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PROJECT PLANNING

Overview

Below is the general process for creating a unit:

IDENTIFYING 
YOUR UNIT

BRAINSTORM

STORYBOARD

ASSET PREP

Identify your unit type.  
See p. 4-5 for more information.

Identify the features of the app that you wish to highlight.   
See p. 6 for more information

Create a storyboard that outlines the experience 
you want to create.  
See p. 7-8 for more information. 

Prepare the identified assets by recording, editing, naming, 
and saving them in the supported formats.   
See p. 9-12 for more information.
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IDENTIFY YOUR UNIT

Playable Ads vs. Google Play Instant

END CARD  
DESIGN  
Large, easy 
to find Call to 
Action, strong 
app branding. 
Ex: AOBeach

The goal is to entice user to download app.  
The call-to-action is the main focus. 

The goal is to keep the user in the unit and 
to enjoy the app instead of trying to heavily 

encourage a user to install the app.

Playable Ads Google Play Instant 
(GPI)

SHORTER 
Keep your unit under 30 seconds since it is an 
unrequested experience.

MORE EXCITING 
Highlight the best (most exciting) parts of the 
app. Sometimes this means that we might not be 
100% true to the app (there might be things we 
skip that we find, based on data, are not effective 
(Ex: building or farming).

MARKETING VIDEO 
The unit will include a short but exciting 
marketing video. Average marketing video 
length is 4s - 8s.

END CARD 
DESIGN  
Launching from  
the AppStore,  
the install button 
takes a backseat 
here to being able 
to fully experience 
everything the 
demo has to offer 
and then sharing 
it with their 
contacts. GPI end 
cards should look 
less in-your-face 
and ad-like and 
more native.  
Ex: AOBeats

LONGER 
The only restriction with GPI’s is our hard file  
size limit of 8.5 MB or smaller. Since the unit is an 
opt-in experience, it can be longer and can include 
more app content.

TRUE TO APP 
Make sure the unit is true to the actual  
user experience.
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IDENTIFY YOUR UNIT

Limitations

Facebook 
Ads

Pr
oj

ec
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e

Google Play 
Instant

Shorter,  
linear units

Under 8.5 MB  
for gaming apps

Under 2.5 MB for  
non-gaming apps

Note:  
To qualify for 8.5 
MB for non-gaming 
apps, you need 
to apply and be 
accepted for  
Google Beta.

Under 1.9 MB
(1.3 available)

Note:  
To accommodate 
the requirement 
for Base64 
encoding of assets 
for Facebook Ads, 
the total unit file 
size calculation in 
Studio will include 
an extra 25% in 
addition to the 
total size of the  
used assets.

*   Each 3rd party HTML platform requires specific testing prior to publish. 
   Refer to 3rd party testing documentation for full workflows.

Longer, opt-in 
with more 
app content 
included

Longer, opt-in, 
with more 
app content 
included

5 MB
(3.55 available) 

Applovin Ironsource Unity

O
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Portrait Only Portrait or 
Landscape

Responsive 
(Portrait or 
Landscape)

Responsive 
(Portrait or 
Landscape)

Responsive 
(Portrait or 
Landscape)

Shorter,  
linear units

Longer, opt-in 
with more 
app content 
included

2 MB
(1.3 available) 

5 MB
(3.55 available) 
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BRAINSTORM

Identify the Features 

PRO TIPS
After you have decided on the scenes to include in the unit,  
make a detailed list of other assets that you think you will need for 
your unit. Your final list for a basic unit may include the following:

• Videos that will play continuously (loop) until the user makes a move
• Action videos that will follow each move/gesture
•  Types of gestures to be used in each loop scene to transition to the appropriate 

action scenes
• Sound effects to accompany each user action, for example, tap or click sounds.
• Animations or other visual effects to prompt users to perform each gesture
• Images of buttons or any other controls that may need to be included
• Background music to accompany specific scenes or the entire unit
• Splash screen video
• End card video
• Call to action and other button images, such as Close, Replay, Skip, and so on.

We recommend 
a maximum of 
two options. The 
fewer options and 
alternate paths you 
create, the fewer 
video files you will  
need to prepare. 

• Make a list of possibilities by identifying sections of the app that are:

 - Most interactive and most fun to play
 - Representative of the gameplay/story/content
 - Simple enough to be repurposed as a unit  

You will need to identify desired user interactions and transitions for the selected scenes.

To select gameplay segments for a unit:

For non-game units, identify the areas of the app that are most representative of its features 
and desired user interactions that need to be demonstrated. 
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•  While planning your unit and preparing the necessary assets, it is helpful to create a  
unit storyboard to visualize the desired flow.

•  A storyboard is a series of scenes with descriptions. They may also include scene elements 
and user interactions which serve as an outline of the unit. 

•  To create your own storyboard, you get started by using a predefined template, flowchart,  
or blank piece of paper.  

•  Storyboards are helpful for units with more complex transition logic. You may need 
to create alternative flow paths for: a replay, a challenging experience, and an easy-to-win 
experience. Depending on your unit, you may need to use advanced features like triggers, 
counters, and conditionals to create more sophisticated transitions.

STORYBOARDS

Overview

PRO TIPS
Keep it simple and 
name the storyboard 
scenes in a way that 
is easy to understand 
and recognize. 

This will help to facilitate 
and speed up the unit 
creation process. 

Estimate user 
interaction count. 

We like to estimate how 
many moves/interactions 
a user will be making in the 
unit. This gives you a good 
idea if this will be a long or 
short unit. 

Identify what is fun 
about the app. 

Make decisions based on 
data. Interactive sections 
perform better.

Keep it to the point.

Are there redundant/
unnecessary sections 
that can be skipped? 
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STORYBOARDS

Example Storyboard

Splash Scene Tap Here Loop Tap Action

Swipe Right Loop Swipe Action Swipe Left Loop

Swipe Action 2 End Scene

 Play Video
splashscene.mp4
(Non-Looping)

 Transition
After Video;
Move to Scene:  
Tap Here Loop

 Gesture
Tap

 Play Video
loop_01.mp4
(Looping)

 Play Video
action_01.mp4
(Non-Looping)

 Play Video
loop_02.mp4
(Looping)

 Transition
Move to Scene:  
Swipe Action

 Play Video
action_02.mp4
(Non-Looping)

 Play Video
loop_03.mp4
(Looping)

 Gesture
Swipe Left 

 Play Video
end_scene.mp4
(Non-Looping)

1 2 3

4 5 6

7 8

 Gesture
Swipe Right 

 Transition
Move to Scene:  
Tap Action

 Gesture
Tap

 Transition
Move to Scene:  
Swipe Right Loop

 Transition
Move to Scene:  
Swipe Left Loop

 Transition
Move to Scene:  
Swipe Action 2

 Play Video
action_03.mp4
(Non-Looping)

 Transition
Move to Scene:  
End Scene
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ASSET PREP

Video Recording

•  If possible, disable unnecessary UI elements. Use a debug version  
of the app for recording.

• Ensure the volume is turned up and the phone is not muted.  

•  Record videos with background music toggled off.

•  For the best user experience across a multitude of devices, record on a phone 
 with 16:9 or 9:16 aspect ratio.  

•  Record all videos as HD files with frame rate of 30 FPS in the MP4 or MOV format.

•  Always record the first launch of the app since replaying tutorials often  
involves hassle.

• Record long enough clips to create good loops.  

• Start action videos immediately after the user makes an interaction.

PRO TIPS
If there is background 
music in the app, 
record it separately.

It's best to record the 
footage you need rather 
than try to make the 
footage you have work. 

Name each file to clearly 
reflect its contents and 
expected transitions  
or user interactions.

SETUP

BEST PRACTICES

To record the desired video sections of the app for your unit and facilitate the subsequent 
asset editing and unit creation tasks, follow the guidelines below.
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ASSET PREP

Video Editing

• Always keep the project file size limitation requirements in mind.

• Keep video files as clean as possible:

 -  Remove any unnecessary or nonfunctional UI elements that users are not expected to tap.  
If you can’t remove a UI element, cover it with a call-to-action or app branding. 

• Make looping videos as clean and seamless as possible:  

 - Keep them short (mandatory for any video: 17 frames long; optimal: 1-4 seconds long)
 - If your loop looks intermittent or disjointed, try increasing the length of the video.
 - Cycle through your loop multiple times to ensure it's as seamless as possible.

• Always include visual indicators. A finger or arrow animation commonly instructs the user.

To create optimal user experience and meet the file size requirements, follow the guidelines 
below when editing your videos.

PRO TIPS
•  To focus the user’s 

attention on the area 
where an action is 
required, consider doing 
the following:

-  Add a semi-transparent 
black mask over the rest of 
the scene.

-  Highlight the tap area with 
a brightly colored outline.

-  Make the tap area or 
instructional text pulsate.

•  For transitions 
between video 
sequences, follow 
these guidelines:

- Opt for straight cuts.
-  Fast cross-zoom 

transitions or cross-
dissolves also work.

•  If you plan to use a marketing video, 
use a Skip button to allow users to 
tap through.

•  To prevent the user from losing interest 
during longer action sequences with 
little user interaction, add a Skip 
button after 7-10 seconds to allow the 
user to skip ahead.
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ASSET PREP

Audio Recording & Editing

• Record background music files separately. 

• Export audio as mono files and save them in the MP3 format.  

•  Export/render audio files to 96 kbps or less.

•  Optimal background music file length is 10-25 seconds.  
Avoid music files over 1-minute long.

• Make background music a clean and seamless loop.

To create optimal user experience and meet the file size requirements,  
follow the guidelines below when recording and editing your audio files.

PRO TIPS

To avoid the impression that the unit is slow or unresponsive:

 - Keep sound files clear and make sure they match the video file exactly.
 -  If needed, make sound files longer than the video file, for example, if there is a reward 

sequence that extends into the end card.
 -  Make sure that sound effects don’t end abruptly or at awkward places when they play. Use 

fading in/out audio transitions if needed.

Always keep the project file size limitation requirements in mind.

If project file size is an issue, consider doing the following:

 - Trim background audio down to a shorter loop.
 -  Optimize sound effect files to around 64-80 kbps, as they usually have less complexity 

than background music files.
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ASSET PREP

File Prep & Optimization

PRO TIPS
If you need to optimize 
your assets, consider using 
programs that can compress 
images and videos.

SUPPORTED ASSET TYPES

Video MP4

Audio

Images

Fonts

MP3

JPG, PNG

OTF, TTF

• DO NOT use spaces or special characters when naming files. Use hyphens or underscores for spaces.
• Record and export video, music, and sound effect as separate files.
• Compress your static assets (like images and fonts) before importing them to AppOnboard Studio.
• Remove audio track from all video files

Type Format Comments

Exported video files should be H.264 codec, 30 FPS, and have high 
resolution of 1920 x 1080 or 1080 x 1920

Mono channel and 96 kbps recommended

Use JPG format for images that don’t need transparency.
Compress all images to the lowest resolution possible while still 
maintaining acceptable quality across different mobile devices.
Don’t use images larger than 540 x 960 or 960 x 540 pixels.

Compress all font assets before importing them to Studio.

Keep in mind that there are different file size limitations for units made for  
Google Play Instant Apps, Facebook Ads, and other 3rd party HTML platforms.

Use common acronyms and abbreviations,  
for example, CTA for a call-to-action. Make  
sure that another AppOnboard Studio user  
will understand your naming conventions. 
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A   
ACTION
An action is an act of doing something in a scene, such as playing a media 
asset, setting a counter, clearing a trigger, showing or hiding an element. 
Depending on your settings, actions can occur automatically upon 
entering or exiting a scene, with a delay, or when a specific condition is 
met. You can add actions to individual scenes or gestures.

ANGLE MODE
The Angle Mode enables a compass view over the bounding box of 
the selected swipe. Using the hands of the compass, you can define a 
sector area within which the user can perform a gesture at an angle, for 
example, a diagonal swipe. 

ASSET
Also known as media assets. Assets are various types of media,  
such as graphics, videos, audio, and fonts, that you need to create  
a demo in Studio. 

B
BUTTON
Button is an element in Studio that you can use as a special kind of tap 
gesture with predefined functionality. There are five types of Buttons—
Go to Scene, App Store, Replay, Close, and Open URL—which you can 
drag from the Elements panel to the canvas and define their properties 
accordingly. 

C
CONTAINER
Container is a special invisible element in Studio that allows you to 
group other elements and treat them as a single layer in Canvas View. 
A Container provides a bounding box for the elements within it, for 
example, when you resize a Container, all its elements get resized. You 
can also use Containers to set background colors. 

CTA (CALL TO ACTION)
It’s is a marketing term that refers to the next step viewers should take, 
such as Play Now or Install Now. In Studio, a CTA is presented with a 
CTA button, which typically consists of a distinct image and an App Store 
URL combined together inside a Container element. It is a best practice 
to add a CTA button to every scene in a demo, except splash screen and 
end card. End cards typically have a more prominent embedded CTA as 
part of their video assets.

CONDITIONAL
Conditional is a statement that you can add to an action in Studio to 
define conditional logic, for example, using triggers and/or counters. For 
transitions, you can also specify timing events to make transitions take 
place before or after a certain period of time (in seconds) elapses.

CONTROL STATE
See Logic-Only scene.

COUNTER
Counters allow you to store numeric variable data, such as game score, 
currency, scene IDs, during the execution of your demo. You can then 
use actions to manipulate the stored counter values, for example, to 
display them on the screen, use them to move to specific scenes, or set 
conditionals for actions and transitions in your demo. 

E
ELEMENT
Elements allow you to add areas with predefined functionality on the 
screen, such as gestures. When added to a scene, elements get organized 
as layers, and you can define their settings through the respective 
Properties panels. 

END CARD
An end card is the last scene in a linear, “on-rails” demo. In demos with 
alternative flows, each flow should have an end card of its own. An end 
card contains a prominent creative that encourages the user to take a 
specific action, referred to a call to action (CTA), for example, to explore 
the advertiser’s content or install an app. In Studio, each end card must 
be set as an End Scene in its Properties panel.

EVENT
Event is a setting that controls when the action should occur in the 
demo. For each action in the Events & Actions panel, there are three 
event settings—On Enter, At Time, and On Exit. Transitions have two 
events—After Video and By Counter—that you can set in the Transition 
menu.

G
GESTURE
Gestures are invisible layers added to a scene that indicate where on 
the screen the user is required to perform a specific type of interaction, 
such as tapping, swiping, and so on. Typically, all user interactions in a 
demo are immediately followed by a transition to another scene and/
or an action. 

L
LABEL
Use “Text” instead when referring to text on the screen.

LAYER
When added to a scene, all elements and images appear on the screen 
layered over the background video. Some layers are visible in the demo, 
while others aren’t. In Canvas View, all layers appear as bounding boxes 
with no visible content other than images or text. It is helpful to think 
of layers as transparent sheets, often of different sizes, stacked on top 
of each other. The user can interact only with the top (frontmost) layers 
on the screen. 

Glossary
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LOGIC-ONLY SCENE
Login-Only are “backstage control scenes” that define advanced 
transition logic in your demo. They do not appear on the screen and 
should not contain any assets or interactive elements. Instead, they 
typically include actions and events that are all executed at once when 
the specified conditions are met. 

O
ON-RAILS
On-rails is a gaming term that refers to a demo that is linear in design, 
with no alternative transition flows. In this kind of demo, the user has 
no choice but to advance using the predefined transition sequence to 
the end card. 

P 

PAN GESTURE
In Studio, pan-like gestures can be created using the Path and Angle 
gestures by turning on the respective mode through the Gesture Element 
Properties panel. 

PATH
Path is a visualized sequence of the scenes in the demo, which is 
displayed in Path View. Studio automatically builds a path as you add 
scenes, transitions, and gestures to your project. It is a good practice to 
check your demo path regularly to ensure that your transition flow is 
created as intended. 

PATH MODE
The Path Mode enables you to create a multi-directional swipe with a 
series of predefined stop points, transitioning to different scenes until 
the user lifts the finger. 

PROBABILITY
A percentage value used to randomize transitions. 

R
RESOURCE
See Asset.

S
SCENE
In Studio, a scene is a segment of a demo that represents or controls a 
single continuous sequence or action that the user experiences during 
the demo. Collectively, they provide structure and unity to your demo 
and determine its flow.

SFX
Stands for “Sound Effects.” May be used occasionally when space is 
limited to refer to sound effect audio files. 

SPLASH SCREEN
A splash screen is a creative that typically includes a video asset with 
a logo, an app name, and/or a demo title. In Studio, it should be the 
first scene that appears when a demo starts. This is the scene where 
you typically add background music for the demo. There can be only 
one splash screen in a demo. You must also set it as a First Scene in its 
Properties panel.

STATE
See Scene. 

STORYBOARD
A storyboard is a series of panels that present a scenario, which walks a 
hypothetical user through an app or game experience from start to finish. 

T
TIMECODE
Timecode is a series of numbers that display the current position in 
the video or its total length in the MM:SS:FF (Minutes:Seconds:Frames) 
format. The first two numbers (MM:SS) are the same as the normal clock, 
while the last (FF) value indicates the number of video frames since the 
last second. In Studio, timecode is displayed above the timeline at the 
bottom of Canvas View.

TRANSITION
A transition provides the logic for moving from one scene to another in 
a demo. Transitions can occur automatically, when certain conditions 
are met, or as a result of the user interacting with the demo though a 
gesture. You can view and define the desired transition logic through the 
Events & Action panel or the gesture Properties panel. See also Triggers 
and Counters.

TRIGGER
A trigger allows you to perform logic, typically during a transition, when 
certain conditions are met. Triggers are activated through gestures that 
the user performs during the demo. Instead of following a pre-defined 
transition sequence and moving to the pre-selected next scene, triggers 
perform transitional logic using alternative flows, thus providing more 
variable outcomes, including randomizing transitions. 

U
UNIT
Unit is the final output that you create with Studio, for example, an 
interactive app demo. In marketing, it’s an ad creative that your audience 
will see and interact with. You may create several demo units from the 
same project.

V
VIEW
See Layer. 

Glossary


