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Project Challenge

The problem

"Call of Duty is more fun with friends, 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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Content Strategy

Useful

The app is a good place where users can gather information about 
themselves as well as other players. It is versatile in many ways to 
cater towards a user's needs. The information is very useful rating 
other players as well as inquiring about their stats.



Gamified

In the app users have the option to rate other players. The user will 
get a prompt asking them to rate a player by different roles and 
personality traits. Once they submit their rating the user will get a 
message letting them know that they have received honor points 
to use towards rewards.




Thematic

The content will stick to the Call of Duty game and military jargon. 
The game uses realistic vocabulary that’s derived from military and 
war culture such as ‘Ops’, ‘Intel’, and ‘Operators.’ For the revision, 
we’d apply it to our new system with dog tags, the attribute names 
and various rewards that we’re going to offer.

TONE



Core COD players who are looking for people to play withand to have a fun game.

TARGET AUDIENCE
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Users should THINK

“Who is online that I can play with?” “My team was immature. How 
can I play with more enjoyable players?” “I wonder what my friends 
have been up to today” “I’m having a fun game with this player, I 
wonder what tags they have?” “This guy was a really good leader.””  



Users should FEEL

I like the comfort of knowing what traits and roles the people I play 
with have. I feel informed about who I am playing with. I feel like I 
have control over what I want to see in the COD Companion App. I 
feel good when other players rate me a positive trait. I feel 
empowered to be able to find other players that have specific 
attributes that I’m looking for. I feel excited when I earn honor points 
so I can redeem rewards.      



Users should DO

Go on the COD Companion App after every game to rate the other 
players. Go on the app to befriend other players. Check up the status 
of their friends. Check their rating as well as their honor points. See 
what rewards they can get from the store. Filter and find players 
based on particular attributes.

DESIRED OUTCOMES





































Reflections

Combining Concepts

We merged separate ideas into a unif ied solution that 
addresses multiple pain points and adheres to the 
constraints that Activision set for us.

Feature Creep

Instead of tackling one main idea, we opted for a system 
that consists of many moving parts and functionalities. This 
lack of focus on a central concept may have added 
unnecessary complexity and prevented a deep dive into a 
single topic.

Seamless Integration

Our solution f its neatly into the current version of the COD 
Companion app. Instead of reinventing the wheel, we 
added  features that enhance social engagement without 
overhauling the entire app.

Front and Center

We intentionally placed our features to be accessible on 
the home page to guide the user while stressing the social 
aspect of the app.  This gives a clear indication about what 
the app is about by focusing on key social interactions.

Technical Constraints

Many of the features of our prototype require some 
communication between the companion app and the 
actual game that we have yet to address. Having a better 
understanding of these mechanics will allow for a more 
optimal design.

Discovery and Onboarding

We missed out on the opportunity to onboard users to new 
concepts and features. Introducing these new ideas such 
as Honor Points and Dog Tags without proper explanation 
may have caused confusion for users.
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