Bumble - Gamified Dating Experience Enhancement

A gamified feature for Bumble that helps users overcome pre-date anxiety by using
Al-powered conversation prompts and collaborative itinerary planning.

Launching on: jan 1,2025
TBD Resources: link
Link to whimsical: LINK

Problem Definition Dating apps often leave users feeling uncertain or anxious before a
date due to unclear expectations and lack of engaging pre-date interactions. This problem
impacts active Bumble users who seek a seamless transition from virtual to in-person
interactions. Solving this issue can significantly improve user retention and satisfaction by
enhancing the dating experience, thereby increasing Bumble’s competitive edge. Target
users will benefit from reduced pre-date stress and increased confidence, fostering more
meaningful connections. Addressing this issue is urgent, as competitors are innovating
rapidly in the dating app space, and pre-date engagement remains an untapped area for
differentiation.

Goals

1. Improve user engagement by 20% through gamified pre-date interactions.

2. Increase user satisfaction with a 4.5+ average rating for the feature in post-launch
surveys.

3. Drive a 15% uptick in successful matches progressing to offline meetings.

4. Enhance feature adoption rate to 25% within the first three months of launch.

Metrics:

e Functional:
o Engagement rate (daily/weekly active users engaging with the feature)
o Adoption rate (percentage of users who use the feature post-launch)
e Non-functional:
o System responsiveness (<500ms for Al prompt generation)
o Error rate (<1% in generating conversation prompts)

Why are these metrics important: They measure the success of the feature in driving
engagement, ensuring system reliability, and delivering user value.

Non-Goals

e Addressing issues outside the pre-date engagement stage.
e Extending the solution to match algorithms or unrelated app features.
e Building integrations with external travel or event booking services in this phase.


https://assets.nextleap.app/submissions/NLBumble-6b9df435-45b6-4c9a-a356-93ed4b35b8f3.pdf
https://whimsical.com/wireframe-bumblespark-QqHSmzw9fxcWKbYEzRkFdc

Validation of the Problem

e User Anecdotes: Feedback from Bumble users highlights anxiety as a recurring
theme before dates.

e Data Patterns: Only 35% of matches transition to in-person meetings, signaling a
gap in the user journey.

e Competitive Landscape: Competitors like Hinge and OkCupid focus on
personality-driven questions but lack engaging pre-date features.

Understanding the Target Audience

e User Segment: Young professionals aged 25-35, primarily urban users.
e Key Personas:
o Sarah, 28, a marketing manager looking for meaningful connections.
o Rahul, 30, a software engineer seeking confidence before dates.
e Pain Points:
o Lack of engaging interactions post-match.
o Anxiety over initiating meaningful conversations.
o Difficulty in planning enjoyable first dates.

Solution Introduce a gamified pre-date planning feature that includes:

1. Al-generated conversation prompts tailored to user interests.
2. Collaborative itinerary planning tools for matches.
3. Areward system for engagement (e.g., badges or discounts on partner services).

User Flows/Wireframes/Mockups

o Key Features:
o Al-powered prompts and question games.
o Shared itinerary builder with suggested locations.
e Key Logic:
o Use machine learning to generate personalized suggestions based on user
profiles.
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e Data Instrumentation:
o Events: Feature clicks, itinerary completion, prompt usage.
o Variables: Engagement time, user feedback ratings.
e Edge Cases Handling:
o Empty itinerary suggestions.
o lrrelevant or repetitive prompts.
e Product Marketing:
o In-app announcements, blog posts, and email campaigns targeting active
users.
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https://www.canva.com/design/DAGL3SV6idY/4VeWBmvLmFuIp2R_Tkphhw/edit

Launch Readiness

e Key Milestones:
o Design Complete: 20.11.2024
o Development Complete: 25.11.24
o QA Timelines: 20.12.2024
o Dogfooding: 26.12.24
e Launch Checklist:
o Stakeholder buy-in.
o Support team onboarding.
o Operational readiness.
e Experimentation Plan: A/B testing on select user groups.

Future Iterations

e Expand itinerary planning to integrate with travel and event booking services.
e Introduce AR/VR elements for virtual pre-date experiences.
e Add more Al personalization features for itinerary suggestions.

Risks & Mitigations

e Risk: Al prompts may generate irrelevant content.

o Mitigation: Regularly update training data and incorporate user feedback.
e Risk: Users may find the feature intrusive.

o Mitigation: Ensure opt-in feature adoption with clear user education.
Open Questions & Decisions Taken

e Open Questions:
o What will be the pricing strategy for premium users?
o How to handle data privacy for itinerary planning?
e Decisions Taken:
o Gamification will be part of the free tier to drive initial adoption.
o Al personalization will comply with GDPR and CCPA regulations.

Appendix

Competitive Analysis: [Link]
User Research: [Link]

Data Analysis: [Link]
Solution Mindmaps: [Link]


https://www.mordorintelligence.com/industry-reports/global-online-dating-services-market
https://www.businessofapps.com/data/bumble-statistics/
https://ir.bumble.com/financials/quarterly-results/default.aspx#:~:text=Bumble%20App%20Revenue%20is%20revenue,app%20in%20the%20relevant%20period.
https://www.canva.com/design/DAGL3SV6idY/4VeWBmvLmFuIp2R_Tkphhw/edit

