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The Steam [1] website is a platform in which users ranged from the ages of thirteen and up may browse, purchase and/ or download software applications in the form of video game entertainment. It is accessible via a computer/console installation, a website as well as a mobile app. This analysis will primarily focus on the core features and functions within its online website. 
[bookmark: _Toc129246638]Review
Upon accessing the website from the perspective of a completely new user with no account credentials, the home page allocates a portion of the heading with interactable drop-down menus. The platform’s core information architecture groups the site into major areas like its Store, Community, About and Support pages. All the mentioned sections are displayed at the top of its heading, providing a clear navigation structure. The focus onto the smaller login access, and bright green installation button may indicate its intended purpose to be of use to the user without necessarily needing an account. Steam [1] has recognised and utilised that discussions regarding whether or why users haven't always been willing to provide personal information for its base function exist, to fit more space to promote their content. [2] Gradual engagement values within user experience design are often looked up to by users. A book in which talks about Web Form Design by Luke Wroblewski mentions a simple gesture of valuing gradual engagement. “Hey, here’s a product we made, give it a try. If you like it, you should sign up so you get even more value.” [3] 
[image: ]A Screenshot of the Steam [1] website in 2026.
At first glance it is noticed that Steam prioritises the display of its featured and recommended section the most to its users over the smaller featured buttons to let the user navigate to their desired game genre. This is further established by its built-in function to automatically scroll and loop through each piece of promoted content. The purpose is to keep idle user engagement to a maximum without enforcing unnecessary pop ups and notifications that would otherwise drive away unwilling users. Overall Steam [1] creates an easily accessible platform for a wide range of consumers to purchase or download digital products and services. Each page includes a simple back button or clickable heading that directs the user to each section of the website. Not only does it create a space that gives the user freedom to express their creative work alongside consumers and fans with ease but also opens the door to potential business opportunities or expansions. 
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The psychology of user experience design has been established by various research on a person's cognition, perception, and behaviour. It shows that effective designs can align with how users think, rather than how designers assume they think. [4] Cognitive load demonstrates that users may have a varied limit of working memory, which is why the minimalist interfaces and clear visual hierarchies should improve a website’s usability. Fitts’s Law puts into perspective how target size and distance can affect a user’s interaction speed. [5] It is influenced by button placement and touch-friendly designs. Strong emotional responses to interfaces such as feelings of control, trust, or frustration may significantly impact a user’s satisfaction, and long-term engagement to the platform. 
[image: ]An example of efficient vs inefficient drop-down menus. [5]
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Usability is a core topic. It focuses on how efficiently and conveniently users can navigate and achieve their goals within or across a platform from the moment they enter the page. Information architecture can be seen akin a blueprint for a website. The usability term emphasises on learnability, making sure its design is reducing errors, and it often recognises that users prefer interfaces and buttons that minimize effort and confusion over those that do not. [6] It can be measured that higher quality layouts increase user confidence and trust in a platform. 
[image: ]An example of Information Architecture. [6]
Usability is not linked with a user’s aesthetic preference but instead is about potential outcomes in its use, making it a practical foundation for effective user experience design. It is noted that designers should not overdo this process as it may negatively progress from being clear and direct to being considered too smart for the average user. Again, it is worthy to note and consider whether the decisions made within the platform are solely for the benefit of the designer, or the user in mind.  
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The design aspects of user experience design are key within in representing visual quality and presentation from collecting user perception and interaction data. The first user introduction to a platform is detrimental in securing how the user interprets the validity of a space based on first impression. It visually influences usability and user behaviour. Visual hierarchy within structured layouts improves comprehension and navigation throughout a website or platform. Studies on typography and readability indicate that certain font choices, clear contrast, and good spacing may significantly improve user information processing as well as reduce cognitive strain. [7] Some research in colour theory also mentions that colour does not only support a platform’s aesthetics but additionally promotes and shows off a company or brand’s image to potential partners and clients. [8] Well-designed themes can help users predict where to access information and feel in control. In these cases, there must always be a clear design influence on what items can be interacted with vs those that cannot.
[bookmark: _Toc167289248]Copywriting
Copywriting can be considered a form to recognise user cognition, and decision making, showing that text sizes and order of layout can directly shape how users understand and interact with interfaces. Reduction in cognitive load due to valued copywriting minimizing the effort required to interpret the layout of a website. Using familiar or meaningful tactics or words to guide the user into deciding where to click next.  Additionally, if the user comes across a problem within the website, implementing supportive error messages and instructional directions increase user confidence and reduce frustration by framing mistakes as recoverable options rather than failures. [9] It is highlighted that copywriting is not exactly stylistic but instead may be seen as a functional design piece that uses evidence supported choices to guide users, setting expectations, and improve motivations. 
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The level of quality in which designers must integrate into their platforms can be considered by how much effort is applied to specific functions or expectations, for example responsiveness across different platforms can be measured by how much content or data needs to be accessed vs how much loading or general data each specific platform can handle. Not only would it be considered a performance concern, but also a visual concern for ensuring each display fits correctly onto screen sizes and resolutions. A good example of this would allow users to immediately navigate somewhat familiar pages despite swapping to a different device. This ease of access goes hand in hand with offering general support for accessibility options. The wider of an audience that can accommodate users with varying needs or demands, may be considered better than others that do not offer the same support. This will allow a platform to become mainstream if it stands out in features that support wider accessibility. 
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Even though navigation generally determines how effortlessly users find what they need within its service, Steam’s navigation has historically been complex and layered. 
[image: ]A screenshot of the Steam [1] website in 2015 using Wayback Machine. [10]
 This applies to its visual aspects as well as how they choose to front their services. Steam’s approach to its visual keys isn't considered user friendly as they prioritise cluttering promotions and marketing over the ease of access for a potentially new user. A user who is not yet versed with the content and ongoing events of the website could be interpreting the home page as too overwhelming rather than informational. This is a considerably different case on account-based devices such as the Steam Deck [11] where controller input and focus retention are inconsistent. 
[image: ]A screenshot of the Steam Deck [11] home. 
Overall, while Steam’s navigation is functional, it has often sacrificed clarity for density when it comes to both new and regular customer platforms. 
The visual design of a service affects readability, engagement, and emotional tone. Steam’s visual design setup leans toward functionality rather than the aesthetic minimalism that many other platforms focus on. [12] The dark blue theme with contrasted light accents is used consistently. The purpose appeals to the average gaming consumer who may already be diligent in reducing eye strain throughout their usage online. A small feature in which they have already appealed towards their daily consumers with accessibility and inclusivity in mind. 
A key aspect of inclusive User experience design is ensuring how to properly implement accessibility features that works well in hand with regular functions. Steam offers accessibility tags and filters when searching for games, allowing users to search by features like adjustable text size, subtitles, and input types. [13] An evaluation submitted by Kent State University showed that the Steam web experience still falls short on accessibility standards in comparison to its other platforms, with issues in keyboard navigation, contrast, and hidden or non-descriptive sections. [14] This reflects a broader pattern. Steam cares about accessibility, but certain design choices are limited, especially on the web front.
Responsiveness and performance shape how smoothly a site feels across devices, platforms and interactions. Steam’s [1] web interface adapts responsively from the large desktop screens to tablets and its mobile counterpart. Users have reported performance issues, especially on resource limited devices like the Steam Deck [11], where the store is a basic web view, and can feel laggy or unresponsive compared to its other interfaces. [15] 
The cognitive load of the Steam [1] website versus the user interface within the computer installation is significantly different. The website is ineffective in reducing the cognitive load of its users, simply because it chooses to feature a large handful of its core content within long drop-down menus, creating unnecessary extra steps in which users may locate their desired page. The computer installation adapts to this however, by utilising a secondary heading that showcases ease of access to their main features. [image: ]
An example of a user logged into the installation of Steam [1], showcasing the extra headings and interactable buttons that would otherwise be hidden within extra drop-down menus. 
[image: ]A current website heading example of a user logged into Steam. [1]
The User experience pyramid showcases a basic order of core features that range from experiences to functions within the service provided to the user. The order in which designers follow when prioritising features within their service start with the objective reasoning of Function, Reliability and Useability. Its subjective aspect is then whether they provide a Conventional, Pleasurable and Meaningful experience for the user. Valve [16] is a large company that has been running the website since the late 2000’s, and so they have had many years to adapt and improve their platform. 
[image: ]An example of Valve [16] backing the website in 2008. 
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The visual design of the Steam website could be improved to enhance readability and overall user experience. The dense layouts, its limited white space, and small font sizes contribute to its known visual overload. Implementing a much more consistent typography hierarchy would improve how well a user can define if they are hovering over a clickable piece of text/ button. To improve this, it would be best to rework the colour contrast of its clickable text while maintaining the platform’s established dark blue theme. Instead of having default grey text that turns a lighter shade of white, it would benefit to use a brighter colour in contrast that still fits, such as light blue. In doing this it would also help to improve the visual distinction and consistency. The current buttons, links, and interactive controls often blend into the surrounding content. If the design were to stay constant between the website, then the implemented interaction patterns, including similar button styles would also improve its usability. 
Despite striving for inclusive features and filtering options, the current Steam [1] website still shows several accessibility limitations that may exclude users with visual, motor, or cognitive impairments. Issues such as the low contrast text, small font sizes, and limited keyboard navigation all reduce accessibility. This could be massively improved up on if they were to include scalable text options, improved keyboard operability instead of the default gamepad/ mouse. Or even more inclusive support such as screen readers.
Although the Steam [1] website is functional across multiple devices, its design remains primarily optimised for desktop use. On smaller screens, content can appear compressed and difficult to navigate. Improving and optimising layouts for mobile website viewing and increasing touch target sizes, especially when reducing the drop-down menus, would enhance usability. Ensuring greater consistency in functionality across devices would also support a more cohesive user experience.
The performance of the Steam website could be improved by reducing page load times and optimising resource usage, especially when browsing the store page. The high number of high-resolution images and videos may be negatively affecting its performance, especially for users with slower connections. Implementing performance optimisation techniques, such as low-quality settings or even lazy loading would benefit the general user experience.

[bookmark: _Toc694591756]Conclusion
In conclusion, the Steam [1] website offers a vast amount of reliable content to millions of users worldwide. Due to many factors covered under the base principles of UX design, the web browsing platform has much potential for growth in varying sectors such as visual design, accessibility and even performance. 
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