oh5 2 g 4 9tk SF 93} <Minority Report, 2002>¢]
FAEAY ZAe= FF7F oW Z@a bk FAF E(F AFH)0] 39 stHs Ao
(L. Frank Baum)ell ©]3] 1901del A& A5+ A ARE AU 2E A9 29 ol Bart B&
ot SAdAE Adste 77F AAR 7HaJ At At Aol vz FAEAe] &8d dxA
g 1968 oldt AMe@:ME=(van Sutherland)ol Atk
93] HMD(Head-Mounted Display)7} 2% 22 o] A= JHEAT Z7H AUl oy
A FELh gz 197536 vheld 3% A g}, FE9-= ZHFHE, Sdoly, dojuE #AFH,
(Myron Krueger)oll o3} o] &x7F 71 EA ¢} ARERIEIYl T3 2 7ls Qlzeprt =2A Pdst
AEYBAE 7Hs3hA sk ‘Video place’ghe Al I Yo AlGAge olglst Qlaegle} HEHo] =
go] 22 shdsict 1989 ‘7HAEA(VR) o)z gl e xaele] HAo] o] RAWH, RE AMEE
= ol A HYolol YA whEoxl F FA o] dFAZA A WAUSE &85t 7=

FHA(AR) o= o]&& 1990\ HJo] 7|%A} Al 3 gamification) Al thE 2ko] 1A
°] £ 7199 (Tom Caudell)ol] o8& &l ZTH13].
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w
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EE w9 Est
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Hopghd FE5& =44 & e w71eAd oA Aa HuM ARE FddM Ay

AR 2B olRta & 5 Qi olf-AA= AddBlolgta weta vk <EAE
dE A F2le FAWE 2ad HE(FIE) GO>o FHE RUE <re] shdAlAle A @A

1040 HUE ), TAE =g we F o Az 92T F de 92E ATse 5T =

SR ad Tk 9 2 Edeluvrt Yl Eddde] Ak @ 4 vk dEiEke ofol

el RS wdrh Fgo] sdsopsh viAd HEEZE & A3 Qe addeldhs dEdelA A

& ZAZ Aol H= Aelx, AR Edoly A & 83ss &8st IS AdANTI

of des HAET 5 Se ASds Aysty a1, A7) 2Eo] AsHeR olFolA= AdHS

AE Rox Yot dris ZATelH: odd & A A4 SHEN 2EEES &%

& FAEY YS AE vt dods 2AE AdA o] F& 27 dol Far Ytk

He HF71E AAR F el # I¥lvbA

2Bl Azg ddz SS3vH24] o 2

o] /N AFire] MAEE dE AN Alg= 5. SZsAAe] mat

o] eva=rk Add weich Auigla gk of

of7] &A7} olojAaL, Wi v sHd= 524 <EARGO>9 ZTurzol ¢17]E He$ AlMo

A1 AAAIE A AL ATH25] 2 vlglrs 2 2uSe] @l 3 W Ad7R
olh &L ZEFE VM E FdolEtd  elgid yeph <EARGO>S e AYS W

<EAZZE>AYA HAR 1AH 2EZESIel =X mauus Ael o7 A7) gt
th o] 2EFERlE AL 7THY FUAFT o= ey vl E <EARGO>9 e F=74E
T AL 9l vl AEel, <A AR)AIlel ol EAlskglth 2011, KToll A
GO>el 2B = Jd= 485 k. AAY  wry Z9E gew <LAAAAR>TE AY
SEAREI ARH LRSS ARAENET o) 2L $4EAEe B8 BiEHE
of @4 el Efteolehs & FellM @RIl gowm o]gA7t 7)A(Cash)E o7k A 2Elo]
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