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How might we create new and engaging connections 
with young consumers, more often in a mobile-native 
experience with Red Bull’s current and new touchpoints?
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PARKER HENDERSON
From the interview with Parker, it seems Red Bull’s biggest issue 
is pulling users from other apps into the Red Bull TV app. The 
content they offer does very well on other platforms but they still 
don’t see the same level of activity on the red bull app. He said 
to design for the super fan because that is Red Bull’s target con-
sumer. These are the fans who go to the events and keep up with 
the athletes on social media and other platforms. Parker also said 
that our efforts on this project will be two-fold. That will include 
optimizing the current experience as well as designing brand new 
features and experiences.
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WHAT I’VE DISCOVERED...
From my research into personalizing content, it seems that Red Bull may be at a disadvantage 
when compared to other companies without access to user-generated content. Where I see 
Red Bull have the best advantage in terms of connecting with its audience is in the realm of in-
teractive experiences with it’s VR/AR technology. Product focused companies use interactive 
experiences mainly to market but media companies have yet to capitalize on this technology.
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COMPETITIVE FEATURE ANALYSIS
The feature analysis chart shows that Red Bull has a unique oppor-
tunity when it comes to VR/AR and e-sports. Most other streaming 
platform has one or the other but not all three like red Bull. This 
is primarily because most other streaming platforms rely on us-
er-generated content or licensed content like movies and e-sport 
only accounts for a small percentage of the content hosted. You-
tube has both e-sports and 360 video content but does not own 
the content which means that unless the owners of that content 
want to create VR/AR content youtube does not have that ability 
to create it on their own.
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Brand tone/ messaging Slogan Target Audience Market Share

Monster

Xtreme Sports Focused
music 
esports
Young
Rebelious
experience Focused

Unleash The Beast 18-25 years old 39%

Rockstar

Celebrity Lifestyle
Fast paced excitment
empowering
aspirational Party like a rockstar 18-34 years old 11.40%

Bang

Performance Energy 
Better for you
Fitness Product Fuel your Destiny 18-35 years old 5.30%

Celsius Beverage 

Thermogenic(calorie burning)
Fitness
science backed
sports nutrition
Healthy Energy Live Fit 18-35 years old 0.40%

G Fuel

Gamer focused
Influencer Driven
E-Sports Official Drink
Natural Energy Energy for everyone 18-25 years old ?

MARKET COMPETITION CHART
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MARKET COMPETITION ANALYSIS
When it comes to brand competitors, Monster poses the biggest 
challenge. Monster brand messaging and interest closely resem-
ble Red Bull. However, where Red Bull pulls ahead is in the realm 
of sport. Although, Monster hosts its own line of sports Red Bull is 
almost exclusively known for its adrenaline-pumping stunts and 
the line-up of extreme sports athletes.
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NO CURRENT VIDEO RESOLUTIONS CONTROLS

Also there were many instances where the res-
olution of the video would decrease dramatically. 
There is currently no options available to adjust the 
video resolution in these situations.

HEAVY USE OF JARGON

From a heuristics standpoint, the Red Bull app is 
very well designed. However, it could benefit from 
revisiting the jargon used for some of its content. 
Although, some of the titles are of specific events 
the lack of contextual information about what kind 
of event it is could leave some users very confused.
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NAME
Kevin, 28

OCCUPATION
Hazardous Waste, Chemical Researchers

QUOTE
“I would use this if something more interesting 
were happening.”

INSIGHTS
Kevin liked the 360 features that the app contains 
but was surprised that there were only two vid-
eos. Both of which he said that content was not 
something he would watch but he likes the inter-
activity of it. When he tried the augmented reality 
feature we laughed at the fact that although it 
imployed the use of augmented reality the expe-
rience still resulted in watching a flat video.

NAME
Leslie,26

OCCUPATION
High school Special Education Teacher

QUOTE
“The experience is fine but the content is not 
relevant to my current life.”

INSIGHTS
Leslie was very impressed with one of the 360 
videos (new heights) which she said would be 
a great way to teach a classroom of kids. She 
mostly talked about how the technology could 
be used for educational purposes but failed 
to see how the content suited her tastes. She 
would have like to view this type of content if 
it was more relevant to her.
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PERSONA
QUOTE
“I prefer to play games instead of watching them.”

LIKES
• Playing League of Legends 
• Customize and view character models
• Connecting with people online

PAIN POINTS
• Sexist gamers
• Wishes there were more female gamers
• VR sickness

BIO
Likes to play MOBA’s with friends but not to watch e-sports. 
She doesn’t have a lot of time to play games but plays ev-
eryday. She has tried to get her other female friends into LOL 
but hasn’t succeeded. Has used VR/AR in the past but doesn’t 
really know a lot about it. Has a few AR apps on phone but 
stays away from VR because it makes her sick. 

NAME
Julia, 24

OCCUPATION
Assistant behavioral psychology 
researcher at a local hospital.

LOCATION
Marina del Rey
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The LOL AR viewer concept was designed 
to provide a viewing experience only Red 
Bull could offer. By leveraging the immersive 
aspects of an AR enable mobile device, Red 
Bull could provide a unique experience by 
allowing users to place summoners rift in 
their living room. Users would be able to walk 
around the map and view the match from a 
multitude of perspectives that playing the 
game couldn’t even match. Users will still have 
the ability to watch the match in standard 
video format via a floating video player placed 
above the playing field. From my research, I 
learned AR was far more popular than VR 
among e-sport fans and non-e-sport fans. 
Also, nearly every person I interviewed had 
tried AR and liked it compared to VR. I believe 
that the combination of AR with the LOL 
brand will attract both fans and non-fans to 
the Red Bull app.
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Would you believe me if I told you that you could watch a league 
of legends tournament match from the comfort of your home 
with a better view than even the players themselves? There’s no 
doubt that e-sports is quickly becoming the largest entertainment 
category in the world. However, Red Bull is in a unique position to 
capitalize on this fact. Red Bull already hosts a line up of world-
class e-sports tournaments on Red Bull TV but I’m am proposing 
an augmented reality viewing experience to watch e-sports 
matches like never before. 
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This third prototype I added the much needed 
features of the video player and the touch 
features. The video player gives users context 
to what is happening on the AR field. The 
touch features give users more control of 
their experience by allowing them to pan and 
zoom to a perspective that they prefer.

In the first prototype, I wanted to see if 
having a sky backdrop would enhance the 
experience by changing the atmosphere. I 
decided against this since the addition of the 
skybox was making it difficult to for users to 
see where the field was being placed in the 
real world since the camera view was being 
obscured by the skybox.

The second prototype was the version that I 
used to test users since I decided to remove 
the skybox to allow users to see the real world 
with the virtual object. Also, I improved the 
lighting so the app would be capable to be 
used even in low light situations.
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INTERVIEW GUIDE 
Hi,   my   name   is   courtney   and  this is (name of assistant) and we are  here   to   get   your   
thoughts   on  the Red Bull TV app. This is not a test of any kind and you will not be 
judged or graded on any of your answers. Feel free to interrupt me at any time if you 
have any comments or questions. Furthermore, I am not an employee of Red Bull 
and will not take offense to any feedback or criticisms you may have. I am solely a 
researcher interested in understanding your honest thoughts and opinions.
This interview will take roughly 30 minutes to complete and will consist of a set 
of questions and an activity toward the end. This interview will be recorded and 
documented for internal reference only. The documentation of this interview will only 
be shared among my classmates and a select group of members from the Red Bull 
team and will not be shared publicly in any form. As such, I will need your consent 
to record this interview before we began. Do you consent to us recording video and 
audio of this interview?

OBJECTIVES
• To understand what features of VR/

AR content users prefer over standard 
video content.

• To understand if this content has the 
potential to keep users engage for long 
periods of time.

• To understand if this will influence users 
to choose the Red Bull app over other 
streaming platforms.

APPROACH (INTERVIEW + PARTICIPATORY)
The interview will consist of a 20-minute participatory design activity at the location 
of the participants choosing. Users will think aloud while interacting with the 
prototype I’ve built and given feedback using a SWOT analysis approach to target 
areas of improvement. I will invite the user to design features they would enjoy using 
a marker and paper.
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What was the most memorable and surprising story you heard during your 
interview?
He talked about how he is interested in VR gaming because you can almost forget 
that it is a game at times. He also talked about using Google AR navigation features 
to navigate in the streets while walking. However, even though he enjoyed the 
feature he said he’s only ever used it in niche situations and only once before.

What did this participant care about the most? What motivates him/her?
This participant cared most about having more ability to navigate the field. He 
recommended features like links to jump from location to location. He also cared 
about staying up to date with the current status of the game itself. He mentioned 
arrows that would notify the viewer that something interesting was happening with 
a certain player.

What frustrated him/her?
He said that the app felt very barebones so there wasn’t much to comment on.

What questions would you like to explore in your next conversation?
He mentioned watching baseball and how when watching it on TV they highlight 
certain parts of the field when things are happening such as a player stealing a 
base. I would like to talk to him further about things he finds useful when watching 
baseball that I could perhaps use when building the e-sports experience.

Eric, 28
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What was the most memorable and surprising story you heard during your 
interview?
He talked about how he played Pokemon Go when it was at the height of popularity 
but feels that AR content is still a gimmick and not very useful. He also talked about 
some VR gaming experiences he’s heard of that he thought were interesting but 
never tried personally.
What did this participant care about the most? What motivates him/her?
This participant liked to try what’s new but doesn’t commit to any products. He’s 
definitely an early adopter but just as quickly as he latched on to the last product he’s 
on to another.
What frustrated him/her?
He caught himself trying certain touch gestures like pinch and zoom as well as rotate 
which are not supported in the app yet. He was more surprised that the app didn’t 
have those features but not really frustrated.
What questions would you like to explore in your next conversation?
He still has a notion that AR is a gimmick with no real-world applications and I 
would like to find out more about why he felt that way.
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What was the most memorable and surprising story you heard during your 
interview?

This participant had no past experience with VR/AR, this was his first one! He had a 
very unique perception of AR content because he has never tried it. He thought that 
AR was like interacting with virtual objects as you would in the real world, complete 
with touch and other senses.

What did this participant care about the most? What motivates him/her?

This participant plays a lot of video games but he says that certain games make 
him physically sick. The example he gave was Portal which is in first-person and is 
constantly changing perspective.

What frustrated him/her?

He noticed that when he started the augmented reality experience the perspective 
was slightly off which he wasn’t expecting. He also expected the app to have the 
usual touch gestures. He also mentioned how there was no other information on the 
screen which he would like to have to navigate between multiple matches.

What questions would you like to explore in your next conversation?

He is someone I would like to interview him a second time to see if he has gone 
on to try other experiences. I would also like for him to try the next iteration of this 
prototype to see if he thinks it has improved. I think he would be able to give honest 
feedback since his opinion isn’t influenced by other AR apps he has used in the past.
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What was the most memorable and surprising story you heard during your 
interview?
Armel was very interested in AR although he doesn’t have much experience with it. 
He’s very knowledgable about how it works but hasn’t spent much time with it.
What did this participant care about the most? What motivates him/her?
Armel was very curious about the usability of it and the possible ways to improve it. 
However, he said that the lack of any significant feature kept him from giving his full 
opinion on it.
What frustrated him/her?
The lack of features other than panning and zooming. Armel wanted a complete 
experience but wasn’t very sure what that would look like. He felt that the experience 
had a lot of room for improvement, but was impressed none the less.
What questions would you like to explore in your next conversation?
Armel would be a participant that I would like to return to for multiple sessions. He 
has an interest in AR but also sees the possibility of improvement. I would probably 
show him other AR experiences to see what he thinks those do better than my own.

INTERVIEW 04

Armel
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What was the most memorable and surprising story you heard during your 
interview?
Andrew was probably the only participant who wasn’t very impressed with the AR 
feature. He said he’s familiar with AR but doesn’t see the use for it just yet. 
What did this participant care about the most? What motivates him/her?
Andrew also said that the content wasn’t to his liking either because he doesn’t play 
video games nor watch e-sports. He said that he prefers to watch content about 
football or skateboarding mostly.
What frustrated him/her?
He Didn’t really like the fact that the app required that he stand up and move around. 
He prefers to consume content while sitting. 
What questions would you like to explore in your next conversation?
This interview was kept pretty short so next time I would like to understand his 
history with immersive content and how it fits in his life. 

INTERVIEW 05

Andrew
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What was the most memorable and surprising story you heard during your 
interview?
“If the Red Bull app had this, I would download it, I fuck with this.” This was my 
favorite quote of all of my participants. Thomas was probably the most impressed 
out of everyone that I had interviewed. He had never used AR before and I don’t 
even think he knew that it existed. However, this in a small way shows that this 
feature has a wider audience than just the League of Legends fans.
What did this participant care about the most? What motivates him/her?
Thomas was just blown away by the fact that this is possible. I think this experience 
will inspire him to do more research into immersive technology and tell others about 
his experience. 
What frustrated him/her?
Nothing, really. I don’t think the content was to his liking but he didn’t seem to care. 
The reason I say this is because when I asked him about video games he said: “I 
don’t play games, man.” I think the technology allowed him to forget about his dislike 
for video games and become immersed in the experience.
What questions would you like to explore in your next conversation?
I would like to go deeper into how this feature has changed his outlook on video 
games, esports, and Red Bull. He initially hated all 3 of these and by the end seemed 
like a totally different person. I want to know why it had that effect on him and how 
we could replicate that feeling again and again.

INTERVIEW 06

Thomas
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I think my prototype was successful in the fact that most participants said that they 
could see themselves becoming more interested in e-sports if this kind of technology was 
available. However, I am skeptical to believes this since the prototype was so low-fidelity. 
The actual experience of watching a match has a lot more nuances that I have been able to 
capture in such a simple prototype. I also feel that if the user interaction is not well thought 
out then these users may decide that watching this content in AR is too much hassle 
and abandon the app altogether. This prototype was mainly a test of the technology and 
participant’s opinion of the possibilities of it in this context. The next step will be trying to 
simulate the experience and testing interactions.



37

I think at the start of this project I was under the assumption that 
this project would turn out to be mainly targeted toward hardcore 
esports fans interested in VR. However, the more research I acquire 
I realized that the real user to design for is for those who would 
normally not watch esports and who are only mildly familiar with 
AR. I was under the assumption that nearly everyone was familiar 
with AR/VR but was surprised to find out otherwise. Many people 
were impressed by the initial idea but I would have to test higher 
fidelity prototypes to see if they would really be invested in this kind 
of experience. I think areas that will be the most challenging are 
onboarding users who are not familiar with this kind of experience. 
The next challenge will be to streamline the experience to allow 
users to view the experience from a seated position if they wanted 
to do that. However, some interactions may prove difficult to test 
for. Specifically, touch gestures and interaction that allow users 
to change orientation of the field. However, the implementation 
of these features would greatly improve the user experience for 
users not familiar with AR since it would mimic user interactions 
commonly found in non-AR apps.
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My initial research consisted mostly of trying to find ways that 
Red Bull could differentiate itself from competitors. When I gave 
the app to users many people said they didn’t understand the 
need for the app since all of the content was available on You-
tube. However, everyone was impressed with the fact that Red 
Bull decided to incorporate AR into the app. It was surprising 
since no other media streaming companies had thought to do 
that.

My idea was to capitalize on the Red Bulls close partnership 
with League of Legends and their experience with AR to bring in 
the gaming crowd. They already have a strong following in the 
gaming scene, which is a demographic that is rapidly growing 
around the world. I think if they can offer a unique experience for 
e-sports fans similar to DOTA 2 VR Hub then they can capture 
millions of new users. The fact that most people like AR more 
than VR due to its accessibility will give them a big advantage 
over companies like Valve.

The insights I gathered was that this idea is also applicable 
to non-esports fans and people who are just interested in AR. 
Since most people have a smartphone thousands more people 
will download the app out of curiosity just like Pokemon Go.

The second insight I found was that people really wanted to 

interact with the AR experience by using touch gestures. Every 
participant wanted to rotate and zoom around the field. This 
added feature would improve user engagement and enhance 
usability.

I recommend that Red Bull partner up with designers and devel-
opers from Riot to build this app. Although they are familiar with 
AR they are going to need a large and talented team to see this 
through. 

I also recommend that Red Bull uses its partnership with Riot to 
its fullest and begin to devote more time to capturing the global 
League of Legends audience.

This feature would increase user counts exponential because 
the e-sports and gaming crowd is the largest in the world. This 
would directly improve Red Bull can sales through branded ex-
clusive cans.

To implement this feature in the most efficient way would in-
volve a team of designers and developers with a strong under-
standing of game development. Red Bull also have to start re-
searching the behaviors of e-sports fans and LOL fans.


