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WHAT IS POKÉMON GO?
Pokémon GO is a free-to-play App 
developed by Niantic for iOS and Android 
devices. 

It’s a location-based augmented reality game 
that allows you to catch various Pokémon 
creatures in and around your area.



THE LINGO YOU NEED TO KNOW…

1. Pokéstops
• Where you can go to grab different (but 

necessary items) like Poké Balls, which you use to 
capture your Pokémon

2. Pokémon Gyms
• A Gym is where you can actually train your 

Pokémon and battle with other members of the 
community!

3. Lures
• A special item that you can “drop” onto a 

Pokéstop. Once a lure is dropped, the Pokémon 
are drawn to that area



INTENT OF THE RESEARCH 

• To gain perspective into how 
libraries are approaching digital 
trends

• This question is explored through a 
case study of how libraries 
incorporated the location-based 
augmented reality game: Pokémon 
GO



RESEARCH QUESTIONS 
• The question of ‘how’ is discussed 

trough smaller sub-questions
• Which types of libraries are talking 

about Pokémon GO?
• Where are these libraries located?
• When did the discussion take place?
• What did their library do?

• The question of ’why’ and ‘why 
have libraries not incorporated 
Pokémon GO’ is outside of the 
scope for this presentation 



REVIEW OF THE LITERATURE 

• Since Pokémon GO is a relatively new phenomenon, it is not yet explored 
within scholarly sources. 

• The discourse almost entire rests upon more popular sources (largely news 
articles, blogs, and library websites).
• Three main themes:

1. The Basics
• General introduction to the game

2. The Larger Picture
• Questions augmented reality and people’s interaction with technology in 

general
3. Opportunities

• Tend to revolve around advertising 



METHODOLOGY AND DATA COLLECTION  
• Mixed methods approach: qualitative and quantitative through a case study of 

Pokémon GO in libraries
• Pearl growing method to identify 50 popular sources for analysis 

Relevance was based upon:
• Pokémon programming
• Pokéstops
• Pokémon gyms
• General discussion surrounding the 

game, etc. 

Data extracted from each article: 
• Name of library mentioned
• Type of library
• Date
• Location 
• Number of comments on the page

Ultimately 139 libraries were identified as relevant for this study. 



RESEARCH FINDINGS



Figure 1. Pie chart demonstrating the various types of libraries 
that have incorporated Pokémon GO



Figure 2. Map of libraries involved with Pokémon Go.



Figure 3. Map of the most active Pokémon Go libraries.



Figure 4. Linear graph representing the number 
of articles over time starting at July 7



Figure 6. Facebook survey 
representing what libraries have done 
to incorporate Pokémon GO

POKÉMON GO AND LIBRARIES  



OTHER EXAMPLES… 

• Arapahoe Libraries in Colorado
• They left over 50 swag bags at Pokéstops around the city and 

challenged players to find them (Kudo, 2016)
• Hayes Public Library in Kansas
• Partnered with the local Cancer Council to hand out sunscreen samples 

and educated players on the importance of sun safety (Thompson, 2016)
• Redbridge County Library in Ilford, UK
• Used Pokémon GO as a spring board to talk about digital safety 
• Only 18% od libraries noted this connection 

• Etc. 



CONCLUSIONS 
Future Research Areas
• Pokémon GO
• Dissect the question of why libraries have incorporated Pokémon GO
• Or why have libraries not incorporated or discussed this trend?

• Outside of Pokémon
• Data sharing

• Most cited works did not relate back to a particular library
• Instead, librarians used their own blogs as a form of communication 

• Often includes a disclaimer 

Pokémon GO is not the last augmented reality trend; libraries should use 
this game as a learning experience for upcoming technologies or games
• Ex. Harry Potter GO!



REFERENCES 
Bernard, T. (2016, July 06). Can’t Pick A Digital Trend From A Digital Fad? Here’s How.... Retrieved from http://www.bandt.com.au/marketing/cant-pick-digital-trend-

digital-fad

Buffalo Business First. (1999, December 20). Trend vs. fad is a marketing question. Retrieved from 
http://www.bizjournals.com/buffalo/stories/1999/12/20/smallb2.ht

Charnigo, L., & Barnett-Ellis, P. (2007). Checking Out Facebook.com: The Impact of a Digital Trend on Academic Libraries. Information Technology & Libraries, 26(1), 
23-3

County Libraries Use Pokémon Go to Attract Patrons. (2016). Library Administrator's Digest, 51(5), -2. 

Goldstein, M. (2016). Why the Best Pokemon Go Ad Strategy Isn't What You Think It Is. Adweek, 57(25), 15

Grogan, J. (2016, July 23). Colchester library becomes Pokemon Go trainers' workshop. Retrieved from http://www.norwichbulletin.com/news/20160723/colchester-
library-Becomes-pokemon-go-trainers-worksh

KUSA. (n.d.). Library tries to attract Pokemon. Retrieved from http://www.9news.com/news/local/library-tries-to-attract-pokemon-go-players/2747

Real, B., Bertot, J. C., & Jaeger, P. T. (2014). Rural Public Libraries and Digital Inclusion: Issues and Challenges. Information Technology & Libraries, 33(1), 6-24.

Reguera , M. (2016, August 25). Pokémon: Gotta catch them all, even in the library. Retrieved from https://www.theguardian.com/public-leaders 
network/2016/aug/25/pokemon-go-libraries-technology-innovation

Riely. (2016, August 04). Pokémon Stops at the Library. Retrieved from http://www.provolibrary.com/blog/1250-rile



REFERENCES 
Spina, C. (2016, July 12). Pokémon GO: What Do Librarians Need To Know? Retrieved from http://www.slj.com/2016/07/technology/applications/pokemon-go-

what-do-librarians-need-to-know/

Teen Librarian. (2016, July 11). Everything Librarians Need To Know About Pokemon Go! Retrieved from 
http://galaxybookjockey.tumblr.com/post/147240001718/everything-Librarians-need-to-know-about-pokemon

Thompson, S. B. (2016, July 12). Why Pokemon Go and The Library is a perfect partnership. Retrieved from
http://www.alsc.ala.org/blog/2016/07/pokemon-go-library-perfect-partner

-----------. (2016, July 14). Pokemon Go, Libraries, and Media Mentorship. Retrieved from http://www.alsc.ala.org/blog/2016/07/pokemon-go-libraries-media-
mentor

Tribbey, C. (2016). Will 'Pokémon Go' Find an AR Audience? Analysts split on whether white-hot game is sign trend, or a flash in the pan. Multichannel News, 37(26), 
12-13.

Walsh, S., & Lyttle, M. (2016, July 15). Pokémon Go: Strike While the Iron Is Hot! Retrieved from http://publiclibrariesonline.org/2016/07/pokemon-go-strike-while-
the-iron



REFERENCES: IMAGES 
http://orig15.deviantart.net/5a38/f/2013/305/8/5/awww_pikachu_your_so_cute_x3_by_djjadenyuki2004-d6sorm0.png

https://s-media-cache-ak0.pinimg.com/originals/ff/90/2e/ff902e43f8671c3475a249db83e4f1e5.png

http://orig05.deviantart.net/1517/f/2009/277/a/b/sleeping_squirtle_by_purplekakashi.png

http://orig12.deviantart.net/2580/f/2015/258/4/0/40d6ee3b397fb68555ab522153f93f7e-d99pdg8.png

https://s-media-cache-ak0.pinimg.com/originals/db/2a/3c/db2a3c51afe27438890173313ac01cf7.png

http://www.funnyjunk.com/funny_pictures/3735976/This+creature/19#19

http://orig05.deviantart.net/3513/f/2009/315/b/e/psyduck_colored_by_lele37.png

http://img08.deviantart.net/9733/i/2014/108/0/8/diglett_and_dugtrio_by_superlakitu-d7f1yyr.png

https://s-media-cache-ak0.pinimg.com/originals/23/e2/51/23e251928981c721a24bc95070e5a0e9.gif

http://www.pngmart.com/image/9947

http://orig05.deviantart.net/8bdd/f/2016/200/f/d/pikachu_png_by_99isa-daaknrh.png


