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Borderlands 3 - Gearbox Software 2



Genshin Impact - miHoYo 3



Expensive-Session152 - Reddit 4

https://www.reddit.com/r/Genshin_Impact/comments/1ar76ce/do_i_need_to_read_this/
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bubodiui - Reddit 6

https://www.reddit.com/r/Minecraft/comments/2lrbth/updated_minecraft_production_web_for_18_v160/


PRESS A FOR ASSISTANCE
Making Games Accessible With AI

7



“Nonika”
Veronica Reingold

MSc in Computer Science 
University of Windsor

Researching Accessibility

Vector Scholarship in AI

nonika.ca
8



Steven Rice

PhD in Computer Science
University of Windsor

Robotics
Simulations
Artificial Intelligence

stevenrice.ca

9



Terminology
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Accessibility accommodations for individuals with disabilities*

Approachability early game: tutorials and communities

Learnability late game: tutorials and mastery

Difficulty game challenge and personal skills

User Experience effectiveness of game, HUD, and UI



The Last of Us - Naughty Dog 11



Curb-Cut 
Effect
Originally made made 
for wheelchair users, 
curb cuts are a 
fantastic example of 
how accessibility 
features benefit all 
users!

Sketchplanations 12

https://sketchplanations.com/the-curb-cut-effect


Myth:
Accessibility options make 

games easier.

Fact:
Accessibility options remove 

barriers without impacting 
difficulty.
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Guidelines
In real life

stairs → install ramp or elevator

In a game

??? → ?????

Video games feature an 
incredible diversity of genres, 
styles, difficulties, audiences, 
and game loops.

There’s no one-size-fits-all 
standard to accessibility and 
user experience!
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Guidelines
Keywords: Game accessibility, user experience, approachability, learnability, 
tutorials, etc.

Accessibility:
gameaccessibilityguidelines.com
accessible.games/accessible-player-experiences
caniplaythat.com

Games User Experience:
gamesur.com
thegamersbrain.com
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https://gameaccessibilityguidelines.com
https://accessible.games/accessible-player-experiences
https://caniplaythat.com
https://www.gamesur.com
https://thegamersbrain.com


Guidelines
Guidelines are grouped by 
disability for our 
convenience!

Our focus today is on 
cognitive accessibility and 
assistance—things that 
impact both disabled and 
non-disabled gamers!

Can I Play That? 16

https://caniplaythat.com/category/resources/accessibility-reference-guides/


Perception

Resident Evil 4 Remake - Capcom 17



Attention

Overwatch - Blizzard Entertainment 18



Learning

Devil May Cry 5 - Capcom 19



Memory

External Item Descriptions for Binding of Isaac 20

https://steamcommunity.com/sharedfiles/filedetails/?id=836319872


Virucraft - Reddit 21

https://www.reddit.com/r/Minecraft/comments/ijq4js/finished_working_on_my_lake_house_today/


Recipe Book - Minecraft Wiki 22

https://minecraft.fandom.com/wiki/Recipe_book


Minecraft Wiki Page 23

https://minecraft.wiki/


AI Assistance
Large Language Models 
(LLMs) are great at 
summarizing!

Can we use LLMs to search 
the web and game wikis to 
provide contextual 
assistance to players?

University of Windsor 24
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Game
Achievements
● Items unlocked
● Mechanics mastered
● Monsters killed

Statistics
● Kills, deaths, items, etc.

Inventory
● Equipped or in storage

Screenshots
Minecraft - Instagram 26

https://www.instagram.com/p/C-sekbepLHs/


LLM Database
Tutorial/Wiki:
● Items
● Mechanics
● Enemies
● Tips

Memory:
● Enemies encountered
● Resources acquired
● Game/player state save

BlackberryCareless26 - Reddit 27

https://www.reddit.com/r/Minecraft/comments/n9i3k3/installing_windows_98_on_my_minecraft_pc/


Trigger
Event:
● Taking damage
● Nature/monster effect

Death:
● One or more causes

Time:
● Time of day
● Additional calls via timer

Manual
Nonika Getting Bones to Tame Wolves - Minecraft 28



LLM Tools
Read - Text/Image
Database:
● Game tutorial
● Wiki
● Memory

Game State:
● Achievements
● Statistics
● Inventory

Coordinates - Minecraft Wiki 29

https://minecraft.fandom.com/wiki/Coordinates


LLM Tools
Write
Print message to HUD
● Memory
● Attention

Highlight Item/Creature/etc.
● Perception
● Attention
● “Show, don’t tell”

New Glowing Ores - CurseForge 30

https://www.curseforge.com/minecraft/texture-packs/new-glowing-ores


Considerations
● Memory allocation
● Developer and player control
● Consistency

How can we get consistent, 
predictable assistance in a 
constantly-changing environment?

Spaced Repitition - LifeHack 31

https://www.lifehack.org/851026/spaced-repetition


Minecraft - Mojang Studios 32

https://www.minecraft.net/en-us


Considerations
1. Players get distracted easily (attention)
2. Players forget things due to those distractions (memory)
3. Players’ goals change constantly

Remember—players need to learn from trial and error:
- Support player with their main goal
- Provide a consistent tip to achieve the main goal
- Track player progress
- Reevaluate tip depending on progress

What can we use to implement this?
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Goal-Oriented Action Planning
Goals → What the player is/should be trying to achieve
● Determined by the LLM
● Have weights or desires to achieve them

Actions → What the player can perform
● Costs associated

Planning → Potential action path to achieve goal
● Prioritize lowest cost path/steps
● Reevaluate if player is struggling
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Goal-Oriented Action Planning
Is the player making progress towards our given objective?

● Yes → Hints on next steps as needed
○ Save plan for future repetition

● No → Determine a new objective and plan
○ Was the LLM wrong?
○ Did the player change objectives?
○ Is the current plan/tip not successful/helpful?
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Pros and Cons
Pros
● More consistent

○ Less hallucinations
● Less resources
● Control over assistance

Cons
● Quantifying goals - can this 

always be done?
● More coding

Uncharted 4 - Naughty Dog 37

https://www.centigrade.de/en/blog/game-fun-for-all-what-game-accessibility-is-all-about/


Timeline
Literature 

Review

Select Game

Implement

Experiments

Results

We are here!

Minecraft - Mojang Studios and   Vintage Story - Anego Studios 38

https://www.minecraft.net/en-us
https://www.vintagestory.at/


Results
Answers to questions:

1. Is there a sweet spot for trial and error 
attempts?

2. What data is most helpful for LLM?
3. What’s the best way to prompt?
4. Are tips accurate/helpful?
5. Do the tips alleviate cognitive load?
6. Do players find it helpful?
7. Is this worth implementing in games?
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juice

illegalminecraft - Instagram

https://www.instagram.com/p/DPCjyIxjjRX/


Identifying Stairs
How can you identify cognitive 
stairs in your game?

● The “challenges”?

A consequence of the fun parts 
of your game!

YellyVi - Reddit 40

https://www.reddit.com/r/gaming/comments/ym6oyz/quest_markers/


Identifying Stairs
Fun parts:
● Rich story 
● Complex mechanics and items
● Gorgeous world to explore
● Farming and crafting

Cognitive consequences:
● Too much to remember
● Overwhelmed by options
● A lot to keep track of

thatgirl5arah - TikTok 41

https://www.tiktok.com/@thatgirl5arah/video/7169416393123843371


Xaero’s Minimap - Curseforge 42

https://www.curseforge.com/minecraft/mc-mods/xaeros-minimap


Overwatch - Blizzard Entertainment 43



Overwatch - Blizzard Entertainment 44



Overwatch - Blizzard Entertainment 45



Traditional AI
● Guide main versus side 

quests
● Planner system suggests 

side quests before a new 
main quest
○ Quests along path
○ Time investment
○ Difficulty
○ Rewards

Borderlands 3 - Gearbox Software 46

https://www.powerpyx.com/borderlands-3-side-missions-walkthrough/


Generative AI
● Recap the story so far
● Summarize current task
● Item suggestions:

○ Strength
○ Comparison
○ Playstyle
○ Preference

Enermis - Reddit 47

https://www.reddit.com/r/borderlands3/comments/vvsaqk/i_dont_understand_how_to_compare_weapons/
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Thank you for listening & stay tuned!
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