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Timeline

Activision
Kickoff
09/09/2020

Activision Change 
Statement
09/27/2020

Interview 2 
Participants
10/07/2020

Practice Midterm 
Presentation
10/14/2020

Midterm 
Presentation
10/21/2020

3



Project Challenge

Call of Duty is more fun 
with friends, so how can 
the Call of Duty 
companion app create 
social features to keep 
players engaged with the 
game and each other?
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Change Statement

How might we use the companion app to promote 
the regiment system and create stronger bonds 

between players? 
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Stakeholder Interview

Alex - Senior UI Designer

BFA in Industrial Design from California 
College of Arts. Interested in 
architecture, branding, and advertising.

Mark - Director

Grew up playing video games, came 
from Texas, works with a team on the 
design and function of the app.

Drew - Senior UX Designer

Worked with Hilton Hotels, Fender 
Musical Instruments, and LA Weekly. 
Came from Arizona. Doesn't like 
overcomplicating things.
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Key takeaways:

● Be sure not to allow the reward system to be easily exploitable
● They’re working on a loadout editor, but it will require work from the dev team
● Think about what kind of achievements players want to see on the app



Product Review

Sep 23
I just massively upgraded my PC! Took 
me the entire evening till late at night 
but I'm able to play CoD at ~120fps at 
high settings now, it's incredible.
I played multiplayer, trying to complete 
the final challenges for the FAL weapon 
for the golden skin. The challenge was 
to get kills while my weapon was 
mounted - something I normally rarely 
do. During this challenge, I learned 
how effective weapon mounting is, 
particularly if you can predict where 
enemies are going to come from next. 
And I got the golden skin.

I played the new CoD since it came out so I had a solid understanding of the game when we began. I 
ended up being the person that classmates went to for further clarification on game mechanics, and 
even gave an in-class demonstration of the game. 

Sep 27
I played a squad round today over with my 
classmate over facetime. I was on PC and 
she was on a playstation. It's seriously SO 
much more fun with friends. We barely got 
that far and did miserably but it was 
hilarious nonetheless. I got shot at before I 
even landed, and was in the gulag while 
she looked around for some guns. I won 
the gulag battle but just as I arrived she got 
killed. Unfortunately, she lost her gulag 
battle but I was able to revive her with 
money. Upon return she comically dove 
straight into the ground without pulling up 
her parachute, and I revived her. Then we 
walked a bit and a team jumped us, I got 
one of them before we both died. It was 
objectively disastrous, but I never felt the 
annoyance I'd feel if I were by myself or 
with randoms, it was all in good fun.

Oct 7
This weekend I played multiplayer with 
my normal game group over discord. 
There was a new map, along with a 
new battle pass. I've been trying to 
finish a challenge where I get 3 knife 
kills from behind in 15 matches, and it 
was pretty difficult to do because I 
didn't know the new map that well, so I 
played normally. Ignoring all the 
challenges and achievements for a 
moment I actually had more fun than I 
was grinding out for achievements, I 
feel like mission goals are kind of 
fabricated gameplay length 
sometimes.
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Secondary Research

The findings of this study 
confirm that MMOG 

players can form gaming 
communities. Almost all 
participants accessed or 
provided in-game social 
support, and some gave 

or received broader 
emotional support.

I read about how MMORPG 
gamers were able to create 
community for themselves, and 
how the guild systems assisted 
them in doing so.
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Competitive Analysis
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The competitive analysis I did with my classmate, Miguel Juteau looked at 
what features, strengths, and weaknesses, the other companion apps had.



Heuristics Evaluation

Text heavy screens make 
scanning difficult ->

The most interesting aspects of the 
app are hidden in sub menus ->

^ Some of the labels are not 
clear and the iconography does 
not help. 
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Netography
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The netography helped us identify 
the anxieties of different types of 
players.

Players who prefer to not talk to 
strangers because of their toxic and 
immature nature.

Users who are looking for 
games/players/communities that 
reflect who they are. 



Expert Interviews

Grayson Howe

Ex Internal Communications Strategist of 
Riot Games

Geoff Moore

Ex Product Manager of Riot Games

Brandon Cating

Game Designer at Riot Games
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Key takeaways:

● This COD companion app is probably "solving" a problem only the Activision board is having.
● Don't make it parasitic. Let it be interesting by itself. I can perform actions in the game to make 

my experience in the app better and vice versa.
● Not many users will care about editing/customizing their loadouts.



Audience Interviews

Tomoya One

Chiefly plays games on his iPad, and 
didn’t really start playing “action 
games” until he lived in America. 
Before that he played games that 

Lucian

Goes to smash bros tournaments 
with his friends. He’s pretty casual 
compared to his friends.

Jake

He plays multiplayer games 
whenever his friends are on, 
otherwise, he just plays singleplayer 
games.

Key takeaways:

● People play the games that their friends are playing.
● The app’s “squads” features was very confusing
● They don’t care all too much about their stats.
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Concept Development (script)

In my presentation for activision:

● I highlighted my discoveries in the study 
on MMORPG player communities

● explained how guilds assisted in 
creating those communities

● Explained how we could also use guilds 
to create strong communities within 
CoD

● Made further suggestions to the app
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Concept Development (screens)

Regiment 
Suggestions

Member 
Suggestions

Tournament 
Screen

For the presentation 
video, I edited 
together some simple 
concept screen to help 
bring the idea to life.
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Concept Development (lobby)

I then concluded with concept art of my ideal lobby.
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Midterm Presentation
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http://www.youtube.com/watch?v=wgtA-R2_RLY


Results

Quantitative Success: 

● Demonstrating that a larger percentage of players are joining 
regiments.

● People are playing more often, and for longer sessions.

Qualitative Success:

● Players are making friends within the CoD Community
● Players are finding less toxicity

● Minority players are feeling welcome
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Reflections

What worked:
The idea of focusing on strengthening regiments by suggesting new players was a strong one.

What didn’t:
Unfortunately changing the lobby would require work from the dev team, and they’re currently tied 
up with different projects.
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How I’ll move forward:
I’m going to be teaming up with members of other groups that had a similar idea, and we’re going to 
work on improving the regiment system together!



Appendix
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