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Ingress

• mobile game

• NOT a casual game

• location dependent game
– demands movement in the world

• exergame
– perhaps encourages exercise

• augmented reality game

• alternate reality game

• open-ended; player-generated content







the factions

• The Enlightened

– Faction attempting to help the Shapers infiltrate 
Earth. Followers believe that the Shapers bring a 
powerful enlightenment that will lift humankind.

• The Resistance

– Faction defending the Earth from the Shaper 
ingression. They are seen by some as being fearful 
of change or progress, but the Resistance is firm in 
its belief that it is protecting humanity.



For some hippies, this vision could only be 
realised by rejecting scientific progress as a false 
God and returning to nature. Others, in contrast, 
believed that technological progress would 
inevitably turn their libertarian principles into 
social fact.

The Californian Ideology

Richard Barbrook & Andy Cameron (2007)





























































• contemplate complex shaper truth

• escape together

• perfection path peace

• mind equal truth

• hide path future

• End journey discover destiny

• search truth save civilisation

• portal potential change future
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