
Foodtopia
Do you value your food? What do you feel while throwing away food?

Have you ever talked to a tomato?

Who are we?
We are three students from the Estonian 
Academy of Arts and Tallinn University of 
Technology. We all like to cook, for friends 
or alone, so we buy a lot of fresh vegeta-
bles. This inevitably leads to us having to 
decide which product to buy, how to store 
it  and when and how to prepare it. But as 
we humans are, we sometimes forget our 
food, and the fast pace of life in our urba-
nized landscape produces more ideas and 
thoughts than we can remember. Our Food-
topia concept helps and accompanies you 
in this process and makes it simpler for you 
to make the right decisions step by step. 

Much has changed in our digital age. 
Through it, the science fiction of the past is 
becoming reality, making more impossible 
things possible every day. The wave of the 
digital age is strong, surely no one doubts 
that. It has brought us many problems, but 

also benefits and opportunities. We can‘t 
stop the growth, but to solve new prob-
lems, we can use new tools to shape rea-
lity and create solutions.  Is that possible? 

Problem description
The share of food waste in households1) is 
the highest at 42%. Over our interviews we 
gain many key insights. We know that no one 
intentionally throws away their food, but 
it is because of the condition of the food 
when it becomes unfit for consumption that 
it must be discarded. The storage and plan-
ning are the touchpoints we focussed be-
cause among all the interviews these factors 
were the most common. Even if you buy as 
per your prepared list, the items in your sto-
rage will only be fit for consumption until a 
certain date. Many times we forget what we 
have in our closed shelves and in the refri-
gerator. And this detached relationship with 
our food is the major problem.

1)  https://envir.ee/en/news/study-residents-estonia-throw- 
     away-almost-eu-63-million-worth-food



Exisiting solutions
The environmental agencies and other 
organizations have initiated quite a few 
methods and habits which could save food 
from going into the garbage. Here are the 
few methods2) :

    • Plan your diet in prior
    • Buy only what you need
    • Store food wisely
    • Give attention to “Best before”/
      ”use by” details
    • Use as ingredient or consume leftovers
    • Make compost from the waste in 
      the kitchen

These primary ways are formulated in or-
der to reduce household food waste but 
they are not implemented by everyone to 
fulfill the mission. The solutions have been 
taught to the people over different medi-
ums like news, videos, workshops and edu-
cational materials. After all these efforts, the 
numbers don’t show any improvements.

Technology background

Our solution uses immersive technology 
(Mixed Reality)3)  to create a medium for food 
and humans to interact. The interaction is 
based on Natural Language Processing (NLP) 
and the food personas are self learning mo-
dules for each user. Keeping the high stan-

dards of pri-
vacy, no data 
will be por-
ted to exter-
nal sources 
since the 
whole ob-
jective of the 
product is to 
connect hu-
mans to food 
and create a 
healthy re-
lat ionship. 

The user needs to wear smart glasses and 
choose the food he would like to take. The 
memory of each food is retained as a me-
mory block so every time a user buys food 
and brings home, they will restore previous 
interaction.

How can you use our concept
The concept of Foodtopia is divided into dif-
ferent interacting parts. 
The first interaction with the food takes 
place at your home after buying it. It is the 
“Greeting” phase, so like when humans meet 
for the first time, the consumer and the food 
have to get to know each other. Hence they 
say hello and the food can explain where it 
comes from and how to store it correctly. If 
desired, the conversation can go further in 
depth and the food can explain what kind of 
food it is, give guidance on how to distingu-
ish between good and bad quality and even 
tell about its historical background. 

The second interaction occurs after a few 
hours or days have passed. At that point the 
interaction is started by the consumer. When 
the consumer wants to cook or eat the food, 
she may ask whether this is the right time to 
consume it or whether more time needs to 
pass to reach the perfect state of ripeness. 
Also, whether it must reach a certain tempe-
rature to fully develop its flavor properties. 

The third interaction initiates from the food 
and reminds the consumer to eat or cook it 
soon. This alarm prevents food from being 
forgotten and then being spoiled.
In the second and third interactions, the 
food can be asked to recommend recipes or 
give inspiration for cooking. Thus, the con-
sumer is motivated to cook and eat the food 
without wasting time searching for recipes. 

All interactions are customized by an algo-
rithm that analyses the consumer‘s perso-
nality and adapts the characteristics of the 
talking food to them. Accordingly, food can 

3)  https://techcrunch.com/2017/12/25/how-augmented-and-
     virtual-reality-will-reshape-the-food-industry/

2)  https://ec.europa.eu/food/safety/food_waste/eu-food-loss- 
    waste-prevention-hub/eu-member-state-page/show/EE



have different moods, ranging from formal 
and educational to friendly and fun. It can 
even have surprising qualities or be sad or 
angry. The relationship is based on human 
relationships and can develop over time. For 
this reason it can detect the most efficient 
way to become your friend and that you 
take them seriously. Do you need someone 
to judge you when you throw the tomatoes 
away again and so you have to feel guilty not 
to do it again? Or does it work better if it mo-
tivates and kindly reminds you? 

As mentioned earlier, the food cannot „die“ 
when it is consumed. Therefore, the consu-
mer can simply pick up where she left off 
last time and constantly improve the rela-
tionship with the food.

Applying the concept and further 
development
Since interaction is at the center of our con-
cept, we looked at it very closely. To find 
out which type of interaction is best suited 
for Foodtopia, we conducted various expe-
riments. The aim was to create a knowled-
ge exchange with food and consumers. The 
question was: How? Can the food communi-
cate with light that changes its color? Or do 
the different locations of the food give infor-
mation about the state of ripeness? Is there 
music that plays different genres depending 
on the situation and thus expresses the cur-
rent mood of the food? We saw that there 
are endless possibilities to realize this com-
munication. In the end, we decided to hu-
manize the food and thereby assign human 
characteristics to it. As such, the food can 
speak in the English language, has a whole 
spectrum of emotions from sad to excited to 
motivating, and can build an individual rela-
tionship with the user over time.

How it changes your life
A variety of effects can be observed when ap-
plying this concept. Firstly, because the user 
has a close relationship with the food, there 
is less food waste. The consumer knows the 
value of this food, as she knows how much 

energy, water and time was needed for its 
production, and therefore treats it more re-
spectfully. In addition, the food itself sends 
a reminder to eat it at the right time, so it is 
almost impossible to forget and let the food 
spoil.

Secondly, not only will the food waste be 
eliminated but people will change their ha-
bits of consumption. People will make more 
aware decisions while buying their food, 
they now know the individual stories of their 
new food friends and of course only want the 
best for them. As a result, some alimentary 
companies have to change their production 
methods, otherwise their products will no 
longer be bought. Furthermore, people will 
start growing their own food to have com-
plete control over the process.

Future work
As this project was created in the context of 
speculative design, there are some aspects 
where technology may not be advanced 
enough today to realize the whole concept. 
Nevertheless, parts of the design have al-
ready inspired people to interact with their 
food differently. Food awareness by itself can 
make a big difference, and we look forward 
to bringing Foodtopia to life soon, when the 
appropriate technology is in place.
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