Steam’s AI disclosure policy sparks debate over transparency and developer impact
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Valve’s requirement that Steam store pages declare when games use generative AI has become a flashpoint in the games industry, pitting calls for consumer transparency against warnings that such disclosures unfairly stigmatise developers. According to the original report on a developer blog, Steam’s content survey , used to generate age ratings and surface content warnings , now includes a detailed AI section distinguishing pre‑generated from live‑generated material and asking developers to describe guardrails for any AI that produces content at runtime. [1]
Epic Games chief executive Tim Sweeney has publicly criticised these disclosures, arguing that “AI will be involved in nearly all future production” and therefore a special “made with AI” label on game stores is misguided; he suggested such tags belong in art exhibits or licensing marketplaces where authorship and rights are primary concerns. Sweeney also framed Valve’s move as part of a wider shift by the platform into market‑shaping activities. [2][4]
Supporters of Valve’s policy counter that the labels give players important information. A Valve artist compared the tag to an ingredient list for food, saying transparency helps consumers make informed choices and protects cultural and intellectual property concerns. Industry reporting notes that many players explicitly want to know whether art, writing, voice or music was generated by AI. [3][6]
Independent analysis suggests the question is rapidly changing the market. A study of Steam disclosures found a steep rise in generative‑AI usage , from about 1,000 titles in 2024 to roughly 7,800 in 2025, representing some 7% of the platform’s library and about one in five new releases this year , with visual assets, audio and text among the most common areas of use. The researcher also reported that visible “made with AI” notices appear more frequently for new releases, while some developers adopt defensive language to pre‑empt player backlash. [5]
For small or hobby developers the policy presents practical and reputational dilemmas. As one first‑time developer described in a public post, Steam’s disclosure form is complex and its definitions are broad , the survey’s language can be read to include everything from AI image generators to code autocompletion and search engines , leaving creators to interpret what deserves an AI tag. That blogger said they opted to explain AI use in plain terms on their store page rather than apply a formal tag that might be misread by players. [1]
That gap between policy text and player perception is central to the dispute. Critics of the label argue it risks penalising developers who use AI as a routine tool in pipelines (for example, code assistance or procedural systems), while advocates warn that hiding AI usage would remove a form of accountability and deny consumers information about creative provenance and possible infringement risks. [2][3][6]
The debate has also played out publicly in social channels and industry commentary, with some creators urging developers to “wear the tag with pride” if AI was used and others warning that ambiguous disclosures fuel distrust. Reporting suggests Valve’s intent is not to ban AI but to require disclosure so that reviewers and players can judge content on its merits and legality; opponents say the implementation needs clearer definitions so disclosures reflect what typical players will understand. [3][6][7]
For now the market appears to be adjusting: more games are self‑reporting GenAI usage, live‑generated systems are rising in prominence, and developers are adapting how they communicate AI use to customers. Industry data shows the trend accelerating, but reporting also indicates that a substantial portion of AI use may still go undisclosed or be buried behind vague language , a reality that keeps the controversy alive. [5][1][6]
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