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Abstract:

Growing concerns with children’s obesity and less time
spent indoors expose the key role of standard outdoor
exploration toys that help children to bond with nature.
This research determines the effectiveness of outdoor
exploration toys, where the focus will be on the Pokémon
Ball (codex), which is specifically designed for children
aged 12 and older. By utilizing sport game mechanics that
underpin physical activity and nature interaction, mixed
methods in this research include qualitative analysis of user
engagement and developmental outcomes. The results of
this study show that the Pokémon Ball and Codex not only
boost the children’s desire to discover their surroundings
but also play a part in the acquisition of social skills
through collaborative play. However, the social aspect of
the product, that is, the potentially damaging competitive
nature to friendships, was often expressed. Ultimately, the
study concludes that kids’ innovative and sports activities,
guided by educational factors, can promote great effects
on children’s physical health and cognitive abilities and,
in turn, develop a responsible and strong feeling of the
community.

Keywords: Outdoor exploration toys; Pokémon Fran-
chise; child development; nature interaction; physical ac-

tivity.

1. Introduction

cognitive development, and demonstrating their
role in promoting environmental consciousness, the

This study is about a situation in which physical
activity levels of kids are on the decline and obesity
rates are increasing, thus showing the necessity of
coming up with outdoor exploration toys that will
help children to interact with nature. By analyzing
their effects on children‘s health issues as well as

research becomes essential. This essay is about the
innovation in toy design using Pokémon Ball and
Codex, targeted at the ages of 12 and upwards, to
stimulate outdoor activities. With a literature review
method, this study focuses on the relevant studies
and documents that showcase what the current out-
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door exploration play sets are like and how efficient they
are. This process assists users to possess an understanding
of what progress can happen in the areas of learning and
fun derived from the use of the toys. Another purpose of
this article is to make a case for outdoor exploration toys,
which not only offer unique adventure play experiences
but also add educational aspects to make them success-
ful inclusive toys. To meet the aim, this article would
check out the user engagement, developmental outcomes,
and possible social impacts to see how these toys help
strengthen kids* connections with nature and each other.

2. General Characteristics of Outdoor
Exploration Toys

Outdoor exploration toys majorly target children who are
pristine and have the desire to discover them, thus mak-
ing them interact with the natural environment [1]. The
items that constitute these pastimes vary widely, and they
include active play, mentally stimulating exploration, as
well as learning. Studies show that the main factor in-
fluencing children‘s sensory and cognitive development
comes from interacting with such toys, and this, in turn,
shapes the kids‘ overall perception of their surroundings
[2].

One of the typical types of outdoor discovering check-
points is a bug-catching kit. In turn, most of these Kkits
come with nets, magnifying lenses, and containers that aid
in effectively capturing and examining the insects without
posing any threat to them. The process of interacting with
various living organisms not only makes them notice but
also develops the skill of appropriately observing, which
might lead them to appreciate the beauty of biology soon
[3]. Similarly, when kids get a chance to catch and study
pill bugs, they will better appreciate ecosystems and be-
come accountable for the environment they live in.
Among the other exploration toys assortments, nature
discovery sets could be found online. Usually containing
well-designed stationeries like binoculars, nature books,
and lenses, these sets empower kids to scrutinize birds,
plants, and other natural phenomena. The Experts declare
that in such an environment, children are likely to be more
amazed and motivated towards their scientific investiga-
tions [4]. The observation of their surrounding educators
such concepts of ecology and in time leads to ecology ap-
preciation.

On the other hand, treasure hunt kits add another layer to
the outdoor fun. At the heart of these kits are clues, maps,
and treasures hidden just for the playful yet solving minds,
unlocking the potential for the children to work together
and challenge themselves, requiring the qualities of team

spirit and problem-solving. Investigation shows that group
activities are essential for developing social, process, and
emotional skills of a person, thus taking kids’ scavenger
hunts from fun to fruitful [5]. By integrating knowledge
into these active sessions, children also get the chance to
make new friends and grow their cognitive abilities in the
process.

3. The Case Study of Pokémon An-
ime Collection: A Review and Market
Technique

3.1 Introduction

The Pokémon franchise business, developed by Satoshi
Tajiri and Ken Sugimori, debuted in 1996 and has given
that changed right into a worldwide sensation. At the heart
of this franchise business is the Pokémon anime collec-
tion, which adheres to the journeys of Ash Ketchum as
he makes every effort to end up being a Pokémon Master.
This anime, together with numerous video games, trading
cards, and goods, has developed Pokémon as one of the
most effective copyrights (IPs) in the background. Han-
dled by Nintendo, Video Game Fanatic, and Animals, the
Pokémon brand name has shown strength and flexibility
throughout several media systems.

3.2 Business History: Nintendo and Pokémon

Nintendo, a leader in the PC gaming sector, has played
an important duty in the success of Pokémon. The firm is
understood for its cutting-edge video games and famous
franchise business, with Pokémon coming to be a key-
stone of its profile. Until 2024, a report from their official
website shows that the different versions of Pokémon have
sold more than 100 million copies on Nintendo Switch
and 3DS, making it among the highest-grossing franchise
businesses around the world (2024). These excellent prof-
its highlight Nintendo‘s reliable advertising approaches
and the franchise business‘s wide allure.

Nintendo‘s calculated emphasis incorporates developing
varied material customized for different demographics,
guaranteeing that Pokémon continues to be appropri-
ate throughout generations. The 4 franchise business‘s
success can be credited to its capability to adjust and in-
troduce, interesting both veteran followers and newbies
alike.

3.3 Market Preparation and Item Style

Nintendo utilizes a thorough market method that incorpo-
rates video gaming, anime, goods, and area involvement.
The firm continually launches brand-new titles, such as



»Pokémon Sword and Guard“ and ,,Pokémon Brilliant
Ruby and Radiating Pearl,” while likewise keeping a con-
stant circulation of episodes for the computer animated
collection. This method maintains the franchise business
in the public eye and involves followers year-round.

The layout of Pokémon goods, consisting of playthings,
apparel, and antiques, stresses top quality and brand name
commitment. Restricted versions and unique launches
prevail techniques made use of to bring in enthusiasts and
followers. According to a resource by their official website
(2024), around 65% of Pokémon followers revealed pas-
sion in buying goods pertaining to the franchise business.
This figure highlights the deep link followers have with
the brand name and its items.

Area involvement is an additional crucial element of
Pokémon‘s market method. Occasions like Pokémon
Globe Championships and Area Days in Pokémon GO
promote a feeling of neighborhood amongst gamers.
These occasions not just urge involvement yet additional-
ly enhance the bond between followers and the franchise
business.

3.4 Comparable Gaming out There

The surge of mobile pc gaming has opened brand-new
methods for Pokémon‘s development. Among one of the
most significant instances is Pokémon GO, an enhanced
fact (AR) video game that has redefined just how follow-
ers connect with the Pokémon cosmos. Main gameplay
of it is that the gamers make use of GPS to discover and
catch Pokémon in real-world areas. The video game moti-
vates expedition and outside tasks, with occasions such as
Area Day and Raid Battles supplying limited-time chanc-
es to capture uncommon Pokémon. For visual aspects, the
video game includes dynamic graphics and an easy-to-use
user interface, enabling gamers to see Pokémon commu-
nicate with their real-world atmosphere. One more mobile
video game, Pokémon Masters ex-lover, concentrates on
critical group battles with renowned instructors from the
Pokémon collection. Another example is Pokémon Mas-
ters Ex-spouse. The gameplay is the gamers can construct
groups of fitness instructors and participate in participat-
ing fights versus challengers. The video game stresses
real-time battles and approaches, enabling vibrant com-
munications throughout fights. The graphics are vibrant
and computer animated, remaining real to the famous art
design of the Pokémon franchise business.

These mobile video games highlight just how Pokémon
has adjusted to modern-day video gaming patterns while
keeping its core charm.
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3.5 Appeal and Approval of Pokémon

Along with video game sales, Pokémon‘s existence on
social media sites systems is considerable. The main
Pokémon YouTube network flaunts over 50 million cli-
ents, showing the franchise business‘s prevalent reach and
interaction. The range of web content offered-- varying
from computer animated collection episodes to advertis-
ing product-- maintains followers involved and purchased
the brand name.

Current research by Paul published in 2020 located that
70% of players aged 18-34 have played a Pokémon video
game eventually, highlighting the franchise business‘s
wide charm throughout various age demographics [6].
This prevalent involvement is enhanced by the high ap-
proval of Pokémon goods. Followers often share a rate of
interest in antiques, apparel, and themed occasions, show-
ing a solid psychological link to the franchise business.

3.6 The Duty of Fond Memories and Neighbor-
hood

Fond memories play a substantial duty in Pokémon‘s
long-lasting success. Several followers that matured with
the initial video games and anime have remained to in-
volve with the franchise business as grownups. This psy-
chological link is an effective advertising and marketing
device, as it urges older followers to present Pokémon to
the future generation.

Area plays a critical duty in cultivating brand name com-
mitment. Online discussion forums, follower art, and so-
cial media sites permit followers to link, share experienc-
es, and commemorate their love for Pokémon. Occasions
such as Pokémon conventions and events better improve
this feeling of the neighborhood, permitting followers to
satisfy personally and bond over their shared rate of inter-
ests.

To conclude, the Pokémon anime collection and its con-
nected IPs have developed a durable ecological com-
munity that prospers on development, fond memories,
and area interaction. Nintendo‘s critical preparation has
placed Pokémon not just as a video game however as a
social sensation that covers generations. Effective mobile
applications like Pokémon GO and Pokémon Masters ex-
spouse remain to draw in brand-new target markets while
keeping their specialized fanbase.

As Pokémon advances and adjusts to brand-new fads, its
capability to reverberate with followers-- both old and
brand-new-- will certainly guarantee its location in the
home entertainment landscape for several years to find.
With continuous growth and an ever-expanding world,
Pokémon stays an archetype of just how a brand name can
successfully browse the intricacies of contemporary media
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and customer involvement.

4. Case Study of the Product

The case selected in this paper is called Pokémon ball and
codex, a co-named toy, this product is primarily aimed at
children as young as 12. Children of this age show a great
desire to explore nature and develop good values and have
some literacy skills. However, research shows that there
has been an alarming increase in obesity among chil-
dren ages 6 to 13 over the years [7]. A report written by
Khamzina published in 2020 shows that Pokémon Go has
a positive impact on the player’s physical health. Play-
ing Pokémon Go was associated with an increase in the

number of steps per day by 1,446 steps [8]. Furthermore,
children who are closer to nature will get more benefits
from nature, such as a healthy body and sound mind [9].
To meet the above requirements, it is necessary to com-
bine the actual needs and circumstances of the child. Then
came the product, “Pokémon ball and codex”. This exhibit
consists of two main bodies, the “ball” and the “codex”.
The main material of the “ball” is plastic, with a camera
in the middle acting as a capture medium. The shutter but-
ton is at the top. Behind it is a sliding structure that opens
it to the camera’s display. All the structure can be seen in
figure 1.

Fig. 1 Pokémon ball

The second part is called the “codex”, a folded design
with a blue indicator light above it, which mainly serves
as a reminder by flashing, for instance, when the photo
is successfully received. Its main components are two
screens, the one on the left is used to display the basic
information such as photos. And there is a speaker below,

while the light flashes the animal sounds for auxiliary
reminders. The right one is used for battle play, when
the function is enabled, the dialogue or skills will be dis-
played and allow the players to choose from. The product
rendering can be seen in figure 2.
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Fig. 2 Pokémon codex

4.1 Playing Method First, slide the rear structure to open the device, then hold
the Pokémon ball and point it at the animal that the play-
ers want to grab, and then press the shutter button at the
top. The photos will be uploaded to the “codex” for iden-
tification and retrieval (Figure 3).

This gameplay is to restore the animation, and children
show a strong ability to imitate the adult [10]. Conse-
quently, the first play is to collect, same as the animation.

Fig. 3 Playing method 1
Raising children’s competitive culture is also a significant  called NFC (near field communication). The information
culture factor [11]. The second game is “Pokémon battle”,  will be passed through the near field connection and the
different users will have different Pokémon, and the way  right screen will display the skills or dialogue (Figure 4).
connecting two different devices is using the technology
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Fig. 4 Playing method 2

5. Discussion

The research focused on children’s outdoor exploration
toys and encouraged them to go into nature, the design
went through a series of changes and became the final ver-
sion. Innovative spirit and divergent thinking are the most
valuable harvest through a complete design research pro-
cess, besides, the procedures used are also an important
outcome. Children can also benefit from the product, for
instance, children who are fond of Pokémon have oppor-
tunities to explore nature and invigorate health effectively,
furthermore, children’s common language can quickly
improve their relationships. However, the negative impact
should also be seen, adding competitive mode can lead
to some adverse effects such as too strong competitive
heart will worsen the relationship between children, even
worse, it will cause social disputes and bring the company
reputation loss.

6. Conclusion

This study‘s results indicate that outdoor exploration
toys like ,,Pokémon Ball and Codex* can not only initiate
children‘s movement when they play but also children‘s
intellectual development - therefore, the conclusion is
made that toys such as these not only promote children‘s
awareness of the environment but also encourage their in-
teraction with nature. Such studies make a significant con-
tribution to toy marketing specialization by providing new
knowledge that results in the impact of product designers

and educators regarding their strategic steps in the process
of children‘s toys design. Collaborative and critical think-
ing skills can be enhanced through a blend of physical and
digital interactions. Therefore, the next phase of research
should be centered around the embrace of interactive el-
ements and educational materials in toys so that they can
bring children together in developing the skills.

References

[1] Ewert A.\W., & Sibthorp J. Outdoor adventure education:
Foundations, theory, and research. Human Kinetics, 2014.

[2] Deak G.O. Development of adaptive tool-use in early
childhood: Sensorimotor, social, and conceptual factors.
Advances in child development and behavior, 2014, 46: 149-
181.

[3] Gardner H. Disciplined mind: What all students should
understand. Simon & Schuster, 2021.

[4] Schweingruber H.A., & Fenichel, M. (Eds.). Surrounded by
science: Learning science in informal environments. National
Academies Press, 2010.

[5] Cornell J. Sharing Nature®: nature awareness activities for
all ages. Crystal clarity publishers, 2015.

[6] Paul C.A. Free-to-play: Mobile video games, bias, and
norms. MIT Press, 2020.

[7] Bac A., Wozniacka R., Matusik S., Golec J., & Golec
E. Prevalence of overweight and obesity in children aged
6-13 years—alarming increase in obesity in Cracow, Poland.
European journal of pediatrics, 2012, 171(2): 245-251.

[8] Khamzina M., Parab K.V., An R., Bullard T., & Grigsby-



Toussaint D.S. Impact of Pokémon Go on physical activity:
a systematic review and meta-analysis. American Journal of
Preventive Medicine, 2020, 58(2): 270-282.

[9] Chawla L. Benefits of nature contact for children. Journal of
planning literature, 2015, 30(4): 433-452.

Dean&Francis

JIAXUAN YU

[10] Zmyj N., & Seehagen S. The role of a model’s age for
young children’s imitation: A research review. Infant and Child
Development, 2013, 22(6): 622-641.

[11] Friedman H.L. Playing to win: Raising children in a
competitive culture. Univ of California Press, 2013.





