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“Motivate Everyone to Throw Away” Trash Box

SHUN ASAI™T  MASATAKA IMURA™

Abstract: In recent years, the garbage problem has been gathering attention owing to the growing global demands for resources.
Especially littering is a familiar garbage problem and can be reduced by rise of people's consciousness of throwing trash into trash
boxes. In this study, we propose the trash system to entertain throwing the trashes away. In the proposed system, throwing the
trashes brings the growth of virtual characters. The system motivates people to throw away trash by providing points not only to
the person who discards but also to neighboring people around the trash box.
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Fig.2 Implementation System
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Fig.3 Implementation of Dumping Recognition
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Fig.4 Trash Box with Damping Recognition
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Fig.5 Virtual Character
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Fig.6 Face Change of Virtual Character
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