
The goal of my photography project “Re-boot, Us” aims to present a future where services like 

voice-controlled interfaces and holographic screens designed to liberate people from their 
phones and refocus on the world can still bring about unwanted consequences, just like how it is 

with our phones. Depends on the user, a piece of technology can be empowering or alienating. 
 

Last year, augmented reality game, Pokemon GO, introduced a new way people can play video 
games by incorporating walking into the game rewarding structure. A massive number of 

Pokemon GO fans were encouraged to go outdoors and get active while “hunting” for virtual 
Pokemons. It was a fantastic concept, especially when considering modern office jobs are 

increasingly tying people to their desks and sedentary life styles very pervasive. I personally 
benefited from the game by meeting more neighbors in my apartment complex in a week than 

the whole year prior to the game coming out. It was hard to remember how we met our 
neighbors naturally just ten years ago. It became a moment of realization that I was 

experiencing firsthand how technology has shifted what’s natural in our lives. With a 
smartphone which was intended to help connect people and bring more convenience in our 

lives, we become physically more alienated and isolated.

Back to Pokemon GO – the game has disrupted some conventions since it came out, but it has 
also brought about unintended consequences. For example, the walking to hatch an egg 

mechanism in the game was intended to encourage people to become more active, but people 
started to drive, instead of walk, to hatch eggs, which worsens the environmental impact of the 

game. After imposing a lower speed limit for hatching eggs to deter people from playing the 
game while driving, people began celebrating red lights at intersections because that forces 

everyone to slow down in traffic – high speed was no longer the only goal on the road. Started 
with great intention to encourage active movements during game-play, the aforementioned 

phenomenons might not have been anticipated by the Pokemon GO developers. People can get 
creative at using technology in ways it wasn’t originally designed for.

Besides Pokemon GO, below are four other projects taunting and exposing our excessive 

involvement with our smartphones.



Photography manipulation collection, “SUR-FAKE”, by Antoine Geiger is one such powerful 
statement which exposes how people engage with their phones and become obliterate about 

their environments and the presence of others in public spaces. The terrifying, almost alien 
looking images of ordinary people on their phones is a 

powerful statement on our smartphone obsession and 
distraction. These images contain the power to stop 

people abruptly through their endless scrolling and 
clicking on the internet, make them uncomfortable and 

reflect on their own actions.

Explorations for “Re-boot, Us” helped me uncover the 
hidden dark matters for particular phenomenons and map out the interrelations among human, 

environment and our smartphones and the technology they represent. By looking at case 
studies and construct utopia and dystopia futures, I have expanded my scope of thinking and 

become more comfortable with exploring different possibilities and use them as a platform for 
discussion. I also feel encouraged and inspired to try different approaches to presenting and 

expressing ideas in the most suitable medium, not limited to the screens. I would like to explore 
motion graphics more following this semester and understand the medium more. By doing this 

project, it also helps me read more about artificial intelligence and the dangers of careless 
design. Last but not least, it has helped me become more aware of how we as a society has 

irreversibly shaped by the technology we have created, and the result is not always desirable.


