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ABSTRACT

Despite the importance of recycling in the current and pressing context of preserving the environment,
it is still not adopted by all of us. Several mobile tools have become available with the aim of sensitizing
and motivating the population towards sustainable behaviours, with limitations in information availability
and in integration with formal as well as informal sources. Moreover, persuasive characteristics, such as
the use of gamification also need improvement towards raising competitiveness (and awareness) in the
targeted community. The authors thus propose a mobile responsive gamified application for motivating
recycling attitudes centred around an interactive map, supported by the curated data of one of the ref-
erence companies of the environmental sector in the region. The app includes collaborative persuasive
elements as well as validation processes for crowdsourced content proposed by the community. The
results of an evaluation process, with promising results, are described.
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INTRODUCTION

Through Recycling, used materials are transformed into new usable products. This process has gained
importance in the current and pressing context of preserving the environment and reusing its natural
resources (EPA, 2018). Despite the growth in the number of people who now carry out recycling, this
behaviour was not yet adopted by all of us. It is necessary to act quickly in this field, educating, sensi-
tizing, and encouraging people to a sustainable use of our planet’s resources, and raising awareness for
the consequences of their habits soon. In Portugal, recycling services are not standardized across the
country, often because they are the result of several partnerships between city councils and a wide range
of private companies. The task of informing users of the various existing services is thus complicated,
due to the variety of companies operating in these markets. The lack of knowledge about recycling rules
and methods can also lead to population demotivation. Thus, it is important to implement mechanisms
that are able, at the same time, of informing the population about the recycling services that exist near
them, as well as to keep them motivated to practice sustainable activities, such as recycling. Several
digital tools have been developed with the aim of addressing this problem, lacking effectiveness in the
integration of the relevant information and in maintaining long-term user interest.

We thus present, in this paper, a responsive mobile application, whose main objective is to facilitate
the users’ recycling process by combining information from various recycling service providers, and
using persuasive and gamification techniques, as a way of keeping the users motivated to change their
attitudes and behaviours regarding recycling and sustainability. This application also uses crowdsourcing
techniques to include the community in the process by sharing data which will effectively contribute to
maintain and improve the platform content.

Mobile Technology can play a central role in solving the issues that involve recycling, since it is used
by most people in their daily lives, mainly through the use of smartphones. The availability of recycling
motivational tools in these conspicuous devices can effectively persuade their owners to take an active
role in caring for the environment in which we live and, through this, make recycling an activity that is
sustainably part of their daily lives.

This work is a collaborative effort of NOVA LINCS - Laboratory for Computer Science and Informat-
ics of the Department of Informatics in collaboration with the Department of Environmental Sciences
and Engineering (DCEA-NOVA), at NOVA School of Science and Technology.

Since its beginning, this project has had the contribution of Amarsul', a company that operates in
the market for the management of solid urban waste in the District of Setibal. Amarsul provided ac-
cess to the recycling spots database used in the project, which includes the geographic location of the
collection spots, the supported recycling materials for each spot and the collection schedule. Amarsul
updates this data daily, providing, almost in real time, updated information about its collection spots,
through API access.

RELATED WORK

In this section, we analyse existing recycling applications which involve the use, to a certain extent, of a
spatial context, as well as gamification and persuasive technologies, during the recycling activities led
by the users. The success of the application of these approaches is analysed in the context of the state of
the art in this topic, with a reflection and proposed improvements, supported by the work.

167



18 more pages are available in the full version of this document, which may
be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/motivating-sustainable-recycling-practices-

through-persuasive-technologies/289779

Related Content

Book Review: The Esports Education Playbook Empowering Every Learner Through Inclusive
Gaming
Alvaro Brito (2022). International Journal of eSports Multidisciplinary Research (pp. 1-4).

www.irma-international.org/article/book-review/302077

Video Game Framings
Annika Rockenberger (2015). Gamification: Concepts, Methodologies, Tools, and Applications (pp. 49-82).

www.irma-international.org/chapter/video-game-framings/126053

Gamification and Household Energy Saving: Insights From the EnerGAware Project

Miquel Casals, Marta Gangolells, Marcel Macarullaand Nuria Forcada (2022). Handbook of Research on
Gamification Dynamics and User Experience Design (pp. 298-323).
www.irma-international.org/chapter/gamification-and-household-energy-saving/311141

Augmented Reality in Informal Learning Settings: Leveraging Technology for the Love of History
Eric G. Poitras, Jason M. Harley, Timothy Compeau, Kevin Keeand Susanne P. Lajoie (2017). Handbook of
Research on Serious Games for Educational Applications (pp. 272-293).
www.irma-international.org/chapter/augmented-reality-in-informal-learning-settings/162065

Experiencing Presence in a Gaming Activity Improves Mood After a Negative Mood Induction
Stefan Weber, Fred W. Mastand David Weibel (2020). International Journal of Gaming and Computer-
Mediated Simulations (pp. 1-22).
www.irma-international.org/article/experiencing-presence-in-a-gaming-activity-improves-mood-after-a-negative-mood-
induction/268880



http://www.igi-global.com/chapter/motivating-sustainable-recycling-practices-through-persuasive-technologies/289779
http://www.igi-global.com/chapter/motivating-sustainable-recycling-practices-through-persuasive-technologies/289779
http://www.irma-international.org/article/book-review/302077
http://www.irma-international.org/chapter/video-game-framings/126053
http://www.irma-international.org/chapter/gamification-and-household-energy-saving/311141
http://www.irma-international.org/chapter/augmented-reality-in-informal-learning-settings/162065
http://www.irma-international.org/article/experiencing-presence-in-a-gaming-activity-improves-mood-after-a-negative-mood-induction/268880
http://www.irma-international.org/article/experiencing-presence-in-a-gaming-activity-improves-mood-after-a-negative-mood-induction/268880

