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Intro Change difficulty Prompt selection Welcome

UX First time I launched the game steam asked me to connect a controller to 
fully enjoy the game.

Once in the accessibility settings, controller navigation didn’t work.

UI

UI

BG add a lot of noise and should be much less visible.  We could display 
“song playing” in other less intrusive ways.

Hyerarchy of text can be improved

UI This screen could be much more digestible and simple.

UX Why giving the choice to exit? Does it skip the accessibility setting? 

UI Character/doll  is nice, but seems to appear only at this stage (?) . Could be 
reused more.

UI

UI

“No” and “yes” buttons image can be improved.

Profile progress is not necessary at this stage
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Main menu - Default Song name modal

UI/UX The visual focus currently starts on the beating heart animation, but 
the main menu should be the primary focal point.

UI/UX Modal is overlapping UI increasing noise and visual charge

UX It feels unusual not being able to navigate using the left analog stick.

UI/UX Lack of focus color, everything looks pretty monochromatic and it’s 
difficult to separate information and points of interests.

UI Hover/focused state is not contrasting enough.
UI/UX My profile and profile widget  could be merged in one button

UI BG is too noisy. 
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Normal notes Keyboard controls Multi notes Slide chains and hold notes Heart nothes Final slide

UI  Text and images look floaty, need layout adjustement UI  The keyboard visuals feel off-style, and the control scheme lacks clarity

UI/UX  Number of slides can be reduced.
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Default Random song - selected Work shop Subscribe (?)

UI  BG is definitely too noisy.
UI/UX  Inconsistency between hint positionining and display between 

workshop and freeplay.
UI/UX  Missing download button?

UI  “Song playing” modal is not needed at this stage. Players are already 
previewing these informations in the song selection.

UI  Random song feels “too special”. It could say “Random song” instead 
of “???????”

UI/UX  Tabs and filter button could be inverted

S
o

n
g

 s
e

tu
p

Default Modifier selected Modifier popup Settings popup

UI  Song title and artist should have more visibility.
UI All modals overlapping the UI looks very noisy.

UI Start buttons can be improved and feel more rewarding.
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Intro Pause menu Pause menu - settings Gameplay Game over FX

UI  Health and song length should be a bit more distinguishable UI Pause menu is a bit underwhelming and its positioning should be 
improved

UI Settings popup overlay should be increased to improve contrast and 
legibiltiy

UI Visual feedback when hitting notes could be improved

UI  I’m not sure to understand the bars at the bottom UI Visual feedback when loosing life should be improved

UI/UX  Important informations (points, life, song length, percentage of 
completion) should have more visibility

UI Hint string could be better positioned (bottom center?)
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Win Accuracy stats Graph Upload score error Fail

UI  BG create noise
UX Ensure players understand these stats. UX Modals doesn’t contrast enough with its bg UI/UX Fail state is a bit underwhelming. It should look more “negative” like 

game over screen.UI  Song name and info are duplicated

UX/UI  Hierarchy is can be improved. “Standard”, percentage completed and 
points should be prioritized.

UX “Return” is too similar to “Retry”, I would rather use “Back to menu”or 
“Continue”, “song selection”, etc.

UI/UX Profile progress bar could animate progress advancement 
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Game Input Controls Content Audio

UI  BG create noise and modals don’t contrast enough

UI/UX  

UI  With cursor only interactible item have “hover” state. This create a 
feeling of “frozen” screen.  

Displaying focused option description without having actually 
selected one. Displaying first one by default.

Video Downloads Visual Res. Packs Credits
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1 BG noise & Contrast

The game currently relies heavily on rich background artwork across 
multiple screens, which generates significant visual noise. This 
reduces the clarity of the interface by competing with interactive 
elements for attention.  
As a result, readability and overall usability are negatively impacted.

Reduce Background Noise & Improve UI Separation

To improve clarity, reduce background detail in gameplay and menus, 
increase contrast between UI and backgrounds, and use overlays or 
blur effects to better separate interactive elements from decorative 
art. 



Artwork can still be showcased, but it should be displayed in 
dedicated areas where it doesn’t interfere with usability.



Establishing safe areas for UI components would also improve 
readability and accessibility.



Problems Solutions

2 Color

The current UI style is too monochromatic, making it difficult to 
distinguish hierarchy, focus areas, and different states.

Creating a glowing color system

To improve clarity, introduce a more structured color system with 
defined roles (primary, secondary, accent), use color contrast to 
highlight interactive and high-priority elements.

3 Hierarchy

Visual hierarchy is often weak and unclear, making it difficult to read 
screens in the correct order and quickly identify the most important 
information. Element sizes, positioning, and grouping can feel 
misleading, creating frustrating user experiences.

Establish clearer hierarchy

To improve this, establish a clearer hierarchy through consistent scale 
rules, stronger contrast between primary and secondary information, 
and more intentional spacing and grouping.  
Ensure that the most important actions and information are visually 
dominant and positioned according to user flow expectations.

4
Not relevant and duplicated information

Several screens include information that is repeated (e.g. song name), 
not relevant to the current context (e.g. profile progress), or redundant 
(e.g. accessibility steps). This adds unnecessary cognitive load and 
distracts users from their primary task.

Eliminate Redundancy & Prioritize Contextual Information

To improve clarity, remove duplicated information, ensure content is 
context-driven, and surface only what is essential for the current user 
goal. Secondary or supportive information can be relocated to 
dedicated sections or made accessible on demand, reducing clutter 
and improving focus.

5
Missing of a system

Across the game, screens show inconsistent use of color, state 
representation, and element positioning. Similar components often 
behave or appear differently from one screen to another, creating a 
lack of visual and functional consistency. 
 This inconsistency reduces predictability, increases cognitive load, 
and makes the interface feel less cohesive.

Establish a Unified Design System for Consistency & Clarity

Establishing a unified design system with defined color roles, 
standardized component states, and consistent layout rules would 
improve clarity, reinforce user expectations, and create a more 
polished and reliable experience

6
Underwhelming UI element

The UI is primarily functional but lacks visual appeal and engagement. 
Buttons feel small and unsatisfying to interact with, reducing 
perceived responsiveness and tactile feedback. Screen layouts often 
lack strong composition, with overly subtle contrast that weakens 
hierarchy and clarity.

Create a premium UI

To improve the experience, increase button size and appeal to 
enhance  perceived responsiveness.  Introducing more deliberate 
visual rhythm will make screens feel more intentional and engaging. 


