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Project Challenge and Description
Activision tasked us with redesigning their Call of Duty companion app in order 
to attract current and new players and to create a sense of community through 
the app.

My teammate and I decided to focus on the Call of Duty female audience. From 
our observation and research, we came to the conclusion that for female gamers 
the gaming community is not a very welcoming environment for them especially 
in the Call of Duty community that is know for its toxic players. So we thought 
how might we be able to use the companion app to create a more inclusive 
environment for female gamers and to help them find a community they feel safe 
with.

Change Statement

Stakeholder Interview
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We interviews Activision stakeholders that worked on the companion app.
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Product Review

Secondary Research
My teammate and I conducted some 
secondary research. We both focused 
on looking up and reading articles on 
the experience of female gamers and 
on why gaming is so gendered.

hurtado_gi
zelle_seco
ndary_res
earch

https://docs.google.com/docume
nt/d/1ffNnLEL6GELmPbNs9X8G6
RQ83sFGcZEzu6zbVscnXyk/edi
t?usp=drivesdk

Competitive Analysis
My teammate then conducted a 
competitive analysis. She found that 

https://docs.google.com/document/d/1ffNnLEL6GELmPbNs9X8G6RQ83sFGcZEzu6zbVscnXyk/edit?usp=drivesdk
https://docs.google.com/document/d/1ffNnLEL6GELmPbNs9X8G6RQ83sFGcZEzu6zbVscnXyk/edit?usp=drivesdk
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there are many big gaming companies 
that also have a companion app that is 
open more often by their users. A big 
part of it is because a lot of these app 
give user some kind of incentive to 
open the app.

Heuristic Evaluation
We then conducted a heuristic 
evaluation. I have laid out our main 
insights below.

Heuris
tic Eva
luation

https://docs.google.com/document/d/1
LWoceAZEsrmhugJVzfQK3Wgm___C-t
NzFDxlrUGlleo/edit?usp=drivesdk

Netography
On our netography, my teammate and 
I searched several forms in search of 
the exercise of female gamers will 

Net
ogr

https://docs.google.com/spreadsheets/d/1l
T1oxA89qTZluZewpqvpSB4ZjSLtU2u-0A
eBH9L07M/edit?usp=drivesdk

https://docs.google.com/document/d/1LWoceAZEsrmhugJVzfQK3Wgm___C-tNzFDxlrUGlleo/edit?usp=drivesdk
https://docs.google.com/document/d/1LWoceAZEsrmhugJVzfQK3Wgm___C-tNzFDxlrUGlleo/edit?usp=drivesdk
https://docs.google.com/spreadsheets/d/1lT1oxA89qTZluZewpqvpSB4ZjSLtU2u-0AeBH9-L07M/edit?usp=drivesdk
https://docs.google.com/spreadsheets/d/1lT1oxA89qTZluZewpqvpSB4ZjSLtU2u-0AeBH9-L07M/edit?usp=drivesdk
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playing Call of Duty. There was even 
some post that talked about what they 
are doing now to avoid the toxicity in 
gaming community.

aph
y

Domain Expert Interviews
We had a chance to interview domain experts Geoff Moore and Brandon Cating. 

They laid out for us Call of Duty's main audience which is:

The stereotype homophobic misogynists who are a vocal minority.

The 30 plus year old guys who have been playing for a while and still play 
with their friends for the nostalgia.

Younger kids that really should not be playing a war game.

The small demographic that actually play because they enjoy online and first 
person shooter games. This group is a diverse group of people.

Target Audience Interviews
My teammate and I interviewed several female gamers that play Call of Duty and 
other first person shooter games. These were some of their responses on their 
experience playing with other players.

https://docs.google.com/spreadsheets/d/1lT1oxA89qTZluZewpqvpSB4ZjSLtU2u-0AeBH9-L07M/edit?usp=drivesdk
https://docs.google.com/spreadsheets/d/1lT1oxA89qTZluZewpqvpSB4ZjSLtU2u-0AeBH9-L07M/edit?usp=drivesdk
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Concept Development
Using abstract laddering and other concept developing methods we came up 
with our low fidelity prototype of the preferred squads interface on the app.
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Midterm Presentation
Our midterm presentation on our concept, Preferred SQUADS, that we presented 
to the Activision stakeholders.

https://www.youtube.com/watch?v=AVcuoUVGokU&feature=youtu.be&ab_c
hannel=GizelleHurtado

Results
We presented our concept screens for 
Preferred SQUADS and got feedback 
from the Activision stakeholders. We 

https://www.youtube.com/watch?v=AVcuoUVGokU&feature=youtu.be&ab_channel=GizelleHurtado
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will be implementing those suggestion 
and feedback in our next iteration.

Reflections



Activision Midterm Case Study 12

Appendix


