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AW TR IERR R S S AT - PRES TGI8 Pokémon Go BroRiisiis
B TR AIE 2R © AWFFeiRIN E REREEER T 2UEEE R - DR
LEN AT TER T - R Pokémon Go Lradlifiichs g — b
AEHNEE B BRI DU e iy ReEs - W Bk 2 F Fr FeaR ey
BroR st i H B L O A TR AR BSOS s © SR AR S 2 bo s
FIRSAE RS

38 SEPTHIP HHEC BRH ERE » ANE BE T BHAIEERE ) - FEEER
FUsRAE  BroE L BB AR, - SR L2 A IR LU B S,
HeEE o KUt - AR AR - ST A RRIZEHE T BRSO RN
EIESIREE

B : Pokemon Go ~ BisAEHs  FIAER - REURS - (I8

Abstract

This study explores how player experiences were created in the Pokémon Go,
a mobile game, under the lens of hermeneutic phenomenology. Auto-ethnographic
data was collected and analyzed with hermeneutic phenomenology. The analysis of
data identified the following themes of the making of player experiences: player
experiences as hybrid experiences created by players; the rule and goal of game are
not default; experiences are created through borrowing or drawing on local
resources; and the player experience as an organizing process.

The making of player experience is an entrepreneuring process in essence.
Player experiences are organized by player through analogy and bricolage. Hence,
it is possible to introduce games with similar feature into entrepreneurship

education for promoting entrepreneurial mindset among students.

Keywords: Pokémon Go, Player Experience, Entrepreneuring Process, Hermeneutic

Phenomenology, Entrepreneurship Education
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BUE T/ H] Neilson A F]FE 2011 SERYMET - BEEUE B & MRy
App' » 358 Flurry 2AFIFHEREER - SERTHEEEHEPTEE 32% WF
HEOE FHIRFRO I8, App B2 - ARE - B R MR FOERRM T ~ A EEE
1~ FLEELRR b A DU REF 2B E B S 2 S AR - K
ZHI TR ET & E Apple Y App Store Bi;2 Google [ Google Play Hh#[1#;
BRI AL -SRI > AE 2016 4 7 H HI3EE] Niantic 23 FBH#EHY Pokémon
Go THEFANME BRI T — e " INEFR | » eI THYSE —HBIFT Y 1388k
App £ Apple Store Bl Google Play &3 Nk EiLeK - iBE i E THIE
B (Augmented Reality » AR)AYBFER @ 31 2B DL #n0 & L HEEE T 9N
B TR CEEIRRFETE AR = BRIV LR IR BrRAEE IR E Y
1Tk » R I Ber A FEEE o % Pokémon Go JFERR SHVEGTE » R
MA A SERHYE * &S E B iy |38 1t &y - o8 7 {EEE sk
DLRMIAT Ry -

BB AT A - g [T BRS¢ Frith (2017) {H{E/ MESERT A
FE - 5 ] AT R I A2 B RS (Location-based  Technology » LBT)## ik 2k
HIREHE 5 de Souza e Silva (2017) R Pokémon Go i fy & —FfHELAIR) TIES
B Wk B Mt B Bl sk B R AR VE AR - BUE A Bt R
HYE#E (Yang & Liu, 2017) Ed{Tky (Zach & Tussyadiah, 2017) ; tEE2E0EH;
oy #iEL - DL Pokémon Go Fefl - #RES AR BEERETRANAT 5 AAEEE Sk H
(Pyae & Potter, 2016) » #REFFEREM KAV T AL 2 [RE (Joseph & Armstrong,
2016; Serino et al., 2016) » BB EBEHEAVIERZER (McCartney, 2016) -

ARSI FervET iR - AR R R B bR MR - £8

& AR £efigtd LBT fEMFRK-RAVIER] » LURAE/NE Pokémon = KHYE nf 2 {it
R A2 BN EAERRERR RS [Tk FEFOE - #52 » i T %R
EHIRE S ¢ B ]2 AT S R e I B B P i S A Bl 1T B 2
— KRB ST R o AR A E RS EAE T INE M K

-

! From http://www.find.org.tw/market_info.aspx?n_ID=5479, Accessed August, 10, 2017.

2 From http://technews.tw/2014/04/03/smart-phone-user-spend-86-percent-of-time-using-
app/, Accessed August, 12,2017,

> From http:/fortune.com/2016/07/22/Pokémon-go-apple-app-store/, Accessed August,
8,2017.



Pokémon Go BraiShglFhy—FERAAIER - SRR SR

BIRERLFCEEGEE AR By n] URBUadii ki H R G rushs - H3%F
BAEHEG—HE AR B B > FZIxIIEE 1990 FALR% A
WE RS IR - WA B Pokémon RSBAVIRAE - & —
RO ] DI HLIE kB34 Niantic #v2 A FIIEIAIECE -

WS MR TSR s ] DR SIEGT Lt B2 — R it AR 8%
ity MG (AR AR LSRRGS A SErs | THEL TRz
RebRiS T o fEEMBP LT BB BAM TS ) H CAEERS
Bawe ?

AWTFEEE - AR S R - fERE TR - JWATRE &L
Hat o AEREA RSO - BB R R AN T3S b adishs - DUk Buadanf]
AIEHEN H Crfshs - HX > B Erst AT Fean (i e S B2 Y
& RRRLESRITR BRI LLEFERE - WL Pokémon Go HriRiklauf - 3
RS FRRE I AE & —7& " BHAIFEFE J (entrepreneuring process) °

A~ OB

— > RSB T BT E BB SR A

HNBALESBHRENS - Wb RS [BrRAVEE - & —AHEE
EREE - B LR FEERIE - fEE Mt BREEEN
aCERIRIAT > DU H ISR - DRGSR T » a3 AE H AT
A SEE S B IEA ERE L el g B R HARRI R - 5 - BRI
B —TREBE R i - BEENBH B A HRE R B R A2 LA A RIS ES - JTREM DT
FAEHIE T35 TE 8, (Kultima & Stenros, 2010) -

FHEIZR H R AT R ER R - SBT3 SR B IS BE P 2 AR B B
R FERR AL BRI Do A8 R o {EAR bR st AP Ak 3 B e SR AR B A {5 FH &
RESHZEARE FAYAE (Klimmt et al., 2007; de Kort & Ijsselsteijn, 2008; Nacke
al., 2009) - i AL I ZERUARRYE TR MRS - RIEAE 6E P E A8 Es oA
FMEFBENEB SRR R L RMERESTRINE - 20"
LSS BB BT B AN 2 BB > iR Ry 1B K E 2 RS H Y mBdsss -
FLE AR A BT REE 588 (Nacke & Drachen, 2011) » [K]fth - Bradif®
B E— AR 2 -
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HREE SR AR B J A AFT S P 2R HE 2Ry 2 TSR SR B B an g e " T Bk
(Playability )RR » #5 DA —(EREEISRI 5 [ BLacRURE T - Sl #E DUREREEE ISR B
BB AT ARG DTRARERNY o RIDTIERIIES - FRIE AR T TEIbT SR HR Ay AT A
(usability) fTAZMZKAY - HR9E Sénchez et al. (2009) HYFL » HAJLIMIE RSy
" — SR R E BRI R B T E H AR R E
B AR DURF RE RS E Bl 2 » TEIM AT S BB A5 5 | o At TSI 32 5% m] DATE
BEEERE ~ AL~ B DR RS S DO T ) - R S0E BT R T W o3 3R
(Effectiveness) ~ w] £ 7 4: (Learnability) ~ ¥ i% 2 B (Immersion) ~ i & J&&
(Satisfication) ~ Bfj#(Motivation) ~ {&#&(Emotion) DL Al it 22 1% (Socialisation)
LR I CAPESS -

£ Sénchez et al. (2009) HyATHER T - SEESGERE A] AR A AL ~ DR L
BeOu R JEE R G A ENAAG R o EFTEER AR R MR - BB R B A b
SH - anEp ~ 1EHESE TR RO A B AT - HIARERE AT &
B < SR > ERSEEET BT ARl s B e o - MR AR 4T -

Nacke et al. (2009) HIfft 755 —FEAY B AR/ priR =X - Mk -
CEIDCME ) REERERET TRVEY) - R ICEE S Dr R LIS I BhnUAS R - A
BZHA Sénchez, et al. (2009) FY/MTHE » Nacke et al. (2009) AL S E1H5F
LKA AT ~ DR ELEBAIBE SN A& 53 - BEek ] DAgk tb s o2 — a4
B SR ry R ~ BIRBADREFR AL T RIBLME » B R A ER R AE
G ET Ry AR ERTEARRY -

=~ B E IS P SR IS

ARGATR > BE S — AR I A o DR AR i 2 DU B B
RS SR RS - R BB ENARR > R TEAE AR —EIE
B DU sz Bl JE S B ) L B 5 Bl (Dickey, 2006) - {HBEERERE# P idag ey "l
15 ) TR BRI EEICER « BFNE BN 2 v DA 2B
Al - RIFRIDIE R M5Bk EE 28 5 il IV RIBORE B - 52  EEVEH
Tl B TR FTHER (Rouse 111, 2005)

R — AT AR R RIRAS T > — M RBLEAR RS > i — s |
AHGEERX » ey B — e LSRR E - Barkhuus et al. (2005) 3805 » Z@ENER
b RS R AR DL BRE,  SRETSR M R AN FIRYSRIS - BRI  [HISRIE
I o BCRAEE BRI E 2 EE LR Z — (Facer et al., 2004;
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Shiratuddin & Zaibon, 2010) ° 55—J5TH * BtRALEBIH R I EN IR R R
HIREIRE I BB A S 2% » Chou et al. (2014) FHFy » BEELFG
TRy AR, ~ BB A SR EBIRDIRE - DUKGTH /3 R I 8RS AT BiR iy
HFR o A o SRR E RIECERA > #1400 Ekman et al. (2005) fEfEH{IE
HHRDUR SR

BE > B2 EERE RPN - AMEEEE RSN
R FEERIES - BEERBHEE AT DUF] S 8R4 i A B BE S SRR ¢
oy > ARIEHEEH FERFREER 5 55— Tl - B —L T
H B TGHET ) MRREREE SRR (Facer et al., 2004) < IR
BN AE M N B IS BOR AN R BBk BT T AR B B A T
e~ SHERIGE - DU TFRREIG B YD - 1T EnEE sk I A thbE i 2Kk il
(Soh & Tan, 2008) °

BB B IS - TTERE SR AR R (e W] DIEFEE BRI B R 2
NEERT > FOERAEEEAN LBT HYEA » (EISESRET 2 0 R F i f
SRAENME - FE B4 n] DI & T SRy el B AP 48RS (Benford et al.,
2005) - HEEEAE - P TEREEEGEI THISIEAE - R EENRER
EHREERIE NS R B # AN [FReBE (Engl & Nacke, 2013) -

=~ iR FRERRIAE A

(E e R PRI AR F S X5V S &S ] B2 e R S it 32 ve - = 41
2RI - (HEAIRDETHEERE - 55t iR AL
M =Ti5%E - Rl 2R G Elrae JInie R » frn) TEREEE0E
BRI AR A —— R R PTEERY T AR » RIS E S 4 — TPk Sk
P E FTaxa THUACER (Banks & Humphreys, 2008)

55—7J5H » de Kort & Tjsselsteijn (2008) YEf5H - TTEIMFS IR AR EEE
— el it 2y B 22 ] S [RT S2 P s R 15 B A B (situated experience)  BEE41 LBT
Bl AR SEE{fl - B v AR 7 IR R (A bz Ay > 5
AE 8RR B 2 AE — i E 5 22 [ (connected  space) ~ 17 822 (mobile
space) LK irt @2 (social space) 3 [F] 245 T AR & 22 (hybrid space)ifi] i
BARY (de Souza e Silva, 2006; de Souza e Silva & Sutko, 2008) - 5~ » HFEL
TR AR AN U2 A 2 B Bl R Ay « Rl Aef Tl sy tH 5L
> IR BT RA SRR W B B A BB R B - BrRAE
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BTSN ATASERY - fE e — il i B U B AR S S B iR &
THEUKES (Sicart, 2017; Miyrd, 2017)

BRI RRRESR - BOR BRI DIE RS S - iR MIE R AR S
(context) A BIAYAG R o EIL - WEGEBHIIRERYTRAL - SR BB AVRES -
Myt Al H B B E SRR AR B RE - BINE DUl BRI A IR AT 1A
o HR - e ERRES ~ i AMRLF ~ DUlFERAgS BN R R K3 - thgy
DU AN TRz ) 35— BOB B ER B T8 BeiC s T B ) (Nacke &
Drachen, 2011) o K[ » $OEEETRM S - HATRESIIR R - A2
EEERBAREE AT e ARy TR ) AKER - TR AR RREETHITIRE ~ ALAIFIRL
BHT MG HSRE - RIFEFTE SIS - R E CIulEER I T R LU
BgR A il ARR TEAME ) ARE TS -

2 - WLk

AWFFERY L Z EH R > AEFY DAL A7 B B fis 3 B B 5l O 17 Bl 5
Pokémon Go Lyl - SRESHEERBTSANAIAE FR A W Bk T M H oz -
Fo 7 BB BRIP SHINERE - AERFIETTARERE - R " B
KA FE o (self-ethnology) Y G A K HEEH > HFE HIERBEHR R E
(hermeneutic phenomenology)JHEHET TERIH AT > FEDUSHIEE n] £ 5y
TEEE L A ERR

HER GG — BTk - TR TiHREEFR2EE ) 1Y
FiE o BTRE RS E A FEERER o LA T IR RIS B TR AL RS
o HORRES RS AE T b LSBT R TE FE (Foster et al., 2006) » AL
TEH SR 2016 45 7 HEL 8 HEALE Ml EGEr ToNE imE) - M AEisEtE
PRAGEER RIS B2 — T A BRI 7EREE - fE 2016 & 10 HBd4n - 1=
[EFHIIEEHE - FAGTE IR R RO TS - W HA IR A H) - [
IRFIRZ2 05 18 B B S M BT R R R Lt BRI T8I - R DL L5E Se Bl B
BPEEEC © BRILLASN > WARLPEE 2 20 BIK IR B RV IS B B F B Tkt
% o da L SRR B H IBERACER - RASINE R - fE TR B > 3K
MoeHEBIE e A SRS (collective narrative) » {EZERRRIEH R EAITIN
o MTE R BRI B EAR. -

e FEBL RS HIE RIS (Martin Heidegger) K BEA#E# (Edmund Husserl)3i
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LA ZRE 55— RERT7EAUE - B L0k - B A —FYHIUE A
HUEEMENIEIE - TR —ERmRE okl s - RHE B 2B A
MIRREER IR SR - MR FREA BRI T - WEE DU E B AR
BlEwm A R BRI R R R A MRS~ DU F Bt B2 AR
BUREES - ERAIE EE P IR - & AN — YRGB E A A aElE
TR AR R > TR LR E SRR i A I B - TS
B B AT C BRI R T B A A sy — R R o R A
It - FREE LR I R A B RE B (RS ERE — 25 AT HH i
TR AR ik B B R MRS P A & SR R A
I - e EA BB AR AT REN: - AFCEEAH BB R - R R
LA SRR HEREMEEZ A AR - WA E SR AT
&R -

FER BB E S BeR A B T RIS - R E R s — (e
JRBN - BHUH AL - e B M LI - AR AR S iR H EH A
B o BWIFEAIN S - HASRIKEEuE - QIS E R Rk m DU & e -
ARE S IRER A e B R B e — B - AR SEA T
BUEAERIN , 8 " RBIAI B EE | (RISt - SHERER T RAMATE
& BT Doty ) URTEE - R ASEH > —EERAREIRT e R I RES
ERILPTOTFERIEHEY CGEESR) MERF—RE T R AR FFERERAIRTZERALR o 74
REFIERA " RITEAVEERE o SRIRFCE] T ERERIHEA] ) (MRS - 2011) - T
L o akEHER TS T E R E IR IR HEER AR - X
REFIRF S BB F 3R DORTEAR L ry iR 5% - EHER I - FRAMEEREER
it HRERMGER T > IEBu s B0 5 H AR TR A AN A8 - (B)5ETR5E
e REE RS 2 1) > {2 ¥ (idiographic explanation) SaRRERZIERICHRAE
T AEEIRS AT EANESE - EMEERZHERNABE R - EHER
BiFFERe ok M1 S i 2 sk 58 B R Z AT LT RE > T2 IR L BRIFFEE S
TR BB A T - BRI HY ARG 2R RAKFEZFYIARE -
HE [T RE[FIRF HBE D o BB S B R i A R IR R -

B T DARESRGE R R R > QI n] AR B2 S - ok - i
ALl T RBEE ) LB EORE D S R BT e B S5 BT e B
B R RRE - D8RR TR 5l(René Descartes) DUSEHSHEALEHED) (res
cogitans) Bl SMEP (res extensa) IR 00 LY —TCimBiEL - KHTZEE B S

Ul
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PRI TEH B3 HAF Ry T AH R BN 3288 (subject) B & #8 (object) » AREREIKE
#E T R B ME R R R AL BT B R B A R —— U H g HR e ] fi L Ry
= A& FRIEE " B EIRY ) (objective)iftFt - 1 ELEHET P REATF R
ABSBUE - BRI E WA E R " EERY ) (subjective) » AR » B —(IiffFe
R0 — ot e AL ZERIRBRERE » fAE T & B ) B TSR
WE=AMBRA (BELRIENSST) KRR - WL HYHE
HIRISRER B Ry 5 - MEDT SRS B MR IMER RS - SRR
FRE I ERY S BLEHE -t AR EE B @ e R L R BAE S My ] B LRk F)
ERERMBEED - K AR REERIT S8 75 2 95 & Lk H 5t
EREETEEERRE - Dt REH T RIE B TR Rf—k HANEw
MRAGEGHENBEREERIE - EHEHERKBNERERERREA]
REE 2 AW TEE RTS8 NBIEL - DB TS AR R S et A R B =
Blny - ANE - FEAREEE = AT AR EE e B R Dr RSB S AE » JRJEE
e FE A L PSR TR IR B T B SR T EEIE , RO
FEaREMAS B R AR E BB RS Ea i serymE—iRE -
HENIL » Ry KAENS & MR B R - BiEEE GRS —A
A (WS IIRN S5 ) HEsAET B RS - ARE BB
e — B H A BT A AR S - JREI © WFoE R B SRR A R TR I R0 18K
B K AMEAT R A8 > K 2 FEHER G B IMEI T R R HAMI R G L - 3
Rt B EE L EBEa R AR B ES - SR HuEE R GBI e 58
= AFHiR AR RE - R EEE e R RO —otimny T &l
TE o ARHE - JR P 8 e il — I EE R AR AR - Afrr RS A A B B B
8 A R E R & A E RS 7 =UR A CRY B RS 2R 2 R
e ARG - HOGIEES R T " EFB L Wi o L RE D e
2 38 BLAE HE AR 1 $H (Ludwig Wittgenstein) ( 3T 2852 ) (Philosophical
Investigations)55 293 HiHVE L B EEE: " &R | (beetle-in-the-box)FFEEL
et - BAHEERE & A HER - A EH T ESES
WP FEEE AR S TR PSR A8 Ry HHa  (Wittgenstein, 1953) -
AR BT S A EMEsEa R L FRRE (B ) IR
HOWENIER SN —8 - fEIER T - B AROEREZMIERE 5721 -
SEMEG P LEH R EE — AFR I A T ESAIREE - TIEEE—2k - I
e U B A R 26 55— AR R B R KB A WRLE B /2 5 I A 25y 2 WREE 3215
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SR GHINE ? — H B AMREHHEE R AIME SR S HHE RS » HRERIE R 2
IRBEIE SRS — AR A A B b e H R AR & 58 = AR ARy S B
AILEZR » G RRE BRI AAE F & B LAY R RE T -

HAEENE - MRETE R R TR HE A G EE AN RHEMA L
FIRRERYRETT » 1 S SaAE L) — TS AESE I DI LR T =k HEam A A
PSR RERE T - BIAERRARRTE AT HE L T FUERRASE AR - & Afi&
A]EFEE AR R IR K585 LY TSR 5k o I —RE TR
RIGRREB SRR BT AE (P B ) (Sein und Zeit | Being and
Time) 2 HIFR BN R EAINE - G B 6 i A HAGEE 2 78 78 (In-der-Welt-
Sein / being-in-the-world) » JRRIFHLCASE EHEF A NEYEFTEfE - B
—HERARES » HOHERE - AENEEMEMERENTEE - s
R BN EY)5E EIHERIFAE (Heidegger, 1993)  [KIth. 2l » FATHE A
M AR B PR LA TR IE LY U THE 3 - BAE » IRIBER B 2
B BAMTAEHEE — AR AR AT - BRIt R e E B
CAEEE SRS B AT E B — YY) - DU H R A EHE Le Y [ A R
TEEITE AR - B W EH Y - AR REHE i i i B T SR B T 1R
BT LHE LR Y E Sl BRAR B Y FE 5 1% (Geschichtlichkeit) 1 A 1
IRRIER Lo o (6 AR SR AR BRI Bl & AFISRTE B ~ S 2 R AR5 EE ek
FeEmaghe o 15— B HE ISR B i ] ] B it D) 55 56 (Hans-Georg Gadamer)HY

MR R S 3, | (wirkungsgeschichtliches Bewusstsein / historically effected
consciousness)ia [ fIEA ML FESEEH (Gadamer, 1999) - SR FEL =R EH
A FEMERYER AR ARIRRSE T ARt A (RLFERTA ) rURSE: » B
At A% - XREkalakse 2  (RIMP R — R & 1ty Bl - 38
SUANEAEERN T > e G RN ZEFERE - H N RESGER e ek - 1
BT HAR AR E R o M RN SR BEAMLEASE
B EEN A - [FIRSRAE RS — AT ELEE = ARHR ARy B m XA
B miE ALY —TeimI RS -

BRI T L ASCRYRI R B AR S8 s H B Y S8R Bl B o e g
Mg o Btas B LA R R R U ST AHE e B REET T 04T - M B AR
e WEHIN R E P E RO - P BRSE R - Fnb S S Hr0HT
FER o Bl iiE LR R IT TR K ERY T BELERILE L
BT AR R B AR AR B TP 28R [ R Ie R AfiE a & A

~94~
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[F] 0 U B AR B IS0 R i g DU {1 ] e S s 2 R 38 288 18K
HEASEEIR TR > DURGE SRR IR | AR - DUEER R i
B R AR R L A AT

FE T A - FAMBRG T R e R M aw S - A
REHD R BTG50 - BRAERIZENFFE T HPHAIERE (entrepreneuring
processs) FH{EL » # LAREHE S AR IR DL R AN Al Do -

Bt~ B 5

— ~ RAHL Pokémon Go EE)

Pokémon Go &—FKHHH A Pokémon /\E]ZHE » ZEE] Niantic 2\ H|FA#E
HITFHIRE - B2l 1990 AT REE FEFEEH Game Boy EHEHY
Pokémon EESEL HAE @I Pokémon MYIER BEEA » L1 Gotta catch’em all
Fol5% » BN AR B E R - FOrRnEEIRRAm At - EIiaE
BRI E B - A ARNE T2 LB TSRS (R LBT)
A AR R n S B R s R (AR EATRIIER ) - IR LAEIREY
J7 A HE 8 SE B R DAV AR  BhAh - BrEGE P DGR H CRYET n] 2R AR
DURAVE Al EE -

Pokémon Go 7F 2016 £ 7 H 6 HAKRE » 7 H 7 HREE L » 1R
% Es#E Apple 1Y App Store B Google 1) Google Play | &R B 2158
Bk > 212017 4 6 A 8 Hik - it PRk 7 68 5 TER’  @E Hae
AIZECAHRBER#EEL - {BAE 2017 4 4 A - FHEIREHEIRERARE 500
H A HHIGEHIIEE 6,500 B A © Pokémon Go INELEERET - B 78 % &
18-35 BRAYAHRA » HIVERFFEIRAME » AP ATEN KRSt Pokémon HY
Game Boy i} ~ RIS - B2 FE M Pokémon AUBIE - MRIEH A Value
NEIERE 0 7F 2017 4£ 7 HIEf > HA Pokémon Go HYETZE H 2016 4F 11
HEJ 1,100 A TREER 442 BA - HIGEERZ » BRIFE A - 40

* From http://expandedramblings.com/index.php/pokemon-go-statistics/, Accessed August,
8,2017.

> From http://www.adweek.com/digital/joan-daly-gotham-pr-guest-post-pokemon-go/,
Accessed August, 22,2017.
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BRUL B T AGBUKEE | R - A5 TETR LRI 48%° o TS REAZ LAY
BEfigit Pokémon HYHFIERELE)E - tHAIESE Pokémon HRHYELE -

48 Pokémon FUILEIEHIFEE » Pokémon A RIS —HEEH LA
806 FHEF H] 2= - [f] Niantic 2\ HJ4E 2016 £F 7 H _ETiiY Pokémon Go FiAR#E - B
FeRE A — R 141 FEARMERE ]2 DR 4 TR E e A B a2
11 A SRR 1R 5 12 HIRBAaaREH 7 MR SEl s DhReA n 5 ny s — 8
AJEE - 4F 2017 4 2 HRE=0RSRIRE - (R PR HE 28 1 86 Fdgi B n] 22 5 7
HIEE 8 Hri@fE 3 fsE— I E n] £ (Legendary Pokémon)LLJz 1 fill
AR A2 MR R RS BT T ] Ry 7 AR B S-ff B A
rtker 0 9 HFPREEH 3 MESE (UEERE ]2 JER NG IATREGE R4 12
R VIP [EHEEE - DIHEHTEE RS — AUEERE nl 22 (Mewtwo) - 2017
£ 10 H » Niantic A FRSeid & B BEENGEMEH S = 5 il a2 » Rig
£ 11 HEREERCE —AREERE 2R (Ho-Oh) » 12 A it FlEs@ s =
3 80 SAFEAT R E 1% (UIERIREEAREE ) -
R

TEEASUES <« AR RIGEGEH BB AR B T T oA B > H MBS T i —
"IN Pokémon Go Flri%ER— SRR -

it Pokémon Go HY3EFIERH AN - e 5 Y3l ok Fill o2 B I 1€ B 4 ek e 1
(Bulbasaur) ~ 7|\ K € (Charmander) DL % £ 2 4 (Squirtle)ig =R fE R =
K WE RS HZEMBAER - JiAE B KEAFEE % - & TRE -
BEE=EH RIS - KEREE P —E 2% > FREmAESHET
B SRUET 2B E B - MK AR BB TFRA B A - BInl3g
Bl ER N S E v BT RE T - e DU FHai S bR
Bk o IS HEAIBEE A LRIRTE o MEIEE - EE 2% iRHIER
B b T AIBRENZ B -

® From http://news.cnyes.com/news/id/38690692utm_campaign=news&utm medium

=news&utm_source=fbfan, Accessed December, 10,2017.

7 Pokémon Go 55— =R A 2L 386 fll (SF=(HIE 135 ) » e EARER]5E
ey 38 =R B rT SR TR -

P EBIEAEA BRI S e T MEEE B e BRI
1 - $& Pokémon Go FUREZERET » EIRE ML KERAIAEE - A N KBR 7 Hl =
FEE N o EGRER B R fr(Pikachu) - DL HEAHEE -



i LE R

EOUHAETTE T S S (8BRS Ehiy - TR L SR R P
RGBSR o Ty EL e BEE A (Rl sthRh < s BRI P o ST E S AN R
MIEF AT 2 Brgg AT DU A - FEmiErS THARCBR{E (XP) - SEE(Dust)
DUR R n] 2 BB R (Candy) » HE BN EIE w— g ]2 -
FEM E AV ET 7] 2 [ #(Pokedex) #L L & HHIE I 2 BRRZ AL E nI 2209 i —
—Be Mg Ry " BRI ) o ERBIRAEEE TR S RS EE (R
FRIFCET ]2 FRVER ) — i e E e ryR— e R E R R A E P
VLR fAG L (Pokestop) T ALY » FEMRBIMAG UL > DU ARG IESE vl
DR o Al H A i AL As (Incubate) S BB T — B2 ELBUER 2K T DA
b - Btz - Brd AT EEOE — SRR L H 2 R (D AT RS A
(buddy) > SEAETTAE BRI BB SR RS — R n S SRR -

iR EE AR - QSRS E BRI - — EHART 28 E
FRERRERUISERIE - BRI TR (RamnRy 40 #K0) 3 FETHIRIRF - BeR A RN
GEIMEG S B DR IR o BTt I EIR ki - HEE =S
BRCHIBR MR IO A » BERRIA]HE AGES55(Gym) #1658 F $T BT EE - Frary
ERE AL DR AEINEDUR - HAE TR LT E B — s iR s - 1%
AlE AL B AR BT R B MER AN Rl M o A MBIER (T - Bradn] LI H S 2
AR B INE HH A B T 2 R BB BR LA B SR BT n] A > DU (5 E AR RS DL
BREET n] (Pokecoin) » AN - Brad /R Al ELIEALEEIE H T Al - EH0E nIEy
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Imaglnatlon) i de Souza e Silva RIS LR ISYE PSR S5 = B E E Y
» FBZ iR & E S (Hybrid Reality) (de Souza e Silva, 2006; de Souza e

Silva, 2017; de Souza e Silva & Sutko, 2008) - 35 fi i B Rl & HUBT 3 R&ER R Rl {¢
e BRI BRI LAEEA - B 5% > N B S m B s » B L HEER
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RIS S H B IE > AARERE T IS O ) By - F3E - S LElEs AR
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