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Product Name: Second-life

Industry: Circular Economy / E-waste Recycling / Peer-to-Peer Logistics

Prepared For: Product Strategy, UX Portfolio, Investor Readiness

Executive Summary

The Second-life app operates in a rapidly growing sector focused on reducing electronic waste through

repair, refurbishing, recycling, and resale. While the market includes traditional trade-in services, recycling

kiosks, and refurbished goods marketplaces, no existing solution combines a community-powered, peer-to-

peer pickup and service model with a marketplace ecosystem. This presents a strong opportunity for

differentiation and disruption.

&5 Direct Competitors

Competitor Business Model

EcoATM Kiosk-based phone recycling

Refurbished electronics

Back Market
marketplace

Decluttr Mail-in resale & recycling

SellCell / Gazelle  Trade-in aggregator

%> Indirect / Peer-Based Platforms

Competitor Model

Freecycle /

TrashNothing P2P giveaway network

Lugg / Dolly On-demand delivery

Roadie (UPS) Gig-based delivery

Strengths

Instant cash at kiosks,
nationwide

Warranty-backed quality,
large catalog

Prepaid shipping labels, fast
offers

Price comparison, known
brands

Strengths

Local reuse, free items

Trained movers, large items

National scale, flexible pickup

Weaknesses
No pickups; only phones; no
refurb/resale
No peer-to-peer, no logistics,
shipping only
No local pickup, limited
device types

No app-based logistics, no
marketplace community

Weaknesses

No e-waste standards, lacks
rewards & traceability

Not electronics-focused,
higher costs

Not e-waste focused, no
circular economy mission
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Niche / B2B Recycling Platforms

Competitor Target Strengths Weaknesses

Revivn Enterprise e-waste Certified handling, data wipe  B2B only, not for consumer

Call2Recycle /

C -cycli | li
ERI / TechReset orporate e-cycling Strong regulatory compliance

outdated Uls

@&, Feature Gap Comparison

Feature / App Capability EcoATM Back Market Roadie Freecycle
Electronics focus X X
Pickup option X X
In-app scheduling X X ) ¢
User ¢ Carrier role-switching X X X ) ¢
Peer-to-peer, community
delivery X X
Incentives (credits, cashback, X
shop discounts)

Marketplace integration X X ) ¢
Refurbish, Repair, Trade-In, Sell, L
Recycle flows X - litze X X
Environmental education +
impact tracking X A Blog X
€7 Key Differentiators (Second-life)
Area Differentiation
Business Model Role-switching user <> carrier; hybrid of marketplace, logistics, and services
Sustainability Mission-driven platform; carbon tracking, education, and impact
Flexibility Modular services (recycle, refurb, repair, trade-in, carrier work, marketplace)
Community Hyperlocal, scalable peer network with eco-incentives
UXx Unified app experience, no need to switch platforms for each task

Scalability Model adapts to cities, schools, campuses, or national expansion

No peer/user-level offering,

Second-Life
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@ Positioning Statement

Second-life is the first mobile platform where anyone can recycle electronics, shop refurbished tech, or

earn by helping others in their community — building a greener future together, one pickup at a time.

@ Strategic Opportunity

Market Trends:

* U.S. e-waste expected to exceed 6.9 million tons/year by 2030
* Consumers increasingly prefer circular economy models
(75%+ say sustainability matters in purchasing decisions)

* Peer-to-peer gig platforms like Uber and DoorDash show scalability of crowd logistics

Unmet Needs Addressed by Second-life:

* Lack of pickup options for used electronics
* No unified platform for recycle/repair/trade/sell
* No incentives or community models in e-waste

* No app that allows users to be both customers and carriers



