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+ Without onboarding guidance, 0% of players
completed the demo.

« 50% of unaided players abandoned the game
within the first minute due to boring texts.

User Research & Insight

Background

+ At the show
+ Have dozens of hours of
development experience

—

+ Players have limited time and patience

during the show
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+ Simplified instructions and added visual interactive
feedback (emoji bubbles, sound effects).
« Offered on-site guidance to engaged players

s SOlUtion & Iteration

+ A design specification is necessary.
+ This improvement sped up the game
flow and boosted short-term player

retention.

Impact & Key Metrics

+ First-minute drop-off rate decreased by more
than 50%

+ Current text amount is too much and not

engaging enough for quick understanding.

« 70% of new players proceeded to the
second scene
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