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Project Challenge

AC'IVISIC)N® is looking for ways to increase engagement with
their companion app for the Call of Duty series. They believe
that it doesn’t have enough downloads or continuing users.

Our task is to find a way to redesign the app or parts of the app,
so that CoD players/will be more likely to download it and
continue using.it.



Change Statement

Casey's and my approach to the project comes
from the concept of user investment.

How might we provide users opportunities to

invest time and effort into the companion app
in order to encourage CoD players to use it?




Stakeholder Interviews

> Opsisn't as social as they would like

>  Friend challenges and chat are not in app because of
priorities and technical issues

>  Make sure that what you design doesn't leave the app
C I ISION open for being taken advantage of in an unintended way
® > Adding comment features adds possible legal liability

Mark Burmeister | Drew Gallo | Alex BenBassat and increases likelihood of inflammatory posts

Ida Hashemi | Manny Hernandez >  Taking data out of the game is easier than putting data
into the game
>  LFG (Looking for Groups)

>  System to connect to real world friends who play CoD



Product Review

After having played Call of Duty for a while, |
began to use the companion app. | didn't find
the app to be intuitive or interesting. | do still
open it sometimes, but I've gotten to the
point where | don't care about my KDR. |
know it's never going to be good* so thinking
about it was taking away from the fun.

* For the record, my KDR has been affected significantly by
some risk-taking behavior. Almost have a golden knife.




Secondary Research

We learned... We deduced...

Feelings of social exclusion have
a causal relationship with the
tendency to play violent video
games.



Competitive Analysis

A b LEAGUEe
We looked at the comp apps for [ﬂﬁﬁﬁ 1PUBG{ LE@ENDS 4+ DESTNYY

which generally do the same things that the CoD companion does
but seem to have less engagement.

> Companion apps simply don't have the ideal
formulas for increasing engagement.

> |t would more valuable to learn from different
apps that succeed in active and ongoing
engagement, like Social Media.



Heuristic Review

Y

It is generally well made.
It has consistent and appealing design.

It generally has good typography (with the

exception of some small, low contrast text).

The most important parts make sense.

The app tries hard to sell stuff to people.
Trying to engage casual players and
really pushing to sell bundles are at odds
with each other.

Certain areas, like Leaderboards and
Barracks, are really not understandable.

The app only provides information.
There are very few opportunities for
users to put something of themselves
into it.
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Netnography

> High KDR players looking for games

> Gameplay video sharing

> Discussion about weapon “nerfing”

> Complaining about sexist and racist
language

> Complaining about cheaters



Domain Expert Interviews

> No companion app has
been entirely successful.

> Don't make it parasitic. Let
it be interesting by itself.

> Get into your audiences
: & head to create something
Geoff Moore | Homer Brandon Cating | Riot Games that helps them.




Domain Expert Interviews

> Non-CoD social gamers are CoD
player opportunities.

>  Difficulties: finding new
teammates, connecting w/ randos,
lack of teamwork, and toxicity.

>  Good social experience: mix of
complementary personalities, good
vibes, fun/surprising elements,
open world/room to explore,
communication (in and out of the
game)

Oke Miiller | ACTIVISION.



Concept Development

Questions to consider

Why would/did players What do existing players What are the percentages How can Activision be How can players How can we support
choose Warzone over think about the of hardcore vs casual more inclusive towards communicate on the app creatives on the app?
other BR platform? provocative behavior in players? (What define each women? without words?

the multiplayer group of players)

community?
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t Development

Continued interest
helps franchise
survive.

Time, money,

preconceived

notions, lack of
interest in product.

They are a business
and need capital to
continue making
products.
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WHY?

Some people may
not ever give it a
chance.

WHY?

Some people may
be reluctant to
increase their
engagement.

WHY?

Activision needs
players in order to
make money.

CHALLENGE STATEMENT:

How might we make
the culture
surrounding CoD feel
more inclusive?
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CHALLENGE STATEMENT:

How might we make
the culture
surrounding CoD feel
more inclusive?

Consider fram
more broadly (i.e.
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HOW?

Allow for more visual
personalization.

HOwW?

Allow for more
possibilities for and
control of social
features

HOW?

Make certain
experienced players
mentors to other
players.

N%

N

Don't talk down to
women.

Female narrator.

Incentivizing the
mentoring
experience.




Concept Development

WHAT IS THE CONGEPT CALLED?

New Barracks: Users of the companion app will be able to fully customize their "Barracks"
(personal space), so when others view a profile, it will be unique.

WRlSyEfSRho don't WHAT PROBLEM DOES IT SOLVE? WHAT 1S THE BIG IDEA?
like CoD's rigidity

. = wey =y * A players profile will actually look like a barracks, with walls and tables
‘ — Players interested e = ‘ and such.,

in other players * Players can put up posters, change the wall color, add objects, have
custom bed spreads, lamps, clothes, etc.
*When other players want to message a player or view their stats, they
would have to do so by entering and navigating their barracks.

ILLUSTRATE HOW

VORKS

WHY MIGHT IT FAIL? WHAT SHOULD WE PROTOTYPE AND TEST? HOW MIGHT WE MEASURE SUCCESS?
It may be costly to Whether people e et Downloads of the  reengagement with
implement and not choose to customize companion app the app increases

yield enough ROI their profile clstomize increase, over time over time.




Midterm Presentation
We created a video that tried to _
convince Activision stakeholders

that, to significantly increase
engagement, they should rethink
their entire approach to a
companion app and make it

focused on personalization and
building a sense of community.



http://www.youtube.com/watch?v=zvJr5AwnUlY

Ultimately, Activision felt
the proposed changes were

too drastic despite there
being some good ideas.




Reflections

Y

Given the time and resources we had, I'm
proud of what we were able to accomplish
in this phase.

The process was rewarding.

The feedback we received from Activision’s
stakeholders was educational.

| really would have liked more time to
engage with users.

Given the constraints, it's difficult to
make discoveries that would be novel.



Appendix

Research Paper Midterm Presentation Video
Competitive Analysis Concept Poster

Heuristic Review Marcela Interview
Netnography Paige Interview

Early Brainstorming Tim Interview

Abstract Laddering Bartu Interview

Additional Secondary Research



https://drive.google.com/file/d/16_dMGc3wCMrGWN8v31iCxvT7szF1af_j/view?usp=sharing
https://docs.google.com/spreadsheets/d/1vi0zuN4tYh8iN9WNHRY6ie4A2uQCOUlA1qW0I8LADO4/edit?usp=sharing
https://docs.google.com/document/d/1zf59yiKIcJZjxRYUN6mCE9k3mBxJT1RXOgae6YZNKqs/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1Y-Ex4RLN38Ie6ZBMLqqsGbV7Y_nOHlOdNnIkJVe-AUY/edit?usp=sharing
https://drive.google.com/file/d/1IHPq_T42f3wK1Kna3wnC0MOpe-OyOqPd/view?usp=sharing
https://drive.google.com/file/d/1tBu5UtHJL3C555SBul8DfR6IPPLZSU1f/view?usp=sharing
https://docs.google.com/document/d/1jxs0IL0va2w8ouQ8Kkfa5Rn3QVCEsqebTrKPeerJodc/edit?usp=sharing
https://youtu.be/zvJr5AwnUlY
https://drive.google.com/file/d/1CH4eQue3z_1mHvF3Yw7eW_ClhWOr7Mfm/view?usp=sharing
https://youtu.be/esngtvGLgOk
https://youtu.be/ASFjlol4kz0
https://youtu.be/NvXeHRzyXDI
https://youtu.be/qJtBT1_dOOs

