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Methods of Employing Environmental Gamification through
Mobile Applications in Promoting Sustainability Issues
Dr/ Mai Hossam*
Abstract:
The study aimed to analyze how environmental gamification is employed
through mobile applications to promote sustainability issues. This was
done by examining the general characteristics of each application, the
type of game classification, and the dimensions of environmental
gamification strategies, including game mechanics, game dynamics, and
aesthetic elements. It also involved identifying the targeted pattern of
sustainable consumption and, finally, evaluating the effectiveness of the
application in terms of ratings and download rates.
The researcher used the content analysis method on a sample of 10
mobile game applications related to environmental sustainability. The
study found a recent increase in the use of gamification strategies to
promote environmental causes, as the majority of the examined
applications were launched after 2020. The findings also showed users'
acceptance of this type of game, which was reflected in high download
numbers and positive ratings.
Additionally, the study revealed that the most commonly applied
dimensions of environmental gamification in the sample were rewards
and game levels, which were implemented in various forms across the
applications. The least employed dimensions were challenges and in-
game collaborations. The results also indicated that although most
applications paid attention to providing interaction features, only 20% of
them enabled internal interaction through in-game chat. Moreover, the
study showed that the intended impact of sustainability games has
evolved to extend beyond environmental outcomes to include economic
impact as well.
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* Lecturer, Department of Public Relations and Advertising Faculty of Mass
Communication — Cairo University

290 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

sdadia

sl 5 sl alladl aca o) ) Il cdpaa ¥ b ) el Conpal dalain) 4 )
& adsiall g li Vs golall pliall @l e Clilan) 3l 3K dad el Al
gigﬁug) ST dalriiee S she o ) dalall casgal & e g 65 all Gl
AV s 8 il s Al Ao il Lol i leal) 4a) 5 Gl aag  aae

ol @l Culaa) s o) SN Cala 5 Al 5 1A tagilale yuas e
L2ty 15088 Aallad dua ol €A1 Ol oY) ST (he Baa) 5 ) sanal) Cailgl) culindat aad g
Q\sga.k.\” Y e\d;:\.u\j w\ 2\5_)\.5“.3\ _).\_)a_\ ‘_Ar_ @‘).ﬁj tm\} éU:u UJ.G
Lalaial) 3ladl Llail gaiill (HCI) sslalls gla¥) o deldll bl jinY

Al A D ST il g o sld) dga 55 ) pia dglee e il

Y S e il s deeadl dglelall cildmll of e a2 ) e
Cliplai a1 il V) S sl e#‘wggﬁwﬂ&ﬁdﬁe)ﬁﬂ
d.m%“g)&.ﬂ\ Sl by ylas ) Jasd ad atiad o) casg cslaad) Jaadl 3 pes dalaind)
032 ped A Ul (K15 ((TPB) habadal) bl 4y ,k5 5 (FBM) g5t b 7354
a4 L’CJ.I Aalatiel) t_ﬂ_\s;u\ JJ_):S u,u.au «lld ‘_A.G BJ)\.G UL"“}'“ 51:\; ‘_,,A Calaladl
Ullsi STy cdasdle Ji 4l e Ulle agl) Jlad Jsad sy - Sl Jsaill
)AJ;.\.».M u\ﬁ Jal m\)sjl W\ {.\.\An_a \A.uj Ual_u‘)\ L.\.\‘)A" s‘\_\s‘)aud\ u\JLg_Aﬂ
?ﬁﬂ \J\Jﬁ\ \y;S.J (UM‘ u..pom& ﬂ LA) M\J.u.u‘}“ é& )S).} Q_‘_\S\ t_lls:\..\.k.ﬂ\
D8 sall o2 (5585 () Sy Agdlal ilea () saling agiSE il Guse dlaxiul
80 il Jie araaill Gl yiad e 30 A Lo We 5 dia Jla s 4 8 sa
"l cualll! agede seda Nl ol M Ll s el ol
.Environmental gamification
sl 8 (il siasall 5 eclipiatl) (lESAY ) Gl LS She ki iy 58
Cilipdai 2l o setall Gy el sy Al o ey il Jelil) sal 31 )
Gl O palae () ogad Dgledl) )53 K1y AAIAN 4@Y) B0 8 Cunlil) a sgda
b JUbA Al dpagleill el ) 8 ) palaall @l 0 ety ¢ A xllaadll
el sl (8 Sl g Jalawl) A8y a1 el (any analis Ly eaill sale) CililuaS G ladl)
Laaiaall

o

G A a5 A s bl a8 S o) Jaall (8 GtV aladin) JMA G
Csbran A1 o Tase ) Rl dald) A sl 4,8 iy e Cpeadiull
O o S A gyl ul.sd\]\au)\;.d\ Ciladkad) ula}a ‘\A@JIS\JA\} 'aalll ) agliaday

M\M\ a\_x;“ Ll 3 a))nuj d).@_m‘)(\ d.ﬂs.a ‘_L‘Js: w cAalainy) d.!)u.!

291 2025 szt [ 581 - (1g) 05D g ) 2aad) — Y 5 sl lBSlal) & gl dpalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

L5558 ol (A alivsall DY) 59505 (8 "alll” o sedal (ae Badaidyy ) (Sans
SM :\.sg.lnah Jaal L_i\)l.:t; @;mﬂ eAAAﬂ‘ 64_\5.\]\ L_ﬁ\}@_“ UbiGreen (_9.-.‘-‘-!"‘3 CAJ:}
aaall sabdll calale el Blai s sY) Uy si 2 sen a el a8 Mcandll” foolie
Alee il ) Allady an 5 O Toanll o sehal (83 oS i palaall ot and iyl
@ Gl aiiall Gl gLl e aa

e aall )

-‘,.u.d‘ ) aunlil)

Gt (A el Al cualill ade 3lhay L o Aainl) Aty Lleadl dga gl ilaly) )
d)‘A e dhj FAREWY L_1L\S}L.u }\ el e (—aw\ 4.:;‘5.\1 M:ﬂ\ L_iu\) ;Lu
L_wu\zf\ u.us.a ?\ML’ “_v\;d‘}f\ @ L\);;)J uud;.u.uﬂ L;‘.ns.\j\ Az e saldiuwy|
w\m‘ﬁ\ J:AJJJ“)S cj.m.asl\ uw\@m@uu‘ﬁ\wwv\ﬂ‘u)@\
Gl et A3 ey aliuall & gludl g (g il adlall 3y 33 dal e cllly il €
ks 25m5 Catgs Lpasanat o il Amiall U ) S ansy Lo clidas s Claly)

3ol SYI aladinl (50 LegdlS 5f Ll S Auiadll @) peaill 5 il gall S5
@ e1aal)
£

G853 a2 Zaalll Sl peslie 35 O ) a0 yanl) L 5,
ADELY Jle eadinall 4 jaall Al chlalia) 4nli JMA e 28l Al
ua&dﬁg‘?_‘\#\«._gdﬂ\je\.c d&uugﬂﬂ\@lcujcb.\m&&g;ch\)ﬂ\j ¢aeLasl)
gl cualill Gu ghalay oY) Aalle o JSAL ey dpadlally adll e
paibadll (any b lebih LagiSls ¢ o RSl adi aghg piingy sl Cilall y A
8 ol s W) ¢ e ) (6 ginall QDU il 5 ¢ Jelall e sha ol 81 AS i Jie
oo aliad gl Qlall o WS Q) jealie 5 pally paiing Y S el ol
433 Cualil) u\&@dwt)muu}w\ﬁwm}\ma U\Lgu.ud.d\

©) s dolu juia

il il o ggla ) ot g 8LAS
) zlhas Nick Pelling Gl ) shall '&\m 2002 ple (A
u»dﬂ\ g 285 ASAN (il gl ) ohat Juady 2010 2= ¥) ity ol 4351 Gamification

palic G PURGIVEN c‘Fu.\S\ Jall * (Gamification) "u.ud.d\" Glanks aal U.\.\.\j\
g_u:d.ﬂ\ u\ GITEN A.A\_\.x.uml\ g_a\_xS}luJ\ )")""S (g_tlals.d\} cg_s\_ad;.ﬂ\ Jalaall d.m) g.:bd‘}[\

o) Aalall AlaiulS i) Llaill ) s peiil 5 (5 50y Jlanall (e i) & 3 31408

@, Sl o sl el 5 Sise Jsla
padiud dpd ) Cliaie jsehh ye by Sue ki (2018-2015 ) (e 3% Cigd
o) padll Glu jleall J 3 3 JouleBug Gudad Jia cdinll Je alaad) 3 5230 Cualill

292 2025 szt [ 581 - (1g) 05D g ) 2aad) — Y 5 sl lBSlal) & gl dpalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Al A o) Y1 AS jlie 3ol ) (8 sVl eda aladiul aelu 3By Ale i cibaad )
Al 208 55 il 3ale) Jia

b by Al Wil de gl 8 A sutl) dadl yiuY) el aladinl A el S
Cualill iy S 5l g Gl sSall il 2018 ale Jslaad €(2020-2018) e 5l
el o Gl Al CudS Cua Aeliin) Glag) il e e 3aS Ll
& ctbsall a3l (el wmall Gl el dpl jil de) EcoCoin Jie
®) Lol el S a0

D81 ) Cunlill mual ((10T) £a¥) i yuly el oISA coli L) s
All Gana b ol gl oS (e call ) il (g0 a0al s jela G L
alaind Qa5 Jiie dgida ) 5lail del ) 3y L dalad) bl Jias 30) Forest” Jie
©) Cpeatinall 43 g KU danaall Jl65 3 U gale 15305 udatl) 33a 8 5 Calgl)
8l oS g cualil) aranal

e Syl Jeli 2ilaiy Soldl il ale eyl ) Jledl) capnlill apenal atiy
Sl Saall bl pualic 2 ey () sy cualill malill YU (HCT ) suilal)
ad ALalSie addiie Apjad lee ualiall oda JSG5 Cas cllleally cilSaaliall
 paliall ) L e L Led 5 Aelbiosall 48 5Ll

ol i (gl (8 L A cang Bty lisSe Rl anlll ey tdall) pualic
Rules of ) 4all x| é ((Clear Goals) 4zl ll calaw¥) ;& Jidhiy =ali
A )Ll (& 4e skl ((Feedback Systems) 4xal il dpaaall LUai ¢(Play

(Motivational Elements) J#s3ll jalie «(Voluntary Participation)
<l o (Points) bl dakil cdedi A dawlud) dall) SGSw/al o
Giodvaidl  alal ¢ (Badges &  Achievements) <l lasyig
«(Levels) «lisiwal ¢(Progress Bars) <l o2l ¢(Leaderboards)

(Challenges) <baadll

G e D o1 8 O g Aladl) Lpalil) anabiail) ¢ Cua rdall) CilSulin o
8 «(Ownership) <kl «(Achievement) oY) Ay dabad 4
«(Curiosity) Js=ill ¢(Scarcity) 3,0l «(Social Influence) claisy!
™ (Avoidance) ¢l

293 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

il ool 2 BT JA12a)
tlad g dgpesi ) Al ) ol (e () ity (aldd) asaliall jUY) (gllaly

;‘;M\g ;éM\J@hﬂ\%ﬂwi
Ble) yo ae S 5 Jalail) dakas a1 Ao aaiad 5 (Skinner 1953) s il 4, ks
Ll ¥ 5 5aall Caagy Slld g A HLad 5 4 ja gl SIS G ) )

o lelid Aad giall Aagiil 5 o115 2l (a5 (Vroom, 1964) e sill 4 ks
ras @il 1 Laa s G peaie o Tely Jall AN 0538 ol 81 ol 4 kil olls
AUl e DU ja g 1Y e il G| B YNIS PN PERVEN Ol Cme DU alsie |
5l e aad IS BlASA Ao Jiad & 5 0 sad) 8 D jeaiell ey ‘"T.L.GJC_U}“

Al e dplan¥) @l )

el il e adiai a5 (Bandura, 1977) elaayl plaill 4k
(o AY) Gue S S ad) (e A el cualil) Lt iy 5 A laiaY)
®) selaa¥) Jual gl Jils s e <l Jlady) A8 Hlia 5 e Laia ) il i) dalail

2l & gladd) g Aalainy) bl

il pall 5 i) Jigi S udi a5 c(Ajzen, 1991) Jabaall o sl i
e DS e Jalsall oda Jpaeil Capmbill anding 5 il Uil e A5 juleall
" Jie Lo laia¥) claaill g el ele <l i 10 b " Jie By sl Aaal )1 A3l

®) 590 elada) saa3

;em‘%#JQMY‘MQQJE,

SlSuall 25 palic 520 Jady 585 1 (Hunicke, etal, 2004) MDA k)
Al Aalal) bl T pal 5 cilaalinall

Sl 5,3l Jady 585 (Werbach& Hunter, 2012 ) 4l caalll jualic 4, )k
:\.u\‘)l\ YURE | ])Pi} Jelaill J‘).ud\ «basl) c{‘;s;ﬁ\ ¢ syl

¢ (Aaie lbhaad) 3 lgall e Ao grall 453 50 &5 :Flow theqry Cedil) I\_U.Lu

@Il oS Glad¥ly skl Laay (Aalall wdl sl #3503) Qctalysis 4k
105 jlall i T sl 5 o pamdll ¢ oaalia) Caagll e laay) il (dglal)

1

A8 L) b Al
Cladl bty ) el Cad g5 e gl ) dpia ) bl Hall axes Lall calaaY

294 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Dstae 3o AL cilul ) adi bl culs Y s as tdlaall Taa b

[ A )

o ) Cualil) Adled e 5 sl Jalsall il gl A il all sJ g saall
Cailgd) il e ) canlil) daal/Agdled ¢l S5 A il jall: (A gl
il H0Y adi e (b led s J sendll

2 il Gualll) Adled o 5 figall Jalgadl gl Al clad al) s JgY) sl
s ganall Ciilgl) il

ik e dale 3,55 auy™ (Guillén, G. M., et.al. 2022 ) dul 0 Cisgiul
e iVl Ay alviaal) @) dal e Gl e adiad ) J sesal) Cailel)
il (e dae Al jall cilia g a5 Aalaiud adad 67 Jalady elld g Ll g
Jiadll a4l o laplaill i ye Lasee 38 alaisall Dlgial) of clganl
Gl Sl i Apmaianall il il gty Lo 1500 5 ¢ aland S L) e 3l o ) sall
sl ) Aalia¥) el ) et LS 5 jnial) gl il jlas (o dpalaiyl
sg\:u.'a\_)ﬁ‘}?\ &_1\:\}@\ g\:\ﬁj ‘edil.m]\ & _)..Ia\_m]\ d...a\jﬂ\ _)Lﬁuay \jl:':.'i su.a.‘a\.mij\ ‘_,,A

ol i 0 50 gl el ciliatl) alaea Cilagiul g

a5 e e o) a) e 2 (Guillen, G., & Hamari, J. 2024) &l )2 el
30 s Caag Gl o dnna) alvivud) WY Cliulad Adie e 058
O e st ) e adl Gum ¢ QY1 e died) alaiid) elDlgial) Jlas & Ao
e i Lgie QU ()1 W) calin ) 2 ) e Al alaional) gL il
dabue i€ e Al S alaee S5 s Ay omle 0o SSY SR 8
oo SN Gl of V) dalaial ST eDigial Gl (S8 AS Ll & Gl
Gl e el CldlA 5 ad) g O ) Gl Lele (el S s Sl sladll
OV 15k ada e dele oo cpeaall duigd) D e Yo ikl Jleef
@@éﬁq@;\g@y\d&:wp&%*m Aal i agagh Jia agiliplas

celindat Calaal sle) pe e agpediiue &) H5Y dble

prani pualic il las) B (Mulcahy, R. F., etal, 2021) dul s <
eaeie o Aulall Cadiels Aaliay) Jlae J@Ms\ ol o Ll s duall

\ﬂu )A\_,,J\ I i) a5 Aalaia) el il () saae Jilat 5 sl
GAY) Gl g el il g Jalal) @l LY R LAY &R <y praal palic (e
A Al g e ) 3l 5 dpa AN S e chadie) cilipdaill (any of sl
e UG e il ) a5 LY alaieall LY Al e il LS
%,,Jm pseie o alvivall i) Al Gaati Cliphil) abee o e 3l celld
295 2025 sraent [ ngH - (1) QDA g a ) sl — DoY) g Aalal) clBNlad) & gasd dnalal) Alaal)




Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Saead e s aal Ll Glady) Qi@ﬁmoi CSaall (pad ¢paddiieall (e S dae Lgalg
Lgediinne sla Talail 8 Y gl

Sipone, S., et.al, )s™ ( Morschheuser, P. C..et.al, 2022 ) il )2 Cuaial
AL Cperdiuall o il @l jae il A8 A ) dgy el (2025
Jare (e 3y 3 V) apanal jualic aladial of il el 5 ) jranll aguailiad
of il i€y Caalll jualic et Y Al il 45 jlie @lld g gadail) aladin
il i) dal i) aladial mili e S5 Ol (Sa Auaddlly puial) pailad
Lagd QS Cppaaiad) DS (1 (g a2 S e 4ol ) Al all il 5l G ¢alaiall o gl
o 4ie s Al yuainll 8 el IS Jal alaial oF V) edliill jeaially S laial
ST Glaial eladll @ jelal LS el S colaall duailly cpa i glaill paliall
i (e dunl) sy joaling
2l i gl g o ASH st mgidl e 192021 ¢ 7 saae Ll ) Al jn e
A ) ikt ye 5 el Allad e 5 el Cualill jualie 3 ellia o Al
Jie Gl Aila o)) Sl 8 Jiatip o(all KiSaa) Jeliall A8l i)
&l ¢ badges, challengesosilall s wlaadll ¢ Jevels @by siwal ¢ point il
Ol Lkl Jie (Gaalll Salin) aall) ol Jeliill dxda <hoards lead <oyl
ay) Jie & Ul Mlaa 15l celiaa) o Wagdh Jols ddalial)
8 8 aias adain Y Le oo DU (a3 1) L ) calandly
b et G jinall (e gae 5 A 2l (2020 cdllae G plla) dud )l el
Sl siasall 5 Lalall 5 ol LAl Jie 40l ol Jaaall (a5 calill dpadl jin) Gudas |
Ald Cpe Y daadll ualic L) Jie s sinadl G jiae SIS oy aatall dali
sy o Jand @ jaaall o Al al) @il Ciauagls Lgladl ey SO CalaaY)
Ll oy st dnaii e Jerg Le st s SlaiSU AR dmdlal)
& cualil) gadail CJJA.J Jagdll l8(2017 (e 2sana) Al jy dagial
AN «_\.\al\]\ ‘)...a\_u: u\ uJ\ @\Jﬂ\ c.u\...»\ qej M.\AJS;J\ t_a\.auhj\ Galedd d.aj.uu
Cania gl ¢ gl A Cuaalil) dpad) i) aladio) Aglled & JAlaia g JalSie JSE
\5.’ ¢ ( ceopdlall el gl sL\A.\J\) ol 89 e gal) Lé St palial) Sl U‘
)'...xéaﬁ \).x;\j c( Bl ¢ a)\_aY\ c‘\_a)\)m‘)(\ cé\_:aﬂ\_\]\) g.\bd}(\ L;A AS)LMJ\
Calll e CWlae B (iShuey eldal) GuedS agdial PR e Greadiull
() -G pel) el
Jain¥) e cadel S Tancredi, C., etal, 2025 ) dulyn <ol LS
Cinaia gl . 2 guliiall Al il Cualill 3 La 8 63 uiy 3l Gailaddl e o jaill
o el il e oS clile d5m s ity G ¢ Aadiall b il S (f il
Ayl il g edpual il ol Agia KA Gl G658 g ¢ ) painY) e dngais

296 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

sz\‘\_u_mMu\uimua;cw\odmdsuﬁdhm)d\@‘munct}aﬂ\
GA.\SAM elLd\u.uCJA\ U\&_sl‘;m‘)‘ﬂ\ k_!JS\} SM))\‘L\S.\AA@LB}}\ UA.ILA;
() e U A il 5ol i ALl a5 511 s

c.md\ W e Gadic) u_dl 20( Sun, Y., & Xing, J. 2022 ) au ya Cania f
@}J}\Sﬂ\ = sl Lo Alasinl ¢ M\‘;muuua 332 Leal 8 e o
d)@uy‘dﬁjuﬁ\m\ﬂ\dwwu)d\)ﬁd&uku ASJJAJ\A.:_\A\J
J.\.\S dS.uu Mm\).lﬂ” L_IIS).J! 4.\::\4&.\;\2“ 4—‘3}}“"“‘3‘ d«u_a Uiy ‘;\ ﬁLaYb ‘).AAAY‘
43l Zal ) cilial A8 jaal) aiall 5 sl S oo 5 ol G BBl s e
&._\:J]\ e\d;.\...u\_; \:ug.u AJJ.\.-.u.A c\_).-.u a_a\J\Ja KB g\_.\.m]\ W\ W\ e
4.\;.\.\\).\...»‘}.7\ 0da (e BaLELLY) Q\S)ﬁd\j Slwbad) &Lu.aéc EETETEI |

Dseeall e (488 mudl mgie e (02016 ¢ Gledlls 5k Al el
Gl A4S sacadd) Jidaiy 33 jie 400 Ll 58 Ao o clafin¥) aladiuly
b alic 3 ol o ol iS5 ¢ oelain) Joal il ol 5e o A5 SIY)
At alall ;(uzja._d:dwL}q&\j}\4gﬁﬁ\&péw\@kjyj\gﬁjw\@cﬁg
< Space customization «ali ¢ Avatar ced) Jiad ) 8l Luads e
Al o ) ey pall AaeDle lall s ecanlll iy adaii g ) gall 500 Lo aaiad
deay Ll edl) a850 8 d8as el s Ui Tal s «Candy crush Jie
3585 O by e sy o ia daalll il e DU adx g8 daallly il s
osdle Jie Lalll Jaly dpal Y1 clatiall o) il 5 dalll Gl gie Jaddd s
A Dl Jah Clisra 25y G e 58 ST dalud o Al Cluads
free-to-play 4de Gl Lo 58 5 4alll JLSiuY eI adal (a6l adall cpae U

.business model

sl mgia e Z(Bayuk, J., & Altobello, S. A. 2019) dul )y il
Mechanlcal & S oLl 33 e 216 Lol A e liu¥) e slieYL
oalll Alad e 1,80 JSY) e Al b S (o A jall i s 85 (Turk
Sl LK A yall Gl phsad) Jie cdaall Audda gl il Sl djy\ Soall B elas
Jon e slaall cilleally Aalaiall Lpall) i K S S 5all i ¢ 5 il ,Jmn
H'AS" }\ ‘ch;j\ Caadl j\ cujl.suns 4\*::1.&\;\]\ Mﬂ]\ k_\\_IJSA \):\;\} ceM\ p
CrAY) Greasiill Llagll
ae dlla o 3 Huber, M. Z., & Hilty, L. M., 2015 ) 4wl 2 il s 3
Gillliall el dadie 8 elag ¢ Aalainy) Glall lanlat Adlad clacal cllhidl o
mand A Aualll GlSalind apanai P& (o () Greddiall LD ) jial

297 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Jaal agdlaal ) Jgeasll Lkl ag dalall Lo 8l agilaal waathy Grerdivull
P e elaal¥l delall 8 ) ALyl Jalall by dlee (e ¢ 3 e
Sl A4Sl deay Lol i (L)) el Sy i g
eelain¥) alail) S Jal (e 0 AV pe dalall sl 81

835 210 Lol 8 die e Lawd) 2 (Huang, C. K., et.al.2019 ) 4wl ) ciss
Cailial  cdalll Gadal gad aadied) Lia yy Ja 55 Aalain) lall ciliglas 40es f
a3 (value) Lall) (gl da Lgiadie & ¢al gall (e damy il L 1) lld o
o_)-\a‘)“ 4_\.\)43\ ej.ﬂ\j ‘c\_d\_d\ 4_\4).41\ ‘_g ASJJA]\ e\.l;.u.n‘ﬁ\ d‘%_..uj ASJJA]\ sailall

Sle el ) 25(Agmar Castillo, et.al, 2019) &l ) zilii 4xe il Lo 58
@d\ ¢ Gamail) (ARua (e 338 141 L;\J &)Ja.}.u‘) Waste APP (auhi Julss
el (Ja.u L.A.a\ Lu\ LJJJAM e\Aa.u.u‘)!\ ‘U}@_m.\ Lass .L:.u Y ASJA.A\ sailall u\ «_ﬁ\.m\
e s daalll e daaa Jal je Aal) o) dudloa) Lale (&S Al JAls dadgidl
G omad Gad Agllaial e Qa1 e aaied ) clidadll &y 3 Sl Canal
6(:.1 %Y ‘FAE‘)M CA.\;.J\ ;Las:\u.ucg)\_uu ald anuung})A\w REPAMA|
0 A3yl elac Y1 4ad Al S glull pe Sl puill sale) b oy ol saaell Sy

sl 15

e Gy 2l 2 AL Amri, M. M., & Almaiah, M. A. 2020 ) il s <3S
Ol g liainl e il AS Haall alaain¥) A e dpaal e 53 580 399 Ll 8 L
U senall Qlal¥) Jal e 4 Glaadll dgalge o agitclie M (e @l 4l
) @Sl 5 @iy wibaill Jie q)u@_uﬂ\ Ay phaiind JUA (0 ST A s
umu\c_uhﬂ\u_)‘).\\m‘é\s‘)md\d}g_d\ é&ﬁh}d@‘ﬁ\m‘;\‘)}d

_@mjﬁ\ﬁwjfﬁ_uﬁwgwiem)me\my\@d&wwj@\gum

casie) (2023 osoals, pali o)l ) Al o il i a3y eyl
e o Ler )58l 83 jie 346 Ll 58 e o celialinl) aladinly muall zgie o
il 5 bl o gl Aalaianl g ) Capnbil) 0 4568 D0 5k ADe gas ¢ Cpailad) (g
el Cunlill (e Aiaiall L) jall g aladinV) A gea Wl s i) (e 2aey il
God llia o chilial 5 55 sall gad atlad 5 s Lualll (o padisall Lia ) 5 Adiaial) daiiall
é‘: 2\:13\);)4&:1.35\ ?@\)Jxm Lad g 4:‘;'5“” g_ua.lﬂ\ olas :Lu\).ﬂ\ 4_\..39 Siblacial u.u:*\_i}m

s sl Jaall o gia (bl e g e paall Gl
el zmgia e caaie) %8 (De Canio, F., etal, 2021 ) il 0 célal
JS5 aadisall & 0 sl @l sl O 53 ke 893 Lewl 58 Ao (o Glaiu) Aladily

298 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

e e b UG S5 sl G s e D e 0 e pe e lin Y] sl sl
el Aot bl et Al L e Cpeiineall A8 5L U143

Cliglss e de O saae Jiad ( Quariachi, T., etal, 2020) & 0 Cacial
el s ed dln () il i€ gJouleBug. s SaveOhno Let 5 dalain) (el
e s SladY) b pealiad) elli Jiatiy ddalainy) el ciliaie plad e 5 i
Aflaaall il dma alge b g ey o) pall) Jaly axiill e e DI 5 )8
e U sl oY) apdi A (e anill il g Calaal Ld daadll Ja0s Gla sladll o 5
Gl ) el apanai 8 53 sa sall Cilad) 2ae ) ) LS 4l cilialy Cangd) ) A

LS lial) e Ly A Al g dpaiaad) Jasl 5501 5 8

)l 3,5 %0 (Whittaker, L., et.al, 2021 ) awl s < 46y Uyl oy
Sl ol ) @ el alaial) Al e DAl 4 J el Cailgd) cliplas e
Toca e A8 LA Jang 4dld Llaa s 1 e Laladll ()5S0 Ladie 48 ey (e DU dail)
Lsill o5 cdaalll 8 e DU AS jLie dlial sl (5 sall adlall aaiy Lo 58 datiaass

Aalaiceal) ZaUal & gl Jast pal) o L) Aasgy il Aalaioaal) 2K L)

G el sl G A dansdl 312019 a2 0 sene ¢ Gajall 3 sana) Al il < L
el 2l Jiaid) Al e siall Liadie & Sl Jladll el e i
Gleial Cela WS g i< c__al.a‘j)!\ praa die a3 sall g
o Lo sa g ol gaall Al Apaa Yl An )a s (e AN A pall (8 duelaial)
O Gl Al g S il Clipdad Jal Audlial 25 ) g8 55
Aaally ZeaaY) A0 G e AN A8 ) 8 Cunlill Y Llalall e el Chela
paal (e B lgally gaadll G A gall deal e \JAS;\ O enaall (S 4 el
Ay g Calaa Y daadiveal) Cualill il

Cailgl) il yie il cualill aa) 5 3 clasall ) bl jall e a0 @il
oo eV madl meie e (Oke, A. E., etal, 2024) 4ulyn Cadiel S
O Ll il (e dae ) Al ol Cliagis 53k 150 ol 8 due Lo i)
Jiaiiy alviall @l sldl ] Comlill L) il A5 (B a0 (5 S CHlaad (el Sllia
OSEDT O Al ) ) EEY1 i)y soal ) a1 8 Al ells
L.JAJ g_u‘)u:}ﬂ_a J}JMM JMY‘J G‘fﬁn ‘_é JJ‘)'..\”} Cwﬁw.w‘ 4.\4;.\3”: “\ 4:\.\.15\ ‘_A;‘ _)\A.\SY\}
) e gene aed A laaad 5 3 claadl) ot &5 ool gl Jilas 18
Cbaad g o Gluayl Aalatial) Chbaadl) ¢ Al ddletial) Cibaadl) g cdadatil) clbassll 45“};
Aoalai®y) sl eculilud) (yal

299 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

el e cadie) ll 44€0 % (Souza, V. S, etal. 2020) Al @l
By La ol i€l 5 Al Jlae 8 Clelall pe dhenie e ol ) JYA (e 4K
oaii Gl b Ly clggle el Cay dage bt dllia o e ¢ gl i) bl

Hagall Ayl Llizasl)

oo hladll meiall e caaiel P4 (Johnson, D., et.al,2017) dul < lal LS
s J senal) Cailgdl cilinlad e sl Cauedilly dalall calud all o oSG (5 sl
Badine ol guins Ll Al s s b sall il Mlaal Jie dut) 258 (e

Pa e gl meie =¥ (Shevehuk, N., etal, 2019 ) il Cadiel 3,
Gl (e s Eand uall) o il Cniagly 33080 93 Ll 58 e e i)
il i) Lliady Laldl) e glaall dakail & ddsaad) 28 5La (e cpae S oS Al
il iasall A1 e pperiiaa) 885 due Laial duaie e 3 ke Ggukill oSl @l
Jio ill syl Jil) iy Jials a0l ale) s asaiall L plasil e
SV ALYl ) 38 Jlie i calall Jal Jiley sl eclal pall sS l ¢ il
il gamification s PSD <l W e aladil 555 i o il caa gl celld
Jyenall Cailgll it e alxiwall o gl

Ciilgl) il e ) qualil) dpaai/ddlad i glii ) clad jall; SEY ) saal)
1d gaaall

Al olai¥l s cualill o AN 430 (Lin, C. W, etal, 2022 ) &l o ciiag
e 5 el Jalgall A 50 Cings ¢ Sl GGt aladindly lld g Jpeall 48 L)
581 (e Al sY) ULl gan g o(lBlSall 5 ganill 5 Slasyl) dualll ) laia (e Gudall
Lo Al ualic o eI g0 8 s Jr (3 |53l Cpan (545 (3 S
Gle Jexd 335 Il o LS S aall Axiall 5 o Mandl 48 Hliie Ao el Ll
kgl 5 dlay) el (1835 (o i Gl e ) S o Sleall Jelis )
i gall (Jia S L e ) J8 Aaall jualic 35 o Jillys Ll
" JERSM P

@elein¥l sl 4l 3 (Mulcahy, Rory, etal, 2022) 4wy <ybals
shaiiny) o daie YU mudl agie Gp Al Cman 8y Al @Dl
e 4l (AaliiuYl sl Al ) e 5 Gl Jidaty @lld5 ) sacmall Jilad i s
aliall il iy Il 8 daelxial) ZiUa aladiu) aeainl ddal) S G (e
Gl Lad AS Ll aallsiy gl pras oDl plicinl o dalll paal dalal)
g Sl o i et i Galadl) of @l el 2 alata) gL

300 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

il s & (Rl e sl Ad) L Lo g s sobail i1 sy 4ol LS ¢ Al
- sh Sl 5 oLl

8 paind Gl el e cpe 5 A el 382020 cdlae o allia) Al el
il sinall 5 Jalail) gl HLA Jie Al &l el oo 5 cuelill daa) i) Ggudai Ul
Aali e Yoy dadll yalic dilca) Jie (s sinall ol jiae X o jaaial daild
3l o Jand @ jiaall o Al al) il Ciaaly Leliadl ey ) CalaaY)
Ll o gnd el e Jama e g 5 3LaiDU Aula)al) dumdlal)

oo Aalilas A 50 4 5% (Douglas, B. D., & Brauer, M. 2022) &l ;0 &S s
dplaall b Ll 550 Bae) 5 3lal ) dalaind) Qlall cliplas e S (5 st
il m};i) bl e 8 el (5 A Gkl aae Al ey Al
Bl sl laalall s Jla ccanlll jslie aadind Al Cliydatl) o oy 4
oad Jglad Al clinlailly 45 e (peadiuall J8 (e dnlag) JIS) JSG e Ll
ASHlie ) gasm canlll o il oSl LS| laas e glaall apais A (g L)
c el Jie s AV L) 5 3k (e 12l ) ghal 4t

ANt Galsd e (e 305 ¢4 (Huang, M., et.al, 2023 ) a2 caallaia
& iy alainall @blgiuy) g A Haall daill s Y G @Dl & Gaall Forest
i dal e 4l gl jelaty darus HuieS pad¥) Sley) il jlidl ¢ s
DY) (0 8 e Camn 5ad¥) e il o) Ayl iy | Forest
Al Al g o diesdl)

il U (s giasall e ldat Al 50 a5 * (Boneu, S.et.al, 2022 ) sl <L
e )2 g 5 olsall (3La3) g A8l WGl Jaliid salal) cliydatll 3 V) alasin o3
Lasd All 2y 5 aaled a0l L o 3310 aladiiaad o3 el e 8 50e 5 alaiosal) Jasill 30 5 5
abanad ol i) o Leal bl jall @ jlaly Wzadll e Ll jems Y de sema Glady
AV () a3 ey 3,08 @l Lpaed S5 daals culS dalainY) ciligds
PRTUPIN RN FUN

ol aladiily sl el e (2023 «sAT canlas Baw ) Al Cudel
Ssina 0 gy Al pall S G edal B 33 ke 397 gl B A o L)
AR A gy Ardiall & Jian Sl g S ladV1 el Sl G sl
e s plaia¥ls oliil) (e IS o elaia¥) ity Suailly el g liaiu¥)
Laalll ol 45 5l lalasY) e JS e g5 canlll adl g0 ()1 5 4K sl L) gl Sl
ol Jaza

301 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

e el I AL ¥ Negrusa, A. L., et.al, 2015 ) dul 2 gl & sl
Akl gt (i Aaltind el Gt o cdaled) Jlae 3 cunldll Gl (s
sl ke s ki A Jsm A palal) ile sheall 58 4305 Sl dy e
S el A3 Jshanlly pladl G laglen saildl Wl Y U Cua
il 13 e ST gl 5% o Sl e 18 ¢ Lep s ol Ailaial) 8 Adly)
sy O il 5 (e s RS A jra gl e pgdll Al 5 Badae el ) il
O s L Lail g pnil) aole) o gl dad dagi o W il of )l clal

Al dga l) drans

Oe el sale] e Al e *4(Rosenlund, J., et.al, 2025 ) 4wl 0 @S
CEe o) jal L) ggiall Alaiuly Glld g ol a5 a8l gall 48 jaall y Jelilll Gun
Ll o A o s adg | et salels (Al Gilall clandat Julat g duad s
Sle 350k Anilaie G585 () ag Cus b laall daga S Ciiled) Badai okl
A pmal) 3335 sl sl Ay jad Geend 8 g O (Sa Aol i) o3 (i eelld
boasall pe g e Jajaiall g cda Aiall o) A padiiall g g3 e e

rsill sale) Sl

s A3l o daddl ®(Mandujano, G. G., et,al. 2021 ) dul 0 Ciaia sl
Glilee (:CJS LﬂL‘\S);%—.\@__a Aol bl Jsa eﬁ)}.&.’hﬁ} N.A.@A @w}.ﬂ J\)SNLA‘)S
(oS sldl i) Jal e paenaill Al g Aall) lgie) (Say 1) Aalivue sl Jalaily o)
Clalinl Lall s jualic o gllad 1 38 LIl gy 4358 @l Tl jud g
doalll JAJ0 e S da all Adadsy) o) Au) jall Casaagl g ome U die Baasa Al
SSY) Al s dpelain¥) Clasdll (g Ja s dadlae 4iSay et alel Q) il 5
i A LAl ol g ) Caagd Wedls L oagie JS Ueas B AW)

siiall allall 8 2 o gda 58l laal cle) aly ALl 8 cae DU

O (B 520 f (N e @ ) O Kumar, A, etal, 2021 ) 4w s caaa
Al i il casa gl 5 ladaiall 8 Lalxiul) Sl jles (Gl 8 dpedl) el
Cnb Al e cpals gall ;\q\wgwﬂ@ﬂuﬁﬂ\ﬁyﬁmw)ﬁww\
Slo Jenis glaall kg delua o aelud gloall Clalli i jaall ) glaill ae 3 Cu
Gl aelud g (pils gall 5aad 8 agud IS 5 aliiY) 23 (e 9 A HLA) (5 g 3L )

) a8
e e el S (Dogan-Siidas, H. etal, 2023) 4wl s gzl cusi
OF Aalaiuy) clinday 585 e SN (e 45l 63 j0e 351 Lgwl 8 Al o sl
A JSta IS (e Lpariinal Dpelain) Jaily 5 Apdbale 5 Bl 3 5a adi
Aol (A (ph Aie (W P e B paiue Qe s e (reddiial aali
Oseddiuall atlio dygalll Lleall DA (o clld L)) ZlaYl alaiesa) eDlginy!

302 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

LLQ}L.MLA\ Lﬁ{ﬁm ¢Q\$)ﬂ\ cJ@JJMY\ &L\M}é.\}uﬂ\ J}@A@Lﬁjmc dS.Ju
e J panall el il e qanlil il il G813 AS JLiall o S G Sl
Bl S5 (Al Sl ANGELYT) sl Sl gl e Uday) 15405
it 5 aieall Gadail) 4y jad Gy Bl Gl 55 Lyl 5 A8 el Aal) (of 5 oA shaidl)
oetil) Juaal gill 5 ghall Ul 53 13,07 5 caltiosal) & ghll 5 gusl

(Sativl sl e (D'Arco, M., & Marino, V. ,2022) ul  cadic)
Apaddll uladl s il gpud) 2l s ol gally e sl ) Gl e Aused (e cally)
Slo (plal) Jaall 3 Al Akl gl @l sl g Galall Jlaall 8 Al Ailal gall o hus
Jaina 5 4l dalaine¥) il alasil L:,i Oe ) CES 5 B3 yia 549 Leal 8 die
=5V Om Al dulay) ABle a5y il LS Al Aslal gall LS sluy (il e
Ollaall b Al dilalsall gy Apaddll yuledls Ayl Sy ol sally
lall 5 Lalall

Caila i 6 ¢ same Jias e *9( Quariachi, T.,et.al, 2020 ) il o casic)
«Recyclebank <Consumption of Daily Lifess deliiwyl dald Jsaaa
<uald s JouleBug<SaveOhno <Oroeco <My Little Plastic Footprint
50 Gl Al aysal) Sl sl aani g (i e 5 jail) 4l cuelill (o 2l
LeS 2a8) gl Bladl b o)) A o aani Laalll e Lallla JaaY) Al sha g 3y
L) 50 568 <l el apanal 8 diaaall Ciland) 2ae o)y WS asl ) Jalail) iy
gl Ll e 5l AlSa) canl 5 S Lol e Lt Al Alial) 5 dpaaeal)
pransi ualic Al il Caan ) 13 %(Sun, S, et.al, 2022) Ay il
pabic andid dalll cilipdd Gf ) calaiva) dglull e ilill 580 eal) 40 5 4l
Op 25l 5y e eppeaivnall yaa alxies @Bgiu) Bl ol Al 307l 5 Al
Al 8 aeSoll Ain Aad QL) (e Cpeadivad) (Rayy il Y15 adl )
i) clipdaill e Laia ) ddlund) 4 el 5 4880 2 Jand (@l e 3 e | ol yidY)
AN aaiusall wdly G ad s eJeliill g Jals Y0 [ sndll 138 a3 e el e
sl

Gl claies bl Jidas e (Alves, L., etal, 2023 ) a0 <3S )
Y ‘s.ukg_d\ Seiiall Sa Lﬁ‘m ceUA.l“ praaall (5 giua Sle el dalaiail Aallll
Cangind Al cliphadll o) duljall il cidl s g ylall slaByl ddee b AS Ll
e oAl gl Blall 84S glus e Ll i Lald ¢ (o pilall aLai®y) 8 ellgiaal) &l )
ilSe Lo Jpanlly agd peany Gakill 13a ol Cus il Aaia <) 3 HA3 S
ity ransy 5 60l gall yaiusall alasina¥) sale) ) a Laa dgnd) sl slaldl 8 dnlll Cand L
Aaahall 3 ) gall e Jaleal) g cubilal)

303 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

) Al £ g g (A ABL) il ALl (e BALEILY) A 9

il 35 5 1 g el Sl 5al) 2383 0 ol e 4l (alal) 1 s 02S
A pad) il Sl s 5 on s oY) Adinall sl 8 cunlil) a i)
IRYY G’“‘“"’?"U“‘} c‘u\m‘ﬁ\j 4_\.\.\]\ JM@W\WY\ ‘JL&J.J:}: ;\]jl_u ‘fﬂ\
_)LL:‘}“ Jaa ‘_,’A‘\:\.ALJ\ ajaﬂ\mm‘)ﬂ\

c..udl ULS}‘mﬂ\)mﬁ\wu@w\unw@m;aubﬂ\wy o
adie ) Ayl jall de S AN 8 G el sisa g Aalain) Glal L_m}m
Jsenall Gilgll e dalaind) el Clipdad) ¢ gecmall Jilai mgie e &
Al Wbzl ja) A i) dpa) i) il 63 Z\_mSL;puwﬂ
) Caalill Al i) yealic g ) dpia¥) Clul il e el @il e
peada g Glipdatl) @l aladtiil e peadiiall jasadl Al Lliadl gy gl Ledula o
Aliaiall g cualill palic paad & Aall) selu Lo ga g calasial¥) & ) i) )
Aaalll A Aleal) jualiall 1yl daalll i€l 5 Al <l

b Bl ade el o3 Uatl 23 el and b duia Yl Slul ) Cugad o
M\Jﬂ\ Qy“g\.uﬂa.cgmuja‘)‘gma@ju)ﬁ} ‘\.g_"h.n\‘)d
;LM\ PRCRA

Skt Leati (A el s el oo sl abali gl s o sl S skl YA (e
Aal i Y) Lpanl )l Cangs il 5 galal) (AN e S Sal) O J sanall el
A e Al Al S slall 3 gudll W Ul 8 Caselill Al i) Cipda 55 40l
Cliphi jie Sl cuelill Cala g by A" J3bad o Aladd dudall sl s
Laall Gailadll Jiai QA (e @lldy "Aalrind) Lol s ill Jsenall gl
ClSalinn 5 all) L Gun (e Sl il aii) i Slagl il Caial ¢ Gaadaill
cCarginall ol iuall GILY) Jaai mani ) AdlaYl caally Alleall yealiall 5 duall
Sl Jana g bl ani Cus (e lld g Gkl dleld 1 jual

;zu.ub.ﬂ\ Ty

Al AalaiaY) aglia e 8 J senall Cailgll Clall clipdas 50 Jidas | ]

Ao S5 55 A Al Ll dagda  dabial) dalsics) Olall g1 g3l 4 50 2

o= 51 8331 J sanall el ikt e nl) unlil slad (ol 54 LIS 3
Aanl) AalxiwY) Lliad,y

304 2025 szt [ 581 - (1g) 05D g ) 2aad) — Y 5 sl lBSlal) & gl dpalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Lellad Jal e aanil A jall Jae culindail) 45 5lia 4

Al dga pall el Gilall ikt Juan s HLaE) S e (id 5

Lgiallad 30y 51 dalain) Gladl apanail il #1 58) 6

2 g B Y

Sle eV &3 o senall Cailel) e Aalain¥) Clall ciliplail agiall Julaill )
Georgina Guillén (e JS 4es 3 "alaivall ML Clal¥) il " 23 ga
M., Daniel Fernandez Galeote, Nevena Sicevic, Juho Hamari, Jaco
Lg_)}Lm_).i M?@S‘JJJ‘L@JJMJL_}M\UNCJM\JJ?&\MJ .Quist
L_!LuzJLQA ‘).\.uul AR 5> Lg u).u.u wﬂ\ L_I\:JY\ e.utb.q) 6(.\&’_\” cA.\;.Al L_I\A.\M\
Gllat Gl plige gued Zigalll daa 28, Al AGaa S dgegll lgiLY)
Muw\ww\@jdw\w@\u@hﬁﬁ\w\w\ \)_7
s |yl s NG Jaai cadaill e awlill el jiul sl (Gubdll Cayias
)y pall Gl g Ly Lagh 5 (3l

cbil! Lalal) (ailadl) )

JaaYl i
25l ) i) s ol e e
(bl Aalid) call
JaaY) 4
ualinl) Gl | el i Jhedte J
R e el siaadll [ Gldia Y\
sy RECTE AN RACE] Cpe Sl 2e
dudlid) = i g 3 ) o gl
Lil g Lalll Cilaal 25 R
* .,’S| AUl iy Sl | el S5 ) Ak
e Jeladl) Gl glaiill MI@
e,
\ / ATl ST B
P« Al ' ; o
NI s e
sl Y

(1) Jsa
Jsanall ciilgl) ciliaadai e () caadil) Sl sl 73 gadl)

305 2025 szt [ 581 - (1g) 05D g ) 2aad) — Y 5 sl lBSlal) & gl dpalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

il Cada 65l Jiad Gl ol sl s & i) (e de sama ) 23l 138y

ool i g i) Aalaial) Jlae 8 J senall Ciilgdl Clall

Clllaie 5 ¢ aadailly Lalad) o) dan o Jaidi a5 1 Gudill dalad) Gailadl) (]
Adind ol £ gae al (Llae Lgaladinl 5 Leliaad (K)o daasill (1S 13) Lo Jpanil)
1l (el s lalll aae) Gadall yie dalial) Cllll (bl Jaby ) il e
oalail 1S 13 Lo Al (g sl Jadi 55 A5 Gubil) e W) jlaal) dga
by e dunse e sSa dga difing dga pald gl S H8) duuge ol A

52

( )(@)ﬂ

lgia s Jalrall e 222l Uik dalaina¥) el Caial Sy s olall) cliidal Cininal (2

P dﬁgﬁjzdﬂ\‘éjhi -

b Al s (ladY) e g sl 138 & c(Linear Narrative) 3:asl Gy e
e D ld pat e 2l Elaal) 5es Y g B 20as jlaw

Dwiy e Gl 038 zaui ((NoN-Linear Narrative) dsbaall e i) o
e Y IS 58 aad A jad (313 Lan cagdl I s aelbadl JMA (e Bl L
S Jah g (e e o
pily Al ol 493 585 jelie el 028 (el 1(Single-player) sy ce¥ cilali
23 yday e D) g8
sl sl il Caly V) 038 ansi ((Multiplayer) omedd) sasia ciladi
Sy 100 52 O Gme S e 75l 55 e Bale 5 (e B (e B a Ao sema (g
Y e sl (AR i 8) Ulaa Lgaal
G il QadY) o8 =035 :MMO (Massively Multiplayer Onling) «iadi
oanll agumny me pslelig canly ol i) alle 84S Ll e S e YY)
53) 4, jed S) i) 5a sk e de dae Yl ol ) S e Bale
:Perspective «alll jsbia -z
Aligh dualll e |ualKI K ) Aad o slatall Cuum 2 A5 IV ladYG
2Ll Cae D) i g dgilad) ) pualSI 250 5 (e Aaall) (2 yr Al il el lalf
il Kyl o gy e Top-down Jiud ‘_g\ el e iy b gl 19l 48 jas
S helicopter view 4 s el Gase ) birds-eye view sl (we (e
ot il page A | jualS (55S5 Cua Jau Sl e V) e daalll i sl
YV (el sk (e daalll G pad lallg 0 )33 50 5l @ 0150 @e oY)

306 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al




Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

oskie (e b Al Jhay dyg ) (SS ) ulS et Wl Jee First-person
Ao DU A a1 el g e D i Ay (S g5 D il

43 g call) oglad -
S a O g s dag e Jladl 550 ) illati s (Action) GESY) i
Lo e G da alladl Glisiul e 3S 55 s (Adventure) @i sebal) ciladi
Adiaall Y1 Jay ki)l Sal e D) e i j(Puzzle) e qiladi
SN el jat o Jalssl) Jaa o5 cilall Jia
AN il Jauhadl) Gued e ki i(Strategy) Al Awy) qladi
REPEN I FUIN ATRERFL| Y e PN i
IR (g L gl g L Apad s aali Gue W il 1(RPG) Ul o) paalli qilalf
ALY ) oY) Gaa ladl Jia o) jlgall 55 j0al) s
1) o el sald Jie Aumdl g bl e S3 :(Simulation) slslawa) ladi
9 Sl

Information el Caiaill aUai L) &5 (PEGI) dall s paadl civiaill -
Loall) AaiBle (s20 2T A ¢LY) saclad Game European-Pan The (PEGI )
ol LS Gl 5 ag iy

Laalll (5 gind Y Gy Ay yaad)l G maaad Lilie GtV (5 i Liiny (PEGI 3 @
Lo g o osind ai g Jlaal) JubY) Cads of Jaisall (o ) sea 5l & gl (61 e
alall 5 Al 4g 25 53 W5 o(JWlaY) 4aid A ol (s2a S Bl (F) caiall e lan Laia
Ar sane A

o ol Sy @ peal S i o s gind Clall 23 028 bz a5 :PEGI 7 e
(225

A 13 lie ekl sl ladl 4 jpenl) 238l o2 (aua 705 (PEGI 12 @
Cluad il olad a8l gl e Caiadl ol AJLAN Cluas il olad S ST 4, ) goad
Aalll 5 3 yuala dpian ) ga sl A Cilagali e (g5t O (Sl A
Lt e s LaS 3 jaliall o (5 5t O Wl Sy s cAlaine () 55 20800 020 8 Apudl)
Gl ladl Jia) 83 5 gall 5 paliall cleld 5 cla g3y SN 8 dpad) gl 5Ll 8 Bale
(2850 A el Jilsa Lol o3y )

307 2025 Jsamusd | pgiSi - (1) DA g al N sl — o) g Aaladl cilElad) & gand Agalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

pARA Ji) Chinll ygal Jsas 2 yae caualll 1 Gubi &5 PEGI 16
Al Gle (g sind o (Rang cindl ol sl b gisia s LS gadidla po ) (usind
S dsall i gl aladiul o Wyl siad of (Sars any b ysha I Ay

®9) de 5 yaall ye el jaadl

Gkl e cualil) sl i) Sl (3

pandl) bl

Le ) DA e sy o(Self-expression) @il e il addical) 48
(Avatar) 4yl Auad ) JUA (e Aluadd g4 ga 3 4310 e juadll A 22300l
L e DU A A sl DA (4

Opaliall (e sy elaly andiiadl olol 45l A e 1(Competition) Awdlial)
a3 addbal) ey i Cpedlital) o) 6 AdE a gal (plalell da gl adiud

sl
elal Ao jliay il e Sl dlae S8 o6 8 Al (Interaction) Jeldll
e JSG (e U

O or S Cangll aa (e (pariieall S (3laty 585 (Goals) delll il
(56)_L3;JB 3. ji 2aaill 4313 alaal OsSa Qi La) Cuaa ¢4B4aaT ‘_g

J

rdadl) il

Cilaga el Aagis alatall adl) Joay 531 (5 sinall Lz 2ay (Levels) @ by gicsall
e JEEY] QD (S Y G Gonall Jendl e Gle AaSie o5 ¢ B2as

Sl (s sl ales aren alai] a1 HAT (5 gl () (5 sl

OF Sary 3a3na alea Sl aay alaial) Leale Janys (Rewards) i sall/clisall
Lls 5l s ls ) dpal il Aadd Lo dhasy o (S Gus Lygina ol dpale S
LDl Al 33 e el

lelalaga Jh llats 2154 43 aaly 5 3 (Challenges) «lyaadl)

b slery cpdll Galad¥) o Sgladll 2¢all 8 (Cooperation) <l gl
O7) sana Caaa gl

: (Aesthetics) 4alll cilllea

asana’ die Alleally Bl yuleall 8 Jiais dualll jelae (e dualll cililles ui
69l Jlaally Lo 5 L 5 il J2a 3 ) 591 ) Filmyl

308 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

: e‘.\M’ ﬁﬂg-"\u\’\ bl (4

uLs ;\,u ‘Lg_mfj us, u\m‘:{\ L_aLd\ L_als.u.k.a )Mu JLM 2aad eama A
?L’ ;\.\\" i u.\b\.ud\ J\ ?L@"J\ (e e d)‘éu‘\@-’-’ J.\.\LJ\ UJS-‘ R u.\.ow
Alli 8 iy oaaine il ol ¢ S KU AE) 5 Lalained Bla il aded iS4 Lo S
Cilaaly cladinall & dalinal) Clujledl o adiaall bl @l il
Qb 5 padiiveall dpadil) Al Nl o il g golaml il o dalainal) dual)
c\.\)gﬁ\ EJJS\AUAAASJ)SS\ w\&ch@\ JU_\Q\J;\ d)au.a
Un‘; g@‘g\ d}u\ JA e epqs\ Gl ) Ly o ol ey Jal e =
u.ut_\“ MJLAA.\&‘}“J MC\.A.\AY\J ‘\_u.un u_s)HL\ u.u\.umj\ KR! 6&3\‘51\ ‘_Aﬂn d)l..d\
REE DI PN|

Gl e Ll gl ) Al Llcal 481S Jadil s Al dalaia) Ll dagha
k_!\))ﬂ‘} JJ‘}AM L.;Q J:IIAAM) L@-\A UA.Y‘ uau\j L_ILJ\A.\S\ e&;) ‘);I)J.\M EJLGIS
Ll (e L e 5 Amlal

Jare Gl 5 adaill Lggle Joas 3l asaill dae e Jaiiiy sulady) cliadal 4l (5
©9) App Stores Google Play ¢ _aie e <lld 5 8alll Jyans

;Zuubﬁ\ Y gl

- olaa) di) ll dea sall Jgenall Cailedl ladl gl dalall Gailadll L]
9(Jaenill cilallia - gkl 3 jaliall dgall daliall el

3l slf) Cun e Tl dga sl Jsanadl il lall it Cagiai Lo D
G rendl Caiaill — eI aae — 48 g canlll ol — el gl sl
f(dandl

€l dga pall J panall gl il e Cuml Al i il 5 o5 8 3
il g pall J panall gl il el il G 5 25y S o

il dea pall J panall Ciled) il e all) ClSialips Cilh g5 23y C3S @
Jsenall Cilg) s e caally Zalal) Allaall jedliall G o3 S o

Sl 2
e Aaliiny) clall ciliplat ye Al @jﬂ\ A Al alaiuall IDUgiLY) diauh L 4
U genall Cailel)

¢kl e A glaiall i) Wl dagla Lo o

309 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al




Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

falal¥) il g ) o ) D) A o le o
$leiin Clal¥) il et A alaisal) Y1 o

f(Jeandll Jare — asadll 2ae)din (o Lowii Jumd) Al jall Jae clipdadll ol 5
13l

salid) aaa &) 94l 9 Aad ol Té-a

Clapld ye Sl cualill Cinds 65 43S Giaal () sanaall sl ety dald) Cuilaia)

By Cperdiudl gd alaieal Glul) sty Al Lladl g il Jgesd) Clgl)

e A Gakail)l Ui 5 (il slrall aaad 3IS () sacaall Jalas 5 jlaiuly Lalll culxial

orannd 9 (e 3l & Ggadail) a3 O adl o) (e de sana Ao 5 Laiay)

2025 527 Sx52024

bty A jal) e ja) g Al al) die

Aaldiieall dailll Gladly Aaldl) clipdaal)l Julasy wasd e dulpall ol Chadic)

elly s Ll Soaea JS0 ASOY) agila jlae puad (8 Gae ) ) (peadivsall g sall

p et 5 Gila e A (1

alticual) Blad cu sleal/dDlgind) i jlaay aldl) Gilaly) cliydai o Ead) (Y

Ladaad

LS Lgbdat g Banae ciliplat L) ;LG

sl Al dpe claplail) laal el Y Auali pa e bl

DV Aalal) cliphill augl 5k andl ) Gangd dAulall a2 (psSd 15k

Gl il o 8 1 gl SV CLalSl (e el sl Crandin) 288 (o))

il J seaall Cailed) Gilall cilipdas (e aagd)  elld g Gl e 2 alxid)

.google play, App store s_aie e @l g a5l g dalainyl

sustainable :leies alisdl GlalSll e el e Sl ddee & aldic V) 5 38

games, sustainable Development, green life games, green living games

, ecoearth games, ecolife games, green earth games, sustainable

oyl C_al:dﬁ\ Ce el aladiuly E\_x.a)sd\«?uﬂb Gl o8 LAS‘ «consumption games

c.:t'u é&: \;L'x._aj A\a:x.k]\ cdalaticall u'a)‘)(\ c;\)'a';‘\ u__lbd‘)(\ 62\_‘5'.}._1]\ AR u__lbd\

A <l ghaall ¢ Ll a3 sl

L) cargr @iy google play.s App store ¢ JS (A5 Sall Sldpdaill cada a3 ]
. B.l;}A L”.i\.i\:u 3ac 8

310 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

&Y 5 el s Al A8 Clipdas Jie Ll 5 AalaiaaWl Al all e Clipdaill Cads D
o e g aliall

Al 45l ARl aasis Y g Gl Jias Y ) cilgdatll Cads 3

sauka) daell aida gl oY) Jiie 8 Agile Ml byl ) gl Cads 4
(g 522

67 I bax diay Sl delain¥) Clally Lalall cliphilly 4l 4l LK 5
Glaay s (B elandaill el gy Cuaid) Al Aalaiua) Lliad e oi M g (gl
s el sale) s culdlaall 3l Al cliphall elli e paall laial sl
O5S I3 Rl & pud 385 Aigall ) (g0 %37 Ay Gk 25 () s Juay
Gl osl) US gl il Ealaa) Jeasdl (e g de sl Lillis i il 4l
e g i I Jgaall jUal 85 4y pend) Clidl) Calida (e (pradiiusall cilia K]
s landail) gy Cuaid) Al L)

(1) Jds
Jganall ciitgl) Giladi cliudat e dalaiul) Llad dagls

"""‘Ad.. adl) .’u_uk

el il gl 55 1 Lo Laal

4aal)

K EWEN]

Cilalaal \ﬁ}ﬁﬁd&]}daaé

;\)..'AS.“ QJAM) 3.9\))”

Lpaedl 550 e Blaal

|9 |n|n|L|o|=H

eay)

A g Al yall Y sl e A DU LaS Sdas Lehilas 5 Lgie il [0 sl a3 5l 9
RS EQRIREILR

App Description Gahill palall Caua sl 3c) 3 o
ALl 5 el Lt ) IS5 gl s ICEN Lpomilind 0] Halll 55 5 0
i)

sl ) e

Gl dalain) el dalal) J ganall Cailedl calinhad (e diged Judailly £3al) Coald
o Lelilat 5 ) il se o gy el Sinsal) O sl Fals A g Al s i,
Trash Tycoon: <Save The Earth <Environment challenge 5 <k 10
Eco Tycoon: Idle Water «Ocean cleaner idle eco tycoon <life simulator

311 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al



Lol i) WLl gy g il (A () ganall gl cilinds’ e (Environmental Gamification) sl qualil) Ciuli o5 cullud

« Go green <Sunshine power <Forest : Focus for productivity <Cleaner
(e dae L 8l gl cladaill el jlsal 35, Clean the sea « Flora — Green ocus

Lean] e

Clall b dadle of Laldl culaay M8 0 40e Jo Y Cuay Golall A e
x i e o 2 el

.Google play sl App store ¢ o IS aslaiin) 5 4l 35 7l 5 o o

Ao il pren 0588 Y Cymy ikl Ly (aiad ) Ayl Ll ¢ 55 0
s aals Jlae b Al

LaadIS 5 4 palai¥) 5l A el cptand) el (gaaly Aalia ()5S 0 @
3S e 5 il Jalgall o ol ) Qi 3OS (pe il cdon
e g o el el e ) il el o) Al i i
L bl ol 455l nlll il 5 e g SIS 5 LKA 5 Al abindl Gy
A byl il ad) il

;aubﬁ\ @lﬁ

e Aalidl clall) Jidas o3 25 sda el by gukill Aael) (ailiadll 35 .Y
Sl sl e olly g s JS5, d5al)

e JS lae L i 2020 ale (e Teds Al all e cliadadll (e (%70) Gl a3 -

Save The s Environment challenge s Forest : Focus for productivity
Lo (g e S Luaad gy cliplaill olli G sl culas Y 85 <Earth

3l 3oL

¥ (2019-2015) »» ¥ (20202025) s

) 20 A gt 33U g S e ((2) S

312 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Lol i) WLl gy g il (A () ganall gl cilinds’ e (Environmental Gamification) sl qualil) Ciuli o5 cullud

dilae kil W maen ()5S (0 a8l o adl Aldail) Al jall il s gl LS -
Y] ez anlll sayg (alil Al e Lebiand pakiuaell Koy G (0100 o
gﬂ@ﬁwﬁww\d&\q&yidﬁgeﬁﬂ&}éuﬂ&ww
}aud\éﬁc\):ﬂﬁ\e)lu\ Aallal) ) cﬁdgg._mmte%ﬂe!dbg;j e Y e
25 s psall ol ain s 5 S5 IS ol ey 5 s aw Anlll i iy 43
Aaalll & Jhal g olial) Hhaiay

Gl agiedia 8 A3l (e L Aalll Aall) e clipdaill (6 (%80) Cuass -
Sunshine Gxkis dxl 17 i 3 Trash Tycoon: Life simulator
Forest : Focus for productivity Gukis ¢l 16w 4l ~Ui 53 power
Al a5 saal 5 Aady clipdaill (e (%20) <SS) i) 8y Al 13 Lealdl i)
e dldy Environment challenge s <Go green sk L 5 Jaié 4, il
CalaaY 8y alledl (5 siae o A Lalaain) JSY) 4 4 5l Al o e
ol W) asd e il daalll dal) e il cile Jlaia) g a2l e 4 2l
Forest : Focus et s hadé (pinlai lac Lo clly g 4y jal) 451l ) seadioy ol agiulle

. Trash Tycoon: Life simulator s for productivity

doulyal) e ciligdatl) e dalial) culall)

20% P 20%
<

[~ ENNEE

o (5-2)
<l (10-6)
B4 (15-11)
4 (20-16)

10%

Ayl e clidail) ye dalial) clall) gy (3) JS&

Qb a5 allall g lay Calide (ga peddinal) Al all Ao cilaphaill Ciaginl o ey -

Al 5 Alal¥ 5 At IS Ay 5 s1 Rl 5 4 3udasY) G e el & 55 O (g

Unie ilandail) @l o LS ey 500 5 drinal) 2all) Lgtiadia 5 4y sand) colalll SIS
A 89 ) el 5 Ay ) 5 b

313 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Lol i) WLl gy g il (A () ganall gl cilinds’ e (Environmental Gamification) sl qualil) Ciuli o5 cullud

S ikl @l e (%90)d Developer Jshall of gl i< S5 -
AL yand ¢adail) Guaad Jaes o @l (el 5 GladY) Jlas B daadic
fiaadie 4S50 2gagl iy anlgl edll 85 5e (e ST Lgfand Q4 el
Environment Guhi duast &4 JlGall By o pghiy Gubill e dgae
Amin Atitallah & e o gl s45 S elld g ol 8 e Challenge

Al de ittt 3 ) ghaal) il il

10%

Hianadic Gl yd

B O 8 () shae

L)) A i aill 5 ) ghaal) ol ) a5 (4) S

2 dam e Al Cagial Jidad i 250 o3 Ul 8y rdaelll Caiad @ Lol
il 1Aty Aalll dagday Caall) ) slaia g 48y 3yl Caslal s aginnla s (e )
r Al il e @iy g duass J5 25 038 yualic J 5l diau s PEGI s _yenl

Al Caalat

- g

120%
100%
80%
60%
40%

20%
g I i

0%
e S 22e 2 pedl gl enll] jglaie Lall] Aand & el il

- JERP [~ JESPEN -\'P_'ai.'ﬂ 3yl [~ JWREN aidl 2yl

Hode ppai @ ppa gisscldl gPEGI3

) 320 Ao et e lal¥) st e gy ( 5) JS

314 2025 s/ ygS) - (1) GBSy @il sl — (Mo Aatad) lEall & gagd Azalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

40358 el Al )l Ae V) (e %690 o dalail) LS (e peaa) 1 e S 230
CrsSi ome D Ry Cua Forest @ Focus for productivity 4os! lae Lad clly
CAelea 34

@Bl anll e Al Al dne Gl (e %70 Caaic) 1AL g 3 el G glad
QQ)AS&AMYQﬂM#}L@J}%\#\C}AEJJ?AM‘MO‘&HLﬁM\
«Forest : Focus for productivity 25 <lall 3 lae lLad elldy cae3U)
ot pmll gl e V) el cadie ) Eua ¢Go green «Sunshine power
Al s Byl 3355 (e W gy sy ) e ja ¥l i)

p( Al (B ) paalsl) Gl ) Ak gl glalal) Ay ey ) caadll jglila Gua (e
Jie iy top — down disl ) el e spgeaill e Qa1 (10 %80 aadic
nsaills Forest : Focus for productivity 4l & <Ll g slall gl
iy qalll e W e 5 Sunshine power 4wl i ol ¥ 5 Cllaaall (5 ol
1= Flora — Green ocus « Go green el Oaddel fa ( qgslall y suaill
Aila A 30 080 1 oaelSl e 5ISE 1 G a5 5 el g sl

) Aalainy) g Al Aalal) el 8 Juadl g slall el o Z3ald) (5 53
Glall 8 Jamdl ()6 el pgeal) o s (3 Y ged ST sl 300 e DU
A pabiall il 3l Al et g pisY!

sl el ald o aaiad g8 88l el 58 App description™ Gkl
Lnidul Hall Ape Cliphil) 488 Gl (PEGI (abill 5 el civiall) dua (e
5 APP Store @_sie e @y PEG] 3 isiaal cand z a5 L35S (%100)
et Llie clidatl) Glli oo lal¥) (5 siae o) daiill &l S35 Google Play
Ae gonne A B Al 4 aa 8 Y 5 ¢ leall Jualay)

N

-

=3

-0

claid) il g oJganall citilgd) Ciliaai pue Al qualil) dansl ) Magf 4é (UG

0a e o lady Aallly Adlaad) jualiad) §al s dall) cldl Aall) cila gia ;o
salag) il Judal) il Luais

G oealll Sl il Al s cadl cAaliad) il clualis Y
ese sn LS ellyy Al amlill sl (e JY1 sl o jliely Al jall Jace Cildatl)
Sl Jsas J) A

315 2025 sraent [ ngH - (1) QDA g a ) sl — DoY) g Aalal) clBNlad) & gasd dnalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

(2) Jo>

A oAl :\.\..,r- Silidatl) ‘,ﬁ Al i) ‘,'Ldi GlaSialiag
34 ) Al Aalain¥) Gl ClSainy | s
%20 Avatar dnal il 4, padiudl dysa | ]
%70 e W AHN 4 e
%10 Blsa pe A
%30 B _pilae dnadlic dadldl | 2
%40 B ile e ddlic
%30 e aa g8 Y
%20 (A3 all) Al Jads il delall | 3
%50 dalll 2 la
%30 il e
%30 uaﬂ\ ey dic M\ L‘\JL.':;)} /&_ll.A:IA:I
%70 cnlll L
%80 2aal 413 Calaaf il alaal | 4
%20 L Jla 32ae

tsbile Ll Jpaal) Sy e eiay

Aariivnall e S A sa DS g 5 Al Al il Canaa gl caadiouall 358
Gua ¢ Cliphill ppeas diagiil aal s lal 5 Jane aa g ¥V adl Gua cciliplail) &
Trash 4l a5 Avatar desl 8l Luads e JSi Al (e %20 2ic)
4 galdll Y deoodyr ol s @3l e e S Eus Tycoon
I OU Al Cua e A el e cilinlail) (e %70 Saaie) gua A duallly
Jasad g Lf\}‘).\SSY\ 2 ) ATl 4 ald Gl (L) Calll cay 2ie e D) e
dadia Ay Al o Lliall aaine 4 siac 58 Suny 5 all &5 aadiisal) aud
252 5 Clean the sea Guhi aig ol Jiial 45 <Save The Eartheulinal) elly
LY alasinly o Agial A% ga aladiuly of g daalll a0 e D 30aaa 4y 08

DKV s Al e e D) anly Glea oliily Galaldl Gl o) &al) (s 53
@A 2l i s Al e Bliad) aaina (e e a 435S ) snid 4l (315 L3 <1 A llad
Ay o)y

L Lo Coandil Al ) Ao il 5 Abail 2l all il Conaia gl rudlial
O b pale sl ddliall e clandaill e 940 Caadic) 28 ¢Audlialy gy Lagd
Cua taalll Jals e Jeadl il e gl A e iy e
The richest players cmedll Juaily 406 4al) e QY Qlef cua
s B Aaldl) Llaill 5 b jadl Al algall dae 5 daalll JA0 e ) sl peuali g
Gubill oo ol sw 4o ¥ G pdlaall il Aal) e skl e %30 paa
dpaly Glapkill e %30x3¢8 o Bl A5 Discord daie A (e gl 4l

_i

-

316 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

A s Y el aa3 il Of Bald) 5 35 il e ) pdlae IS ol g el
Al il e aisy Galll bl A0 e ail

Sy e S e dlaall Jelailly cliplaill (10 %70 Cadia) cardiuall e Jelal)
«Go green «Sunshine power <l e %30 &b &l o S Al 7 )&
il (e (%30) dansiy 51 ilaall Jeliill dua 5 iy ol (3l <Clean the se
Jaly elaiay) dual ) gl se e Lgilaiial Lyl gy b & Jelall olld Jiag
doaial oy il @l mey Clial g o cal jaiasil g &l gy Gudl) a5l 5 Gl
deiicon A e garll agamny G Jeldilly e S Sl by Discord
G e A e Gue 5 dalll (o) shae (o Jelaill XS 5 ¢ general chat (e
bug < nehi Gla jay dalll Jsa 4380 syggestions 5 icons J)
Ll 5 555 e ) Jad 3535 4 2l feedback «Saall e ¢ 3L reports
Onaigall e (e Al pald aaine BlA AU Gudaill @Al Ladl) alasin) of
Adlide Gl g G e Gue Y G Al Gle g gall 2880k 5 Al Jlaall

25> 5 Flora — Green ocus <Forest : Focus for productivity (swas 2 il 5
slBaaYl aa il Jeldll share 48 jlia g Gukill e 48

o e Glesbie dalily cliplill ween cdil Aulll il ) /cilales
Al m ja peie (%30) i) o8y dler oY) G U1 ety sl )
+Jie aalll £ ) Clald Y &l T s (%70) e&\‘g e\da.u.u\ﬂ Aol ‘_g Gladal)
Lalall ( Avatar) 4wzl i@y i dll YA e g ey g paiel) Sllb 3218
oo Wl el ALl i 5 Lelaad e aaiy ) Cangll/ dagall e i ) duallly
Ul @i 5 65 el e Cua s 388 dpa eadll 5 YL Aalall claladl)
Gkl Juess J& App description e padiull

@4.' A Al dae L_I\:J\J\ Glanhl e (%80) u\ C_\L\.ﬂ\ L_\M)\ -daall| alaal
dal yiwy) ddadl) A e e g dalll (seaaa J8 ls.a....u 3aana sl
) Al all Jaiiy 5 Al el cae S glaty s @lld g Caagll J g sl 5 daguall pal
Forest : Focus for 5 Go green (&uhi L 5 Laid agia (%20) 2,805 Leli
Leiiad g Calaal) sy e eI (S5 o productivity

0 Allad ST Al ancan (B (e Calaal) pany Galall b€l of Zalll 5 5ig
On geall ade Al ey LS 4l Guuadl dadyy e al gasd 3l
Al die Cilinlail) gpen b (S0l

-3

-0

317 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Aul ol de cladaill 8 caalll ] 38 plill CidliS sdalaind) qiladi clll Ll
) Jsanll b e s oo 1S el g il Copmlill slagf pa SN el 43

(3) Js
Al Al e cliudatl) L8 dalaiay) ciladi el

3 yiall dguadll Lol i) il LT o
%90 Aaall) Jaly ik, sl 1
%10 A A ik,
%70 Al s ) 2
%10 dals
%10 Tes LSS
%50 cibasl) 3
%0 b glail) 4

ol Lo sl Jganl iy e ey

Lalll Jals k) s e clandaill (e (%90) £lea) gl cisiS ikl
A8l (pe 4iCad Ala ja IS (8 e DU il Al allss JS5 8 () oS5 (e DI jadan]
lly y e M A s LSl Lty GO green dued < il 5 gl (S8 4l b
sl 8 L) 4 Adle Al alalds Jlaguly e dadll dal) A (e
Goshe s adll wdl sl 8 LS alas ) gl ooy Aagiil) Gl 5y Jadll
eiinsall (gl aluiisall o gludl xdail Zedl gl ol Jisall dpaal el

e Gl e (%70) @8l s clipdaill dlle e : Gudail) aladial 3 as
Fliall 5 2l o) g Al Guentill Caaad (i je A (g el 5 Ao Sl
il Al Gl mun g ae a ye s Lalil & Gl A8l Y sl sl
D15 Al Jals algall ol Ley asiy A Al e g il YA (e e DU
O Cre i) IS alasiul Environment challenge desd < juai s aiaad gl Gl
Ghlidl bl oY1 Ol piise 7k A (e @l g Al g dpda) 5 3l il
Gl alasind &5 LS Al 4o 5 pie 283 e D) b bl ) Aabisall 380 el
(e DU Lgiia Al a1 bl 5 uadll o = sl A (e Y] il

e JAA (e Jatd bl el @l Aladiils Trash Tycoon dasl <o sl
afia oA Cpadll (3 gaag 50 Aaline ¥ el of aslll g cllal cilws

Al gl & e U
g st el Al e e s IS pladial Lgle e QY o Baldl s 5
e D) afaa Lﬁl\.\\ LAY 5 3l (a e JUA fpe e D) 4dia Lﬁlﬂ\ BEC) | FPE
Gl e s Environment challenge 4l of @ald) 5 WS dal b
o LS Ll (S 5 il Ul (e e 5l i Lemand Ladd (5 AN

-5

318 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Lol i) WLl gy g il (A () ganall gl cilinds’ e (Environmental Gamification) sl qualil) Ciuli o5 cullud

e Gy dge 65 8 agen Lae dedll a8l & ) o100 Adda <l dine
. A yaa ddlate JS A &l (g gl

a8 (cbaall A dag y Lagd Al jall Ao clipdal pludil il < jedal sclaal)
UM e L;ul.ui J<h clbaadll e Al il A Slapladll (e (%50) Gadie)
S sl e J peanll dagall Jl;.x‘j Ao gl paas g algall (e 2e e
(e e gana a8 Apellld Cilbaatlly (5 Al Cliplal 5 et ol (s (8 s pall 55l
Slie Badse Ayt ) Byt oo Sl 3l G50 Jsla ) s ) Al OIS

O o gm0l slail) A0 Al ol de eIV alaia) axe il ClES s Gl ladl
A Glall Jie s Al cileall aa s sl pandl agaany g (e S

b

e an culiads ) panall Ciilgd) ciliudat e Aalaiad) qulatly Adlaad) jualiad) (LG

prkt Lad () quanill CEN el § g Judatl)

adagi el o) ) e clipdall dlle alaie ) gl i gty Ll o 1Y)
Ghlidl s de) )30 Jed pamall b ol ) el i (%70) 5 bl
sl ol e slaie V) 5 Ja da o sl (A Sed 33V sl el juadll
O msiny kil e (%20) &) cps B oYl Al L e
2 ol Al palall ol Ba (gaa3 ST aaae o e aladie V) a3 dua tladdil)
Al claiiall e, Al sl aladid &3 Environment challenge Guks
Gkt 2 3l 13Sa 4 L) E\AAL.»\ Julsty alal) Lfdaiﬂ J.AAA‘}” Ol g il
L ol i€l g A8l ) e o) oansnd) 5l e alaie YU Sunshine power
Gmbaill Badae dgsa aay Gaadaill Jahy Leany Ol sl aladind 5568 o) Aald) s i
Lae dpradall 2lly Jasi 35 0 V) @l 0 LS e gite o ol aladiin) Jilie & @lla
Al e alaal) ) Lgas lal el () 5 4S8 ac

dandiual) o)) oY)

e e saaa ()l
il

iasi ja pe Baasa ol 4l
Gagally

m e giia ol Sl

Al e clidail) e dasiiuall o)) oY) a5 ((6) JS

_i

319 2025 sraent [ ngH - (1) QDA g a ) sl — DoY) g Aalal) clBNlad) & gasd dnalal) Alaal)



Lol i) WLl gy g il (A () ganall gl cilinds’ e (Environmental Gamification) sl qualil) Ciuli o5 cullud

Al e cliudall 40 Ll il ClS Al JA18 el sl /dal sall
JPATROY

Jal e 28 ailE Aalil (%70) @l s lld g liplail) Al ucial sdal pally daild
A J sl maday Lag 40l J e sl 5 0 jladly ol Lo e oo D) o ety il
A o e p N e Bl dal ja Bl in o ikt (%30) el ol G A
&LILUL:.A/J;\JA dac LA‘; dun_i PAPXE DY «_\L’J‘}“

Al (e dalll ol jer 48 Jadlly o) Al clapdadll cadial sdalpall Gl e
JSE 8 Jalsall i yxs 5aa Save The Earth gk :Sied Clia J< Jal
OSally sl e A puai B Qe gl IS O Cuny il g sl
3y A dalall p= e e adde) Trash Tycoon: life simulator (i

B

a5 Gl o s Al yall Aie Clipdaill wuan of il < jelal sdal gal) Al
el 3 yaad ¢dalpall ol o pulal 0S8 aaiad Leld Y 1 dal by Al
JEEY) a€a ails slhadl Ll sae e Jaeanlls I A jal e e
Ll Al Al el

Gob e e s e cliphill Al cail dalll JA addicall aa8 ) pdisa
Py clgran (A oD mad Al dal@l) dae cles g Aoalll Al e DI a0 4 je
ikl G i) i 8 Buia Jal e xs dalily Jabydl i e
Gy ) e1aVG dasi yy Lagd oo ) gl 1) Guantl) sy Cililanyl) (i e
an )| A zunge sa LS @lldg Eco-problems sl ECO-indicators sasse cuss
;&?JL"J\ &;\\Tyﬂ\

dall) il gia

30%

B s el Al

Hs b dad aa g Y

70%

A ) Age clidail) 8 GiladY) Cly giasa grida g (7) JS&

-

320 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

(8 Aandiuaall Baxetall Ll ) QST £ 55 peilinl) S s andiunal) Baxeital) Lailus o))
o LS el dall) L)

Ay Sl pasaill (%100) Aty Clapkill ea Cueadiul e gall)
Al COSE Jsm o sleal 75y Allly Lalal) cildatly Al man st
Ledslas

(%90) Ay &350l Hseall Lala s ) suall o cliphill pes Gaaie] 3 ) gall
2585 sanll elly ddrgion 52 il g gansally sanill Aagda ) 5LE el
(%10) Ay A 5 ) 9ua pla230G Environment challenge Gsnks

ASa Jie el g dualll 3 A8 jall e (%90) @8l s cililail) dulle e 148 jal)
o= (%10) O o> 4 «Ocean cleaner idle eco tycoon dwsl & caull
Environment challenge (i sa 5 dalll Jala 4 jall padind ol Jads cildpdatl)

il 5 laiiad GldleY b sad 8 spadll cliplail) aladin) jeasil ; gl
Ll pen 8oy Lo 535 Lelands e U (e 5 A

Ul Sl sl g LS el

102%
100%
98%
96%
94%
92%
90%
88%
86%
84%

Wl

Banasial] Iafl ol

Al e clidait) 8 daddiieial) 3amial) Jailu gl g ((8) JSi

Jalad i 2all o328 ) 8y Aalll A G ot oA alaiacal) DDgiaY) Jaad Add slay)
Sl L) xs Al DY) Ala pe g Laallly A haial) Aalain) Ayl dayla
alaiced) & L) i 2 se g daadl) Al Lpaaly e DU £ LEY Dae day ) alxiudll

r Al il e @l g luads J A5 o2 jualic 5l Al s

321 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

aldicial) Mgy Jaal

90%

80% ™

70% Hic i Llad

60% g

50% i el gl

40% 1 1 1.1 1
u‘._._..a.l.] & g

30% “
w2

20% ) _

10% [~ PERE e

0% e LaaZIS

Aoaiayl Ulosd Dl dls e aagiadl Y

Al Le laly) bl ye Lgd 7 9 sall Dlgia) Dbl g ga (9) J8&

s e Gl (Sl as )l e ey

Loy Gl dlle Hlaia) Jaladll il CdS slgd (§ gesall dalin) Ll dahs
Trash Tycoon: life simulator 4l Jis 4 Jlasw A dalll anadty (%80)
i) Bale) Al caila s sl sale) 5 colilaial) 351y Al e i3S
e laie V) 5 AaUAl @D aui 5 8 bV L) ¢l g 1) o AY) Lliadl) il

Sl 55 il g olaall e Laliald) Gyl g de ) 30y uanll Al g a2aial) A8

Wi ¢ 4% Save The Earth<Environment challenge (fuki 2l
e dardl o 388 e Lagia JS 1S 238 (9420) Aty o) Ll A1) dalain)
el (s il all S e e it g JalSie JS5 & ol (il Al (s shad

il o gLl el A
Lad s Al Al de cliphill e (%20) of bl ekl ceblgin) Ua s
o= sl Aa e e Uil B Sunshine power s Environment challenge
A (g el Ll (snemill A 5 Aall JSUiay Al 25 4 jma o adiiue (3181 Gll3
Aol G Lo bl Gl andily gl Ala e ikl dulle Cuial s
o e M LA e Jaal s Ade sl Ay 318 e @l (%70) daaty JuadY)
Save The dwl a5 (%10 ) Ay @8l 5l 3 adl) & gl 5 ¢ Lall 138 3 agl g0

andil oM il 3 3 e g5 sdl) | seal) e dualll Cibaad a3 3 Earth

N

-

322 2025 szt [ 581 - (1g) 05D g ) 2aad) — Y 5 sl lBSlal) & gl dpalal) Al



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Al s Al dna Claiie o) b Jie alvie ol sloy 4@ oL edl) 1810 b
L e ac) )b

SV e Y dlle 5 5 Al )l Ae ikl Jalad sl ciagionad) Y
G a1 Jie (%40) Ay lld g dpal 38 Ll (8 e ) aBaay gl Sl
GIAL cada HaY) ey G all) (s el SN A gl < b5l 5 laall g 4l
A Gila )5 ey Amnd) L) e o5 30 5 48 ks Tpaaly oD 520 &)
oo gala®Y) JY 5 Al Y G peall Gl ik (e (%40) Cacia)
nodi Bale) Al A die Dad gabaill il aabiay Al 350 jall ol 5 Sa
o il ol Jaa) ol sl vle sl i) Wl a ¢Say ails il
LAl clelia

(%20) 4w Go greens Trash Tycoon: life simulator awks 3,80
Aoludl Gy Cpeadivall gLEY ol JYL palall Jiadl e sl

d}d}d\.} c&iS‘)!\} L;‘\:\.J\ uuaﬂ\ L (ga e pue d)x; (e Sy C.a.a.a\} ce\w\
PRCRPRION ]

Slaal] (poriinsadl i Ghlad s A3dl) 38 ) (85 sl a4 sluald
Al Juend Jines Gkl Lede Sl 01 sl s Cua o ollig Al o

tsoh WS @y claylail)
dalain¥) lall Caliplai 463
90%
80%
70% m4.0-4.2
60% m43-4.6
0,
0% 47-4.9
40%
B 500k- 1M
30% :
5 0% BEM-5M1 o= Sl
(+]

L0 M-10M5 s <

0%

1 _;};.1.'.] AT _:,.1..;.1.'.] o

A Al De lall) it anlli a9 (10 ) JS&

323 2025 sraent [ ngH - (1) QDA g a ) sl — DoY) g Aalal) clBNlad) & gasd dnalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

by Lo ) ) a1 (e ey

Gy agialle glat 28 48 je il Jee e Al ) Lie ciliplaill gpes 3la
pl A o @l 8 b clipdaill (e (%10) O s (& 4.5 Jae (%70)
A ad S el Aalll &y i85 Eco Tycoon: Idle water cleanerisd 2 54.0
38 bl 8 &5 ey ) sed aeday (5 s 48] slay ol U5 2024 ple 483U
Laa 5 aasii Aol e cliphaill (a5 (%20) @oola 28 Joliall o ¢ shaill 5 Cypanil)
4.9 ) Laganssi Sla 5 28 Flora — Green s Sunshine power (s&uhs

Ao kil Greadiuall Jiasd Jare ) 5 388 Gudaill Jresd Jaray 3laty Lasd
AN ey Halad oy ols %80 duis by addiiin G salas Al 500 (e Al
e ke 10 Jstad A Forest : Focus for productivity (siwdad 4 (s sa
Jreaidglee (jsala 3 ) 5lad 53l Flora — Green ocus s «Jwas

e Jul 25a 5 Gpeaiinall Clal¥) Al Apdla 5,0 Aagiil) olli of Laldl 5 i
Lt ) 8 A e Ll A58l ) el gl dpanl ae i LS

N

-

2]l dalad) ilisl) Addlia

388 senall Cailed) e Aalain) Caladl clisdas Jaead Y ara g L) Al jall i
Osles Gl 500 o Lo Al Al due Cliplaill Gueadivadl Juaad Jasa &5l 58
Gsle 10 Cpeadind) 232 H5lad Glall Gamy s %80 Ay clldy it
Lo e Al ells gy il e Lgspaf g colipdail) el 4ila Sy Las a2iise
sbae of Caumgl ) (Mulcahy, R. F., etal, 2021) s 4l <ol
axe Lgpal sealill o seda o AR 5 alviveall DY) Aads (§ g S Clgdatl)
Llail A& Y il juiad e 5 0l Laal Gl o a5 138 5 ¢randiad) (e jus
" Lgediies lia

67 &) baxe Jas il 5 dalain¥) lally dalal) clidadl) of ) Al ol cila s
Cae 55 35 20206l i Leia (%70) ) &8 38 (Jdaill @l ghad ooy Nie) (gada
Ali Cadagi a5 uSay Lo sp g colipdatll ol Ly cuaia) 1) dalaiaY) Ll
Guillen, G., & 4wln e @lld Gy ) Ll (3 gl Cunlill doad) i
Gl e Al alvivall @MY ikl of @Sl A (Hamari, J. 2024)
JERER g oS

Glall gl L cuaial ) Aelain¥) Ll g o6 Al &l Ciaa
A al cmmgl J (Boneu, S.etal, 2022 4wl o 45Si L sa s cdalainy)
sbuall (3L} s A8kl Diginl Q8 8 Jsenad) Cailgdl Glall clipdai alasial
Al e 2l alaial Aald) ilaaY s G alrial) JaEl) saly s ee )20 g
e bl 25 A laxe Jaay Allg o enill sale) 5 laliall 3 )y dpady Cildpladl)

324 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Gl s st a S 3855 ki Al Al o Rl (6 iy Gl 67
sl Bale) Apsd e Aal i) ol il Aas sl A

Ll W) Jaenill Al Al ) Ao clipdaill ()5S (g pe ) o adl ) (e i @
Loty Taan Lol LaS Al Jada gy IS5 paiill de gdaall jualindl (e apaall L
Gakail) J20s Gl e 222l sl (e a2l e 4l =il LS Alble) (i ye o
Craddinl Cam ¢l jall Aalll aadius culS Lo Tl asf V) 3 17 ) Jaa 8 30
385 35 8 el o A pall de clipdaily a1 e %90 o Jalail) il (aiS @
ol sl S (Mandujano, G. G., etal. 2021 ) dul s daiill elli ¢ yud
Uy dallae 480y g alel Ll iy el alll Jaks (e U 4 dl) Al
) Al el 5 ) Caagd Ll s L oagie JSG ALY JSY) il ciasl
) hiall allall 8 aaY) Jysla i Ciany il jaly ALl & e S & i

el sl e Al Jae cliadaill (8 GladY) (e 970 35S 55 il LS @
Jazy a5 W oy il jualic ddla) Jie Cla¥) b o ginadl & s
S Cpeadiiiall gal ddslall dpedlall 3ol ) e

top — Jinl N el 0e) olall Lpsail) e cliukill e %90 Ciicls o
Crial el aen L) il S el sl sl Jie @ll35 (down
arend Cuulia Ll i 5 dae D Wil | PEGI 3 Clyia can & 5 3lSlae lalis
Ao yead) laal)

GIE,Y) Joa e Glesles 4alily e 4l )l Jae cliplaill apes Cids) o
Glagled SIS 5 Gl gisall i) e agiSad Al g L al 5V iy S cilagladill
A Dl Ao pilal) adls e @l of Baldl 5 55 (a1 dra sadll
Al AMr, M. M., &) 4l 50 45581 e s 5 48 jlaall daiall o (e g (Gaakall alasiiny
.( Almaiah, M. A. 2020

Seiadl Lalll Jah Gl @i e cliphill aen glaa) il ciiS LS o
) o ) Al i) Sl e ol ab 308 55 (e ae e 435 (e DU
S alai skl (pSay Laa Andl) a8l ) 8 Sy cilipdatl) an apad oy it
alviveall & slull xial 4pa8) gl ) Siaall 4paaY anlll (5 shae @l ) g dalainl) Giladly
(Aguiar-Castillo, et.al, 2019) 4wl 43l) il Lo ae Gl 5 5 addiall (sl
s ( Tancredi, C., et.al, 2025 ) 4wl 35 (2017 ¢ et 2 s0na) 4l jag
S aliy o o gld) Gaia & Canelill Dai) yind aladiiad d3llad o)) e LGS
et.al, ) 4wl o Cilialy dpal i) o Adda (4S8 Sl s () 5 daadlll Ja

325 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

S (i) a8l ) Aalainl) i 8 d@aall s o (Sun, S., 2022
8 peS sl Agiia A QLiS) (g (padiiaal) (R cdpual S8 5 2l sl G 3 50a])
.l 5y allal)

il e DU AN 4 5el) e ikl e %70 slaie) A )l w2l Caua gl o
s AV 2l aladinly 4 pald Gl oL Galll o2y e e B e a3
dpal il Apadd o dlae W) & L 1ol ygall gl s aadiuad) sl Jaaas
Lalll Jd (e 320ae Calaal d5as e ikl (e (%80) Caeals . Avatar
) s A e e U e i La |l alge (S 8 @l 5 L ) ae D) e

Ll s s DA (e daalll 7 )la (Sl (e M) pe Jeliilly Gl e Cudial o
Jeliilly (anill ial cua 3 Dscord sl elaia¥l dual sill #8) sa e Lilaiial
SN a5 cledaly Ak j0 2 ga g A e @lld 5 (920) dpmsiy Aaalll by il
b e ) s Jeldll of sl iy . bl Gl dullad ) daglall )
el Ty Gl Jaaly aaigal) e (e Al pald adine GlAT (5 a
Kumar, A., etal, ) ) 5y Al o ) Lo g Aol Cile g gall S8l
(2021

Cliplatl) 8 Laladdial Cuelil) i J81 LlS s gladll 5 clpaaitll of gl ciiS o
aigh al Cpa A liglal) @lls 8 Copan JS8 clall aladial 23 28 ) jall Ja
A ¢ orand) slull 3aiad (8 la 550 (e ae )l ol gleally Gl colglail) ells
By Cpeddiuall 33inay Lila jualiall Glli |y ol Lalll (g ) she o) Balll 55
3sa 58 Cawagl A (2016 clalle (s5he) A0 Aagiill olli e cdlia)
Gany A day B Al Gaeadiiadl al caall Adlall 304 ) Gl ga s Cilaas
free-to-play 4de Gl Lo sas dalll JlSiny ke e ads ) GlalY)
Jadatl Anlag ¥l el LI culipadl) Alle aladiul il WS business model
LS Aalull YL Dl & L)y ((%70) ) el Aoy (ppeadindl
Jahall o sl Lewal s ClalYU AalAl) ddlaall pealiall e cilinlaill 28K e
b i < gl Ao a3 A jally a gaill s ) sallS saneial) Lailu gl
c laplaill e

Y i adbiie JS s daedl Gl gie/dal e il liglas 4818 o il i< o
Gl g Gl s giwall Jlinl 50 B G siue () a5 aaill aadiuall (Ko
Al (e ginlle Gl LS calll (4 ) painll o iy cae D) iai)
) s UK & Jalall

bl ady e dulHall Jae ikl dglle 3 53 ) sanaal) Jilad il Casia sl @
dalie 4ali) A e (%70) Aty SVl &l o g axiisall (g2l sl

326 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

Cedl o iy ciland aity el L)l i) ULl £88ey (e U
All A2l 4y jidal ) gem LGNS Ladl) o8l gl b i

G Gl Y e Gl dlle 38 55 A Hall de colipdaill Jilail) il cdliS
@BV Y axiiul JE) 8 (%40) dasiy Ll 58Y) Dl 8 e D) dany
calrinsall bl 5iatl adly (g8l 435S a2 (%20) Sl Y dndy Cuna JS
cla g S (Guillén, G. M., et.al. 2022 ) 4w 0 diaia gl Lo ae 380 Le 58
Jdl) alaainy) 4_33“;; Slaplail) Gl ye Ugae ) alvisal Dlgiy) ol S
3 Agnaiaall Gl U Jliy e 15305 (el JSG Al e Ul o ) sall
) @l G sl 5 5y 5l Mg Cls jlas (3o LlaBY) CanlSall
Cunlil) Apadl yin) jealie Cadasi e dulall Jae GlalY) ik 58 53 (s
raliall g ol il Saalinn g i 8 Jiat 3l 5 el alatusall o gl 4 il
Morschheuser, P. 4wl )X 4le ol jall caadil L ga g anllly dialald) ddlaall
45 (Bayuk, J., & Altobello, S. A. 2019) 425 ( C.etal, 2022)

.( Quariachi, T., et.al, 2020)

Al Al Cilua g

GAJS &«._Irydﬂ\ :\A.u\)lu\ ‘_Ac 08l Aty LL\M ;Ug_g HML e\.a'.'\.ﬁ‘}.;\ 3 )9 pa
sl sole) e mlie (oS Alaly Cumy ol a3 abely deid) lase
Adlal) J.\...'LJSJ @L\A\ ‘)..3:':_"\3\‘5

SAall e Gue DU AS e el A sl 3l Jie edil ale <l i e |

sl Al 38l S aaity Al A (ine I3 s drian algall Jaag )
Aoadl
ey el alasind s asbaill Gua e dallly dals Al daa dgal s areal

@85l S Apallll ) b il slaa Gpani e lld s dundl gl bl ae JalSA

Sy A IS (A Gl sl B pn e padtiudl oS tallall J s
@4)3\ SUAl Léjmﬂ\

Gl glat s laat dga g egudatll A1 e ) il Jeld 3 sa g Al sle)

Dl o Blaadl g dall) 5 5Y) jeaic Adla) adld (e @lld 0¥ e G
el 8 e SU)

Ll el i aa) g8 ) cilasil) 5l e cilgad) (e dpaedl C o slail)

c-wcjgwﬁ\ﬂgg‘)}k.adﬁﬁls‘ﬁﬁcw\.JSGJ\JAI\MY\‘_AQSJAQ\?JQ}A

1

3

327 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

e B lis ol ) i) alasiin) Jlae 8 A jadl &gadl e 2y 3l 6l sal
A 2l &S aeadiiadll

Lo yall 5 alhoiosall S gLl yapaill Jalal g cpperiiiveall adl g Candl 4aS il 3 ¢l ja)
Aty Glall cilindas il

S il A Jsesal) Cailgd) liphi e Gl camlil) Gl Alad sl
. - .S... a:"j ..ﬁ\‘j

328 2025 sraent [ ngH - (1) QDA g a ) sl — DoY) g Aalal) clBNlad) & gasd dnalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

::\.«ubﬂ\ &\JA

(1) Torres-Toukoumidis, A., Leon, D. V., De-Santis, A., & Lopez-Lbpez, P. C.
(2022). Gamification in ecology-oriented mobile applications—typologies and
purposes. Societies, 12(2), Available online @ https://www.mdpi.com/2075-
4698/12/2/42.

(2) Yu, J. J, Hu, J. J., Jiang, W., & Walters, G. (2024). Not just a game:
understanding eco-gamification in sustainable destination development.
Journal of Hospitality and Tourism Management, 60, 11-12.

(3) Huang, M., Saleh, M. S. M., & Zolkepli, I. A. (2024). The moderating effect of
environmental gamification on the relationship between social media marketing
and consumer-brand engagement: A case study of Ant Forest Gen Z users.
Heliyon, 10(4). Available online@
https://www.sciencedirect.com/science/article/pii/S2405844024019790

835 (G caaldl dhsiul 1 (2021) Oede a8 & pdl Ges sl de s laed) (4)

Alaal) 4 sy 2alll sl & Ao giall Als pall ldUal Adafall Zgmdlall Apatiy ol Al Jrasil)

23-22 (1)3 A9 A aalaill 40 5

(5 ) Hamari, J., & Koivisto, J. (2015). Why do people use gamification services?.
International journal of information management, 35(4), 419-431.

(6 )Chen, Y., & Cai, D. (2019). Ant forest through the haze: A case study of
gamified participatory pro-environmental communication in China. J, 2(4),
Available online @ https://www.mdpi.com/2571-8800/2/4/30

408 A Balidl) 8 Cplalall o 3 a8 (8 cunlill 53 (2025) piallre sion & LG50 (7)

160-158,(1)9 ,<abud) ddsta daala- 33Ul g Aalpud)

(8) Latif, O. L. I. A. (2024). The Impact of Using Some Gamification Strategies on
EFL Prospective Teachers’ Vocabulary Learning and Class Engagement.(39)3,
385-388

(9) Zhang, Q., & Anwar, M. A. (2025). Leveraging gamification technology to
motivate environmentally responsible behavior: An empirical examination of
Ant Forest. Decision Sciences, 56(1), 25-49.

Gl yealing papeadll @l yuiall & jiie il ) (2019) 23he Gl & el (10
91-77 ,(22)5 ,Ase 53l A 3l c¥la (& Gigagl) Alaa g ST alal) i A 4 il
(11) Guillén, G. M., Galeote, D. F., Sicevic, N., Hamari, J., & Quist, J. (2022).
Gamified apps for sustainable consumption: A systematic review, GamiFIN
Conference 2022 .Vol. 3147, 135-145. (CEUR Workshop Proceedings).

http://ceur-ws.org/Vol-3147/

(12) Guillen, G., & Hamari, J. (2024). Live and Let Die-Battle Stories of Gamified
Sustainable Consumption App Creators. Simulation & Gaming, 55(3), 384-
386.

(13) Mulcahy, R. F., McAndrew, R., Russell-Bennett, R., & lacobucci, D. (2021).
“Game on!” Pushing consumer buttons to change sustainable behavior: a
gamification field study. European Journal of Marketing, 55(10), 2612.

329 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)


https://www.mdpi.com/2571-8800/2/4/30
http://ceur-ws.org/Vol-3147/

Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

(14) Morschheuser, P. C., Alt, R., Sachse, S., & Morschheuser, B. (2022).
Gamifying Sustainable Behavior at Work: Results from an Experiment with a
Corporate Gamification App. Available online@
https://aisel.aisnet.org/cgi/viewcontent.cgi?article=1439&context=isd2014

(15) Sipone, S., Abella, V., Rojo, M., & Moura, J. L. (2025). Gamification and
player type: Relationships of the HEXAD model with the learning experience.
Journal of New Approaches in Educational Research, 14(1), 13-14.

dae Jeladl) (Bley) aliad gUEY) Gaad 8 cualill 90 (12021) 2sene 7520 Ll < i (16)

921 ¢uala aae Alady) agladl g ) gl g 3 jland)

b Laa il 5 (dalal) / <l Lall) canmlil) Aot iy (plaai (2020) & dlae o clba o) Al (17)

L2l siSi L gad agilaladl s ddau giall dla jall 2a30 ool ) damdla g sl jall Juaail) dpai

101-100 .45¢ «igagg bl 2 - Ay sl

s A Gapnll (3 el QAN £ B zisal (2017) e b dsens s sl (18)

381-3770a 0= 2¢, 25z Ay gl aslad) Ay paall Cladal) cilardl

(19 )Tancredi, C., Presta, R., Mancuso, L., & Montanari, R. (2025). Enhancing
Mobile App Development for Sustainability: Designing and Evaluating the
SBAM Design Cards. Sustainability, 17(6), Awvailable Online@
https://www.mdpi.com/2071-1050/17/6/2352

(20) Sun, Y., & Xing, J. (2022). The impact of gamification motivation on green
consumption behavior—an empirical study based on ant forest. Sustainability,
15(1), available online @https://www.nature.com/articles/s41598-023-48835-
6.pdf

A gt Ao S Wy 535 S Gl Clall e L) 5 lalazind” 5(2016) .o sbu siad) Jlalls (21)

59:66 < 2016.5 MY 9 dalad) cilBMal) & gad dpalal) Alaal) " Aaa

(22 ) Bayuk, J., & Altobello, S. A. (2019). Can gamification improve financial
behavior? The moderating role of app expertise. International Journal of
Bank Marketing, 37(4), 954-955.

(23) Huber, M. Z., & Hilty, L. M. (2015). Gamification and sustainable
consumption: overcoming the limitations of persuasive technologies. In ICT
innovations for sustainability .pp12-15

(24) Huang, C. K., Chen, C. D., & Liu, Y. T. (2019). To stay or not to stay?
Discontinuance intention of gamification apps. Information Technology &
People, 32(6), 1423-1445.

(25) Aguiar-Castillo, L., Clavijo-Rodriguez, A., De Saa-Perez, P., & Perez-
Jimenez, R. (2019). Gamification as an approach to promote tourist recycling
behavior. Sustainability, 11(8), 13-14.

(26) Al Amri, M. M., & Almaiah, M. A. (2020). The use of mobile gamification
technology for sustainability learning in Saudi higher education. Int. J, 9,8241.

Sl calll 5 (2023) Glma) dsene & el ale sie A juali 6l jul Raldl) (27)

214 o pa (2)7 bl Ade daala-(3aUAN g Aabaad) A0S e i) o gl daliin) e

15

330 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al


https://aisel.aisnet.org/cgi/viewcontent.cgi?article=1439&context=isd2014
https://www.mdpi.com/2071-1050/17/6/2352

Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

(28) De Canio, F., Fuentes-Blasco, M., & Martinelli, E. (2021). Engaging shoppers
through mobile apps: the role of gamification. International Journal of Retail
& Distribution Management, 49(7), 934.

(29) Ouariachi, T., Li, C. Y., & Elving, W. J. (2020). Gamification approaches for
education and engagement on pro-environmental behaviors: Searching for best
practices. Sustainability, 12(11), 10.

(30) Whittaker, L., Mulcahy, R., & Russell-Bennett, R. (2021). ‘Go with the
flow’for gamification and sustainability marketing. International Journal of
Information Management, 61,29-31.

Gl el 3148 il (2019), pxiallie dens 3 gena 0 Mhue 5 (liany 3 sana call (31)

630228 3,70 3Rl g dalpad) A3l8 Ala (g pomnall alond) 2midll

(32) Oke, A. E., Aliu, J., Tunji-Olayeni, P., & Abayomi, T. (2024). Application of
gamification for sustainable construction: an evaluation of the challenges.
Construction Innovation, 24(4), 1079-1980.

(33) Souza, V. S., Marques, S. R. B. D. V., & Verissimo, M. (2020). How can
gamification contribute to achieve SDGs? Exploring the opportunities and
challenges of ecogamification for tourism. Journal of Hospitality and
Tourism Technology, 11(2), 270-271.

(34) Johnson, D., Horton, E., Mulcahy, R., & Foth, M. (2017). Gamification and
serious games

within the domain of domestic energy consumption: A systematic review.
Renewable

and  Sustainable  Energy  Reviews, 73, Available online @
https://www.sciencedirect.com/science/article/abs/pii/S1364032117301478.

(35 )Shevchuk, N K., & Oinas-Kukkonen, H. (2019). Adoption of gamified
persuasive systems to encourage sustainable behaviors: Interplay between
perceived persuasiveness and cognitive absorption. In International Conference
on Information Systems ICIS 2019 Proceedings, Dec 15-18, Munich, Germany.
Association for Information Systems. Available
online@https://oulurepo.oulu.fi/bitstream/handle/10024/28697/nbnfi-
fe202001172423.pdf?sequence=1&isAllowed=y

(36) Lin, C. W, Chien, C. Y., Ou Yang, C. P., & Mao, T. Y. (2022). Encouraging
sustainable consumption through gamification in a branded app: A study on
consumers’ behavioral perspective. Sustainability, 15(1), 10.

(37 )Mulcahy, Rory, Russell-Bennett, Rebekah, & lacobucci, Dawn , (2020),
Designing gamified apps for sustainable consumption: A field study, Journal of
Business Research, 106, pp. 17-16

Lea il 5 (Llal / el il capelill gl yiuY cphaai (2020) A& dlae (p mlla ol 3l (38)
L s agilalad) s das giad) s yall 2a3 Al SladY) Al ol ol Jaeanl) duas S
101-100 .45¢ & gaq g Sl 3 - Ay sl L gl 5iS3

331 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

(39) Douglas, B. D., & Brauer, M. (2021). Gamification to prevent climate change:
A review of games and apps for sustainability. Current opinion in psychology,
42, p 92.

(40) Huang, M., Mohamad Saleh, M. S., & Zolkepli, I. A. (2023). The moderating
effect of green advertising on the relationship between gamification and
sustainable consumption behavior: A case study of the Ant Forest social media
app. Sustainability, 15(4), p10-11.

(41)Boncu, S., Candel, O. S., & Popa, N. L. (2022). Gameful green: a systematic
review on the use of serious computer games and gamified mobile apps to foster
pro-environmental information, attitudes and behaviors. Sustainability, 14(16),
pl6-17.

Y] el ae dalaill i (2023) o 32 A2, & Calh neall ne Ba | salaa (42

23 G, 41(4). Ly padll dlaa . Slaal) s &) il & gl e g 5 y<IY)

(43) Negrusa, A. L., Toader, V., Sofica, A., Tutunea, M. F., & Rus, R. V. (2015).
Exploring gamification techniques and applications for sustainable
tourism. Sustainability, 7(8), 11160-111809.

(44) Rosenlund, J., Helmefalk, M., Stenfelt, S., & Palmquist, A. (2025). Levelling
up the Recycling Experience: Gamification of Recycling through an Innovative
Recycling Station. Circular Economy and Sustainability, 5(3), 1983-2007.

(45) Mandujano, G. G., Quist, J., & Hamari, J. (2021). Gamification of backcasting
for sustainability: The development of the gameful backcasting framework
(GAMEBACK). Journal of Cleaner Production, 302 , available online@
https://www.sciencedirect.com/science/article/pii/S0959652621008295.

(46) Kumar, A., Sowdamini, T., Manocha, S., & Pujari, P. (2021). Gamification as
a Sustainable Tool for HR Managers. Acta Universitatis Bohemiae
Meridionales, 24(2).available online @
https://pdfs.semanticscholar.org/8fee/dec50136¢9131679e428be097c8a6fe0693f
pdf

(47) Dogan-Siidas, H., Kara, A., & Karaca, E. (2023). Effects of gamified mobile
apps on purchase intentions and word-of-mouth engagement: Implications for
sustainability behavior. Sustainability, 15(13), p13.

(48) D'Arco, M., & Marino, V. (2022). Environmental citizenship behavior and
sustainability apps: An empirical investigation. Transforming Government:
People, Process and Policy, 16(2),197.

(49) Ouariachi, T., Li, C. Y., & Elving, W. J. (2020). Gamification approaches for
education and engagement on pro-environmental behaviors: Searching for best
practices. Sustainability, 12(11), 11.

(50) Sun, S., Wang, Z., Wu, Q., & Wang, W. (2022). Research on incentive
mechanism and evaluation of gamification application for sustainable
consumption in the context of China. Frontiers in Sustainability, 3, 11-12.

332 2025 et/ pgS) - (1) QBN g gl dand) — DoY) g dalad) cBMlad) & gl Apalal) Alaal)



Aol Ll g g il B ) ganall ciilgd) i’ e (Environmental Gamification) (il quadill G 53 cadlad

(51) Alves, L., Faria, P. M., Cruz, E. F., Lopes, S. I., & Rosado da Cruz, A. M.
(2023). Eco-gamification platform to promote consumers’ engagement in the
textile and clothing circular value chain. Sustainability, 15(6), 23.

(52) Gerber, A., Ulrich, M., Wager, F. X., Roca-Puigros, M., Gongalves, J. S., &
Wager, P. (2021). Games on climate change: Identifying development potentials
through advanced classification and game characteristics mapping.
Sustainability, 13(4), Available online @bhttps://www.mdpi.com/2071-
1050/13/4/1997.

S .(2017) pen & Jsdl a2 el e eall de Db A0 e 3 a2 a2 el ) (53

Juial (52l a1 aliall dpai 8 A5 S laaddll e dadldl) 45 IV SlalY) apea

) 181-179 ,(47) 4 i) Ay Al & gy Alaa i)

gainal) Ao Lo lal) e g5 A5 Y ClalY) dale (2019) 3ond & A8 555 (54)

62-55 (2)2 Al g

(55) Bansch, Jurgen. (2019). PEGI, the European System of Harmonised Age
Ratings for Video Games.289-295. 10.1007/978-3-658-27395-8_19.

b i) o A8 A g yiS) aled Ay apenall - 84 23 5a3 (2021]) Lo Axad g skl (56)

109,(1)3 e 9 ASIY) aadatill 438 gal) Alaall | Cunlil) ppanai julaa o gua

(57) Attia, S., Saad, A., & Mohamed, R. (2024). Exploring Gamification as a Tool
for Enhancing Employee Training Effectiveness in Tourism Companies. The
Scientific Journal of the Faculty of Tourism and Hotels, Alexandria
University, 21(1), 82.

ilasdl 55 ySIY) Gaguiill (& cumlil) aadinY e zisail (2017) e 2sene sl (58)

438-363 ,2, s sl p pled] 4 ymall Cilaalall

(59 )Mandujano, G. G., Galeote, D. F., Sicevic, N., Hamari, J., & Quist, J. (2022).
Gamified apps for sustainable consumption: A systematic review. In
International GamiFIN Conference .136-141.

2 OpaSanal) Baluad) (ha (y gandaal) Julali 5 jlaie) assal af(¥)
B_alEl daala (Do YA (Dle W) 5 Aalall Bl ansdy aclusall LY ) yie a2 24 1
Bl daala ¢adle W) 4SS (Sle W) g dalal) 8Dl aniy ao Lsall 300 dalad lay) 24,1

333 2025 amst | 15 - (1g) DLy M 238l — Y1 Al Bl & gl Fyalal) Al


https://www.mdpi.com/2071-1050/13/4/1997
https://www.mdpi.com/2071-1050/13/4/1997

