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ABSTRACT 

Situated within a larger design research project 

studying the phenomenon of “premature disposal 

of durable products and increased resource 

consumption”, my ongoing PhD research 

investigates ways to explore and develop new 

perspectives and framings of the practices of 

secondhand use of durable products amongst teens 

and young adults (16-27 years) for the mainstream 

uptake of secondhand marketplaces through 

interaction and service design proposals. For 

Nordes’17, I will present an experiential exhibit 

showcasing a new service proposal, ‘Zygo’ that re-

positions the secondhand marketplace as a 

scaffolding to support and connect the youth in the 

transient, varied and yet complementary phases of 

their lives and helps them in managing their 

respective aspirations and needs.  

DESCRIPTION 
The practices of secondhand use offer a promising 
direction in mitigating the alarming rate of disposal and 
replacement of consumer products and consequently 
contributing to the overall decrease in the consumption 
of resources (Blevis 2007; Vezzoli and Manzini 2008). 
However, even with these practices having existed for 
quite some time, secondhand marketplace services 
continue to remain at rather niche adoption levels even 
today (Pierce and Paulos 2011). This exhibit presents a 
service proposal that re-situates secondhand 
marketplaces within localised aspirations, needs and 
practices as a means of increasing their mainstream 
uptake.  

BACKGROUND 
The promise of secondhand marketplaces with regards to 
sustainable consumer practices is motivated by the 
opportunities of optimising the lifetime of durable and 
functional consumer products (Manzini and Vezzoli 
2003; Pierce and Paulos 2011). Product lifetime refers to 
the “measure of how long a product and its components 
would last under normal working conditions, 
maintaining its conduct and performance at accepted or 
even predetermined standard levels.” (Vezzoli and 
Manzini 2008). Product obsolescence, on the other hand, 
refers to the condition and time when a product stops 
functioning optimally for its intended use (Cooper 2004).  

A quantified view of optimising a product’s lifetime and 
circumventing obsolescence discusses products primarily 
in the terms of their use and material durability (Vezzoli 
and Manzini 2008). However, many products end up 
getting discarded not because they are functionally 
deficient in some sense but because they reach the end of 
their psychological lifetime (Muis 2006) and are simply 
not desirable anymore. Consequently, product 
obsolescence is not merely driven by use but rather is an 
outcome of a combination of psychological, social and 
technical dimensions and therefore, necessitates a more 
holistic understanding that situates products as a part of 
people’s aspirations and practices (Hinte 1997). Recent 
sustainable HCI literature has also noted the need for 
more holistic understandings within design approaches 
for sustainable consumption (Kuijer et al. 2013; Pierce et 
al. 2013). It underlines the importance of focusing on 
people’s practices as a means of grounding design within 
the “complexities, interdependencies, and dynamism of 
the collective and cumulative actions we take” (Wakkary 
et al. 2013).  

Elaborating on such a practice centric approach and 
discussing secondhand marketplaces as a quintessential 
means of re-situating products within the right context, 
Pierce and Paulos (2011) reframe the consumption of 
durable products through the practices of “acquisition, 
possession, dispossession and reacquisition of a 
particular material object”. They argue in the favour of a 
holistic strategy that re-situates consumer products 
within the right psychological and social context as a 
means of optimising their lifetime. 
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However, while in theory, secondhand marketplaces 
present an innovative and potentially sustainable 
alternative to the firsthand marketplace, their perception 
and experience in practice is quite problematic (Gregson 
and Crewe 2003). My field study of current secondhand 
marketplaces and their users has highlighted that the 
design of these services emphasizes the discovery and 
sale of artefacts, with limited consideration towards 
people’s local context and their practices (see Figure 1). 
This in turn influences people’s perceptions and 
engagement with the service itself, who view them as 
akin to a digital classifieds service rather than a 
marketplace alternative, hence resulting in an 
unreliable, confusing and consequently unfulfilling 
experience.  

Figure 1: Collage of current online secondhand marketplaces 
depicting the isolated focus on products only. 

Therefore, I contend that for secondhand marketplaces 
to become true alternatives to first hand marketplaces 
and establish new and de-centralised and localised 
consumer-consumer relationships, their practices and 
perceptions need to be challenged and re-framed both 
conceptually and through the design of alternate service 
proposals situated in a localised context (Manzini 2009).  

Encapsulating this conceptual framework, ‘Zygo’ is a 
service based on the localised practices of secondhand 
use and designed around the place, people, possessions 
(see Figure 5) with a focus on the practices and 
perceptions of the local youth (between 16 to 27 years) 
from Oslo, Norway. It is framed as a scaffold to the 
stages of life in which the youth are deeply invested in 
independently developing a sense of who they are and 
who they want to become in the future (Hanks et al. 
2008). The main behavioural archetypes (Hartwell and 
Chen 2012) identified through my study were  (1) 
‘youth at home’ - teenagers interested in firsthand 
purchases and part time income sources, contributing to 
secondhand inventory, (2) ‘busy frugal nomad’ - 
managing shared and temporary living arrangements on 
a student budget and (3) ‘steady independent mover’ - 
with steady jobs to replace need based goods with 
aspirational ones. These archetypes in conjunction 
mutually create opportunities for the exchange of 
things, information and logistical help. Zygo has been 
designed to play a more apparent and effective role in 
managing this flux, through connecting the 
complementary practices, lifestyle aspirations and needs 
of the youth to enable the movement of durable products 
to a context of greater need (see figure 5).  

ZYGO: THE EXHIBIT 
Presented both as an argument and as a design outcome, 
‘Zygo’ would be materialized through five interwoven 
digital, tangible and print based artefacts that constitute 
and communicate the form, intent and the overarching 
narrative of the service proposal (see figure 5). Due to 
the temporal aspect of services, in an exhibit form 
‘Zygo’ will be presented as an interactive experiential 
snapshot showcasing the service as an existing real 
world offering. The exhibit would allow the audience to 
have a hands-on engagement through the following 
components in concert: 
• Service visualization: Forming the printed 

backdrop of the ensemble will be a highlight of the 
pragmatic and aspirational values being offered by 
the service to the three archetypes (see figure 5).

• Radius, interactive scanner: This digital prototype 
simulates the interaction of aiding a user’s 
negotiations with themselves, by giving a rough 
estimate of the value, supply and demand of a 
product through a simple barcode scan. It is 
designed to avoid having to tailor a query and 
search the inventory of secondhand marketplaces to 
estimate the probability of a successful transaction 
on the platform (see figure 2).

• Print advertisement: Shaping an imagery of Zygo 
as an existing service, print advertisements, stickers 
and badges will display the brand identity
(Newbery and Farnham 2013), values and specific 
messaging of the service (see figure 3).

• Mobile app prototype: This is a key service 
touchpoint that is designed as a detailed interactive 
high fidelity app prototype for viewers to 
experience Zygo’s online marketplace, community 
hub and transition planning services (see figure 6).

• Concept video: Played on a monitor, it is an 
animated narrative of a possible ‘day in the life’ of 
the users in this service (see figure 4). 

OUTCOMES 
Through a cohesive and experiential interaction with 
‘Zygo’, this exhibit attempts to provoke reflections and 
discussions from design researchers and practitioners, in 
operationalizing an alternate positioning of secondhand 
marketplaces. I aim to utilize the material outcomes of 
my research as a reference to strike a dialog with the 
audience engaging with the display, regarding the 
challenges of designing secondhand marketplace 
services. I seek to invite queries and comments on both 
systemic and product based design decisions apparent 
though the elements of the exhibit, to advance the 
discussion on the implications of designing for and with 
localised practices, on the disciplinary methods of 
interaction and service design in the context of the 
youth and the secondhand use of durable products. 
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