
FROM WASTE TO AWARENESS: 
T H E  P O W E R  O F  I N F O R M A T I O N  D E S I G N  I N  C I R C U L A R  E D U C A T I O N

Global Context: A System Under Pressure

Results / C A S E  S T U D Y  MEXICO
Daily Habits That Need Redesign

Mexico generates approximately 120,128 tonnes of urban solid 
waste daily, equating to 944 grams per person per day. 

The composition of waste at the national level 
is divided into three main categories:

Recoverable (31.55%) / Organic (46.42%) / Other (22.03%).
Only 6.2% of organic waste is properly treated.

Public Awareness and Circular Practices
A C C O R D I N G  T O  T H E  2 0 2 4  M I T O F S K Y  S U R V E Y

- Only 22.3% of Mexicans recognize the term 
“circular economy”, mostly among youth (18–29).

- Yet, over 70% regularly reduce, reuse and recycle materials.
- Waste separation is more common at home (51.3%) 

than at work (33.4%) or school (24.1%).

- The 30–49 age group shows the highest 
engagement in circular habits.

	 Designing to inform

The global waste crisis underscores the urgent 
need for a transition from linear consumption 

models to circular economies. Information 
design plays a pivotal role in this shift by 
translating complex environmental data 

into accessible, actionable insights, thereby 
fostering sustainable behaviours.

    Objectives
- Show how information design 
drives circular behaviours.
- Make global and local waste 
challenges visible and understandable.
	 - Use Mexico as a case study for 
	 data-informed design impact.
	 - Promote environmental literacy 	
	 through visual and editorial tools.

In 2020, the world generated 2.24 billion tonnes 
of waste—expected to reach 3.88 billion by 2050. 
Since the 1950s, only 9% of plastic waste has been 

recycled; most ends up in landfills or nature.

Information design turns complex data into clear 
messages that support better decisions and circular 
habits. Examples include:

“What Goes Where” (Canada): A mobile app providing 
visual guidance for proper waste sorting, leading to 
a 40% increase in recycling participation.
“Recycling Simplified” (USA): An infographic-based 
campaign that reduced recycling contamination by 27%.
Educational Visuals (Netherlands): Interactive materials 
used in schools to teach circular economy concepts, 
supporting the country’s goal of full circularity by 2050.

    Methodology
- Analysed global and national waste data 
(World Bank, INEGI, SEMARNAT).
- Incorporated insights from the 2024 
MITOFSKY survey on recycling 
behaviours in Mexico.
- Reviewed case studies of effective visual 
communication in sustainability.
- Applied information design strategies to 
educate diverse audiences across platforms.

     In the face of global waste and climate challenges, 
the transition to a circular economy requires not only 
new systems of production—but new ways of thinking. 
Information design plays a critical role in shaping 
environmental understanding and behaviour by 
transforming complex data into clear, actionable content 
that supports everyday sustainable decisions.

- Main barriers include lack of information (39.8%), 
interest (28.5%) and infrastructure (22%).

61% prefer recycled packaging; 
74% believe it helps protect the environment.

C
on
cl
us
io
ns      In the face of environmental challenges and systemic waste issues, 

designers are uniquely positioned to translate complex data into 
meaningful narratives that inform, engage and mobilize society.
By making circular practices such as waste separation, reuse and 
reduction visible and understandable, visual communication becomes 
a bridge between policy, infrastructure and daily decision-making.

- Embed circular principles in digital media and outreach campaigns through information design.
- Create editorial and visual tools that explain how daily habits affect the environment.
- Adapt content using transmedia strategies to enhance urban engagement and maximize local impact.

Information design 
is more than a tool
— IT IS A 
RESPONSIBILITY. 
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