Mobile Navigation

Design:
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- Define mobile navigation design and its /
role in the overall user experience. i
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- Why small screens demand radically -
different navigation thinking than desktop.
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- The business impact of navigation: r e
conversion, retention, and user trust. ‘.\
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- Overview of the training’s scope and
what designers will take away.
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Human Factors and Cognitive Constraints
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e Thumb zones define reachable

areas on modern phone screens; | 1 o Hard

bottom-center is the easy zone. I to Reach
* Recognition reduces cognitive ’ +T * ‘

load; visible navigation ( r | I+ SRR oi-' ------- e Stretch

outperforms recall-based | LU

hidden menus.
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¢ Visual scanning relies on strong

information scent; top-left ? [
( o

corners are hardest to reach.

Je-sa e Accessibilit is a foundational g
( lo&'») | requirement: 44x44px touch “{
& / targets, not an afterthought. \
@ [w]\ * One-handed use dominates 67% - \ \

(7§ interacti =
|,\ = o of interactions; top-heavy menus [ﬁ \\
N S cause friction and abandonment. \ Qﬂ’j
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Navigation Architecture Patterns
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e Tab bars: gold standard for

fan O O 3-5 primary destinations, high |
S thumb reachability N
— e Hamburger menus: lower @
—_— discoverability, use only for i
secondary items = it |
o — | | * Nested flows: list-detail, : e i
== ™ L= card-based, modals for
== 1 focused content =

573 & * FABs & gestures: drive key . @ =
@ v actions but risk ambiguity @
@ @ without visual cues @




Information Architecture
for Mobile

Easy to scan. Easy to reach.

> Favor flat hierarchies; O
deep nesting buries features |
and increases discoverability risk {
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¢ Structure content around
what users actually need to reach,
not internal feature silos
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* Use progressive disclosure
to manage complexity—show
essentials first, reveal depth
on demand Ecinaain X
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O O *© Prioritize clear labels and }@3 gej'g” fgr Clir'ty'
: : AV educe depth.
ale !conogliaphy ot:er sl Increase discoverability.
ICONSs alone reduce

discoverability by 50%

Harder to find. Easier to lose.




Practical Strategies for
Navigation Design
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* Design a multi-service home screen

that adapts to user needs, not
feature overload

Unify critical systems: shared
checkout, location selection,
and a single orders hub

Strong information architecture
is the backbone of complex,
multi-functional apps

Real-world cases: SplitPay,
Portazon, JIFF, and Generali

Use a shared component library
to scale verticals while
maintaining consistency
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\/  Shared Checkout >

@ Location Selection >

@ Orders Hub >




Visual Design and P
Affordances |

elements look tappable with
clear visual cues

° @ Signifiers: make tappable .

° @ Active states and motion ®
provide immediate
navigation feedback

« A= Use color, spacing, and ®
— typography hierarchy
to guide the eye

lcons with labels increase o s [ i/\‘? .3' —
discoverability by 50% over :
icons alone

. ( Respect dark mode and ® -0
system theming preferences

as a baseline
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iOS tab bar (max 5 items)
vs. Android nav drawer
or bottom bar

FABs are core to
Material Design; not
standard on iOS

» System back gesture
on Android; edge-swipe
on iOS

Translate patterns per
platform — don’t transplant
one system onto the other

Native feel drives trust:
~38% disengage from
layouts that feel wrong
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Platform Conventions, Not Personal Styles
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Navigation for a
Cohesive Ecosystem
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» Cross-platform consistency:
design once for mobile, tablet,
watch, and automotive

» Maintain user context
with seamless handoff
when switching devices

 Adaptive navigation:
bottom bar on phones,
rail on tablets, drawer
on desktop

» Govern navigation components
with centralized design tokens
and theming
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Prototyping and
Testing Navigation

Validate |IA early with rapid tree
testing on low-fidelity prototypes,
targeting 70% success within 7 clicks

Combine moderated sessions for
qualitative depth with unmoderated
tests for scale and speed

Measure task success, drop-offs,
misclick rates, and user paths in
platforms like Maze

Use first-click testing and task
analysis to pinpoint where users
get lost

lterate based on both clickstream
analytics and direct user feedback
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Common Pitfalls
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»Limit bottom nav tabs to

3-5 items; beyond that,
discoverability plummets.

* Use consistent navigation

patterns across all app
sections to avoid user
confusion.

> Never hide primary features

in a hamburger menu;
visibility drives engagement.

* Follow iOS HIG or Material

Design conventions to
respect user muscle memory.




Advanced Navigation:
Gestures and Context ) s 7 o ) wems

¢.— | *» Common gestures: swipe, pinch,
@ long-press, and edge gestures for

SN
fluid interaction. ﬁ\

» Gesture ambiguity risks conflict
with system-level interactions \ -*'
like back navigation.

. . THUMB ZONE MAP (g R
¢ Onboard users with visual cues = _~===-- HARD REACH
and haptic feedback for ) EASY REACH &
discoverable gestures. eyl
 oevrencH ( OKAY REACH
) ~ Moderate effort
» Contextual menus and adaptive /
| HARD REACH | " EASY REACH

interfaces reduce cognitive load
] . Stretch to reach
by surfacing relevant actions. £
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The Business Case
for Great Navigation
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67% of mobile sites have ‘
mediocre or poor navigation -
(Baymard, 2025)

Hidden menus cut
discoverability by 50% and
increase task time

Search-users are 3.4x more
likely to convert (Algolia)

42% of consumers leave
sites due to poor navigation

Every $1in UX investment
returns measurable

conversion gains




Designing for Foldable
and Large-Screen Phones

Design adaptive layouts:
single-pane, master-detail, and
three-column workspaces
based on width.

Treat device posture as a
state machine—don't reset
Ul when users unfold
mid-task.

Preserve scroll position,
form inputs, and selection
state across all fold
transitions.

Test with emulators and
real devices, focusing on
fold/unfold user journeys.
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Emerging Patterns
and Future-Proofing |
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=) - Hide only low-frequency nav; N ) !
- — visible top/bottom options N - .
i cut task time by 22% e
SM\ ) - “Invisible” Ul uses Al, voice,
L ) and gestures, but always
pair with tap alternatives
ff:fl - Build modular design systems {| S ,._ -., ' S "
LI: ﬁ driven by capabilities, not § |’
specific device models | \
ng\ - Treat layout as a state machine - E
O — é (compact, expanded, spanning) /
to survive new hardware




Auditing and Optimizing
Existing Navigation

« - Run a heuristic evaluation against
= platform conventions and reachability %
standards
v
- Use session recordings and analytics
> to spot rage taps, drop-offs, and ' %
- dead zones
N

@ - Audit tap targets (44x44px min),
{b labels, and menu depth against

the 3-tap rule

N

| - Prioritize fixes by impact: CTAs, \ |
primary nav labels, then sticky L _

header behavior



Redesigning a

Navigation Flow

=

Apply core principles in a hands-on
redesign exercise

Collaborate in groups to fix a
problematic flow

Critique solutions on reachability
and discoverability

Solidify learning with key takeaways
and Q&A




PersonWise.

PersonWise - Al digital-human course platform

Scan the code or click anywhere to watch this course live, with voice Q&A

personwise.ai/t/c310fc3a/public


https://personwise.ai/t/c310fc3a/public?entry_surface=public_courseware_pdf

