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On the Usability Design Strategy in Mobile Game Product Interface Design

WANG Bo
(Sichuan Fine Arts Institute, Chongging 400050, China)

ABSTRACT: From the perspective of improving mobile game products interface usability, it analyzes design requirements
and design strategy of the mobile game product interface. Combined with the limiting factor in the operation platform
mobile game products (environment) , the requirements of mobile game product interface design are induced and
summarized, the design strategy to meet the demand of the user experience and to improve mobile game product interface
usability is put forward. The limitation of mobile game product platform should be fully considered in mobile game product
interface design, to optimize the design of the interface, by increasing the resources reuse, reducing the navigation
complexity, highlighting the key information, expanding the performance space, avoiding error response, the right design,
interface feedback dynamic etc. effective design strategy, to realize the design requirements of mobile game interface, and
improve the usability of products.
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