Designing a great mobile game or interactive web app requires carefully deciding which controls should always be
visible on screen and which belong tucked away inside menus. Striking this balance enhances usability, boosts
performance, and keeps players immersed without distraction. In this article, we'll dive into proven strategies for
responsive game Ul layout and hierarchy, focusing on portrait-first and one-handed usability. Along the way,
we'll reference leaders like Mr Q, insights from the National Cyber Security Centre (NCSC), and best practices

supported by modern browsers such as Chrome.

Why the Control Placement Decision Matters

When building HTML5 games or interactive apps in JavaScript, your users’ ability to intuitively and comfortably

interact with your interface is paramount. Poor placement of controls leads to:

® Frustration and dropped engagement
® Increased cognitive load because of unnecessary searching
® Accidental inputs from controls that are too small or poorly positioned

® Performance hits from complicated Ul layers or excessive rendering

Choosing which controls are primary—meaning they should always be visible—and which are secondary

options hidden behind menus, can be a defining factor in your game’s success.

Start with a Portrait-First and One-Handed Mindset

In my experience, designing first for portrait orientation and one-handed use often highlights critical usability
patterns. Most players naturally use their thumb to navigate, so controls reachable without hand adjustment

should be prioritized Mr Q-style—simple and minimal but accessible.

¢ Thumb zones: The bottom right (for right-handed users) is the “prime real estate” for primary controls like
jump, shoot, or menu toggle.

* Avoid tiny buttons: Avoid controls smaller than 48x48 CSS pixels because they're hard to tap accurately on

mid-range Android phones or older iPhones.



* Minimize Ul jumps: Make sure adding or removing elements from the screen does not cause layout shifts

that frustrate the player. Chrome's Lighthouse tool flags such layout instability as a performance issue.

Layout Hierarchy: Primary Controls vs Secondary Options
Here's a simple way to categorize controls for placement decisions:

1. Primary Controls: Actions the player uses constantly or instinctively. Examples include movement, fire,

pause.
2. Secondary Options: Controls used less frequently that support gameplay, customization, or settings.

3. Contextual or Rarely Used: Information panels, help overlays, or developer tools.

Most games keep primary controls front and center, while secondary options sit inside expandable menus or
contextual overlays hidden behind a clearly labeled icon (e.g., gear or hamburger menu). This approach aligns well

with the mobile-first and responsive Ul principles embraced by NCSC, where clarity and security go hand in hand.

Responsive Ul Layout with HTML5 and JavaScript

The rise of HTML5 and mature JavaScript frameworks allows developers to implement highly responsive and

adaptive gaming interfaces without relying on legacy plugins like Flash. Here are key tips:

* Use semantic HTML5: Buttons, landmarks (e.g.,

1

). and ARIA labels help with accessibility and consistent browser interpretation.

* Dynamic positioning: Use CSS Flexbox or Grid combined with JavaScript event listeners to adapt the Ul

dynamically based on screen size and orientation changes.

* Test cross-browser: Chrome’s DevTools and remote debugging on Safari or Firefox browsers reveal

differences in touch event handling and rendering quirks, especially on lower-end hardware.

* Throttle expensive operations: Avoid redrawing or recalculating layout too frequently, which can cause jank

or heavy battery drain.

Example: Prioritizing Controls in a Vertical Layout
Imagine a simple mobile shooter game interface:

Control Placement Rationale Fire Button Bottom right corner, large thumb zone Primary action, regularly used
Movement Joystick Bottom left corner Primary control, thumb reach Pause / Menu Icon Top right corner
Secondary, infrequently used, non-obstructive Settings & Help Inside pause menu (hidden) Rarely needed during

gameplay

Cross-Browser Compatibility & Real-World Testing
Don't trust your interface on just a flagship device or one browser. Gameplay experience can vary significantly:

* Mid-range Android phones: Often have less memory and slower GPUs, revealing memory pressure or jank

especially with complex Ul layers.
* Older iPhones: Their different touch latency and quirks can lead to missed taps or gestures.

* Browser differences: Chrome excels at performance profiling; Safari enforces strict autoplay media policies

affecting Ul feedback; Firefox may handle pointer events differently.



The Mr Q team stresses iterative testing: ship early, gather data on control usage, then refine. Combining user

analytics with manual testing on real hardware uncovers pain points hidden in emulators.

Keep Accessibility and Security in Mind

Following the NCSC's guidance, ensuring https://punssmile.com/what-makes-a-mobile-browser-game-feel-like-a-

native-app/ your Ul is both usable and secure means avoiding hidden gestures for critical actions, which can lead

to user errors or security vulnerabilities. Transparently labeling menu items and controls is part of this philosophy.

Common Pitfalls When Choosing Control Placement

Squeezing desktop Ul onto small phone screens: Often leads to tiny buttons and clutter. Avoid desktop-
first thinking.

Overloading the main screen: Too many primary controls confuse users and reduce reaction speed.

“Just optimize” advice without specifics: It's frustrating and unhelpful. Use profiling tools in Chrome and
others to locate actual performance bottlenecks.
Hidden menus for essential gameplay features: Always surface key interactions, especially in tutorial

stages.

Summary: How to Decide Which Controls Stay Visible vs In Menus

1.

Identify primary controls: Actions used frequently and that need fast access on screen, ideally positioned in

reachable thumb zones for one-handed play.

. Categorize secondary options: Use menus or overlays for settings, help, or customization options to keep

the main screen uncluttered.

. Design portrait-first: Prioritize vertical layout and test on actual devices to ensure comfortable reach and no

layout shifts.

. Implement responsively with HTML5 and JavaScript: Use modern semantic markup and CSS techniques

complemented by dynamic JS for adaptability.

. Test on multiple browsers and devices: Emulators and flagship devices alone don't tell the whole story.

Mid-range phones and legacy iPhones matter.

. Keep usability and security top of mind: Avoid hidden gestures and tiny buttons. Follow NCSC

recommendations for clarity and user confidence.

By following these best practices and grounding your design decisions in real-world data and testing—just like

leaders in the industry Mr Q and security-conscious institutions like the NCSC emphasize—you'll craft game Uls

that delight players and perform seamlessly across the web and devices supported by browsers like Chrome.
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