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Abstract. As resources become scarcer and prices rise, 

the transition to a circular economy [1] becomes 

inevitable [2]. Shorter product life cycles and planned 

obsolescence lead to higher consumption of products 

such as electronic devices, household appliances, 

accessories, clothes and furniture. Repairing products 

instead of replacing them is time-consuming and 

requires more effort on the customer side [3]. 

Meanwhile, existing repair shops struggle to grow 

their businesses and need to rely on regular customers. 

The goal of this paper is to explore a particular 

application of digital platforms in the context of 

household object repair, which aims to encourage 

participation in the circular economy. Expected 

benefits include lower customers costs (repairing 

instead of buying), increased awareness of individual 

repair shops and a boost in the local economy. This 

paper investigates the application of REPAIR.ME - a 

platform [4] connecting consumers to small and 

medium repair shops in order to increase awareness 

and to encourage repairing instead of purchasing. 

Moreover, the paper will highlight potential business 

processes which could be part of operating such a 

company, ways the company could be self-sufficient 

and methods to capture users and convice them to 

partake in the circular economy facilitated by REPAIR. 

ME [5]. The aim of the platform is to make the 

repair process of appliances as convenient as possible 

through a streamlined processes, providing a friendly 

user interface and a variety of quality of life features. 

The paper aims to highlight the structure and 

operation of the proposed platform from different key 

perspectives. The business view will be shown through 

a business model canvas and value proposition canvas 

of different customer segments, while the customer 

view will be described through personas. Additionally, 

key processes will be shown using BPMN, while a 

more holistic view is provided through an ArchiMate 

model. 
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