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[bookmark: _Toc535505419]Introduction
Niantic have released two very similar games known as Pokémon Go and Ingress. Ingress was released first, in November 2012, and Pokémon Go was released more recently (July 2016). Both Pokémon Go and Ingress are smartphone games which gain access to the user’s location through using Google Maps [1] and encourages the users to walk to certain places to reveal collectable items and get further along in the game. Pokémon Go has a very bright design and focusses on the users collecting Pokémon’s. Whereas Ingress has a much darker design and focusses on collecting XM (exotic matter) and battling with either ‘The Enlightened’ or ‘The Resistance’ whichever side the user did not decide to join to dominate territories. 
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The main target audience for Pokémon Go and Ingress are teenagers, as the recent generation of teenagers are at harm the most by staying indoors playing video games instead of going outside to play and socialise with others. Furthermore, despite the majority of the target audience being teenagers, Pokémon Go could appeal to younger teenagers including children, due to the bright and vibrant colours they use alongside the cute looking characters. Moreover, Ingress could also appeal to adults, through having a darker appearance it may not appeal to the younger audience, and young players may not understand exactly what is going on within Ingress, due to the lack of explanation and tutorials [2]. The goal of both Ingress and Pokémon Go is to encourage teenagers and others outside walking more, to collect the collectables which are given out throughout the game, and the more the user walks, it is more likely that they can access many more collectables than others who do not walk as far. The ‘Pokéstops’ and the ‘Gym’s’ in Pokémon Go are very similar to the ‘Portals’ in Ingress, they are connected to landmarks in the real world, so players have to make their way to landmarks to advance in both games [3]. 
The NHS claims that obesity is one of the most common problems in the UK and is estimated to affect one in four adults and around one in five children ages ten to eleven [4]. Furthermore, there is approximately one in every thirteen deaths which is caused by being overweight in Europe, so Pokémon Go and Ingress should be applauded for trying to overcome this large issue. 

[bookmark: _Toc535505421]Psychology of Pokémon Go and Ingress
Both games use certain characteristics which try to consume the players, including, translating the real world into a game world [5]. This really interests the target audience because it makes the real world look fun and exciting to explore. Pokémon Go use a clever type of psychology to increase the number of users downloading and playing the game, Pokémon Go use well known characters which could engulf the user, whether the user knows much about Pokémon or not. Ingress uses a very different approach, it includes aliens, alongside agents from the two teams (Resistance and Enlightened) which must battle against each other [6]. This has a more specific target audience than Pokémon Go does, because not all types of teenagers or young adults enjoy the more aggressive nature of battling against others. However, it is understood that not everyone likes collecting Pokémon characters either, but users are more likely to download the game if it looks appealing, and Pokémon Go does look more appealing than Ingress, due to the colour choice. 
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Ingress is a very difficult game to get to grips with, this is because at the beginning of the game it does not brief the user very well for what they should expect throughout the game, or what the outcome in the game should be. It asks the user to choose which team they wish to join without providing the user with much detail about what the different teams really mean. This does not give a good starting perspective to the user, as the user will not know exactly what they must do until they either use Google or YouTube to find the answers. Ingress also has a section where the user can click on to view their progress in the game, however when the user clicks on the ‘locked’ buttons, it informs the user that they have not unlocked the specific item. Yet it does not inform the users on how to unlock the item which can deter the user from playing this game. Ingress have used its own specific language which includes terms such as “portals”, “busters”, and “XM”, which makes players understand what they mean, which is not too difficult because they are used frequently throughout the game [7]. However, a good feature about Ingress, if something is unclear to the user, there is a help section within the game, this redirects the user to a page where the user can read all the frequently asked questions. They are even able to ask their own questions about the game.
	On the other hand, Pokémon Go is an improved version of Ingress, Niantic have learned from their previous mistakes and corrected them within Pokémon Go. As the player starts up Pokémon Go, it informs the user what they must do within the game to unlock many characters and go further within the game. Pokémon Go also provides the user with a tutorial so the user will know exactly what to expect in the game, how to react and how to capture the Pokémon. The user can view which Pokémon they have previously collected and how many more there are to collect, this keeps the user entertained because they are able to view their progress. Furthermore, it provides the user with which Pokémon are nearby with a silhouette of each Pokémon, this is very beneficial to the users who are looking for specific Pokémon to collect. There are no hidden features which are difficult to understand within Pokémon Go, it is all explained very clearly to the user at the beginning, but even if the user does not read the tutorial it’s not a catastrophe, the game is still straightforward and easy to play. Like it would be on Ingress, where the user would have to look elsewhere for answers. 
	The principle for both Pokémon Go and Ingress are the same, they are both GPS games which allow the user to unlock certain collectables. There are many benefits to this, which includes the increased physical activity of the users who play both games, as it is impossible to get further in the game without either walking or cycling to the specific location. Furthermore, it has encouraged teenagers to observe many more landmarks as both the games require the users to walk up to a landmark to advance in the game. There have been various reports that through using Pokémon Go some children with autism has found the courage and the confidence to go outside and explore with others [8]. So, they have been very good at helping children and teenagers socialise more with each other.
	However, despite Pokémon Go and Ingress having very great health benefits for teenagers and young adults they do have their disadvantages. Some of the disadvantages include the increase of teenagers trespassing or going into dangerous locations, unaware that they are dangerous [9]. Another disadvantage is that some users have even attempted playing the games whilst driving, so they do not have to walk to the location they want to be, this is very dangerous, and mobile phones are illegal to use whilst driving.
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Pokémon Go have created their application very bright and eye catching to users, the colours are very vibrant which draws the users in to download and play the game. Pokémon Go have also created cute cartoon characters [10] which the users can collect. However, Ingress is the opposite of this and the map is shown black with very limited bright or vibrant colours, this could potentially deter some users, as for the younger players it may look quite scary compared to Pokémon Go. The landmarks on Ingress are not as obvious to find, they seem to be more hidden than the landmarks in Pokémon Go, this might be because of the colour choice Ingress made. Moreover, after considering Pokémon Go’s and Ingress’ design it is clear to see that Pokémon Go would be the most popular game. This is because a younger target audience usually prefers bright colours to dark or dim colours [11]. 
	The font used within Ingress is not easy to see as it is very small and can be hard to read bright words on a dark background, it is more comfortable to read dark words on a white or bright background. Whereas, Niantic upgraded this within Pokémon Go by using a brighter coloured background with bold, large, darker writing, which is more satisfying to read than Ingress’ design.

[bookmark: _Toc535505424]Copywriting of Pokémon Go and Ingress
Pokémon Go has used some very familiar features within its game to entice their target audience of children and teenagers. This includes very well-known characters which have existed for around twenty years, this increases the number of downloads it has. This is because people usually prefer to download a game, they know is reliable and what they already know than to download a game which they have never heard about before and are not familiar with any of the characters or other aspects involved in the game. Ingress, on the other hand have not used any familiar features, which could affect the number of downloads they receive. 
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Niantic have learned a lot from Ingress and applied them into Pokémon Go. One of the main features was to make the Pokémon Go easier to understand with a tutorial at the beginning of the game, alongside an explanation about what the players can expect and what they must do throughout the game. The players also get to pick a character, which they can view on the map, unlike Ingress, where the player on the map is just an arrow, so Pokémon Go have a more fun aspect to it than Ingress does. Furthermore, the change of the colours throughout both games, Niantic have improved the colour choice within Pokémon Go, providing the players with a brighter gameplay rather than the darker scarier look that Ingress has. Lastly Pokémon Go have put an alert to pop up every time the player opens the game that reminds users to not enter dangerous locations whilst playing Pokémon Go, which is not provided when the users open Ingress.
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[bookmark: _GoBack]Because of the bright colours and cute looking characters within the Pokémon Go game it encourages players to play the game with their friends, as the game looks very happy and friendly. In addition to this many young teenagers and children are already interested in Pokémon which could include them to be more socially active with each other as they can talk about the game and go outside and look for different Pokémon which the have not already found. On the other hand, Ingress looks and feels more of a single player game, it does not make the user feel as if they could invite their friends to play along with them purely down to the look of the design. Also, another thing which could contribute to players not wanting their friends to join in with them is that they may be on a different team from each other. Finally, people aren’t as familiar with the concept of Ingress, like they are in Pokémon Go.
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After considering the advantages and disadvantages of both games it is clear to see that Niantic have improved their augmented reality game from Ingress to Pokémon Go. It is also clear to see that from the amount of media coverage Pokémon Go has had compared to Ingress, also the number of times people have been talking about Pokémon Go.
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