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 One of the critiques of people’s increasing digital media use in everyday life is 
that it removes, or at least distracts people from their physical surroundings in favor of 
what shows up on the screens of their devices. This one-sided view of digital media ig-
nores the myriad of ways that digital platforms may augment one’s experiences in and of 
a physical locale. This presentation will discuss how GPS-based treasure-hunt games 
such as geocaching and Munzee influence the ways hobbyists see their physical sur-
roundings not only during their time playing the game, but in their everyday lives even 
when they are not actively pursuing their hobby. The paper draws on participant observa-
tions as well as interviews with hobbyists to describe how digital games can augment 
people’s perceptions and understandings of their immediate surroundings even when not 
in the midst of game-play. The presentation will give specific examples of the ways in 
which hobbyists started seeing their environment in a new light after becoming avid play-
ers of such games appreciating nuances of both the urban landscape as well as remote 
areas and natural elements. 
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