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Core Objective: Improve D1 retention
Analysis Methods 

Functional 
Allocation of

Scope

Experience Visions
Explore FTUE timetable

data.ai database
Quantifiable player base 

statistics

Gameplay 
Examination

16 minute First Time 
User Experience (FTUE)

● playing current release of game

● walkthrough of original release



● Player Base data via data.ai
○ Establish Core Player Habits
○ Average playtime sessions
○ Average ages of players
○ Store revenue over time

Analysis Method Legends

● Experience Visions
○ timing of FTUE to examine friction points and 

success feature-by-feature

● Examine gameplay of current version of CoD Mobile 
● Examining release build walkthrough

○ Both 16 minutes, with notes



Increasing frequency of
shorter play sessions 

will improve D1 retention

Reduce duration of FTUE

Core Proposal

Two Prong Approach

Calls to Action 
offering rewards 

for returning



● Currency originally introduced in the middle 
of tutorials

● Top priority of Tutorial: new player learns 
movement and combat actions. 
Currency System interrupted action

● Can this be revised? Active player base does 
NOT have direct relationship with store 
revenue- Currency is intuitive as a concept

Methods in Practice
Improvement Between Builds

Conclusion: FTUE can focus on core loop of combat-relevant action



Give player a weapon directly to tutorialize 
pre-match loadout
● Increased value of reward

○ Gun has more recognizable function than 
currency

● Removed screens of false choices - 
agency no longer withheld

● Streamlined tutorialization by 
including reward into immediate 
action
○ Prep for next Match reinforcing main 

tutorialGREAT INSTINCTS!

Day 1 Retention = streamlined  Tutorialization for D1 players

FTUE Focus Improvement
Improvement Between Builds

Original

Update



Basic Training
Brand new/casual players 
interested in Call of Duty IP

BOTH PLAYERS NEED
User account creation   •   Tutorial for new controls  •   Rewarding Match Gameplay

A Note on Relevant Users
D1 “New” Players encompass two player personas

Veteran Combat
Experienced Call of Duty players 
joining the mobile experience CoD has a unique position being a long established IP with a consistently 

replenishing player base aka: game can sometimes be nearly as old as the 
players themselves



Motivate D1 Players to return to app
● Motivated calls to action to earn 

timed rewards
● Offer single serve gameplay 

modes

Executive Summary
Data Observation:

Players unable to invest multiple sessions of hours of gameplay are turned away from Call of Duty: Mobile experience 

Reduce duration of D1 FTUE
● UX bugs for Login/Account 

Creation
● Optimize asset pipeline to 

reduce load times

Two Prong Approach



Reduce duration of D1 FTUE
● UX bugs for Login/Account Creation
● Optimize asset pipeline to reduce 

load times

Takeaway 1 

Wall of Patch Notes text first? Swap with posters

Reduce negative impressions Improve first impressions
Optimize loading timesLogin/Profile Creation bugs

● Overall Game 
Assets of full 
load times

● Loading 
animations in 
general



Motivate D1 Players to return to app
● Motivated calls to action to earn 

timed rewards
● Offer single serve gameplay modes

          Leaderboards could motivate Younger Players to 
engage with D1 casual feature additions

Older players

•Less free time
•Less community
•Low connectivity 
& outdated 
equipment 

Takeaway 2

Give new D1 players to return for shorter play sessions
● Players can enter a quick, standalone game sessions

○ Offer more single-serve gameplay modes
■ Timed missions
■ Solo missions

Escape From Tarkov single 
player offline mods

Counterstrike solo mission 
construction 



Executive Summary via Scope

Encourage D1 players to return more frequently for shorter play sessions

Reduce 
duration of 
D1 FTUE

UX bugs for Login/Account 
Creation

Optimize loading screens Optimize game assets to 
reduce all load times

Motivate D1 
Players to 
return to app

Unbroken Streak rewards Timed missions in
Training levels

Offer single-serve 
gameplay modes

Gold ScopeSilver ScopeBronze Scope



Any Questions?

Thank you!

If you wish to engage privately or think of anything later, 
please feel free to reach out! 

• @HFoland in work chat  •  Heidi.Foland@workemail.com  •

mailto:Heidi.Foland@workemail.com

