A card can look fantastic at full size and still be exhausting to read on a phone. The title gets lost against a bright
illustration, the rules text shrinks to fit, and a tiny icon asks your eyes to do the work of a magnifying glass. After a

few matches, you may find yourself squinting, zooming, ptcgpocket.gg or giving up on the card entirely.

That fatigue is not simply a matter of small screens. It comes from a combination of typography, spacing, contrast,
illustration composition, and how the interface prioritizes information. Good mobile card design gives your eyes a
clear route: first to the card’s identity, then to its key numbers, then to the details you need to make a decision.
That route should remain comfortable whether you are browsing a collection or checking a card in the middle of a

match.

Here are practical ways to make card text easier on the eyes—and a checklist for spotting problems when you

browse a game's collection or deck tools.

Start with a clear information hierarchy

Not every piece of information on a card deserves equal attention. A card name, cost, and central effect usually
matter more during play than flavor text or a secondary keyword reminder. If all of those elements have the same

size, weight, and visual emphasis, the card becomes a wall of competing details.

A useful hierarchy makes the important parts quick to find. The title should be identifiable at a glance. Cost and
stats should be easy to locate without hunting around the frame. Rules text should be readable at the size players

actually see in the game. Less urgent details can be quieter, but they should not disappear into the background.

* Primary: card name, cost, main stats, and the effect that determines how the card plays.
e Secondary: faction, type, keywords, and other information that helps with deck or collection decisions.

* Optional: flavor text, decorative labels, and collection details that can move to a larger card view.

This is especially important when a game shows several cards at once. A collection grid may use compact previews,
but a selected card should have a clear detail view. Asking one tiny card tile to show every stat, rule, and bit of

flavor is a common way to make an interface technically informative but unpleasant to use.

Use legible typography, not just smaller text

Legible typography is more than choosing a clean font. Letter shapes, line length, weight, and spacing all affect
how quickly players can read. Decorative type may suit a card title, but it is usually a poor choice for several lines
of rules. Thin strokes can vanish on a low-brightness screen; tightly packed letters can blur together when the card

is scaled down.

Rules text benefits from a familiar typeface with distinct letterforms. Watch for characters that are easy to confuse,
such as “,” ", and “1."” Keep bold or condensed styles for short labels rather than full paragraphs. If the game uses
a custom fantasy font, check that it remains clear at the smallest size shown in normal play—not only in

promotional art or a full-screen preview.

Give lines room to breathe

Line spacing that is too tight turns rules into a dense block. On the other hand, excessive spacing can force the
text to shrink to fit the card. The goal is a comfortable middle ground, supported by sensible line lengths and
thoughtful breaks. Short paragraphs are easier to scan than one uninterrupted slab, especially when a card has

multiple effects.
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Use spacing and padding to separate the title, rules, and stats from each other and from the card border.
Padding is not wasted space: it helps the eye recognize where one information group ends and another begins. If

text nearly touches an icon or frame, the reader must work harder to distinguish the pieces.

When you notice that a card’s text looks crowded, check whether the issue is really font size. The cause might be a
long sentence, an oversized decorative heading, or insufficient interior padding. Shortening or restructuring copy

can often preserve readability without making the whole card feel cramped.

Make contrast comfortable, not harsh

Text needs enough separation from its surroundings to remain readable, but maximum contrast is not
automatically the most comfortable choice. Bright white text on pure black can feel glaring in a dim room, while
muted gray on a textured painting can disappear in daylight. Contrast comfort means preserving clear text edges

without creating a screen that feels sharp or tiring during longer sessions.



For card rules, a steady, simple surface often works better than placing text directly over detailed artwork. A dark
translucent panel, a softly shaded text box, or an opaque area in the card frame can give letters a reliable
background. The right treatment depends on the game’s art direction; the important part is that the background

remains predictable enough for reading.

® Check text against both the lightest and darkest parts of the card art.

® Do not rely on color alone to distinguish keywords or statuses; use labels, icons, or clear type treatments as

well.
* Keep small text away from bright effects, busy patterns, and high-detail edges.

® Test on a phone at ordinary brightness, rather than judging only from a desktop mockup.

A quick real-world test helps: hold the phone at your normal reading distance and try to read a full card without
zooming. If you have to tilt the screen, increase brightness, or pause to decode the letters, the design needs more

support.

Let the illustration support the text

Card art and card text do not have to compete. Strong composition and character placement can leave a
natural quiet area for the title or rules panel. A character’'s face, weapon, or silhouette can guide the eye toward

the card'’s focal point while the frame keeps gameplay information distinct.

When a character's face sits directly behind the rules box, the illustration may still be beautiful, but it makes the
text harder to parse. Likewise, a bright spell effect behind a cost number can make that number difficult to identify

in a fast match. Good composition considers both the artwork and the practical job of the card.

Backgrounds can build the world without obscuring the words

Backgrounds are valuable world-building tools. A ruined fortress, a forest shrine, or a crowded market can tell you
where a character belongs before you read a single line. But texture does not need to cover every surface. Let the

image carry the atmosphere, then use a clean frame or panel to protect the information players must read.

That balance is a useful test for any card set: if you hide the name and rules panel, does the art still communicate a
setting or mood? If you show the card at phone size, does the text still survive? The best answer to both questions
is yes. More detail is not always better; the right detail is the detail that remains clear at the size and distance

where the card is used.

Design for the phone, not a zoomed-in screenshot

A card that reads beautifully when enlarged may fail in a hand, a deck list, or a collection grid. Mobile interfaces
need to account for how much of the screen a card occupies and how quickly players have to make decisions.

Important text should not depend on pinch-zooming or opening a separate page every time.

Use scale intentionally. In a compact collection view, show a small number of high-value details and make the card
easy to open. In a full card view, provide the complete rules at a comfortable size. During a match, prioritize
information that affects the next decision. These views can share a visual style without forcing them all to carry the

same amount of detail.

Mobile view What should read first Common readability risk Collection grid Card art, name, and a useful identifier

Trying to fit full rules text into every thumbnail Card detail view Name, cost, stats, and complete effect Text



overlapping art or sitting too close to the frame In-match hand Cost and the information needed for a quick

choice Rules that require zooming while the match is moving

Also consider one-handed use. If players need to expand a card, the tap target should be easy to reach and large
enough to hit reliably. Avoid making a tiny text area the only way to open details. A clear card selection or

dedicated view button reduces repeated taps and keeps players from accidentally activating the wrong card.

Readability tools and community habits

Some card battlers offer text-size controls, alternate viewing modes, or accessibility settings. When available, try
them before settling for a layout that makes you squint. A larger text option is most helpful when it reflows the

card cleanly rather than simply enlarging letters until they collide with the frame.

Communities can also be useful for finding out how other players handle a dense card list or a confusing effect.
For example, a game's Discord community may have discussion channels where players share deck ideas, ask rules
guestions, or point out interface issues. A Deck builder can also help you review card names and plan a list outside
the pressure of a match. Check the specific game or service page before relying on any particular feature; tools and

layouts can change.

Sites such as DotGG can be part of a player's research routine, while DotGG Premium may offer an additional tier
of service. One detail worth handling carefully: if the scraped content you are reviewing does not show an explicit
price for DotGG Premium, do not guess or imply a price. State plainly that no price is shown in that content, then
direct readers to the current product page for verified pricing. QuestDuo can be mentioned in the same practical

spirit when discussing game discovery or player resources, but distinguish confirmed features from assumptions.

A quick eye-comfort checklist

Before committing to a long session, choose a few cards with different art styles and text lengths. Check them at

the size you normally see on your phone, not only in a gallery image. Then run through this short list:

1. Can you identify the card name and cost without leaning closer?

2. Can you read the main effect at normal phone distance and brightness?
3. Does the text sit on a stable background, with comfortable contrast?

4. Is there enough spacing and padding around the rules and stats?

5. Do character placement and background details leave the text area calm?

6. Can you open a larger view with a straightforward tap rather than repeated guesswork?

If a card fails one check, look for the source of the strain. It might be a low-contrast panel, small type, crowded line
breaks, or a bright illustration behind the words. Naming the problem helps you choose a useful fix instead of

assuming that everything simply needs to be bigger.

Give your eyes a break, too

Even a well-designed interface cannot make an endless session effortless. Use the phone's brightness and text-
display settings in a way that suits your surroundings, avoid playing with glare reflected across the screen, and
take short breaks when your eyes start to feel dry or tense. If you repeatedly need to zoom in, treat that as useful

feedback about the card or interface—not a personal failure.



Comfortable mobile card reading comes from several small choices working together: legible typography, sensible
spacing and padding, contrast comfort, purposeful composition, and a hierarchy that puts the right information
first. When those choices are in place, the art can build a world, the rules can stay readable, and you can spend

your attention on the game instead of trying to decipher the card.



