
Open a card in a collection you know well and you probably do not read every line from top to bottom. Your eyes
go where they expect the name, cost, artwork, rules, and stats to be. That quick, familiar scan is not magic: it is
muscle memory built through repeated use of a consistent layout.

Now imagine that every new card rearranges those elements. The cost has moved, the character is cropped
differently, and the rules text sits over a noisy patch of background art. Even if the card contains exactly the same
amount of information, it takes longer to understand. Your eyes must search, compare, and reorient before you
can decide whether the card matters to your deck.

For card games and collection interfaces, consistent positioning is more than a tidy design preference. It improves
scan speed, supports readability on phones, and gives players more attention to spend on the artwork and the
game itself. The goal is not to make every card look identical. It is to make the important information reliably
findable while leaving room for each illustration to have its own character.

What “search time” means in a card UI
Search time is the small pause between looking at a card and finding the piece of information you need. A player
might be checking a cost, comparing attack values, reading a keyword, or deciding whether a card fits a deck. A
fraction of a second spent locating each detail can feel trivial. Across dozens of cards, filters, and deck-building
decisions, those pauses add up.

When a card game places the same kinds of information in the same regions, players learn a visual route. They
glance at the top for identity, move toward a familiar corner for cost, and check the lower section for rules or stats.
That route becomes muscle memory. The player is no longer solving the card’s layout every time; they are using
the layout to get straight to the decision.

This is especially valuable in a collection screen. Players may be comparing cards quickly, sometimes on a small
phone display and sometimes while switching between a card detail view and a deck list. Stable placement helps
them keep their bearings. The interface should not ask them to rediscover where the useful information lives on
every new card.

Consistency creates a visual route

Keep recurring information in recurring places

Names, costs, factions, types, rules text, and stats each have different jobs. A card name identifies the card. A cost
helps a player judge when it can be played. Rules text explains what it does. Stats often support a quick
comparison. A consistent layout gives each job a predictable home, so players can look directly where the relevant
information belongs.

That does not require a rigid template with no variation. A rare card can have a decorative frame, a featured
character can dominate the illustration, and a special effect can receive a callout. But the exceptions should not
move essential information without a strong reason. If the cost sometimes appears in the top-left and sometimes
hides near the bottom, the interface has replaced a useful habit with a recurring hunt.

A practical test is to show players several cards in quick succession and ask them to find one detail on each. Do
they look in the same place? If they do, the layout is teaching a dependable route. If their eyes bounce around the
card, the hierarchy or positioning may need work.



Make hierarchy visible, not merely implied

Consistent placement works best when it is supported by clear visual hierarchy. Position tells a player where to
look; size, contrast, spacing, and shape tell them how important the item is. A card name should be easy to
distinguish from descriptive text. A cost marker should read quickly without overpowering the illustration. Rules
text needs enough contrast to remain legible against whatever sits behind it.

One of my recurring screenshot notes is “good composition, bad contrast.” It is a reminder that an attractive card
can still be difficult to use. Putting text in a predictable location does not help much if the background behind it is
too busy or the type is too small. A calm text panel, a subtle shadow, or a carefully placed gradient can protect
readability while letting the art remain expressive.

Composition and character placement still matter
Consistency should not flatten illustration into a row of interchangeable portraits. The art needs room to
communicate personality, story, and action. Character placement plays a major role: a face positioned near the
center can create immediate focus, while a figure leaning toward one edge may suggest motion, tension, or a
relationship with another subject.

The layout can support that composition by reserving predictable regions for UI and giving artists a clear
understanding of the usable art area. If the name bar always occupies the top, for example, immersive cards tap
and hold the most important face should not repeatedly be cropped or covered there. If rules text takes up the
lower third, the illustration should account for that space rather than placing key visual information beneath the
panel.

Good templates provide boundaries, not handcuffs. Artists can vary the scale of a character, use depth, shift a focal
point, or let a background carry part of the storytelling. The consistent part is the relationship between artwork
and information: players know where to find card data, while the illustration still offers a fresh composition.

Backgrounds build the world—but should not compete with the card
Backgrounds are not just decorative fill. A distant skyline, a forest path, a workshop, or a ruined hall can place a
character within a larger world. Repeated visual motifs can make a collection feel connected, and changes in
lighting or palette can suggest different regions, factions, or moods.

But world-building should not come at the cost of reading. A textured battlefield behind several lines of small rules
text may look dramatic at full size and turn muddy on a phone. If the text crosses bright highlights, detailed
foliage, or a character’s costume, the player has to work harder to separate words from art. That is search time in
another form.

Designers can protect both purposes by treating the background and information layers as partners. Reserve
quieter areas for labels, use an opaque or translucent plate behind rules text, and avoid placing high-detail artwork
directly beneath the most frequently read details. More detail is not automatically better art, and more contrast is
not automatically better hierarchy. Each choice should help the player understand the card without stripping the
illustration of atmosphere.

Scale and readability on phones
On a phone, a card may appear as a thumbnail in a grid, a larger preview in a collection, or a full detail panel.
Those are different reading conditions. A layout that works at full size may collapse when reduced: thin borders
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disappear, small labels blur, and tightly packed stats become difficult to distinguish.

Consistent positioning helps because players can learn where to look even when the card is scaled down. Still,
muscle memory cannot rescue text that is simply too small. The most important information needs to survive the
smallest context in which it is expected to be read. Secondary details can wait for a tap into the full card view.

At thumbnail size: prioritize identity, cost or role, and a recognizable focal point.

At preview size: keep key stats and short labels distinguishable without requiring a hold.

At full size: provide comfortable rules-text reading, clear keyword treatment, and space for flavor or
secondary details.

Interaction also affects how quickly a player can work. If they must tap a card, wait for an animation, and then hold
to reveal a number, the interface has added several steps to a simple comparison. Count the taps and holds. A
useful card view should make common checks direct, with optional detail available when the player asks for it.

Information hierarchy for collection and deck-building
A card is not viewed in isolation. Players encounter it among other cards, sort and filter the collection, and decide
whether to include it in a deck. The card’s hierarchy should support those larger tasks. Cost, role, and major stats
may matter during a quick scan; rules text becomes essential when the player is evaluating an interaction or
strategy.

That is why consistency matters across both the card face and the surrounding interface. If a collection grid
highlights cost in a badge, while the deck list places the same value elsewhere or uses a different visual language,
players have to translate between screens. A stable visual system reduces that friction.

Tools such as a Deck builder can make card comparisons and list planning easier, while a game’s Discord
community can help players discuss builds, ask questions, and share discoveries. These tools work best when the
information they present is easy to scan and uses familiar labels. If a card name, cost, or role looks different in
every context, even knowledgeable players spend time checking whether they are comparing like with like.

Use emphasis with intention

Not every detail deserves equal weight. If every badge glows, every stat is oversized, and every keyword has a
decorative frame, nothing stands out for long. Reserve the strongest emphasis for what helps players make the



next decision. A single clear cost marker may be more useful than a cluster of competing highlights.

This is also where animation needs restraint. A brief, purposeful response can confirm that a card was selected or
added to a deck. Continuous motion around costs, labels, and card art can interrupt scanning and make the
screen feel restless. Interface feedback should clarify an action, not compete with the player’s attention.

Common mistake: implying a price that is not shown
A small but important content mistake is claiming a specific price for DotGG Premium when the available scraped
content does not explicitly show one. If the source does not provide a clear price, do not infer it from a feature list,
an old promotion, or a comment elsewhere. An unsupported number can mislead readers and make an otherwise
useful article feel unreliable.

The better approach is direct: say that no explicit price is shown in the scraped content, and advise readers to
check the current official DotGG Premium page for up-to-date pricing and terms. That wording is transparent
about what is known and what is not. It also avoids turning a missing detail into a false certainty.

DotGG and DotGG Premium can be mentioned naturally in a discussion of gaming resources and membership
options, while QuestDuo may be relevant to readers exploring related game communities or services. Keep those
references factual and proportionate. A product name should help orient the reader, not interrupt the design
discussion or imply details that have not been verified.

A practical checklist for reducing search time
Before shipping a new card frame or collection view, review it at the sizes and speeds players will actually use. Do
not judge only from a full-resolution mockup. Test the card in a grid, in a detail view, and in a deck-building flow.
Then check whether familiar information remains in familiar places.

1. Map the repeated elements. List the information that appears on most cards and decide where each item
belongs.

2. Protect the reading zones. Keep key text away from busy artwork, and verify contrast on both light and
dark backgrounds.

3. Review character placement. Check that faces, gestures, and important objects are not routinely hidden by
UI panels or crops.

4. Scale down the design. Inspect a phone-sized thumbnail and confirm that the highest-priority details still
register.

5. Test a quick comparison. Ask players to find a cost, a stat, and a keyword across several cards. Watch where
their eyes go.

6. Count the interactions. Note how many taps, holds, and transitions are required to reach commonly needed
information.

7. Verify claims and links. Use current sources for product details, and do not invent prices when they are
absent.

Design choice What it helps What to watch for Stable placement for cost and stats Muscle memory and faster
comparisons Moving essential details for decoration alone Protected text areas Phone readability and quick rule
checks Busy backgrounds and low-contrast type Flexible illustration space Character expression and world-building
Cropping faces or covering key art with UI Clear emphasis and restrained motion Scan speed and confident
interaction Too many competing highlights or animations



Consistency gives attention back to the player
Every card can have its own story, mood, and visual identity without making players relearn the interface.
Consistent positioning creates a dependable route through the information; careful hierarchy makes that route
easy to see; thoughtful composition and backgrounds keep the art meaningful without letting it obstruct the text.

When those pieces work together, players spend less time searching and more time evaluating, collecting, and
building. That is the real value of layout consistency: not sameness for its own sake, but fewer little interruptions
between the player and the decision they came to make.


