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Short info on Problem

Every year, about 8 million tons of plastic waste escapes into the oceans 
from coastal nations. That’s the equivalent of setting five garbage bags full 

of trash on every foot of coastline around the world.



The Problem
Globally there is 1 million single-use water bottles sold every minute. 
Approximately 80% of this plastic ends up in landfills or the ocean. With 
this number only expected to grow, the effect of this ‘Single-Use’ mentality 
is expected to be detrimental to both the environment and our physical 
health. With each bottle leaking harmful chemicals into our environment, 
when it is decomposing and the effects its already causing marine life, a 
change in our behavior is needed badly. Their has been a growth in sales 
for reusable water bottles in recent years as there is more awareness 
of the problem. Although there is growth in sales, the number of single 
use bottles being sold is still growing. A reusable water bottle seems to 
be the best replacement at present. Although the solution may seem 
simple, many people struggle to change to a reusable water bottle. The 

main cause being their habit. 

My vision for Bottle Buddy is to create a device which will increase 
the use of a reusable water bottles by removing some of the common            
struggles with using one. Ultimately reducing the number of single use 

bottles getting bought. 

100,000 marine animals die from getting entangled in plastic yearly. 1 in 3 marine mammal species 
get found entangled in litter, 12-14,000 tons of plastic are ingested by North Pacific fish yearly.





SolutionA load sensor paired with the companion app       
provides real-time water consumption tracking, which 

will keep your progress throughout the day

You’ll never forget your bottle again, with the smart 
device, it will recognize when your forgetting to bring 

your bottle and remind you instantly 

The use of a impact resistant material on the    bottle 
buddy’s sleeve allows it to provide impact protection 

for the water bottle

Use of an LED strip light will provide notification to 
the user of their drinking progress, paired with the 
companion app, you’ll never forget to stay hydrated 

throughout the day 



The App



Design ProcessDesign Process
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Empathise Empathise 
To gain a better understanding of the problem, I carried out 
extensive research on the problem of plastic water bottle pol-
lution. Firstly, I carried out numerous interviews which was fol-
lowed up with observations of the problem. I observed beaches 
across the south east of Ireland which witness washed up plastic 
on a daily basis. This allowed me to empathize with the problem 
and showed me the extent of the issue. To re-enforce some of 
my findings, I held surrey’s on the issue and look into peoples       

behavior around the topic.



User Investigation User Investigation 

To help design a more relevant product, I began by research-
ing into existing solutions to single use plastic bottles. From 
here,  I conducted a series of interviews on the problem 
area and the eixisting solutions. Following this, I went out 
and observed some users in their daily habits to gain some 
key insights into the problem. The meaning of this research 
was to get a better understanding of the different interac-
tions users have with single-use plastic bottles. To validate 
my insights, I conducted a survey to  gauge the problem 

from multiple different users.



1 million single-use water bottles sold every minute. Approx-
imately 80% of this plastic ends up in landfills or the ocean. An 
obvious solution is to stop using this single-use plastic and 
switch to reusable bottles, however, these pose new challeng-
es for users. Through exploration I found many challenges us-

ers face, from switching to reusable bottles.

Although there is many issues which users face, a re-occur-
ring challenge I identified is people struggling to simply change 
their habits and remember to bring it with them instead of 
buying water wherever they go. While many people have tried 
to switch to one, only about 36% of people interviewed carry it 
with them regularly, and many of these even forget to bring it 
sometimes. Existing solutions do not meet the peoples needs. 
There is a gap in the market to provide a device which can re-
mind users to bring their bottle with them and to meet their 

other needs.

The Problem The Problem



DefineDefine 

Firstly I accumulated the infromation from my interviews and surveys 
to help define the problems that I found. Followed up by observsa-
tions to further define them. To help get a better understanding of 
the gap in the market, I conducted some market analysis and looked 

into some competitors  offering products associated with the 
problem area.



Market Analysis Market Analysis 
The global smart water bottle market size is projected 
to reach USD 48.7 Million by 2025. With more people 
making a conscious effort to be healthier and more 
eco-friendly, both the reusable water bottle market 
and the smart water bottle market is expected to grow 
exponentially in coming years. This is helped by the 
growing trend of mellenials and Gen Z are willing to 

pay more for sustainable goods. 

In the US, its estimated that people spend approx. 
$1,460 annually on bottled water. With the Bottle Bud-
dy expected to cost not even 1/10 of that, it will both 

cut down on cost and pollution. 



IdeateIdeate

Beginning with sketching and some rapid prototyping, I quickly 
started to ideate some concepts which would tackle the prob-
lem area in different ways. I narrowed it down to one which I 
believed had the best promise. From here I followed up with 
some CAD models and started to get further developed 3D 
prints which helped with sizing and fitting of electrical com-
ponents. While prototyping, continual testing with some users 

helped me validate the design.



SKETCHINGSKETCHING 





PrototypePrototype
To explore the size and shape of the concept, I started off by creating simple models using pa-
per and then foam. Once I was satisfied with the general direction, I began to creating some CAD 
models and 3D printing them. This allowed me to get a precise idea of the shape and size the 
concept needed to be. After defining this, I then looked toward the components which would be 
needed to create the device, this dictated the devices size to some degree. Finally I started on my 

final prototype with the new information I had gathered through prototyping and testing. 

Design and prototyping of the app which would be needed to operate the device happened 
along side my product prototyping. I started off with screen designs and progressed with creating      

wireframes which were then tested by users. 
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TestTest
Testing of my prototypes throughout this project was key 
to its development. Although testing with a wide range of                                 
users was not possible due to covid, I still managed to test 
the prototypes with family and some friends. With feedback 
that was given through each iteration of the device taken 
on board, I developed the final protoype to met the needs 
of the users. Finally, I aslo met with a wider audience over 
meetings online and allowed people to give feedback on the 

final prototype which would be taken on board. 



Prototype TestingPrototype Testing



App TestingApp Testing



Thank You Thank You 

EMAIL: gavinmorris2210@gmail.com

PH: +353 872881989

Gavin Morris

Contact me


