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The design of interactions. Most modern, mobile devices employ touch screens; which provide their own set of opportunities and
constraints. We use them not only to view content, but also to interact with that content. This forces designers to consider ergonomics,
gestures, transitions, and finally, mobile-specific interaction patterns. Ergonomics. Designing for mobile ergonomics requires that we pay
attention to device dimensions as well as the pragmatic concerns of touch screens. One of the biggest mobile interaction design trends
weâ€™re seeing this year is user flow simplification. Creating a linear user experience that has a defined beginning, middle, and end,
makes the user journey significantly simpler and more enjoyable.Â  Designing simplified, linear user flows is beneficial for both the user
and the business: less confusion and frustration lead to more satisfied users who are more likely to convert at the end of their journey.
Linear Light UI Kit on Envato Elements. Learn More About User Journeys. This blog is going to show my growth and inspiration in
mobile interaction design. I will share my knowledge and ideas in the always growing and progressing fields of user experience and user
interface design. As a designer, I hope to learn from those around me and share my own ideas along the way. I am very excited to see
the progress in my understanding and skills as a mobile interaction designer. Share this: Twitter.


