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Structurally legible data


Existing visualisation framework


Waste is physically present in student life


Connects behaviour, infrastructure, contractors, reporting


Institutional relevance


Positioned between individual action and systemic responsibilit

Initial Research
Why Waste?
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All other streams combined
5.2%





General Non-Hazardous Waste IC
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Dry Mixed Recycling IC
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General Waste Dry (no organics)
8.2%





Food Processing Waste IC 
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Non-Infected Sanitary Waste IC
5.4%



 General Waste Wet (with organics) 
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Ual Waste overview:
total waste generated: 909.48 tonnes
General Non-Hazardous Waste IC | 532.93 | 
Dry Mixed Recycling IC | 128.76 | 
General Waste Dry (no organics) | 74.36 | 
Food Processing Waste IC | 53.89 |
Non-Infected Sanitary Waste IC | 49.40 | 
General Waste Wet (with organics) | 22.46 | 
All other streams combined | ~47.68 |
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IDEA 1 — Decision Tree oo

ame-based narrativ

eaders make choices at each structural laye

eects system stages: generation → stream 

→ coordination → contractor → treatmen

rong decisions epose hidden dependencies


estarting builds systemic understandin

IDEA  — Coordination am

Players take on institutional roles


Five rounds under increasing waste pressur

Individual benet vs collective stabilit

ystem may collapse despite rational decisions


eveals structural misalignment

IDEA 3 — Digital Campaign


Data-driven awareness campaign (“909.48”)


Pop-ups, widgets, live counters, calculator tools


Visualises tonnage and reduction scenarios


Call to action: collective percentage reduction


Focus on visibility and behavioural nudge

€First Divergent Idea

Sara Xu46

Why we moved on:
	"	Idea 1 focused on individual navigation through a system.
	"	Idea 3 focused on data visibility and behavioural nudges.
	"	Neither fully addressed collective coordination in real space.

™ The project shifted toward a structured workshop that stages the waste network as a shared, physical system.
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From Crit to Research Question
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Visibility is not Coordination
Digital campaign ideas increased exposure, but did not alter how the system is understood.







Awareness is not Infrastructure
Students may know the numbers,
but the network behind waste remains invisible.







Communication 
must become Experience
The issue is not lack of information,
but lack of systemic comprehension.







Research Question

How can graphic communication translate institutional waste data into an experiential understanding of waste as a coordinated system?







Latour (1986)
Visualisation is powerful not because it shows data, but because it allows distant systems to be gathered, stabilised, and argued over.









Meadows (2008)
Systemic change requires understanding structures, feedback loops, and interdependencies, not isolated data.









The focus shifted from communication to educational intervention. The workshop stages waste as a coordinated system, guiding participants from institutional scale to segregation, circulation, and finally individual agency.
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Field Research & User Insight
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Key Findings
Most students do not know where waste goes after disposal
909.48 tonnes is not a known figure
Confusion around bin categories
Low engagement with Moodle-based communication
Higher interest in physical, collective formats
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The Waste Workshop Kit reorganises UALˇs waste data into a structured experience that participants can move through and understand. It includes:

Website
It act as the main framework, guiding users through stages of generation, classification, treatment, and outcome to reveal how these processes connect.

Mini lectures

Digital games
Itˇs designed to test and reinforce this knowledge. They translate lecture content into interactive decisions and scenarios

Handbook

Interactive building cards 
Used as a workshop installation. Each card represents data from a major waste category. When assembled together, the full set forms a physical representation of UAL's 909 tonnes of annual waste. 



















The Workshop Kit


Link to access the website
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https://909workshopkit.netlify.app/
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Introduction to UALˇs total waste and its main streams.
Participants encounter the scale through the physical installation and break it down into tangible units.



Workshop structure
Segment 1 � 909 Tonnes
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Workshop structure
Segment 1 � 909 Tonnes


For visual language is used system of interconnected dots and arrows. The dots represent different actors within the waste system. Each colour represent a specific type of waste, the back shows the percentage and number of tonnes the waste. The cards are printed on seed paper so they can be taken away and planted. This keeps the material temporary and prevents the installation itself from becoming another static object.



Detail of the cards Physical installation. image created by AI

Methods of contextualising Mar, 2026



Sara Xu52

Understanding waste categories through a sorting activity. Classification becomes a test of structural knowledge.

Workshop
Segment 2 � Segregation
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Exploring institutional reuse pathways. Participants trace how materials circulate instead of being discarded.

Workshop
Segment 3 � Reuse
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A practical toolkit situates individual actions within the wider system.The zine has a a7 format, with everyday suggestions for participants.

We need to focus on one strong core idea and develop it more deeply. ˝909˛ could become a clearer and more consistent symbol across all outputs.
The project could also concentrate on one high-waste space at CSM and design a more direct, hands-on activity there, possibly using real waste materials.
Finally, the digital kit and physical installation should be more integrated, so the online experience clearly supports and extends the physical workshop.



Workshop
Segment 4 � What Can You Do?


Reflection and improvement
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