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Abstract

Under the background of the deep integration of digital economy and low-carbon transformation,
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e-commerce platforms have reshaped users’ green consumption behavior mode with the help of
gamification tools, which has become a cutting-edge issue in the digital transformation of environ-
mental governance. This paper focuses on the internal logic of gamification on e-commerce plat-
forms to promote users’ green consumption behavior, and takes Ant Forest as a research sample to
systematically sort out the relevant theoretical veins and practical experiences. The study aims to
reveal how gamification elements influence users’ decision-making through the triple mechanism
of cognitive remodeling, emotional connection and behavioral reinforcement, and at the same time,
analyze the structural contradictions in the current practice, so as to provide theoretical references
for the improvement of platform governance and policy design.
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