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RESEARCH PHASE
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STAKEHOLDER INTERVIEW

Stakeholder questions

• Will Red Bull TV be able to sign broadcasting contracts with the major professional 

sports leagues (NFL, NHL, MLB, and NBA) in the future?

• What are your top-rated channels and most viewed videos?

• How does red bull decide to produce programs such as URBEX – Enter At Your Own 

Risk, and SCREENLAND explores? 

• How doesRed Bull TV track the audience’s data? Will we be able to access the data 

analysis report?

PROJECT BRIEF 

 *  Growth beyond the ordinary 

 *  Grow and expand audience awareness

GUIDING PRINCIPLES

* Always quality 

• What’s the biggest challenge that Red Bull TV is facing?

• What would your ideal solution look like then?

• Who do you think your biggest competitor is? 

• What makes you better than the others?

• What are your expectations for us?
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Award-winning multidisciplinary creative with a track 
record of successfully delivering creative solutions across 
web, mobile,tv, video and print for some of the most iconic 
brands in the world including: YouTube, Ford, Nike, Adidas, 
Warner Brothers and more. 

Globally means opening yourself to other points of view—taking a 
genuine interest, without judging. We should be aware that there 
are other ways to do even everyday things that we cannot simply 
design from our own experience. Being culturally sensitive to other 
ways of thinking, to other beliefs.

As UX designers, we’d better put our effort into our users and try our best to figure out and fulfill the user’s 
needs at first place. It aims to provide positive experiences that keep users loyal to the product or brand. 
Additionally, a meaningful user experience allows you to define customer journeys on your website that are 
most conducive to business success.

It’s always good to explore the natural propensity and think about design as something that we deliver 
based on device and form factor. Its a natural feeling given the connection most of us have with our 
devices. Ask ourselves what we can do to really connect with people and truly meet their needs. How does 
context come in to play and how do factors like location, time, proximity, capabilities, activities, and state of 
mind influence the way that content is displayed and consumed.

DAVID GRAU
UX/UI Design Lead at Red Bull

Designing Locally but thinking Globally.

Premium user experience.

Think beyond the device - voice, AR & VR
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SECONDARY RESEARCH
 
Secondary research gives us to use previously completed studies and apply the results to 
your own situation. This step helps narrow down the topic and also allows us to have an 
active role in conducting the research. Here are the 10 great example of inventive design and 
technology I find inspiring and reflect the theme around personalization. 

Example #1
Australia Post 
------------------------------------
• No postage stamp can be more 
personalized and special than this
• Super creative and eye-catching 
advertisement;
• This ad allows people to put a 
little bit of their own identity into 
products and does a great job of 
displaying personalization.
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Example #7
Deepfake
------------------------------------
• Deepfake (a portmanteau of “deep learning” 
and “fake”) is a technique for human image 
synthesis based on artificial intelligence.
• Deepfake videos can help improve digital 
literacy and allows users to easily create and 
share videos with faces swapped. 
• Deepfake could take this level of 
personalization to the next level by creating one-
off videos that speak to each individual within 
the market segment.

Example #6
Black Mirror: Bandersnatch
------------------------------------
• Black Mirror: Bandersnatch is Netflix’s 
new interactive film, basically, a choose-
your-own-adventure-style movie.
• Now the audiences are able to alter the 
multiple versions of the story and have the 
ending they wish to watch.
• I have not watched it yet, but I do 
believe interactive films are the future of 
entertainment.

SECONDARY 
RESEARCH
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COMPETITIVE ANALYSIS
Red Bull TV App Features

Criteria Red Bull TV ESPN+ TV Youtube TwitchTV

Logo

Size 230 MB 113.3 MB 294.9 MB 208.3 MB

Pirce Free 4.99 Per Month Free Free

Contains Ads No Yes Yes Yes

Website Yes Yes Yes Yes

AR
Yes (Provides 

some)
No

Yes (Provides 
some)

No

VR Yes (360 video)
Yes (Through an 

Oculus Go VR 
headset)

Yes (360 video) No

Live Video Yes Yes Yes Yes

Rating Yes No Yes No

Comments No No Yes Yes

Social Sharing Yes Yes Yes Yes

Perosnal Content No No Yes Yes

ESPN+, Youtube and TwitchTV are the three Sports TV Apps I chose to compare with Red Bull TV App. I found Red 
Bull is leading in terms of technology invitations such as AR, VR, and live streaming platform. Besides, the app is 
overall clean and pretty much a fully functioning version of Fuel TV without having to pay or put up with commercials 
and ads. Furthermore, the app needs to focus on mobile personalization a lot more for better user experience. For 
example, reviewers should be able to add comments and create their own personal content. 
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Red Bull Market Position

Criteria Red Bull Monster Rockstar Gatorade

Logo

Country of origin Austria United States United States United States

Introduced 1987 2002 2001 1965

Ingredients

Sucrose, glucose, 
citric acid, taurine, 
sodium bicarbon-

ate, caffeine

Sucrose, glu-
cose, citric acid, 
natural flavors, 

taurine, sodium 
citrate.

Panax ginseng, 
ginkgo biloba, 

milk thistle 
extract, and 

guarana seed. 

Sucrose, dex-
trose, citric acid, 

natural flavor, 
sodium chloride, 

citrate.

Cost Per Ounce 0.24 0.125 0.1 0.085

Tag Line
Red Bull gives you 

wings
Unleash the 

Beast
Party like a 

rockstar
Win From With-

in

Manufacturer Red Bull GmbH
Monster Bever-

age
PepsiCo PepsiCo

Annual Revenue $7.4 billions $3.4 billions $6 billions $5.9 billions

Employment 
Size

12239 3142 2000 796

Market Share 36% 31% 10% >5%

Target Audience 18 -- 35 18 -- 30 18 -- 38 16 -- 45

Brand Position-
ing

Sports, high en-
ergy, action, and 

adventure.

Speed, action, 
advanture, and 

aggressive.

Social, party, 
young, flashy, 

and night club.

Sports, energy, 
gaming, and 
adrenaline.

For my comparative study, I selected three Red Bull’s main competitors, Monster, Rockstar and Gatorade to compare 
with it. I found Red bull’s selling price (Cost Per Ounce) is almost doubled than the others, and that makes Reb Bull 
the most profitable energy drink among these three brands. I also found despite the company’s high price strategy, 
their annual revenue and dollar value market share still are leading in the market which is phenomenal. 
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HEURISTIC EVALUATION

Heuristic 
Evaluation 
on Homepage

The logo is clearly showing at the top-left side, 
and the slideshow also tells the gist directly, but  I 
cannot find a tagline anywhere of their pages. 

It’s easy to follow and navigate to different categories. The main labels and sub-labels for navigation are 
clear and concise. It’s also easy to see what’s clickable because of the underline hover. There is a high 
contrast between white text and black background. The font choice and size also are great. However, 
the readability is not that great when the white text is placed on a bright background image. 
 

Action videos and colorful graphics with big size 
and bold font as the titles are centered at the page. 
The long scrolling with using single pages to tell 
compelling stories with their content that make use 
of the homepage real estate.
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NAVIGATION, ACCESSIBILITY 

& CONTENT QUALITY

Styles and colors are consistent. The site search is in the 
navigation, and since it’s not a sticky navigation bar, whenever 
scrolling down, the site search will be gone. 

There is a special functionality I found this very interesting. 
When users click multiple videos simultaneity, it only pops up 
and plays the last clicked video in one window, but the others 
will be remaining in the playlist. After users close the current 
window, the others will automatically continue paly by a 
reverse order. 

Generally it is easy to find and interact with, however, I wish 
there is a hamburger menu on home page to guide me 
quickly go through all of the pages and find what I want.  

Heuristic 
Evaluation 
on Visual Design,
Features & 
Functionality



SCREENER TEST

MS. GAMER  /2019 13MS. GAMER /201912

PARTICIPATORY DESIGN

Closed-ended questionnaire.

Screener Test:
The most efficient 
way to find target 
audience.

1. How old are you?
    35 < The participator > 35
    Yes                                     No   

2. Do you drink energy drinks?
    Yes                                     No   

3. Do you have a smartphone? What phone do you 
have?
    Yes                                     No   

4. Do you have any interest (either watching or doing) 
extreme sports, gaming, dancing, or music?
    Yes                                     No   

5. Are you available for an in-person interview between 
Sept. 16th and the 21st for 1 hour? 
    Yes                                     No   

01 Polar questions.02

Qualified                            No = Disqualified   



THE SURVEYS
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What was the most memorable and surprising story you heard during your 
interview? 

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

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

• She drank energy drinks almost every single day when she was in college.
• Compare to Red Bull, she feels Moster is better to boost her energy levels, as she indicates that 
Red Bull is too moderate and mild for her.
• Also, she mentions that she is always looking for buying energy drinks after attending a live 
event to drink and refresh herself on the way driving back home safely.   

• I have asked her to download and install Red Bull TV on her phone. I’d like to know if she can 
gain a new, personalized and consistent user experience with the app after she signs up and 
subscribes to the categories that she would like to follow.

• She is a gamer, and she spends at least 10 hours watching stream games every week, most are 
recorded live. 
• She is interested in adventure sport, especially hiking,
• She uses Youtube to watch live steam because she feels it’s easy and convenient to use. Compare 
to other apps, she thinks she has a better chance to find the things she is interested in. 
• She thinks there is a lack of interaction between the audiences and the app, she would like to see 
live chat, comments, reviews, and emoji, even a “like” button will engage users to easily interact to 
the app.

USER INTERVIEW #1

Twila/30/Data Analyst   

One-on-one interview   

User ability test

A

B

C
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What frustrated her?

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

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

• She is interested in AR/VR because she is near-sighted, but each time she needs to take off her 
eyeglasses first, then wear contact lenses. It is just too much trouble for her.  
• She wishes the mobile live-streaming app she uses could be more personalized based on 
her needs and interests, maybe a personalized calendar or sports schedule on her page and 
customized notification.

• She is only one among these people I interviewed with actually has the interest to use and 
explore Red Bull TV even more. For the follow-up, I’d like to know how she feels or if the app 
meets her needs after one or two weeks later.

• She is interested in adventure sports, extreme sports, and action sports in general. Her favorite 
sporting event is Red Bull Crashed Ice which is a world tour in the winter extreme sporting event. 
The series was created and is managed by Red Bull.
• She is super interested in the stories behind these sports stars she likes.
• She likes to make new friends by chatting with them while watching live streaming events. She 
wants to connect with people and get engaged in the community.

USER INTERVIEW #2

Tiny/31/Manufacturing Engineer  

One-on-one interview   

User ability test

A

B

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

What frustrated her?

• I have asked her to download and install Red Bull TV on her phone. I’d like to know if she can 
gain a new, personalized and consistent user experience with the app after she signs up and 
subscribes to the categories that she would like to follow.

• Due to time conflict, sometimes, she feels upset about missing the stream live games she likes.
• It’s hard for her to learn more about new trails she wants to explore via google map.
• She uses Youtube a lot, however, her favorite shows are getting crammed with more and more 
commercials, especially the ads do not target her as the target audience. 
• She is interested in music live events but there are just a few she can find from Red Bull TV. 

USER INTERVIEW #3

Ashely/26/Photographer

One-on-one interview   

User ability test

A

B

C

What was the most memorable and surprising story you heard during your 
interview? 

• She spends 6 hours in total every week watching live streaming of many sports events and 
gaming channels. She would stay late if there is a competition that she is strongly interested in. 
• Sometimes, after watching a live streaming event, she would go back and rewatch the recorded 
one over again.
• Compare to Red Bull, she like Moster better because of the various options that Moster 
provides. There are nine different “styles” of Monster, each with its range of flavors.
• She uses her iPad to watch live media. 
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25 y/o
Single

Owner of 2 dogs.
Has her own apartment.
2.5 years as a consultant 

in marketing agency

• Main Goals: Help strengthen communication 
line between business and design. 
• Own her private marketing agency.
• Settle down (marriage/kids)

• Workaholic
• Little leisure time.
• Has trouble relaxing.
• Unbalanced 
professional/ home life.

• Relax 
• Workout
• Have Fun
• Travel
• Find a partner

“I LIKE SHARING 
EXPERIENCES 
WITH PEOPLE WHO 
HAVE SIMILAR 
INTERESTS.”

VALERY XI

MAIN GOALS: 

PAIN POINTS:  NEEDS: 
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What was the most memorable and surprising story you heard during your interview?  

• Angie was the best at World of Warcraft and was top 3% in the nation.
• “No one likes a dead stream with no interactions!” 
• “Being a female gamer is super hard. The sociality intends to pre-judge females who are being  
“carried” by the guys on the team, or that they are sleeping their way to the top. There is always 
talk that if a girl is good. Female gamers are accused of cheating because women just can’t 
possibly be as good.”
• 

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

Angie is a feminist and pretty competitive. She wants to show that women are just as equally 
intelligent as men, and they are smart enough and good enough to play at the top level.
She participates in the comment or reaction sections for live videos all the time. She feels it’s 
really helpful to have interaction with the viewers. when she is streaming, she tries her hardest to 
read each person’s message and then answer them back.  

ANGIE J
Professional Gamer

DOMAIN EXPERT INTERVIEW
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INTERVIEW SUMMARY

DOMAIN EXPERT INTERVIEW

What frustrated her? 

• It’s harder for her to get on a team that’s heavily stacked with guys. She has run into teams 
where guys just won’t take a girl because they think the girl won’t perform under pressure or get 
too emotional.
• There is also the drama with the guys’ girlfriends who don’t like the idea of their boyfriend 
spending so much time with a girl. She has been uninvited to play on teams in the past because 
she is a girl.  
• She feels annoyed when she is accused of cheating cause the other gamers don’t believe she 
is that good and meets randomly meets someone on the internet make sexist remarks about 
how she should be in the kitchen and such. 
  

Angie J/25/Semi-Professional Gamer A

10/02/19 3:20-4:00pmB

One-on-one zoom call C

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

She mentioned Twitch and affiliated apps are the best at implementing cool features. She 
wishes there is one app that includes everything she likes instead of using 3-4 different apps/
addons. I’m going to take a look at the apps she uses such as Moobot, Nightbot, Streamlabs, 
Stream Elements, Deepbot. I’ll interview her about what features she thinks it’s important to 
have and why.  she is that good and meets randomly meets someone on the internet make 
sexist remarks about how she should be in the kitchen and such. 



ANGIE J

Professional Gamer

PROTOTYPE PHASE
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CONCEPT POSTER

OUR MISSION

To help Red Bull changing the unbalanced and unfair demographics that 
they represent. Red Bull can empower women in esports through their 
global community & sponsorship program, bringing awareness to the 
challenges women face & building a platform for change. The ultimate goal 
is to encourage the empowerment and participation of more women in 
competitive gaming and to help facilitate a future where women and men 
have equal opportunities within esports. 

There is always talk that if a girl is good, she’s definitely “carried” by the guys on the 

team, or that she’s sleeping her way to the top. Girls are accused of cheating cause we 

just can’t possibly be as good. I’ve been uninvited to play on teams many times in the 

past because I’m a girl.

“ “



PITCH

?
Why 48% of the gamers are women but only 1 get selected 
and sponsored by Red Bull? The number and engagement 
level of female gamers are high, Is Red Bull missing an oppor-
tunity to reach and engage this key demographic?

REB BULL’S VALUE PROPOSITION

On Red Bull’s website, it says “Red Bull sponsors some of 
the best athletes in the world across a variety of sports”.

I WONDER

BUT...

MS. GAMER  /2019 21



PROTOTYPE DOCUMENTATION

Ideation | My Design Thinking Process

------------------------------------
My original solution was to create a pilot, premiere and selective channel, a safe space 
where female gamers can network and commune. However, based on the feedback I 
received from midterm, I have developed an innovative simple solution which is to create a 
new collection with the existed gaming section for Red Bull’s female gamers in order to help 
Red Bull empowering  women in eSports more quickly and efficiently. This is the first step in 
the grand scheme of women recognition in the sport. Our final goal is to build a home and 
community for female gamers to promote women in the gaming scene and destroy online 
bullies and harassment.
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RESEARCH PLAN (PART ONE)

Objectives

* Gain a better understanding of how users use Girl’s games channel

* Discover if all of the features in the channel allow for quick and easy usability

Schedule 

Week 10 / October 28th - Practice Pitch + Recruitment

Week 10 / October 29 - Midterm - Prototype Pitch + Recruitment

Week 11 / November 4th - Interview #1 + Analysis

Week 12 / November 11th - Interview #2 + Analysis

Week 13 / November 18th -  Analysis + Ideation

Week 14 / November 25th - Practice Presentation Interview #3

Week 15 / December 2nd - Practice Presentation

Week 16 / December 9th - Final

Week 17 / December 16 - Retro

Participants (recruitment)

* Participants (recruitment)

* 18-40 years old 

* 5-10 Participants

* Female video gamers

* Female users who are gaming channels subscribers 

Approach (Interview + Participatory) 

* Start with a general interview, with questions about video games, female gamers, and 
gaming community building and belonging.

* Follow with a cognitive walkthrough of the clickable InVision prototype.
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Research 
Plan
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Research 
Plan
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USABILITY TESTING

INTERVIEW & PROTOTYPE

Interview Guide, the qustions I asked

Usability Test:
To evaluate how 
easy the prototype 
is to use.

1. How do you feel about this app?

2. What was frustrating?

3. Was anything you feel can be improved in the app?

4. Is anything you feel can be improved in the app?

5. Is anything you feel special and really like about the app? 

        

01

Summary & Reiteration 02

After the midterm with Claire and David, I had a 2nd 
thought and realized my focus which only targets 
professional female gamers was limited and narrow 
since our ultimate goal is to positively impact more 
people and bring more traffic to this app. Therefore 
I wanted to hear what amateur video game players 
say and received more helpful insights from their 
perspective. After all, the amateur video game players 
are the majority and the potential users we should 
reach out to and engage with.



USER INTERVIEW #4

Dr. Raz/Scholar and Expert in 
Video Game Studie

One-on-one interview   

User ability test

A

B

C

What was the most memorable and surprising story you heard during your 
interview? 

•  In order to avoid negative experiences and harassment while playing online, Dr. Raz 
stated that she had gotten to the point of preferring to play alone than dealing with negative 
experiences.

• Video games have traditionally been a Boys’ Club.  Girls are more likely to be affected by 
stereotypic Images in video games. She was being told by the others that girls were not 
supposed to play video game when she was little .

• Despite the fact that women make up the big part of the gaming audience, the number of 
women working in the games industry remains shockingly low. Video games are always male 
dominated industry.

• She believed the video game developers should be responsible for reducing the level of 
harassment present in online play, but only time will tell how seriously they take charge. 

• She brought the idea about using the channel for support and finding friends outside of 
gaming to bring into gaming. 

• The female gamers in the present study reported experiencing anxiety and loneliness due to 
this lack of social support, and for some, this significantly impacted their enjoyment of gaming.

• Lack of social support was also reported to frequently lead to females playing alone, playing 
anonymously, and moving groups and teams regularly.

• Therefore, She thought building networks and social support are important for the community.

What did this participant care about the most? What motivates her?
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What was the most memorable and surprising story you heard during your 
interview? 

• She is quite into the multiplayer online battle arena video games. Her favorites are Smite and 
DOTA 2. She has been playing video games since she was a teenager. 
• I was surprised to hear that she had never experienced any online discrimination and bullies 
based on sex or gender. On the contrary, even though she considers herself is not a strong 
player however she always feels she is being welcomed and even quite popular as a female 
player.
• I  figured it out later that she only played at home with people she knew.

• As a makeup and beauty vlogger, she feels scary that she is losing her enthusiasm for passion 
projects that she was once so excited about due to overloaded work. I think gaming YouTube 
vloggers may have the same issues that how to stay passionate at work.

• She cares about her gang/community in the game very much. 
• She mentions her teammates are all premade, which the “I will invite my own teammates” 
option. Basically, She and her teammates already know each other before the champion 
selection play together.
•  She has met her teammates offline for serval times, and they have become good buddies in 
real life. DOTA 2 is the best new social network for her, where she would like to spend time and 
hang out with friends. 

USER INTERVIEW #5

 Gigi/27/Vlogger & Gamer

One-on-one interview   

User ability test

A

B

C

What frustrated her?

What did this participant care about the most? What motivates her?
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What was the most memorable and surprising story you heard during your 
interview? 

• She is a super fan of Dota. She went to every year’s TI8 — Dota 2 world championship esports 
tournament. 
• Her favorite team OG partnered with Red Bull is a professional Dota 2 esports team based in 
Europe. Formed in 2015, they are best known for winning the championship and multimillion-
dollar in 2018 and 2019. 
• She is impressed by Red Bull as they always pick the best and most potential team in esports.  

• She plays video games and watches the gaming channels almost every night after work. 
• When I asked her why she spend so much time on it, she said to escape, relax, and 
disconnected herself from the rest of the world. 
• She is a solo player and doesn’t like to team up with other players except if they are his friends 
or very strong players. 
• She cares about online privacy very much, that why he tries to keep minimum interactions with 
others on the internet. 

• She does not like the tune I set for the recruitment messages. It sounds like spam. 
• The next thing I’m going to do is to rephrase the message and make it seem more personalized 
and real. I’ll let her review it and ask her feedback.

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

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

USER INTERVIEW #6

S/31/Logistics engineer 
Amateur video player 

One-on-one interview   

User ability test

A

B

C
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All of the interviewees agree that women are underrepresented in 
eSports, and the issue needs to be addressed.
------------------------------------
It is important to us that the topics of gender & diversity are taken into account in our 
research projects at all levels. This applies not only to the design of content, but also to 
data collection, dealing with the target group or the conception of offerings.

“I felt like the whole time I played I was trying to represent that girl gamers don’t need to 
be carried and if I lost I failed my whole gender” --Angie

“Had a member who was assigned to my raid team, asked me my gender, once he found 
out I was a girl, he refused to listen to any advice, commands, or suggestions during raids 
and always fact checked me against other men in the group” --S

“I only play with the people I knew” --Gigi

“Better to play alone than subjecting myself to potential 
toxicity” --Dr. Raz

Almost all of the interviewees like the idea to build a safe and exclusive 
community to empower women in Esports.
------------------------------------
Our focus is on game based learning, educational game design as well as gender aspects 
in relation to digital games. In addition, it is of course also necessary to explicitly address 
the topic of gender & eSports. 

“Women therefore often do not see a career in eSport as an option in itself. There is a 
lack of role models with whom women can identify. Making women visible in eSports as 
role models is one way to create this train of thought. Role models show that a certain goal 
can be achieved and make something new desirable for us” --Dr. Raz

“In order to make eSports more attractive for women, more women should be involved in 
the associations - even beyond gender-specific working groups. This will also help to break 
down the image of a purely male-dominated eSports scene. ” --Angie 

RESULTS ANALYSIS
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RESEARCH SUMMARY & INSIGHTS

46%

5%

1

According to an Entertainment 
Software Association survey, 
nearly 50 percent of U.S. 
gamers are female.

The number of women 
working in any role in esports 
is estimated to be about 5%, 
or 1 in 20, according to the 
Women in Games.

Ironically, Just 1 female gamer out 
of over 30 athletes worldwide in 
esports that Red Bull has signed 
an endorsement deal with.

THIS CORPORATE IMAGE 
DOESN’T LOOK GOOD 
FOR RED BULL!
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PROTOTYPE DESCRIPTION
How it works ?
Ms. Gamer is a new video collection in Red Bull TV’s gaming category, which is a series of videos for female 
players only. When you enter the gaming section, simply score down a bit, you’ll see this new collection. We 
use exactly theme, colors, fonts, and functions, to build up this platform.

Home

Ms. Gamer

Browse Gaming



CONTRIBUTION TO INSIGHTS DOCUMENT

TAKE RESPONSIBILITY,
 RED BULL! 

In order to promote new role models, offer 
more opportunities and increase visibility for 
them in esports. Red Bull needs to

• Sponsoring more women in eSports.

• Creating more videos for Red Bull’s 

female gamers.

Red Bull founder Dietrich Mateschitz once  said,  “We don’t bring the product to the 
consumer, we bring consumers to the product.” However, it is not the case for female 
gamers in eSports. Millions and millions women have been forgotten or ignored by Red 
Bull. This is not right and this does not represent the value that Red Bull stands on. We 
must urgently bring forward plans to change the unbalanced and unfair demographics  to 
address the issues that female gamers are facing.

Sponsorships and marketing to female 
eSports players is rare, and the playing 
environment is less than encouraging, 
to say the least. What can be done?

Missing role models

How to provide support, opportunities  
and resources to encourage those 
women to create a network on Red Bull 
TV and stay in esports.

Less opportunity 

Visibility remains a challenge for 
women in the industry.  How to make 
women far more visible within the 
industry and the app.

Lack of Visibility

1 2 3
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Ms. Gamer created by Yuan Li
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CONTACT ME

http://liyuan.cargo.site

uxyuan@gmail.com



MS. GAMER /201934 MS.GAMER  /2019 34

FINAL PRESENTATION

I was presenting my findings of a semester-long design challenge for Red Bull TV on Monday, Dec. 9 
at CMD campus in Santa Monica.

DEVELOPMENT

Initial Research

 Big Idea

My initial research led me to the idea of empowering female gamers in eSports through the 
users that I interviewed. I was surprised to find out there are so many girls I interviewed 
with playing video games habitually. Over time, through interviews, surveys, and scholarly 
research, I began to investigate these matters in depth. What I learned amazed me—even 
shocked me. It’s been so long that Video games are largely a male-dominated industry, 
especially in eSports. Sexism, prejudice and gender discrimination are too commonplace.

I then discovered that the under-representation of women in eSports also is a big issue for 
Red Bull which only one female gamer was selected and sponsored by the brand worldwide. 
Therefore, I came up with the idea of creating a new video collection with the gaming channel 
for Red Bull’s female gamers to empower women and to identify genres of a culture where 
women are simply not treated as equals. 
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Female Gamer, Ms. S

UX/UI Design Lead at Red Bull, 

David Grau

“No female players were 
really given the opportunity 
to come into a professional 
environment and play 
competitively as part of an 
organization before, I’m 
glad Red Bull did this.”

“Creating a new video 
collection with gaming is 
a simple but great way to 
start solving the problem 
and I know you have 
come a long way. It is very 
much doable!”

 INSIGHTS FROM THE PROTOTYPE

FOR RED BULL

“Ms. Gamer” is the first step in the grand scheme of women’s 
recognition in eSports. I use exactly theme, colors, fonts, and 
functions, to build up this platform. In other words, Red Bull TV 
makes zero effort with minimal changes to start taking action and 
to change the unbalanced and unfair demographics that Red Bull 
represents. It does not only empower women in eSports, but 
also benefit Red Bull, the company itself. It’s a great opportunity 
that allows Red Bull to strengthen the brand, and rebuild a 
better corporate image by actually implementing my proposal.It’s 
simple, easy and doable! So let’s start simple and let’s start now! 

After testing, I have received positive reviews from many female gamers. People keep say 

they love “Ms. Gamer”, and they feel it is a good start making healthy communities more 

welcoming to marginalised groups. There isn’t one correct way to encourage girls into 

eSports because every girl is different, but it’s always good to provide them options. I’m 

glad to see “Ms. Gamer” becoming one of the options. 

“Even though we’ve had 
some role models, I think 
the treatment of our role 
models on the internet 
has created this barrier 
for women, but, now with 
‘Ms. Gamer’ I feel more 
confident.”

Female Gamer, Kate

“We need to inspire 
more females to get 
involved in gaming, and 
this is a great start!”

Scholar in Video Game 
Studies, Dr. Raz 


