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1. Why Mobile Ul Design Matters

Aspect Impact on Users

) . Determines readability, tap
Screen size & touch input

targets, and navigation flow

Context of use (on?the?go, Requires quick, intuitive

intermittent attention) interactions

Device diversity (smartphones,
tablets, foldables)

Necessitates adaptable layouts

Business Value

Higher conversion, lower
abandonment

Improves user satisfaction
and brand loyalty

Expands market reach

2. Core Design Principles

Principle Description

_ Uniform visual language and behavior
Consistency
across screens

Mobile?Specific Tips
Use platform Ul kits (Material

Design, Human Interface
Guidelines)

Highlight taps, show loading
spinners, haptic feedback

Limit to 3-5 actions per screen, use
progressive disclosure
Keep primary actions within thumb?

Use familiar icons, shadows, and

Offer shortcuts (gestures, voice)

Feedback Immediate response to user actions
) o Reduce visual clutter; focus on
Simplicity )
primary tasks
o Important information and controls
Visibility o
must be easily discoverable reach zones
Elements should suggest their
Affordance _ :
function (e.g., buttons look pressable) tactile cues
L Support varied user goals and skill
Flexibility

levels

Error Prevention & Minimize mistakes; provide clear

Recovery recovery paths

alongside standard navigation

Disable invalid inputs, confirm
destructive actions, undo options
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3. Layout & Navigatiddbil@rdevices

3.1 Common Layout Grids

Grid Type When to Use

Single?column

. Content?heavy apps (news, social)
(vertical scroll)

Heterogeneous items (e.g., product
Card layout o
listings)

Bottom navigation bar 3-5 top?level sections

Side drawer .
More than 5 top?level sections
(hamburger menu)

Characteristics
Simple, natural scrolling

Visual separation, easy tap
targets

Thumb?friendly, always visible

Hidden by default, good for
secondary items

Tab bar (top or Switching between peer screens (e.g., Immediate access, clear

bottom) “Chats”, “Calls”)

3.2 Navigation Hierarchies

1. Flat — 1-2 levels deep; ideal for quick tasks.

labeling

2. Deep — Multiple drill?down levels; use breadcrumbs or back buttons to maintain context.

3. Modal — Overlays for temporary tasks (forms, alerts); must be dismissible.

4. Touch Interaction Guidelines

Element Minimum Size

487?x?487?dp (Android) / 44?x?447pt

Tap target
P g (i0S)

Swipe gesture _ .
Full?width horizontal band (??56?dp)
area

Long?press Same as tap target

Tips
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Recommended Spacing
8?dp/pt between targets

Avoid conflict with scrollable
content

Provide visual cue (e.g., slight
scale)
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e Avoid “fat finger” errors by keeping interactive zones away from screen edges.

e Use native gestures (pull?M@va e/i@e’veile@gy when they add value.

e Provide fallback (e.g., explicit buttons) for users who cannot perform gestures.
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