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SEARCH 
PHASE



Introduction

Research Phase is the starting point of design case studies. 

The purpose of the research phase is to gather as much 

information as possible about the client, the project, and the 

competition. It can be accomplished through desk research, 

stakeholder interviews, user interviews, and other research 

methods. It is important to have all the relevant information 

prior to prototyping phase to avoid misunderstandings and 

mistakes.



Stakeholder 
Interview 

For any design project the Stakeholder Interview is the first 

thing that has to be done before anything else. The main 

purpose of Stakeholder Interview is to obtain detailed 

information about the project, get to know stakeholders’ 

expectations, and find out limitations.



David Grau 
Lead UX/UI designer at Red Bull company

During his presentation David Grau covered the main requirements for the project. He gave us a clear idea 

of what he expects, at the same time leaving some parts open to interpretation. He advised us not to 

dismiss smaller elements during the project because those can affect the bigger picture. He expects us to 

create the experience that will keep users going back to the native app. It should offer excitement and be 

meaningful, as well as offer quality and premium experience. David also offered execution guidelines and 

advised to consider needs and opportunities for various audiences. One of the best pieces of advice he 

gave was to “have faith in what we are doing” and be comfortable “not knowing.” 

“Have the big picture, but think small at the same time.”          “Be comfortable in the unknown.”                                      

“Tailor experience based on red bull touch points.”                   “Try to create a story that can be the hook.”

“Offer immersive experiences.”



Secondary 
Research

Secondary Research is an important part of the design process. It offers an 

insight into the research and case studies that have already been conducted  

by other design teams. It gives a wealth of knowledge in conducted design 

studies, answers many questions that other designers might have, and helps 

to come up with questions that haven’t been asked yet. The secondary 

research I conducted is about personalization and includes scientific research 

and case studies that explain the impact of personalization on the 

app/website, pros and cons of each method, how the research or case study 

was conducted, results, and future considerations.





Competitive 
Analysis 

According to market position analysis, Red Bull is leading in many 

aspects. Its market share in energy drinks is the largest. It exports 

worldwide and has solid marketing strategies such as organizing 

and sponsoring sports and live events. Compared to other energy 

drinks though, Red Bull is rather expensive. It also has the lowest 

product range. One of the suggestions would be increasing the 

product range by adding healthy and organic product lines.

Market Position



Price Market Share Global Presence Identity Product Range

Red Bull High 43% Yes Ambitious, Dynamic Low

Monster Affordable 39% Yes Party, Rock, Action High

Rockstar Affordable 10% Yes Active lifestyle, 
Models, Music High

Bang Affordable 7% Yes Body conscious, 
Weight, Models Low

Nos Affordable 3% Yes Performance, Sports Low



Competitive 
Analysis 

App Features
Through research I discovered that Red Bull has major competitors when it 
comes to app features. One of the biggest competitors is Youtube that has all 
the features that Red Bull app offers plus personalization, and it is free as well. 
Another competitor when it comes to personalization is Netflix. It gives 
subscribers recommendations based on the users’ behavior, sends emails 
about the new additions or episodes, and a lot more. Netflix though does not 
have some of the categories that Red Bull, Youtube, and Vimeo offer.  Netflix 
and Vimeo come with subscription service that gives Red Bull an advantage 
over them. Personalization and customization can increase user traffic on Red 
Bull app.



Music Live Streaming Personalization Events Sports

Red Bull Yes Yes No Yes Yes

Netflix Yes No Yes No No

Youtube Yes Yes Yes Yes Yes

Vimeo Yes Yes Yes Yes Yes



Heuristic
Evaluation

Heuristic Evaluation was conducted to assess Red Bull app’s 
overall design, the layout, colors, accessibility, navigation, legibility, 
and other features. For the most part the Red Bull app has all the 
features that make the app easy to navigate. It is consistent with 
the type size and the color in the text and titles, has clear content 
quality, and has plenty of content when it comes to sports, 
activities, and events.

The app offers some accessibility features only. It does not have 
good personalization for the users and is geared towards hard 
core sport fans, missing a big chunk of the young people who like 
to watch sports occasionally and are interested in social contact 
via the app through some activity.





Interview
Guide I

For the Interview Guide I created a number of open ended 
questions that would have follow up questions. The main purpose 
of the interview was to discover users’ interests: whether they 
consume energy drinks and use Red Bull app, ask about their 
favorite app and why it appeals to them.

For the Participatory Exercise users were asked to get acquainted 
with Red Bull app, if they never used it before, and draw a 
comparison between their favorite app and Red Bull app. The 
purpose of this exercise was to find out what users liked and 
disliked about Red Bull app and ask them what changes they 
would like to see in order for them to become regular users of the 
app.



Karen is currently a student and a 
big sports fan. She uses Red Bull 
app regularly and is happy with the 
content. Some things that could 
make the app more attractive for her 
are life events with tickets being 
offered on RB app and promotions.

“I would like to see more esports 
and music content.” 

“Some user centered activity would 
make the Red Bull app more 
attractive.” 

Malak is actively involved in sports 
and events and he is using ESPN app 
to check out the scores and get the 
sports news. He agrees that Red Bull 
app has a good content for a sports 
fan, but it misses the mark for him 
because there is no information on 
the types of sports and events that he 
is interested in.

“Love the Red Bull brand. The drink 
is very useful, helps during studies. 
Many students need energy drinks.”
  

When comparing Red Bull 
to Valerie’s favorite app 
(Youtube), it became 
obvious that the content in 
the Red Bull app does not 
appeal to an average 
sports fan. There was no 
“fun content” or an activity 
that would attract her to 
use the app.



Quantitative
Interviews

Quantitative interviews are designed to collect opinion from 
multiple users by answering specific questions.

The purpose of conducting qualitative interviews during the 
research phase was to find out user preferences of energy drinks, 
whether they enjoyed attending events or watching sports, and to 
get a general understanding of their opinion of Red Bull company.

Below are the results for a couple of categories.





Persona

Persona was created based on the characteristics and the 

background of the interviewed users. Personas help to put 

together a general user description, who would become the 

target audience for a project.



VALERIE
The Student

    ABOUT:  

● Age 22

● Student at SMC, studying Public 
Communications for 3 years

● Life and interests revolve around major 
and extreme sports - I love football, 
basketball, skateboarding, and 
snowboarding.

● My education comes first, but I like to 
attend sports events and brand 
“experiences” in my free time.

MAIN GOALS: 

● Keeping energy and motivation 
up during the day to get my 
schoolwork done - and have time 
for the fun activities.

● Find the time and resources to 
engage with my favorite sports 
and teams. 

PAIN POINTS: 

● Keep up to date with upcoming 
events

● Be more involved in Red Bull 
activities/media

● Bigger Red Bull cans, more 
variety 

MOTIVATIONS:

● Hopes to use her Public Communications 
education to become a sports commentator 
and broadcasting host for football.

“At the moment, finishing my education is my priority, but I can be found going to  football 
events with my friends on weekends.”



PROTO
TYPE
PHASE



Introduction

In a design project the research phase is followed by the 

prototyping phase. This is a period to be creative and pay 

attention to detail. The quality of work, whether it is designing 

the prototypes or testing, is essential for the overall success of 

the project. The process is usually repetitive and involves 

creating - testing - iterating. There can be more than two 

iterations done to achieve the best result. 



Concept
Poster

My concept poster was initiated in the class. It included details about my 

idea(s), the problem I am trying to solve, and deadlines for the milestones. I 

had two ideas initially: number one was a  notification based ‘trivia/small 

game event’ that would reward users with points, promotions, discounts, 

and free tickets to events, and the second idea was the VR sports training. 

After some consideration I decided to go with the VR Sports Training. I 

thought that if this project was to be implemented, it would definitely be an 

exciting experience. I also took into consideration David’s advice on being 

more careful with notification based projects as users can turn them off.



Pitch
The Hook

Have you ever been in a situation when 
you came home from work and you 
wanted to exercise, so you turned on 
your favorite Youtube channel and got 
ready to follow instructions, but after a 
while you realized that the whole time 
the video was playing you spent sitting 
on your couch watching the video 
because you were too tired to do 
anything?

Solution

What if there was an app that could 
teach you professional sports without 
requiring all that physical effort?
VR Sports Training offers professional 
sport training to users of various skill 
levels. It will motivate users to adopt 
an active lifestyle. Users will be 
rewarded for their efforts and 
achievements with points and ranks. 
They will be able to challenge each 
other and share their experiences on 
social media.

Conclusion

This training will provide the user 
centered activity that is currently 
missing from the Red Bull app. It 
will give users a sense of 
community and take them back to 
RB app.



Prototype
Documentation

When my concept sketch was finished, I began working on my 

digital prototypes. I created mid-fi prototypes, which I showed 

around for some feedback. Afterwards I improved my prototypes 

by removing certain buttons and adding consistency throughout to 

create my hi-fi prototypes. On the next slides pictures of the app 

prototypes are presented along with pictures of user testing of the 

VR Sport Training app and the video.



Hi-Fi 
Prototypes 

Mid-Fi 
Prototypes 



Final Prototypes 





Research 
Plan

For the prototype testing I am planning to recruit 3-5 individuals 

between the ages 18-34 on campus and elsewhere. I intend to 

conduct a short interview and guide the participants through the 

prototypes by giving them instructions on what they need to 

accomplish on each screen. I will ask follow up questions if there 

are unclear points. The purpose of this testing is to find out 

whether the prototypes are easy to navigate and if the content is 

clear. I would also like to find out if the participants are interested 

in VR sports. 



Project
Management 
Tool

For this project Trello was used as a project management tool to 

set up a to do list with deadlines and check them off as I 

finished them. I am not a regular user of Trello for personal 

projects. Unless it is a team work where the task list is divided 

among several individuals and team members need to know 

where everyone is with their progress, I use paper and pen, 

which I keep on my desk to plan, write down the tasks and mark 

them as finished when I  am done with that task.





Interview
Guide II

The interview guide for prototype phase was created to organize the 

flow of the  interview and the testing of the prototypes. Information 

that was included into the interview guide was: objectives of the 

interview (what I wanted to find out from this interview/testing), 

some questions that would help to figure out if the individual is 

qualified to participate in this interview/test, clarifying  the rules, 

providing the description of the VR Sports Training, and what were 

the participants’ main  objectives during the prototype testing.

https://docs.google.com/document/d/1PzJ2Gvw_c97_KW2gqwG0IilZmO-PZIVUTUfrUWTGZeU/edit  

https://docs.google.com/document/d/1PzJ2Gvw_c97_KW2gqwG0IilZmO-PZIVUTUfrUWTGZeU/edit


Interviews

Interviews were conducted to test my prototypes for VR Sport 

Training app flow and usability as well as the VR ski tutorial 

video. Users were encouraged to express themselves freely if 

they felt/thought that prototypes were not clear or easy to 

navigate. The testing of VR video was conducted with individuals 

who had a knowledge or experience with Virtual Reality.



Nazli
“The VR button on the 
first screen has a 
totally different 
format from the rest 
of the page.”

Nazli is a software engineer and 

naturally she has a good idea about the 

modern technology and design. She 

thinks that VR can offer an exciting 

experience especially if used as a tool 

to teach sports. Dancing is her 

preferred activity. She was annoyed that 

she had difficulty finding the VR button 

on the first screen and advised to move 

it to a different location.

Diana
“ It is a great idea, 
but I would need a 
VR set to fully 
experience it.”

Diana is a single mother. The idea that 

she and her child could learn the basics 

of a sport at home without having to 

drive to a certain location sounded great 

to her. She never experienced VR and 

was concerned about how it would feel. 

She said that although the training 

program runs as a 3D video as well, for 

the full experience she would be required 

to buy a VR headset.

Louis
“There is nothing 
out of place. The 
video reflects the 
VR environment.”

Louis is a communication student at 

SMC. He loves to play games and 

regularly uses VR/AR apps and games. 

He thought that my prototypes reflected 

what I intended to create and suggested 

couple of changes that could make the 

prototype better. He thought that adding 

a sound such as that of a wind would 

make the experience more immersive. 



Result
Analysis

During my interviews/testing I was glad to discover that participants had 

only minor issues with my prototypes. For the app prototypes the 

suggested changes were related to the position and the style of the 

icons. For the video prototype resizing the font, adding a title to one of 

the screens, and adding a sound were pointed out as things that could 

be changed to improve the prototypes. 

In general, users were either excited or a bit doubtful about the training in 

VR setting, which was due to the presence or absence of the experience 

with virtual reality. Users that were younger were more excited about the 

experience than those who were older. Since the majority of the 

interviewees were young individuals the general feedback was positive.



PRE
SENTATION
PHASE



Website

For the website content the information was submitted to 

Google drive. Prototype hero shot is included in this 

presentation along with research and insights.



Final Presentation
My Final Presentation consisted of the pitch and presenting the video of 

my prototype (VR ski training). I talked about my research on virtual 

reality market and the user feedback for Red Bull app. I, then, gave the 

description of my solution for creating a user centered activity on Red 

Bull app, which is the VR Sports Training. The idea for VR Sports 

Training came to me based on user feedback to “create an engaging 

activity” on Red Bull app and David’s recommendation to “offer 

immersive experiences.” This project comes with a possibility for an 

immediate financial return (such as in app purchases). Besides the  

immediate financial return,  VR Sports Training would provide 

continuous user engagement with Red Bull app. 



Group Shot-Final Presentation



Thank You!


