A game can show a fisherman casting a line, colorful fish swimming past, and a boat bobbing on the water—then
play exactly like a familiar slot. You spin reels, match symbols, and wait for a win. The fishing theme sets the scene,

but it does not necessarily describe the game’'s format or mechanics.

That difference matters when you are choosing a game. Artwork can make two very different games look alike,
while the same slot mechanics can appear beneath pirate, wildlife, fishing, or fantasy imagery. To find the
experience you want, look beyond the thumbnail and ask two questions: What kind of game is this? and How

does it work?

For casino operators and game designers, this is also a navigation problem. A clear lobby helps people distinguish
slots, live games, bingo, and hybrids before they spend time opening the wrong title. Better labels, useful filters,

and readable game information can make that journey more predictable.

Theme Is the Art; Format Is the Game

A game's theme is its visual and audio setting: fishing, ancient Egypt, space, or a big-city adventure. Its format
describes the kind of product it is: a slot, a live game, bingo, or a blend of formats. Its mechanics explain what the

player does and what rules shape the outcome.

These are separate layers. A fishing-themed slot may have reels and paylines, just like a slot featuring fruit or

treasure. A fishing-themed live game, by contrast, might involve a presenter, a studio set, and a different way to

participate. The art alone cannot tell you which one you are looking at.

What you see What it tells you What it does not tell you Fish, rods, boats, or underwater scenery The game's
visual theme Whether it is a slot, live game, bingo, or hybrid Reels and a spin button Likely slot mechanics All of
the rules, features, or prize details A presenter and studio layout Likely a live format Whether the game includes

slot-like features

Think of the artwork as the packaging and the mechanics as the instructions. A fishing image may be a strong

promise about atmosphere, but it is not a reliable guide to how the game plays. That is why mechanics vs art is a



useful distinction whenever a game looks one way and behaves another.

Why Fishing Themes Often Appear on Slots

Fishing is a flexible visual idea. Developers can use it to create a calm seaside setting, a lively underwater world, or
a playful cast of characters. Those elements can be applied to many kinds of games, including standard reel-based
slots. A fish might function as a symbol, a character, or a visual cue for a feature—but the presence of fish does

not automatically mean the game is a fishing simulation.

In a conventional slot, the central activity is usually built around spinning reels and the game'’s rules for symbols
and prizes. The fishing imagery may dress that activity without changing its basic format. Some slots add bonus
rounds or extra interactions that fit the theme, but those additions do not necessarily turn the game into a live

fishing game or a separate genre.

This can surprise players who browse by artwork. If a thumbnail shows a fishing rod or a big catch, it is reasonable
to expect fishing-related action. But a thumbnail is a small promotional image, not a complete explanation. The

title, format label, game information panel, and rules are better places to confirm what is actually included.

Start with Format-First Navigation

A useful lobby answers the broadest question first: What type of game am | opening? A format-first structure
separates slots, live games, bingo, and hybrids before asking people to choose by theme. This reduces guesswork,

especially when a lobby uses similar artwork across different product types.

For example, someone looking for a quick reel-based game should be able to enter the slots section and then
explore fishing-themed titles. Someone looking for a live experience should be able to choose the live section first,

then narrow down by theme or game style. The same logic works for bingo and for games that combine elements

from more than one format.

When format is not clear, players may have to open several game pages just to work out what each one is. That

adds taps and screens to a task that should be straightforward. A simple mobile check is to count the journey:



from the lobby, how many taps and screens does it take to find the format, check the rules, and return to the
results? If the back button resets the list or loses the player’'s position, the journey becomes longer and more

frustrating.

Keep the labels descriptive

Categories should explain function, not mood. “Slots,” “Live,” “Bingo,” and “Hybrid" tell people what kind of
experience to expect. Labels such as “Adventure,” "Hot,” or “Exciting” describe a feeling or promotional angle, not a
format. Mood-based labels can be useful as secondary collections, but https://mtgarena.pro/info/mobile-casino-

libraries-finding-your-way-through-different-game-formats/ they should not replace clear product categories.

Likewise, a category called “Favourites” does not explain what the games actually are. It may be useful as a
personal shortcut, but it should not stand in for format information. A player may want to know whether a saved

title is a slot or a live game before opening it.

Search or Browse: Which Works Better?

Search is most useful when you already know what you want. If you remember a game’s title, provider, or a
distinctive part of its name, a search field can take you directly to it. Search can also help when you are looking for

a specific term, such as “fishing,” although the results are only as helpful as the lobby’'s tagging and indexing.

Browsing works better when you are exploring. You may know that you want a slot but not which title, or you
may want to compare fishing-themed games. In that case, format categories and filters provide a path through

the catalogue without requiring you to guess an exact title.

These tools solve different problems. Search is a shortcut to a known destination; browsing is a way to discover

options. A strong lobby supports both and makes it easy to move between them without losing context.

* Use search when you know a title, provider, or specific phrase.
* Browse by format when you know whether you want slots, live, bingo, or a hybrid.
* Browse by theme when you want a particular setting but are open to different games.

* Open game information when you need to confirm mechanics, rules, or features.

Filters Do Different Jobs

Filters are most effective when each one answers a distinct question. Provider, theme, and game type are related,

but they are not interchangeable:

® Provider: Who made or supplied the game? This is useful if you have a preferred studio or want to compare

games from the same provider.

* Theme: What does the game look or feel like? Fishing, nature, mythology, and comedy are examples of

themes.

* Game type: What format or mechanics does it use? This might distinguish slots from live games, bingo, or a

hybrid experience.

Choosing “fishing” as a theme filter should not imply that every result is a fishing game in the mechanical sense. It
may simply return titles with fishing-related artwork or story elements. A separate game-type filter can then show
whether a result is a slot or another format. Keeping those dimensions separate helps players understand why a

title appears.
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For example, a search journey might be: choose “Slots,"” filter by “Fishing,” then narrow by provider. That sequence
answers three different questions in order—format, look, and supplier. If a lobby combines all three into one
unclear category, players may not know whether they are selecting the game’s mechanics, its visual theme, or its

maker.

Make Game Information Easy to Find

Before opening a game, people benefit from concise, accessible information about what they are selecting. That
can include the format, a short description of the core activity, and a clear route to the full rules. The key is not to

make every tile carry a wall of text; it is to make the game info needed easy to reach and easy to understand.

A useful game card or information panel should distinguish a title’s theme from its format. For instance, “Fishing-
themed slot” is more informative than “Underwater adventure” if the player's main question is whether the game
uses slot mechanics. A short line such as "Reel-based slot with fishing-themed symbols” can set expectations

without overloading the interface.

Good information architecture also helps with accessibility. The UK Government's accessibility.blog.gov.uk offers
guidance and discussion on making digital services more accessible. In a game lobby, the same broad principle
applies: use meaningful headings, descriptive labels, and controls that make sense without relying only on color or

an unlabeled icon.
For mobile testing, | keep a small checklist:

* Can the format be identified without opening the game?

Are text labels readable at the default text size, without being clipped?

Do titles remain clear when thumbnails are small or the screen is rotated?
® Are icons labeled, rather than left to be guessed?

* Does returning from a game preserve the browsing position and filters?

These checks matter because fishing artwork can make several titles look nearly identical at a glance. If thumbnails
crop the title or series name, players may not be able to tell one entry from another. A readable title and a visible

format label provide an essential second cue.

What a Clearer Lobby Could Look Like

Imagine opening a casino lobby and choosing “Slots.” You then select a “Fishing” theme filter and see a list of reel-
based games. Each card shows the full title, a concise “slot” label, and a way to open game information. If you tap

a card, check the rules, and return, your search and position remain in place.

That is a modest flow, but it removes several sources of confusion. The player does not have to infer the game
type from the artwork, guess what a mood-based category means, or start the search again after pressing back.
For operators such as MrQ, the general product-content lesson is the same as for any casino lobby: make the

route to relevant information clear, and keep labels aligned with what the game actually does.

In a mobile QA pass, | would count the taps and screens from the lobby to the game details and back. | would also
test portrait and landscape orientation, check text size and truncation, and verify that the labels remain visible
when the list is scrolled. Those details can determine whether a useful category system feels straightforward or

confusing in everyday use.

The Short Answer



Some games look like fishing games because their art and story use fishing imagery, but play like normal slots
because their underlying format and mechanics are still reel-based. Theme tells you what the game is dressed as;

format tells you what kind of game it is; mechanics tell you what happens when you play.

When choosing a game, start with format, use theme to find the atmosphere you want, and check the game
information for the rules. Search is best for titles you already know; browsing is better for discovery. Filters work

best when provider, theme, and game type stay distinct—and category labels explain function rather than mood.

Once those distinctions are clear, a fishing thumbnail can be exactly what it looks like: a visual invitation, not a

promise that the game plays like a fishing simulator.



