
Android Is Not Just Mobile: Lessons from TV, Auto, and Wear





Wait, What?

Overflowing text Cut-off elements

Overlapping UI
Endless loading

Low resolution graphics



Who am I

Senior Mobile Developer | IEEE Senior Member

● Experience: 10+ Years (IG Group, ex-Kleinanzeigen)

● Tech: Flutter & KMP Enthusiast | Clean Architecture OSS 

Maintainer

● Community: Judge Volunteer | Raptors Hackathon 

● Research: Published on ProAndroidDev & IJCA



The 10-Foot Reality: Designing for Distance



The Foundation: The Leanback Pattern



The Modern Shift: Declarative TV UIs



The Streaming Pipeline: Architecture Overview



The Playback Engine – Orchestrating the Immersive Layer





The Wrist Constraint – Engineering for the 
5-Second Glance



5 SECONDS

The Glance vs. The Session.

80% of Wear OS interactions are 
under 10 seconds



The Battery Budget: Tiles vs. Activities



Non-Euclidean UI – Solving the Coordinate Mismatch



The 2-Tap Mandate: 
Ruthless Prioritization

If it takes more than 2 taps, move it 
to the phone.





The challenge — don't kill the driver



The Template Trap – Engineering for Zero Distraction



The Orchestration Layer – State vs. Quota



Adapting for the Driver: Safe & Glanceable UI



The Orchestration Layer – State vs. Quota



The Orchestration Layer – State vs. Quota



The Code of Sharing – Logic Without Borders



The Code of Sharing – Logic Without Borders



Battle Scars – What the Documentation Doesn't Tell You



Resources and Useful Links

Android AutoWear OS Android TV




