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Paper title: How to “Catch ‘Em All”: Marketing, Resistance, and Nintendo’s Pokémon Games

This paper examines Nintendo’s Pokémon brand as a contested element of contemporary children’s commodity culture, and suggests ways in which video game culture can be understood as both restrictive and empowering, with an emphasis on how children themselves respond to and reshape gaming technologies for their own purposes.  It begins with an examination of a key moment in Pokémon’s North American history (1999-2001), when the Nintendo Corporation was taken to court under the Racketeering Influenced and Corrupt Organizations Act (RICO).  RICO was originally established to “prevent criminal organizations from infiltrating legitimate commercial concerns.”  The case argued that Pokémon trading cards encouraged gambling in young children.  While the judgment ultimately found in favour of the defendants, I argue that the incident tells us about contemporary adult concerns about the vulnerability of children to advertising, and a collective conception of childhood as a state of passivity and helplessness.


Drawing on internet blogs and discussion groups, as well as observations of children’s use of the game, the paper concludes by examining child gamers’ responses to the Pokémon series.  Evidence from on-line sources suggests that children are discriminating and active consumers and users of technology, who critique both the design of the games and the marketing surrounding the brand.  Observations of child users demonstrates, further, that children resist the structure of the games themselves, preferring free play within the virtual world to the linear structure of the game narrative.  
