Cheat codes and AI transparency: defending authorship in gaming’s new era
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Chester N. Bolingbroke has long treated cheat codes as something to be avoided until the work is done, allowing for only narrow exceptions when a game becomes effectively unfinishable or when a walkthrough becomes part of the story he wants to tell. That stance sits comfortably with the old-school idea that cheats are a last resort rather than a default way of playing.
That attitude also reflects the broader history of cheat codes, which several gaming explainers say began as developer tools for testing and debugging before becoming hidden extras, convenience features and, in some cases, a deliberate part of the player experience. The appeal is easy to understand: cheats can help people get past punishing sections, experiment with systems or simply play around without consequences. But the same sources note that the tradition has always had a contested edge, especially when it crosses into competitive or online spaces.
The post also carries a sharper warning on copyright and AI. Bolingbroke states plainly that his writing is his own and that he does not want it copied, rehosted or fed into artificial intelligence systems without permission. That places the blog in a wider debate now running through games media and development, where disclosure has become a major fault line. A recent GamesIndustry.biz survey reported by PC Gamer found that most developers wanted fuller transparency around generative AI use on Steam, even when the AI is deployed only behind the scenes. Valve’s current policy, which focuses on content directly seen by players, has drawn criticism from those who want more detailed disclosure.
The dispute has become more visible after a string of public apologies and disagreements over AI-generated assets in games. PC Gamer reported that former Blizzard president Mike Ybarra mocked developers for apologising over AI use, arguing that the technology is becoming unavoidable, while critics continue to raise quality and ethical concerns. TechRadar, meanwhile, noted that Epic Games chief executive Tim Sweeney has dismissed Steam’s AI labels as largely meaningless, even as others say transparency matters for players who want to know how a game was made. In that context, Bolingbroke’s statement reads as more than a personal copyright notice: it is also a defence of authorship in an era of growing anxiety about machine-made content.
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