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Designing a connected user loop: 

Plan → Buy → Store → Cook → Eat → Reflect

INTRODUCTION

Food tracking apps usually work in isolation (shopping list, pantry, recipe book, meal log), 
which means users have to enter the same data multiple times. This can lead to fatigue 
and abandonment. Furthermore, the lack of connection between habits prevents 
continuous feedback that could motivate behaviour change. The European FOODMISSION 
project proposes a connected loop (Plan → Buy → Store → Cook → Eat → Reflect) that 
integrates all phases, reduces manual input, and provides non-punitive, personalised 
feedback to improve sustainable food literacy.

SOLUTION
The FOODMISSION platform implements a system where a single action feeds multiple

sections:

● Plan → Buy → Store: Items checked off the shopping list are automatically added to

the virtual pantry.

● Store → Cook: The recipe book recommends dishes based on available pantry

ingredients.

● Cook → Eat: When logging a meal, ingredients are automatically deducted from the

pantry.

● Eat → Reflect: A dashboard visualises health metrics, carbon footprint, and food

waste. A virtual pet (Nutri) shows progress bars (health, sustainability, knowledge)

and provides contextual, supportive messages (e.g., "you have items nearing

expiry").

● Waste loop: Discarded or expired items are logged as waste, updating the

dashboard and offering reduction tips.

This loop eliminates duplicate entries (a purchase updates the pantry; a meal deducts

inventory) and turns each action into continuous learning.
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PRACTICAL IMPLICATION & BENEFITS
For end users: Time savings, understandable feedback (e.g., "you saved 30 litres of water"),

integrated reflection (spot waste patterns), and positive motivation (the pet encourages, never

judges).

For practitioners: Enables behaviour-change interventions based on the complete cycle and

facilitates non-intrusive citizen science data collection.

• User loop design

• Behaviour change

• Gamification

• Food waste reduction

• Food sustainability

• Citizen science



PR
AC

TI
CE

 A
BS

TR
AC

T 

FOODMISSION is an EU-funded 

project supporting the 

European Green Deal and Farm 

to Fork Strategy. 

PARTNERSHIP

ABOUT FOODMISSION

FOODMISSION is an EU-funded project supporting the

European Green Deal and Farm to Fork Strategy. Its goal is to

empower citizens with the knowledge and tools to make

informed, healthy, and sustainable food choices. Through

gamification, citizen science, and education, the project

investigates food behaviors, exploring what drives sustainable

practices and how to foster lasting change.

For more information, visit Foodmision website and follow

us on social media.

@foodmission

www.foodmission.eu

Views and opinions expressed are however those

of the author(s) only and do not necessarily reflect

those of the European Union or the European

Research Executive Agency. Neither the European

Union nor the granting authority can be held

responsible for them.

PRACTICAL RECOMMENDATIONS

FURTHER INFORMATION:

• Project brochure

• Contact form

Use the pantry as the central hub. Connect it to the recipe book (recipes using what you have) and

to the shopping list (what you need). Provides immediate utility.

Design a single data entry that feeds multiple modules. A receipt scan should update the

shopping list, pantry, and expiry dates. Avoid duplicate entries.

Translate abstract metrics into everyday examples. Not "2 kg CO₂", but "like not driving 10 km".

Use visual comparisons (water = showers). Improves understanding and motivation.

Design the loop with replicability to other domains in mind. Transfer the modular components

(planning → action → reflection) to energy management, responsible consumption, sustainable

mobility, etc. Maximises impact beyond food.


