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Thrill of discovery and
 doing a good deed 

Upcycling

After taking part in the hackthon "Code4Green", Berlin 2018, and working on an 
idea that didn't have a strong business ground,in my opinion, I began exploring a 
new solution for prolonging the life cycle of objects.

Imagine you have something you don’t want anymore or that is broken - a phone, 
a laptop, a fridge, a couch. What can you do with it? Just throw it away? The 
garbage pile will grow bigger. Leave it on the street for somebody to pick it up? It 
looks messy. Store it? Could work for a while, but it will be obsolete and 
completely useless by the time you have no more space in the basement, and you 
need to consider what to do with it.

Context

Create two native apps, one for Apple 
Store and one for Google Play, that 
offer a better solution for extending 
the life cycle of products. 

Challenge

At the hackathon I interviewed participants whether they had experienced the 
thrills of moving to another city and what happened with their kitchen equipment. 
Since all were interested in an option to get rid of unwanted objects easily, after 
the event I started to list actions that could help delaying the death of a product 
and its dismissal to the garbage bin. I came up with six paths: recycle, donate, sell, 
upgrade/repair, repurpose and exchange.

Next I started to look at what other apps are offering. Studying the competition 
revealed that people can sell or donate used products on eBay, find repair shops 
or recycling facilities on Google maps, use Geev or GiveNow to donate stuff that 
they don’t need or find ideas for repurposing on Pinterest.

So, what if all these options would be available in one place? Would this make 
things easier when people want to get rid of something? I tested the concept with 
a few friends and they all supported the idea. 

Research

Next I looked more closely at what 
others were doing.  

In order to extend the life cycle of a product, the app will intermediate 
connection. Users can choose to donate an object to somebody who needs it 
(reaching out to more than just friends) or they can choose to repair or upgraded 
it, if it's the case, and find a store or a person who offers this service. They can 
also choose to repurpose it, when, for example, it has a sentimental value,, or 
exchange it for a new thing from a store (buy back). 

 The monetization of the app will involve a fee paid by stores that advertise their 
buy back options and by those who offer repair services. Moreover, a premium 
membership option will give the posibility to connect with offers that haven't 
been matched with our request by the system and to receive notifications when 
something the users are looking for becomes available. For the first 20% of the 
users of an area this membership is free. Contacting businesses will remain free.

In terms of rewards that come randomly to hoock the users to open the app, the 
repurposing section will provide a platform for showing creativity and will be a 
source of new content generated by the users.

Solution

To better grasp the needs of users I 
created four personas: Mark who is 
going to study in another city, Cindy 
who will move with his partner next 
week, John who wants a bigger fridge 
and Sophie who bought a swimming 
suit that is too big and forgot to send it 
back.

Next, the minimum lovable product 
and user flow focused the first low 
fidelity wireframes.

Design logic

The first main idea that I took into 
consideration when designing was to 
make it as easy as possible to add 
something for donation. When users 
have an account, they can add a basic 
offer or request with four clicks.

Secondly, the Add screen that allows 
users to add a donation, a request, an 
exchange offer, an idea or a repair 
request has the same layout as the 
Home screen that allows discovery in 
those categories, the underlying 
concept being that  users are familiar 
and orientation takes a lot less.

The third concept that I applied refers 
to the growing attention given to video 
as a medium for transmitting 
information. A short 1 minute video of 
the offer will give a better impression 
of the object in question.

Lastly, the name of the app, Upcycle, is coupled with the logo that is round, reinforcing the idea of cycle. 
Moreover, the animation I designed for the splash screen shows a tiny ball that gets bigger and then tiny, 
moving round. 
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Results

In this stage I have finished the high 
fidelity wireframes  and build two 
prototypes in Invision that I have sent 
out for testing to iPhone and Android 
users. I have also build the animation 
for the splash screen in Flinto. 

Feedback:
“Funny to say but I was sure 
this app had something to do 
with nature or farms... After 
reading the requests I 
understand that it is general 
offering, exchanging etc. “

Action:
Created on boarding screens

Feedback:
“Add hierarchy at the top. 
Center Berlin”. “I like that you 
can look around without 
signing in". “Change pictures"

Actions:
Kept only location at the top 
in favour of bigger space for 
pictures. Changed pictures

Feedback:
“Subtitle too big”. “Email not 
aligned with line". “Go is easier 
to understand (Android)."

Actions:
Decreased size of title. Aligned 
the "Email" field. Changed the 
icon for "go" (Andoid).  

Feedback:
“I like how you set this up for 
adding photos." "The green 
button feels disconnected 
from the rest” (iPhone)

Action:
Moved the button “Done" 
closer to the rest of the 
information.

In addition, at the end I've added three screens for messaging and, since the intial 
colors didn't offer a good contrast on white for the messaging requirements, I've 
twicked the category colors a bit and replaced the images in the Home screen to fit 
better the new colors. Also, as I noticed that "you have an object that you don't 
need" sounded too formal, I've change it to "you have something that you don't 
need" to give a more informal vibe.

I have updated the prototype for iPhone and, therefore, if you are 
curious, take it for a spin here:

https://invis.io/7DQ10BBGWNF#/349915700_Messages_List

Lessons

Master the art of using symbols and overrides.
Be disciplined about colors.
Grids are magical.


