
Thank you for reading!

Click here to watch FTUE flow

Play it on your phone 



OR 

Our redesign was driven by identifying blind spots in our previous design. Due to limited player access and survey 
systems, our research relied on data-driven methods, including competitive analysis and insights from support 
tickets. This approach allowed us to make unbiased decisions for the final design.

Competitive Analysis

Analysing D0 flows across different games to understand where we can improve on

Game 1 - NYT Wordle FTUE Game 2 - Wordle by Applovin (D0 - D1 flow)

Playsimple Games

Wordy

Redesigning first time user experience

(FTUE) for wordle

Introduction about the game

Wordy is a casual, free-to-play, wordle game. Launched in August 2022, it has garnered  1L+ downloads and has a 40k+ 
DAU and counting!. I had an opportunity to work along the talented team and improve on the game experience

Goal
To understand the issues in the existing FTUE flow and improve the onboarding experience  to ensure a seamless and

engaging introduction for users, encouraging them to stay involved and fully embrace the core gameplay. 

Why?

To understand the issues in the existing FTUE flow and improve the onboarding experience  to ensure a seamless and

engaging introduction for users, encouraging them to stay involved and fully embrace the core gameplay. 

14% drop off at this step

All the information are not provided, only 
green & yellow significance are mentioned

Way too long...

FTUE is still not done?

 Ftue toaster itself looks like 
a clickable tile and letters 

inside too!

too much spoon feeding?

What just happened? Why did I 
enter this word then?

In the brainstorm session, I noticed that the above flow and screens does not follow the basic UX law

The following factors explains why the screen does not follow Hick’s Law  
As one of the 1st screen and last screen players will interact with, 
both the screen shows no objective to the players, clearly implies 
negative experience

 Information and cognitive loa
 No clear visual hierarch
 Visual clutte
 Information toaster looking tappable

People judge an experience largely based on how they felt at its peak and at its end, 
rather than based on the total sum or average of every moment of the experience.

“The time it takes to make a decision increases with the number and complexity of choices”

P️eak - End ruleH️ick’s Law

ohh... new color again? what’s that?

After the first word enter, 

the screen looks all bright. 


What am I supposed to do next?

Everything looks clickable on this screen!

No objective- Why am I 
typing these letters??

Too many text? Too 
much to read

OLD NEW
Scanning is easy Too cluttered in one


area of screen 

As we have seen in the UI issues that 14% players were dropping off at the instruction screen. I tried exploring different ways of

showing instruction which can be easily understand and also not too text heavy.



Here, the challenge was to teach colour significance to players - 

Scanning is easy

because of icons 

Brainstorm and Exploration

More Exploration 

Our previous FTUE flow and UI lacked a goal-oriented approach. To address this, I redesigned the flow with reduced hand-holding and distractions, along 
with a revamped Instruction screen. Additionally, I spread out the assistance over the next 2-3 puzzles to facilitate player progression.

Revamped Puzzle 1 FTUE 

Reduced distraction by adding 
overlay. Only focused on the 
desired action

Changed the first word 
to avoid confusionUsed icon with the 

colours for better 
understanding

Designed Reinforcement for Puzzle 2 
Based on the analysis, we observed a 48% drop-off in Puzzle 2 clears. Our funnel analysis revealed that excessive hand-holding in Puzzle 1 and lack of 
assistance in Puzzle 2 contributed to this drop-off. To address this, we implemented reinforcement from Puzzle 2 onwards to aid players' progress in the game.

Key Metrics

D0 Clears D1 Install Retention Session time

Other Impact

150 bps 4.5%17.5%

 30% more players completed the FTUE and 2nd puzzle without any hassl
 Consequently, clears overall improved since players were more comfortable with the game’s mechanic
 D0 session time up by 4.5 %, thanks to smoother onboarding, which led to players discovering more features on D0 

itself, impacting retention

Outcome

Funnel Improvement

Conclusion

The changes in FTUE made the onboarding process smoother for new players, who then got hooked 
to the game. These players retained better, engaged more and hence brought LTV upsides through 
increased ad impressions.

-10.7%
Don’t like the game, already know 

how to play the game or tech issues

-8.3%
Dropoffs due to FTUE 
friction -17.11%

Complete 1st puzzle, then leave 
the game or explore other packs 
in the game

2X increase in clearers
Previously it was 33%

2.5% consequent increase

in clearers

100%
DAU

63.89% 51.1%
3rd puzzle clear

89.3%
1st puzzle clear

81%
2nd puzzle view

2nd puzzle clear

-13%
Don’t like the game, already 
know how to play the game 
or tech issues

-48%
Dropoffs from 2nd

puzzle without clearing it 

-6%
Complete 1st puzzle,

then leave the game

100%
DAU 87%

1st puzzle clear 81%
2nd puzzle view

33%
2nd puzzle clear

Identifying The Problem

It’s October 2021, and Wordle (from The New York Times) has taken social media by storm since its 
debut. You find yourself watching your friends share their daily Wordle attempts on their stories, 
sparking your interest in giving it a try and learning the game yourself.



You download Wordy on your mobile device and are greeted with a dialogue box containing 
instructions.



As you follow along, the instructions seem to go on and on....... until you become overwhelmed



Despite your efforts to understand, you ultimately decide to leave the game as it feels too lengthy 
and difficult!!




If you resonate with this experience, then we, the Wordle team at PlaySimple, don’t want it to affect 
your gameplay. What was intended to be a helpful first-time experience had the opposite effect, 
resulting in a 48% drop-off rate at the very first puzzle.

The Problem

Game 3 - Word Challenge (D0 - D1 flow)

Conclusion

Suggestion
 Instead of just showing “guess a 5 letter word”, can suggest a word to players if they are inactive for long 

for first few puzzle
 Tweak the conten
 Show all the information, not only green and yellow colour significanc

 Can probably remove the hand holding and just give a clear instruction to enter wor

 FTUE tile can be made flat so that it doesn’t look too prominent on the screen. Focus here should be 
conveying the instruction

 Keeping the millennial players on mind - hand prompt is not required, pulsating the keys/cta should wor
 To improve on retention/ D0 clears - We can provide players with a pre filled word which they have to 

make correct for first few levels 
 Let players progress through the level to have the sense of achievement, don’t try to feed players 

everything at one go. This will make ftue long and tiring
 Start with only 1 row on the grid with overlay to keep the action focused. Currently, there is a lot to look at 

and players might feel clueless

What it is now

 Lengthy and monotonou
 Non - intuitiv
 No prompt on needed actio
 Visually cluttered U
 Lacking visual hierarch
 Poorly managed onboarding copy tex
 Cognitive overload
 Frustrating and time consuming 

experience

 

 Goal should be clea
 Intuitiv
 Easy to scan and understand U
 Clear onboarding copy text to guide 

player
 Reduce number of colours to maintain 

visual hierarchy
 Less interference from background 

elements on the screen

What we want it to be

https://drive.google.com/file/d/1rmMRVmtii4uBqwT_l03wu_-mJfNLCDM-/view?usp=drive_link

