
On a phone, a casino app has very little room to explain itself. A button may be thumb-sized, a category name
may be cut short, and a row of game thumbnails can look almost identical. When controls are hard to read, the
result is not just a visual annoyance: players can take the wrong route, miss useful filters, or lose their place while
navigating.

Readable controls depend on more than font size. They need clear labels, enough button spacing, and consistent
navigation from one section to the next. A well-organized lobby also makes the main choice—what kind of game
to find—obvious before asking someone to sort by provider, theme, or another detail.

These principles matter across casino apps, including products such as MrQ. They are useful whether someone
already knows the game they want or is simply browsing. The goal is straightforward: help people understand
where a control leads, tap it accurately, and return without having to start over.

Start with the game format
The first navigation choice should answer a practical question: what type of game is here? A format-first lobby
separates slots, live casino, bingo, and hybrids into recognizable destinations. That gives players a useful starting
point before they consider a provider or a theme.

Format is descriptive. It tells a person something about how a game works or what kind of experience to expect. A
mood-based label such as “Thrilling,” “Hot,” or “Feel-Good,” by contrast, describes a promotional tone rather than
the content. It may be useful as a secondary collection, but it should not replace functional categories. A player
looking for bingo should not have to guess which mood-based tab contains it.

Formats also differ in meaningful ways. Slots are generally individual games with their own rules and features. Live
casino games involve a live-hosted or streamed format. Bingo follows a recognizable game and card structure.
Hybrids may combine elements, such as a slot-style interface with live content. Naming these areas directly helps
users predict what they will find.

Make the first decision easy to see

On a narrow screen, a row of small, unlabeled icons is not an adequate substitute for a navigation menu. A slot-
machine icon may be familiar to some people, but others may not know whether it means slots, games in general,
or a particular feature. Pair icons with visible text labels, and keep the labels on screen rather than relying on a
tooltip or a long press.

Format-first navigation should also remain stable. If “Slots” appears in the main navigation on one screen, it
should not move into a differently named menu on the next. Consistent navigation reduces the amount of
relearning required as someone moves between the home screen, a category, and a game details page.

Use category labels that explain function
A category label should tell players what is inside it—or what will happen when they select it. “Live Blackjack” is
more informative than “Table Time.” “New Slots” explains a collection’s contents, while “Fresh Picks” leaves the
player to infer what “fresh” means. Labels based on mood or marketing language can add character, but they
should not carry essential navigation information.

Clear labels are especially important in compact menus. Truncation can turn a useful phrase into an ambiguous
fragment, so teams should test the actual text at the narrowest supported screen width. If a label does not fit, the



answer is not always to reduce the font. Shorten it without changing its meaning, allow a sensible wrap, or
redesign the menu so the name remains visible.

Make control names predictable

Use familiar words for familiar actions. “Search” should open a search field; “Filters” should expose ways to narrow
a list; “Back” should return to the prior screen or state. If a control instead opens a promotional landing page, its
label is doing the wrong job.

The UK government’s accessibility guidance, including material published at accessibility.blog.gov.uk, is a useful
reference point for thinking about inclusive digital services. In a casino app, the practical lesson is to make controls
understandable and usable rather than expecting people to interpret icons, abbreviations, or decorative wording.
Clear wording benefits new users and returning players alike.

Search and browsing solve different problems
Search is most useful when a player has a specific target: a game title, a provider, or a known phrase. It can
shorten the route from the home screen to a result. Browsing works better when someone has a general intention
—such as trying a slot or exploring live games—but does not yet know which title to choose.

Neither route should be hidden behind the other. A prominent search field is valuable, but it does not replace well-
structured categories. Browsing is not a substitute for search either: asking someone to scan a long, unfiltered grid
for a title they already know is an inefficient use of screen space and attention.

Keep search forgiving and useful

On a phone, users often type with one thumb and may make mistakes. Search should tolerate minor spelling
errors mtgarena where possible, show results as the query is entered, and give useful feedback when there are no
matches. The field needs a clear label or prompt, not just a magnifying-glass icon. Once results appear, game titles
should remain readable and distinct, even when several games come from the same series.

https://mtgarena.pro/info/mobile-casino-libraries-finding-your-way-through-different-game-formats/


Browsing needs different support. It should show the format categories early, then offer a manageable set of
choices within each section. Short descriptions or recognizable game details can help distinguish similar
thumbnails. If a tile crops the title so that multiple series entries look alike, the image is not doing enough work for
the player.

Filters should narrow different kinds of choice
Filters work best when each one answers a separate question. Provider, theme, and game type are not
interchangeable, and combining them under a vague heading such as “More” makes the lobby harder to
understand.

Filter Question it answers Example Provider Who made or supplied the game? Choose a named studio or provider
Theme What subject or visual setting does the game feature? Search for mythology, nature, or travel themes
Game type What kind of game or play format is it? Choose slots, bingo, or a specific table-game type

These distinctions matter because a person may want a particular provider but have no preference about theme,
or may want a game format without caring who made it. Filters should make those independent choices possible.
When a player selects several filters, show which ones are active and offer a clear way to remove one or reset the
set. Otherwise, a narrowed list can feel like a dead end.

Labels should state what the filter means. “Provider” is clearer than a logo-only button, while “Theme” is more
informative than a decorative icon. If a filter opens a panel, the panel should use readable option names and make
selection states apparent. A small tick or color change alone may not be enough to show which options are
selected.

Readable controls need room to be tapped
Button spacing is part of readability because a control that is easy to see but hard to tap is still difficult to use.
Small, tightly packed targets increase the chance of selecting a neighboring category or filter by mistake. Give
controls enough separation, make their touch areas generous, and avoid placing two unrelated actions so close
together that a thumb can easily hit the wrong one.

Spacing also establishes hierarchy. A little more distance around the primary navigation can help distinguish it
from secondary controls, while consistent gaps between filter chips make them easier to scan. If every element
competes for the same amount of space, the screen may feel busy even when the words themselves are legible.

Text size and orientation deserve their own checks. Labels should remain readable without requiring pinch-to-
zoom, and the interface should be reviewed in both portrait and landscape where those orientations are
supported. Landscape can shorten vertical space and force important controls off screen; portrait can compress
horizontal menus and cause labels to truncate. Test the actual device layouts, not only a design mock-up.

Keep the route back predictable
Navigation is not complete when someone reaches a game list. The app should preserve enough context for the
player to return to the same section without losing their position. A back action that resets the lobby to the top of
a long list makes browsing unnecessarily repetitive. Likewise, returning from a game details screen should not
silently erase active filters or search terms unless the interface explains that behavior.

Consistent navigation means that the same action has the same result across screens. Back should go back; a
category control should open that category; and a selected filter should remain visibly selected. Stable behavior



reduces the need to stop and reorient after every tap.

Count the taps and screens

A simple way to review a flow is to count its steps. For example, reaching a particular provider’s slot games might
take:

1. Tap “Slots” in the main navigation.

2. Tap “Filters.”

3. Select the provider and apply the filter.

That is three taps across the lobby and filter panel. The count is useful, but it is not the whole story: each screen
must also make the next step obvious, and the back route must preserve the user’s place. A shorter flow is not
automatically better if it depends on an unlabeled icon or a hidden gesture.

A practical small-screen review
Before approving a casino lobby, test the main tasks with a real phone-sized viewport and a range of users. Check
both browsing and direct search, since they expose different problems. A useful review asks whether a person can
identify the game format, understand each category label, apply and remove filters, and return to the same place
after opening a result.

Clear labels: Do category and control names explain their function without relying on mood-based wording?

Button spacing: Can each control be tapped without accidentally selecting a neighbor?

Consistent navigation: Do categories, search, filters, and back actions behave predictably across screens?

Text size: Are labels readable at the smallest supported viewport without zooming?

Orientation: Do portrait and landscape layouts keep important controls visible and prevent title truncation?

Position retention: Does going back preserve the user’s list position and active choices when appropriate?

Distinct results: Can players tell similar thumbnails and entries in the same series apart?

Conclusion



Readable casino app controls begin with a clear structure: put formats such as slots, live, bingo, and hybrids where
players can find them; use category labels that describe function rather than mood; and let search and browsing
serve their different purposes. Then make filters understandable by separating provider, theme, and game type,
and support every choice with readable text, generous button spacing, and consistent navigation.

Small-screen usability is ultimately about reducing guesswork. When a player can tell what a control does, tap it
accurately, and return without losing their place, the lobby feels easier to use—whether they arrive with a specific
title in mind or are simply exploring.


