A casino library with hundreds of titles can feel less like a menu and more like a warehouse: everything may be
there, but finding the right thing takes work. On a phone, the problem gets sharper. Small screens leave less room

for labels, long rows encourage endless swiping, and a single tap on the wrong tile can take you away from the
lobby.

The best way to browse is to narrow the catalogue in a useful order. Start with the kind of game you want to play,
use categories that describe what a game does, and then choose between search and filters based on how specific
your idea is. That approach makes a mobile game catalogue easier to scan and reduces unnecessary casino lobby

scrolling.

This is as much a navigation and accessibility issue as a design preference. UK-facing operators such as MrQ can
be considered through the same practical lens: can a player tell what a section contains, find a title without
guesswork, and move through the interface without losing their place? The UK government’s accessibility guidance
at accessibility.blog.gov.uk is a useful reminder that clear labels and usable controls matter to people with different

needs and ways of interacting.

Start with format, not a pile of titles

When a library is large, the first question should be “What type of game am | looking for?” rather than “Which of
these hundreds of thumbnails catches my eye?” Format-first navigation gives the catalogue an understandable

top level and removes irrelevant results early.

* Slots: Reel-based games, often with different themes, bonus features, and layouts.
* Live games: Games hosted by a presenter or dealer, usually streamed with an on-screen interface.
* Bingo: Bingo formats, which may include different ticket styles, rooms, or ways to play.

® Hybrids: Games that combine elements from more than one format, such as a game-show presentation with

casino-style mechanics.

These distinctions are more useful than a single undifferentiated “Games” page. They let players make a broad
choice with one tap, then explore within that format. A simple route might take three taps from the lobby: tap
“Live,” choose a clearly named game type, then open a title. If each step has a distinct purpose, the player can

understand the path without having to backtrack.

Format labels should be visible as text, not communicated only through icons. A card-table symbol might suggest
live games to one person and general casino games to another. Pairing an icon with a word makes the choice
clearer and helps users who do not recognize the symbol. It also makes the interface easier to scan with assistive

technology.
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Choose categories that explain function, not mood
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Categories are useful when they answer a practical question. “Ways to play,” “Game type,” or “Provider” tells a
player what they will find after tapping. Labels such as “Feel the thrill,” “"Hot picks,” or “Lucky vibes" are mood-
based rather than descriptive. They may add personality, but they do not explain what the games have in

common.

A category called “Popular” can be helpful if it genuinely groups titles by popularity and says so. A category called
“Favourites,” however, can be confusing when it is unclear whose favourites it means: the player's saved games,
the operator's recommendations, or a general editorial selection. Better labels make the distinction explicit, such as
“Your saved games” or “"Popular this week.” Categories like these tell players both what the section contains and

why it is there.
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Good category design also avoids overlap without explanation. If “New,” “Featured,” and “Trending” all show many
of the same titles, players have to guess how the sections differ. A short description or a more precise label can

prevent that uncertainty. The goal is not to eliminate discovery; it is to make discovery understandable.

A quick test for category labels

Before using a category, ask: could someone predict what they will see from the label alone? If not, add a
descriptive word or explain the selection. “Megaways slots,” for example, communicates a game mechanic and

format. “Big energy” communicates a feeling, not a rule for inclusion.

Search and browsing solve different problems

Search is best when you already have a specific target. Browsing works better when you have a general direction
but want to compare options. Treating them as interchangeable can make a large mobile game catalogue harder

to use.

Method Works best when Useful interface details Search You know a title, provider, or distinctive term. Visible
search field, helpful suggestions, clear no-results message. Browsing You know the format or broad kind of game,
but not the title. Descriptive categories, readable cards, stable page position. Filters You want to narrow a group

using specific attributes. Named filter controls, visible active selections, easy reset.



Use search for a remembered title, a provider name, or a distinctive word in a game's name. Search is less
dependable when the spelling is uncertain, the title is generic, or the player does not know what to type. A useful
search field should be easy to find, accept partial terms where possible, and give a clear message when there are

no matches. It should not leave the player staring at an empty grid without guidance.

Browsing is more suitable for open-ended discovery. Someone who wants to look at live game shows, for example,
can enter the live section and compare the available options. The process may take more steps than a direct

search, but each step can teach the player something about the library.

For the quickest route, use both in sequence: choose a format, then search or filter within that section. That limits
the results without forcing the player to know the exact title. A useful flow might be four taps: select “Slots,” open
filters, choose a theme, and open a result. The key is that each tap should narrow the choice or give meaningful

information.

Filters and categories are not the same thing

Categories create routes through the library. Filters refine the results within a route. They can look similar on
screen, but they answer different questions: a category asks “Where should | go?” while a filter asks “Which items

in this group do | want to see?” Keeping that distinction clear helps prevent a maze of overlapping menus.

Provider filters

A provider filter narrows games by the company that made them. It is useful when a player recognizes a studio,
wants to compare its titles, or remembers who produced a game but not its name. Provider is a source attribute,
not a game format: one provider may make several kinds of games. For that reason, a provider filter usually works

best after choosing a broad format, rather than as the only starting point.

Theme filters

A theme filter groups games by subject or visual setting, such as animals, mythology, or travel. It helps players
browse by interest when they do not have a specific title in mind. But a theme does not explain how a game
works. Two games with the same theme can have very different mechanics, so theme is best treated as a discovery

aid rather than a substitute for game-type information.



Game-type filters

Game-type filters describe mechanics or structure, such as a particular slot format or a live game category. They
are usually the most practical filters for comparing how titles play. Clear wording matters: a label should explain
the type rather than rely on specialist shorthand without context. If a term https://mtgarena.pro/info/mobile-
casino-libraries-finding-your-way-through-different-game-formats/ is unfamiliar, a short explanation can make

the filter more useful without crowding the screen.

Filters should show what is active. If a player selects two options, those choices should remain visible while results
update. A clear "Clear filters” control is also important; otherwise, someone may assume the catalogue has no
more games when a previous selection is still applied. On mobile, filter panels should have a straightforward close

or apply action, with a result count where practical.

Make casino lobby scrolling less frustrating

Scrolling is unavoidable in a catalogue with hundreds of games, but it should not be the main way to navigate.
Long rows of similar cards make comparison difficult, especially if a thumbnail crops the title or several entries in a
series look almost identical. Keep the full title readable where possible, and use text alongside artwork so the

player does not have to identify a game by image alone.

Position matters, too. If a player opens a game and returns to the lobby, resetting them to the top can turn a
short search into repeated work. Preserving the previous position is a small detail with a large effect: it prevents
extra swipes and helps the player continue where they left off. If the lobby does refresh, give a clear reason or

preserve the active category and filters.

There is also a difference between a useful preview and an accidental detour. Make the whole card’s behavior
predictable: does tapping the image open the game, or does it open more information? Avoid placing small,
unlabeled icons beside the title when their purpose is unclear. If an icon saves a title, label it in text or provide an

accessible name, and make the action easy to distinguish from opening the game.

Check accessibility before polishing the visuals

Accessibility is part of navigation quality. Clear headings, descriptive control names, adequate text size, and visible
focus states help more people use the catalogue. They also make the interface easier to understand in bright light,

with one hand, or while moving between portrait and landscape orientation.

Guidance published by the UK government on accessibility.blog.gov.uk offers useful principles for creating digital
services that people can use. For a casino lobby, the practical takeaway is to test the actual journey, not just the
appearance of the homepage. Can someone identify the active section? Can they operate filters without relying on

color alone? Does search have a meaningful label? Do controls remain usable when text is enlarged?

Small-screen QA checklist
* Text size: Can category names, game titles, and filter labels be read without zooming? Do they remain usable
when text is enlarged?
® Orientation: Does the lobby remain usable in portrait and landscape, without clipped controls or titles?
* Tap clarity: Are interactive elements visibly labeled, rather than represented by icons alone?
* Back behavior: Does returning from a game preserve the player's place, category, and useful filter selections?

® Card clarity: Are titles readable, and are entries in a series distinguishable?
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* Filter state: Can the player see what is selected and reset it without starting over?

A practical browsing sequence
When faced with a large catalogue, use this order:

1. Pick a format. Start with slots, live, bingo, or hybrids rather than a general page of mixed titles.
2. Choose a descriptive category. Prefer labels that tell you what the games have in common.

3. Decide whether you know the target. If you know a title or provider, search. If you only have a broad

preference, browse.

4. Apply relevant filters. Use game type for mechanics, theme for subject, and provider for studio. Do not

assume one filter answers all three questions.
5. Compare readable results. Check titles and labels instead of relying on artwork alone.

6. Return without losing your place. If you leave a result, the lobby should make it easy to continue from the

same spot.

The best lobby is the one that explains itself

A good casino library does not make players earn their way through hundreds of tiles. It provides a clear format-
first route, categories that describe function rather than mood, and a sensible choice between search, browsing,
and filters. Provider, theme, and game type each describe a different aspect of a title, so they should be presented

as distinct tools rather than interchangeable tags.

For operators and product teams, the standard is straightforward: every tap should make the next choice easier. A
player should be able to tell where they are, what a label means, and how to return to the results without starting
over. When those basics work on a small screen, casino lobby scrolling becomes a backup—not the only way to

find something.



