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This is our full suite of logos. Each one has a specific use
case that this section of the guidelines will detail. Known by
their call signs for precise identification, Alpha, Bravo,
Charlie, and Delta.
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@ The Alpha lockup is the primary version of our wordmark.
We should default to this at all possible times.
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@ This wordmark has been created in correspondence with be altered or changed—keeping sizing and proportions
the lockup sizing framework for the wider Call of Duty consistentacross the brand.
ecosystem. The proportions and scale of the Call of Duty
wordmark and the Warzone Mobile wordmark should never
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@ These are the Alpha logo clear space and small sizing rules.
We have defined these parameters to preserve the integrity
of our lockups at every size.
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There are specific instances where we can use the
wordmark without it locking up to the Call of Duty franchise
logo—when the Call of Duty franchise wordmark has been
placed above multiple IP wordmarks/logos within a layout

[i.e. on Battle Passes or seasonal promotions).
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@ The Charlie logo is a backup version of our wordmark
introduced throughout the launch phase of the game and
brand rollout. Eventually, this will be the primary logo. When
this logo is used, it needs to be supported by copy or a CTA
that makes it clear this game is a mobile version.
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'WARZONE

This wordmark has been created in correspondence with
the lockup sizing framework being applied across the wider
Call of Duty ecosystem. The proportions and scale of the Call
of Duty franchise wordmark and the Warzone wordmark

ONSTRUCTION

stated here should never be altered or changed — keeping
sizing and proportions consistent across the brand.
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CLEAR SPACE"

These are the Charlie logo clear space and small sizing rules.
We have defined these parameters to preserve the integrity
of our lockups at every size.
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@ The Delta logo is our small scale use icon. It is mainly reserved for
when we're using other abbreviated logos from the franchise [i.e.
MWIII, WZ etc.] We refrain from locking this up with the Call of Duty

franchise wordmark.
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@ These are the Delta logo clear space and small sizing rules.
We have defined these parameters to preserve the integrity
of our lockups at every size.
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LAUNCH PERIOD

Using the Alpha logo for all comms across game launch
and brand roll-out, with the exception of app icon and app
store that use the Delta logo.

USAGE TIMELINE

®

FUTURE

Eventually we will transition to just using the Warzone logo.
Until we reach that stage please utilize the Alpha logo.

This above timeline indicates the usage of each logo, from
the launch phase and beyond. We use the Alpha logo more
often during the launch phase and brand roll-out, given this
is our educational period — to help build recognition for the
brand and visual identity. Progression to the Charlie logo

happens at the point when the games begin to merge
content and gameplay closer.
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From a color perspective, we keep it simple—using our @ Black wordmark version for light backgrounds.
logos in either white or black based on the following rules: @ White wordmark version for dark backgrounds.
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The examples shown above demonstrate a few of the ways
we can place our logo within layouts. We have a lot of
flexibility with placement, so long as we abide by our clear
space and sizing rules. When placing the logo, make sure to
utilize any clear space if possible first. This helps build a
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CALL-DUTY.
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balanced layout. There are cases where we need to overlap
our logo over operators, but make sure not to obscure key
areas such as the face.
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For Warzone Mobhile, we use two different cuts of Hitmarker © Hitmarker Condensed is best used for titles.
that each have a multitude of weights within them. These @ Hitmarker Text is best used for body text.

should give you enough of a range to create a variety of
different pieces of content—from headlines to VO captions.

WEIGHTS
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TEXT PLACEMENT

We can stagger headlines as shown above—maintaining the
type treatment for the overall Call of Duty franchise.
It allows us to add movement and dynamism to layouts,
while also giving us more opportunity to overlap text and
play with z-depth when creating compaositions.
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Shown here are a few additional examples of how we can set
headlines using our staggered treatment.

O,

HEADLINE HEADLINE YOUR
HERE GOES

HEADLINE
GOES

® Example of one word broke into two lines.

@ Example of two words broke into two lines.
® Example of three words placed up and down.
@ Example of four words placed up and down.
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OVERLAPPING TEXT

GNES

These examples show how we can use operators within our
art direction to overlap text. When building these
compositions, we should overlap roughly no more than
10-15% of a word or headline.

YOUR
HEADLINE
OES

® Example of one word broke into two lines.

@ Example of two words broke into two lines.
® Example of three words placed up and down.
@ Example of four words placed up and down.
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STRATUM BOLD
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Stratum is our existing typeface we have used prior to
ccccc ing Hitmarker. We use this for in-game UI components,
with the aim of eventually updating to H itmarker. This should
not be used anywhere else in place of H itmarker.
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© 2024 Activision Publishing, Inc. ACTIVISION,

CALL OF DUTY, and CALL OF DUTY WARZONE are

trademarks of Activision Publishing, Inc. All o 5

other trademarks and trade names are the
property of their respective owners.

© 2024 Activision Publishing, Inc. ACTIVISION, CALL OF DUTY, and CALL OF DUTY
©®2024 Activision Publishing, Inc. ACTIVISION, CALL OF DUTY, and CALL OF DUTY WARZONE are trademarks of Activision WARZONE are trademarks of Activision Publishing, Inc. All other trademarks and
Publishing, Inc. All other trademarks and trade names are the property of their respective owners. trade names are the property of their respective owners.

This is our legal line for use across our marketing assets. @ One line legal disclaimer aligned to the right.

Where possible, make sure to fully justify the text and use at @ Two lines legal disclaimer aligned to the left.

small scale. In some instances, we can use left or center @ Three lines legal disclaimer aligned to center.
aligned type.
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DEVICE CONTAINER

16:9

9:16

Our device containers work as a template or clipping mask
for framing content, i.e. game-play, maps, or key art. We use
them in either dark or light gray, depending on the
background color they are placed on. We always display

gameplay in the landscape format - reserving portrait for
key art and messaging. We never alter the proportions,
always displaying the device containerin 16:9 ratio.
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There are three different ways we can utilize our frames.
Thin stroke, thick stroke or filled. These have slightly
different applications with the strokes working best for
holding key art and the fills working best for holding copu.










































































