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ORIGINAL

ABSTRACT
Introduction: Pageviews of encyclopedia articles can track public attention to augmented reality games, but evidence from Latin American 
readerships is scarce. This study described the volume, trajectory, launch response, regional composition and cross-edition relation of 
that attention in the Spanish and Portuguese editions of Wikipedia. Methods: Ecological time-series study of open Wikimedia pageviews 
from 2016 to 2024. Articles of an English Wikipedia category on augmented reality games with Spanish or Portuguese counterparts 
were followed, summing views over titles and redirects. Analyses used descriptive statistics, Kendall and Spearman coefficients and an 
exact Wilcoxon test. Results: Fourteen articles recorded 3,855,441 pageviews, 71.4% in Spanish. Pokémon Go held 87.0% and 91.3% of the 
Spanish and Portuguese totals. Among 7 paired articles, the Spanish edition obtained a median of 3.0 times the Portuguese views (exact 
Wilcoxon p = 0.016). The 5 series with a page at release peaked within one month of it, at 1.8 to 142.9 times baseline. Monthly series of 
the editions correlated (Spearman 0.90), falling to 0.22 without Pokémon Go. Conclusions: Attention concentrated in one title and in the 
launch month, decayed quickly and was synchronized across editions mainly by that event. Pageview series are a low-cost indicator of 
launch attention, limited by article creation delays and language-based data.
Keywords: augmented reality; video games; Wikipedia; Latin America; information-seeking behavior.

RESUMEN
Introducción: Las visitas a artículos enciclopédicos permiten seguir la atención pública a los juegos de realidad aumentada, pero la eviden-
cia de lectores latinoamericanos es escasa. Este estudio describió volumen, trayectoria, respuesta al lanzamiento, composición regional 
y relación entre ediciones de esa atención en Wikipedia en español y portugués. Métodos: Estudio ecológico de series temporales con 
visitas abiertas de Wikimedia (2016 a 2024). Se siguieron artículos de una categoría de juegos de realidad aumentada con equivalente en 
español o portugués, sumando títulos y redirecciones. Se aplicaron estadística descriptiva, coeficientes de Kendall y Spearman y prueba 
de Wilcoxon exacta. Resultados: Catorce artículos registraron 3 855 441 visitas, 71,4% en español. Pokémon Go reunió 87,0% y 91,3% de los 
totales en español y portugués. Entre 7 artículos pareados, la edición en español obtuvo una mediana de 3,0 veces las visitas en portugués 
(Wilcoxon exacta p = 0,016). Las 5 series con página al lanzamiento alcanzaron su máximo a un mes de este (1,8 a 142,9 veces la línea de 
base). Las series mensuales se correlacionaron (Spearman 0,90), con 0,22 sin Pokémon Go. Conclusiones: La atención se concentró en 
un título y en el mes de lanzamiento, decayó con rapidez y se sincronizó entre ediciones por ese evento. Las visitas son un indicador de 
bajo costo de la atención al lanzamiento, limitado por el retraso en crear artículos y por datos basados en el idioma.
Palabras clave: realidad aumentada; videojuegos; Wikipedia; América Latina; conducta en la búsqueda de información.
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INTRODUCTION

Public attention is a measurable construct when people leave behavioral traces while see-
king information. Pageviews of Wikipedia articles have served as an indicator of that attention 
in health,(1)conservation,(2)tourism,(3)financial markets,(4,5) elections(6)and film releases.(7)Epi-
demiological work has also used article views to monitor and forecast disease.(8,9) The indicator 
is public, continuous and free of survey costs, and it has been adopted in several disciplines. The 
indicator also has limits: Wikipedia data lack location information for some metadata and offer 
little information on the motivations of many users,(2)so a pageview shows that an article was 
requested and not why.

Three properties of attention recur in that literature. Attention follows media exposure(10,11) 
and declines while the triggering event remains in the news,(10)and peaks tied to events do not 
produce lasting increases in traffic.(12)The motives of readers include current events and media 
coverage of a topic,(13) and those motives differ across language editions.(14) The topics that readers 
favor also differ between languages,(15,16) so a result obtained in one edition cannot be assumed 
for another. Edition-level pageview counts have been used in ecological designs for the Spanish 
edition as well.(17)

These properties can be examined in augmented reality games. Pokémon Go is described 
as the most popular location-based game worldwide,(18)and its arrival in Latin America left tra-
ces in urban mobility in Santiago,(19)in play practices in Rio de Janeiro,(20)in the public discourse 
that followed the announcement of its release in Brazil(21)and in the physical activity of players in 
Pelotas.(22)Syntheses report increases in physical activity associated with the game,(23,24) and 
a review of geo-based mixed reality games compares Ingress, Pokémon Go and Mario Kart Live 
through downloads, revenue and search trends.(25)Popular attention to Pokémon Go has waned 
although the game remains commercially successful,(26)and engagement models for augmen-
ted reality games stress the roles of play, presence and place.(27)Online search volume has been 
proposed as a proxy for the monthly active users of geo-based augmented reality games, with wiki 
pageviews and social media activity listed as other candidate proxies.(28)Popularity among video 
games on a large platform is approximately lognormal,(29)a shape in which a few titles hold most 
of the audience.

Evidence on how Spanish and Portuguese readers distributed their attention among aug-
mented reality games over time is scarce in the studies reviewed for this work. The construct was 
divided into five dimensions: the volume of attention to each article, its trajectory over time, its 
response to game releases, the regional composition of the readership of each edition, and the 
relation between the two editions. The objective of this study was to describe these five dimen-
sions for augmented reality game articles in the Spanish and Portuguese editions of Wikipedia 
between 2016 and 2024. The specific objectives were to quantify the volume of pageviews by article 
and edition, to describe annual totals and their trend, to estimate the launch-window response 
of games released in the period, to describe the regional composition of readership, and to relate 
the monthly series of the two editions.

METHODS

Design, article selection and data source
An ecological time-series study was designed following the STROBE items that apply to 

observational studies with aggregated data. The unit of analysis was the article-edition series, de-
fined as the monthly pageviews of one article in one language edition. The universe was the set of 
direct members of the category Augmented reality games of the English Wikipedia, excluding list 
pages, which comprised 27 articles. Interlanguage links to the Spanish and Portuguese editions 
were retrieved through the MediaWiki API, and each article was linked to its Wikidata item. Articles 
without a Spanish or Portuguese counterpart (13 articles) were excluded. Counterparts with no 
recorded views between 2016 and 2024 were also excluded from the analysis of series, because a 
page created after the period has no usable record. Articles linked to both editions with views in 
both formed the core group for paired comparisons. Membership in the category is maintained 
by volunteer editors, so the universe reflects editorial classification and not an exhaustive census 
of augmented reality games; titles whose articles were not categorized in this way could not enter 
the study.

Pageviews were obtained from the public Wikimedia REST API without authentication, using 
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the per-article endpoint at monthly resolution, all access methods and the user agent type, which 
filters automated traffic as classified by the platform.(30)The coverage was January 2016 to March 
2024 (108 months). Reviews of pageview studies recommend reporting the exact pages, the lan-
guage edition, the type of data, the treatment of crawlers and the treatment of redirects,(1)and 
methodological work on Wikipedia data stresses decisions about language representation and 
temporality.(2)Following those recommendations, the views of each article were summed over its 
current title and all redirects pointing to it, because the API records each requested title separately. 
The all-access setting combined desktop and mobile requests. Months without a record were set 
to zero, which is the convention that corresponds to a page that did not exist or did not receive 
human requests in that month; the number of such months is reported in the Results. A sensitivity 
check repeated the volume totals with the all-agents series.

Statistical processing was done in Python 3.14 with NumPy 2.5.4 and SciPy 1.18.1. The scripts 
were run twice and produced identical output files. Statistical tests were exploratory, two-sided, 
with a significance level of 0.05 and no adjustment for multiplicity.

Volume of attention
Volume was defined as the cumulative human pageviews of each series over the 108 months, 

expressed per article and per edition. Instruments were the monthly counts described above. For 
the core group, the ratio of Spanish to Portuguese views was computed for each article, and the null 
hypothesis of a median log ratio of zero was tested with an exact Wilcoxon signed-rank test. The 
share of the most viewed article within each edition and the medians of series totals were reported 
as descriptive measures. The ratio of human to all-agent views served as the sensitivity indicator.

Temporal trajectory
Trajectory was defined as the sequence of monthly and annual totals of each edition, with 

and without the most viewed article. The peak month and the share of the whole period contained 
in the peak month and in calendar year 2016 were obtained. The trend after the initial peak was 
estimated from January 2017 to March 2024 with the Kendall rank correlation between month in-
dex and monthly total, and with the Theil-Sen slope expressed in views per year. Because monthly 
counts are serially dependent, the p values of these tests were interpreted as indicative.

Launch response
The release month of each game was the earliest dated publication recorded in the Wikidata 

item with at least month precision, and the infobox of the English article was the fallback source 
when Wikidata had no date. Only games released between January 2016 and March 2024 were 
considered. The creation month of each page was taken from the first revision in its edition. A page 
was classified as existing at release when it was created in or before the release month. The referen-
ce month was the release month for such pages and the creation month for pages created later.

The launch-window mean was the average of monthly views in the reference month and the 
following month. The baseline was the median of monthly views from the seventh to the eighte-
enth month after the reference month, required to have at least six months of data and a positive 
median. The baseline months were placed after the first six months because event-driven peaks in 
Wikipedia traffic tend not to persist.(12)The ratio of the launch-window mean to the baseline was 
the main indicator, and the peak lag was the number of months between the series maximum and 
the reference month. A peak within one month of the reference month was classified as a spike. 
For Pokémon Go, daily views from June to September 2016 were also obtained. Given the small 
number of series, only descriptive statistics were used for this dimension.

Regional composition of readership
The monthly top-by-country endpoint of the Wikimedia API reports, for each language edi-

tion, the countries ranked by views with the count shown as a bucketed range and an upper bound. 
The share of Latin American countries and the share of the home country of each edition, Spain 
for the Spanish edition and Portugal for the Portuguese edition, were computed from the upper 
bounds of the listed countries and averaged over the months of each year. The Latin American 
group comprised twenty Spanish- or Portuguese-speaking countries and territories of the region. 
These shares are approximations at the level of the whole edition and not of each article, and they 
were used as context for the other dimensions.

https://doi.org/10.62486/gr202428
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Relation between editions
The relation between editions was defined as the rank correlation between the monthly 

series of the Spanish and Portuguese pages of each core-group article, and between the monthly 
totals of the two editions with and without Pokémon Go. Spearman coefficients were computed 
over 108 months. The launch ratios of the two editions were compared descriptively for games that 
had pages in both editions at release.

Ethical considerations
The study used aggregated public counts and involved no participants, no individual-level 

data and no interviews or surveys. Ethical approval was therefore not applicable. No artificial inte-
lligence system classified or coded the data; all values come from the scripts that process the API 
responses.

RESULTS

Volume of attention
The category listed 27 articles, and 14 of them recorded human pageviews in at least one 

edition: 7 in both editions, 6 in the Spanish edition only and 1 in the Portuguese edition only (Table 
1). The other 13 had no Spanish or Portuguese counterpart, and 2 Portuguese counterparts had no 
recorded views in the period.

Table 1. Pageviews of augmented reality game articles by edition, 2016 to 2024.

Article Release (year-
month)

Spanish 
edition 

(pageviews)

Portuguese edition 
(pageviews)

Spanish to Portuguese 
ratio

Pokémon Go 2016-07 2,392,907 1,007,459 2.4

Ingress 2012-11 139,499 31,436 4.4

Invizimals 2009-11 57,311 18,917 3.0

Minecraft Earth 2019-10 43,702 24,190 1.8

Kid Icarus: Uprising 2012-03 39,304 7,966 4.9

Mario Kart Live: Home Circuit 2020-10 39,212 No records Not applicable

Harry Potter: Wizards Unite 2019-06 16,748 12,576 1.3

The Playroom 2013-11 9,709 No records Not applicable

Pikmin Bloom 2021-10 5,277 847 6.2

Face Raiders 2011-02 4,608 No article Not applicable

Monster Hunter Now 2023-09 1,691 No article Not applicable

Invizimals: Shadow Zone 2010-11 1,675 No article Not applicable

Pokémon Smile 2020-06 No article 341 Not applicable

Maguss Not available 66 No article Not applicable

Note: Pageviews are the sum of the article title and its redirects. Release is the earliest dated publication in Wikidata or in the English 
article infobox. No records indicates that the article had no recorded views within the period; No article indicates no interlanguage link.

The 21 series accumulated 3,855,441 pageviews. The Spanish edition concentrated 2,751,709 
of them (71.4%) across 13 series, and the Portuguese edition obtained 1,103,732 across 8 series. Se-
ries-months without a recorded view numbered 485 in Spanish and 251 in Portuguese.

For this variable, Pokémon Go obtained 2,392,907 views in Spanish and 1,007,459 in Portu-
guese, which equaled 87.0% and 91.3% of each edition. Without that article the totals fell to 358,802 
and 96,273. The median series accumulated 16,748 views in Spanish and 15,746.5 in Portuguese.

Among the 7 paired articles, the Spanish edition obtained more views than the Portuguese 
edition in 7 of 7. The median ratio was 3.0 (range 1.3 to 6.2; exact Wilcoxon p = 0.016), and the ratio 
of the paired totals was 2.4.

The all-agents sensitivity check showed that human views represented 94.5% of the Spanish 
and 94.2% of the Portuguese total.

https://doi.org/10.62486/gr202428
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Temporal trajectory
Annual totals peaked in 2016 in both editions (Table 2; Figure 1). The Spanish edition obtained 

1,936,776 views in 2016 and 124,017 in 2017, and the Portuguese edition obtained 816,318 and 41,052.

Table 2. Annual pageviews of augmented reality game articles by edition.

Year Spanish, all articles 
(pageviews)

Spanish, excluding 
Pokémon Go 
(pageviews)

Portuguese, all 
articles (pageviews)

Portuguese, excluding 
Pokémon Go 
(pageviews)

2016 1,936,776 84,751 816,318 9,592

2017 124,017 24,611 41,052 9,262

2018 119,109 29,930 37,834 9,988

2019 125,886 29,907 57,017 21,948

2020 129,745 49,014 54,712 18,186

2021 96,658 42,258 33,121 10,302

2022 80,719 33,113 23,928 6,239

2023 73,405 33,992 18,606 5,144

2024 65,394 31,226 21,144 5,612

Note: Totals sum all article series of each edition, including redirects.

Figure 1. Monthly pageviews of augmented reality game articles in the Spanish and Portuguese 
editions.

Note: Vertical dotted lines mark the release months of games whose page existed at release. The vertical axis is logarithmic.

July 2016 alone concentrated 45.2% of the Spanish views (1,243,572) and 41.4% of the Portu-
guese views (456,675). Calendar year 2016 accounted for 70.4% and 74.0% of each edition across 
the nine years.

Without Pokémon Go, the Spanish edition presented 24,611 views in 2017, 49,014 in 2020 and 
31,226 in 2024. The Portuguese edition presented 9,262 in 2017, 21,948 in 2019 and 5,612 in 2024.

From January 2017 onward, monthly totals including Pokémon Go were associated negatively 
with time in the Spanish edition (Kendall tau = −0.62, p < 0.001; slope −804.3 views per year) and 
in the Portuguese edition (tau = −0.50, p < 0.001; slope −306.3). Without Pokémon Go, the Spanish 
trend was positive (tau = 0.20, p = 0.004; slope 71.6) and the Portuguese trend was negative (tau 
= −0.41, p < 0.001; slope −68.3).

In relation to volume, the median monthly total from 2017 to 2024 was 8,173 in Spanish and 
2,811.5 in Portuguese, and 2,604.5 and 705.5 without Pokémon Go.

https://doi.org/10.62486/gr202428
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Launch response
Games with a release between 2016 and 2024 and a series in at least one edition numbered 

7, which gave 11 article series. The page existed in the release month for 5 of those series and was 
created later for 6 (Table 3).

Among the 5 series with a page at release, the launch-window mean exceeded the baseline 
median in 5. The ratios ranged from 1.8 to 142.9 (median 13.3), and the series maximum fell within 
one month of the release month in 5 of 5.

Pokémon Go obtained a ratio of 98.9 in Spanish and 142.9 in Portuguese, with the maximum 
in the release month in both editions. Harry Potter: Wizards Unite scored 13.3 in Portuguese, Mario 
Kart Live: Home Circuit 4.2 in Spanish and Minecraft Earth 1.8 in Portuguese.

Table 3. Launch-window response of article series for games released from 2016 to 2024.

Article Edition
Release 
(year-

month)

Page 
created 
(year-

month)

Page 
existed 

at 
release

Launch-
window 

mean 
(pageviews 
per month)

Baseline 
median 

(pageviews 
per month)

Ratio Peak 
month

Peak lag 
(months)

Pokémon 
Go Portuguese 2016-07 2015-09 Yes 358,113 2,506 142.9 2016-07 +0

Pokémon 
Go Spanish 2016-07 2015-09 Yes 815,920 8,252 98.9 2016-07 +0

Harry Potter: 
Wizards 

Unite
Portuguese 2019-06 2019-03 Yes 2,190 165 13.3 2019-06 +0

Mario Kart 
Live: Home 

Circuit
Spanish 2020-10 2020-10 Yes 2,998 720 4.2 2020-10 +0

Minecraft 
Earth Portuguese 2019-10 2019-09 Yes 1,357 761 1.8 2019-11 +1

Pokémon 
Smile Portuguese 2020-

06 2023-09 No Not 
applicable

Not 
applicable

Not 
applicable

Not 
applicable

Not 
applicable

Pikmin 
Bloom Spanish 2021-10 2021-11 No Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable

Pikmin 
Bloom Portuguese 2021-10 2021-12 No Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable

Monster 
Hunter Now Spanish 2023-09 2023-10 No Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable

Harry Potter: 
Wizards 

Unite
Spanish 2019-06 2019-07 No Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable

Minecraft 
Earth Spanish 2019-10 2020-01 No Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable
Not 

applicable

Note: Launch window is the reference month and the following month. Reference month is the release month or, when the page was 
created later, the creation month. Baseline is the median of months 7 to 18 after the reference month. Ratio is the launch-window mean 
divided by the baseline median. Peak lag is the number of months between the series maximum and the reference month. Values are 

shown only for pages that existed at release.

The daily series of Pokémon Go (Figure 2) rose in the Spanish edition from 1,271 views on 
July 5 to 29,993 on July 6, 2016. The Spanish maximum was 76,891 on July 21, and the Portuguese 
maximum was 58,469 on August 4. Both editions presented a peak on August 4, when the Spani-
sh edition obtained 64,580. The median daily count in June 2016 was 302 in Spanish and 142.5 in 
Portuguese, so the maxima were 254.6 and 410.3 times those medians.

Within the 6 series created after the release month, the creation delay had a median of 1.5 
months (range 1 to 39), and 5 of them were created within three months. Measured from the crea-
tion month, their ratios had a median of 2.5 (range 0.9 to 4.6), and 4 of 6 peaked within one month 
of that reference.

For the only game with a page in both editions at release, the Portuguese ratio exceeded 
the Spanish ratio (142.9 versus 98.9).

https://doi.org/10.62486/gr202428
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Figure 2. Daily pageviews of the Pokémon Go article in the Spanish and Portuguese editions.

Note: Daily counts of the article title and its redirects from June to September 2016.

Regional composition of readership
Latin American countries obtained 71.4% of the views of the Spanish edition in 2016 and 62.9% 

in 2024, and Spain obtained 19.9% and 28.5% (Table 4).

Table 4. Share of edition pageviews from Latin American countries and from the home country of each 
edition.

Year Spanish edition, 
Latin America (%)

Spanish edition, 
Spain (%)

Portuguese edition, 
Latin America (%)

Portuguese edition, 
Portugal (%)

2016 71.4 19.9 71.7 7.5

2017 70.2 20.7 72.1 7.9

2018 70.5 21.7 75.4 7.9

2019 67.7 21.6 77.6 8.9

2020 68.4 22.4 78.9 10.1

2021 67.1 24.6 77.5 11.4

2022 67.1 25.0 80.3 11.2

2023 64.9 26.0 80.1 11.4

2024 62.9 28.5 81.0 11.4

Note: Shares are approximations computed from the upper bounds of the bucketed monthly counts published for listed countries and 
averaged over months. Latin America comprises 20 Spanish- or Portuguese-speaking countries and territories of the region. Months 

without published country data are excluded from the averages.

The Latin American share of the Portuguese edition was 71.7% in 2016 and 81.0% in 2024, 
whereas Portugal presented 7.5% and 11.4%.

The annual means across the nine years were 67.8% for Spanish and 77.2% for Portuguese, 
with annual values from 62.9% to 71.4% and from 71.7% to 81.0%. Country files were unavailable for 
2 months, which were excluded from the averages.

Relations between editions
The monthly series of the two editions were correlated for the 7 paired articles (Table 5). Pik-

min Bloom scored 0.94, Pokémon Go 0.90, Minecraft Earth 0.87, Harry Potter: Wizards Unite 0.80, 
Kid Icarus: Uprising 0.79, Ingress 0.59 and Invizimals 0.21.

https://doi.org/10.62486/gr202428
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Table 5. Rank correlation between monthly pageviews of the Spanish and Portuguese editions.

Series Spearman correlation between monthly 
editions p

Pokémon Go 0.90 <0.001

Ingress 0.59 <0.001

Invizimals 0.21 0.029

Minecraft Earth 0.87 <0.001

Kid Icarus: Uprising 0.79 <0.001

Harry Potter: Wizards Unite 0.80 <0.001

Pikmin Bloom 0.94 <0.001

All articles combined 0.90 <0.001

All articles excluding Pokémon Go 0.22 0.023

Note: Spearman coefficients over 108 months. The p values assume independent observations and are indicative only because monthly 
series are serially dependent.

The median coefficient was 0.80 (range 0.21 to 0.94), and 7 of 7 coefficients had p < 0.05. The 
coefficient for the combined totals was 0.90 (p < 0.001), and it fell to 0.22 when Pokémon Go was 
removed (p = 0.023).

DISCUSSION

Main finding in relation to the objectives
The objective was to describe the volume, trajectory, launch response, regional composition 

and cross-edition relation of attention to augmented reality games on two Wikipedia editions. The 
main finding is that attention was concentrated in one title and in one month, and that the two 
editions moved together mainly because of that event. The five dimensions are discussed in the 
same order as in the Results and then read jointly.

Volume of attention
A single article absorbed almost nine tenths of the Spanish views and more than nine tenths 

of the Portuguese views. This concentration agrees with the approximately lognormal popularity 
observed for video games on a large distribution platform,(29)although the two measures differ, 
since that study counted players and the present one counts encyclopedia readers. Pokémon Go 
is also the game on which the Latin American studies retrieved for this work concentrate,(19,20,22)
so the weight of its article is consistent with the weight it has in research.

The Spanish edition obtained more views than the Portuguese edition for every paired article, 
with a median ratio of about three. Readers of different language editions come to Wikipedia with 
different mixes of motives(14)and favor different topics,(15,16) so a stable advantage of the Spanish 
edition is plausible, but the ratio ranged widely between games. The data cannot separate diffe-
rences in readership size from differences in interest in each game.

Attention was not limited to the newest titles. Ingress, released in 2012, was the second most 
viewed article in both editions, and a review of geo-based mixed reality games includes it among 
five major titles of the genre together with Pokémon Go and Mario Kart Live.(25)A large audience 
for an older game indicates that the encyclopedia article works as a reference page that is consul-
ted long after release, and not only as a launch-time landing page. That reading cannot be tested 
here, because the series of such titles lack a launch window inside the period. An infodemiological 
study of occupational health likewise treated the Spanish and English editions as separate sources 
of search trends,(17)which is consistent with analyzing editions separately.

In the sensitivity check, human views made up 94.5% and 94.2% of the all-agent views of 
the two editions, so the choice of the human-only series changes the totals modestly. Reporting 
that choice matters, because a review of pageview studies recommends stating the treatment of 
crawlers.(1)

https://doi.org/10.62486/gr202428
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Temporal trajectory
The fall after July 2016 was steep, and the later series stayed at a small fraction of the initial 

level. This pattern coincides with studies in which attention followed media exposure(10,11) and 
declined while the triggering event persisted,(10)and with the finding that event peaks in Wikipe-
dia traffic do not produce lasting increases.(12)It also coincides with the observation that popular 
attention to Pokémon Go has waned although the game remains successful,(26)and with the 
remark that interventions based on the game must retain players once the novelty wears off.(23)

The trend without Pokémon Go differed by edition: it rose slightly in Spanish and fell in Portu-
guese. The Portuguese secondary maximum in 2019 and 2020 coincides in time with the releases 
of Harry Potter: Wizards Unite and Minecraft Earth, but the present design cannot attribute the 
maximum to those releases. Seasonal patterns in Wikipedia usage have been described for other 
topics,(31,32) and monthly series of augmented reality games may carry a comparable component 
that this study did not model. A positive trend in one edition and a negative trend in the other 
illustrates that edition-level results should not be extrapolated.(15)

Launch response
Every series with a page at release peaked within one month of it, and the ratios ranged from 

about two to more than one hundred. The result agrees with the evidence that a news event drives 
collective attention(10,11) and that readers visit Wikipedia because of current events and media 
coverage.(13) It also fits the report that the activity of editors and viewers of a film entry in Wikipe-
dia predicts the financial success of the film,(7)which suggests that attention to games and films 
shares a release-driven structure. The ratios differ in size by two orders of magnitude, however, and 
only Pokémon Go reached values of that order.

The daily series offer a detail that monthly data conceal. The Spanish series jumped on July 
6, 2016, but the Santiago study places the Chilean release of the game in August 2016,(19)so the 
Spanish readership appears to have reacted to the global release before the national one. The 
Portuguese edition peaked on July 21 and on August 4, and the Spanish edition showed a peak on 
the same August day. Brazilian discourse about the game was already present from the announce-
ment of its release.(21)The data do not identify the event behind the shared peak, and an external 
referral cannot be ruled out, since links posted in a large Reddit community were associated with 
increases in the pageviews of the linked articles.(33)

Most pages in the launch analysis were created after the release month, with a median delay 
of 1.5 months. During that interval, attention to the game could not reach the article, which implies 
that launch attention in these editions is underestimated for late pages. Methodological guidance 
on Wikipedia data stresses temporality as a decision that changes the measure of interest.(2)A 
plausible explanation is that early readers were directed to other pages, such as the page of the 
franchise or the page of the English edition, and the present design cannot test it. Editors who 
anticipate a release can reduce the gap by creating the page when the game is announced, a prac-
tice that would also make later comparisons between editions less dependent on creation dates.

Regional composition of readership
Latin American countries supplied about two thirds of the Spanish views and about four 

fifths of the Portuguese views. The share fell in Spanish and rose in Portuguese over the period, 
while the share of the home country rose in both. A global study of climate change articles also 
found regional differences in Wikipedia traffic, with greater traffic from the global north,(12)and 
socio-economic differences in reader behavior across countries have been documented.(14)The 
present shares are approximations at the level of the whole edition, so they support the label of a 
largely Latin American readership but not statements about who read each game article. Pageviews 
also capture only connected readers. Players in Rio de Janeiro and Nairobi reported precarious 
access to technology and inconsistent network connections,(20)which implies that groups with 
limited connectivity are underrepresented in any pageview indicator and that regional inequality 
enters the series before analysis begins.

Relations between editions
The coefficients between the monthly series of the two editions were high for several games, 

with a median near 0.8. Synchronization of visits across regions has been described for Zika-re-
lated pages and attributed to exposure to national television,(11)and a similar common exposure 
could explain the coupling found here. The coefficient was much lower once Pokémon Go was 

https://doi.org/10.62486/gr202428


Hermosa Guzmán et al. SAP Gamification and Augmented Reality. 2024;3:28

https://doi.org/10.62486/gr202428 10

removed, which indicates that the correlation of the totals reflects mostly one shared shock. The 
weaker coefficients of Ingress and Invizimals, two older titles, are consistent with series driven by 
slow background interest rather than by synchronized events.

Joint reading
Taken together, the dimensions describe a pattern of concentration, fast decay, launch-dri-

ven spikes at pages that exist, and edition coupling produced by a single event. This pattern is 
compatible with the view that pageviews are one of several proxies for activity around geo-based 
augmented reality games,(28)and the review of those games by downloads and search trends 
gives a complementary view of the same phenomenon.(25)Engagement models of augmented 
reality games stress the role of place and presence,(27)and a survey study of players links moti-
vation and community to stickiness.(34)Pageviews cannot observe those mechanisms, and they 
should be read as a measure of curiosity about a game and not of play. The physical activity effects 
documented for Pokémon Go(23,24) and the mobility effect measured in Santiago(19)concern be-
havior in the street, whereas the present series concern behavior on a screen, and the two layers 
need not move together. A study that linked pageview series with mobility or activity data from 
the same cities would test whether the launch spike of curiosity precedes, accompanies or follows 
the change in behavior.

The comparison between the two editions can also be read through the lens of reader moti-
ves. If readers of the Spanish edition arrive more often through current events and media coverage 
than readers of the Portuguese edition, the launch ratios would differ, as the Pokémon Go ratios 
did.(13,14) The single paired launch available does not allow a test, and the survey evidence on 
motives was gathered for the encyclopedia as a whole and not for game articles. A follow-up with 
more paired launches, for example the games announced after the period, would give the sample 
size that this comparison needs.

Strengths and limitations
The strengths are the open and reproducible data, the inclusion of redirect titles, the complete 

enumeration of a defined category and the sensitivity analysis for automated traffic.
The first limitation is that language editions are not countries. The Spanish and Portuguese 

editions are read in Spain and Portugal as well, so the regional reading rests on approximate shares. 
Studies that use the per-country pageview dataset can assign attention to countries directly,(12)
and that approach is recommended for the next step. The second limitation is the size of the core 
group, with 7 paired articles, and the dependence on a single category, which excludes games 
absent from it; the use of Wikidata classes would extend the universe. The third limitation is that 
pageviews recorded under redirect titles depend on the redirects existing in the data snapshot, 
and that renamed pages may have lost earlier views; page-move histories should be added in 
future extractions.

The fourth limitation is that pageviews do not measure play. Search volume and platform 
downloads have been used as proxies for active users,(25,28) and combining them with pageviews 
would test whether the same launch peaks appear. The fifth limitation is the serial dependence 
of monthly counts, which makes the p values indicative; models for autocorrelated series would 
give valid intervals. The sixth limitation is that the classification of human and automated traffic is 
made by the platform and cannot be audited by users, so the human-only totals inherit its errors; 
reporting both series, as done in the sensitivity check, is the practical response.

Implications
For game publishers and for educators who plan activities around augmented reality games, 

the results indicate that public curiosity is front-loaded: most of it appears within the first month, 
and the article of a game that is not yet present in the local language misses it. Wikipedia editors 
in Spanish and Portuguese could create or update articles before a scheduled release. For resear-
chers, the study shows that reports of pageview analyses should state titles, redirects, agent type 
and edition, as a published review recommends.(1)

CONCLUSIONS

The volume of attention was concentrated in Pokémon Go, which held most of the page-
views of both editions, and the Spanish edition obtained more views than the Portuguese edition 
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for every paired article.
The trajectory showed a peak in July 2016 followed by a sustained decline, with an opposite 

trend in the two editions once Pokémon Go was excluded.
The launch response was a spike within one month of release for every page that existed at 

that time, and most pages were created after the release month.
The regional composition showed a majority of views from Latin American countries in both 

editions, with a growing share of the home country.
The relation between editions was strong for most games and weak without Pokémon Go.
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