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Abstract

In an era where the oceans, rivers, and canals play a crucial role, the protection
of marine environments has become paramount. To promptly detect illegal dumping
of waste at sea, I have designed a marine pollution monitoring system consisting of
buoys and drones. The buoys are equipped with sensors to detect pollutants, while
drones are responsible for receiving and transmitting data. Once the data is brought
back to land and displayed on screens, it immediately shows the status of each buoy
and issues alerts. This system aims to enhance the efficiency of preventing and
responding to illegal dumping of waste at sea.
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