
CASE STUDY
App Design



The Ponsonby Winter Series is a
unique series of events where four
iconic bars from Auckland’s top
dining street have collaborated to
host a travelling degustation. The
sophisticated bar hop would travel
to venues along Ponsonby Road;
these included Longroom, Revelry,
Mr Toms and Bedford Soda &
Liquor. Customers would be
treated to an evening of fine
dining with a different food and
cocktail match at each venue.

The goal of the series was to firstly get
diners to brave the winter elements
and attend the venues involved and
secondly to drive preference for the
four venues participating.

A B O U T

W H E R E :

Auckland, Ponsonby

B A R S  I N V O L V E D :

Longroom
Revelry
Mr Toms
Bedford Soda & Liquor

C L I E N T :

Hyper Media in association
with Red Bull and Veuve
Clicquot.



T H E

P R O B L E M

We were approached by Hyper Media
in association with Red Bull and
Veuve Clicquot, the organisers of the
event. They wanted a way to keep
track of ticket holders on the night of
the event. They needed to know what
venues customers has attended and
what meals and drinks they had
received. This was important as the
venues needed a way to ensure diners
did not receive extra meals and/ or
drinks, etc. 

T H E

S O L U T I O N

Our solution was to create a sign-in
process where diners would be able
sign-in to each venue upon entry.
They would then select an offering
from that venue. 

We wanted to digitise this process by
creating an app for the event. Using
QR code scanning technology we
were able to create an app that would
allow diners to sign-in to venues by
scanning a unique QR code found at
each venue. Diners would then be
able to select the meal and cocktail
offering on their app and scan a code
to redeem it. This would tell the
venues how many people they had
served and what they had received.
This would also ensure that there
were no double ups. 



OBJECTIVES:

Incorporate QR code
technology into an app.

1.

2. Ensure the app is simple to use.

3. Generate unique QR
codes for each venue.



Research

Planning

Design

Prototype

Development

Market Research (Research Clients Competitors)
Product/ Service Research
Gain Understanding of the Client
Gain Good Understanding of the User (Client's
Customer(s))
Create Customer Personas

Plan Solution to Client's Problem(s)
Generate User Flows
Create Features List (Gamification, eCommerce, etc)
Sketch Out Basic Wireframe/ Storyboard
UX (User Experience) Design

UI (User Interface) Design
Mockups
Styling 

Create Interactive Prototype 
Add Micro-Interactions
Add Animations

Start Transitioning from Prototype to Website
User Testing

Our Process:

Launch!
Take product to market



Research

Planning

Design

Prototype

Development

What We Did:

Research the venues involved.
Study the information on the
target customers that was
given to us by Hyper Media.
Research any competing
products in the market.

Ideate
Create the user flow 
Map out UX design
Create wireframe for site

Assess the artistic approach
(How app will look), we were
given information on this by
the client.
UI Design

Create interactive
prototype to send to client. 
Get feedback

Hand over prototype and
assets to development team
to start building app.

If client is unhappy and wants
something chnaged we can
resort back to the desigb stage 

Launch! Go live and launch the app
to the app store/ play store.



Our first step when starting any project is to gain a perfect
understanding of what the client is wanting and what we are
capable of providing them. We were provided with a brief to look
over prior to beginning work on the project.

Before meeting with the client to discuss their problem and
what we could do to create a solution we conducted
background research on the client and, in this case, the venues
involved with the project. To do this we looked at each of the
venues' websites. We could see the general vibe of each venue
and roughly what their target markets were. This helps us to
prepare for the first meeting with the client and for us to get
to work as soon as possible. The brief we were provided with
gave us a great outline of where the organisers were at with
their event concept. 

Who are the Target Users?
What are the Customer's
Needs?        

Who are the Venues?
What are the Venues
Needs?        

RESEARCH

With the research phase we want to answer key questions to
help create the best solution to the client's problem. 

With this project we wanted to ask questions such as: 



In this phase, we looked to begin ideating and strategising
based upon the brief we were given. We had a clear
understanding of the problem, now we had to create a
working solution. 

Below is the initial concept of the user flow provided in the
brief given to us.

PLANNING

The diagram shows the desired path for the customer/ user to
take when using the application. The steps depicted are the
ones that we would use to create the app.



DESIGN
Because we already had the majority of the pieces needed to
create the visual aspect of the app design provided for us in the
brief there was not a lot of visual design we needed to do. The
bulk of the work we did in terms of designing the visual
interface for the app came from integrating the QR code
scanning process. We had to ensure that the user could
understand visually how to use the app easily, this meant using
appropriate icons, text and imagery to help the user navigate
the app.

- Initial Design: 
We received an initial design concept from Hyper Media that
gave us a good platform to work from. Red Bull used their in-
house design studio to produce a logo for the event and app.
We used the colour palette from the logo in our design. 

An example of the initial design concept we received in the
brief seen below:



- Logo:
An example of the logo design provided by the team at Red
Bull can be seen below:

- Colour:
When we received the logo we began styling the app
accordingly using the same colours in the logo for the app's
theme. 

#EDEED0

#1e1e4d

#ffffff (White)

Example of Theme
Colours Used in App:



PROTOTYPE
Once we had an established the design aspect of the app we
could focus on building an interactive prototype for testing. We
create a prototype before developing to allow our clients to test
out the app before we begin development, we do this as it is a
lot easier to make changes and alterations to a prototype than a
fully developed app. 

Example of the prototype log in screen below:

On completion of the prototype,
we handed it over to our client for
review. 

Feedback was positive and little
changes were made. This meant
that we could now move on to the
development phase of the project
where we could start building the
app.



DEVELOPMENT
With the prototype complete we could now hand the prototype
onto our developer team to start building the end product.
Developers use the design assets used in the prototyping phase
to transition the prototype into a functioning app. 

Below is an example of the finished product:

The next step in the process is to launch the app but before that
happens additional testing to ensure that no bugs have slipped
through the development stage is conducted. Once the app is
100% running smoothly we begin the launch phase.



Now that we have an app that is ready for market we can launch
it to the App and Play Stores. 

Check out our Ponsonby Winter Series app at the App store or
Play Store!

LAUNCH

https://apps.apple.com/nz/app/ponsonby-winter-series/id1405586942
https://play.google.com/store/apps/details?id=com.stampngo.ponsonby.android.app&hl=en


021 800 327

jp@rove.agency

https://rove.agency/#

http://rove.agency/
https://rove.agency/


Get in Touch
info@rove.agency

www.rove.agency

http://ryder.tech/

