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n order to explore the abstract feelings and the specific design features of the functions and
Iinterfaces operated by the game players of Pokémon GO, this study, based on Miryoku Engineering
and the Evaluation Grid Method, interviewed 20 frequent users to get 38 concrete features of game
design and six original evaluations items of game design; Moreover, 233 subjects were divided into
high, medium, and low involvement groups according to CIP measures, and then this study used
Multiple Regression analysis to determine whether players with different levels of involvement had
different perceptions of the design features of Pokémon GO. The results found that there were many
perception differences in different involvement groups. The design feature significantly influencing
only high-involvement group was “Pokémon characters which exhibit real biological growth, such as
tadpoles becoming frogs”. Ones influencing only medium-involvement group were “The designed
supply stations to which players must get near in order to obtain items”, “Wonderful special effects
when Pokémon evolve”, and so on. Ones influencing only low-involvement group were “The cute
Pokémon characters”, “The designs of conquering gyms to make players form alliances”, and so on.
Only two concrete design features significantly influenced all three groups:*“Hatching eggs to get
Pokémon, in addition to catching wild Pokémon” and “The designs of training Pokémon to battle
other Pokémon and conquer gyms”. This study builds a process obtaining concrete design features
of mobile games through this case and the results can serve as an orientation and innovation during

design decision-making in Augmented Reality games.
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1.1 RS SERENH

WH ERTENEE T A B SRS AR ARSI R 2 R RIEL
FIEEY > —E EFE LRSI ANRE | Tia LB E R U FEAMELERFR
BB RIE  EIR AR s E R BB HRFERIIT RS o ATREMEERE — 2
FR BT FT AR AR AT BN B 5 | NIRRT o

18K MR Niantic 72 2016 FHEH T — R FN & K HEEL - $58 E A 2 (Pokémon
GO) » — ETHEAIT T %A SRl B 09K & T S EO 5 BUE B 1940 8% » MRIR Sensor
Tower 2 2016 EHJHRZEANZ > Pokémon GO £ LW —ME AR » H FHREES
#Z 15 million (Nelson, 2016) » Zf& X1 2018 FERHIFKBEEHFR AR » F
HIME > FRAEY 8 B3Rt MIEE KR » Pokémon GO 7£ 2018 FEHJA %
7.95 @70 BN E AR ERN TR > ERRD RIBR > BE BAT& 1L4E
WA BB 22 2350 T ; MifE SurveyMonkey 4 2016 “E(5E &R R © Pokémon
GO ZRTA R IR R & Z M) —#k 5B (Priceonomics, 2016) ©

Pokémon GO HIBTRFHEBEAL MBI R EE ] 23T M - Fed it
iR R B E BB (PokéStop) BLEEE (Gym) - 41E 1 Fim » ITREB BT
MRE) > IEEHEHRTHNEECE  Er2 (Pokémon) BH & HBEAILY
FE N2 SRR R BT R SR B SN TG AT - T BEBF5RS (PokéStop) #
EEE (Gym) o EHEERT  TEREGHRBIEEER (Augmented Reality;
AR) #5 R E R (Pokémon)  BIRRANEENFHEREE HERAETRTE (40
2) (RS E R EEEALUFERAIMESS (Egg Incubator)  RIMLERIZEE (U
3) - MHERFEWABEREHE AT TESEE —EERE - AR - 15
HHERTEE o

TERFFLE Pokémon GO Z PR FHEBUR - KA USRS I R AU B A8 Bl
FHIHEITIRFE (Greenberg, Sherry, Lachlan, Lucas, & Holmstrom, 2010; Huang
& Hsieh, 2011; H.-P. Lu & Wang, 2008; Mohamed & Jaafar, 2010) » /> 21t

BN BB Rt R B AR R e T R AT 2% ©

7 T RERR Pokémon GO ItRHIEKA » UM ITREE R RER > AT AR
HRE A R EHRE > PR SR A RHEME R (EGM) AR o i BRI RK
% MK HAS BRI BRI S I HRETRET > BRI DUERBEBERATEZE o It

RIS AR BB 52 08 G B T 2 0 B RS R s A E YRR A 22 2 7
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1(LE) | BEEtERE PokéStop £ Gym

2(AL) | EARBRFLUFISBEHERIK
HEITHHIE Pokémon

3(A) | EARBRPUFIEEHEERE
1T3E1E Pokémon

Gh o BRBII R B EERS BEEETOE UEREAS - RERSREER
o B ¥ PokémonGO HRS I NHAZEA ARIIETL?

AW > NEBREHRE A IR S IR E S AR ERIBTR R » AR IR1T
BAEER  RETETS BRI IR G A E o AVTFUR IR LU My © 1 A TE)
F BB Pokémon GO HURREHTE ; 2. ANAW AL ER IR IGEEH N E L REHE
BARRIERA > BHFtZEE 4 Fs o
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0.1 SHEHEBIAE RIS R

P BAMATLIEE] Lu F1 Wang (2008) 451 AURE 0948 B 7 B B A A RS TR =
MEFERF 2 ; Mohamed and Jaafar(2010) ##/ T 45 & s E % 0 SHEBEER
BB ETLE ; Chu, Wang f1 Khong (2011) 4 AT HriHERE - FE X RRAYHT -
A BB R A ERETE 5 Chen, Shen 1 Ma (2012) FIRFFEA » FI| FRCE T2 K
ik ) TR T B R A T T AL B R A R s R R - TS R FHy -
G1E TEY%E ) 1 DEBMAEEEAH ) © Grodal (2000) Aff 728 B 40 {7
MAFEET RG4S 5 Yee (2007) if78 MMORPG Bt UA# A K& %4 ; Lin, Hung,
Fang, 1 Tu (2015) 748 fE 35 E A A B A B AT TSR BBBREIKEW A
MMORPG # BB % 2 B 2 (fantasy satisfaction) ~ § & (adventure) »
B A (victory) ~ #:%2BE ST (socialization ability) ~ HIREH (self-actualization) »
B & R0 #4789 38 T+ (advancement of wealth and status) % 75 78 3= A ; Cota,
Ishitani, & Vieira (2015) {8 FHRIGEFRAY 7715 » BBLEE N ITF I BRIEN -
R T B UNGRRAIER S

& BE AR R AR B ) SRR AT 2 T B BT SR AU B A SR A TIR T » N2 I8
B At R B R iR BT < I T 2 o

RIS AR BB 52 08 G B T 2 0 B RS R s A E YRR A 22 2 9

) .2 sERES L (Evaluation Grid Method; EGM)

AWEHHRA EGM SEEEH Pokémon GO B EBZEHSTT + EGM RLURRE
B VR A L (A B T B SR LT 2 — (B AT TR O A (2
B TTROTIE TR — o

MFHEMETR) 2M) TR2PEZENMITE  RERNOHESHRE > FTEEL
AR (B A SR AN R BB A 7775 > I A T E R B A E AT KRRy
fF A BB BT ERE: - BARES & P PERUAE (LB 2 BB (AR - AR BRI
[ Bl 5 & (Feixas & Cornejo, 2002; Fransella, Bell, & Bannister, 2004; Kelly,
1955) © Sanui (1996) UL /TIAMEE—D#E - 5% BEMFRRH ST Za#E
FEIBME AN EFHRRE - E LA ZEEMIEMEEZ T ENE LR
BEURM - SRR HEE - AT ESBREHEE S M AR - BT
MHEIR SR - ILAFFE IR TRHEMETL)  (Evaluation Grid Method) - féif#
EGM e

/i

#

TEfE ] TERMEBA T - sHEMAE RS T —EE A Eam AR E Sk R
KFEN T o B TEHEEEHIRESIIR R UREFH T KR FE—E
RALHIE - KRHZHE EFERLLE - (2 FRENRZEZE - FILEHZH
EH FENREER > g1 EZ K AT MRS - RS EE e
B DU MR B MEEE o R 238 A gL (Ma, Chen, & Li,
2011) °

REERHL > IETTIRAVEIT T IR ARSI AUMES AT o IR(EPBRSIBRAT T

L. BERATXHENEEY  fld - XFRed s E AR A R FRaE T
BEEES REHHRSE -

2. FExwE L E CREREAH SRR EER - #E LR R E AR T
A (ERFIERIRHETRE ©

3. HArSEINRHEIRE > WRFEERHEMRIVERESR  (ER LAIEE -
4. RAMSEINEHEIEE - WRFEEMHEERIEBI R R E D (E5 NIE

5. EFHEHEBGHAE > WE S s 0 EAIRESEL > FAIEEEF 0 M
THESEG » DURIRIHE LS - FoRHFE=E R % o
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B 5 | EGM i&isE

SRR L EGM 77 1% 1 F B9 & T AH B BTz 0 P AR R E A S S O B R
BAERA > LAEE i DR JAE 18 480 rh HE B RS2 N USRI R 2R > filan - SR
%H 1 (Asano, 1998; Ma, Chen, & Wu, 2007; Ma et al., 2011; Ma, Yang Tseng,
Wu, Tsai, & Ren, 2012; Nitta, 1986; Sanui & Ujigawa, 1999; Ujigawa, 2000)
H ) % 38 %6 3 (K.-H. Chen et al., 2012; Du, 2010; C.-C. Lin, 2006; C.-C. Lu,
2010; Shen, 2013) ~ J& & f 17 $5 iff 5% %8 38X (Hallsworth, 1987; Ma et al., 2011;
Ma, Chen, & Li, 2012; Reynolds & Jonathan, 1984) ~ # & /0 52 fff 72 S8 15K
(Corporcal, 1991) ~ #1 %k % iff 7t SH 3 (Embacher & Buttle, 1989; Ma & Yang
Tseng, 2012) & ©

2 3 AEEEIMRIS AR

it

IRAB I AR B0 AR B SRR P A5 A (Devika, 2017) @ REW AR E R IR $
HEHI R AT K AT RE NGB R » FTDL > fERRAET B - A ZBE BRI A
BE

gy

o

K

R FCAR R W AFE B B9 HH B ST > Kapferer and Laurent(1993) 8 Hi & 1Y
Consumer Involvement Profiles measures (CIP) i AR E W EIEEH 1Y
ERTURE > WL S1TEN A BRI - At RIS SR E > HREAEW AR E
BT R IGRE - TR B L BRSE - EAREAE BT > HIVAEY AR ENIT
% AIREANERVEE B R -

CIP &3R/2 RIE 7y N S8 el A Bl i ok <~ R UM BARR I - WA FH 2 v s
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3.1 #hEY Pokémon GO WIsREH4SE

% T EARE TENEE B 378, Pokémon GO HIRREHEE » UL T f## Pokémon GO
SIANBEREHEE » F—FHE L Pokémon GO HIKEEVERE @ #E LI EGM W75
EITEET R > s o

(1) #tH Pokémon GO HIFEEE &

ARWFFEZHE 10 A2¥ Pokémon GO Trik#E @ WA FTan sXall SRV 72 &
HEt 6 B 40 Flie R 23-41 0 (EREHIE T Pokémon GO HUKEHAE H & EATH
B BIBRE A& R BT

HA7E Pokémon GO H > 4l (Level) BFRIua (EHE B 1 TE S5 5855
FOETR(E - EHEENEEEIER 1 2 40 « RIBE AEMNER (BR 1D - R
BB ERE  FURERRAIEMRNERES B ERTHEBE
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Level XP Required Total XP Level XP Required Total XP
1 0 0 21 50,000 260,000
2 1,000 1,000 22 75,000 335,000
3 2,000 3,000 23 100,000 435,000
4 3,000 6,000 24 125,000 560,000
5 4,000 10,000 25 150,000 710,000
6 5,000 15,000 26 190,000 900,000
7 6,000 21,000 27 200,000 1,100,000
8 7,000 28,000 28 250,000 1,350,000
9 8,000 36,000 29 300,000 1,650,000
10 9,000 45,000 30 350,000 2,000,000
11 10,000 55,000 31 500,000 2,500,000
12 10,000 65,000 32 500,000 3,000,000
13 10,000 75,000 33 750,000 3,750,000
14 10,000 85,000 34 1,000,000 4,750,000
15 15,000 100,000 35 1,250,000 6,000,000
16 20,000 120,000 36 1,500,000 7,500,000
17 20,000 140,000 37 2,000,000 9,500,000
18 20,000 160,000 38 2,500,000 12,000,000
19 25,000 185,000 39 3,000,000 15,000,000
20 25,000 210,000 40 5,000,000 20,000,000
6,000,000.00
5,000,000.00
4,000,000.00
3,000,000.00
2,000,000.00
—Level —XP Required

1,000,000.00

0.00

_

1 3 5 7 9 11 13 15 17 19 21 23 25 27 29 31 33 35 37 39

6 | 7 40 B (level) PAFEZERIBVRERENE (XP)

RRYWARRENTUR ISR E A 208 BRREH S ERRAIERE |3

A2 K CP {2 (Combat Power) © 7&K B A] i1 {5 F & 1 a% BB <5 SR Y iR (R AR H B
HEHRBRINZE - IRIRE o Br > EIURIE 20 HEA 21 filk > KBREENZE RS
FITHE > IR R AR SR PR o BRI ASHT 7R 5] 78 M B2 15 2 B EhE 2 A & Y
FREEDy IR EIES 21 TR B3 -

(2) EATORE X

W7E N B SeHENH —#E Pokémon GO T EMWES - EIGTEE E -
A~ AN S Mg 5E o ERHE N IR B ERAE 2 E A AT BN B Y
&S ABEH AT Pokémon GO WIIEE @ IFTHTTENIFEE H Pokémon GO
) APP itk - —BHER(F— BRI RRE o EREERIERTLUB R K 3250 & ER
FEGCIR A M 5 e R R &S (Nielsen, 2001) o

RERZAEWERBGER T M FRITTER o fld > sk AN B G R  BEH M B
EL o (B BB R L s At A E R S R 2

ZHEREEE i ANBGREEMFEAEBNFERMESENMIKERE -
—EB KB E FEAZIEL 1 EZHENFE AT - BEF S E R
B Z R AE N ORI REFEARNZ (Nielsen, 1993) ©

MR ER R T UREF A7 NET > EIeERENME - FIEEAE SR
KA (_ EEEER) B8EE (Asano, 1998; Reynolds & Jonathan, 1984) o ARZA
TR B A S R B L 20 7 0 HAR o B 12 67 0 L2 8 L 0 FFHRTE
23 ~ 41 Fz M > REELLHRERIR G P EGM RUASHEIE ©

32 Z:IEJ\;@:A*EEF_BI]ETE%YA#H EE‘%E Eﬁ'ﬁéﬂ’]w%m n—,t

(1) AR AR E I BT AT 7 B

AE AR ERNITR BN BRI E AN FEMME® > A
BFFE B A RETE - AR W REREE - REBEES D o MR AZEH
B¢k (J.-Y. Chen, 2011; Chou, Su, & Lin, 2006; Li, 2010; Wu & Huang, 2003) *
KRG AL E T AN B EP AREHMEER 850 &
Ry EPEA (AT 25%) ~ A (FRE 50%) FIMEEE A (18 25%) =4 °

(2) =fEmeAg s B g ek st E R RS R E oA — R o i
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RAUFIEESHRERISEERZER » [RES EFRRD GHER HB
RISCFRREAL o ZAIEHATA R BRRE R E D IR FREE 1~5 87 ©

FA o R T - ABTFELIE @77 CIP 8RALEHRG Y e 2%
JB R — = A JREE o

%38 SPSS DUEHEER T #T B4t 5t (Hair, Black, Babin, & Anderson, 2010) » &%t
=Y AR 82 F| Pokémon GO B84 B S8 2 A (]

BinizaRA

4.1 Pokémon GO H9 EGM #&5+&[E]

i LA Pokémon GO ZEEHIFT sk RAG R E - EAEESEL » HAIEE
JErR o NMIIEBSEG - DURREST AR KRB R AR B (R > EH EGM HIAEHE
o L BT RAR  BH L GHRIEHE) i (RGHEEE) ~ Mz (B
BORREHRE) ARG > AE S o

20 (ZEhE &R S48 —ik EGM M E » FE 20 5k EGM B& 04
— > YE 7 fros o HIEECT 38 E B REHEFE A o EFGFHEIRE 0 RS E B
D& - mir] LUBRE g e azali & g e RS [HUEEF o
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(1) —MiEsat oA

RPFEEHE 38 T & H ETEMIEN N 0 BRI R KMO H%
0.9 » Bartlett's Test of Sphericity £ 5795.999 » ZERHE KEE o RERERI LMY
{SE 734 Cronbach's alpha % 0.96 > BB MHMEEERS @ ZHFEEAR
ERITanER 2

(2) P ARy Bt SR
AL R A IH > DU RS AR RFEERRESA D MEh RS
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2029 %| 145 E 3|
3039 | 26 i |
I 1
Fib 40-495% 13 - :
1
50-59 % 2 ] )
60-69 5 2
080E] 1 8 | UE—ERsSFEEE S HRPEDRRIE
7N 6
Bl 5 . .
» —— x4 | 25 ABIRLY 6 (ERBIHMEIEE DM 38 EERELHSTECE RSB O
2R R 33 s 7 == = -
FRIAFHBIEE  AREFEMNBERENRSTIFE Constant B{E R23UEE Beta(B) TE  Sig
EREPN 133 D1.R&aZ EF |C. DIEXRiE %A EEAEY
3.896 |.390| .076 275 |2.292| .025*
gLl b 56 NEIEIE S
D2. Bl E4E S |A.GPS B EEMNET X EEN
sl 160 = SRR 1.709 |.962| 271 521 | 4.878 |.000%*
A 24 FULEAEDII|F. BR T2 40 Br DU E s | I5s 393 |3.420| 001+
kil I il A A : : : 42|
- D4. Aill#iTtE0 | F. B ENEREREEEY 40 20l 378 |3e32| oo1
T w7 - AR Ani e ' ' ' ol
— G. BlgiieE n] 2 n] DL B H B
e 4 *
& S 525 |.385] 096 255 [2.378] .021
= 3 =z 4 5 2 BE
= E SR BRAEEHTE CP 373 053 239 [2.243| .028*
o B
%%)\E 8 T =
D5. %ﬁ,ﬂ&ﬁ HU7|B. B REX T HH 2544 | 652 217 466 | 4.216 [.000%*
HBEr A : AFTEER A FRRENAS (HAE)] T T iss |a123 | 000

*p<.05;* p<.01;**p<.001

R3[| BABENBER
EHEMREE D (1~7) A - % BRREHSE R (1~5) 28 2 8 (40E 8)

43-65 B A 66 AT 18 RZBHZ e HER 7T (6 THE *3 #ffE) » =N ERRERNER 4 R
27-42 A 114 5K 6 i o
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18555 65 497 mIKIS7 4 13 55 WARRE S R38R 3 R o @ %;{ﬁﬁ gﬁg@g%
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Sig.

RRW ARE RN B S A 20 BESEH R ERAERE O
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2 %;;f%mﬁﬁ@ﬁ% 12| 384 | g0 |4s38| 0000 A AR R SR EY AR LA B R (R 7) o
- 1.343 S _ o s
C. LAJE J0i% 2 (1 152 B 5 [ 30| o3 207 |2.089] oot FEEHEA 2 EEEAHEEZEN EERFSEE > 2Al2ED3H IF. BRTH
PNEIE S ' ' ' B
D2 BREES [CRAMBH  HRRLL soul s i3 Leorr Looom ez BAILIERERERZ) 0 B D4 TG FlIME R 2] DU H th g rT 2
e —— —— SR (AR o UL TR BG 2 (A R s R AT
F. GBI 2B & RAE IR o
BT - -.656 |.506 11 334 5.134 {.000 o
B BE TR AT Sl
I NEi = =
EEETEE’@E’]EE%E .380 .059 274 4.328 [.000%**
NE YEBSR 2255 e B T BEE B GRS A Sl
S ERRETRE R RR A B 1 U PPN D BEREFWAZREWAES 2 EXFBEEZENEE . &D1LHH A F
4t AN T A E | 386 ' ) ' 0 IEIEENHIEE T ZHER ZEN ) BEfEREHETE - Do W TE. ErjZRagi A=
A UFEBETmRE A B - .
PP 505( 093 347 | 4.072 |.000 FERERE | BB o
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sy A A B A3 B ‘ ‘ ‘ e AN B ABREBAEAR 4 A AEERLENRE | G D1 /Y 1C. XY
B IRERARBATECP - 00) | 368 076 265 | 3.061 | .003** o AR 1 B B T : J TE. iR E4pal{E S s nlis ;
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LA B AL, T 5T £ e Yy o Lo < e N
,;;i@%g_ RREA 201 043 231 |2.726 | .0077* D5 FH) IB. = EERMGH ;2 A D6l A RAHMNEZARE 2/
B s B
D5. G sl BF|B. B Ra¥ENGHE 574 365 393 | 4.424 |.000%+* WRINE o
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