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1. [bookmark: _Toc534816746][bookmark: _Toc534926876]Introduction 
Online gaming is increasingly becoming very popular with children and adults, with statistics showing that the gaming industry will expand from 137.9 billion in 2019 to 180 billion by 2021. Not too long ago the world was not exposed to the gaming term “augmented reality” or AR.  Augmented Reality is defined as  “ a set of technologies that superimposes digital data and images on the physical world”.[??] AR gaming began exploding the scene when game developers Niantic created games like Ingress and Pokémon Go [1]. 
[bookmark: _Hlk535258130]Both games are very similar in nature and function as they both require users to move around in real world. Pokémon Go uses the core concept of Pokomon and applies it into the game. The main objective of Pokémon Go is for players to become trainers where they will have to locate pokomons by travelling and walking around using pokoballs to capture them.  As players level up in the game, they will be able to catch more powerful pokomons so that their Pokedex, a list of all their pokomon creatures,  can be completed [2] [3]. Ingress on the other hand, lets players dive into a world with other players in a secret war to control a mysterious substance called Exotic Matter (XM). Players must decide whether they want to join the Enlightened fraction that believes XM evolves mankind or join the Resistance fraction, who believes their mission is to defend mankind. Once chosen players will have to join forces and strategize with other players of their fraction to dominate their territory. Players battle for control by creating fields in populated areas by the means of maintain, controlling and creating links to other portals, defending portals and their links, attacking and taking over enemy portals. Ingress gameplay has been closely linked to the game capture the flag.
In this report a comparison of the two games will be explored mainly looking at how these two games have used the five main ingredients of User Experience (UX) design, which is psychology, usability, design, copywriting to engage and maintain the user interest. 
2. [bookmark: _Toc534926877]Pokémon Go 
Pokémon Go is an augmented reality (AR) mobile game which was  first released in certain countries in July 2016.  The game is the result of a collaboration between Niantic and Nintendo and uses the mobile device GPS to locate, capture, battle, and train virtual creatures, called Pokémon, which appear as if they are in the player's real-world location. The game is free to play and supports in-app purchases for additional in-game items [4] .  Since its inception and launch it has been exceptionally popular, increasing in popularity as people got to know about it and played it.  In May 2018, a specific player count with 147 million players registered as playing the game [??]. The next section uses the 5 main ingredients as to the some of the reasons why this game is so popular and maintains players’ interest:
a) Psychology: One way the developers of Pokemon Go maintain players’ interest is by using psychology strategies.  Game developers over the years have created little secretive methods within the game, to keep users playing the game, and use innate behavioural patterns to direct users [5]. The brain can be affected by UX design in many ways, a lot of things can occur in one’s mind, this is vital when the user is using the design, when designing games users thoughts and feelings should be taken into consideration [6]. One simple way Pokémon does this is by motivation through many features in the game. It is shown that immersion through the world is one factor that keeps players playing [7]. Pokémon go upholds the immersion of their players by awarding rewards to their players, players can collect rewards by completing daily activities, visiting pokostops and gyms every day, participating in battles and by good behaviour – by playing longer. The motivation that comes from accomplishment encourages players to play continually. In order for people to act users need to get motivated, motivation is enhanced by achievements [8]. Pokémon Go players motivation derives from the pleasure of progression in the moment, and when playing, most players have the playing itself in mind [9]. The game uses mystery to encapsulate the attention of the players, as players go through levels features can be unlocked and clues can be found to help locate pokomons, the unknown becomes interesting as the mystery manoeuvres the players to grow in the game [10].  Additionally, Pokémon Go uses the physical aspect of the game by encouraging players to walk certain distances and move around collecting pokomons, this on the other hand can also stimulate older adults and parents.  One foremost reason behind the game’s success is that it has reached players who grew up with the franchise. 
All of these makes a player feel some type of way towards the game, for instance when players are given rewards or when they catch a Pokémon they become happy and makes them feel as though they achieved a goal, however if they do not catch a Pokémon then they may feel disappointed and leave.
b) Usability: Usability refers to how easy and pleasant the software or game is to use.  Pokémon go is easy to use and as such users are attracted and keep players engaged in the game.  Pokémon Go can be picked up very easily by new players and can also be picked up very easily if the players have been distant from the game. The simplistic design of the game does impact the usability of the game, making it a very popular game, and the streamlined interface makes it easy to use as well.

c) Design: Pokémon uses a simplistic design.  The design of the game influences the amount of thought a user must take to get the job done [6].  Pokémon go has more of a simplistic design than Ingress.  At the start vital information about the game is expressed through a character, this is an encouraging way to keep users interested in the narrative. A basic level gameplay is presented to users straight after a brief tutorial is shown to players, Niantic does this so that they can leave players discovering the game on their own. Instructions given to players are very direct and clear. The interface is streamlined and easy to use, unlike Ingress items are visible clearly, studying of the buttons and menus do not need to take place. Pokémon go allows users to trust the game by using bright colours a meeker interface, the fact that the interface looks a lot like a map interface, it doesn’t draw a lack of trust from users.  Pokémon’s user interface is very constant with the house style and ethos that have been seen throughout the Pokémon franchise, the style of the Pokémon Go communicates a fun environment with cute cuddly creatures and happy characters, this additionally adding some trust for the game towards the players[11].  

d) Copywriting: UX copywriting is the last component of UX, copywriting is all about the users having the utmost best experience with words that is used to guide them through the game [12]. Pokémon Go uses UX copywriting to gain and attract their audience attention throughout the game. Pokémon Go doesn’t overload players with texts of information, guides are made available to them depending on the level they are on. 
e) Analysis:  Analysis is the use of data to improve a system, in this case the game.  On the app store users can leave reviews which the developers can monitor. Pokomon Go can analyse what users have bought through the shops, this marketing method can be a highly useful data collection technique.

 


[bookmark: _Toc534926878]

3. Ingress 
Just Like pokomon Go ingress integrates 5 main ingredients of the UX to keep the attention of the players of the game, furthermore it also uses psychology to entice users to play the game.  
a) Psychology: Users are motivated to play the game as they are having fun whilst getting exercise. The idea of destroying the enemy and taking over portals can motivate players to keep playing the game. The science fiction genre can also intrigue players into staying with the game, the narrative within the game itself can certainly lure players into the game.  As an individual player, one needs to interact with the surrounds to capture link and defend portals however, individuals need to network with others to increase their defences and improve levels and scores. As levels and badges become increasingly harder to achieve, the game becomes more of determination to earn reach those goals [13].  When in the game players are expected to share their location with the game. The level of expectancy work is determined on the players’ level, if a player is an advanced player, players will go beyond to accomplish goals, if it is just a novice player normal routine to play.  Once a player plays the game a few times a few habits are picked up, one being emerging a healthy regime within their schedule as the games core foundation is about exploring different areas. In-game purchases are made available to players; players benefit from this as it makes their advancement in the game easier. 
b) Usability: Ingress usability is quite poor compared to Pokomon Go’s  usability and UI choices considered in this design could be improved. Navigation is frustrating as information on menus are hard to interpret, the styling of the menu is inadequate. The Start-up narrative to inform users about the game makes users want to skip through. It’s very difficult to locate keys to create links as the carousel moves very fast making it harder to pick up dropped items. The Interface is very distracting and ostentatious especially for someone who has visual impairments and therefore additional needs. A cleaner User interface needs to be applied to the scanner. The usability of the game is way too complicated and does not intrigue players to play on. Ingress’s central mechanics is about collaborative teamwork, the implementation of the chat room to communicate with others can be quite tedious. 
c) Design: Ingress is a very different game in certain respects, from the neon-and-black look, to the very busy and complicated looking interface. In some ways though it provides a much deeper experience, but it’s also a lot less inviting on the surface. Pokémon Go players seeking a more robust experience might find much to like with Ingress, but the game won’t automatically appeal to all Poké-fans [14].
Part of the frustration comes from the fact that progression is slower than in Pokémon Go, and that the items and abilities you have early on are incredibly weak. Ingress appears to be a game that requires lots of attention and commitment to get it right, and often a friend who is an expert in the game would be helpful to a novice, to help guide the novice through the initial understanding and playing of the game. Comments from players playing Ingress suggest that it requires much more of a commitment and some perseverance [14].
d) Copywriting: UX copywriting ensures stuff is done effectively and quickly [15]. The lack of guides and help that ingress gives their players leads them to be frustrated and become angry and just quite the game. Ingress assumes that players know how to play the game, which causes players to suffer from anxiety. External help is provided to players online, Ingress has a training section for their players however, it is hidden making it hard for users to find.  The game provides users with an interface that is not direct or clear.
e) Analysis:  The intention of the analysis is to draw results from data that has been collected.  Ingress can use this in a way that they can improve the game. Problems can be recognized within feedback. Ingress can also view how many times users access help guides. 



4. Summary
Ingress was the first out of the two to be developed and has been around for many years setting a ground-breaking path for Pokomon Go.  Both these games have some similarities and differences.  Below in [figure.1] an image of the main interface which allows users to move around.
[image: Image result for ingress game interface][bookmark: _GoBack]Figure 1:Pokomon and Ingress Interface











a) Comparison: Similarities and Differences:
· Players who play both these games may identify that pokomon Go uses the same map and pokostops locations that are identical to ingress. 
· The look and feel of ingress has more of a sci-fi theme and pokomon go more of a cartoony feel. 
· Ingress is more of a Team based game than Pokemon Go which is an individual based game. To achieve the main objects pokomon go looks at more at an individual competing and ingress has more of a
· In general, the interface for Ingress is too complex and bright and busy and congested.  Niantic learned from this and adapted Pokomon Go to be more of a simplistic version of Ingress. 
b) Target User Groups: Pokémon Go targets two audiences. Pokémon Go’s central target audience are individuals who grew up with the franchise, the idea of hunting pokomons in the real world is enticing, the fact that technology and this game assists with  [16] . Then there are the new generation kids who are getting sucked in and want to be part of the hype and fit in with friends. Ingress targets audiences are adults.
c) Migration: If players from Pokomon Go switch over and try to play Ingress, the migration will be uncomfortable and difficult. If both players would switch to the other games, it would be safe to say that the element of walking around searching will feel comfortable. In terms of gameplay users may feel uncomfortable with the change. 
d) Impact of games: Pokomon Go was the first application in the apple store history to get hundreds of downloads in the first week of release. The game has been described to be a social phenomenal. Statics shows that smartphone users spend 43 minutes playing the game. Pokomon Go is one proof of concept that combines mobile games with ground-breaking technology such as augmented reality [17]. Pokémon Go is changing the social experience of mobile games, players usually come across other players who are playing, numbers show that there were over 100 million friend connections made in the result of playing pokomon Go [18].  
[bookmark: _Toc534926879]Since the release of Ingress in 2012, 14 million downloads have occurred.

5. Conclusion 

To conclude both games uses different mechanisms and methods to uphold and attract players in playing the game. Pokomon Go is a simplistic game that has been developed based on lessons learnt from the release of ingress.  Ingress was realised first in 2012 and has influenced the design and functioning of Pokemon Go.  As a game the interface was much more complex, however the game appears to be more dynamic.
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