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Outdoor Learning Through Pokémon Go

Over the last month, I have been playing Pokémon Go, significantly impacting my physical activity, social interactions, and educational exploration. While playing the game, I discovered new places I would not have known otherwise. This experience has made me realize the potential benefits of gamified education and game design, which we have been studying in our coursework. I plan to delve deeper into this analysis by connecting my experiences and the frameworks outlined in Schell's "The Art of Game Design" and other scholarly works. I aim to highlight how mobile games like Pokémon Go can be valuable educational tools that bridge the gap between learning and play.

Engagement and Physical Activity
Pokémon Go is a well-designed game that motivates people to be more active and turn their daily routines into fun adventures. As Schell (2019) suggests, game designers need to create games that are meaningful to players, which involves listening to their needs and desires. Pokémon Go achieves this by encouraging players to go outside, explore, and engage in physical activity, which is particularly important in our sedentary lifestyles. I have found that this game has transformed my daily routine of walking my kids to school from a mundane task to an exciting part of our day. It's beneficial to our health and provides us with an opportunity to spend quality time together. As Schell proposes, games should focus on the player's experience, and that's exactly what Pokémon Go accomplishes. Our walks to school have become adventures, where we team up to battle in-game gyms, creating stories of teamwork and triumphs that we cherish.


Social Connections Through Play
Pokémon Go's knack for sparking unexpected social interactions plays a massive part in building community among its players. Schell (2019) points out that building community is a big deal in gaming. Games like Pokémon Go are specifically made to get players to interact with each other, bringing to life a sense of belonging and togetherness. I've seen this first-hand. Once, after dropping my kids off at school, I got into a friendly competition over a Gym in the game, leaving my Pokémon to guard it. Coming back, I found another player had taken over the Gym. Caught up in a friendly rivalry, I decided to win back my spot. After a quick battle, I was victorious. On my way home, the person I'd just beaten drove up to ask if I was the one who had taken over the Gym. Admitting it, we laughed and quickly became friends in the game, working together on future raids.

This incident shows how Pokémon Go can lead to making new friends and rekindling old friendships through in-game gift and postcard exchanges from different places. These features do not just build community; they also open players to the broader world. This idea ties into Zhou's (2024) thoughts on how gamified education can expand our horizons. Essentially, Pokémon Go's focus on player interaction takes the game beyond just being fun—it helps forge social bonds and has real educational value by making us more globally aware.

Educational Implications and Future Directions
Pokémon Go has features that make it an excellent tool for learning through games. The game encourages players to explore new places, connect with others, and be more active. Researchers such as Muscat (2017) and Gao, Li, and Sun (2020) have found that mobile games can be highly effective for teaching, particularly in science and math. My own experiences support this idea. I believe that Pokémon Go would be an engaging way to make learning more enjoyable, which aligns with Cameron-Jarvis's (2020) suggestion of incorporating games into education. The game does an excellent job of piquing players' interest in science-related topics, such as categorizing Pokémon into different types and learning more about where they reside and live.

Conclusion
Looking back at my Pokémon Go experience, I realize it is not just a mere entertaining game. It is a great example of how games can be designed to encourage people to stay active, foster new friendships, and even impart knowledge. By connecting what I have learned in class with my gameplay in Pokémon Go, I have realized how games can be utilized as a tool for learning. In his article, Schell (2019) discussed that games can enhance the learning experience, and I agree with what I have observed with Pokémon Go.







References:
Cameron-Jarvis, K. (2020). Using gamification to increase engagement during hybrid learning. Retrieved from https://www.edutopia.org/article/using-gamification-increase-engagement-during-hybrid-learning

Gao, F., Li, L., & Sun, Y. (2020). A systematic review of mobile game-based learning in STEM education. Educational Technology Research & Development, 68(4), 1791–1827. https://doi.org/10.1007/s11423-020-09787-0

Muscat, S. (2017). Reinventing the classroom through game-based learning. Retrieved from http://www.gamespew.com/2017/01/reinventing-classroom-games-based-learning/
Schell, J. (2019). The art of game design: A book of lenses (3rd ed.). Burlington, MA: Elsevier.

Zhou, G. (2024). Navigating the future landscape of gamified education. SHS Web of Conferences, 187, 02005. https://doi.org/10.1051/shsconf/202418702005

