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The Context

Speed at What Cost?

Quick commerce prioritizes instant 
delivery over sustainability

Disposable packaging dominates 
every order

Perishable inventory losses 
compound waste

No system to close the loop



Initial Exploration

Two Paths

Food adulteration detection

Waste management 
systems

Common Problem

System level issues which can’t 
be solved with design 
interventions. These were 
Neither scalable nor 
implementable.

My Design Constraint

How might we create a scalable, implementable solution without 
additional hardware?



Project’s Approach

1

In Depth Research

Primary & Secondary sources, 
Interviews, observations, surveys

2

Stakeholder Mapping

Blinkit users, delivery personnel, 
warehouse workers, Consumers, More.

3

Focus on Real Behavior

Observed actions over stated 
preferences

Converge

Deliver

Converge

Define
Diverge

Discover
Diverge

Develop



Research Evidence: Secondary



Research Evidence: Primary



Research Evidence: On Site Interviews



Affinity & Stakeholder Maps

high
Waste Impact Feedback
Smart Packaging (QR, 
tracking)
Batch Consumption 
Nudges

Waste Ledger

Expiry-Driven Discount

Default Nudging

Micro Clearance 
Windows

Time vs Cost Slider

feasability

low

Packaging-Free Delivery
Subscription, 
low waste tier milkman loop

Deposit-based 
reusable packaging 
option

Flexible + Packaging 
Loop

Driver 
Incentivization Layer

low effectiveness

high

Stakeholder Analysis using Categorization and Power-Interest 
Mapping

Consumers
TV Media 

Households/Families
PepsiCo/ITC Nestle

Low income individuals
Kirana Stores/Small Shops

Students
Blinkit/Instamart/BigBasket

Gym Coaches
Zomato/Swiggy

Farmers

Low Power, High Interest High Power, High InterestUPF

GOI & Ministries 
Hospitals

FSSAI
Colleges

HealthCare Providers
Insurance Companies

NGOs/Awareness Groups

Low Power, Low Interest High Power, Low Interest



Personas
Arun Mehta
Age: 21 
Occupation: College Student 
Location: UPES Boys Hostel Resident

Orders from Blinkit 3-5 times a week, usually 
late at night or between classes. Prioritizes 
speed and convenience over long-term 
thinking. Frequently disposes of delivery 
packaging immediately after unpacking.

Goals

 Fast deliveries with minimal friction

 Affordable ordering experience

 Simple reward systems that don’t require extra effort


Frustrations

 Packaging piles up quickly in hostel rooms

 Sustainability efforts feel inconvenient or performative

 Would not go out of the way to recycle packaging


Behaviors

 Uses UPI and digital wallets regularly

 Responds positively to cashback/reward systems

 Makes fast purchasing decisions without much reflection


Key Insight

Arun is not against sustainable behavior. He simply will not adopt 
systems that add friction to his existing routine.

Rajesh Kumar
Age: 38 
Occupation: Warehouse Operations Manager 
Location: Bidholi Fulfillment Center

Manages packaging inventory, delivery 
coordination, and operational efficiency 
within a quick-commerce warehouse. 
Constantly balances speed, cost, and 
workflow optimization.

Goals

Reduce packaging procurement costs

 Maintain fast delivery operations

 Minimize operational disruptions


Frustrations

 High daily packaging waste

 No structured reuse pipeline

 Additional hardware or manual verification increases complexity


Behaviors

 Prefers systems integrated into existing workflows

 Evaluates ideas based on scalability and operational cost

 Prioritizes efficiency over experimentation


Key Insight

Rajesh values sustainability only when it aligns with operational 
efficiency and does not slow down the fulfillment process.



Key Findings

Perishable Waste

Unsold goods go to waste daily

No Reuse System

No infrastructure for recovery

15-Minute Lifecycle

Paper bags used once, then discarded

Habit-Driven Decisions

Users act quickly without reflection



Three Key Insights

1 Waste is behavioral, 
More than just supply

2 Users lack visibility

The problem lives in daily 
choices, not production

Users don't resist sustainability, 
But they don't see the impact

3 No feedback loop 
exists

The system offers no mechanism 
for reuse



Problem Definition

Quick commerce systems currently lack real-time behavioral 
interventions to reduce packaging waste



How Might We

Influence user demand in 
real time to reduce 
reliance on disposable 
packaging?
Using existing delivery flows and digital wallets to create a seamless return system



Bag Return System Concept

Receive Wallet Credit

₹1–2 per bag added to Blinkit WalletUser Returns Bags

Hand paper bags to delivery partner 
during next order

No new hardware required, Integrates with existing delivery infrastructure

System Reuses Packaging

Bags routed back to warehouse for 
reuse



UX Principles Applied

UX Principle

Feedback

Application in the System

Users receive instant wallet credits after successful bag returns

Affordance Clear “Return Bags” prompts guide users during delivery

Consistency Existing Blinkit delivery flow and UI patterns are preserved

Visibility of System Status Users can see return confirmation and wallet updates immediately

Accessibility of Action No additional app, hardware, or separate trip is required



Why This Can Work

User Benefits

Incentivized behavior through wallet 
credit

Zero extra effort required

Business Benefits

Increases wallet usage and stickiness

Improves retention and repeat orders

System Benefits

Reduces packaging demand

Introduces reuse feedback loop

Small interventions make system-level impact



Different Modalities At Play
A combination of digital, physical and behavioral layers.

Camera for QR Code

Uses  camera as a built in sensor for 
bag verification

Does not require additional new 
hardware, lowering acquisition cost.

Physical Touch

Direct handover of bags between 
user and delivery partner

Tangible, low-friction interaction 
beyond the screen

Exchange of commodity

Bags returned in exchange for wallet 
credits

Converts waste into perceived value, 
driving repeat behavior



The Prototype
#BLK7821

Order

Drop at

UPES Boys Hostel, Bidholi Campus
1.2 km

Rohan Bisht
Boys Hostel · Floor 2

R

Items (6) Verify before handover

₹54

₹45

₹19

₹40

₹56

₹50

₹264

Amul Taaza Toned Milk
500 ml × 2

Britannia Brown Bread
400 g × 1

Fresh Tomato
500 g × 1

Lay's Magic Masala
52 g × 2

Maggi Noodles
70 g × 4

Mother Dairy Curd
400 g × 1

Order total

Bags returned 1 · great

Did customer return bags?

Yes No

How many?

−
bag

1 +

Condition

✨ 👍 🚫
Great Average Bad

+ Scan bag QR codes (1 pre-scanned)

Mark as Delivered

Home Scan Orders Profile



Reflections & Learnings

This project helped me understand that multimodal interaction is not limited to 
screens, but also includes physical actions, behavioral incentives, and human-
assisted workflows. Through research, stakeholder analysis, prototyping, and 
testing, the solution evolved into a more practical and scalable system rather than 
just a conceptual idea.



The process also strengthened my understanding of UX principles, usability, 
interaction flow, and user-centered design. By combining research, multimodal 
interaction techniques, and iterative prototyping, the project aligns with the course 
focus on designing meaningful and usable interaction systems.



Thank you.

Small intervention, system-level impact. Eco Contributions.


