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What can we harvest from Pokémon Go? This is a conceptual paper about the use of Pokémon Go 
in Accounting and Education in higher education. The authors provide readers with an overview 
and context of Pokémon Go, then ways in which this disruptive technology can be used in 
educational settings. Outlined are ways in which the Pokémon Go app can be used as a tool to 
provide problem based learning, problem solving and a variety of other skills in the areas of 
accounting and education.  
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Introduction 
 
Pokémon Go is a clever application (app) used on smart devices that incorporates principals from several 
successful apps in the one app. Apps incorporated are ones such as those where you have to throw a ball to catch 
an object, i.e., Angry Birds, those that measure your walking, i.e., FitBit, and those that test your navigation 
skills using GPS tracking, such as the geo-caching type app, Ingress (which Pokémon Go is based on), and 
includes augmented reality overlays. Pokémon Go brings the classic 20-year oOG�JDPH�µ3RNpPRQ¶�WRJHWKHU�ZLWK�
DXJPHQWHG�UHDOLW\��5HXWHUV���������,W�LV�D�VSLQRII�RI�WKH�JDPH�,QJUHVV��3RNpPRQ�*R¶V�HDUO\�YHUVLRQ��ZKLFK�ZDV�
launched in 2012 (Niantic Inc, 2016; Rosner, 2016), where individuals navigated around their 
cities/countries/world, to find landmarks using geo-caching principles. 
 
On 6 July 2016 Pokémon Go was released to selected countries across the world ± Australia, New Zealand, 
U.S.A., Germany, United Kingdom, Italy Spain and Portugal (DN Reviews, 2016). On 17 July, 26 more 
countries were added to the initial list. Japan, the founding country of the original Pokémon game, had to wait 
until 22 July to access the new craze in gaming, Pokémon Go. Canada gained access on 18 July. Pokémon Go 
has been so successful in its slow release that on 7 August 2016 it was ready to release to 15 more countries 
across Asia and Oceania (Alwani, 2016), including Brunei, Cambodia, Indonesia, Laos, Malaysia, Philippines, 
Singapore, Thailand, Vietnam, Taiwan, Papua New Guinea, Fiji, Solomon Islands, Federated States of 
Micronesia, and Palau.  
 
The day that Pokémon Go was released, it was reported that the free game to download and use, with built in 
app purchases, had already generated $14.04 million (Fields, 2016). Just two days later, the market-value gains 
were estimated to be $7.5 billion (Reuters, 2016). Niantic Inc, the owners of Pokémon Go, is on track to make 
$740 million in revenue this year (Kar, 2016). 
 
Background and context 
 
Pokémon Go has several different, but compatable, objectives. One objective is to gain experience points in 
RUGHU�WR�OHYHO�XS��%XW��WKH�³XOWLPDWH�JRDO�RI�WKH�JDPH�LV�WR�FRPSOHWH�WKH�HQWULHV�LQ�WKH�Pokédex, a comprehensive 
Pokémon encyclopedia, by capturing and evolving to obtain the original 151 3RNpPRQ´��:LNLPHGLD�
Foundation, Inc, 2016, online). The app contains 148 Pokémon, however, in the original Pokémon card game, 
there are 720. For a full list of Pokémons, please see: http://www.pokemon.com/us/pokedex/. Users have to 
walk to landmarks to gain inventory items at PokéStops and catch Pokémons (Murphy, 2016). A PokéStop is a 
place, usually a significant landmark, that has a virtual stop to gather items to go in individXDO¶V�LQYHQWRULHV��
These can be things such as Pokéballs (the ball used to capture a Pokémon) or potions, lures and revive items. 
The key way of gaining experience points is by capturing Pokémons. The manner of capturing is very similar to 
that employed by the Angry Birds app. You need to swipe a ball to hit the target (in this case, a Pokémon). You 
FDQ�DOVR�DFTXLUH�3RNpPRQ¶V�E\� 
 
� Hatching an egg (this involves physically walking ± 2 km, 5 km or 10 km, depending on the egg), which 

uses GPS tracking 
� Evolving an existing Pokémon to a higher level 

http://www.pokemon.com/us/pokedex/
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These alternatives generate high experience points. The object of the game is to gain experience points in order 
to go up levels. Accessing a PokéStop will also earn experience points. Fighting for a gym can provide 
experience points. A gym is a virtual space where individuals can place an image of their avatar along with one 
RI�WKHLU�3RNpPRQ�ZKHQ�\RX�KDYH�µZRQ¶�WKH�J\P��WKHUH�DUH�WKUHH�JURXSV�WR�FKRRVH�IURP��\HOORZ��UHG��EOXH���6HH�
Figure 1, owner of a gym, with their Pokémon, Pinsir. Gyms and PokéStops are usually located at significant 
landmarks and therefore, some places do not have the PokéStops and Gyms to gain access to (Saxena, 2016), 
such as rural or isolated communities or even built-up areas in towns. Pokémons appear in nests (that is, at the 
same location) at regular intervals, i.e., hourly.  
 

 
Figure 1: Owner of a Pokémon gym 

 
Discussion 
 
Disruptive technology 
 
$FFRUGLQJ�WR�5RXVH��������RQOLQH���D�³GLVUXSWLYH�WHFKQRORJ\�LV�RQH�WKDW�GLVSODFHV�DQ�HVWDEOLVKHG�WHFKQRORJ\�DQG�
shakes up the industry or a ground-EUHDNLQJ�SURGXFW�WKDW�FUHDWHV�D�FRPSOHWHO\�QHZ�LQGXVWU\´��0DQ\NLD��&KXL��
Bughin, Dobbs, Bisson and Marrs (201���RQOLQH��EHOLHYH�WKDW�GLVUXSWLYH�WHFKQRORJLHV�DUH�³DGYDQFHV�WKDW�ZLOO�
transform life, business and the global economy. Pokémon Go is a great example of disruptive technology. It is 
disrupting the way people think and do things and is providing alternate means to engage with the community, 
become physically active and learn.  
 
From a business perspective, Pokémon Go is an obvious example of digital disruption and an example that 
many higher education students can relate to. It is a real world game, in that it is set in the traditional physical 
space with actual physical landmarks. However, it is set in a different dimension. This new dimension only 
became accessible through the Pokémon Go app. It brings together features of other successful applications. 
 
This new dimension opens up considerable space for business activities. The Pokémon Go dimension is an ideal 
dimension for connecting with a substantial number of people. One source of revenue is advertising and other 
sources include placing items in the Pokémon Go dimension that will lure people to the physical space. The 
game has an item called a lure and this acts to lure Pokémon to a PokéStop, so that they can be captured. This is 
a great metaphor for what it can also do to people.  
 
Pokémon Go as a serious game 
 
Pokémon Go could also be considered a serious game in that its primary purpose may not be purely 
entertainment but could also be used in the higher education sector in accounting and education as a tool for 
learning. Serious games incorporate strategy and decision making elements and Pokémon Go provides an arena 
to hone in on these skills. Serious games enable the educator to incorporate and integrate gameplay into every 
GD\�FODVVURRP�DFWLYLWLHV�WR�HQKDQFH�VWXGHQW¶V�OHDUQLQJ��.HWDPR��.LLOL��$UQDE� & Dunwell, 2013) as outlined 
more fully in the following two sections. 
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Accounting concepts and how they can relate to Pokémon Go 
 
Many of the elements of the game display key accounting concepts while it is also potentially a window into 
future directions of accounting such areas as reporting. Following are some key accounting concepts.  
 
The Accounting Cycle and Reporting ± accounting is built around the accounting cycle. In summary, 
transactions are recorded in a journal, posted to a ledger, summarised in the trial balance and finally reported in 
the financial statements. In Pokémon Go, one class of transactions is recorded in a journal. While these journal 
entries are then posted to a ledger equivalent, this ledger equivalent is not visible. There is not an obvious trial 
balance. Reporting is an area that may be a window into the future of accounting reporting, well at least in part. 
$�VWUHQJWK�RI�WKH�UHSRUWLQJ�LV�WKDW�LW�LV�PRUH�XVHU�IULHQGO\��7DNH�WKH�UHSRUWLQJ�RI�3RNpPRQ¶V�FDSWXUHG��7KLV�LV�
more visual and can be easily rearranged (for example, by name, combat power, recently captured, favourites, 
health points or number). There is also the capacity to easily drill down for more specific information. There are 
also elements where a physical sensation is used as part of the reporting mechanism. When a Pokémon is 
sufficiently near to be captured, your phone will vibrate.  
 
Triple Bottom Line Reporting ± following the belief that you get what you measure, there has been a push in 
accounting to measure things other than profit. This is referred to as triple bottom line reporting ± financial, 
social and environmental. However, a skill that is not generally strong is how to value each of these bottom 
lines. Pokémon Go has two main bottom lines ± experience points and number of different Pokémon. This is a 
potential vehicle for players to develop decision-making skills related to achieving different values. 
 
Decision making skills ± Pokémon Go provides a number of opportunities to develop skills that are commonly 
used for business decisions. There are numerous decisions to be made around maximizing experience points 
which require similar skills to making decisions related to maximizing profit. 
 
Educational affordances of Pokémon Go  
 
This section provides ideas for pre-service teachers for when they are in the classroom and engaging their 
students on how to use Pokémon Go in an educational setting. If pre-services teachers are able to demonstrate 
their knowledge of latest technologies or innovative hypes, they will be able to engage their students in their 
learning. As Williamson (2016) succinctly puts it, there are five things that education technology could learn 
from Pokémon Go. These are:  
 
Using the augmented reality features to inFRUSRUDWH�UHDO�ZRUOG�IHDWXUHV�ZLWK�WKH�JDPH�IHDWXUHV�WR�PDNH�LW�³PRUH�

H[FLWLQJ´��:LOOLDPVRQ�SURYLGHV�DQ�H[DPSOH�RI�FRRNLQJ�D�ILVK��WKURXJK�WKH�XVH�RI�WKH�3RNpPRQ��0DJLNDUS��
augmented onto a frying pan. An example of augmented reality is provided in Figure 3 (a and b). 

7KH�JDPH�SURYLGHV�OHYHOV�DQG�LQFUHDVHG�GLIILFXOW\��7KHUHIRUH��ZKHQ�D�XVHU�EHJLQV�3RNpPRQ�*R��WKH\�DUHQ¶W�
challenged too greatly. As they increase in levels, Pokémon are more difficult to catch and gyms are more 
difficult to take over. 

New features of the game are released as a user levels up. Therefore, the user can hone in on their skills before 
being challenged further. 

There is a growth mindset encouraging users to practice to increase their skill levels. 
The app encourages real life communities. For example, people congregate to catch Pokémon, gain gyms and 

access PokéStops to fill their inventory items. See Figure 2 for an example of an estimated 3,000 users 
gathered at Southbank on Saturday 23 July 2016 in order to increase their skill levels and play the game. 
³6RXWK�%DQN�KDV�UHDOO\�EORVVRPHG�DV�WKH�EHVW�SODFH�WR�JHW�VWXFN�LQWR�Pokémon Go and the people playing it, 
because it has a quite rare PokéStop placement of three PokéStop intersecting near the ferU\�WHUPLQDOV´�
(Chester, 2016, online). 
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Figure 2: South Bank, Brisbane, Pokémon Go users (23 July 2016) 

 
Other educational uses of Pokémon Go are acquiring map-reading skills. This would be a great exercise for 
students to go in the playground, be physically active, with a task at hand to find a Pokémon. Of course, 
3RNpPRQ�ZRXOG�QHHG�WR�EH�DYDLODEOH�LQ�WKH�ILUVW�SODFH�DQG�WKH\�µQHVW¶�LQ�FHUWDLQ�ORFDWLRQV��,I�WKH�VFKRRO�LV�ORFDWHG�
in an area where there are Pokémon and PokéStops, fun homework for the students would be to go on a 
Pokémon treasure hunt. This could also assist the students to gain basic orienteering and geo-caching skills. 
These are map-reading skills enabling the user to be able to locate their location on the map and also find other 
items on a map. 
  
Augmented reality can be used with Pokémon Go. It has the ability to overlay the real world with a Pokémon. 
See, for example, Figure 3 (a, b, c), attempting to catch a Pidgey, Magnemite and a Voltorb. Augmented reality 
can provide immersive experiences for students. It can also be distracting whilst trying to catch the Pokémon.  
 

(a)      (b)      (c)  
Figure 3: Using augmented reality to catch a Pokémon (a and b) and traditional screen (c) 

 
Exercise is required to hatch an egg. This gets a Pokémon player active. Individuals need to walk a specified 
distance to hatch and egg. These are in various sizes from 2km, to 5 km to 10 km. Once an egg is hatched, the 
user is rewarded with a new Pokémon, many times one they haven't caught before, providing many more 
experience points.  
 
There are various skills involved when playing Pokémon Go. It can provide students with problem solving 
skills. They may be challenged to decide whether or not to catch certain Pokémons. Their inventory items or 
even Pokémons may be full requiring the student to decide what things they will keep and what they delete, or, 
in relation to Pokémons, transfer. This can also require basic mathematic skills such as addition. The student 
may have to calculate how may Pokémons they keep and which ones, depending on what the Pokémon is worth. 
Therefore, they are also using decision-making skills. To catch a Pokémon requires hand eye coordination. As a 
XVHU¶V�VNLOO�OHYHOV�JR�XS��WKHVH�skills become more essential and technique could be significant when catching a 
Pokémon.   
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There are a variety of different ways the Pokémon Go app could be used in an educational setting. If pre-service 
teachers use the tools that the students are engaging with in educational contexts, they will find the students 
PRUH�UHFHSWLYH�WR�XQGHUWDNLQJ�FHUWDLQ�WDVNV��,I�WKH\�GRQ¶W�ZLVK�WR�XVH�3RNpPRQ�*R�ZLWK�WKHLU�VWXGHQWV��WKH\�PD\�
consider looking at Ingress. 

Conclusions 

Provided was a brief overview of how Pokémon Go is used and ways in which it could be used in accounting 
and education. Many skills can be honed in by using Pokémon Go. Don't just play Pokémon Go, understand 
what it heralds for the future and what it brings from the past.  
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