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Hey all!l put together an epic R6 rig for animating in Blender and I figured Id share it here for anyone who might find it useful since the amount of R6 rigs with both FK and IK on the devforum are lacking, so I wanted to make one for all.It supports both IK (Inverse Kinematics) and FK (Forward Kinematics), and you can blend between them with
sliders. Features n stuffIK + FK support for arms and legsSpine bone for more torso movementSliders to switch between IK/FK and Grabbing and Free moveHead follow: yet another slider makes the head look at a target objectGrab Points: For grabbing onto stuff like a door handleVery intuitive torso rotation, with UpperTorso, Spine, and LowerTorso
all contributing to their own movementCamera follow: even one more slider to make the camera follow the head (good for POV stuff or cutscenes) Blender:Blender R6 Rig.blend (4.9 MB)Roblox Studio:Studio R6 Rig.rbxm (11.9 KB)(Let me know if the textures arent loading, I may have packed them into the .blend file wrong) Recent Update:Full IK +
FK support for both arms and legsCompletely rebuilt the internal rigAdded item attachment points (like for tools or weapons) on the hands, thighs, hips, torso (front and back), and headCleaned up the outliner, dope sheet, and graph editor even moreMade custom rig for Roblox that uses all the new features and stuffFixed the Left arm IK/FK switch
effecting the right arm and the reversed slider index, thanks @Mathianrominia !Fixed the leg misalignment and gap thanks to @Casual Luke! NotesThis entire posts point, which is the IK and FK rig, only works in blender, the studio rig does NOT have IK nor FK functionality, it is identical to a normal rig, thanks @gaigev2008 for suggesting to add
this noteThe rig I gave for studio is primarily made for video/cutscenes, the items are NOT intended to be used in games since youd need to make your own method to hold items or use the rig as a StarterCharacter (which is just messy) due to the AnchorPoints, however the direct animations that dont use items can and are encouraged to be used for
in-game animations.The rig is built for Blender 4.3 and SHOULD work on 4.3 and up, if youre on an older version, expect some things to not work properly like @Momiji Devs issuelts R6, not R15 nor Rthro, even though the bones show LeftUpperArm and stuff, its R6.This WAS a personal project that I wouldnt update a whole bunch but I kinda
stopped doing that, so now its not really a personal project but I still really enjoyed doing itThis is an extension and heavily modified version of highflowys R6 IK Rig, maybe they made it, maybe they didnt, regardless this wouldnt exist if not for their rig.If you make something cool with it you should post it here, Id like to see what the other fellow
animators are doing 95 Likes Thanks! It doesnt work very well with multiple characters though. 3 Likes Huh, thats strange, it should work well with environments and rigs.Ill have to look into it So I made an animatio,n but how should I import it to roblox? 1 Like If youve got the correct Blender Animation plugin, then you should see a panel (hit N if
you dont see any) on the right of the viewport that looks like this:If you dont have it then you dont have the Addon installed.To install it, first go here: Blender rig exporter/animation importer Community Tutorials RBX Animation Importer | Cautioned's Fork - Pastebin.com Addon (Blender 3.0 - 4.2+) (:warning:Blender 4.3 currently not supported, use
4.2 or lower in the meantime) (Roblox Plugin) Ive been working on a new version of this plugin, it fixes lots of issues on studio side such as the preview messing up everything or not working on cloud save files, more preview controls. It lacks a few features such as d and here: create.roblox.com Discover millions of assets made by the Roblox
community to accelerate any creation task. Youll need to follow the instructions precisely with blender and studio otherwise the plugin might not work as expected. 8 Likes Hi! I was wondering how you could do this with multiple characters, as duplicating the rigs collection seems to totally break it. 2 Likes Okay I did a update to fix and add other
stuffFixed duplicating the rig breaking stuff - you should be able to duplicate it as many times as you want nowAdded Grabbing for arms (basically just normal IK but not influenced by torso movement)Organized the dope sheet and graph editor and the outliner 1 Like absolutely fire keep it up! 1 Like I love it.I tested it and it is everything I could want.
I have a few questions though.Why did you not use any FK Switches for the legs.And what are the grab points used for. Or how would you use them, I cant really see a use for them as they kinda work like the ik bones.Also I want to add custom hilts for my weapons in game so that I can animate the Handle. If you dont mind would you mind sharing
how I should add new bones?I also noticed that the position of the bones isnt fixed its float values. So the right hand bones are like 1.5012134. instead of 1.5. is this intentional?Thanks a lot. Why did you not use any FK Switches for the legs.The reason why is because this rig is a little bit cursed? I guess?Adding FK Switches to the legs is really difficult
and not really important most of the time, though I could try again with it.what are the grab points used for. Or how would you use them, I cant really see a use for them as they kinda work like the ik bones.Grab points are in the name, they grab onto stuff that are solid, this is good for like, say holding onto a handle bar in the animation, or you could
add a Child Of to each Grab Point thats set to another rigs arm to make a cool arm grabbing effect when being picked up (Seen in @Tarazicons animation above)l want to add custom hilts for my weapons in game so that I can animate the Handle. If you dont mind would you mind sharing how I should add new bones?Ive ALWAYS had issues with
adding new bones to the import and export blender plugin, I think its something to do with the RigMeta and it not having data (like, if I wanted to add a bone, I think the RigMeta would need changes somehow.)I also noticed that the position of the bones isnt fixed its float values. So the right hand bones are like 1.5012134. instead of 1.5. is this
intentional?Im pretty sure this is just blender being blender, but no, its not intentional but it shouldnt effect the animation in any way. 1 Like Ive ALWAYS had issues with adding new bones to the import and export blender plugin, I think its something to do with the RigMeta and it not having data (like, if I wanted to add a bone, I think the RigMeta
would need changes somehow.)I played around a little with the rig yesterday and I managed to add new bones.The problem is the custom properties that imported rigs get when imported with the plugin. You cant replicate those.And so I imported my custom r6 with a handle in each arm and redid the constraints to your rig. It would have maybe been
possible to isolate the handles and add them to your rig and I did try but I failed.Adding FK Switches to the legs is really difficult and not really important most of the time, though I could try again with it.I guess thats true ive also never really used them. Ill keep a look out though if you do manage to do it and update the rig.Also heres my edited rig
with the 2 Handles, and its roblox file.I added 2 parts to the r6 called Right/Left Hand and the bones for them are Right/Left Wrist.If Anyone want to use it, usefull for animating Handles and reusing the animations for other weapons.You weld your tools to the hand Parts by script and then animate. For blender you do child of.You could say its R8, but
normal R6 anims still work on it.R8 Experimental.blend (5.6 MB)RobloxR8Rig.rbxm (9.3 KB)Aeresei, if you find these 2 files usefull you can put them alongside the original post.Again thanks a lot for this rig. Saves me a lot of trouble of making one myself, especially when I have no idea how you did most of the stuff. 1 Like Thats funny, I just made an
update to the rig after working on it since I responded to your questionsHeres the update log:Full IK + FK support for both arms and legsCompletely rebuilt the internal rigAdded item attachment points (like for tools or weapons) on the hands, thighs, hips, torso (front and back), and headCleaned up the outliner, dope sheet, and graph editor even
moreMade custom rig for Roblox that uses all the new features and stuff Yeah xd.Looked at it just know.Ill use the one you edited. Has everything I need :D.Thanks. 1 Like Oh I just saw the blend file has 2 problems. The text for the sliders is not parented to the sliders so it doesnt follow the sliders. and the slider for the FK switch on the right arm
doesnt work. Instead the left arm slider is connected to both.And the right arm sliders are indexed as Left and vice versa. 1 Like Wow, I dont even know how I missed that, thanks for telling me though. The rig should be fixed now and that should be the last update needed! Wow this is super intuitive, maybe ill finally swap out my controller from 2023
lol. Thanks! R6.blend (4.9 MB)I noticed the head and legs were crooked in their rest position due to a misalignment with the positioning of certain bones in the controller rig and misconfigured constraints, which caused inconsistent imports into studio. Ive corrected the faults and tested the accuracy in this version so Im just going to leave it here
incase anyone wants to look at it. 1 Like Im missing a lot of stuff that shouldnt even be possible to miss 1ol.I tried using your rig with the fix but the leg IK was behaving a little weird, and rather than trying to make it work I just applied it to the normal rig in the post \()/But now the legs are actually aligned, as well as a few other tweaks with the legs,
like I found out the legs are closer together than a normal rig, which isnt big but it makes animations with leg accurate movement (like walking or running) look strange since the gap between the legs is smaller then in Blender than it is in Roblox.Also the rig is happy now :vLet me know if its still weird looking, the sun was in my eyes the entire time I
was changing the rig and blinding me lol. 1 Like how can i add props/tools to the rig? 1 Like Page 2 Adding tools that the rig can hold is a straight-forward process, but it does require you to use the provided rig that I have in the post.When youve got the rig in blender, you can find AnchorPoints on the Torso, Hip, Thigh, and Hands, they look like blue,
red, or white spheres with a hexagon in the middle (or whatever shape that is)Once youve located the AnchorPoints, you should import whatever tool you want to be animated, for this example Im going to be using a sword. Go into Roblox Studio and take your tool, then in the Explorer, right click on the instance and find Export SelectionThen export
your tool, Ill be saving mine as a.obj for this. In Blender with the R6 Rig open, go to File > Import > Wavefront (.obj)Then select your tool in the popup and click Import, and your tool should appear nearbylf you dont see your tool, you might have exported it far away from 0, 0, 0,To fix this, simply right click anywhere with the object selected, then Set
Origin > Geometry to OriginYour tool should then appear right in the middle of the viewport worldGo ahead and move your tool to a position where it would normally be held or just anywhere on one of the AnchorPointsThen select your tool and go to the constraint tab on the right of your screen, and click on Add Object Constraint and search for
Child OfThen set the Target to Armature or use the eye dropper tool to select the rig itself (make sure to select the rig and not the body part)Then set the Bone option to whatever AnchorPoint you set the tool to (labeled as RightHand, LeftHand, RightHip, LeftHip, RightThigh, LeftThigh, FrontAnchor, BackAnchor.)If the tool moves position or does
something weird, make sure to click Set Inverse at the bottom of the constraintNow your tool will follow the AnchorPoint you set it to.You can now enter Pose Mode and animate how you do normally, and you can move the AnchorPoint you have set to the tool and the tool will follow it, assuming you set it up correctly. Once youve got your animation,
export it using the blender and roblox plugin that is needed to even export the rig. (if you dont have the plugin, see my comment here: R6 IK + FK Blender Rig - #5 by Aeresei)Then, head back to Roblox StudioBefore importing the animation into the rig, make sure you have the tool welded to the associated AnchorPoint you had in blender.You can do
this with the RigEdit Plus plugin (which was recently made free) or the Moon Animator Easy Weld to weld the sword to the anchor point, or you can simply add a WeldConstraint with the properties set to have it stay with the AnchorPointMake sure the tool is NOT anchoredThen, go ahead and import your animation onto the rig I provided with the
same plugin I said above, and you should see the rig animated as well as the tool!If you have any more questions just reply to this comment or the post itself. 4 Likes what if the tool needed to be moved independently from the anchor point at some point in an animation, such as for gun reloads or throwing? 1 Like This is actually quite simpleWhere in
blender you are adding Child Of constraints to the tool, you can add a Child Of constraint to the ANCHOR POINT you are using for the tool to whatever other anchor point or hand or really whatever you want the tool to follow.Once you export, it should be exactly as you see in Blender in Roblox due to how the plugin uses keyframes and such.You can
switch where the tool is animated from by switching the influence of the Child Of in the anchor pointFor this example I have the right hand AnchorPoint with a Child Of constraint to the front torso anchor pointFor example:Frame 1, the anchor point will follow the torso 1:1 in this frame:Frame 2, the anchor point will return to having its own location
and rotation relative to its parent: 2 Likes Looks really great but the face is pink? 1 Like Ah, I forgot to pack the new face texture in the last updateTry now! yo, i have an issue with rig, when i try to do some backflips and make torso upside down it just breaks, how can i fix it? Thats a bit vague, how are you animating the backflip?You might be
rotating it a bit weirdly or using a quaternion in the wrong way. nevermind i fixed it, by the way thx It might be intuitive to people but i dont really understand the FK switch mode. When i drag the slider up my bones all freeze on spot, nothing seem to work to drag them. Is there some other process should be done after switch? (though i have stayed
on 3.6 blender as i dont like new Ul on newer versions, could it be somewhat a reason, idk?) Is there a way to hide the glowing attachment spheres in Roblox studio? I tried toggling with the visible checkbox but theyre already all off. Model - Show Welds \ Constraint Details = Off 1 Like Will only work if you always see them (as green spheres
wherever some constraint is placed). Otherwise idk - selecting attachment always shows its position. Ah, yeah when you switch to FK, the lower bone (found at the foot or hand) does not do anything, you need to rotate and move the upper bone on the limb as thats how traditional FK works, rotating at the joint rather than at the hand/foot. The
attachments themselves are parts inside of a folder in the rigYou can hide the ones you arent using 1 Like Are you sure? :Omniman:Its either have to do something with my blender version or i dunno herrmmmmmmadas weirdyeah, my only explanation could be blender version 1 Like Hi, how do I import the animations from blender to studio? When I
try using the rbx animations addon, only some parts of the animation are imported. You might be using an old version of the Rbx Animations pluginMake sure you use the correct one here R6 IK + FK Blender Rig - #5 by Aereseilts hard to tell since your question is a little vague, so if you could elaborate thatd be great hey I was trying to use the studio
rig, but no matter what when I tried the rig it would act like any other rig, and the anchor points wouldnt work at keeping the limbs situated on the body no matter which part I moved, and I was wondering what I would be doing wrong in order for this to be happening? Page 3 A bit hard to understand but, are the anchor points just being left behind?
Like, when you rotate the arm in any animation editor (moon, animation editor, blender, etc), do the anchor points not follow the arm?If this is the case, youll wanna check if the anchor points are well, anchored, they use joints and shouldnt ever be anchored, the only part in the entire studio rig that should be anchored is the HumanoidRootPart at all
times (unless youre testing in-game, then not even the HumanoidRootPart should be anchored) I dont know, if I just dont know how the rig works but yes they do stay connected to the limb, but what getting at is the rig doesnt work like I thought IK did in the sense that when I move the torso down it doesnt bend the legs like r15 IK ad was wondering
if its just supposed to be like that and if I had a misconception of the rig Oh lolYeah, so this entire thing is that the IK belongs inside of blender, the Studio rig has absolutely nothing special with it apart from the AnchorPointsYou need to open the Blend file that I attached to the post, and then you animate that rig inside of blender, then you export it to
Roblox, which then shows the rig animated and stuff with IK.The IK only works inside of Blender oh okay, I didnt know if it did by how you worded the description but thanks for the explanation! This rig is very good, but mirrors incorrectly when pasting flipped poses or keyframes.Correct pose:Incorrect mirrored pose:This seems to happen with arms
only, not sure though. 1 Like Ah, thats a thinglIll start working on something to fix it, but this rig is held together by toothpicks and bubblegum, so it might take a bitlll post back here when I find and get a fix out 2 Likes my blender kept crashing when i open the file Make sure youre using 4.0+The rig does have support up to 4.0 from me testing, its
most stable on 4.4 and still works on 4.5.0If it keeps crashing though then maybe you can send the crash-log, I might be able to find out whats crashing and fix it Reproduction StepsCurrently, I am on the latest production version of Chrome.Recently, I have been trying to join any private servers. None of them seems to work? Here are the steps:Find
a game that allows private serversUse a link of the private serverNo responseExpected Behaviorl expect my client to join in the private instance of a server.Actual BehaviorNothing happens! The site refuses to respond. All join buttons are inactive on the page, and no prompt to open roblox shows up.Issue Area: Roblox WebsitePage URL: AnyImpact:
HighFrequency: Constantly 182 Likes Same here!Even on Edge the join button doesnt work but everything else does! 38 Likes Same, cant join any private servers from shareable links 31 Likes Same here, have to join someone already in one. 18 Likes Im experiencing the same issue. Ive tried clearing all my cookies and using a fresh browser without
any extensions, but nothing resolved the problem. However, I noticed that when I switched to another account, private server links seemed to work. The only workaround that worked for my main account was downloading the Roblox app on my phone and accessing the shareable link through mobile. 26 Likes I found numerous users were
experiencing issues when accessing private server links. Currently this seems to be the only forum people have found explaining the issue.As of far, there is no solution, while I cant replicate what PS2 says, I cannot access through mobile for some odd reason. I have my own suspects to the root cause, but I cant be certain 10 Likes Yeah, alt accounts
worked for me as well. Not sure why. 10 Likes Im having the same issue as well, I cant press play if its a private server and I also cant join my friends private servers either 4 Likes Update to the abovel managed to replicate the issue over 3/10 alt accounts among testing, heres what I found;The issue for LINKS seems to be at random, perhaps a roblox
bug, I doubt this is intentionalFor private servers themselves, you can still join private servers.To join private servers, you can launch them directly from the game page. To join a PS, you need to join it through the servers tab off of the experiences page.You cannot have the private-server link in the searchbar (for whatever platform you use), as this
invalidates all the buttons (to play, or join) for the game you try to play. This means you can still play with friends, or launch personal private servers. 10 Likes Okay, Im happy that Im not the only one going through this.For me, the links only stop working on my alts and not my main. I tried testing it on three browsers, and theyre all the same issue
(Client wont open and play button doesnt respond). 11 Likes Having the same problem here. I can reproduce this issue every single time I attempt to join a private server via a sharable link. As to whats causing it, Ive got no clue. Attempting to reinstall the client and clearing the browser cookies had no effect.If I had to guess, this issue has something
to do with authenticating the account credentials because a few of the times Ive clicked on a link to try joining the private server I was greeted with the add account screen even though Im already logged into the account Im attempting to join on: 24 Likes If its any help to anybody issue began on the 15th November for me. 9 Likes Happening here, on
the doors discord it is a major problem right now and people are complaining. (so it isnt a isolated case) 6 Likes Cannot join private servers via links Roblox Application and Website Bugs this appears to happen only on specific accounts, Im guessing roblox is doing some sort of A/B testing, on the image the bottom part is a functional part of the page,
and the top part is the new one with Google Analytics (RobloxLaunch. GoogleAnalyticsCallBack) that doesnt work [image] if you want to join on an account for which vip links dont work, open the vip link, inspect element or press f12, paste this script into the console (dont paste if you dont trust the script) var content = 4 Likes Yeah, this wasnt the
original issue I had but it has started happening. 2 Likes Thanks all for reporting. This should now be fixed, please let us know if the issue persists. 16 Likes This topic was automatically closed 14 days after the last reply. New replies are no longer allowed. This is a quick and easy tutorial on how to make players walk through each other, with minimal
bugs.Start off by heading over to the Model tab in Roblox Studio, and click on Collision Groups.Once you are there, depending on your version, you should see a screen like this.At the top, go ahead and click on Add Group.Type in your name, I would recommend naming it Player Part, and then click enter.Once you have done that, a new Collision
Group should show up on the side. Click on it, and you should see this screen.!IMPORTANT! Make sure you toggle PlayerPart under the PlayerPart can collide with off.Now I will have 2 tutorials. The first one will be if you are using the default character, and the second one is for if you are using a custom character.Default CharacterHead over to
ServerScriptService and create a new script.Name it whatever you want, Im going to name it PlayerCollide.Next, we need to code it. In order to do this, we need to start by defining PlayerService.local PlayerService = game:GetService("Players") --Define Player ServiceAfter that, we are going to check when a player joins, and make a function out of
it.local PlayerService = game:GetService("Players") --Define PlayerServicePlayerService.PlayerAdded:Connect(function(player) --Make a variable for the player--Todo: set player's collisionend)We are now going to get the players character and make a variable for it.local PlayerService = game:GetService("Players") --Define
PlayerServicePlayerService.PlayerAdded:Connect(function(player)--Make a variable for the playerlocal Character = player.Character or player.CharacterAdded:Wait() --We also add the CharacterAdded:Wait() to make sure the script get the character.end)Now, we are going to use a for i loop in order to get all the characters parts that can collided
with, and we will do it like this:local PlayerService = game:GetService("Players") --Define PlayerServicePlayerService.PlayerAdded:Connect(function(player)--Make a variable for the playerlocal Character = player.Character or player.CharacterAdded:Wait() --We also add the CharacterAdded:Wait() to make sure the script get the character.for , child
in pairs(Character:GetDescendants()) do--Todo: Check if the part needs the collision group.endend)Now, we need to check if the child it found inside of the character is a Basepart. We do this by having an if statement using the :IsA() to check if it is a Basepart.local PlayerService = game:GetService("Players") --Define
PlayerServicePlayerService.PlayerAdded:Connect(function(player)--Make a variable for the playerlocal Character = player.Character or player.CharacterAdded:Wait() --We also add the CharacterAdded:Wait() to make sure the script get the character.for , child in pairs(Character:GetDescendants()) doif child:IsA("BasePart") then--Todo: Set collision
group.endendend)Now that we have verified that the child is collide able, we need to set its collision group, which is fairly simple. We will use child.CollisionGroup.local PlayerService = game:GetService("Players") --Define PlayerServicePlayerService.PlayerAdded:Connect(function(player)--Make a variable for the playerlocal Character =
player.Character or player.CharacterAdded:Wait() --We also add the CharacterAdded:Wait() to make sure the script get the character.for , child in pairs(Character:GetDescendants()) doif child:IsA("BasePart") then --Checks if the child is a basepartchild.CollisionGroup = "PlayerPart" --Set "PlayerPart" to your name of your collision
group.endendend)And now its done! Your player should not be able to collide with other players now, and will work perfectly fine with other parts.Custom CharacterThis one is fairly simple. You can go into your custom character in StarterPlayer (or wherever it is) and just add in the collision group individually. If you do not want to do it manually,
then this is the script from the default character tutorial, it should work fine for the most part.local PlayerService = game:GetService("Players") --Define PlayerServicePlayerService.PlayerAdded:Connect(function(player)--Make a variable for the playerlocal Character = player.Character or player.CharacterAdded:Wait() --We also add the
CharacterAdded:Wait() to make sure the script get the character.for , child in pairs(Character:GetDescendants()) doif child:IsA("BasePart") then --Checks if the child is a basepartchild.CollisionGroup = "PlayerPart" --Set "PlayerPart" to your name of your collision group.endendend)If you do not want to read, feel free to just use the script, it should
just work as long as you followed the starting steps.Script for lazy readerslocal PlayerService = game:GetService("Players")PlayerService.PlayerAdded:Connect(function(player)player.CharacterAdded:Connect(function(character)for , child in pairs(character:GetDescendants()) doif child:IsA("BasePart") thenchild.CollisionGroup =
"PlayerPart"endendend)end)Thank you for reading my tutorial, and I hope you learned something! If you have any errors, questions, or criticism, all is welcome in replies I havent found many run/walk animations on the toolbox that look nice (no offense) so I decided to publicly share my animations for everyone to use!Walks animation priority is core
and the runs animation priority is idleYou may get them on the toolbox or download: movementanims.rbxm (36.7 KB)Credit isnt required but I would appreciate it! These are what the animations look like (gifs may be laggy, I apologize): 221 Likes Looks really smooth, so thanks for sharing this! 13 Likes Ill recommend these to some beginner
developers since the animations are so good lookin. Nice work! 4 Likes Most definitely going to use this. Thanks! Are credits needed? 7 Likes Credits are optional, but would appreciate it! 5 Likes better read the post next time god90:Credit isnt required but I would appreciate it! credits arent required 7 Likes Edit: this was a joke, not taken seriously.
11 Likes I have a question mines only show the sprint but not walk how do i see walk animation 3 Likes the walk animations priority uses core, and the run uses idle. I think the solution your looking for is setting the runs animation priority to core 4 Likes Might be a dumb question but how do I * use * the animations? Do I put the keyframe things
under my character or? 5 Likes Its a keyframe packed in KeyframeSequences and not animations that is uploaded publicly, right click on it and Save to Robloxalso designed to be used for Animate script which is what roblox uses to play animations in every state. 4 Likes Select dummy, Open animation editor and then publish the animation you want,
Now you will copy the ID of the animation and use it in a script, for example:-- Script in ServerScriptServicegame.Players.PlayerAdded:Connect(function(Player)Player.CharacterAdded:Connect(function(Character)Character.Animate.walk.WalkAnim.Animationld = "rbxassetid://theanimationidhere"end)end)Now you have a different walking animation.
8 Likes Thank you! Seems to work now. [char] 3 Likes Have i seen these animations before?(i remember seeing these in a roblox game) 1 Like My animations are usable for everyone so its just possible they used my animations or have animations that look similar to mine 5 Likes Will definitely be using this, thanks! 3 Likes Looks good, thank you for
giving to the community. 4 Likes How would you do the running one? 2 Likes Youd need the sprinting script first then just play the animation 1 Like These animations are INSANELY good!Good work on them. 3 Likes Page 2 Nice animations man! Was looking for idle ones for my game but stumbled upon thesehighly considering replacing the ones I
made for yours lol 2 Likes These look like Redbox 2 animations, But i am surprised of all the work you put inlts just that many free modeled games will use this animation ALLOT of times, But i am considerable giving you credits. Awesome work dude! 1 Like Could you make a tutorial on your process of making animations, the types of plugins you
might use, tips and tricks, etc. if you have the time? I dont know about making a tutorial since Im not too good at explaining how to make stuff, but all you gotta do is use Den_Ss blender animation importer/exporter Blender rig exporter/animation importer and just make animations over and over until you think it looks good enough. It may take a
while but Its definitely worth it if your looking to make your own animations 1 Like These are so smooth and fantastic! Although I do have a request, could you please make an idle animation and jump animation? I am not the best at animating.Thanks either way for the animations in the first place 2 Likes Dont feel bad for something you cant really
control man, thats nice for you to clarify! 1 Like Nooo this was a joke Im sorry!!! 1 Like The animation looks awesome and its very smooth These look so good, thanks for making them public! I am not intending to utilize this content on a permanent basis; however, I am acknowledging the source appropriately. I will use it temporarily. Thank you! 1
Like Last year at RDC, we announced an ambitious project to power the creation of immersive 3D objects and scenes in Roblox. Today, we are excited to launch Cube 3D, a 1.8B parameter foundation model for 3D creation trained on 1.5M 3D assetsincluding the beta of its first capability, text-to-3D mesh generation, also known as the Mesh
Generation API. Roblox Cube, our core generative Al system, will underpin many of the Al tools we will develop in the years to come, including scene-generation tools in the future. Learn more about the technical details of our model (GitHub) (Technical Report).Expanding Creative Possibilities with 3D GenerationSince launching Assistant to everyone
using Studio, weve seen creators make experiences more efficiently with personalized help, script and texture generation, and more and now, were ready to take things a step further with 3D generation. Using our Cube 3D model, were providing you new tools to make 3D creation more efficient. Think of generative Al as your copilot helping you
iterate prototypes and concept art or props quickly, so you can focus on the creative, meaningful side of world-building. The creative decisions are always yours; generative Al is simply there when you want it.Beyond aiding your creation, our mesh generation API also lets your users create personalized items in-experience in real time, unlocking
higher engagement. In feedback sessions with creators, some of the novel use cases shared include the ability for a user to customize a room in their own style, or allowing a user to generate a custom reward at the end of a quest. In-experience generative Al opens the door to a new wave of creativity for millions of Roblox users, making gameplay
even more personalized and interactive.Currently, there are two ways to leverage 3D generation:In Experience APIs: In experiences where the Mesh Generation API is enabled, users can quickly generate unique in-experience items and props with a simple text prompt. For example, they can describe objects like brown leather moto jacket and see it
come to life.Assistant in Studio: With Assistant in Studio, you can easily create a mesh and texture object in seconds with the /generate prompt. For example, if you are building a race track scene, you could type /generate a motorcycle and have the object created in seconds and ready to be placed into an experience.The Mesh Generation API can take
text input and generate single 3D mesh and texture objects. You and your users can bring to life 3D objects in seconds with just a few text prompts.The demo below illustrates how you can allow your users to generate a single object like pink sunglasses within an experience: /secure-
uploads/uploads/original/5X/2/1/0/b/210b0fa53c3e43de832e724c38569d9cb112a61d.mp4 We built this Cube 3D Play Experience for you to test out generative creation. In this experience, all the assets except the buildings are built using Cube 3D.We also created a Mesh Generation Template for creators as a reference API implementation. You can go
to experience details and click on the to edit it in Studio.How to Enable the Mesh Generation APIFor the full API documentation, please make sure to explore the docs here: Mesh Generation API | Documentation - Roblox Creator HubEnabling Mesh Generation API in-experience:To enable this feature you need to enable Editable Mesh / Editable Image
APIs by going to Studio File > Game Settings > Security and selecting the following:Enabling Mesh Generation API for Assistant in Studio:Important Safety MeasuresWe facilitate creation with safety at the forefront. All 3D generated outputs are proactively moderated by Robloxs Al safety systems to ensure the content complies with our Community
Standards. Our safety tools can surface any policy violations quickly and help determine what is safe and appropriate to publish in an experience.For 3D object generation in experiences, developers will not be held responsible for potentially violative output if they have not actively attempted to violate our policies, which includes keeping output
visible only to the user that generated it. When using Assistant, creators remain responsible for all of their creations, including 3D generated output, and how they are used in their experience. To avoid consequences for violating Robloxs policies, creators should ensure all experience components align with our Community Standards.Open-Sourcing
the Cube 3D Foundational ModelWere open-sourcing Cube 3D for research and academic usage so anyone in the industry can experiment, fine-tune or train it on their own data to suit their needs. We are making the model weights and inference code available under an OpenRAIL license. This resource is accessible outside of Roblox through GitHub /
Hugging Face.Whats NextLater this year, Cube 3D will not only take inputs from text, but also images. It will also extend to scene generation and understanding, going beyond placing objects into a scene to understanding the context and relationships between objects. With this understanding of objects and scenes, well be able to serve users the
experiences theyre most interested in and augment scenes by adding objects in context that is consistent with the rest of the scene. For example, in an experience with a forest scene, you could ask to replace all the lush green leaves on the trees with fall foliage to indicate the season changing. These generative tools react to your requests, helping
you rapidly create, adapt, and scale your experiences.Share Your FeedbackWere excited to see what you and your users create using this beta for the Mesh Generation API. We expect the output of the Cube 3D model to get better over time as we continually work to improve output quality and add more ways to control mesh resolution.Please use this
form to share your planned generative Al use cases, which additional features youd find most beneficial, and any additional thoughts that could help shape the future of 3D generation. Your feedback will directly contribute to refining and enhancing our models. FAQs Currently, assets generated in-experience do not persist outside of the experience,
are not added to a users inventory and will not be listed in Marketplace. However, assets generated in Studio via Assistant are added to a creators inventory and accessible via Studios Toolbox.We expect the Cube 3D model capabilities to improve over time; however, at launch there are some limitations we want to acknowledge as follows:Developers
and their users will only be able to generate single objects. We are working on making both part and scene generation available next.The object scale will require user manipulation to get to the desired size.There is no cost. However, during this beta release, each experience is currently limited to 5 generations per minute. When this limit is reached,
an error message that the developer can customize will be returned to the user. As we get started during the beta, the usage limits are low. In the future, this rate limit will be adjusted to account for concurrent users.The model for 3D generation is trained on 1.5M 3D assets that utilize a combination of licensed and publicly available datasets, as well
as the free data assets that are available in our Creator Store. It does not include experience data.We have a responsibility to build tools that reduce the barrier to creation while also respecting the intellectual property rights of all creators. The creator data used to train the Cube 3D model is part of our Al data sharing program, which allows creators
to control their preferences with respect to how their data is used. We also implement output filters to reduce the likelihood that Cube 3D generates content that is similar to copyrighted works. Finally, Rights Manager allows creators to report content they believe is copyright infringing and file a removal request. We are continually refining our
approach to minimize any IP-infringing content that may be generated from our AI models.At Roblox we aim to provide artists and content creators with new tools that expand and augment their capabilities. For example, the mesh generation tools introduced today may help creators rapidly iterate on ideas and explore more concepts (i.e., generate
initial versions of assets for concepting and ideation) or quickly populate experiences with set dressing or background objects, allowing them to focus their skillset on creating the most important assets for their experiences.We also believe in using Al tools to expand access to a wider community of potential creators that have unique ideas for
experiences to create and stories to tell. Overall, we believe Al-based tools will provide new opportunities for both novice creators and highly skilled artists to focus on their creative vision. The unique perspective, storytelling ability, and sense of aesthetics of our creators are essential for crafting the most compelling and engaging content on the
Roblox platform. 165 Likes This topic was automatically opened after 10 minutes. You will use the AI and you will be happy about it. Open-sourcing it is a good step in the right direction though, how powerful of a rig do I need to run the model locally? 41 Likes Continuing the discussion from [Beta] Cube 3D Generation Tools and APIs for Creators:
Karun:currently limited to 5 generations per minute. HOW? Where are the resources for this coming from?! Im genuinely Impressed by how this is free. 40 Likes I dont think 3d artists have to worry given the current quality of generated models.Still impressive though. Very cool. 46 Likes Karun:However, during this beta release, each experience is
currently limited to 5 generations per minute.This is INSANE. When texture/image generation was introduced, it was limited to like 5 uses a month.Isnt this going to be expensive for Roblox in the long term? 17 Likes That update seems interesting. I am a solo developer and not a 3D modeler and I will largely benefict from a such feature for small
things. Like, lets say, you want to add some details in your game and add junk: use this and youll get a sufficently good mesh.Otherwisely, is it necessary to upload the mesh? I didnt see it being mentioned in this topic.Anyway, thats a very interesting project. I will try generating a shape and show the result in some time. EDIT: Karun: To enable this
feature you need to enable Editable Mesh / Editable Image APIs by going to Studio File > Game Settings > Security and selecting the following:Aww, come on! This is somewhat blocked behind ID verification.EDIT 2: Look at my more recent answer. Not that good infact. 8 Likes With all this push for Al, are you going to be making sure all this Al
content is properly labeled?If not, Spain would like a strong word 55 Likes Karun:However, assets generated in Studio via Assistant are added to a creators inventory and accessible via Studios Toolbox.Are these assets added to your inventory automatically? If so, will your account be moderated for it? 10 Likes The mesh quality and consistency is
surprising!It would be nice if the texture quality was improved as it can hide bad geometry sometimes, and it is what kind of breaks the final result at the moment.For simple objects this works neat!For complex objects it is limited by the 10k triangle limit /mesh (I assume) and the fact that the whole object needs to be 1 mesh 6 Likes
crazylnsaneEvenl11111:Are these assets added to your inventory automatically? Karun:Currently, assets generated in-experience do not persist outside of the experience, are not added to a users inventory and will not be listed in Marketplace. However, assets generated in Studio via Assistant are added to a creators inventory and accessible via
Studios Toolbox.Just quoting it for you. It shouldnt automatically upload it, it will stay in the experience and will probably generate a uploading prompt when you publish your experience. 4 Likes Its not too bad mesh wise, but the textures are definitely not decent good start, though I dont know of a [good] use for it Prompts were: Realistic police
challenger, easter bunny with a basket of chocolate, police officer, & realistic oak tree Bonus Edit: tried titanic & spongebob: why does spongebob have a belly button 45 Likes Not even 15 prompts in and its giving me a sonic the hedgehog mesh slightly squished, despite that not being even remotely close what I asked for 27 Likes personally i think
theres better features to spend development time on but oh well 50 Likes Amazing use of ai for development!! Keep on doing these! Also, please work on moderation though. there are a lot of better things you can add like gpu access, Ui blur, motion blur etc. Please make ROBLOX better 4 Likes If Al ends up being the future other engines will have to
catch up with Roblox, they are really betting on this 2 Likes As an artist, I feel some such way about this feature; regardless, this is incredible, and the fact it can create textures as well is amazing.I am not sure about the application of this API, but it is very cool! Hopefully the generation limit is increased as time goes on. 4 Likes Very interesting, Ive
generated some basic shapes such as swords and planes and the mesh looked decent. But the texturing needs to be worked on. I am excited to see how this turns out after a few years.(for some controversy) I fully support Roblox stepping into Al and innovating. Many people seem to whine about Al, but remember that you can use this in your projects
for free, from Roblox. Why not take advantage of it?Once textures are fully figured out, with more customization and accuracy, I believe this will become a go-to for many developers. I will always commission experienced devs because Al wont replace their quality, but this is a massive deal for many developers who dont mind.I am very happy with how
Roblox has been going recently, massive updates for developers, and as an active developer on the platform I am very happy to see these changes. 6 Likes I think this Al model is way too overfitted to certain types of data. I prompted it to create a Dragon head, and it gave me a near 1:1 copy of Robloxs classic dragon heads.Al output:The items it
nearly 1:1 cloned: Roblox Customize your avatar with the Brinsop of the Black Heart and millions of other items. Mix & match this hat with other items to create an avatar that is unique to you! Roblox Customize your avatar with the Chrysophylax and millions of other items. Mix & match this hat with other items to create an avatar that is unique to
you! Roblox Customize your avatar with the Aer Draco and millions of other items. Mix & match this hat with other items to create an avatar that is unique to you! Roblox Customize your avatar with the Smaug and millions of other items. Mix & match this hat with other items to create an avatar that is unique to you! 12 Likes Wonderful 12 Likes Page
2 the moderation seems to be a bit goofy? I was testing out generating animals and noticed they were at 10K triangles minimum so I wanted to get it to make a low poly and apparently that is against .Turns out doing /generate pig fails but doing /generate a pig works fine.This seems to have gone crazy now I can hardly generate anything without it
saying it is a violation 8 Likes Uhm, it might be a bit too easy to bypass IP. When you for example type speedy blue hedgehog, it works. The model might need some fine tuning 24 Likes arxy:image296552 49.3 KBWh it generated nearly the exact same sword for me. 7 Likes Our cat models are almost the same 1:1 replica, very creative 8 Likes Wtf? so
does it just generate the same models for everyone or something? Thats crazy 3 Likes Ill be very honest and open with my opinion here. Usually I am not into the Al related stuff, especially since most of them only seem to be made to attract more share holders, which I understand (I have no huge problem with that since it doesnt directly affect me in a
bad way).But this is impressive and considering the fact that using this tool is completely free breaks my mind. I want to thank the team who worked on this huge tool, I will definitely use this. I also dont think there is any other platform or engine which has a free to use api that generates objects.Edit:After some rough testing, none and I mean really
none of the Ai generated meshes where good enough to be used for something. There is always some weird error occurring with the models it generates: Not following prompt, missing textures, very low quality, very weird looking mesh. In general it just looks like made by Ai 100% of the time. Welp I take back what I previously said 3 Likes So excited
for the future of slop on the platform! This is certainly a great change to promote low quality, rushed, and soulless content! Hey at least the bottom line will improve with literal babies being able to generate full games in the near-ish future.Jokes aside, it would be nice if you guys spent a fraction of the effort you are putting into Al features into other
parts of the platform, like making Studio not constantly bug out, crash, etc. Or releasing genre sorting in a reasonable timeframe. Or properly moderating UGC.The technology is impressive, but thats all the good things I have to say about it. 38 Likes This is a nice feature and all of that but arent there other things to be spending your time working on
apart from Al driven things? To me it seems like many of the things in the other posts would be receiving much more positive feedback if they were made into a real thing in studio than things like this.This is basically another feature that nobody will be using on Roblox as it seems really unoptimized and really just unusable in a real game. Ill use
Doors and Pressure as an example since they both have the same Roblox or Low Poly style in them.Bigger game developers like this arent going to use stuff like this at all for their games as opposed to something like higher range on lights or lighting upgrades or possibly things like Sky updates / QOL changes.(I dont know how things work at Roblox
over there but personally I would prioritize stuff like this as itll receive much more positive feedback from the developers who make this platforms popularity possible.)You would think that theyd be prioritizing stuff like this already but unfortunately that isnt the case as 3D bad mesh optimization tools release before stuff like this.Adding onto this
actually if instead of working on stuff like this they worked on figuring out a way to upgrade their engine entirely and finish making things like Volumetric clouds, Dynamic Skies, Better particle systems, Possibly volumetric fog or something like that, larger range of lights, and possibly even light bouncing I bet theyd have already figured out a way to
do at least 1 of these things even if its in Beta still and not officially released.(Short Version): AI Mesh generator really bad optimization came before other better features that bigger developers would actually use in their games that make this platform possible. Really unfortunate. 6 Likes Cant get enough of that sweet, sweet Al garbage.High fidelity
kokiri emerald from ocarina of time was the promptand it made me an emerald stewieEdit: tried another one.The prompt was spaceship with wings and four rear-mounted engineslt just made an x-wing. 14 Likes Siegward/Siegmeyer from Dark Souls?? 7 Likes 99999th ai tool that needs strict requirements (cant allow people to have fun) 3 Likes
processes in your workflow, the way this is promoted incentivizes the idea that you dont need proficiency or even an attempt at certain skills to make a complete game, even if it isnt the initial goal, it undoubtedly will end up promoting laziness 22 Likes this is what the engineers have been doing instead of adding texture filtering to meshparts, want
pixelated meshparts? TOO BAD. WELCOME OUR 9999TH NEW AI TOOL THAT NEEDS UR ID FOR GODS SAKE! 17 Likes Id love to like a new Studio addition. I really, really dont like this. It sucks the creativity and process out of making something, and eliminates hard work in turn for a quick and dirty result and eliminates another step in learning
something along the way. Its promoting laziness and eliminating creativity and boiling it down to a text prompt.What ROBLOX needs is more things curated to modern technologies that arent Al. Something new for people to play with that isnt hinging on AI technology barely presentable in its current state from how early on it is. No Al. No prompts.
Look at other game engines, other games, anything. Shaders, visual effects, filters, just something new to play with.Texture artists and 3D modellers have been begging for base features to be incorporated into existing technology to no avail, leading to dozens of workarounds for features like EmissiveMaps and transparent MaterialVariants. The
overhauls to ParticleSystems and more additions to SurfaceAppearance tinting was a step in the right direction, giving more tools to artists to figure out how to use them and translate their ideas into ROBLOX more seamlessly, even small.People arent going to use this as concepting, and will only be using this to fill in for real skill using Blender, for
example. Theres hundreds of free tools and tutorials showing you complex and simple ways to work around not having money or little knowledge of a program. Please promote creativity instead of a means to an end.I sound like a broken record for these things, but my frustrations stem deep into the program. Im for innovation. Not for Al generation.
28 Likes If this unironically requires an ID im gonna crash out right here on the spot 7 Likes so weird and strict Mesh Texture Pixel Artcant have a good pixel gun remake on roblox so might aswell make the 9999th ai feature 4 Likes this option can only be enabled by people who are id verifiedyour welcome 5 Likes Thats my biggest worry.If the Al
makes something tos violating, are we blamed for that? 5 Likes Broken Spawn:If this unironically requires an ID im gonna crash out right here on the spotFun fact: It does. Look at my older reply: SoftlockedAt151: karunamat9ta: To enable this feature you need to enable Editable Mesh / Editable Image APIs by going to Studio File > Game Settings >
Security and selecting the following:Aww, come on! This is somewhat blocked behind ID verification.That was so obvious 4 Likes Page 3 I feel like the only games that will make any real use of this are the ones that were already low effort cash grab slop that were already using Al art in their dev product popupsThough Im biased against gen Al stuff
so ig thats just me 9 Likes Am i part of the Cat Gang too? 6 Likes Nobody is going to remember this thing exists in a week, we have bigger issues with ID verification. This is not one of them. 4 Likes no clue why it marked my previous post as a reply, probably was gonna say somthing else to the person i replied to and forgotanyways, dont think thats
how a hand works 2 Likes I am mourning the tens upon tens of thousands of engineering hours that were completely wasted on designing and creating this thing when those hours could have been spent on literally anything useful.Think of all the awesome anything we could have gotten in its place. Think of all the anything. 40 Likes super good point
here, texture interpolation is really needed in this environment where Roblox automatically compresses any textures it has funnels into it alongside the fact it mutilates any pixel art at a higher resolution when it could just be fixed with a button 4 Likes Who locks a feature meant to help a mass amount of developers behind an ID? I wasnt even gonna
comment because I would probably actually use this feature once in a while, but there always has to be a dumb as hell ID block for every feature thats useful to developers.What encourages you to spend time making ts??? I could probably go online right now and search mesh generator free and do the same damn thing. All youre doing with this is
inconveniencing developers that want to use this directly from studio while simultaneously limiting who can even use the feature significantly. Waste of resources.What even is your goal? What are you trying to gain from creating this? More people who verify using their ID? I dont even expect a response at this point with how the recent
announcements have been going but this feature 100% does not need to be locked behind an ID. 3 Likes prompt: frog 5 Likes Bringing Studio and the client to Linux is a waste of time and resources but this isnt 12 Likes You honestly dont even need to spend 10 seconds on the UGC Accessories tab before finding a rug with a woman wearing a shirt
with her breasts showing. No like really you can quite literally just go on accessories and see. THIS was approved by moderation. Theres no way something like this could even be bypassed when the thumbnail LITERALLY shows it. (This is censored by the way). Just goes to show how bad UGC moderation really is yet theyre over here spending their
time creating Al generation. 12 Likes no admin will answer the prayer of having texture filtering so have fun asking for it btw 1 Like ive already prayed to the developers for emissivemaps long enough i cant take another hit 3 Likes Mesh generator before even the basic conventional ability to view the triangle count of a singular Mesh FYI 5 Likes
Correct, but I highly doubt that this is the last well ever see of the Al Generation features on this platform. Im guessing next well have Al-Generated object placing as shown a few years ago which Im surprised hasnt even been added yet. 4 Likes Karun:This resource is accessible outside of Roblox through GitHub / Hugging Face .Adding on to my last
reply, keep in mind this is accessible for free outside of Roblox (and I think open-sourced), so 99% sure theyre PURPOSEFULLY inconveniencing people who want to use it directly from Roblox without ID verification. 1 Like Im predicting that the answer is indeed yes, looking at past examples of features that automatically upload assets under your
namewill the moderation robots spare us if its Al generated you wouldnt remove your own kind would you guys 2 Likes No thanks, we dont really need it. i will never forget what they took from us 24 Likes middle aged men somewhere in the united states thinking money well spent as they see more Al plastered all over the new roblox features 13
Likes new update: ai animsoh hell nah i gave them an idea 2 Likes Page 4 so amazing btw 4 Likes the bottom of this unicorn looks so disturbing 2 Likes kostis:the bottom of this unicorn looks so disturbingBecause Lamarr the headcrab and unicorn both got a r in them, so Roblox decided to put them together.Just kidding, those are the average errors
of use of Al in creativity: well, at least it creates problems! since were all sharing characters: I1l take creepy copyrighted characters with no clothes on and/or messed up whatever you want to call them for 500 Alex. for the record, cinderella has her rear showing under the dress [without texture of course, but still][and the other half of her arm is
attached to her leg] 8 Likes Broken Spawn: kalet14:This is a nice feature and all of that but arent there other things to be spending your time working on apart from AI driven things?This is all I want to know. Why was all the feedback given over all the recent announcements just discarded without any mention???Different teams work at
Robloxdifferent individuals and different jobs. The Research article Roblox put out linked by the OP shows its by the Foundation AI Group at Roblox. Its their whole job to work on Al-generated software and whatnot.The not taking in -or at least responding to- feedback is a different issue. It seems to be up to the individuals on how much feedback they
take in and how they act upon that. Well, it might be based on their managers (PM) to an extent, but yeah. Edit: just wanted to add that the OP has a history of actually replying to people to an extent from 2020 to 2023. Id assume theyve moved to different teams throughout the years.Also, the feedback for Al products though in opposition to the
products being worked on- theyre not going to be listened to. The development of Al in a software company like Roblox is there, and its growing. We cant stop that. Its a thing of if we dont, someone else will. to an extent. Theres also the whole Metaverse vision -recently on the down-low- from the CEO which plays a role. 5 Likes Tried to mess with this
a bit, and got a somewhat ok result: 1 Like On this, I feel like the whole ID verification thing is for legal safety when using it on Roblox. Like COPPA laws and whatnot about collecting user data for certain ages. Youd be feeding their model -if using it on Roblox- by using it from what it looks like.That and trying to control the amount of users who use
it. I guess someone could always make a plugin or something because its open source and go from there. 2 Likes Spooky. some progress has been made, but this isnt more convincing (to me, an end-user with zero technical knowledge on Al) than models that were being shown off over a year ago. The improvements to textures are neat but the
topology is very obviously lacking in both visual quality and optimization. Many objects in the demo were genuinely unsettling to look at or at the very least would be immersion breaking in any game. Releasing this now as a public beta seems premature at best. Im all for lowering barriers of entry to making games, something roblox has been great
for. But the utility/benefits promised here with Cube are still unproven and I worry about selling a toolset like this especially to an audience of new developers.There are also concerns about Al and climate change. Could we ever expect information regarding the environmental impact of these tools? 1 Like I have multiple questions:Does this feature
require ID verification? If so, why is roblox seemingly trying to obfuscate this information?Are they aware of all the complaints behind the abundance of ID locked features?I swear they have been at least somewhat upfront with if a feature requires it or not, mentioning it somewhere on the update postHow can roblox afford all these Al tools, and why
arent they improving their platform instead?How come roblox is focusing on random Al features, instead of just fixing the moderation system and optimizing the engine? (this is kinda the same as the previous one, but all the topbar and TextChatService hackery roblox has done is just stealing a big chunk of performance, which just sucks for low spec
devices)I would love to have all those questions answered Reditect:On this, I feel like the whole ID verification thing is for legal safety when using it on Roblox. Like COPPA laws and whatnot about collecting user data for certain ages. Youd be feeding their model -if using it on Roblox- by using it from what it looks like.Yet users can turn on data
collection for games (and forced to have it for creator store scripts) without ID verification? Also, doesnt that only count for personalized information? 2 Likes Didnt know that; good to know. To the 2nd thing, probably.I feel like itd be extra work to require verification (maybe just one if-statement?), so theres gotta be a reason. 1 Like Yea this
definetely needs more work. 6 Likes what was the prompt to even come up with thiswere you trying to generate a bloxidi toilet 2 Likes vintage toilet to be more exact. The fact that it did this is quite Interesting 2 Likes The 3D models look really good, but the textures arent very high quality. 2 Likes Very much appreciate Roblox open-sourcing this,
really hope Roblox continues in this direction! 1 Like Its actually not that horriblel spoke too soon 7 Likes bloody hell this is the worst beta feature ive ever seen, the fact you guys think that this visual representation of a migraine is even close to worthy of being released to the public is insane and really shows your priorities of putting ai garbage over
literally anything else and im seriously disappointedit is 7am and my day is already ruined 15 Likes Well, this is a pretty good feature, but it definitely needs some additional years of training. It is not even close to being usable as it is now. 1 Like Page 5 This is amazing! I am so excited for the next APIs! Seems fun. I dont really look at this as a serious
competitor to 3D artists but I also dont think it has to be. If you wanted perfection or high quality then its always best to do it yourself, but tools like this which depend on a specially trained system are solid resources for indie developers on a low budget and cannot afford to hire a 3D artist for a few meshes, or for novice developers who dont have the
expertise, or developers that do not have the time to invest into learning another area of development.Logically theres not a lot of reason - potential IP infringement aside - to hate on this. Its free to access, free to use commercially, doesnt require a lot of time investment on your part, and its open source which allows other parties to reuse or even
contribute to the tool. seems not really accurate, my first prompt was bugatti bolide and it gave me a chiron and my second prompt was koenigsegg jesko absolut and it gave me the body of a chiron with a cursed texture 1 Like I appreciate the transparent sourcing of training data, but its hard to see how this technology wont be detrimental to the
platform in the long run. The stated goal is to achieve full-scene generation with interactive, high-fidelity elements. My fear is that young creators will increasingly rely on this to interpret their creative vision and orchestrate their ideas.I see this as a transition to passive creation, where individual style falls by the wayside. When you start from a
functionally complete output, youre faced with fewer decisions and opportunities to learn & grow. Id argue that its much better to encounter ambiguities in the creative process because it leads you to make meaningful and deliberate iterations. 6 Likes Finally. No more spending money hiring 3d artists who take 2 weeks making a project when I can
just generate it within seconds. Taylor Swift.For some reason she has a beard. 1 Like The models arent professional quality, but, most developers and players wont care.Im just afraid that the generated assets will be considered good enough by many developers and theyll move on to the rest of their experience without bothering to consult a human
for cleanup. There are a lot of funny generations being posted in the replies, but Im sure that with some phrase tweaking and patience, you can get something usable. Spooce:My fear is that young creators will increasingly rely on this to interpret their creative vision and orchestrate their ideas.A much more succinct way to put it, yes. 1 Like I love this
tech but please please please, make Al assisted creation on the studio side first class!Every single new Al feature on Roblox is a complete start to finish black box with any sort of mid-phase user control bolted on as an afterthought, if it exists at all. We are developers. None of this Al tech works for us for real game dev applications right out of an
untunable black box. Every step of the generation process should be available for us to export and tweak and re-inject back into the generation pipeline. These textures are often simply atrocious, but theres no first class way for us export them and adjust them. Theres even PBR generation in there somewhere, but this is not accessible to us! There are
intermediate images or preview/seed images generated for some things in Robloxs Al pipelines, but theres no way for us to use our own, or modify what Roblox generates to correct errors. This makes all of this tech unusably rigid and frustrating to use.Al assisted creation is the future of game dev moreso than entirely Al generated creation. With this
model, Roblox has enough of a portfolio of Al tech to satisfy. Lets aim some of these engineers at making these demo technologies actually useful for gamedev. 9 Likes Person at the beach. 3 Likes 100% agree, it will become an unused tool because as of now the models it produces are clearly Al-made, which players dont really like, and it doesnt have
the cartoony high contrast aesthetic that would bring players that dont mind Al either.I wonder when will focusing on Al backfire to all of the companies that try to push it as hard as they can just because it has Al in it. 1 Like //devforum-uploads.s3.dualstack.us-east-
2.amazonaws.com/uploads/original/5X/8/5/1/f/851fdc5b2e51625¢c169c17639f8e3b6fecb9db7b.mp4 A duck on wheelsa bat drinking colaa zombie with bat wingsan icecream pizzaan ice cream guna glass spaceshipa cat eating a burger (lol)a chicken eating a pizzathis is a great tool when given reasonable prompts 9 Likes this ai is so cursed 3 Likes
Roblox do you know that amount of editable meshes are limited to 7? I prompted it with steak.0/10 13 Likes Aw man, Ive just been learning 3D modeling for over 5 years and Im already being replaced!The robots are taking over!!!Hah, just kidding, I actually think this is super cool.The amount of work and steps taken behind this is quite
impressive.They even went so far as to create a copyright detector AND open-source this Al model?I can respect that.Can I train this thing with my own data to improve the overall generation quality for all the people that use it?I dont intend to use it because I loooove 3D modeling things myself, but I like helping out where I can.Lowkey feeling a bit
honored when something I create is deemed high quality enough that people want to use it.Neat stuff!Please dont make more sloppy simulator games, I want to see some cool things being made with this. 3 Likes Great tool! 8 Likes After so long i finally learned how to use blender so i can make Meshes and Models for my game, and now after all this



time, i didnt need to learn this!! thanks to Al, it can make models FOR ME!!!ok no, sorry i just dont know about this Even though AI can do alot, dosnt mean it has to be used. I dont want to see a game where its full of this stuff. Im starting to feel like Roblox is slowly turning into an AI Platform with many features on Roblox Studio that uses AIl. Whats
next put some text in a box to create Al VFX in Studio? or maybe Animations? I see alot of Powering with Al no ImaginationIm not saying that Al shouldnt be used at all, but 3D models? im sorry but thats a no 2 Likes Another example of sloppy Al moderation 5 Likes Theres a reason for Al generated imagery to look like that.Al generates images by
utilizing noise, which is often a image that contains an even amount of dark and bright colors.Because of the sharp contrast between dark and bright, all textures generated with AI will also have this property which can result in deep-fried or oversaturated imagery with very sharp or otherwise weird-looking colors.It is something almost every Al has
and it is extremely hard to get around which is why all images need to be edited.If you inspect individual noise channels on a Al generated image (red, green, blue) you will also notice weird compression artifacts that are even present in black and white images and noise patterns looking consistent across all color channels. 1 Like Page 6

Corpze TheDeadestOne:Please dont make more sloppy simulator games, I want to see some cool things being made with this.You know full well that this is exactly going to be the vast majority of how this is used. 6 Likes Interestingly, this was posted after 3 days because the official Roblox channel on YouTube shared it in both standard videos and
shorts: When I reviewed the video, I initially thought it would be a promising resource, enhancing ideas with high-quality models like what you see from other Als such as Meshy.ai. Analyzing the advertisement, the new feature is far away. Depending on the complexity of what you are looking for, the Al tries to reproduce adding textures, but the
topology of the asset doesnt look natural; It feels like a bunch of sculpted decimated geometries:I understand that this AI has been training a lot based on models that creators like us made through projects and/or are accessible through Creator Store, but I feel like it is not perfect enough to use for experiences if it cant provide models with good
texture and optimized topology.Now, Im saying this is all based on the advertisement. With this new announcement, I can test in real-time and make my own prompts to generate models: I started creating prompts such as Roblox Logo, Cybertruck, David Baszucki, Ferris Wheel and most of them came with appearances that you can say it is 90% odd,
bizarre, creepy and 10% is not what you are looking for and it will end up failing to process due to moderation, leaving it to be grey:Fun fact, the feature will provide the same creation if you use the same prompt instead of creating a variant or at least, another type of mesh with texture. That said if I were to use the same prompt from
@IGOBOOM123, I would have the same results:Overall, it is sadly not powerful enough It consists of having bad creations that will most likely end up being a joke under social media posts such as in Reddit communities. 4 Likes i like this feature but are we seriously locking it behind id verification (on roblox) when its open sourced :1 Definitely like
emission maps for SurfaceAppearance! 1 Like It is not easier to just create a meshpart editor?? 1 Like This is an incredible feature that will surely change how Roblox game development is done. all the ai tools are amazing but they need to be improved for the tiny details for it to be usable Dont worry 3d modellers, yall are safe (for now).Anyway with
no disrespect to anyone specifically, just the feature this is overall not a good thing to be made public and a complete disrespect to 3d modelers in my opinion. Resources shouldve been used elsewhere given the engines current state. You (Roblox as a whole) should be encouraging people to create things for themselves instead of generating Al slop
and slapping game asset onto it. At the end of the day, who is even benefitting from this? Al is not the answer to everything. Certainly not for game assets. 35 Likes I prompted Vikko151 and it gave me this as a result:Face reveal I guess. BONUS: Heres the result with something of copyrighted: TF2 scout 2 Likes This is probably where half of the
Roblox budget is being spent. Instead of giving us useful features that have we been long waiting for. Such as the comment abovelnstead, youre going to give us some Al tool That may or may not rip the company apart 13 Likes 5 Likes By your logic, No one asked if you asked. 5 Likes Nintendo would like to know your current location. 2 Likes Aight I
just got some questions:Why is roblox suddenly obfuscating the ID verification part?Are they aware of the complaints and just trying to hide mentions of it now?In the past, im pretty sure they have always declared that somewhere on the update postWhy is roblox not optimizing and further improving their platform? Stuff like the forced
TextChatService still run like trash, just casually eating up performanceAnd how can roblox afford to run all this Al stuff? Arent they just going to lose even more money from this? 2 Likes Wheatly199:Why is roblox suddenly obfuscating the ID verification part?WDYM by this? Are you asking why it wasnt clarified in the post? If so, beats me.
Wheatly199:Are they aware of the complaintsYes Wheatly199:trying to hide mentions of it now?Doubt it, its already far too late. Wheatly199:Why is roblox not optimizing and further improving their platform?As @Reditect mentioned, probably just different teams. Wheatly199:And how can roblox afford to run all this Al stuff?good question actually
yeah i do mean the lack of clarification for that first onebut like why cant someone just forcefully motivate that other team into improving the platform, stopping the performance leaks that they themselves forced onto us, and just fix the platform into being semi reliable for once? 1 Like Did you even look at his post, with all due respect such topology
should never be used in any projects, it would only set you up for unoptimized failure, especially those who dont know what theyre doing.As previously mentioned it encourages taking the easiest laziest route instead of properly learning the basics to get better results, it removes incentive to learn the bare minimum, following this route you will rarely
ever find any success and sooner or later youll need to learn the basics of these skills regardless, all this does is prolong that realization process for new developers 6 Likes i swear the ai is going to misread one of my prompts and get my account deletedno thank you. 2 Likes With all due respect, its my opinion, of course its going to be biased.
Inexperienced individuals have online resources to become experienced. I wont be responding further 1 Like Wheatly199:Why is roblox not optimizing and further improving their platform? Stuff like the forced TextChatService still run like trash, just casually eating up performanceOn the topic of TextChatService, thats the Roblox Chat Team as
stated by one of their announcements. @be nj hasnt responded to feature requests, but has quite a bit on bug reports like this: (so theyre working on it.) Script CoreScripts/ExperienceChatMain Very Slow Engine Bugs I also noticed a lot of waste here, especially when flags were living for a long while. 100 flag checks can sometimes add up to 1ms
per frame (This is hypothetical, I didnt see any evidence of 100 flags being called per frame)! I merged a change a few weeks ago that should have been released this week that cleans up a lot of these calls to FFlags. If you have a particular thing you think Roblox should be optimizing and further improving, I could also look into that. I assume more
staff read what we say than we think. They just dont usually respond. 1 Like Page 7 I tested the Al out and its not the best. It will take years of training the ai for it to improve. 1 Like I do think this feature will be good for some people, or people who just want to mess around with it. But i wouldve rather you guys put more time into other parts of the
site instead of this. Its not the worst thing ever, but it just feels unnecessary right now.i take it back. use all your resources on this actually 8 Likes This is the beginning of the end for 3d artists. We all thought Al wasnt going to replace us. Look whats happening!!! Its unlikely that it will takeover 3d artists jobs currently, but it might in the near future.
Prompt: RobloxThey tried making of Roblox r6 character (It looks exactly like a r6 model), but the Roblox characters texture was moderated. We will never know what roblox avatar looked like 1ol 3 Likes Some engineering directors at Roblox -and the CEO- are optimistic and think it wont outright replace game devs: (I set it to the timestamp) Im not
so optimistic. 2 Likes [ mean it kind of looks like a Toyota?Prompt: Realistic, Blue, Toyota Camry Sedan 2 Likes Looks more like a Bloxda to me. 1 Like Remember what happened with image creation. It was crap at the start, but drastically improved in 2 years. The same thing that happened to image creation will likely happen to the 3d ai creation
system. 3D artists are safe for now but not so sure in the next 2 years. Prompt: Create nightmare fuellt did a ok job, would scare anyone below the age of 5 years old if animated 1 Like that topology is HORRENDOUSi have my fair share of messed up things i did blender, but this takes the cakei wonder how these ai generated models would work with
rigging 2 Likes Roblox reminds me of myself when I dont take my ADHD meds. An unorganized mess, starting new project when I have 100 unfinished ones. What happened to Clouds Phase 3 (Its been four years)? What about terrain decoration painting (6 years)?Like I see you guys are trying to stay ahead of the game with Al, but can you also work
on some of the many features that you promised or some of the tools in studio that are easily out of date by 10 years? It took you guys 4/5 years to give us the ability to change the length of grass globally. 5 Likes Thats good visually (maybe not polycount or topology-wise). Im sure the generative Al here will get better, to clarify Im not arguing the
contrary. Im saying game developers are going to be out of a job in some instances. Why hire me when you can get an Al to do it for you?Quality, performance? Maybe now, but that argument will likely go away with time. We as humans would need to value human creation over efficiency and individual personal control. I fear society will not value
humanity in things before its too late to be effective. Weird to say it now, but it sounds like theres a market for Al-created games out there. Will both human-made and Al-made games be able to co-exist? Well have to wait and see. I got a marioPrompt: Create a plumber named Martin. He wears a red shirt, blue overalls, and a hat that has his initial on
it. He has brown hair and blue eyes. 12 Likes Is there any filters or security checks in place?I asked it to make me Lloyd from Ninjago as a test and it created a very accurate one.Can it create anything with no restrictions? What is the use case for participating in these ridiculous fads in an desperate attempt to make the companys stock price go up?
Maybe you (OP) didnt have a choice, but none of this will be of any benefit in the long-term as youll only be teaching the millions of tech illiterate zoomers on Roblox that they too can (try) to make their favorite front page game by using Al.This is why they wanted developers to opt in to their extremely invasive data collection and force-enabled the
script assistant on them, FYI.Oh, dont worry about the countless performance issues that plague modern Roblox, dont notice those features which have been stuck in eternal beta mode for years at this point, and CERTAINLY do NOT take a particular look at the politicians and old men who are investing into $RBLX right now 3 Likes The texture can
be moderated, but not the mesh I dont think.If you wanna try it out: Cube 3D Play Experience - Roblox 1 Like I tested it, but it doesnt compare to 3d models created by real people (not yet). Trying to create guns or gun attachments causes it to exagerate some proportions such as length or often messes up textures. 1 Like I love how out of nowhere
you immediately started out by saying my entire post was a conspiracy, even going so far to the point where you decide to ping some random dude on the devforum in an attempt to back yourself up in some imaginative debate.I didnt even know Blackrock invested in Roblox. Thats even worse, actually. I was referring to individuals like Nancy Pelosi
who invested in $RBLX a while back, but if Blackrock is doing it I think its painfully obvious whats going on here.I will not fill this thread up with garbage, so I will leave it at this:Why would these powerful people be interested in an platform filled with hundreds of thousands of easily impressionable children? 3 Likes Page 8 So I tested this out, and its
super cool!Just wanted to let yall know though, that whenever you try to generate a tv, the screen shows up on both sides.Idk 1 Like Cool, but the thing is, having many of these generated models takes ALOT of resouces on my device, i hope this gets improved an the performance gets better over time. I love how theres people complaining about Al,
but AI will be utilized in the future for sure. This is just the bare beginning. There will come a time where humans are able to prompt experiences like Star Treks Halo deck. I can also see future humans talking about how earlier humans (us) loved to do things slow and manual. Which takes up precious time we can be doing other higher quality things
in life. But thats just my 2 cents The world has only gotten worse in the past 40 years you think were heading towards Star Trek? Bestie were heading towards Elysium. Future humans are going to look back at us and be like they didnt have to subscribe to Amazon Quench to swallow water? 3 Likes I saw this link in a dev discussion post and didnt pay
attention to the date so I thought this was already out. I was thinking, why havent I used it yet? Didnt see this was new. This is actually so cool! Id still rather make my own models and get better at that skill but this is there if I want it! You are looking too literal into the example. Im talking about the use of technology and the way of doing things here,
nothing else. And that has nothing to do with how better or worse life is outside of coding and technology.Al will come to a point where it can be utilized somewhat like they utilized it in Star Trek, dont think too literal on that example. But if youve ever seen an episode of it being used, you would understand the power and capabilities at which Im
speculating. We are showing early signs of generation by prompts. We already have people accustomed to talking to devices such as Alexa. Its not far-fetched to speculate how Al will be used to create experiences in the future. And coding manually, line for line will be seen as vintage because its time consuming and tedious. 3D asset creation is just
as consuming.We also already have Virtual Reality and Augmented Reality, precursors to something even better that has yet to be realized. Among the many things future humans will look back and scoff at us about, when it comes to coding, game developing, and experience making, they will definitely be thankful for the advancements the same way
we are thankful for todays advancements compared to how life was in the 1930s or even primitive era. We have computers to do task now compared to the 1930s, the first computer built was called the Z1 and it wasnt for the public. Could the Cube 3D Play Experience - Roblox Place be downloadable? Would be very helpful With no respect in this
reply, this is a terrible way for people who dont have experience to Make their own 3D models. Its much better and easier to start from scratch as someone with no modeling experience up until the last three months I have been able to model professionally with no tutorials. (However I did have multiple years of Blender experience but Ive only used it
for animating.)All you need is 15 minutes and Blender which is free. 15 minutes of Blender each day minimum and in about a year or less youll be able to model almost EVERYTHING you need for a Roblox game, but definitely not a real game outside the platform. 1 Like Reditect:On this, I feel like the whole ID verification thing is for legal safetyThe ID
verification thing might be because they cannot guarantee that the model wont generate anything inappropriate and there arent good enough advancements in Al moderation technology for 3D models to reliably protect users in real-time against these inappropriate results. 3 Likes It is undoubtedly important to encourage companies that integrate
technology and innovation into their products. The use of artificial intelligence in software solutions can be a valuable tool for beginner developers, helping them implement their ideas, learn, and improve their skills, including beyond the platform. However, artificial intelligence is not and cannot be a source of creativity; it should serve a supporting
role rather than replacing development stages.Those concerned about the impact of artificial intelligence on the creative process should pay attention to the quality of the generated content and study at least the basic principles of how neural networks operate and perceive the world. In its current state, artificial intelligence holds no value for
experienced developers and will not be able to replace their work in the future. 2 Likes TreyOwns:This is meant for users who dont have experience.Then get experienced. Its not hard. Blender and YouTube are free and have resources available to get you started.This entire idea does nothing but show this companys true colors. They mean little when
they claim that they support UGC and experience creators when they put out horrid generative ai models on their platform as if anyone asked for this versus actual content we should get or need.None of the content generated looks good and it cant be used for high quality experiences, anyway, so this is just a complete waste of resources and a great
look at this companys preferences and focus. 5 Likes lol I cant generate Roblox character or Noob 1 Like Will there be a beta for other features not related to Al, such as multiple terrain colors? 1 Like checkersoda:Then get experienced. Its not hard.as someone who has attempted blender it is pretty difficult to get experienced 4 Likes It took a while
for it to finally click for me, try letting blender marinate in your brain for a month and come back to it, thats what worked for me 2 Likes all this ai stuff is just gonna make people hire less artists and make more low quality games for money. Its very impressive, but there could be way more important things to work on. 1 Like Awesome feature! cant
wait for image to 3d 1 Like We got Pikachu at homeThe Pikachu at home: 7 Likes Awesome tool for fun use. However, i fear for optimization because it creates so much unnecessary triangles and gives absolutely no control over creating mesh which is what mesh part for (Well, it wont probably adjust mesh for your use which is a big problem and lets
mentions some glitchy looking texture and mesh itself). Im still impressed of it actually generating decent, but i advise to not use it for serious projects 2 Likes Cube 3D + Avatar Auto Setup CAN make bundles that validate! I made one. //devforum-uploads.s3.dualstack.us-east-
2.amazonaws.com/uploads/original/5X/c/9/d/a/c9da9d1205f2144a3662d58c882b697fd653ec87.mp4 It took a couple of tries. Went for something as humanoid as possible that wasnt a human, to avoid any textured on clothes or lack of modesty layer.Might be the first ever published bundle made 100% in studio! Only took about 7 minutes from
prompting to on sale. Certainly a contender for the fastest bundle ever created from scratch. Check it out: Roblox Customize your avatar with the Al Robot and millions of other items. Mix & match this bundle with other items to create an avatar that is unique to you! 5 Likes Page 9 You will be replaced by Al programmers just like 3D modellers are
being replaced right now. Your job is actually much easier to replace now than 3D modelling. Good luck. This is likely not gonna happen for quite a long time. LLMs arent powerful enough to fit an entire codebase and all of its dependencies in a single context window at once yet and as we can see in this thread 3D model generation Al is not even
remotely there yet to fully replace a real 3D artist. 5 Likes The point here is that itll eventually happen. Being a programmer myself, I hate seeing other programmers (I cant even tell if the guy that originally posted the message I replied to is actually a programmer, but I honestly couldnt care less) act smug about others potentially losing their job,
especially considering that OUR job security is at a much higher risk than 3D modellers right now, even if it isnt going to happen immediately. The fact that this thing can generate and has knowledge of famously strictly protected intellectual properties from many large companies such as Nintendo says a lot about the data set used to train it. Just
because something is publicly available doesnt mean its free to use. Beyond a myriad of other ethical concerns with generative Al, using any asset created from this model, no matter how original, feels like a potential future legal liability given how many precedents have yet to be established in this field.It seems like the end result here, especially in
the short term, is just going to be enabling the further flooding all aspects the platform with half-usable poorly optimized bootleg sludge. 6 Likes I can vouch for this. Blender is my number 1 opp and I hope it dies in a fire 3 Likes A very good opportunity to help developers In terms of optimizing the platform, a serverside method of bringing the old
topbar back and limiting the performance drain of the TextChatService would be nice, as well as any other forced services that may just be eating up precious performancein terms of improvement, manual controls or even a way to disable all this automated stuff might be nice, so you could manually assign graphics or remove annoying banners 2
Likes wtf, didnt know roblox made their own ai thoughWhat is the assistants llm made out of tho? Finetuned Llama 3.1?who knows. 1 Like Prepare for a new generation of brainless slop moneygrabs made with minimal developer involvement. Generate 3D models using Al, ask ChatGPT to write the code, generate a thumbnail and youve got yourself
the dull, soulless simulacrum of a game.Being a game developer, like anything else requires hard work and effort, the desire to create your dream game should be a driving force to underpin your growth as a creator and ultimately a person but that requires hard work and patience. Lets give developers tools that they can work with instead of
harbouring an environment of laziness and creative bankruptcy. Sure, jumping on the most recent tech bro bandwagon could appease shareholders for a short while, people wholl easily accept whatever flashy, sci-fi reminiscent fad as the next big thing, but dont forget that its developers keeping your platform afloat. 9 Likes And of those developers, a
lot of smaller ones probably have given up due to roblox focusing on popular or money generating games, meanwhile the good popular games are being driven out by garbage or something else that just makes them money, and then some of those larger developers are simply suspiciousDespite being around 20 years old, the platform still feels
underbaked in certain aspectsl am even going to mention some lacking aspects in this edit:Searching: there is no way to filter by popularity, and there simply arent enough search filters, if any, while certain terms will randomly get redacted, even if theyre harmlessGame visibility: there is no way to hide games, meanwhile high quality games get left
in the dust if they dont have enough players or earnings (or their search terms could simply be blocked, even if harmless)Genres: the genres are too broad, and the 3 month cooldown is way too restrictive (like why is there no sci fi genre anymore?)Graphics: there is no way to manually set graphics, while pretty much all other gaming related things
have individual graphics settings, so youre at the mercy of what roblox thinks is best for a certain graphics levelModeration: do I even need to explain this? Moderation either is severely lacking or extremely sensitive, and there are way too few moderators for the amount of users they have (this might have been fine 10 years ago, but it certainly aint
fine now)Development tools: there are still certain tools/features missing from studio, which means you need to use various external programs to supplement those features, even if native support for those tools would be the simplest thing to implement (either that, some of those tools are locked behind ID verification or have so many limitations that
workarounds using other tools are better)Customizability: it is severely lacking, I dont want the platform to look like sensory overload, but I also dont want it to be full of 1 singular color or full of buttons and menus that take up tons of space and that you cant removeCommunity feedback: its practically nonexistant, apart from that one time where
backlash stopped a very restrictive feature from being launched 3 Likes this topology nightmare vomit generation will scare away blender artists, 3d modellers and others alike. one step closer to dystopian ai singularity. great job roblox 2 Likes I think this feature is really cool and interesting. However it indeed needs more testing and patiente. I
asked it to generate mr beast for example and look what it generated lol 1 Like Only time will tell lil bro. Great demo!I must ask where is that Attachment Tool from? Seems super useful 1 Like Juan:These are horrifying to look at 2 Likes It is a conspiracy according to Google. This made me audibly laugh. I tried it out myself and youre right, 10k
tris for a cube that should have 12. Looks like the assistant needs to ask itself what limited dissolve is. 1 Like Decent results:Inputswarehouse factorywarehousecoralbattle planedinosaurusSpinosaurusTherizinosaurusSauroposeidontriceratopsswat vehiclewhale sharkoctopuslarge jungle treeNot sure results:Inputs:Water bottleegg with a face, legs and
armstiny city with a lot of buildingswolfspiderBad results:Inputs:Yellow Sponge Isnt this copyright or something?Seaweed in cartoon stylekeyboardFinal:Out of all attempts I did, only 3 bad results and most being decent. Its not bad at animals and vehicles, trees are decent. 6 Likes not so cute(input: black cute cat)why is it bitting a tail(input: orange
cat) 3 Likes Sort of neat, but the system REALLY needs to realize that I dont want all the textures looking like they come from a grainy televison.However, assets generated in Studio via Assistant are added to a creators inventory and accessible via Studios Toolbox.Is there a confirmation for if we want to add it to our inventory at least? 2 Likes Page
10 Overall, a 8/10. Although this could make the modeler job harder, at least if theres a model that I cannot create because I need resources like Blender which I dont have and dont use at all. But yeah very cool Al feature! I will be using the Assistant feature a lot now! Modelers can add a script, make better texture and blah blah blah on a model
which the Ai cant really do YET so at least they wont lose their jobs YET. 1 Like This is actually really cool, theres so much tech behind this people definitely dont see. The fact it can generate a model and texture it is really cool, although most models look like 90s video games, give it a few more years, this will be really cool. We could have entirely
new experiences we never thought of powered by this, such as an infinite city with unique models as you go.I dont like the comments saying its a waste of time, i think its great a company is finally exploring 3d model generation by prompts. 3d modellers will be needed for years to come, because ultimately you still need original models to even train
the Al, and you cant train Al on Al made content as you get model collapse.there will likely always be a need for 3d modeller artistic vision Is it possible at this time to use the GenerationService within a publish game to generate a mesh and then show it on multiple clients at the same time?How about generating a mesh and then saving it into a
datastore and loading it later on?I cannot seem to figure out how to do this Karun:are proactively moderated by Robloxs Al safety systemsAi moderating a Ai is quite crazy.Explains why some prompts like Roblox character can be moderated. Maybe Ai thinks Roblox character is copyrighted or something so doesnt want to make. Broken Spawn:it is
pretty difficult to get experiencedSure, Im biased cause I have years of experience on it, but its one of the easier 3D programs to learn versus programs like 3DS Max or Maya, for example. Its popular enough to have a WIDE VARIETY of tutorials out there for anyone to pick up and learn.All in all, willingness or lack thereof is not an excuse to suddenly
lean on generative Al as if its perfect either. Its unnecessary on a platform like Roblox with a slogan like Powering Imagination: It doesnt power anything but the pockets of the company. 1 Like Everything I am about to write is directed towards the people at Roblox who have (and have abused) the executive ability to make decisions like dedicating
serious development resources to a half-baked model generator and announcing its beta with their whole chest. Roblox, to me, is one of the biggest opportunities I've had in my life. Roblox is the only place I can see where a completely unassuming person can make an account in about 1 minute, work quietly in the background, and freely release a full
game of any scale they want. Multiplayer or not; with free, permanent server hosting; free moderation; etc. I'd take a guess that Roblox probably has the easiest implementation of multiplayer of any proprietary game engine.But, considering that things like Cube 3D are where development resources are going, Ill settle on another guess that you dont
care. Long yearned for engine features remain unfulfilled, you keep locking new features behind literal ID verification, genre search shouldve been added back multiple years ago, discovery still doesnt bring any games that arent already massively popular to peoples attention, the past few events have been nothing more than go get tokens in these
games and well give you some wings, and a staggering amount of the games that are officially presented in these said events turn out to be slop, because it seems like the only requirements to make it in an event are to be a popular game and be multi-platform, so looking your best is an afterthought to nearly everyone involved.I guess Roblox jumping
on the AI bandwagon was an inevitable next step, for more quick money and power and influence that they really, really could not need less. Just like so many other massive companies now (the list really goes on), the end goal is for nobody to care about making an original thought for themselves, and just let their innovative Al features do all the
thinking for them! Money!This really is a waste of time. Its really irritating that resources are being wasted on features like this, and on keeping the child gambling simulators that beg you not to leave as soon as you open the escape menu afloat for the rest of eternity, when those exact resources couldve gone towards actually giving traditional
resources that work to the people who are interested in making games, and giving more control to the people who do, when there are about a million features in the pipeline that you could implement for a fraction of the cost as it wouldve taken to fart this completely meaningless generator out.Even if this does make it to a proper release, in the end
the majority of people who will care about using it are people who dont care about making games. Who dont care about using it to shoot out ideas, dont care how good the model actually looks, and barely care about their playerbase in general. The generation result will be their final answer. Theyre going to release another barely modified template
they found to an audience of 8 year olds, but this time itll have an AI Spongebob and skibidi toilet thing floating over the map. The remaining people will immediately realize how loathsome and samey all of the models it generates look, and instead settle for taking from the vast, vast majority of deliberately created free models that are designed with
human intent and make sense in either the Toolbox or somewhere around the internet.Please stop developing this. Dont change it, dont apologize for the confusion, I am asking you to stop making this and add emission maps or something. 9 Likes Roblox has a team of Data Scientists for Als those people arent able to work on the actual Engine
because they studied how to make Als Roblox isnt wasting resources. 1 Like My sisters been playing with this, and I gotta say this is pretty funny!Its a nice and cool technology, however I dont know if theres any good use for this, as everything this generates looks very weird & the textures look ugly (theres a lot of unnecessary noising and i dont think
anybody would enjoy wearing something like this on roblox)Models also got an unnecessary amount of vertices & triangles in them.This is a cool concept, cool technology, but I dont think this will be able to replace anybodys job or be better than a real modeler.If youre looking to make an easy starter game to start your career, I think this might be
helpful, but in no way this is going to help big developers with a big budget.My reccomandation for everyone would be to keep paying real human artists to make 3d & 2d assets if youre looking for assets. This Al thing should only be used as a fun tool when youre bored. Assets like these are not usable for high budget games or games that youre
expecting to make a lot of money out of.Heres an easy comparison betwen human-made assets and ai-assets within the same game:(human)(Al)Theres a significant different in details & geometry.This example is coming from the DEMO place Roblox Come generate and decorate! Check out Roblox's new 3D Foundation mesh generation AI model Cube
3D. 1 Like checkersoda:Its unnecessary on a platform like Roblox with a slogan like Powering Imagination:Not the slogan anymore (unfortunately.)Robloxs slogan is Reimagining the way people come together. 3 Likes Very cool idea! However as everyones noticed, the Al isnt very ready for real-world applications. Nice demo though.
checkersoda:Powering Imagination: It doesnt power anything but the pockets of the company.While I personally am an advocate for people getting a real 3D artist to make models, you need to understand the use cases this tech has for developers who dont have connections with or the money to pay a 3D artist to make models for them. This is
absolutely Powering Imagination for any developer who cannot afford an artist if the tech gets improved upon. 1 Like Didnt know their way of bringing people together is just dumping Al everywhere, gatekeeping stuff behind ID verification, and seemingly gaslighting themselves into believing that roblox is much better than it actually is 5 Likes
Reapimus:the use cases this tech has for developers who dont have connections with or the money to pay a 3D artist to make models for themAgain, Blender is free and with effort and time put into it, you can put out better quality 3d models and 2d textures than whatever this Al slop is. i havent seen the context for this, is this about the floating point
zone? Yep, it is indeed about the floating point 1 Like And not everyone has the time or patience to invest in learning how to 3D model. Just because oh you can do it yourself with free programs does not mean that should be the only route available for you. checkersoda:you can put out better quality 3d models and 2d textures than whatever this Al
slop is.Sure in its current state it isnt the greatest thing but with time this tech will only become better and more useful. Reapimus:not everyone has the time or patience to invest in learning how to 3D model.If you have the time to develop an experience, script various features, create Ul, etc., but dont have the time or patience to 3D model, you may
not have your priorities in check.This feature promotes laziness and its been proven by various other companies who were caught with it. I dont care whether itll create slop or picasso, it should not be available here. 7 Likes I dislike Al taking over peoples jobIm still using it anyways, because its much better than what I could do. Cool stuff for surel
Would have a use for this. That use being background assets and stuff that doesnt need high quality textures, however, the current implementation with the high poly count makes me really not want to use it.Im sure this can be made better in the future, sorry to your team for all the people who either dont see the great use of this technology, or are
too rich to care.Hopefully that poly count can be brought down especially for simple models. Thanks! Page 11 Everyone should be happy that this thing isnt doing as good as human modelers because then it wouldnt replace the job of Modeling. This feature is helpful for developers that dont even know how to somehow model. And this will help save
peoples time from downloading Blender and taking a very long time to make a single model. I give this new Al feature a 7.4/10 because it helped! (I had to copy everything in here and make a new reply because i realized that I should have made this as a reply to idels post. So yeah the now deleted post in the topic had the exact same text before the
parenthesis start.) The consensus seems to be that this tool is only going to lower the overall level of quality in games. This garbage does not even deserve to exist on the same platform with other games that have taken actual human effort and time to develop 4 Likes idelww:Models also got an unnecessary amount of vertices & triangles in them.wait
until you see the vertices in an ai cube 1 Like Great, another tool enabling more sloppily made games. Long gone are the days where making your own thing was encouraged now that you can just lazily type what you want and get it handed to you in a silver platter. 1 Like Very cool. Imagine infinity craft but 3d. stormeus:Great, another tool enabling
more sloppily made games. Long gone are the days where making your own thing was encouraged now that you can just lazily type what you want and get it handed to you in a silver platter.Its useful. You can make your game more immersive. Together with the Text Al you can for example have infinity unique crops for a farm game.Imagine Infinity
craft but 3d. The model is great, but the texture looks like a bad LIDAR scan. What??? 16 Likes Thats cool but itd be better if you kept peoples jobs (i bet some of them are doing it for a living) and NOT kill it with Al. Itd be better if you made people LEARN how to model and texture, not the Al. Al should be only used for learning and finding info.
Nothing else. This update feels like a spit on the face for 3D modellers and builders like me. 1 Like Misterx113:Imagine infinity craft but 3d.The moderation, the time it generates in and the limit makes it almost impossible though as a 3d and digital artist, this is genuinely beyond disgusting and disrespectful to all of the artists using their own time
and energy to keep this game platform afloat. This should be scrapped. This isnt a new era this is enabling the ever-growing amount of slop games.This budget shouldve been allocated for anything else, like upgrading future lighting, adding more proccessing effects (even ones that were featured in hack week 2015), better code documentation, code
templates for beginners, a man-made texture/material library or more variants for existing materials, reviewing games to discourage slop game made to scam kids ANYTHING but not more ai features. no one wants them and no one truly needs them. 10 Likes Dont really want this update but not much I can do about it.At least when this goes into
effect it better have REALLY good auto moderation. Uhhh, needs a lot of workPrompt: SIG Sauer XM7 assault rifeOutput:Impressive, but thats very much not this:Also, how do I get Assistant to generate models? Its refused to create anything other than scripts, importing toolbox models, or vague part recreations.photorealistic bunny rabbit with a
gunhe is egg 2 Likes FPS Enjoyer:get Assistant to generate models?I believe that is one of the Beta features you need to enable in Studio in File > Beta Features 1 Like Oh, I should have clarified that I enabled the beta. Does it not describe some kind of keyword in the beta feature description? I think it was /generate 1 Like As an environmental
science major, I want to know.How much electricity and water does this use per generation? Hm? Seeing as this has a limit of 5 generations per MINUTE, Id imagine very little. Als gotten a lot more efficient in the last few months. Lets play a quick game of which item was made by a human (me).Axe (Far left)Baseball Bat (Second from left)Electric
Guitar (Middle)Stop Sign (Second from right)Sword (Far Right)l promise that I actually modeled and textured one of these. 1 Like interesting update for a company whos slogan is powering imaginationThe model for 3D generation is trained on 1.5M 3D assets that utilize a combination of licensed and publicly available datasets, as well as the free
data assets that are available in our Creator Store. It does not include experience data.3D models being free for use on the marketplace doesnt mean you can just steal them and frankenstein them into ugly poorly optimised nightmares omg 6 Likes And Robloxs CEO is currently using this bundle on their avatar. I guess it must be nice to see that
theyre supporting this. 4 Likes Page 12 Thats brilliant.Im glad people are using this tech and pushing it forward. 2 Likes not only that, these generators produce worse results than having to manually model it yourselffor example, i used meshy.ai and generated a simple sci-fi cube. all was good until you noticed that the model doesnt look consistent,
contained typical Al artifacting, bad topology, all for a grand total of 227,540 tris for a simple sci-fi cubedecimating it to lower the tri count did help, but it caused so much artifacting you might as well model your own which i did and managed to get 1.6k tristhese ais dont care about the actual process of modeling, they only guess where each vertices
go which is NOT what you want when youre making models for REAL TIME GRAPHICS, ESPECIALLY ON THIS PLATFORM.what i see happening is inexperienced people scratching their heads wondering why their games perform crap, yeah because you used an Al generator that spat out garbage 9 Likes blender took me roughly a few weeks to get
used to and another month to start actually making some sick models, to me it looks like people not wanting to put any effort into a game and then being shocked when it doesnt end well Obviously it isnt completely ready to use yet, its working in progress.Its brilliant weve gotten this far. Its the start. 3 Likes dude, when they see the complexity of 3d
studio max, maya or houdini, theyll definitely have a second choice with blender, like theyre used by industry professions with YEARS of experienceblender isnt hard as people make it out to be, its the most accessible than the former mentioned.with that said, use resources, practice daily and reach out for help, thatll bring you so far with getting
ahold of blender, or even life in general 2 Likes More features to suck the life out of creation I guess. I think we all know very well these features will never just be used for prototyping especially if they get better.In 2025 you can code without coding, model without modeling and make art without caring.You are powering slop not imagination. 3 Likes
the start of more job security for us 3d artists when people start to complain why their 100k tri ai generated 3d models wont work properly. likewise with the whole vibe coding stuff in regards to programming & cybersecurity.even then, we literally wont bother trying to fix the model, might as well start from the ground up 3 Likes Literally I cant even
comprehend how this is seen as useful at all.Literally the engine has so many features missing and we get this 3 Likes This is great!! It helps a lot to visualize ideas being materialized. It improves the coding experience by enabling a tangible asset (quite close to what we have in mind, despite not being perfect) to replace a random part when
programming.Ive tried downloading Cube and couldnt use the EngineFast on my RTX 3060 Ti with 8GB VRAM. Engine works fine, although it takes about 15 minutes to generate an asset. Any suggestions on how to update parameters for a faster generation?It also comes without any texture. I assume Cube doesnt provide textures, they are made only
in Roblox Studio using the texture generation. Is this correct or am I doing something wrong?Looking forward to more innovations like this that help developers bring ideas to life! The implementation seems super scuffed, if you use /generate it just pulls assets out of the Toolbox and the only other option seems to be the API which you cant really use
while in edit model dont get why there isnt an option to generate meshes similar to the texture generator Did you enable the Assistance Mesh Generation beta feature? 2 Likes There needs to be better simplification. This is a cube with sharp edges: 7 Likes I do actually agree this is just going to make actual developers more useful.But, I view these Al
advancements like freemodels.There is no problem with somebody using a free model, and Al will probably replace these free model eventually.While real developers will remain in demand. 2 Likes Nox:personally i think theres better features to spend development time on but oh wellThis is likely a separate division than the studio team, since they
would have need a different skillset. 1 Like My personal feedback is Some of the things cube 3D generated are really low quality now there are a few things that look pretty good, I believe it needs a little more improvement but this is progress. 3 Likes Great, more garbage Al. I already see how great Meshly is performing.I can already see how good
this works from the preview. 4 Likes Decimate modifier go brrrrrrrrrrrr 1 Like Exactly. Roblox could have invested their time into much more useful and resourceful things to improve the platform instead of thisa silly Al that could potentially take jobs. Roblox doesnt even realize it, but this could actually cause their funds to go down. Hiring someone
and paying them a small amount of Robux benefits Roblox, but with this, its freeso Roblox doesnt get that small cut of Robux. 2 Likes I dont think the quality is good enough to be used in real games, but it is shocking how close it is to being at that quality. Im not sure how long itll be until then, or if itll even happen, but it is pretty good. Its great
meshes and 3D models are becoming more accessible to beginners and people who cant afford to hire anyone, but also a bit scary for people who have it as a job? 2 Likes cool. when are we going to get shaders??? 6 Likes Page 13 I dont get the arguments against AIPeople who hate it say that it makes low quality work yet fear that its so good that
their jobs will be taken?Like pick a side man 5 Likes performance > good models (10000 tris for a cube ) CrazedBrickl:People who hate it say that it makes low quality work yet fear that its so good that their jobs will be taken?I think thats just cope tbh 3 Likes Training it off toolbox models may not be the best idea. When I asked for a scary monster,
it just gave me retextured versions of sirenhead, the blue dude from poppy playtime, and some what seemed to be piggy characters. Also any time it say to generate water, it makes a gun. Other generations were pretty good though. 1 Like Yo I think they fixed it. Like just nowone of my meshes went from 10K tris to 500looking MUCH betterprompt:
/generate characterResult:Tris:I generated a fine chap (all seperately, was even able to generate an individual left/right dress shoe of the same style!!)Edit: another model500 tris again, seems like they added an lod sort of thing thats dependent on the complexity of the meshMy friend is messing around in the same studio place as me and the meshes
im sending are all still 10k for him. NO IDEA how this works or why but I have the upgrade version of this feature I guess lolThis version of the tool makes my vision of a museum map possible without costing 10 trillion robux for 100+ background models!!! 6 Likes smashman65:image515687 64.8 KBi cant even lie (with our current marketplace) this
is honestly almost sellable 3 Likes Almost? Your standards are too high! If we can sell a literal Blender Cube, we can sell this Al model. 8 Likes Broken Spawn:performance > good modelsMy concern is what makes a game functional? Part of that is actually having visual rather than just out right alienating 3D poly-shapes that seems unrecognizable.I
also dont get how a cube would take 10k, and I agree thatd ef up the performance, but theres always a room for change. I might also have to do a better job than Al. 3 Likes What Al spews out now is the worst it will be. Chances are it will just become better and better looking. And, as long as its making money, no one cares whether it looks low
quality. Thats why so many businesses in real life use Al generated images despite looking abysmal. 3 Likes This is really good, but I think you should make some features not locked of ID verify, but I try this feature and I generate a cat with top hat , it work ! Seems like Roblox is just testing new waters in order to improve the development
experience. I wouldnt worry about it. consistency and creativity will always out perform Al. We set the standard while Al plays catch-up. 4 Likes r/topologygore moment Ima be real this looks really badWhen you released image generation it was a bit iffy at first but had actual uses. This does not simply because the quality of meshes it produces is
crap. Looks not bad now but I see potential 1 Like It generated the laptop right, exceptWhat is this mess . 8 Likes Wrong place but i totally agree. i need shaders 1 Like A solution to not being able to hire someone is to putting the hard work and dedication into someone you enjoy and being hired for it. yeeaaah chief this aint it, I think we would rather
something like custom shader support. 1 Like Can we get a blender plugin so they can be modified easily? 1 Like Theres multiple solutions not just one. Wow , it make unicorn 2 Likes Page 14 I would suggest lowering your expectations for modeling efficiency for now; after all, it is in beta, and that must be considered. 1 Like While I do think this is a
great feature, whats unfortunate is that the mesh/image api is locked behind an ID verification wall. I dont understand the reason for such a requirement, and I dont see myself using it anytime soon unless this restriction is lifted. Instead of focusing on AI yall should have added more requested features to the Roblox engine tbh. 4 Likes im genuinely
impressed by spongebob and wall-e Dont like how everyone is saying how bad this feature is. It is bad for a reason in my opinion, so it doesnt replace Modelers. This feature is still usable and fine to me. Works may be a bit of an overstatement (but yes, I get what you mean lol) 7 Likes Yo guys remember Ugly Sonic? Hes back in full force now! 1 Like
This feature is in beta, with limited generations per minute as mentioned within the original announcement. Every Al generation has a cost-per-request, which Roblox is waiving for free. It has its own challenges, including bad actors abusing the generation, which they have stopped a significant portion of by mandating identity verification to keep this
service free.Another concern could be related to privacy and data collection, as these services are free, which there is a saying - if a service is free, then you are the product. In this instance, by utilising the service, youre providing data to the team responsible for this project, which they will process in developing their algorithm.I do believe it will
become a state where it doesnt require users to be identity verified, mostly when ROBLOX optimises their algorithm and computational processing to reduce the cost-per-request to widen their accessibility. 1 Like These tools and services with Al-generated content widen the potential for social development. Ive personally worked with educational
institutions (under 13s) in allowing students to create their own creative ideas in platforms, such as ROBLOX.These students generally have no experience with 3d modelling, or any programming (set for block-based coding such as Scratch), which are required to have to start any project. We also have time constraints, as these are short courses to
bring students innovative ideas into practice. ROBLOXs solutions, specifically their Al coder, have brought success with the students I work with - and seeing how joyful they are to have their ideas for others to play is amazing. This brings amazing opportunities to introduce students to different industries much faster and allows them to develop skills
in a specific field that theyre interested in with direct help from Artificial Intelligence.In the video game industry, companies are venturing into artificial intelligence tools to speed up their development pipeline. For example, a crate model with a base texture is created by a 3D Modeller. However, a game set in a battlefield will require 10 variations of
this crate with different levels of destruction and aging. It will take a significantly long time to hand-paint each texture, compared to utilising the data and lifting the work out so they can prioritise other tasks.All of these case examples bring more potential to the development space, if used correctly with the correct intentions. 3 Likes exactly!! this
benefits quite literally no one lol 4 Likes I wish Roblox Corporation would spend all the resources elsewhere, than following whatever is trendy in Silicon Valley 4 Likes Maybe instead we should start getting updates that benefit ROBLOXs actual creators, the ones that arent using Al slop to spit out junk for them. Lets look at that platform to creator
revenue split as well while were at it. 30% for something I made Al gag out at me? Fair enough. 30% for something I spent hours, days even, modelling and texturing with my own hard work and skill? Abysmal! Ugly Sonic (2019): Im the ugliest Sonic ever.Ugly Sonic (2025): Are you sure about that? 1 Like Seriously, Roblox?Obviously these models are
in no way better than something that a modeler could make, and look straight out of a mobile horror game, but there might be a day where they dont, and thats terrifying.Im okay with Al when it comes to learning, but come on, if people dont use this feature to generate brainrot simulators, then Im not a Roblox user and you know it.Please dont
release this update to the public, please dont continue to encourage the trend of using Al for games. 4 Likes If people do not want Al slop games to take over Roblox then just dont give them any attention and focus on the ones that arent slop. Games will thrive if people engage with them, and vice versa. Its that simple. Soon the AI meta would
hopefully die down and people will realize that they wont make money that way. I am certain that some developers will still maintain the decency to hire an actual person instead of utilizing Al for everything in their game. After all, Al is supposed to assist people, not replace them. 1 Like While I agree with you, I have a feeling that wont happen. At
least on ROBLOX, that is. People on ROBLOX seem to complain and make noise about things and then it immediately gets erased from their brains and they support it? Everyone complained about public UGC, wanting it to be reverted and then poof no one made noise about it anymore and people happily pay their monthly premium subscriptions. Due
to that, now ROBLOX will most likely never fix/revert it. If slop games use those Al models like crazy for a while, ROBLOX might think to keep doing updates like this as people were using it. I mainly just hope complaining users actually just stick to their word (not targeting anyone specific in this thread, to make that clear). 2 Likes this is NOT luffy 6
Likes I highly suggest you press the reply button on my post next time, so I can be notified. If it werent for someone liking my post, I never would have known that you even replied.That aside, this is Roblox. Theres always gonna be some idiot(s) misusing a feature to put out crappy games. Revazion:If people do not want Al slop games to take over
Roblox then just dont give them any attention and focus on the ones that arent slop. Games will thrive if people engage with them, and vice versa. Its that simple.You dont seem to grasp the concept that young children use Roblox, and that theyll play anything that has bright flashy colors.We may not engage with them, but the larger (and younger)
portion of Roblox probably will, and they will continue this junk of Al updates since they get money from it.I think @iHA3CH4N made a good point on this. Adding onto that, everyone hated Rthro avatars, but then you have mostly those same people using hyper-realistic UGC bundles. 2 Likes Exactly, I dont get how someone can change opinions so
fast. This is why ROBLOX never does anything or reverts anything, because people will soon go along with it. How could you hate rthro but then use UGC versions? Either you like realism or you dont. I get theyre different styles but people literally used the complaint realism doesnt belong on ROBLOXbut then use other realistic bundles? Either you
wanted an update to be reverted or you dont!!! At this point, even ROBLOX must know that they can do whatever updates they want because complaining users will soon forget and support it! I only glanced at the comments to get a consensus and replied to voice my opinion. I wasnt replying to you at all. Anyhow, Im aware that children have no sense
of quality and that is an issue that cannot be fixed without quite literally messing with their brains. While we can avoid games like these, they wont. I failed to remember this, and Im sorry about that. If these games do thrive and Roblox decides to push out more Al features then thats entirely on them for being a greedy company that wants to make as
much money as humanly possible. These new Al features should be tools to assist us and I have already made this point in my first reply. Roblox seriously needs to address this issue and fast, before it gets too out of hand.Also, I dont understand the Rthro comparison, as Ive never seen anyone (excluding staff members) using Rthro (or other realistic
bundles) unironically.To add onto this, this game slop issue has been around for years and people still criticize it. Al will only enable developers to produce these slop games faster than before. I cant even fathom that people will soon support these Al games. 1 Like Page 15 Revazion:Also, I dont understand the Rthro comparison, as Ive never seen
anyone (excluding staff members) using Rthro (or other realistic bundles) unironically.Theres literally a whole community of people that use them? Without having to name other players, many people use them. Mainly female, Ive even used them unironically. (Then again, I never personally complained about rthro.) Many users will use only the body
and not the head of a realistic body too, as theyll use a makeup head face accessory instead, as seen in many role play games - even in the thumbnails of them. Revazion:I cant even fathom that people will soon support these Al games.Even if they dont straight out support it, theyll stop asking ROBLOX to stop giving us updates like this. If you stop
telling ROBLOX, theyll see it as support. ROBLOX barely reverts things as it is, let alone if people stop complaining because they cant be bothered to anymore or whatever their reasoning may be. Some brain rot kids will play the games, therefore supporting them - whether they mean to or not. Some developers/creators will just stop arguing their
case, therefore ROBLOX will think its okay to keep making trash updates like this one.It all comes down to how the community reacts to ROBLOXs updates, at the end of the day. 1 Like Listening to Daves Tech Talks Al in Game Development (Episode 24) Podcast brings a lot of perspective to this topic. Its rare to get a behind-the-scenes look at how
companies make decisions, but Roblox shares a surprising amount in their Tech Talk podcast series. Revazion:I only glanced at the comments to get a consensus and replied to voice my opinion. I wasnt replying to you at all.Ah, apologies then! The context of your reply really did seem like you were talking to me. Revazion:These new Al features should
be tools to assist us and I have already made this point in my first reply. Roblox seriously needs to address this issue and fast, before it gets too out of hand.I completely agree. And again, sorry for misunderstanding your replies. I usually read any kind of text extremely fast, skipping over important parts at times. Revazion:Also, I dont understand the
Rthro comparison, as Ive never seen anyone (excluding staff members) using Rthro (or other realistic bundles) unironically.What I meant is that users mock roblox-made high detail bundles, but then theyre perfectly content with even uglier UGC bundles. Sounds a bit hypocritical.Im not saying everyone should equip those bundles, but people should
stop criticizing things similar to what they actually support.P.S, sorry if I overuse quotes, and once again for the whole misunderstanding thing. 2 Likes Its all good, man. Mistakes happen. 1 Like How? The basic model is surprisingly good, but the textures are low res. Overall, I cant believe this is possible 1 Like Just wait until you see the amount of
vertices and trisIn my opinion,Performance > Quality 2 Likes Tried testing the feature out, the texture looks so odd 1 Like yes and no tools need update left handle right handle or both no use a 2 script like add motor 6D or weld constain or something else for Dual object so you dont see 3d artists, enviroment artists, texture artists, animators or
concept artists as actual developers then? I said the exact opposite of that, in fact. I said real developers will remain in demand and Al made stuff will be viewed like free models. I actually dont use Al while making 3D models but I wanted to try the Cube 3D. Seems like doors are not allowed. I dont know if its a bug or something. Yay now we will get
even more slop games and catalog items on Roblox! 1 Like I cant even generate a revolver for my game, which feachers weapons. 1 Like I am pretty sure this person just copy and pasted the verification unicode character:Normally, the verification badge would be before the colon. Might be wrong though.See this: Premium, Verified, and Robux
Unicode Characters 4 Likes I just edited the post realising the issue was due to a copy and paste, but still an issue that chat allow to copy and paste and send to server the message allowing them to impersonate somewone. 1 Like I think the post title is still not very great. People have been able to do this since the unicode characters were
available.Also, I dont think this is a bug. 3 Likes Not sure if I am doing it right, but I cannot reproduce this issue. I tried the verified icon, robux icon, and premium icon //devforum-uploads.s3.dualstack.us-east-2.amazonaws.com/uploads/original/5X/c/8/a/b/c8ab954a80937d4d749d012016e7aa06aded9056.mp4 I wonder if this has something to do with
the :D. I do think that the filter should catch this to avoid people using it to scam people; especially in games with roleplay names 5 Likes HunterDaFloofer:I wonder if this has something to do with the :DTried it in the exact same game as in the report, with the exact same message, and it just tagged.This only happens whenever the filter decides to
not filter it. 1 Like Yep. I also just tried it as well with the same result 2 Likes For my case it does work]Just use this: Text 3 Likes I have tried that in my video Not sure if I am doing it right, but I cannot reproduce this issue. I tried the verified icon, robux icon, and premium icon I wonder if this has something to do with the :D. I do think that the filter
should catch this to avoid people using it to scam people; especially in games with roleplay names Perhaps this issue is specific to certain users (which is odd if it was the case) Nvm only work on studio, somehow peoples managed to bypass 1 Like Studio has no filter at all. You would have to test it on a live game so i count this as a found bypass then
from doing my research its a glitch that only works if you set your roblox language to Vietnamese it will allow you to use a symbol and paste the verify badge 1 Like No, this is tagged in a real game. 1 Like Script:Not always though. It seems to be the only reason why this report was made. DeveloperBugReports:It isnt really a bug though. Users are
allowed to chat with unicode characterl know. I even said this myself. DigiDAL:Also, I dont think this is a bug. 1 Like It isnt really a bug though. Users are allowed to chat with unicode character Not really, the character is tagged at the first place for preventing usurpation of verified identitys. 1 Like You dont understand the report, some peoples at
the time found a way to bypass the tag which can cause some usurpation I was just about to report this until i noticed this postIts actually a method used from this postIts just a character thats normally censored but exploiters can go through the filteringlts this icon: Even tho you see the : difference. It easily tricked people into getting scammedAlso
appearantly you just change your language to remove the tags in certain cases 1 Like Malicious users are abusing a vulnerability to impersonate others with a fake verified badge, due to it not getting filtered by the chat:Ive tested in a random game to see if other players could really see it in chat:Edit: This seems to also work with the Robux and
Premium unicodes.Reproduction steps are in private content for staffExpected behaviorThe verified badge unicode should always get filtered in chat.A private message is associated with this bug report 5 Likes Page 2 If you find yourself adversely affected by this issue, Ive released a faithful recreation of TextChatService that addresses this issue.
OpenTextChatService - Open-Source Implementation of TextChatService. While it is pretty simple to implement your own custom character filtering (and you certainly dont need a custom text chat implementation to do so), Ive included it as a built in feature for convenience. This is on top of a bunch of other bugs and performance issues that Ive
addressed. If that isnt your jam, something as simple as this will do the trick though.local function filterSpecialCharacters(text)local new = textfor i,v in {utf8.char(0xE000), utf8.char(0xE001), utf8.char(0xE002)} do new = string.gsub(new, v, "#") endreturn newendgame:GetService("TextChatService").OnlncomingMessage =
function(message)message.Text = if message.TextSource ~= nil then filterSpecialCharacters(message.Text) else message.TextendThat being said, I do hope this bug is addressed formally since this isnt something developers should have to worry about. Hey everyone!You may know me from some of my past kit releases like the Pls Donate Kit, the
Cafe Series, and a bunch more Ive made for the Roblox developer community over the years. Well Im back at it again dont hate haha with a brand-new kit series Im excited to walk you through: Grow A Garden a game kit/tutorial series where well build Grow A Garden for those who want to learn how to make the most popular game on Roblox right
now! What To ExpectThis series will cover everything step-by-step, including: Farming, planting, growing system All GUIs from Grow A Garden In-game shop NPC dialogue Data saving (DataStore2) Pets and Egg System Optimized scripting practicesAnd much more! (Working on global limited time events/restock)Whether youre just starting out in
Roblox Studio or youre looking to learn how full systems come together, this series is designed to help you learn by building a full playable experience. Video TutorialslIll be updating this post regularly with each part of the series as I release them. Each video will include detailed commentary and explanations, with full code breakdowns and links.Part
1 - Setting up the basic map + Teleport Buttons Watch now!Part 2 - Seed Shop GUI (Devproducts, and much more) Watch now!Part 3 - Cash GUI with animated effects (Tween + Sound) Watch now!Part 4 - NPC Dialogue (Sell & Buy Shop) Watch now!Part 5 - Global Shop Restock (MessagingService) Watch now!Part 6 - Custom Inventory System
(Satchel) Watch now!Part 7 - Data Saving (Profile Store) Watch now!Part 8 - Plant Cropping/Seed Planting System Watch now!and many more parts coming soon! Stay tuned Feedback + Suggestions?If you have any ideas or features youd like to see in the Kkit, feel free to reply to this post! I want to make this series useful for as many developers as
possible whether youre making your first game or just want to see how things are structured.Thanks for the support and happy developing! Creators Rewards is now live! [Update] June 26, 2025We appreciate you all taking the time to help us make Creator Rewards the best it can be, and apologize if some of our initial communications were not as
clear as they could have been.We have some additional answers and clarifications to more of your common questions in our FAQ. [Update] June 24, 2025 Roblox:Thanks for all the great feedback! Here are answers to some of your most common questions:Creator Rewards was designed to boost earning opportunities for all creators, and better
recognize the contributions of emerging creators than the legacy EBP program. On average, we expect that smaller experiences (outside the top 10,000) will see an even larger percentage increase in earnings from Creator Rewards.We offer credit for the first three experiences active spenders enjoy each day, to reward the content that brings users
to Roblox each day. We considered several different attribution options; crediting only the first weighted rewards too heavily toward top experiences, while experiences after the third were less likely to be the reason for a users visit. Three daily sessions ensure creators, big and small, have a fair chance to earn in our new program.A key element of
this system is the 10-minute engagement threshold, which serves as a proxy to identify deep enjoyment and engagement within your experiences. Our goal is to reward genuine fun and enjoyment over grindy gameplay mechanics.Furthermore, were expanding the pool of users you can earn from. The criteria now include Active Spenders, a much
larger group than just Premium users. Its important to note that all Premium and subscription spend also counts towards the $9.99 Active Spender threshold. This means youll get credit for a larger portion of your player base than the previous Premium Payout system.We understand our 60 day holding period might cause concern, but its necessary to
ensure the validity of all purchase events; Similar to the legacy EBP program,where credits accrued based on 28-day engagement totals and were then subject to an additional holding period. This process allows us to confirm genuine user engagement and purchases before releasing funds.Finally, when we say earnings are uncapped, we mean theres
no fixed pool of money for Creator Rewards. As the Roblox platform grows and more users engage and spend, your potential earnings will grow along with it. Creators are at the heart of the Roblox ecosystem, and we are always looking for new ways to help creators earn more. Last year, we announced bigger revenue shares across Subscriptions,
Creator Store and Paid Access titles. In December, we adjusted Robux pricing to increase your relative revenue share. Aided by these efforts, creators earned over $922 million through the DevEx program in 2024 and $281.6 million in the first quarter of 2025, representing a 39% increase compared to last year. This year, our creators are on track to
earn over $1 billion for the first time.Today, we are excited to announce the newest way for the creator community to earn: Creator Rewards.Creator Rewards is a bonus program that lets creators who publish experiences earn directly from the engagement their content drives on the platform. Creators can earn through this program in two ways - a
daily engagement reward and an audience expansion reward.Next month, on July 24th, this new reward program will replace and improve upon the current Engagement Based Payouts (EBP) and Creator Affiliate programs, integrating many of the features our community has enjoyed the most from these programs with new functionality and more
transparency.With Creator Rewards, were putting creators in control of their engagement-focused earnings - with clear and transparent goals, and earnings that are easy to track and optimize with new analytics on the Creator Dashboard. With this new solution, creators, as a whole, will earn more than what was previously possible via EBP and
Creator Affiliate. Payouts from Creator Rewards are not capped - the more engagement our community drives, the more we will pay out.Daily Engagement RewardThe goal of the new Daily Engagement Reward program is to pay creators that produce enjoyable, replayable gameplay loops. At launch, creators will earn 5 Robux when an Active Spender
spends at least 10 minutes inside their experience throughout a day, provided its one of the first three experiences they launch that day. This payout may change in the future. There are no incremental awards beyond 10 minutes of activity per day.Active Spenders are Roblox users who have spent at least $9.99 on Roblox in the last 60 days, and did




not sign up or reactivate their Roblox accounts in the same window. This reward will be granted to the first three experiences an Active Spender spends time in over the course of a day.Daily Engagement Rewards will replace Engagement Based Payouts beginning on July 24th. All experiences will automatically be enrolled in the new program, no
action required. Creators can track estimated daily engagement rewards in real-time from Creator Hub, and earned Robux will be added to your balance automatically after a 60 day holding period.Audience Expansion RewardWe also want to reward creators who help grow the platform by bringing new users to Roblox. Beginning on July 24th, our
Creator Affiliate program will evolve into the Audience Expansion Reward program. At launch, youll earn a 35% revenue share on the first $100 in Robux purchases made by new or returning users (inactive for at least 60 days) during their first two months on the platform. Credit will be applied automatically when a user visits your experience either
through a direct link to the experience details page or when they search for the experience by name on Roblox, and they play for 10 minutes or more.To be eligible for the Audience Expansion Reward, creators must have an account in good standing, and be registered with Tipalti. Audience Expansion Rewards can be tracked daily in Creator Hub, and
will be added to your earned Robux balance after a 60 day holding period. Your experience must maintain an average DAU of 100 during the 60 day holding period to earn this reward.Helping Creators Optimize For SuccessCreator Rewards is designed with transparency in mind. Our commitment is to provide clear, actionable data that gives you
greater agency, helping you fully understand your earnings drivers, and grow your revenue streams. You can track your Creator Rewards using Creator Analytics, with new metrics including:Daily EngagementSee qualifying engagement events (Share Link Visits vs. Experience Play) and track which convert to a 5 Robux payout based on the
attribution rules outlined above.Audience ExpansionMonitor both the new and reactivated users you bring to Roblox, and the qualified Robux purchases they make that generate your revenue share.Share Link AnalyticsAnalyze detailed performance data for your Share Links, connecting traffic to resulting engagement and potential earnings across
both reward types.This enhanced visibility will help you make more informed decisions about your content and promotional strategies to maximize your Creator Rewards earnings.Ensuring Fairness in the ProgramA fair and equitable Creator Rewards program is in everyones best interest creators, players, and the platform alike. Its vital that rewards
go to creators driving genuine user growth and engagement. Participation in Creator Rewards requires adherence to Roblox Terms of Use including the Roblox Community Standards.Our intention is to reward creators for each person they bring to the platform. We use a wide variety of signals to identify potential alt accounts, but this technology may
sometimes group distinct people who share devices or internet connections. Our commitment is to maximize creator earnings over time while rigorously guarding the program from abuse. You can expect our models to become more precise.To uphold the integrity of the program for all participants, all Creator Rewards are contingent on genuine
engagement from users who participate economically on the platform. We actively monitor for and discount inauthentic user activity. Misuse or attempts to exploit the system can result in penalties, including forfeit of illegitimate rewards, removal from the Creator Rewards program, and/or account termination.Specifically, we do not allow:Artificial
or Automated ActivityUsing bots, automated tools, browser extensions, plugins, or manipulating teleports to artificially generate visits, referrals, or engagement time.Encouraging Alt Accounts for RewardsEncouraging existing players to create or use alternate accounts to gain Audience Expansion Rewards.Impersonation or
Misrepresentationlmpersonating Roblox, other individuals, or misrepresenting affiliations to gain rewards (e.g., in referral attempts).Fraudulent TransactionsRewards may be withheld for accounts that generate a disproportionately high percentage of chargeback, as defined at Robloxs discretion.Violation of PoliciesAny violation of the Roblox Terms
of Use or general Program Policies.Designed to Evolve with Our Shared GoalsThis is just the beginning for Creator Rewards. We plan to learn and adapt, and expect both the behaviors we reward and payouts rates will change over time. Our mission is to make Roblox the most rewarding platform for all creators to build on, and we promise to keep
you informed every step of the way.You can expect your first progress update at RDC this September.Thank you. FAQs [Updated as of June 26]How is Creator Rewards better for smaller experiences than the old EBP system?The old Engagement-Based Payouts (EBP) system rewarded creators based on an experiences share of a Premium users time.
An unintended consequence was that experiences encouraging long, passive, or AFK sessions could capture a disproportionate share of earnings, taking away from experiences with shorter, more active gameplay. The program was also limited to a smaller pool of Premium subscribers.Creator Rewards improves on this in three key ways:It levels the
playing field. By rewarding the first three qualifying experiences a user plays for Daily Engagement, creators are no longer forced to compete on total minutes of engagement with grindy games. This allows a wider variety of experiences to earn rewards.It expands the opportunity. The Daily Engagement program is based on a much larger group of
Active Spenders, which should grow more proportionately with the overall platform, creating a bigger opportunity for all developers.It rewards experiences that grow our community. Audience Expansion Rewards credit experiences that attract new people to Roblox, and bring back former users. These experiences grow the entire platform, and
deserve recognition for creating value that benefits every developer.How did you decide on the Daily Engagement reward systems structure (e.g., $9.99 in 60 days, 3 daily events, 10 minutes of engagement )?We understand these numbers can seem arbitrary, but they were chosen after exploring many variations. Our goals were to:Better recognize
creators for driving platform growthOffer a more simple and transparent system to help you grow earningsImprove the proportional distribution of earnings to smaller developers.The values we landed on provided the best balance between these three goals and our projections suggest they result in more earnings for more creators over time. We will
closely monitor both the size of the payout pool and its distribution, and may adjust these values in the future if we arent meeting our goals.How is an Active Spender officially defined?An Active Spender is a user who has spent at least $9.99 USD on any combination of Robux, Premium, or in-experience Subscriptions in the last 60 days. It doesnt
matter where those Robux are ultimately spent. This spender threshold applies to Daily Engagement Rewards, but does not apply to Audience Expansion Rewards.How do you define a day for Daily Engagement rewards?A day is based on local time zone where each Active Spender primarily visits Roblox. We use information like IP address to make
our best guess on primary location, but do not adjust for temporary changes in locationHow is the 10-minute daily playtime calculated?The ten-minute threshold does not need to be met in a single session. We look at the total time a user spends in your experience throughout a day.For example, imagine an active spender plays the
following:Experience A: 4 minutesExperience B: 45 minutesExperience C: 10 minutesExperience A (again): 6 minutesExperience D: 15 minutesIn this case, their total time in Experience A is 10 minutes. Experiences A, B, and C have met the threshold, and were the first three unique experiences played in the day. Those three experiences would each
earn the 5 Robux Daily Engagement reward.What does it mean to reactivate a user?You earn a reward for reactivating a user when someone who has been inactive on Roblox for 60 days or more returns, and your experience is the very first one they play. To qualify, they must play for at least 10 minutes and must have found your experience either
through a direct link or by searching for its name.Why should I build a deeper experience if Creator Rewards only accounts for the first 10 minutes?While Creator Rewards offers a fantastic new opportunity for all developers to earn from daily engagement and audience expansion, a strong in-experience economy remains the cornerstone of top-tier
success. We see this program as a valuable new revenue stream for the entire community, not a replacement for well-designed game loops, genuine engagement and microtransactions.Ultimately, our most successful creators will continue to generate the majority of their earnings by building fun, compelling experiences that keep users coming back
for more. Original FAQWhy are you discontinuing Engagement Based Payouts?Creator Rewards is the next step in our goal to support creators who bring engaging content to our platform. With Engagement Based Payouts, we found that creators lacked transparency into which actions drove higher earnings and predictability in how those earnings
would evolve over time. We want to put creators in control, with more transparency into the actions they can take to earn higher rewards. With Creator Rewards, creators who publish engaging content can earn, directly from Roblox, for the engagement their content drives on the platform.How will my Creator Rewards earnings compare to
Engagement Based PayoutsIin aggregate, we expect creators to earn significantly more over time with Creator Rewards. While these changes are designed to benefit most experiences, experiences that previously had unusually long session times may see reduced earnings. To maximize your earnings, we recommend optimizing for fun, repeatable
loops that encourage users to return to your experience every day.How is my daily engagement reward calculated?Creators will earn 5 Robux for every Active Spender that spends at least 10 minutes inside your experience during a day. These 10 minutes can be spent across multiple sessions. However, the reward will only be given to the first three
experiences the Active Spender launches that day.For example, say an Active Spender joins 4 experiences in one day in their local time zone. She spends 2 minutes in the first three experiences, and 12 minutes in the fourth. The creator of the fourth experience would have 5 Robux added to their earned Robux balance. The creators of the first,
second, and third experiences would not because the user spent less than 10 minutes in each.How is the revenue share for audience expansion rewards calculated?Audience Expansion rewards are calculated to provide the equivalent of a 35% revenue share on the original purchase value. These Audience Expansion rewards are paid in Robux, 60 days
after a qualifying Robux purchase event. For creators who meet the eligibility requirements, these Robux can be converted into real money through our DevEx program, ensuring you receive the actual cash equivalent of 35% of the original purchase.Will Paid Access experiences be eligible for Creator Rewards?Yes. Paid access experiences will be
eligible to earn Robux from Creator Rewards.How can I track my earnings?Creators can track their estimated earnings from Creator Rewards in Creator Hub daily. After the 60 day holding period ends, estimated earnings will be added to your earned Robux balance. Page 2 Why is this change happening so suddenly and why werent we notified long
ago? 25% of my revenue comes from the existing program, and I have no idea how much I might get from the new program. Telling me a quarter of my whole revenue is now in question is insane imo.-Will we receive an graph estimating our new revenue very soon?-How much more or less is Roblox looking to pay out through this system vs the old
one?-Why not run both systems but slowly phase the premium payouts system out so we have time to adjust? 31 Likes Whats the whole point of buying a premium subscription, then? Just decoration? A useless badge at this point? People will eventually just stop renewing this at this point. We are really going down the route of 10-minute slop games,
even if that experience still made that $10, this just gives less to the creators who have better games than Grow a Garden, and even probably made more money for fewer players. Believe it or not, more players do not always mean more money is made on Roblox. There can still be cash flowing for you, Roblox, but this just slaps the face of every
creator who avoids slop games. Your ignoring the fact that developers are tune to get the most spenders but it should not be determined by the amount spent by those individually, it should be everyone who has premium, bought something for any amount of time, even if its just 5 Robux, and not be forced to play slop to spend anything. Yall really
downgrade Roblox development hard for those in the intermediate level of development who already have games up and started off with a rocky start. Now youre just catering to only front-page fast 10-minute slop games to be your only engagement. If you nuke the engagement payouts with this new update, youre pushing out. Nobody asked for this,
Roblox! Why does it seem like a problem for Roblox even if the game makes money, even if spenders stay for longer in the game? What an awful downgrade (I did read the article carefully, and drew a flowchart where this might go wrong) 35 Likes I am concerend that creators may make a bit less money from this, and the audience expansion is still a
bit confusing, but I think this is a step in the right direction. Im glad that the whole afk mode meta that has been in so many games to farm enguagment payouts is being patched. This should actually give the Roblox algorithm better engaguement stats too and make discovery more fair for games that dont abuse these tactics.Im a bit confused on how
the Audience Expansion works though. Does this basically mean if a new player spends money in your experience, the 30% marketplace tax doesnt apply, thus brining the revenue share to 35% instead of 25? 3 Likes A lot of my revenue, comes from Premium Payouts I am concerned 31 Likes Awful changes. Blatantly priorities front page games. 37
Likes I read it carefully. They want you to play a Slop game for 10 minutes and go to the next one, or come back the next day and spend $0.05 to $9.99 each day. Every time there are no spenders, they do not count towards your payout, or if a day was skipped, tracked by the entire 60-day time span. This will impact creators who still rely on EBP for
some reason, even if you owned premium, or if you spend money over a longer time span, is now being voided. And they would rather you as a developer, make short, sloppy games to be played for 10 minutes rather than you making a 1-hour game, even if you double or triple the same spender amount better than grow a garden did in the first 10
minutes of getting someone to click, even in 1 hour. This update is a downgrade if you read it carefully. It looks like we all need to adapt to being the idea of offline slop games to survive this next bad update on Roblox. Good luck, everyone. I will be seeing the next Grow a {insert word} game to hit the front page. 22 Likes I swear the Roblox staff
team are so out of touch with the community nowadays. They want developers to make games that exploit the attention of younger audiences by producing slop after slop. 38 Likes Interesting to see this change, so in effect if a big spender plays your game every day for a month youll be making 150 robux really putting the emphasis on retention.
Overall I think it should be a good change, Im interested to see how it goes. 1 Like This actually makes no sense.If your game has less than a 10 minute session time, you should fix that. Thats bad.This is rewarding people for coming back to the platform. The 10 minute gate is basically a way for them to make sure players are playing. Its not punishing
long-term sessions at all. If anything, its rewarding them. If players are playing longer sessions it means they are more likely to return the next day. 9 Likes I see. The risk with making a slop game though is that with this new system any game with under 10 minutes of average session time is basically getting nothing.All my games have 20-50 min
average session times so with what you said I am a bit concerned now that we will be making less revenue.The more I look at it the more this system doesnt make sense. I feel like a better way of doing this would be just prorating the players first 30 minutes, so if they spend 30 minutes playing 1 game that game gets all their daily Robux. However, I
dont think this is necessarily fair for the other games they play that day which would get nothing 4 Likes big spender in a short time is getting you the Creator payout, longer time span big spender is voided. Did you read this part carefully? 1 Like Where do I even begin with this one? Roblox:Payouts from Creator Rewards are not capped - the more
engagement our community drives, the more we will pay out. Roblox:There are no incremental awards beyond 10 minutes of activity per day.These two statements directly contradict eachother. You repeatedly state payouts are uncapped, but they are fully capped. Why are you blatantly lying to our faces? Creators are at the heart of the Roblox
ecosystem my rear-end. You cant appease wallstreet if half your developer community is going broke and leaving the platform.Games that have playsessions of 10 minutes or more go from having n amount of robux, to a capped 5 robux. Games that have less than 10 minutes go from having n amount of robux, to zero robux.My studio is a small one,
consisting of only 2 fulltime developers and a small assortment of temporary contractors as needed. Overall, this is a 35% LOSS OF REVENUE for us. We make a non-insignificant amount of income from our premium payouts with an average session time of 7 - 9 minutes, accounting for fluctuations. With this supposedly improved system, we are
losing a lot of income. Roblox:experiences that previously had unusually long session times may see reduced earningsMAY??? MAY? Try will. This change cannot be made. It simply cannot. It is going to absolutely fold smaller teams, and significantly impact larger teams. 85 Likes Roblox:At launch, creators will earn 5 Robux when an Active Spender
spends at least 10 minutes inside their experience throughout a day, provided its one of the first three experiences they launch that day.For makers of smaller games, trying to use the payouts they currently get in order to fund bigger projects in hopes to achieve front-page status, I am seriously concerned. It should be a given that majority of the
playerbase on the platform almost strictly play the games on the front page that appear right in front of them, which more than likely is attention-grabbing slop. For people trying to make it in the development community, this really hurts them, and as somebody who helps people on occasion with their projects, it pains me to see this as well.Really,
the creators that benefit on the first 3 experiences that launch are the front-page games. If you are not running a great sponsored/ad campaign and your game is not on the front page tough luck I guess. 15 Likes dphfox:engagement rewards - it finally happenedWe had engagement rewards, they are being removed. 35 Likes I dont really understand
why an engaugment payouts system has to be so complex.Cant each paying user just be assigned a daily Robux value and that Robux is given proportionally to the games they spend time in?If a person plays game A for 60 minutes, game B for 30, and game C for 10 those three games should get a proportional amount of their Robux value. (If we still
want to use the 15 daily robux, it would be 9, 4.5, and 1.5)Maybe have a cap for 60+ minutes for games that abuse afk for coins features, but beyond that I dont know why this change is needed. 13 Likes EBP games are being voided, you know slop games been holding players for hours, not minutes. Imagine if you really wanted to try to make a game
the players want and your only source of income is only just the developer products, and gamepasses, no longer can you trust Creator payout if you want to survive the slop game pandemic. Adapt and survive. Yet the good real games and sloppy games still hold players for hours, this is more of roblox purging more income from games that still need
EBP, this does not impact games that already make money without it. For what your talking about. I would not worry if your already doing good without the need for EBP for this new bad update. 3 Likes This really just stunts creativity.This basically destroys the income of any smaller developers, forcing them to make low effort slop games that exist
purely to draw the attention of children.Premium pay-outs were such a useful tool for smaller developers, and arguably a life-line for some. 50 Likes Ace:The fact that payouts arent capped and directly tie into engagement and bringing in new users sounds a bit promising.They are capped. Please re-read the first part of the announcement. 4 Likes Ngl,
most games that I have fall around the 12-18 minute playtime. This is also backed by the fact that the 50th to 90th percentiles is around 10 to 23 minutes. IMO this should help to negate the impact of games that players are for multiple hours on end afk (cough grow a garden) This whole ordeal just proves me that Roblox couldnt care less about
smaller developers. They basically took away a crucial part of our income in return for a boost in revenue for big names. 14 Likes Page 3 I recommend adapting and getting people to spend that 5 Robux assuming your game has this option. You know Roblox is not going to cancel this update. 1 Like Turn the other cheek and ask for more is not a valid
argument. 8 Likes They dont need to spend. They just have to play for 10 minutes and you will receive 5 Robux. 1 Like I agree, and I was more than happy to spend $20 a month on Premium, but if they really are shutting down premium payout, what is the point of asking people to go buy it, and encourage people to get it to help a game out if they are
disabling EBP on Roblox. 9 Likes Considering that this change is going to impact virtually every single game, big or small, It should have been imperative that we would be given projected earnings under the new system.Surely this should be no problem to Roblox, considering that all of these stats should already have been tracked when they reached
their conclusion that it would ensure fairness and for creators to earn significantly more over time.Surely Roblox would honor its word to provide us greater transparency.Dont try to convince us with words. Either give us the data or dont consider making this change at all trying to undertake such a significant shift to everyones earning capabilities.
26 Likes This sounds like a horrible change. I say we keep premium payouts and add this on the side. 5 Robux for very specific requirements is crazy 24 Likes ImprobableAl:If your game has less than a 10 minute session time, you should fix that. Thats bad.Not all game genres are able to sustain 12 - 20 minute session lengths. It depends on a variety
of factors, including the age of your audience.A quick round-based game is played in multiple short-sessions throughout a day. A slop idle game encourages one big long session. 8 Likes We cant fight a billion dollar company, they keep taking stuff away from us everyday. There is nothing we can do about it, other then adapting to the next wave of bad
updates. Wish I could just undo there mistakes, but we cant do nothing about it even if the developers tried. 5 Likes Yeah, how come Roblox does not use the charts to project what you will get in the next 60 days? They are wasting resources on chart data that almost nobody reads or checks, they minus well report what you will earn following up the
60 days at this point. 1 Like The incentive structure here seems far worse than premium payouts. Games that dont optimize for exactly 10-minute session lengths are punished, and the incentive to promote premium membership is removed.Proposal: rather than the first 3 games 10 minutes were spent in receiving a fixed 5 robux and everyone else
receiving 0, track the proportion of time spent in each game that day and divide the pool of awardable robux among them.Its important to be sure engagement is actually the thing youre incentivizing here, and I dont think this new model does a better job of that as it stands. 41 Likes Thats an interesting way to put it. Alright so from what I
understandThis punishes games that have average session times far over 10 minutes. Youre max earning is capped now.Any niche games that have higher session times but lower concurrent users will also lose out on revenue.This reduces engagement based payouts from games that have an average session time less than 10 minutes, they get nothing
except for the users that are active spenders and stay over 10 minutes.Some games are structured in a way that you are playing for less than 10 minutes per session, why cant they benefit from the engagement they do provide?This functionally flattens the wave of which engagement is rewarded.Games that keep players playing for far longer than 10
minutes dont get extra rewards, and games that dont have an average session time over 10 minutes get basically nothing.And an active spender (someone that has spent $9.99 in the past 60 days) can only contribute 5 robux via engagement to 3 experiences that they play for 10 minutes, every 24 hours. Thats 15 robux per day. Roblox:Creators are at
the heart of the Roblox ecosystem, and we are always looking for new ways to help creators earn more.So if the user decides to play six games for 5 minutes, and then log off. All six of those games get nothing. Thats 15 robux that was not given out to developers.If the user decides to play one game for 1 hour, then log off. That game was only
rewarded for the first 10 minutes of engagement. The game gets 5 robux, no other games were even played that day. Thats 10 robux that was not given out to developers.So if a user is not playing 3 games a day for 10 minutes each, developers are losing out on both ends. Roblox:To maximize your earnings, we recommend optimizing for fun,
repeatable loops that encourage users to return to your experience every day.If an active spender joins my game for 5 minutes, why am I not getting 2.5 robux then?My game still held their attention for 5 minutes, maybe they play my game specifically 5 minutes per day. If Im getting players to join my game to play a single round for 5 minutes
everyday, is that not a fun and repeatable loop? Yet I get no engagement rewards for it. If the player plays my game for 9 minutes, I also get nothing.And in the Roblox ecosystem, where theres thousands of games available to play, for free. Players hopping between multiple games for less than 10 minutes each is not unheard of.Proposition:If the goal
is to cap the max amount of engagement payouts a single active spender can provide in a 24 hour period, the solution I propose will benefit all gamesActive spenders get 30 (preferably 60 minutes) of total engagement time every 24 hours to contribute to engagement based payoutsAssume we have an active spender, and they play 4 games for the
follow times, the games would then receive an award based on the timeGame 1: Play for 30 minutes, game earns 15 robuxGame 2 Play for 15 minutes, game earns 7.5 robuxGame 3 Play for 10 minutes, game earns 5 robuxGame 4 Play for 5 minutes, game earns 2.5 robuxSubsequent games would get nothing as their 60 minutes of payable engagement
time has been used up for the 24 hour period.This would spread payouts across more games with lower average session times, while also rewarding games that keep users engaged for longer. This accounts for players that come onto Roblox and do hop around to various games, playing maybe 4 to 10 minutes of each, and also accounts for users that
spend all of their time in a single game.This all or nothing approach benefits developers less overall than a more fluid approach like the one I suggested. Games should be rewarded for every minute of engagement they provide. 59 Likes That is correct, they will not be looking at who bought Premium 450 or higher. this is terrible & will likely result in
devs earning less money than they were with premium payouts (which already wasnt much). why not scrap this idea & just buff premium payouts instead? or better, give us both 18 Likes Id honestly go as far as to saying this update is one of the worst updates this year for Roblox. 16 Likes Some game formats, like tycoons, tend to prioritize fewer,
longer sessions. These arent meant for many, many small sessions over the course of weeks. Games like those would need to consider artificial delays (ex: build timers, stamina, etc) to reward returning. 23 Likes Hard to estimate the impact on our revenue. Are the amount of Active Spenders higher or lower than the amount of Premium players?Im
glad this tackles the problem of AFK games, and this program makes it more actionable to improve payouts. Thats a great step forward. Roblox:At launch, creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside their experience throughout a day, provided its one of the first three experiences they launch that day.With one
of the first three experiences, does this mean that if a player visits 3 experiences for 5 minutes, the 4th experience wont be eligible for any payout? 2 Likes Optimistic about the changes in long term, but its wildly inappropriate to give such a short heads up and no prediction data. Nobody can react adequately to reprioritize features and build new
engagement/growth features, and youre threatening to evaporate a huge percentage of peoples earnings with no accurate estimates on whether theyll be affected positively or negatively based on the current state of their games. This company needs to be a little more responsible with respect to Creator revenue. 36 Likes The experiences that are not
played for at least 10 minutes, and did not get 5 robux spent are voided from EBP. If its over that then your all good. Basically Roblox want to skip the AFK games that earn nothing and did not reach that 10 minutes of gameplay. Depends on the game your making honestly. But this update is super bad if you have a EBP income game since this will be
disabled in favor for you to get people play the game up to 10 minutes and make them spend some of that robux. Even if you made a slop game grow a garden game or a full quality frontline detailed game, it still always will depend on your one game holding 10 minutes while them playing other games maybe a few in the same day to get that sweet
payout. But that means you need like 2 other games to also help you achieve this if your trying to speedrun this new creator payout. It really depends what you want from this new bad update. Active Spenders are never perfect, and surely you got to make a game that for sure gets you spending 5 Robux a day along with 2 or more other games also in
competition with you if you want to progress on this new update. 4 Likes You dont know how to read. Roblox:creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside their experiencelt says at least, in other words, 10 minutes minimum. Roblox:There are no incremental awards beyond 10 minutes of activity per day.This
means that playing 10 minutes will give you 5 robux but playing 20 minutes wont give you 10 robux, you get 5 robux max, thats the meaning of incremental. Roblox:say an Active Spender joins 4 experiences in one day in their local time zone. She spends 2 minutes in the first three experiences, and 12 minutes in the fourth. The creator of the fourth
experience would have 5 Robux added to their earned Robux balance.In this example its clear that you can play more than 10 minutes. 4 Likes Page 4 So basically were getting even more Al slop on the front page and smaller creators wont be able to strive much from their games. Lots of contradictions in this post as well60 days hold is too much as
well. Amazing, you guys couldnt be more out of touch with the community and its needs. 9 Likes I dont know how to feel about this. For the average player, whats the point in buying Premium now?This effectively removes any incentive for devs to add Premium benefits because they wont get anything out of having Premium users visit their
experience.What if Premium users had some benefit in the new system, e.g. they could give more than 5 Robux? 13 Likes I dont understand why its a hard threshold of 10 minutes rather than the more dynamic system we have now. Making it linearly scale and then cap at 10 minutes would be much better. For example, if you have an average playtime
of 10 minutes, 50% of your players would contribute nothing. With some scaling like we have now, players under 10 minutes could at least give some fraction of 5 Robux which is fair because I enticed them to play my game for some amount of time. 4 Likes I didnt say anything less than 10 minutes, I am talking about you getting up to 10 minutes with
2-3 other games/studios doing the same thing, if you put this in a flowchart to see the premium payout path and the EBP payout path. Roblox wants you to try to push a game out to stay as long as you can and jump 2 more games the same day and try to convince them to spend 5 Robux and get a few of your competition to do the same also if all 3
other experiences want to earn anything (timezone also). Its weird. But that is what you highlighted. Most games usually last up to 15 minutes, which is like the key zone where you want to be if youre making a loop game. I am saying for any games, not just the quick slop or the high-quality games. anything longer and it voids them if they never
visited a few more games the same day, which is an odd change. This is why I felt like even bigger and tiny games might lose out on those that do not try to have a variety of different games daily. There are a lot of stubborn players who stay stuck in one 1 or 2 games. Maybe there is good and bad in this update. Good for more variety, but bad if youre
trying to have players stay longer in a specific game. At this point, push for big spenders without depending on the creators payout feature. You at least still get that 5 Robux, but thats just like roughly $0.05 (not even valued much since it gets taxed) if this even matters for you, depending on where youre going with the game. 1 Like Why cant you just
add these creator rewards ontop of premium payouts??As someone who owns a smaller/niche game, this is going to hurt more than help. When my game was popular, about 60, maybe 70% of my games overall revenue was from premium payouts (My game only has one gamepass, so we didnt make as much from that obviously) and during the peak of
my games popularity, I was getting approximately 18 robux per player (which I calculated by dividing how much I got in premium payouts on the day I hit my max CCU peak) from premium payouts.By limiting the maximum payout to a measly 5 robux per user - that is, if I even get an active spender who plays my game and my game just so happens to
be one of the first 3 games they play in a day and spend at least 10 minutes in (which again, is unlikely as a) my game is very niche and b) when I checked a few months back my average session time was around 6 minutes) this will drastically hurt the earnings of myself and other smaller creators.Premium payouts are great because even the smallest
developers can benefit from it - if it aint broke, dont fix it! Whilst this new update sounds good at first glance on paper, it personally feels like this is something thats only going to benefit popular games with an actual large playerbase.I really hope Roblox reconsiders this change as this is going to hurt all small developers. Why cant you just have both
these rewards plus premium payouts ontop of that? Hell, even if the rate at which we got premium payouts was reduced slightly and these new creator rewards were added ontop of that, I feel like thatd work better than outright removing them. That way, everyone still benefits. 16 Likes Roblox:say an Active Spender joins 4 experiences in one day in
their local time zone. She spends 2 minutes in the first three experiences, and 12 minutes in the fourth. The creator of the fourth experience would have 5 Robux added to their earned Robux balance.This part is a little wierd because you have to share your success with more games if you want to get 5 Robux per person. I am not sure if yall see this as
a good or bad change besides the other part he mentioned. Do yall trust other studios if youre trying to push for more variety, even if its your own games? This depends on each creator who goes for this formula. SmartyRBX guy was even saying the 15-minute timer and getting people to play and pay is the best way to go for success. Engagement
Based Payout, may you rest in Peace. 1 Like remember when we had a 10 tix per visit payout system? thats better than this. this is watered down and, of course, heavily taxxed.not impressed. i hope to see the day Roblox actually puts some effort into being kind, or even if i dare say, selfless.Edit: Theres no polite way to me to emphasis how horrible,
stupid, and completely inconsiderate the decision to remove Star Codes is. Theres no way for me to describe the decision made here other than as Bad, Foolish, and Another spit in the face to the playerbase/developers.Roblox Corp needs to realise that its not capable of making a good decision under its current leadership, and should stop making
them until @david.baszucki and his chain of command are no longer in the picture 2 Likes Im worried like everyone else, but we cant draw conclusions on how much we will earn yet.I have a game with around 800 CCU average.And these are my average daily active users (as you can see, its not that good), yet its still a lot of unique users who come to
my game daily, if 10% of them qualify for me earning 5 robux, thats 50k robux daily. I wont take any conclusions yet, but I believe we can be a bit optimistic. 4 Likes These changes doesnt make developers want to make higher quality games, itll just turn this platform into a short form content platform where each high payout games will just be
dopamine injector until they get past the 10 minute mark.Games that flow around long play sessions like tycoons are going to become Clash of Clans because most likely theyre going to implement a timer for most actions.And like what people has been saying for a bit now, there is no incentive to catering to premium players if we dont get any
benefits.I like the idea of encouraging fun/quality games and combating AFK games but this is going to cause a huge hit to the quality of Roblox games. 6 Likes Wouldnt it be more fair to have it where the top 3 games the player spends the most time in, in a day, gets the robux?This way it would make it so that the games where the player has the
most fun in and stays the longest in actually gets it 4 Likes I wish I could help you specifically on this since you are doing good, I am not sure if EBP removal will impact you but it looks like Roblox wants you to make a game where they are spending something after the first 10 minutes has been reached. I saw your games, and you are very close to
having a front page game every time I visit your games. 1 Like Nightrains:Im worried like everyone else, but we cant draw conclusions on how much we will earn yet.I think we definitely can draw some conclusions, at least. I can confidently say that one single Premium user playing my experience will earn me more with the current Premium Payout
system than this new EBP system. So Id already be losing at least 75% of my earnings per Premium user. Obviously this has other variables, but the old system definitely pays out more. 7 Likes It seems like encouraging players in our games to get premium isnt going to be worth it anymore.Overall, it seems like a lot of games are going to be making a
lot less money. However, I do see the platform healing by not rewarding afk-engagement gameplay patterns anymore; where games would encourage players to leave their computer running 24/7 for rewards.Im optimistic, but Id like to see a comparison of how much a game mightve made with engagement-payouts vs creator rewards. 2 Likes I dont
think using premium players is accurate, there could be a significaly higher amount of players who qualify for earning 5 robux since its not exclusively premium players, as far as I know.I said only 10% of my daily active users, but thats still a lot, I earn around 3k daily from premium payouts, so even if just 2% of my daily active users give me 5 Robux
thats already 7k more than what I earn from premium. 1 Like Roblox:However, the reward will only be given to the first three experiences the Active Spender launches that day.This means if your game was the fourth / fifth / sixth etc. game that the Active Spender plays that day, you will get nothing. This is really unfair to everyone and im not sure
why they thought this was a good idea? 10 Likes Yeah its EXTREMLY Strange and unfair i cant believe someone approved thatYou better be the first 3 game they will play today otherwise get nothing! 6 Likes Im considering that 2% of my daily active players would be those who are active spenders, played my game for at least 10 minutes and played
it before 3 other games, that would give me 10k daily, which is 7k more than what I earn already from premium payouts.I could be completely wrong still, but so far I see this update having some potential. 1 Like So basically if my game is engaging and has an average session time of like 20-25 minutes I just dont get paid for the last 10-15 anymore?
This seems like a downgrade from the engagement payouts. 9 Likes That 2% is an arbitrary number, I dont know what will it be, but I think it would be still higher than the percent of premium users who visit my game, even after the limitations I believe there are significantly more users that can be considered active spenders than premium users. So
this system rewards 10-min slop games instead of games players genuinely have to spend time in to grind, whether through being active or AFK? How is this a positive change? Unless I am reading this entirely wrong. 6 Likes Page 5 Roblox:Active Spenders are Roblox users who have spent at least $9.99 on Roblox in the last 60 days, and did not sign
up or reactivate their Roblox accounts in the same window.Does this number include money spent on premium subscriptions? I am confused, so from what I am reading is that games that get botted will earn more than games that are not"creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside their experience throughout
a day provided its one of the first three experiences they launch that day. "There is no way this is considered good so frontpage games are the only games that will be profitting the most out of this.How is this better than what we currently have? can we have a comparison between both run by Roblox simulations?FYI the Audience Expansion reads like
a pyramid scheme 4 Likes Oh goshIm very concerned how this will turn out, especially for smaller creators. What do you mean premium payouts wont exist anymore?? Can this not just co-exist with it? Why do you have to remove and replace the other? Also 1 month notice and a 60 day holding period? Yikes 12 Likes This is quite disappointing.My
games dont have a repetitive gameplay loop as its a one time experience, but it takes roughly an hour to finish. Premium payouts was the only way I really make anything since I only take in donations.I understand the idea of killing those afk games, but in turn, it hurts creators who do create longer-winded games. I dont see why the limit has to be to
10 min : 5 robux. Isnt holding a player for an hour in an engaging experience better than them game hopping every 10 minutes or just afking? 4 Likes I had the same question, looks like B, C, & D Roblox:For example, say an Active Spender joins 4 experiences in one day in their local time zone. She spends 2 minutes in the first three experiences, and
12 minutes in the fourth. The creator of the fourth experience would have 5 Robux added to their earned Robux balance. The creators of the first, second, and third experiences would not because the user spent less than 10 minutes in each. Currently, Im earning this amount of Robux daily from premium payouts.With an average of 424 sessions from
premium users.Thats 5,86 Robux per premium user who played my game daily (average), its not much more than this new system.This is my average daily active users count.Out of that, only 0.31% average are premium users.So, as long as the percentage of users who qualify for me earning robux with this system is higher than 0.31%, Im earning
more robux. How are you so confident that those users will be much less than the number of premium users? I barely see any premium user in my game, I believe there is a much higher amount of what Roblox considers active spenders than premium users, even considering the other limitations, how do you know it will be far less? 2 Likes Being more
transparent is a shift we all have been waiting for. A lot of people I have talked to about this are concerned that their games will earn less.Well so far its all just speculation Well see the effect of this update soon enough after its release I guess.Looking forwards to it (: Thats extremely understandable and it makes sense at face value, but if you read
the hidden clause like your experience needs to be one of the first three it gets concerning, you do not know whether or not your ccu always plays your game in the first three 2 Likes I know, Im consider that and I still believe it could be higher. I know it will be less because active spenders do not include $5 tier Premium or $5 direct Robux, which is
what almost everyone who buys Premium will get.Im confident because I have seen 20-25 Robux from a single Premium user playing the experience, likely because theyve played for a longer period of time. So if that same person would now only earn me 5 R$, I dont see how this is beneficial. Perhaps this evens out the more users your experience
gets, but this definitely seems to harm smaller experiences the smaller they are. 2 Likes Roblox:This reward will be granted to the first three experiences an Active Spender spends time in over the course of a day.What is the reasoning behind this? Why not just the first one, or all of them, or weighted sum of time spent? (weighted sum seems most fair
to me) Roblox:There are no incremental awards beyond 10 minutes of activity per day.What does this accomplish? Without scale here, this pushes games to optimize for being 10 minute experiences, instead of being whatever makes the best experience. Roblox:Your experience must maintain an average DAU of 100 during the 60 day holding period to
earn this reward.This locks out budding experiences and creators which would rely on engagement based payouts the most. What is going on here? Roblox:While these changes are designed to benefit most experiences, experiences that previously had unusually long session times may see reduced earnings. To maximize your earnings, we recommend
optimizing for fun, repeatable loops that encourage users to return to your experience every day.When I think of a fun game, its a game that I look forward to playing when I have time through-out the week, not a game that I feel compelled to play for 10 minutes daily. 19 Likes So could you share your statistics? Maybe you have a game with a very
high average session time, but for me this system works very well and I believe 10 min play time is very average on Roblox.I said I believe there are much more active spenders than Premium users, including the $5 tier premium users. (This is based on my sales, which are the vast majority coming from non-premium users) Nightrains:Maybe you have
a game with a very high average session time, but for me this system works very well and I believe 10 min play time is very average on Roblox.I only have an issue with this specifically because it stops at 10 minutes, and because its the first 3 experiences only (that reach the goal first, I assume). This should be applied to every experience that the
user plays, based on how long they play for. I dont mind the minimum of 10 minutes, but I mind the cap of 10 minutes. Why cant I earn more for longer play sessions? Isnt that a good thing for Roblox?I dont mind a maximum limit for playtime that matters (maybe an hour or so), but being rewarded only for 10 minutes is not great for the kinds of
experiences I typically work with. Im also not a fan that it only counts at $10 and above, but maybe youre right and thatll work out, its mainly the previous things that I have an issue with. This makes me feel like Ill have to move towards over-monetizing my experiences, which I didnt have to do previously.The whole reason Premium Payouts were
created originally was to support creators that make experiences that arent focused on monetization, such as showcases. 1 Like That explanation doesnt clarify priority. If the earnings are calculated at the end of the day based on total engagement across multiple sessions, does a game get ranked in order by the start/end time of their first session, or
the first session in which they pass the 10 minute threshold? If its by the first session regardless of length, then the answer is A, B, & C.Or alternatively, it could be that each day there is a per-user budget that gets reset and payouts are instantly awarded as soon as engagement for an experience crosses 10 minutes. In that case, it would be B, C, and
D. So basically, this update will effectively:Reduce revenue for games with long playtime (ironic considering this is supposedly about engagement)Removes engagement based revenue for games with under 10 minute playtimesRemoves basically the only incentive to give premium benefits in our gamesMoves a large portion of the Robux being paid
out to the top games on the platform (only the first 3 experiences engaged with get a payout, Roblox pushes the same few games on the front page)Allows Roblox to continue prioritizing the top 1% of developers while being able to pay less Robux out overall (gotta feed those shareholders right??)Another destructive change for the Roblox GameDev
community being displayed as something we should be thanking and glazing Roblox for lol. So disappointing. 9 Likes Sir get down, sir!Youre going to experience a drop from 5.86 robux per active premium user 5.00 robux per active premium user,Your money will be held for an extra 30 days so you will have less money via TVM.,Only the first 3
experiences will earn money, if your game isnt one of the first three experiences you wont earn any money from those premium users that day,You wont earn any money from any premium user that purchases the the cheapest option for the first month because they arent qualified as an active spender.,People who purchase the premium 450 package
arent qualified as active spenders because they only spend $9.98 every 2 months.Yes if we say things like Oh we can not say its bad without trying it, instead of that Roblox should share how this would work with proper simulations as would any company that makes changes on how their economy moves around they would run simulations, show how
it works and explain why it is better.Adding on as Vital said this literally would intice developers to change the course of their games instead of what they always advertise powering imagination, gacha games FTW! 8 Likes I said before that if only 2% of my daily active users count for earning 5 Robux I will be earning 7k more Robux than from
premium, even with 1% I will earn twice, this is considering the 3-game limit, because if they didnt put that limit the percent of qualified players could be around 20%-30% and thats a lot, that would make anybody rich. MagikManz:Youre going to experience a drop from 5.86 robux per active premium user 5.00 robux per active premium userlts not
per active premium user, this system is not exclusive to premium users, and 5.85 is an average number; its sometimes less. MagikManz:Only the first 3 experiences will earn moneyYeah, Im considering that. MagikManz:People who purchase the premium 450 package arent qualified as active spendersl already said, I believe that what this system
counts as active spenders are many more users than premium users, even the $5 tier. (This is again, based on my game sales) Nightrains:I said before that if only 2% of my daily active users countThis is already a bias towards larger experiences. Nightrains:this is considering the 3-game limitHow are you considering that? Nightrains:because if they
didnt put that limit the percent of active spenders could be around 20%-30% and thats a lot, that would make anybody rich.It can be spread out between the experiences, rather than concentrated into the first 3, which is how Premium Payouts currently works. Nightrains:(This is again, based on my game sales)These results may vary dramatically
based on many factors, such as the type of game, what you sell, your audience, and a number of other variables. There is no point in going back and forth, you do not have to believe what this system counts as an Active Spender because they specified it in the post Active Spenders are Roblox users who have spent at least $9.99 on Roblox in the last
60 daysYou are not considering the fact that only the first 3 experiences will earn money because you have no idea what is going on in your games premium payouts, whether or not your game is always in top 3 etcAnd you (not you specifically) still have no idea how the current premium payouts actually runs, they never disclosed that and they will
never disclose it.If we look at the current games in Roblox -If I were a Roblox Player the first games on Roblox I would join are ones that progress offline, not Phantom Forces, especially in the morning.If I were a kid and had time in the morning before going to school/going out I would join those games play for the amount of time and leave thanks to
this my game will make from almost no robux to entirely no robux! wow thank you roblox 22 Likes Page 6 I perfectly know what this system counts as active spenders what I said is that I believe they are more users than premium users. (I wish I wouldnt need to go back and forth) MagikManz:And you (not you specifically) still have no idea how the
current premium payouts actually runsl said I earn 5.8 robux daily from premium user, that is directly taken from my Engagement Payoutsstatistics. MagikManz:You are not considering the fact that only the first 3 experiences will earn money because you have no idea what is going on in your games premium payouts, whether or not your game is
always in top 3 etcl dont know what you mean, the engagement payouts statistics says everything I need to know about whats going on with my premium payouts, I already showed my statistics.If you mean how are the robux per premium users calculated then I dont know how, but I know its 5.8 per user, and that 0.31% of my users are premium, this
is with a 10min average session time, which is just what I need with this new system.Although I will say, I dont have any idea yet of how this system will end up being, Im not taking any conclusions, Im just assuming like everybody else. Spathi:This removes engagement based payouts from games that have an average session time less than 10
minutes, they get nothing.Changing it to playtime would solve this. Thats a mistake in my reply, it is based on playtime of each individual user. truly the best way to rid the platform of genuine passion and games made by people with pulses in favor of robotic monotonous slop 1 Like This is hands down one of THE most awful decisions Roblox has
made for creators.Premium Payouts were the only way for creators with true passion and drive to make good games to monetize their content. This just feels like a spit in the face. To me, and the other developer friends Ive had the pleasure to meet on here.I simply refuse to sell out to Roblox and create a monotonous, boring, repetitive, dopamine
inducing, addicting slop game. If they dont do anything about this, I (and many others, I suppose) will have to heavily consider changing game engines altogether.Great job Roblox, get rid of the very last people with drive to create content with passion and soul on this platform. Truly, the definition of corporate greed. 11 Likes I wasnt even aware of
the creator program to begin with, but honestly this evolved audience expansion programme sounds pretty awesome for smaller devs! Well see how much it benefits everyone as time goes on, but so far it sounds pretty promising! The fact that they are not showing data probably means that like with regional pricing we will lose money. With regional
pricing they focused only on the number of users paying but did not say anything about the actual revenue shift. 1 Like I will no longer be putting special bonuses for premium players in my games, and also striving for exactly 10 minute play-times, no more, no less. Why even try to make high-quality games that players play for longer than 10 minutes,
when you can make brainrot simulator #5030293190 with an average playtime of 10 minutes! 3 Likes I honestly like this change.For those complaining, Premium Payouts shouldnt be your games sole income source, and this change will dissuade developers from implementing AFK mechanics in their game to farm Premium Payouts. Id say this is a
win. 1 Like eatablerock:For those complaining, Premium Payouts shouldnt be your games sole income sourceThat was the entire point of Premium Payouts. It allows for less monetized experiences to succeed as they are, or even experiences with no monetization like showcases. This is exactly how Roblox advertised Premium Payouts when it was first
released. eatablerock:his change will dissuade developers from implementing AFK mechanics in their game to farm Premium Payouts.Firstly, they could easily have a higher cap, say an hour or so. But they stuck with a one-time 10 minute reward, once every 24 hours per user. Not to mention that this only includes users who have spent $10 or more
in the last 60 days (whether that be buying $10 worth of Robux or Premium), and it only counts if your experience was one of the first three games that user played that day.Also, new users or recently reactivated accounts dont count for the first 60 days, regardless of if they had spent money or not. Plus theres also a 60 day holding period rather than
the current two weeks.Additionally, this doesnt discourage AFK experiences either. Playtime and CCU still looks good with those types, which help their experience in the algorithm. This hurts everyone that its meant to help, and almost nobody else. 3 Likes Roblox:creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside
their experience throughout a day Roblox:Active Spenders are Roblox users who have spent at least $9.99 on Roblox in the last 60 days, and did not sign up or reactivate their Roblox accounts in the same window. 2 Likes I believe that Roblox meant spending $10 to buy Robux or Premium, not anything from experiences themselves (except maybe
USD subscriptions, Im not sure). This update basically takes money from the developers and you are defending it. It doesnt matter that it is not the main source of income, it is still extra money that developers need, especially with terrible roblox cut. Some developers will have now 24.5% share instead of 26.2% (because not all games have playtime
above 10 minutes). Actually this is funny that we are funding these terrible updates that only take more and more money from us. 2 Likes See, I dont necessarily disagree with the fact that Premium Payout shouldnt be your only source of income.But the fact is that some creators like I saw potential in Premium Payouts to at least give us a little
monetary value for what we create and for that now to be gone? Not to mention, one and done games with no replay value like story games I make are now just completely profitless.I just want to put in perspective. My game is at least 45 minutes long, averaging about an hour for those who complete it. Im not even guaranteed 5 robux because what if
that was their 4th experience of the day? My game doesnt offer replay value because its a one and done story so if that player did have premium, I just got absolutely nothing, whereas before I would at least get 45 minutes of their premium value.Now you can blame me for making it have no replay value or for not monetizing, but for someone who
wants to create rich player experiences, this update is just a spit in the face at this point for creators like me. 10 Likes Ultimately, with the new program, Roblox is encouraging developers to have users constantly spend real money (to buy Robux or subscriptions) so that they can earn income (because an active spender needs to have spent $9.99 on
roblox within the last 60 days) on top of the robux commission they already earn inside of experiences through one or more of the following ways;Source 1 Like So you are basically saying that 10 min games are slop, are you considering your own game, which has an average 10 min session length? Engagement payouts (colloquially known as premium
payouts) accounts for half of my experiences income. I was going to implement premium exclusive rewards but do not know how to feel about that. YSB:have spent $9.99 on robloxActually, this is one thing I didnt consider until now. Im not sure if this is what Roblox meant in this post, but I know that Roblox doesnt count Robux as spent until theyve
actually spent them in an experience or something. But thats still spent anywhere, rather than in the specific experience, if thats what you meant.As for the rest, Im not sure exactly what youre meaning by bringing that up. I dont have an issue with Robloxs share because there are a lot of costs that actually go into Roblox, and Ive heard that theyre
still actively losing money (which could explain their desire to make cuts like this, and also theyve recently gotten a new Chief of Finance). However, I dont appreciate Roblox offering less and less for that same 75% to 80% cut. Im not sure what the ideal solution would be, but hurting developers seems like the last place they shouldve gone. 1 Like
Roblox:Active Spenders are Roblox users who have spent at least $9.99 on Roblox in the last 60 days, and did not sign up or reactivate their Roblox accounts in the same window.How effective will this be, and is this trying to silently phase out premium 450 as a valid means of engagement reward? This new change is REALLY buns man, please dont
make this go into effect. Not a SINGLE soul wants this change. its so bad.No reward, even for premium users? Whats the point of premium, then, marketing towards premium users? NONE!Was someone on something while they thought about this at the board? 6 Likes Page 7 It doesnt matter if they spent the Robux or not it matters if theyve made a
cash purchase (adding up to $9.99) on the platform within the last 60 days to be considered an active spender. 1 Like Roblox:unusually long session timesWhat do you define this as? 15 minutes? 20 minutes? 50??? 1 Like Roblox:earned Robux will be added to your balance automatically after a 60 day holding period.Isnt that just excessive? Nobody
wants to wait 2 months to get robux Whats the holding period for the old system? 3 Likes Do lifetime premium users or yearly-paying premium users count as active spenders?Yearly-paying users spend money on premium every year as it is cheaper that way.Lifetime premium users are users that have spent $ 450 USD on the legacy Builders club for a
lifetime subscription. They would not be purchasing anything on Roblox nowadaysHow I see it, it would make more sense to have all premium players count as paying users. 4 Likes Fate:That was the entire point of Premium Payouts. It allows for less monetized experiences to succeed as they are, or even experiences with no monetization like
showcases. This is exactly how Roblox advertised Premium Payouts when it was first released.It just wasnt though, it was to drive devs to build more engaging experiences which are also typically more profitable (players spend more in games they play more).I definitely have reservations about this system but this is a mischaracterization Creators
earned over $922 million in 2024 and are on track to break $1 billion in 2025And your next move is to replace a system that paid more creators fairly with one that only rewards those whose players spend money?That sounds less like supporting creators, and more like saying:Wow, yall are earning a lot lets make that harder. 10 Likes Terrible change
that doesnt seem to have been thought out very well. Who thought it was a good idea to give 5 Robux for 10 mins+ of engagement, regardless of increased time spent? Why would a game be rewarded the same amount of Robux for engaging a player for 10 minutes as a game that does so for 1 hour+ ?All this change will do is shift the meta to
encourage games to create a daily OP reward that players can claim after playing for 10 minutes. Thats all that will matter to them.This encourages short replayable round-based games and the slop games and punishes meaningful games which could suck in an interested player for easily an hour or more.Not to mention the little time weve been
notified before this releases, its just a massive slap in the face to any well made enjoyable games, and will completely kill the little innovation that the front page seems to get anyway.Assuming that this is an attempt for Roblox to cut costs with the current meta which involves having AFK rewards, why would you not improve AFK detection so that
AFK players have their engagement time capped or completely unregistered instead?This solution to the problem by only making 3 games a player joins per day eligible is a complete joke. There are thousands of games and most players will hop between multiple games that they play. Why should the 4th game or more be punished purely because
someone decided to play 3 different games beforehand? If a player spends 10 minutes in 3 games, and then spends 2 hours in their 4th game, the 4th game gets nothing.And whats with the 60 day holding period? Two months to see any of our earnings from this??It just makes me angry. I pray that this gets cancelled or at least severely reworked. But
Roblox has a history of being too stubborn with changes that they announce which receive overwhelming negative feedback. 9 Likes Transparency is cool, but this is an insane change to make on short notice. My game makes about 20% to 25% of daily revenue from premium payouts depending on the day. With no real way to estimate how many of
our DAU would be an active payer, I have no idea if this is going to help or hurt us.Also 60 day holding is absurd. How are wait times for everything getting even longer as time goes on. 1 Like Count all premium subscribers as Active Spenders, and I could see this being beneficial. Unfortunately, it seems that this is a lot less likely to generate games
any sort of revenue. Especially with the selection of players that can contribute and the restrictions on what games can receive it.The front page will likely be where most of users first 3 games played originate from. I dont think it is unfair to assume that a smaller game wont likely be in many users first 3. If anything, this will promote popular games
to make more money. 2 Likes whats the waiting period for the old system? if its an absurd increase of like 30 times waiting period from the old to the new system, then they might as well just delete the system entirely This is quite literally what they said, nearly word-for-word. They literally said this at the RDC. They gave showcases as a very specific
example. 1 Like VillainousFella:And your next move is to replace a system that paid more creators fairly with one that only rewards those whose players spend money?The original system also rewarded developers who had paying users, it was called premium payouts. You got a slice of the premium subscription Will users subscribing to premium
count as active spenders? For example, if a user is subscribed to the lowest tier of premium but does not buy any robux separately, they are technically only spending $9.98 every 60 days. Would they still count as an active spender? 1 Like Fate:This is quite literally what they said, nearly word-for-word. They literally said this at the RDC. They gave
showcases as a very specific example.Not finding anything like what youre saying online. Can you show me what you mean? Unfortunately, it almost seems like roblox is trying to class the premium 450 spenders as poor plebs that can barely interact with any of the premium-related systemsWhile it would exceed 10 in my local currency over 60 days,
theres nothing clarifying whether or not regional currencies are counted as such 2 Likes Synical:Count all premium subscribers as Active Spenders, and I could see this being beneficial. Agreed, if not the value proposition for premium players is now effectively zero for devs which i would assume would be a bad thing for roblox as well. Roblox:There
are no incremental awards beyond 10 minutes of activity per day.I definitely think this needs to have another look, if it could snowball to 20, 30, etc minutes with more rewards youd have a stronger drive to create the most engaging games with longest playtime, which is good surely??? 1 Like Okay, I really dont know how I didnt realize this earlier,
but apparently the Daily Engagement Reward (which is replacing Engagement Based Payouts (EBP), aka Premium Payouts) only applies to active spenders which are defined as users that have spent at least 10 bucks on Roblox within the last 60 days. This system has been taking me a while to wrap my head around.So this is even worse than I
originally thought. From what I understand, in order to receive a Daily Engagement Reward:Your game must be one of the users first 3 games that they have spent at least 10 minutes in, on any given day.The user must have spent at least $9.99 on Roblox in the last 60 days. So buying one month of Premium 450 will no longer cut it. EBP was awesome
and it was given completely automatically just for having Premium users visit your game. Absolutely no work on the creators part to set this up, though you could encourage more users to buy Premium by incorporating Premium benefits into your game. With so many games taking advantage of this, youd basically get free VIP in thousands of games.
Seriously one of the best updates related to monetization ever and it was tremendously helpful for small creators.Why make EBP so much more complicated? Is Roblox low on funds or something? I feel like this is going to kill so many games monetization. Maybe their idea is that, instead of making an active Premium subscription a requirement to
receive EBP, theyre expanding it to other purchase options like Robux packages, but also trying to balance it out with other requirements. So if a user bought $10 worth of Robux, theyd now be eligible to give you EBP.So theres not much of an incentive to encourage users to buy Premium now only to encourage them to buy anything at all. Im not sure
if T like this. Feels like this is just going to encourage more aggressive monetization. And the 10-minute requirement is going to encourage games to be as addicting as possible.Premium benefits were a great way to drive engagement from Premium subscribers. Just joining a game and immediately receiving some bonus features was really cool. It
didnt feel aggressive at all. And youd receive benefits in so many other games as well, so everyone wins. 12 Likes I feel like a slightly more fair system would be starting with 5 robux for 10 minutes of playtime, 10 robux for 30 minutes, 15 for an hour and 20 for 2 hours or more, while automatically counting premium as active spenders and increasing
the threshold to like 10 games/joins within a day or somethingEither that, or just make it a gradient where you will start earning like 1 robux after 10 minutes, with it slowly reaching 20 as 2 hours (or whatever would fit better) are approached 1 Like For the new one, its basically saying no more premium payouts. I may be wrong Page 8 This is,
absolutely, the single worst change Roblox has ever produced for the creator ecosystem. In the entire history of Roblox.What exactly are we doing here guys??? Why are we punishing developers who hold players inside of their experience for a significant amount of time? Why are we excluding the lowest form of premium - inarguably the most popular
and most common form of membership players have - from this? Why are we implementing a TWO MONTH holding period??? And why are we not giving developers more of a heads-up about this significant revenue change?What about experiences that arent monetized in traditional ways - creative and unique experiences like Block Tales? What about
experiences that are algorithmically pushed in areas where players, generally, do not have much disposable income? Why are we pushing away developers who choose to create creatively? Is Robloxs vision for the platform that every game has to be scientifically engineered to siphon as much engagement and revenue out of a player as possible?I



would really, really love to know the thought process behind this decision and have more transparency from Roblox leadership about what exactly went on behind the scenes. This is a massive, absurdly large change to be dropping onto the developer community to offer absolutely no explanation with beyond boilerplate corporate slop-talk. 21 Likes 29
Likes Thanks for all the great feedback! Here are answers to some of your most common questions:Creator Rewards was designed to boost earning opportunities for all creators, and better recognize the contributions of emerging creators than the legacy EBP program. On average, we expect that smaller experiences (outside the top 10,000) will see
an even larger percentage increase in earnings from Creator Rewards.We offer credit for the first three experiences active spenders enjoy each day, to reward the content that brings users to Roblox each day. We considered several different attribution options; crediting only the first weighted rewards too heavily toward top experiences, while
experiences after the third were less likely to be the reason for a users visit. Three daily sessions ensure creators, big and small, have a fair chance to earn in our new program.A key element of this system is the 10-minute engagement threshold, which serves as a proxy to identify deep enjoyment and engagement within your experiences. Our goal is
to reward genuine fun and enjoyment over grindy gameplay mechanics.Furthermore, were expanding the pool of users you can earn from. The criteria now include Active Spenders, a much larger group than just Premium users. Its important to note that all Premium and subscription spend also counts towards the $9.99 Active Spender threshold. This
means youll get credit for a larger portion of your player base than the previous Premium Payout system.We understand our 60 day holding period might cause concern, but its necessary to ensure the validity of all purchase events; Similar to the legacy EBP program,where credits accrued based on 28-day engagement totals and were then subject to
an additional holding period. This process allows us to confirm genuine user engagement and purchases before releasing funds.Finally, when we say earnings are uncapped, we mean theres no fixed pool of money for Creator Rewards. As the Roblox platform grows and more users engage and spend, your potential earnings will grow along with it. 11
Likes This feels like something that Roblox is doing to increase their stock prices, and benefit their investors more than something they are doing for their developers. By encouraging people to spend more than the amount for the basic tier of Premium, they are effectively trying to become more of a multi billion dollar company than they already are
while giving inconveniences to devs in general (some bigger devs would also lose out due to nature of their games). As such, this might even make players less willing to spend on Roblox since their favourite games would not have the premium benefits they once had. Getting whale spenders in a game would be the only way to earn money as a smaller
developer now, but considering their nature not many would be willing to pay a lot for a game that is not on the front page, therefore causing newer/smaller developers to earn less robux in general, even if their game is not the type to encourage AFK.edit: Also, apparently you can only earn the Audience Expansion Award only after you have devexed?
That means that new developers who are just starting would only have a maximum of 5 robux earned per player for each game every day, and it is not guaranteed even if the percentage of spenders over $10 is higher than those of premium players. 6 Likes Seems its over for small developers I hope Roblox wont push this update 19 Likes This still
sucks, its WRAPS for all us small developers HOORRRRAAYYY!!! 7 Likes This feels like an unfortunate timing with the grows offline games that accumulate terrible playtimes due to the fact that the average player will only spend a few minutes to check on their crops/brainrots/honestly whatever and then go back to do something else, compared to a
developer who offers a meaningful, enjoyable playing experience that might even last for hours at a time. They both get rewarded the same. 8 Likes That doesnt answer anything?Theres no mention of premium overriding the threshold and directly counting towards active spenders, the 60 day holding period makes sustainability questionable, and
simulators could just add some 10 minute session bonuses and get robux that wayl understand the sentiment of expanding premium payouts to active spenders in general, but this just aint it, it just aintThis whole thing could have been avoided if the whole spent 10$ in last 60 days thing was just tacked onto premium payouts as a secondary eligibility
method 5 Likes Is there a way to opt out of this feature entirely? (Not just by reverting to the old system, but by disabling it altogether)Some games, including my own, are intentionally made not for profit. This allows us to enter into agreements with companies to use their IP (e.g, branding) under the condition that minimal profit is made. It would be
extremely helpful to have an official way to opt out, rather than having to account for these sorts of features in our agreements. 4 Likes Just dont.Premium payouts are a way for us small creators to sill have funding and invest in our games 1 Like My game earns 81% from premium payouts at the moment, not cool that we now have a month to totally
fix it or earn no money. This also blatantly hurts smaller games which is never a good thing. 6 Likes Sorry it took me nearly an hour, there was a lot to go through, but here it is: Now I guess it wasnt word-for-word (or maybe they said it at some other part of RDC more clearly or perhaps in a future RDC, but I cant be bothered to find it). But the part
Im talking about is when he says this following:There are several developers I know who make amazing content, theyre in the top 50 as far as time spent, who are incredibly passionate about the art of creation, and arent really trying to monetize too much.Theres also thousands of developers who, when try try to get started, are more focused on fun
and engagement, than just monetization.Then he goes into introducing their plans for Premium Payouts. 7 Likes Roblox:We offer credit for the first three experiences active spenders enjoy each day, to reward the content that brings users to Roblox each day. We considered several different attribution options; crediting only the first weighted rewards
too heavily toward top experiences, while experiences after the third were less likely to be the reason for a users visit. Three daily sessions ensure creators, big and small, have a fair chance to earn in our new program.There are many examples in this thread about why this is a bad idea. Players may join experiences for their daily rewards, play for a
while, and then go on to the next experience. Regardless, I dont see why this cant be spread evenly across all experiences that a player plays in those 24 hours, just like Premium Payouts do currently. Roblox:A key element of this system is the 10-minute engagement threshold, which serves as a proxy to identify deep enjoyment and engagement
within your experiences. Our goal is to reward genuine fun and enjoyment over grindy gameplay mechanics.This literally does the exact opposite. Grinding games == more playtime. I dont mind this minimum, its the maximum that bothers me. Roblox:Its important to note that all Premium and subscription spend also counts towards the $9.99 Active
Spender threshold.This is good news at least, as long as it includes the $5 tier as well. Roblox:We understand our 60 day holding period might cause concern, but its necessary to ensure the validity of all purchase events; Similar to the legacy EBP program,where credits accrued based on 28-day engagement totals and were then subject to an
additional holding period. This process allows us to confirm genuine user engagement and purchases before releasing funds.I doubt it, but I cant really argue what I dont know. But I do know that it used to be two weeks, and now its two months. Roblox:Finally, when we say earnings are uncapped, we mean theres no fixed pool of money for Creator
Rewards. As the Roblox platform grows and more users engage and spend, your potential earnings will grow along with it.Im not sure if this was ever capped before either. The issue we have is that youre not only limiting it to the first three experiences, but more importantly, youre also only rewarding the first 10 minutes. There is literally no reward
for longer playtime beyond 10 minutes. So, as others have said, developers might as well make 10 minute experiences rather than experiences that are fun for as long as you want it to be. You can still put a higher cap for an hour or so, where it stops rewarding, but only one reward per 24 hours is ridiculous. 21 Likes I dont see this going well for
smaller developers who arent prioritizing monetization but currently just benefit from the premium payout system. Premium payout is a lot more universal and inclusive of all types of games. There is benefit for the range of engagement: more time - more Robux. Now its a flat 5 Robux if you meet the conditions. And those conditions suck If someone
plays their 10 minutes each in a few different games and then spends hours in another game, that last game gets nothing. Seems a bit unfair that the more engaging game here gets nothing.So basically this update is telling off all developers of low replayability experiences. 14 Likes Not a fan of the total starting at $9.99!!'With Roblox Premiums
lowest tier costing $4.99 a month, this VERY CONVENIENTLY ends up being $9.98, just 1 cent off from being a Paying PlayerSeems like a clever way for Roblox to be able to keep more $ 21 Likes terrible idea for games relying on premium payouts 4 Likes Fate:That was the entire point of Premium Payouts. It allows for less monetized experiences to
succeed as they are, or even experiences with no monetization like showcases. This is exactly how Roblox advertised Premium Payouts when it was first released.No, the point of Premium Payouts was to reward devs for making engaging content. The point wasnt to allow less monetized games to succeed. From the original announcement post:
Introducing Premium Payouts!What are Premium Payouts? Its in the very early stages so it will evolve over time, but basically you earn Robux based on how engaging your game is.Next, Fate:Additionally, this doesnt discourage AFK experiences either. Playtime and CCU still looks good with those types, which help their experience in the
algorithm.While true to an extent, this will discourage many AFK games. Theres a whole genre dedicated to it, and these games can only survive due to Premium Payouts. Some of these games are even shameless enough to have the Premium icon in their thumbnails.These games are not profitable without PPs (Premium Payouts), so these games gone
would be a net positive.Im also going to answer a few other replies while Im at it. @DDDDooooommmm1 reallygirlyea:it is still extra money that developers need, especially with terrible roblox cut. Some developers will have now 24.5% share instead of 26.2%If EBP was completely removed, that would leave a 25% share for the developers. However,
its just changing. While we dont know if those rewards are the same amount, that 3% isnt going to 0%.But fine. Lets say, hypothetically, that EBPs are removed. The most you could lose is ~11% of revenue, which can be a lot, to be fair. However, you also shouldnt be relying on something as volatile as Roblox to live off of. @sussiestwetamongus
Tofu:one and done games with no replay value like story games I make are now just completely profitless.Well yeah, its a one and done game. Roblox is taking a loss to keep your game up. If your game is profitless without Premium Payouts, why should Roblox be paying you? Tofu:no replay value or for not monetizing, but for someone who wants to
create rich player experiences, this update is just a spit in the face at this point for creators like me.Its possible to make games with a rich player experience with elements of replayability. Also, Tofu:I just got absolutely nothing, whereas before I would at least get 45 minutes of their premium value.Assuming ~4.2% of Roblox users are Premium
subscribers, theres no way that all of your premium players would be making it to 45 minutes. You likely wouldnt be getting 45 minutes of their Premium value, just saying. But hey, if Im wrong, and youre good enough at game design to keep players engaged for 45 minutes, you should be more than capable of adding some monetization and
replayability to your game.Player count sourcesSource: Roblox User and Growth Stats You Need to Know in 202516.5 million premium users / 380 million monthly users = ~4.2% premium usersTLDR: Complaining about losing free money when your game isnt favoring Robloxs metrics is absurd. Either adjust your game to the platform, accept the loss
of free money, or take your game somewhere else. 4 Likes eatablerock:No, the point of Premium Payouts was to reward devs for making engaging content. The point wasnt to allow less monetized games to succeed.You couldnt be more wrong: Sorry it took me nearly an hour, there was a lot to go through, but here it is: [RDC 2019 | CEO Dave
Baszucki Keynote] Now I guess it wasnt word-for-word (or maybe they said it at some other part of RDC more clearly or perhaps in a future RDC, but I cant be bothered to find it). But the part Im talking about is when he says this following: There are several developers I know who make amazing content, theyre in the top 50 as far as time spent, who
are incredibly passionate ab eatablerock:While true to an extent, this will discourage many AFK games. Theres a whole genre dedicated to it, and these games can only survive due to Premium Payouts.Maybe, but they also sell things. The better algorithm score means more players, and more players mean more potential sales. eatablerock:TLDR:
Complaining about losing free money when your game isnt favoring Robloxs metrics is absurd. Either adjust your game to the platform, accept the loss of free money, or take your game somewhere else.You definitely need to review Dave Baszuckis own introduction for Premium Payouts thats in the reply that I linked. 3 Likes Fate:You definitely need
to review Dave Baszuckis own introduction for Premium Payouts thats in the reply that I linked.Well, in your original reply, you said thats how Roblox advertised it when it was first released, not how Dave Baszuki proposed the idea at RDC. Pretty big distinction.I also watched the video you linked, and at 18:13, he says that he is aiming for the Top
1,000 developer based on time spent to be able to earn $30,000 a year. Even adjusted for inflation, thats still only ~$38,000 a year, from EBP, for the Top 0.01% of developers. I think its reasonable to assume that the top 1000 developers have some sort of monetization in their game, and have games that are replayable enough to stay within the top
1,000.So yeah, I was wrong by saying the point wasnt to allow less monetized games to succeed, when it was in fact for that purpose. However, it was also intended to bridge that gap for games that succeeded in every other metric.Also, Fate:Maybe, but they also sell things. The better algorithm score means more players, and more players mean
more potential sales.I mean yeah, but the types of people playing these games for free stuff are either people who dont have the money to buy items, or people that have premium who wanna get their moneys worth. But when the bulk of your revenue comes from premium payouts, these games will take a huge hit. 1 Like eatablerock:Well, in your
original reply, you said thats how Roblox advertised it when it was first released, not how Dave Baszuki proposed the idea at RDC. Pretty big distinction.I mean, semantics, but fair enough I guess. eatablerock:I also watched the video you linked, and at 18:13, he says that he is aiming for the Top 1,000 developer based on time spent to be able to earn
$30,000 a year. Even adjusted for inflation, thats still only ~$38,000 a year, from EBP, for the Top 0.01% of developers. eatablerock:I think its reasonable to assume that the top 1000 developers have some sort of monetization in their game, and have games that are replayable enough to stay within the top 1,000.Im not sure what this has to do with
what were talking about here. Its also grown a lot since then. But the top 1k experiences arent the ones that would suffer from this change. eatablerock:However, it was also intended to bridge that gap for games that succeeded in every other metric.Yes, the focus is to help smaller studios/developers get up to a place where they no longer need to
rely on it. I think this is great. My issue is that this hurts developers the smaller they are, they way Roblox is wanting to change it. eatablerock:I mean yeah, but the types of people playing these games for free stuff are either people who dont have the money to buy items, or people that have premium who wanna get their moneys worth. But when the
bulk of your revenue comes from premium payouts, these games will take a huge hit.Either way, I still think a cap should be given for an hour or so, rather than only one reward for 10 minutes. Aside from my dislike of the three experience limitation, my biggest issue is that this doesnt reward enjoyable experiences that have play times greater than
10 minutes. (Sorry this took me so long to write, Im a bit distracted atm) 1 Like Page 9 grow a garden grow a community 4 Likes Please allow premium payouts to stay Im a small dev so I wont be earning much at all from this then I would with premium payouts 8 Likes Roblox Finding More Ways to Suck Smalls Devs Drier than a Desert, instead of
adding actual features like EMISSION MAP that came out in the 1970s Maybe??? 5 Likes eatablerock:he says that he is aiming for the Top 1,000 developer based on time spent to be able to earn $30,000 a year.A few things:Keep in mind this is from 2019. In the past 5 years, earning has generally gone up. My game makes nearly $30k/yr from
premium payouts, and we are nowhere near the top 1,000 experiences by playtime were less than half of the that benchmark.For a game with statistically average monetization, revenue from in-game purchases will exceed premium payouts, meaning youre really earning double or more that $30k number. 5 Likes Im not happy with how vague some
things are here.expect that smaller experiences (outside the top 10,000) will see an even larger percentage increase in earnings from Creator Rewards.What about games within the top 10,000? Usually Roblox pairs these sorts of big announcements with something like only X creators will be affected - as weve seen with the recent datastore storage
limits.A key element of this system is the 10-minute engagement threshold , which serves as a proxy to identify deep enjoyment and engagement within your experiences. Our goal is to reward genuine fun and enjoyment over grindy gameplay mechanics.Sure, 10 minutes is fine as a baseline, but what about games that bring even deeper engagement?
A game that brings players to play on the Roblox platform could very well be rewarded in 10-minute increments if it manages to hold players captivated for that long. One of my games for example has a 50 minute average play time with tens of thousands of DAU, should I try to minmax this by locking players to having to spend money to play longer
than 10 minutes?experiences that previously had unusually long session times may see reduced earningsl know you guys have the metrics on this, its not as hypothetical as youre letting on here. Not defining the unusually long verbiage here is just screaming red flag. My thoughts go back to the point above, are we just expected to hook players for
exactly 10 minutes? Games that were built for fun, replayability, and longevity I guess just arent the priorityEngagement payouts are such a big sum of money that could just disappear, its frightening. And with no way to estimate how things go, I could very well lose 20-40% of my revenue which I am using not only to keep my game afloat, but an
entire business behind it. 18 Likes eatablerock:Well yeah, its a one and done game. Roblox is taking a loss to keep your game up. If your game is profitless without Premium Payouts, why should Roblox be paying you?You are right, these games are profitless, all they offer on the platform is unique experience and thats it.Making a story game that
should only be played once is my fault. I understand I wont get people replaying my game, and I get that it can be replayed, but I am here to create one time experiences that are full of life. eatablerock:Complaining about losing free money when your game isnt favoring Robloxs metrics is absurd.Im not complaining about free money, I dont know
where you really get that from. Im complaining about how the current system which has been here for how long, is now being changed which impacts however many few us of that make story games. For a platform that pushes innovation, all this does is incentivize me to make short games to profit. eatablerock:Either adjust your game to the platform,
accept the loss of free money, or take your game somewhere else.And youd probably just say move platforms, but thats quite short-sighted. This platform is bolstered on the idea of innovation, and to just say move platforms is contradictory to what this platform literally stands on. Im just trying to point out some issues regarding how this affects some
games on here that are one-shot games. We may be a small crowd, but I think its worth putting down some thoughts regarding this. 6 Likes Tofu:Making a story game that should only be played once is my fault. I understand I wont get people replaying my game, and I get that it can be replayed, but I am here to create one time experiences that are
full of life.isnt the obvious solution to this having a single hub experience with multiple places hosting unique stories? 1 Like Im not sure how a single hub experience would help with replayability, but to that I raise this.My experiences are fairly from each other, I dont want to group my games in one sector where youd expect horror but you end up
playing a game with heavy story elements.But you do make a good point, I just dont see how grouping different games in one whole would really help. But do provide more information because I am always curious if you have other thoughts than I do as of now! 1 Like Tofu:Im not sure how a single hub experience would help with replayability,If a
player wants to play two of your stories, they return to the same hub, counting as a replay. 1 Like Oh thats what you meant by replayability. I meant replayability as playing the same story game twice over or more than that.I do love story games on other platforms and wanted to bring that experience here, but typically, Id only play it once through
and that was that. Sometimes Id come back to them to relive it, but its not the same really. So thats what makes my games one-shot and I am unlikely to change how that is because I believe a story should be impactful on the first go, like most books that we probably all grew up reading. 1 Like The engagement reward process specified here is
unusually straightfoward for creators and I like that.However, the replacement of engagement payouts negates any reason to add premium benefits into games.Why would developers be incentivized in the future to add premium-only rewards into games? 4 Likes My guess is Roblox is planning to phase out Premium. 2 Likes while it is a solid guess,
one must take into account how much of a nightmare trading would be without restrictons. If premium were to go, roblox would be forced to make trading ID verified only. 1 Like Roblox is quickly becoming a legal child casino and Im sick of itRoblox is no longer the go-to platform for highly social, multiplayer games. Its the platform for cheap, highly
monetized, repetitive idle games full of dark patterns and formulaic grind.Ive been on the platform for well over a decade, and its been my fulltime career for 9 years. Moves like this have turned Roblox into the worst slop machine on the internet. Its already representing the worst part of the mobile app store, but moves like this are actually darker
even than expected- as it directly incentivizes monetization and repetition.Imagine if YouTube had higher payouts to creators who had more consecutive videos watched on their channel? The whole platform would be shortform brainrot slop. Childrens content would prevail, and video essays would cease to exist.Some moments are only meaningful
because theyre fleeting. Not every game needs to be endlessly replayable.What is a story without an epilogue?Edit:For clarification, Im aware this is simply an incentive, not a requirement for making money. But its one that directly takes the type of games I love both playing and designing (high session time, only a few sessions of content, low
monetised) and REMOVES funding from them because it doesnt serve robloxs bottom dollar.If some sect of premium/paid players choose longform games over brainrot, they will no longer be proportionally helping those longform creators.This move shows Robloxs internal priority: money. as fast and cheap as they can get it.And that worries me more
than the financial hit I may or may not incur from this change. 9 Likes A 1 month warning period isnt enough for lots of developers, some even have to change the entire core-loop to adapt the new creator rewards.I do not like this, it rewards dopamine-rush games rather than specifics such as story games. You need to raise the credits cap and have
some sort of worth for premium users.This also makes premium benefits inside experiences obsolete. What will be the point of Premium for the regular user then? 11 Likes There goes our income. Our income was heavily based on the premium payouts as being a small studio with a small player count but they did spend longer time in-game as it being
a tycoon game.Im really losing my mood to contiune as youre losing as small developer more and more. 6 Likes I believe your stance was reasonable. Also, the end bit with the complaining about losing free money and just switch platforms wasnt directed at you specifically, but moreso the overall theme of the replies on this tread.I also have nothing
against innovation; some of the most iconic Roblox games were the first of their kind and unafraid to take risks. I have nothing against that. But when youre making a game that doesnt fit with the algorithm, you shouldnt feel entitled to free money- which youve acknowledged quite well.Im honestly getting tired of the self-victimization of small
developers- the ones who go against the algorithm or dont study it- then complain about not seeing results. If youre willing to accept it, great, but the platform shouldnt need to adapt to your needs. Everyone starts small, but its those who innovate and study the market who are able to succeed. 2 Likes This is quite concerning for me, as I am worried
about the removal of Engagement-based payouts. This is one of the things Ive relied on for Robux, and this will ruin it entirely. Why not include this on top of it instead of removing it altogether? My game relies on people spending more time in the game as well as returning to the game. Premium payouts handled this perfectly and if Roblox listened,
theyd include Active Spenders to the premium payouts system and just add onto it instead of replacing it. Also, why limit it to the first 3 experiences the person plays? Wouldnt this alienate smaller creators right off the bat since they are most-likely not included in that batch?This is not okay, and its questioning whether Roblox will be viable for me in
the future. Please keep Premium Payouts. I cannot risk losing what it earns me. I dont have any other platform I can earn money on, and Roblox is all I have as a solo developer 5 Likes This is such an odd take to me as roblox is built around innovation and this change gives cashgrab games a very unfair advantage, would you rather the platform be
filled with only soulless cashgrabs just because thats whats best for the market? How roblox currently is gives all developers a fair opportunity to make what they want. 6 Likes Roblox:The criteria now include Active Spenders, a much larger group than just Premium users. Its important to note that all Premium and subscription spend also counts
towards the $9.99 Active Spender threshold.Thank you for clarifying this, it makes me feel better about the prospect of this change being good or at least okay. I wish we could compare real transparent numbers between the current system and the upcoming one though. Roblox:To be eligible for the Audience Expansion Reward, creators must have an
account in good standing, and be registered with Tipalti.How will this work for experiences that are owned by groups that are owned by an account that isnt registered with Tipalti? 2 Likes Page 10 I didnt think about it until I read your post, but I do worry about how this platform is more likely to be filled with even more cashgrabs as a result of this
change.Instead of trying to create addictive loops to milk premium payout, I see developers mass creating games to just hit that 10 minute mark and call it. (of course you still need some gameplay to hit that 10 minute mark though)Im not all too familiar with genres outside of horror on the platform, but I think of those cash grab horror games to
spike even worse considering they only have to fulfill a 10 minute mark to cash in on a user now. I wouldnt be surprised if we see a rise in developers just creating 10 minute experiences and onto the next. 3 Likes Thank you for regurgitating what was already posted in the original announcement! Roblox:We offer credit for the first three experiences
active spenders enjoy each day, to reward the content that brings users to Roblox each day.@TheNexusAvenger brought up a good point about the time a game is played. What if your game is played later in the day, or is played several times in broken up sessions? You get nothing out of this system. Roblox:Our goal is to reward genuine fun and
enjoyment over grindy gameplay mechanics.Youre punishing games with sessiontimes less than 10 minutes. Those games typically dont have grindy mechanics. 10 Likes This isnt an update. You just rehashed exactly what you just said with no new information. I still ask the question: How does this earn us more? It only looks like a downgrade.
Everything you said as an upgrade is the opposite of one. Give us the data to prove your claimsYou ruin peoples avatars with your layered clothing update and now you directly take money away from smaller creators that rely on this. Shame on you, Roblox. Pure shame. Downgrades all around 5 Likes Roblox:A key element of this system is the 10-
minute engagement threshold, which serves as a proxy to identify deep enjoyment and engagement within your experiences. Our goal is to reward genuine fun and enjoyment over grindy gameplay mechanics.Im still a bit skeptical about relying on only the first 3 games to reach the threshold instead of some other method of determining deep
enjoyment. As an example, say that someone is keeping an eye on 3 offline tycoons and some long-form game of some sort (ex: Welcome to Bloxburg, to recuse myself of mining stuff). Doing only a couple of minutes in Bloxburg might not make sense for the morning or between breaks at school, so the offline tycoons might get done as they are
relatively quick, and then a 1-hour build session on a mansion build in Bloxburg later. Most likely, the tycoons would get pinned at getting Creator Rewards for however long the Tycoon goes (weeks? months?), while nothing is given to Bloxburg for the week of building with way more hours.This doesnt seem right to me, and will prioritize things like
morning-only login bonuses, and then slapping a 10-minute wait to unlock them. (See: Cobra Effect) 25 Likes You mentioning the cobra effect is exactly what this change is going to result in. Its just going to drown out smaller creators if they dont make grindy games that force you to grind over multiple days. Also, what is the problem with grindy
games? There are people who enjoy it. An example is myself enjoying a small game probably nobody heard about: Cookie Clicker /sRoblox needs to encourage longer play-times because that will result in multiple play sessions and more earned from spending over that longer play time 2 Likes Seems like a downgrade from Original Premium payouts to
me. Or At least EBP but Extremely Limited. Im curious to see what effect this will have on earnings going forward, because this certainly does not sound like more earnings with how limiting it sounds only time will tell. 5 Likes HunterDaFloofer:Roblox needs to encourage longer play-times because that will result in multiple play sessions and more
earned from spending over that longer play timeWhile I do agree that long playtimes are more indicative of a better game (grindy or addictive isnt necessarily better but lets leave it at that), the problem comes with games that almost force the player to go afk so they can progress or something. I knew some people whod leave their pcs on overnight
for whatever reason to get points or something in a roblox game.I think that Roblox encouraging longer playtimes wouldnt help in that case as it seems this was their solution to counter afking.I read your posts, I get your concerns, but its most likely they wont go back on this. Had Roblox had a real way of tracking whether someone was actively
engaging with the content instead of afking, then maybe, but realistically, they have no incentive to really do that.People suggested that the Robux increase by playtime for a cap to a certain point, but its still a band-aid fix. Right now, since we dont have numbers, we just have to see how this will truly affect us and unfortunately, some developers may
have to do a lot of changing to their system.I really dont see why they dont have both premium payout and this new system in place, they could tweak premium payout to not be as much as it is right now (like pre-covid), but still apply and maybe even have a rolloff when the numbers look like they are approaching afk rates. 1 Like Please clarify
EVERYTHING with actual numbers and data to help compare expected before outcomes, as well as expected after outcomes depending where you land in the Top games percentile. 7 Likes Tofu:While I do agree that long playtimes are more indicative of a better game (grindy or addictive isnt necessarily better but lets leave it at that), the problem
comes with games that almost force the player to go afk so they can progress or something. I knew some people whod leave their pcs on overnight for whatever reason to get points or something in a roblox game.I think that Roblox encouraging longer playtimes wouldnt help in that case as it seems this was their solution to counter afking.I read your
posts, I get your concerns, but its most likely they wont go back on this. Had Roblox had a real way of tracking whether someone was actively engaging with the content instead of afking, then maybe, but realistically, they have no incentive to really do that.I do agree with what you say. I never said that encouraging longer playtimes in general, but
longer playtimes that encourage players to come back. I did kind of word it poorly, but I do believe that AFKing should be combated in some form and encouraging players to come back after leaving their long session should be rewarded. Tofu:People suggested that the Robux increase by playtime for a cap to a certain point, but its still a band-aid fix.
Right now, since we dont have numbers, we just have to see how this will truly affect us and unfortunately, some developers may have to do a lot of changing to their system.I really dont see why they dont have both premium payout and this new system in place, they could tweak premium payout to not be as much as it is right now (like pre-covid), but
still apply and maybe even have a rolloff when the numbers look like they are approaching afk rates.Having a playtime cap per day is not just a bad-aid fix, but it is a part of the solution, containing many other parts of the puzzle. I consider band-aid fixes something that is not permanent to make it harder to do something. I want PP to be kept, and I
wouldnt mind if they capped it in some form. As a developer of a roleplay game, longer play times are what I try to focus on as a positive since there is no reason to AFK in my game outside of, well, taking a short break HunterDaFloofer:As a developer of a roleplay game, longer play times are what I try to focus on as a positive since there is no reason
to AFK in my game outside of, well, taking a short breakYea, and unfortunately this just screws over a lot of games that do have that long ACTIVE playtime. Its just really contradictory when they say they want engagement yet this punishes actual engagement.There just has to be a measurement for what engagement actually means if they are
imposing this because its obviously not favoring some experiences like yours that are constant engagement and not afking. I wonder if they will do anything because they definitely know games like yours exist and will suffer as a result, its just coming up with a solution and I truly think pairing a lesser paying premium payout + this system would be
somewhat ideal.But who knows, maybe when we actually get numbers, well be able to give good criticism since we have no basis to go off of now except for what they say. 4 Likes The uncertainty of how well this will go is worrisome for me. Only time will tell how well this will go or if they change this to a better system.I would give a like, but I ran out
of likes. Take this as a form of like 2 Likes Unless I am not understanding this correctly, how would this make revenue for other creators increase if only the 3 experiences they play for 10 mins a day count for revenue? With EBP, it didnt matter if they joined your experience first or it was the 5th they played. This really seems like a shallow move to
block profit off from smaller creators. Instead of distributing the share among all experiences the user visited, its now concentrated for the top 3.1 really hope that this is given some more thought as it makes the whole development process seem so much more cut-throat. Instead of getting something for an experience, you now have to fight among all
the other experiences for a slice of revenue. 2 Likes 100% agree. This makes experiences fight to be one of the first ones a user interacts with as otherwise they wont make the revenue they otherwise would make. To me, it feels like this is encouraging devs to fight for the user, instead of rewarding devs for a user playing their experience. Imo,
something like premium payouts is a lot more fair: you get a proportional profit regardless of when or the order someone plays. Overall, I am pretty frustrated with this and hope we can either get some more clarification or some changes since I feel like in the long run this will hurt the creator economy and harm revenue streams creators have relied
on. 1 Like Tofu:Making a story game that should only be played once is my fault. I understand I wont get people replaying my game, and I get that it can be replayed, but I am here to create one time experiences that are full of life.Didnt even think about games like this. Games and experiences come in all shapes and varieties. Only rewarding ones
that expect returning users chops a whole swatch of experiences out. Games with story or long development cycles between updates will be hurt. EBP would still reward people who make games with detailed story and long play-time. This would just completely cut them off. This feels like something roblox entirely forgot to think about 2 Likes
Fortunately for me, I knew the reprecussions of making these types of games, and I knew I would be making scraps. But for others who relied on premium payout as a main source, it sucks.I feel like there is a lack of empathy or understanding for those who relied on premium payout, especially considering how its been in place for 5 years now. 5
years all to switch up and now punish some developers. Yes, you should never trust that everything will go your way, but for them to make an announcement like this, with no numbers, 1 month to prepare, and so many questions up in the air, its just so disconnected.And I know some people will say that our games dont belong on this platform because
its for repetitive gameplay loops and addictive playing, but I came on Roblox to innovate, to bring something new to the table, to make people feel something when they play instead of mindlessly grinding and clicking away. And premium payouts gave me something, even if it wasnt a lot, I didnt care. But Im not everyone, some people relied on this
and I think its just plain ignorant to not be able to put yourself in someone elses position now matter how lucky, or how entitled you feel about something.I can put myself in Robloxs shoes, I can say that my creations dont give them money, my creations dont deserve anything in return, but its the fact that it did give me something and now its
potentially gone. Im not upset, I understand, but I cant begin to fathom how some other developers on here are feeling. 1 Like honestly, reading this is just making me consider leaving roblox as a platform since its making it basically impossible for many games to make money outside of loading a game up with dev products. AFK games like Grow A
Garden will see the most benefit since people will rather check those games first before playing others. 5 Likes Finally something that benefits all creators and not just the big dogs! Roblox:creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside their experience throughout a day, provided its one of the first three
experiences they launch that day. This payout may change in the future. There are no incremental awards beyond 10 minutes of activity per day. Im glad that this system punishes games that force you to macro/afk in. This form of game development is low quality and cheap imho (although highly effective).Another potential benefit I see with the
system is that it promotes gameplay diversity, where players no longer play just one game throughout their entire session. They can split their 30-60 minute session time into 10-20 minute blocks. Although this would mostly be shallow play.Bad thingThis system stifles creativity. Why should we devs invest resources into keeping players beyond the
10-minute mark if its a significantly diminished return? Im worried that most future games will use aggressive strategies to keep the players immediately coming back the next day and make them wait 10 minutes for whatever daily rewards.Also, this seems to push Roblox games towards short-form content, similar to TikTok or Shorts, or the mobile
daily-play styled games (think about those games where you need to come back the next day to recharge your energy). Whether thats good or bad is yet to be known, but a lot of good, passionate games are going to take a bad hit (think story games).Some Feedback on the SystemGive us time to adjust. Put an extra tab under EBP that shows
projections on how much we would EXPECT to make given the new system, then give us 1-3 months to update our games to optimize for it before the real system kicks in.Do not pit us against each other for the top 3 slots. Im worried about the game theory equilibrium from this. How can you compete with games that use the Wait 10 minutes for
special daily reward gimmick or something worse? Everyone will likely have to adopt this at the expense of the players (imagine joining a game looking to play and half the lobby is AFK for the 10 minute reward).AFKing will likely be even WORSE. Most games will escalate the Stay for 10 minutes for rewards gimmick and promote 10-minute AFKing
instead to reduce friction as much as possible for the payout. The AFKing problem is still there. In fact, its hilarious that Robloxs idle disconnect time is 20 minutes. Whats stopping a normal player from joining, leaving their computer on for the reward, and then moving on?The system should reward games for hitting the 20-minute mark or 30-minute
mark with diminishing returns. Why is that 10 minutes a critical cutoff? This seems more tailored for mobile games and its not even near the length of popular games. Mobile Fortnite is ~20 minutes a session, for example. Similarly to Minecraft at ~24 minutes. Even a mobile game optimized for short-form gameplay, like Clash Royale, is at the ~14
minute mark. I hope this time cutoff is re-evaluated and more flexible.Deep enjoyment cannot be defined as a single metric. While convenient to communicate to developers with, we cannot assign human behavior to a single number. Ive listed a couple of bad reasons why relying on pure playtime is exploitable, and Im sure other metrics suffer the
same issue. I think its best that multiple metrics be used to define deep enjoyment, as it gives us developers more dimensions to work with. If we cant optimize for daily playtime, we can optimize for another metric, such as social interaction, player movement/exploration, friend joins, etc. Any other metric that indicates someone on the other side of
the screen is having fun.This will harm my game. I also want to note that I have done the calculations for my game and it seems the payout is going to be 40-80% of what it used to be for me (multiplayer horror escape game). My game has a lot of stuff to do, so it usually takes 20-60 minutes to do a serious run of the game (avg. playtime is 35 minutes).
It seems my type of game is no longer welcome after this.ConclusionI appreciate it addressing AFK games, but it opens up a new slew of problems. A lot of developers, including myself here, are anxious about where its going to go (and we dont have the data to know!) The system does not seem to be ready yet, based on my thoughts. Overall, It is
doing better than EBP at some things and worse at most. Please reconsider this. 17 Likes First of all, stop lying, my game doesnt have an average of that. Dont make stuff up.Secondly, I never said 10 minute average playtime games are slop. When i say " slop games", Im referring to those people that use predatory monetization, pay to win and
psychological manipulation in order to squeeze the most money out of someone.My own games features none of that. 2 Likes treebee63:Im glad that this system punishes games that force you to macro/afk in. This form of game development is low quality and cheap imho (although highly effective).You can easily bypass this with the new trend in
Roblox that gives your tycoon rewards even after you leave and join back, so they can basically earn free player retention as long as that player spends at least 10 minutes each time they come back. Page 11 Or maybe make the algorithm to benefit everyone? Like TikTok does? Ik, really controversial and radical opinion i have, but game development
should be art form, not obeying artificial algorithm gods that changes every half a year and not cutting your own artistic vision so maybe you can get some visibility Maybe Small Developers wouldnt self-victimization themselves if we had some equity on this platform. And i dont believe in some vote with your own wallet, when majority players play
whats served to them, and search engine on Roblox is terrible, you cant search for games, making you to relay what Roblox brings you. We only want bare minimum, and thats having some benefits, equity and some visibility. Roblox decisions are extremely short term, for short term profits which will damage Robloxes already declining PR for people
outside. If Hollow Knight or Half-Life 2 released under modern Roblox, then they gonna get buried and thats something that should open your eye. 6 Likes This is gonna be an absolutely STUNNING addition! Powering Imagination as Always! 2 Likes This is going to ruin the motivation of so many people that are making games with long sessions, and
5 Robux? Thats actually insane, its practically nothing and especially when you consider the fact that you dont even get 5 Robux every 10 minutes, its just daily. 7 Likes So, I did some looking into how much I earn from premium payouts, and its nearly 50% of my earnings that are going to be completely gone after this change. That is insane! I cannot
reduce my earnings by 50% and I refuse to make any of my games cash grabs just to get by. I am willing to increase some of my prices on gamepasses (as I admit they are fairly low), but I dont think it would be fair to suddenly be cut off from a large chunk of earnings overnight 4 Likes This is a significantly worse model than premium payouts.
Roblox:creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside their experience throughout a day Roblox:There are no incremental awards beyond 10 minutes of activity per day.This alone is already terrible. Premium Payouts provided scaling earnings for longer playsessions. Now, a player that plays for hours only
rewards you as much as someone who plays for the minimum 10. Most games tend to have players playing for sessions that are usually much longer than 10 minutes, meaning Premium Payouts gave more than the new system on average. Roblox:This reward will be granted to the first three experiences an Active Spender spends time in over the
course of a day.This just means you dont gain anything for bringing new players to your game, unless they specifically search for it or are recommended by a friend. This benefits front page games more than anything else. Roblox:but this technology may sometimes group distinct people who share devices or internet connections. Roblox:Misuse or
attempts to exploit the system can result in penalties, including forfeit of illegitimate rewards, removal from the Creator Rewards program, and/or account termination.This just screams that you could be removed from the rewards program at any time, not to mention that this poses a potential risk of a malicious actor creating alt accounts to join a
game repeatedly in an attempt to penalize the creator.My takeaways from this:Flat rewards over scaling rewards penalize engagement.We only get 5 robux per player, per day, whereas Premium Payouts were uncapped and scaled the longer a player played.Nearly no reward from new players playingThe 3 experience cap per day means that, unless a
player so decides to play your game the following day, you earn nothing from new players.System favors front-page games/popular gamesLarger games are easier to discover, and because of the 3 experience cap, the system favors the more popular games, meaning upcoming or niche developers simply cannot compete.No more incentive for
qualityGame quality no longer matters to a developer, as long as they can keep you playing for 10 minutes. This also means sloppy/addictive games are rewarded far more than the creative ones.This whole change doesnt bring better rewards to the developers. It hurts their rewards for making engaging content. There is more incentive to making a
cheap and simple game that barely takes even a day to create, rather than a fully fleshed out and unique experience. This only hurts creativity, and I strongly believe that this change should be reconsidered. 5 Likes ChrisCraft771:My takeaways from this:Flat rewards over scaling rewards penalize engagement.We only get 5 robux per player, per day,
whereas Premium Payouts were uncapped and scaled the longer a player played.Nearly no reward from new players playingThe 3 experience cap per day means that, unless a player so decides to play your game the following day, you earn nothing from new players.System favors front-page games/popular gamesLarger games are easier to discover,
and because of the 3 experience cap, the system favors the more popular games, meaning upcoming or niche developers simply cannot compete.No more incentive for qualityGame quality no longer matters to a developer, as long as they can keep you playing for 10 minutes. This also means sloppy/addictive games are rewarded far more than the
creative ones.This whole change doesnt bring better rewards to the developers. It hurts their rewards for making engaging content. There is more incentive to making a cheap and simple game that barely takes even a day to create, rather than a fully fleshed out and unique experience. This only hurts creativity, and I strongly believe that this change
should be reconsidered.Dont forget that on top of this; these bonuses are given out to you after 60 days compared to the 3-7 days we had before. Yeah, they just really had to make it even worse from there Roblox:We understand our 60 day holding period might cause concern, but its necessary to ensure the validity of all purchase events 1 Like My
biggest concern is how this will affect games. Games that are usually tailored to extensive playtime (some popular examples being Regretevator, Doors/Pressure, Theme Park Tycoon 2) will make significantly reward, and sloppier games would make the most out of the system.The whole system just punishes creativity, in my opinion. 5 Likes As the
creator of a roleplay game that encourages exploration and socializing with friends, this is going to hit me hard. Looking at your games at a glance, I do not doubt that you might get hit hard as well Even though most of them never really took off, since they were usually small projects I only made to sharpen skills that I werent fully confident in, I fear
that when I make a big project, I would only be able to alleviate the loss of payouts by adding donation products or niche perks.though, no significant gamepasses, since I heavily stand against Pay to Win / Pay to boost progress products. 1 Like ChrisCraft771:I fear that when I make a big project, I would only be able to alleviate the loss of payouts by
adding donation products or niche perks.That is, unfortunately, what I have to deal with. I have other games Ive tried to work on with little to no success. The only game I had succeed for me still doesnt earn me as much as people would think it would for it having over 95.2M visits. ChrisCraft771:I heavily stand against Pay to Win / Pay to boost
progress products.I try my best to avoid this type of monetization strategy. Sometimes its unavoidable, but I at least try to balance it the best I can 1 Like has anyone made a creator rewards protest sign UGC yet?Or like a #CancelCreatorRewards tag that can spread around the internet like wildfire, as seen from the boycott about the hatch? 4 Likes
Premium Payouts are a fairly large chunk of my studios income so this is worrying to say the least, and its a pretty small game, I guess only time will tell to see if profits get cut but Im confident that they unfortunately will. 2 Likes The holding period for the old system (engagement payouts) is like 28 days. ChrisCraft771:Games that are usually
tailored to extensive playtime (some popular examples being Regretevator, Doors/Pressure, Theme Park Tycoon 2) will make significantly reward, and sloppier games would make the most out of the system.For all the noise Ive made on this thread, thats actually a good point that I wasnt even thinking about. How would the currently big games that
mostly rely on Premium Payouts be?Rethinking it, I would keep Premium Payouts. Instead, I think Roblox should instead focus on dealing with AFK/Macro players so that games with real engagement like those you mentioned benefit more from the system, instead of cashgrabs with the sole intention of keeping players coming back for 10 minutes
every day.Come to think of it, this update mainly seems to favor sloppier games with more active players, rather than games with less active players who are more engaged.Aside from this update dissuading AFK games (although not entirely), I now think that this update is overall worse than the old system, focusing on getting lots of new players
instead of having a few very dedicated ones. 4 Likes If they are really pushing this update. Please remove the first 3 experiences cap. 9 Likes eatablerock:focusing on getting lots of new playersI feel like this isnt even met with the new system, either.Because of the 3 experience cap, if players enjoy other games more and play those first, that means
nothing for you, even if you get more players. 6 Likes assuming i am not missing anything, this is the decision tree for the new monetization systemso many obstacles for so little to earn 17 Likes A major concern I havent seen anyone mentioning is developers in other countries. Let alone players in other countries. This update would heavily encourage
developers to start targeting players within strong economies that are more likely to spend. From a business standpoint, I can understand why that wouldnt really be an issue. Its fair to want only the best users being driven back to your platform. But some people in other countries literally will not reach that threshold. It would be unreasonable to
assume such a thing.The old Premium Payouts system dodged this issue. Aside from players in Vietnam being unable to utilize premium with the Roblox VNG release. Either way, I cant see how this would produce more income for anyone. I would honestly prefer an honest post announcing, Were in a bind, guys. Sorry.The first three experience cap is
issue number one. Issue number two is that, as clear as this is, it seems quite obvious that this is for Roblox, not developers. This part really catches my eye.In aggregate, we expect creators to earn significantly more over time with Creator Rewards.So, in essence, We know our community. We know a lot of you are desperate. We know youll help
increase payer rates some way shape or form. Unless youre planning on charging more for everything, I cant see a world where this isnt for your benefit. You get to sit back and let your ants scramble around and scrounge up more money for you in a desperate attempt to make this viable again.The main obvious product I believe that is being pushed
while premium is being pulled, is subscriptions. Im going to assume this entire thing is because, instead of getting rewards for thousands of experiences for just $4.99 once a month, you figured youd quietly shift the narrative over so that developers start pushing players to spend $2.99 a month, $5.99, $10.99. I am not personally a developer who
relies heavily on Premium Payouts. But even I can see that this is going to be a net negative-- at least until we get devs who remove newly implemented Wait til tomorrow timers that unlock basic content whenever the player pays for a monthly subscription.And, for creative developers who rely on engagement based payouts, you have a month to
prepare, but even that isnt enough. I hope things work out for you guys, youre the lifeblood of why many adults come back to the platform! Blessings.TLDR; 1: People with weaker currencies-- will they be counted if they purchase similar amounts? Roblox has regional pricing. 2: This is 100% to push per-game subscriptions harder. Roblox wants us to
simply sort it out for them. 5 Likes Another creator (@SkyTheFloof) made a good point:Problem with this: they require people to spend $9.99 over 2 months. 1 month of premium 450 is $4.99, so 2 months of that would be $9.98. i hope this wasnt intentional because if it was that is some SNEAKY business and i do not approve of it if theyre getting rid
of premium payouts. 8 Likes When even higher-profile devs find a feature like this problematic, its very obviously bad for everyone 3 Likes Page 12 This is an issue I didnt consider when doing my analysis of earnings. The point you make about region pricing is even more concerning to me because there is a higher chance that users wont even be able
to reward developers at all, despite buying something that should be US$9.99 but isnt when convertedOn top of that, pushing individual subscriptions is something that also will hurt developers more because they are also restricted in certain countries.I actively avoid subscriptions because I cannot pay in Robux, which most other users would also
prefer as payment. They also give less to the person purchasing it than they would buying premium due to premium benefits in games.They essentially made games that utilize premium benefits for players give Roblox free promotion with no return without premium payouts. Scummy. Very scummy. 6 Likes Please tell me this was scrambled together
in 2 minutes to get the top reply without reading the announcement cause you cant be serious 13 Likes I genuinely couldnt believe they made that a requirement. Its so out of touch its honestly insane. Most players dont play smaller games first thing but rather go straight to front page games. This whole thing will harm smaller developers. 2 Likes
Roblox has had engagement rewards for over a decade, this is actually the opposite. Over the years I have watched roblox slowly whittle down engagement rewards and the playerbase has suffered for it. 1 Like Players dont play games in the order they are on the front page all the time, there is a Continue tab. (and a search bar)Players dont play
games because of the number of people playing a game, it is because of how much they enjoy playing the game. (They may quit some games because they have no other players to play with, but most games only need around 4 people to be enjoyable, and its not like grow a garden puts 10 million people in 1 server)Players dont play slop games
because they are slop, it is because they enjoy playing them. Say Alice is giving away free lemonade. Alice makes the best lemonade in town. Does the town give a lemonade engagement payout to Alice?No! If Alice wants to make money from her lemonade, she needs to monetize it. (By selling it) Alice can still give away as much free lemonade as she
wants, but Alice should not expect to earn money.Say Bob is a Roblox developer. He has a very fun game. Every day, 10 thousand people play his game. Bob does not have any game passes, and his game is not popular among paying users. Should Roblox pay Bob for the non-paying users?No! If Bob wants to make more Robux from his Roblox game, he
needs to monetize it. (By marketing it to paying users and selling game passes) Bob can still create a very fun Roblox game all he wants, he will just not make money from it.I am not saying that developers should all just make slop games, but that if they want money from theirs, they need to monetize it. If they want it to be fun and do not care so
much about money, they can just make a fun experience and advertise on social media.Roblox is a company not a donation center! Are 499 premium players still going to qualify?4.99 * 2 = 9.989.98 < 9.991 cent difference never meant so much ! 3 Likes Please consider including premium payouts in a way, this is a big change on such short notice. 1
Like After this announcement, we ran surveys on our games Discord. Based on the responses, were encouraged by these planned changesWhile Premium Players account for only 15% of our games core playerbase, Active Spenders accounted for almost 70%.Even at a very high (40 minute) average session time, we were only generating an average of
8R$ per premium visit80% of players play less than 5 games per day, and only 10% of our users tend to play our games last, meaning our games tend to be in the first 3 sessions for 90% of our userbase.So to summarize the impact we expect to see, the amount of revenue we get per premium engaged player will drop from R$8 to R$5, but were
potentially getting these payments for 60-70% of our playerbase, rather than the current 15%.Based on this, we expect our engagement revenue will go up.Some other insights that users may find relevant to their games specifically: @eruditionpiri: Most players dont play smaller games first thing but rather go straight to front page games.All of my
experience has shown the opposite! Even when my games have been at the top of the front page (featured on Top Trending), most plays (90% or more) seem to come from Homepage Recommendations, which benefit smaller games as theyre based on objective quality, not player count.@Noble Draconian: Youre punishing games with sessiontimes less
than 10 minutes. Those games typically dont have grindy mechanics.Roblox already punishes games with an average session time under 10 minutes, as for virtually all genres, this isnt anywhere near the benchmark needed to generate homepage recommendations. A game with an average session time under 10 minutes ultimately just needs to be
improved.@hunterk1241: My game relies on people returning to the game. Wouldnt this alienate smaller creators right off the bat since they are most-likely not included in that batch?Our polling found that users who return to Roblox to play a favorite game tend to play that game at the beginning of their sessions. If you rely on returning users, you
will more than likely be included in their first 1-3 sessions. A key point for anyone reading this: there seem to be at least 3x more active spenders on Roblox than Premium Users and that number doesnt include people with Premium 1000 or Premium 2200 (>50% of Premium Users) who will be considered active spenders automatically.Unless youre
making more than 15R$ per premium visit, youre probably going to earn more money through this system. 4 Likes AMathSchmoobubu:Say Alice is giving away free lemonade. Alice makes the best lemonade in town. Does the town give a lemonade engagement payout to Alice?No! If Alice wants to make money from her lemonade, she needs to
monetize it. (By selling it) Alice can still give away as much free lemonade as she wants, but Alice should not expect to earn money.This isnt the situation at hand though, you described another situation in which isnt some peoples reality right now.Alice is giving away free lemonade. Alice makes the best lemonade in town. The town said they would
fund Alice if she gave out the best free lemonade in town.Alice has continued doing this for 5 years now, but suddenly, the town wants to do some changes and as a result, Alice will see a significant reduction in how much funding she gets. Alice must now sell her lemonade for a fixed price, and the consumer isnt happy because now they have to
pay.No one EXPECTS Roblox to be a donation center. Its the fact that IT IS currently a donation center that funds for having people in and has been for the longest amount of time. For 5 years, and now you have 1 month to adapt.Yes, now you have to monetize, that is the situation at hand here. But you must expect there to be backlash for something
that was in place and is now hitting some people in worser ways than Roblox would probably expect. AMathSchmoobubu:Players dont play slop games because they are slop, it is because they enjoy playing them.I also do want to add something that some people could probably resonate with. There is a game called Maplestory and I believe its just a
terrible game. Every time I play, I dont enjoy the time I spend playing, I am just literally addicted and that is all. Most of these slop games are addicting and that is why some people keep playing. AMathSchmoobubu:Are 499 premium players still going to qualify? Roblox:Its important to note that all Premium and subscription spend also counts
towards the $9.99 Active Spender threshold. 3 Likes chesapeake:Even at a very high (40 minute) average session time, we were only generating an average of 8R$ per premium visitOur game was receiving between 4 to 12 robux depending on fluctuations with sessiontimes a quarter of that. chesapeake:80% of players play less than 5 games per day,
and only 10% of our users tend to play our games last, meaning our games tend to be in the first 3 sessions for 90% of our userbase.What is the samplesize for this data? chesapeake:but were potentially getting these payments for 60-70% of our playerbase, rather than the current 15%.Problem with this: they require people to spend $9.99 over 2
months. 1 month of premium 450 is $4.99, so 2 months of that would be $9.98 . i hope this wasnt intentional because if it was that is some SNEAKY business and i do not approve of it if theyre getting rid of premium payouts.The number of players that qualify as an active spender is likely going to be smaller than you think it is. chesapeake:Roblox
already punishes games with an average session time under 10 minutes, as for virtually all genres, this isnt anywhere near the benchmark needed to generate homepage recommendations. A game with an average session time under 10 minutes ultimately just needs to be improved.This is not the case. The session time is heavily impacted by:The type
of players you get. Their age, what device they are on, etcThe genre of game. A social game is going to have much longer session lengths than a short round-based game.Sorry but just increase your session length lol does not work when we lose 35% or more of our income because of it. chesapeake:there seem to be at least 3x more active spenders on
Roblox than Premium Users and that number doesnt include people with Premium 1000 or Premium 2200 (>50% of Premium Users) who will be considered active spenders automaticallyWhere are you getting this data from? Roblox does not publish these kinds of numbers as far as I am aware. chesapeake:Our polling found that users who return to
Roblox to play a favorite game tend to play that game at the beginning of their sessions. If you rely on returning users, you will more than likely be included in their first 1-3 sessions.Counterpoint: Nexus:Im still a bit skeptical about relying on only the first 3 games to reach the threshold instead of some other method of determining deep enjoyment.
As an example, say that someone is keeping an eye on 3 offline tycoons and some long-form game of some sort (ex: Welcome to Bloxburg, to recuse myself of mining stuff). Doing only a couple of minutes in Bloxburg might not make sense for the morning or between breaks at school, so the offline tycoons might get done as they are relatively quick,
and then a 1-hour build session on a mansion build in Bloxburg later. Most likely, the tycoons would get pinned at getting Creator Rewards for however long the Tycoon goes (weeks? months?), while nothing is given to Bloxburg for the week of building with way more hours.This doesnt seem right to me, and will prioritize things like morning-only
login bonuses, and then slapping a 10-minute wait to unlock them. (See: Cobra Effect) 4 Likes The exact things I were questioning but didnt know how to put into words. It is important to think of the smaller creators who rely on a smaller dedicated community. We have shorter reach than you think and my statistics show that my game is mostly found
through searches and the continue section for returning users. This is all based off of what my community has been sharing for years about their experience finding the game Noble Draconian:What is the samplesize for this data?n=2376, adjusted based on demographic data for our games full audience.Obviously other games will see different results,
so I encourage everyone to do similar analysis for their audience. My point here isnt everyones revenue will definitely go up, just want to be a reasonable counterpoint to the doom and gloom perpetuated on this thread. My game will benefit, as will many others. I do believe your game will benefit, but we do have doubts on our own since Roblox hasnt
provided us with official data to show how this will improve over premium payouts for very small creators. For me, it was a very large chunk (nearly 50/50 throughout this entire year alone compared to sales of goods) and that cannot be overlooked at all. I dont want to say your claims are invalid, but there is quite a bit of room for error in comparison
to the size of our gamesMy sample size will not be anywhere close to that number. Maybe in the double digits, so I will definitely see biased results. Idk if I will be able to get accurate enough results 2 Likes Or if they truly want to set a limit, they could increase it from 3 to 7 or even 10 experiences. I feel like 5 might still be too few or just barely
sufficient. Hi. I need some clarifications here:Active Spenderls that $9.99 in USD or 999 R$ spent? If a player gets a $100 giftcard for Christmas and redeems it for robux and that lasts them until their birthday in June, are they only an active spender from Dec 25-Feb 25th?Reactivate their Roblox accountsWhat does reactivate a Roblox account mean?
DaylIs the day a 24-hour period for each users local timezone? These are the results I expected, but that doesnt make me happier about the change.This change will encrappify the entire platform, we will see more daily rewards, 10 minute progression gates, morning bonuses and sales, etc.It incentivizes addictive patterns, will lead to even darker
patterns being the norm, and it really does not incentivize longterm sessions.If you make an idle game that has 10 minute loot drops every morning, and I make a social game that kids play six hours over the weekend. Roblox values you either equally or, in many cases, more than my game.This means I have zero incentive to make that large scope and
scale game.For me personally? It changes nothing. For the platform, the incentive structure will take us down a slippery slopfest slope. 1 Like These arent reliable numbers to go by and even if all of those numbers are true it doesnt change the fact that this new system incentivizes repetitive small games with daily rewards and timed locked objectives
WHILE PUNISHING passionate larger scale games that dont purely focus on the players wallet. 5 Likes Octik: WHILE PUNISHING passionate larger scale games that dont purely focus on the players wallet.My game is a prime example of a large-scale game that doesnt focus on player wallet. My games revenue will increase. 1 Like I mean, more



money? Count me in If only the minority supposedly benefits from a feature change while the majority is in uproar about it, its not exactly a good feature then, is it? 14 Likes Page 13 I appreciate you posting your findings, however, there is one glaring issue I have with the source of your data. chesapeake:We ran surveys on our games Discord.The
players in your Discord server are going to be very different than the players that arent in your Discord server. Players that join a Discord server tend to be more hardcore players that have chosen your experience as one of their primary ones that they are willing to dedicate more to. chesapeake:Even at a very high (40 minute) average session time,
we were only generating an average of 8R$ per premium visitThis is still more than the 5 Robux that you would be getting now and is also not capped to once per day.l understand that youre saying that there are more Active Spenders than there are just Premium players, but, as I have stated before, this can vary dramatically based on many different
factors. Im hoping that it will be higher on average for everyone, but its very worrying nonetheless. chesapeake:Our polling found that users who return to Roblox to play a favorite game tend to play that game at the beginning of their sessions. If you rely on returning users, you will more than likely be included in their first 1-3 sessions. A key point
for anyone reading this: there seem to be at least 3x more active spenders on Roblox than Premium Users and that number doesnt include people with Premium 1000 or Premium 2200 (>50% of Premium Users) who will be considered active spenders automatically.I point back to my first point about the source of this data. Do you have other data to
back this up, outside of Discord?(I would also love if Roblox disclosed this publicly on a grand scale.) The main thing I want changed here is allowing subsequent rewards beyond a one-time reward at 10 minutes. Im okay with the limit being 60 minutes, or even 30 minutes maybe, but it shouldnt stop at one reward for 10 minutes. 8 Likes Truly
disappointed to see this, Undoubtedly going to be a net negative for game genres designed to be long format with minimal monetization.The AFK game meta could surely have been killed without having others catch a fat stray.This change essentially killed the possibility of making a healthy living on ROBLOX without giving in to predatory
microtransactions. 13 Likes This is absolutely horrible and disappointing news.The new program really doesnt help smaller creators or growing games but rather feeds more into the bigger and top existing titles that players already play on a daily basis.The chances of a smaller game getting into the first 3 experiences is too little and tends to be
nearly impossible. Bigger games already have existing player base and daily returning players while smaller creators are trying to be discovered and now they cant get earnings from their visits due to the new systems monopoly to feed games on the starter page.Roblox is slowly becoming a money generator to corporations that create games with no
effort and huge studios and barely giving dirt to the smaller creators who put their time and heart into making enjoyable experiences but fail to succeed because of the overshadowing cause by these corporations.I dont like this update and I absolutely hate it and it wont benefit smaller creators like promised.This system is full of lies and fake
promises. 8 Likes The first 3 visited experiences requirement really focuses on the grow offline type games. This way, you now have to turn your gameplay style into something like that otherwise youll lose out completely on this system.Many, and I mean MANY games rely on playtime therefore EBP. Project Somnia and Bee Swarm Simulator (and
many other simulator games) for example, have LITTLE to NO monetization schemes, YET are really engaging and have long playtimes. Why are they being discouraged from being actually engaging?RPG experiences like Deepwoken, GHOUL://RE, ARCHIVED and Rune Slayer also rely on engagement and longer playtimes.This also harms games with
a storyline, like Entry Point, where theyre no longer incentivized on playtime but rather on being picked the first among other gamesWhat if the player is trying out new games and i.e, the 5th experience was indeed engaging? Only the first three experiences got the rewards, the 5th one gets nothing.This change REALLY harms all experiences of all
sizes, and mostly smaller ones since theyre usually found in search. This only supports bigger experiences into deploying more tactics of catching players in-game for 10 minutes. This change REALLY ruins the incentive for a TON of games that relied on longer sessionsI do not know how this got a green light honestly, the current engagement based
payout system is already doing well. If you really want to reward creators for being one of the first 3 experiences played, then PLEASE:Add a multiplier ontop of the current EBP system that relies on the time the player has spent (with a hard limit), and is only applied if it was one of the first 3 experiences visitedIf it is NOT one of the first three, then
no multiplier is applied, and the payouts are just paid out AS NORMAL, just like the old EBP systemlIf this warrants a change to how much robux is given out currently by EBP (like reducing it to 0.9-0.95x of its current amount), then that would be a ton more forgiving than this new system.This is really only benefiting the large game studios that are
already manifesting / can easily change their gameplay to optimize for this new system. Literally ALL other games are affected. Please for God sake change this, this is disastrous for upcoming games, indie devs and indie studios.Not changing this will force a lot of these ambitious projects, experiences, indie devs OFF THE PLATFORM. This seriously
kills off all the faint uniqueness and imagination thats still on the platform. 17 Likes Heres how the new system would go down:Average Big Spender roblox player logs onto the platform, 3 experiences can earn the ittybitty 5 robux.Oh man Ive got to claim my plants from grow a garden! (2 experiences left)Oh shoot! I almost forgot to claim my
brainrots today! (1 experience left)Insert any other random game with the entire gameplay loop being the retention model (0 experiences left)ANY other game that said player plays would simply gain nothing? ZINCH? Even if you managed to keep the same player on your game for 2 hours, simply because they went to claim their rewards in other
games first you lose out on the reward completely and get NOTHING?This update simply favors the new sloppy brainrot train of grows while AFK, with these types of games will be dwindling down the 3 daily experience earning limit to 1, if not ZERO. And what about games with great engagement that keep the player on the platform for 30m-2h play
sessions? Do they deserve to be paid as much as someone who only kept the player for 11 minutes? Doesnt that seem a bit disproportionate?This entire update just seems a bit backwards, I understand that the big spender system allows for a larger portion of the player base to grant the developer said 5 robux, but it also completely ignores the play
time of said player. Not even taking into account how the the $9.99 threshold doesnt account for people on the lowest tier of premium ($4.99 x 2 = $9.98, 1 cent off as mentioned by a previous user) 15 Likes Ako:Heres how the new system would go down:Average Big Spender roblox player logs onto the platform, 3 experiences can earn the ittybitty 5
robux.Oh man Ive got to claim my plants from grow a garden! (2 experiences left)Oh shoot! I almost forgot to claim my brainrots today! (1 experience left)Insert any other random game with the entire gameplay loop being the retention model (0 experiences left)To be fair, I dont think it counts unless the player has played for at least 10 minutes. So, if
a player is just joining an experience to claim daily rewards and hasnt played for at least 10 minutes, I dont think that counts.But dont get me wrong, I still dislike limiting this to the first 3 experiences (if that wasnt already evident by my other replies in this topic). Too naive to think like a front-page developer All it takes for them to lock the daily
reward behind an extended duration of 10 minutes after joining. Or to appear less evil: Double your daily reward if you wait 10 minutes! 11 Likes Will there be an option to disable daily engagement rewards? Wow I cant wait to have half of my income redirected to Grow A Garden! Thanks Roblox! 10 Likes Beware us Roblox developers. We cant read 1
Like (This isnt directed at you, Im just addressing how the played for atleast 10 minutes system is a horrid execution of deciding how creators should get payed for people playing their game)The average session playtime for the Grows while offline types of games is going to be 10m+, with grow a garden averaging 12-20 minutes. Each one of these
games is designed to keep the player locked into their grasp.For grow a garden, youd claim your plants, sell them, check out the shop and thats ~5-7 minutes, but you decide Oh well the shop restocks in 3 minutes Ill just wait to see! Before logging off, and that would hit the 10 minute mark required to take 1 of the 3 credits. And I wouldnt be
surprised if magically a reward for staying in the game for 10 minutes appears in grow a garden, further locking down its spot as 1 of the 3 experiences to take a credit.Its toxic. And it makes developers have to try and tear each others heads off just to be one of the first 3 experiences a player spends their time in. Wed all be going at each others
throats and the surge of Play for 10 minutes get X reward systems wont be healthy for the platform.Heres a screenshot of the rolimons website showing the most recent average playtime for grow a garden. Check the website out and read the stats for yourself.(I understand it isnt the most accurate metric for data and that its the average not the
median, but grow a garden would still be stealing 1 out of 3 credits for a MAJORITY of roblox players, and taking away earnings from the smaller creators on this platform)(Edit: Fixed a typo) 8 Likes Roblox:At launch, creators will earn 5 Robux when an Active Spender spends at least 10 minutes inside their experience throughout a day, provided its
one of the first three experiences they launch that day.I only ask because I feel like a lot of details were left out from this announcement to keep the length a little shorter. There is no clarification if this is 3 different experiences or just 3 any experiences, even the same one. Roblox:Active Spenders are Roblox users who have spent at least $9.99 on
Roblox in the last 60 days, and did not sign up or reactivate their Roblox accounts in the same window.So this purposely excludes new users? This also excludes gift cards, because anyone can buy those and give it to someone else? This basically narrows down the playerbase to only players with accounts older than 60 days, that buy directly inside of
the app or website, and also did not get an account ban that was temporary. How does this affect players who get unfair account bans and have them restored by support as mistakes? They are basically no income for 60 days too without even knowing it? Roblox:We also want to reward creators who help grow the platform by bringing new users to
Roblox.But in the paragraph above, you just said that new users dont count? So there is no incentive to bring new users when its only the older accounts, paying accounts, that will generate income for the first 3 (or same?) experiences that those players happen to visit in the same day? Roblox:At launch, youll earn a 35% revenue share on the first
$100 in Robux purchases made by new or returning users (inactive for at least 60 days) during their first two months on the platform. Credit will be applied automatically when a user visits your experience either through a direct link to the experience details page or when they search for the experience by name on Roblox, and they play for 10
minutes or more.How do you determine if a new user that never existed before is also inactive for 60 days? Also, if the user must be inactive for 60 days, technically they will miss the two month window because they had to be inactive for 60 days first. So really, the user would have to be inactive for 60 days already before the the 2 month window
even begins which excludes new users completely in that window? Roblox:To be eligible for the Audience Expansion Reward, creators must have an account in good standing, and be registered with Tipalti. Audience Expansion Rewards can be tracked daily in Creator Hub, and will be added to your earned Robux balance after a 60 day holding period.
Your experience must maintain an average DAU of 100 during the 60 day holding period to earn this reward.This further excludes more developers because to be registered with Tiplati, you must have already done at least one DevEx withdraw first. So the devs that have not done this step because they re-invest their robux into paying their staff or
use it to pay for advertising would be excluded from this. Why exclude those developers?I think Ive asked enough questions, I think some similar forms may have been already asked, but there is a lot to read here. 9 Likes Ako:Its toxic. And it makes developers have to try and tear each others heads off just to be one of the first 3 experiences a player
spends their time in. Wed all be going at each others throats and the surge of Play for 10 minutes get X reward systems wont be healthy for the platform.Not only that, this also encourages collusion. Why not have one game give a reward if you go visit the next game they recommend? Then that games does the same thing, to use up the 3 visits limit?
Also, this will encourage player scalping, where you have exploiters who purposely go in to crash all the players in the server to mess up the 10 minute timer and burn a visit.I feel this change is a good intention attack against AFK games burning through expensive server resources for no gain, but the consequences for these changes should have
been studied more along with feedback from this community. 6 Likes Interesting. It feels like the old Developer Awards system (does anyone remember that) has been shoved out of the way for this.I think this is much better in my view but I also think that Roblox should continue trying to work on physical awards for top developers though, since some
of the stuff in that program was really cool and I dont think anyone really got them which sucks. When I saw this, I thought Oh cool, a new form of making Robux! Premium Payouts have been truly fantastic, cant wait to see what this new things about-and then i saw it Roblox:Daily Engagement Rewards will replace Engagement Based Payouts
beginning on July 24th.Just like that, you took what couldve been a pretty cool and new way to earn revenue into the absolute worst change you couldve possibly made for any developer whos not in the top percentages.I dont like to throw a bunch of gamepasses and dev products into my games, so Premium Payouts make up a pretty big chunk of my
revenue. Im already what most people would consider broke on this website (R$1K is a lot to me), but without them Id probably be actually broke.Because of how this works, Im gonna be shocked if I see myself earning more than 20 robux from this per year. Massive downgrade, please dont get rid of the old system. 9 Likes Roblox:10-minute
engagement threshold, which serves as a proxy to identify deep enjoyment and engagement within your experiences. Our goal is to reward genuine fun and enjoyment over grindy gameplay mechanics.A game being grindy does not mean it doesnt offer deep enjoyment and engagement. This is a misconception on your end. And like I said previously, it
STILL punishes meaningful games which could suck in an interested player for easily an hour or more. Roblox:Its important to note that all Premium and subscription spend also counts towards the $9.99 Active Spender threshold.This DOESNT answer anything. Youre saying that Premium spend counts TOWARDS the $9.99 threshold. Not that it
immediately makes any Premium user eligible. This is worded so utterly poorly that its still unknown whether or not any users in the lowest Premium tier are eligible. Roblox:Furthermore, were expanding the pool of users you can earn fromYet youre capping the amount that any user can award any game to 5 Robux, unlike before where the average
premium users payout had no cap (and often are more than 5). How about you provide some statistics instead of these vague statements like Its a much larger group! Roblox:We understand our 60 day holding period might cause concern, but its necessary to ensure the validity of all purchase events60 days is still absurd. 30 is really the most this
should be. Regardless of that, instead of making a game wait so long for their payouts, how about instead you just mark a user on the platform as an Active Spender once theyve reached the threshold without issue. This would allow games to receive a much faster payout. And until theyve reached that time threshold, the Robux can be held across all
the games they play. Roblox:Finally, when we say earnings are uncapped, we mean theres no fixed pool of money for Creator RewardsThis wasnt the case for Premium Payouts either. This is just to try and sugar-coat your announcement. 8 Likes Seeing more hearts on community replies than an official roblox update seems a bit too concerning for
something that would be rolled out to the entire platform for the community to use Roblox has NEVER paid developers for non-paying players, there is NO reason to do so. EBP was based on PREMIUM PLAYERS who pay money.NOT EVERYONE HAS PREMIUM Tofu:No one EXPECTS Roblox to be a donation center. Its the fact that IT IS currently a
donation center that funds for having people in and has been for the longest amount of time. For 5 years, and now you have 1 month to adapt.Again, its not for having users, its having paying users.Also it certainly seems like you expect Roblox to be a donation center. Hope this helps you! 2 Likes is this update bad for games which have no
gamepasses and solely run on premium payouts? I just wanted to make this post to answer some questions or potential misunderstandings.Im not in support of this update the way that it currently is, as shown in my other replies in this topic, but I do want to make sure that were debating about the correct things here. KnightMB:I only ask because I
feel like a lot of details were left out from this announcement to keep the length a little shorter. There is no clarification if this is 3 different experiences or just 3 any experiences, even the same one. Im fairly certain that Roblox means 3 different experiences. KnightMB:So this purposely excludes new users? This also excludes gift cards, because
anyone can buy those and give it to someone else?It does seem to exclude new users for Active Spender related EBP, but I think thats so that it doesnt overlap with the new/returning player revenue share. I dont think this would exclude gift cards, it would just count as a purchase for the account that the gift card(s) are redeemed on. KnightMB:How
do you determine if a new user that never existed before is also inactive for 60 days?I think Roblox is saying that, to count as a returning user, that user must not have been active on the platform for the last 60 days. This wouldnt have anything to do with brand new accounts. KnightMB:This further excludes more developers because to be registered
with Tiplati, you must have already done at least one DevEx withdraw first. So the devs that have not done this step because they re-invest their robux into paying their staff or use it to pay for advertising would be excluded from this. Why exclude those developers?This is also a good point. I dont think you actually need to fully complete a DevEx
transaction though, I think you only need to start the process to create the Tipalti account.Roblox also limits this to experiences that reach 100 DAU, which shouldnt be difficult, but for anyone that doesnt know, that means that your experience needs to have at least 100 unique players to have played within 24 hours, and to keep that every day for the
full 60 days. It can be the same 100 users each day. Timelens:This DOESNT answer anything. Youre saying that Premium spend counts TOWARDS the $9.99 threshold. Not that it immediately makes any Premium user eligible. This is worded so utterly poorly that its still unknown whether or not any users in the lowest Premium tier are eligible.This is
very true. Although, after rereading, I think Roblox meant that a user could buy $5 Premium and then $5 worth of Robux and that might count? My only issue with that is that that combination would only add up to $9.98, so I would hope that Roblox is rounding up for these transactions.(Though I would prefer if this included the $5 tier Premium on its
own as an Active spender, because I feel like buying $5 Premium and nothing else would be the most common way that users spend money on average, but apparently Robloxs data says otherwise.) AMathSchmoobubu:Roblox has NEVER paid developers for non-paying players, there is NO reason to do so. EBP was based on PREMIUM PLAYERS who
pay money.NOT EVERYONE HAS PREMIUMI dont think anyone has said otherwise. People are complaining about the way that Roblox is going about this, and that its replacing the previous system that nobody had any issues with. AMathSchmoobubu:Also it certainly seems like you expect Roblox to be a donation center.Refer to the video linked in
this post, from Dave Baszucki himself: Sorry it took me nearly an hour, there was a lot to go through, but here it is: [RDC 2019 | CEO Dave Baszucki Keynote] Now I guess it wasnt word-for-word (or maybe they said it at some other part of RDC more clearly or perhaps in a future RDC, but I cant be bothered to find it). But the part Im talking about is
when he says this following: There are several developers I know who make amazing content, theyre in the top 50 as far as time spent, who are incredibly passionate ab UzaRblx:is this update bad for games which have no gamepasses and solely run on premium payouts?It depends, but seemingly yes. Id encourage you to read some of the top replies
of this topic to get a well-rounded view of what might be happening next month. Page 14 Fate:Im fairly certain that Roblox means 3 different experiences.The problem I see is ambiguity in what they have posted. I could visit an experience for 10 minutes, leave it. Come back 2 hours later, visit the same experience for 10 minutes, leave it. Come back
another 2 hours later and visit the same experience for a 3rd time. That would fulfill the first 3 experiences for the day, as worded by them. I suspect they mean different too, but its currently not worded that way and should have been clarified with provided its one of the first three unique experiences they launch that day would fix that. Fate:It does
seem to exclude new users for Active Spender related EBP, but I think thats so that it doesnt overlap with the new/returning player revenue share. I dont think this would exclude gift cards, it would just count as a purchase for the account that the gift card(s) are redeemed on.That make sense, but the way it is worded, again, leaves us to interpret it
instead of clarification on Robloxs end. A player could have a balance of $100 in Roblox without spending anything in Roblox, so they need to clarify if that means any money that arrives on the player account or what they actually spend it on, such as premium, robux, etc. Otherwise, I could load up a player account with a $10 gift card and use that to
pay monthly $4.99 premium from it and still not technically qualify since only the $4.99 was spent. Fate:This is also a good point. I dont think you actually need to fully complete a DevEx transaction though, I think you only need to start the process to create the Tipalti account.We have the ambiguity issue again because Roblox isnt clarifying.
Otherwise, we have to take them at their word.You cant start that process until make your first withdraw which you cant reverse since it takes everything at once, so even if your account had 1M robux, without committing to that first step, you cant even make an account or setup your tax info. Roblox wont allow you to do those things out of order. Its
going to basically force everyone to DevEx first so they can register with Tiplati, whether they are ready or not, which in the end excludes small developer teams and groups that dont use DevEx to pay staff.My questions are not the only ones I read here that are asking for clarification, so unless Roblox says otherwise to clarify, they are going to be
giving their support department and this devforum a huge future headache of complaints. 1 Like KnightMB:You cant start that process until make your first withdraw which you cant reverse since it takes everything at once, so even if your account had 1M robux, without committing to that first step, you cant even make an account or setup your tax
info. Roblox wont allow you to do those things out of order. Its going to basically force everyone to DevEx first so they can register with Tiplati, whether they are ready or not, which in the end excludes small developer teams and groups that dont use DevEx to pay staff.From my own experience, I only had to start the process once I had enough Robux
to qualify for my first DevEx. Maybe things have changed since then, Im not sure, but it didnt force me finish the transaction at that time.However, I did still have to have the Robux in my own account (which I never want to do unless Im using DevEx or buying something for myself), and the minimum Robux required to do so may be quite a bit for new
developers. KnightMB:My questions are not the only ones I read here that are asking for clarification, so unless Roblox says otherwise to clarify, they are going to be giving their support department and this devforum a huge future headache of complaints.Thats fair enough, and I agree that Roblox should not only clarify everything properly, but also
should provide real data to back up their claims. I just wanted to show that, even with my understanding of what Roblox meant, I still dont agree with how theyre wanting to implement this. i hate this new feature i only want to keep my premium payouts i dont like the new system The Problem Of The New System Is1 - 400 Robux Monthly My games
dont get players so the new system will ruin this ! i rather have 400 robux monthly than the new system?2 - is useless there is no utility for smaller devs only bigger ones3 - it wont do anything such as recommend games from smaller devs who bought premium ! We appreciate you all taking the time to help us make Creator Rewards the best it can be,
and apologize if some of our initial communications were not as clear as they could have been.We have some additional answers and clarifications to more of your common questions in our FAQ:How is Creator Rewards better for smaller experiences than the old EBP system?The old Engagement-Based Payouts (EBP) system rewarded creators based
on an experiences share of a Premium users time. An unintended consequence was that experiences encouraging long, passive, or AFK sessions could capture a disproportionate share of earnings, taking away from experiences with shorter, more active gameplay. The program was also limited to a smaller pool of Premium subscribers.Creator
Rewards improves on this in three key ways:It levels the playing field. By rewarding the first three qualifying experiences a user plays for Daily Engagement, creators are no longer forced to compete on total minutes of engagement with grindy games. This allows a wider variety of experiences to earn rewards.It expands the opportunity. The Daily
Engagement program is based on a much larger group of Active Spenders, which should grow more proportionately with the overall platform, creating a bigger opportunity for all developers.It rewards experiences that grow our community. Audience Expansion Rewards credit experiences that attract new people to Roblox, and bring back former
users. These experiences grow the entire platform, and deserve recognition for creating value that benefits every developer.How did you decide on the Daily Engagement reward systems structure (e.g., $9.99 in 60 days, 3 daily events, 10 minutes of engagement )?We understand these numbers can seem arbitrary, but they were chosen after
exploring many variations. Our goals were to:Better recognize creators for driving platform growthOffer a more simple and transparent system to help you grow earningsImprove the proportional distribution of earnings to smaller developers.The values we landed on provided the best balance between these three goals and our projections suggest
they result in more earnings for more creators over time. We will closely monitor both the size of the payout pool and its distribution, and may adjust these values in the future if we arent meeting our goals.How is an Active Spender officially defined?An Active Spender is a user who has spent at least $9.99 USD on any combination of Robux, Premium,
or in-experience Subscriptions in the last 60 days. It doesnt matter where those Robux are ultimately spent. This spender threshold applies to Daily Engagement Rewards, but does not apply to Audience Expansion Rewards.How do you define a day for Daily Engagement rewards?A day is based on local time zone where each Active Spender primarily
visits Roblox. We use information like IP address to make our best guess on primary location, but do not adjust for temporary changes in locationHow is the 10-minute daily playtime calculated?The ten-minute threshold does not need to be met in a single session. We look at the total time a user spends in your experience throughout a day.For
example, imagine an active spender plays the following:Experience A: 4 minutesExperience B: 45 minutesExperience C: 10 minutesExperience A (again): 6 minutesExperience D: 15 minutesIn this case, their total time in Experience A is 10 minutes. Experiences A, B, and C have met the threshold, and were the first three unique experiences played in
the day. Those three experiences would each earn the 5 Robux Daily Engagement reward.What does it mean to reactivate a user?You earn a reward for reactivating a user when someone who has been inactive on Roblox for 60 days or more returns, and your experience is the very first one they play. To qualify, they must play for at least 10 minutes
and must have found your experience either through a direct link or by searching for its name.Why should I build a deeper experience if Creator Rewards only accounts for the first 10 minutes?While Creator Rewards offers a fantastic new opportunity for all developers to earn from daily engagement and audience expansion, a strong in-experience
economy remains the cornerstone of top-tier success. We see this program as a valuable new revenue stream for the entire community, not a replacement for well-designed game loops, genuine engagement and microtransactions.Ultimately, our most successful creators will continue to generate the majority of their earnings by building fun,
compelling experiences that keep users coming back for more. 7 Likes Many experiences have implemented premium rewards as this was being recommended in the creator docs.Is it correct to say that those are now (essentially) useless?Sure a premium user is probably more likely to be an active spender, but theres no longer a direct link. 15 Likes
Roblox:An unintended consequence was that experiences encouraging long, passive, or AFK sessions could capture a disproportionate share of earnings, taking away from experiences with shorter, more active gameplay.If this update has any good parts, its removing (or nerfing) the games that beg for premium playtime finally Thank you for further
clarification, however there are still a few things left unanswered and a few other points. Ill try to give the benefit of the doubt here. Roblox:The old Engagement-Based Payouts (EBP) system rewarded creators based on an experiences share of a Premium users time. An unintended consequence was that experiences encouraging long, passive, or AFK
sessions could capture a disproportionate share of earnings, taking away from experiences with shorter, more active gameplay. The program was also limited to a smaller pool of Premium subscribers.Have you considered simply capping how much time is rewarded, say 30 minutes to an hour? That would certainly stop the majority of AFK experiences
whilst still rewarding engaging experiences that keep players for longer than 10 minutes organically. Why was this the solution you came to?Im not sure if this has been fixed yet, but there were also experiences that would teleport players right before they would be kicked for being AFK. Teleporting back into the same experience would reset the AFK
timer, even if they still arent interacting with the client. If that hasnt been fixed yet, that seems like one of your bigger issues. Roblox:It levels the playing field. By rewarding the first three qualifying experiences a user plays for Daily Engagement, creators are no longer forced to compete on total minutes of engagement with grindy games. This allows
a wider variety of experiences to earn rewards.But we will still have to, this has changed nothing. Players will still play those experiences first, more than likely. Players dont often try new experiences as often as they play experiences that they already enjoy (or are addicted to).Im also not entirely sure if I understand how we were competing before. I
assume that maybe there was a maximum amount that a Premium user would be awarding developers and it would be spread amongst where they have played based on their playtime percentage. That sounds completely fair to me, I just think you could put a limit as for how much time can be counted per experience. Roblox:It expands the
opportunity. The Daily Engagement program is based on a much larger group of Active Spenders, which should grow more proportionately with the overall platform, creating a bigger opportunity for all developers.I am willing to believe you, but I, and many others, would like to see this data in some way. Additionally, this doesnt apply equally to all
types of players or for all types of experiences. Meaning that this will not have a proportional affect everywhere. Experiences that rely more heavily on Premium Payouts may see less Active Spenders.You also havent clarified if it must strictly add up to $9.99 or more. We have given examples, such as buying Premium for $4.99 and Robux for $4.99,
which adds up to $9.98, which is less than $9.99. Please clarify on this and I would hope that youre rounding up with these. Roblox:How did you decide on the Daily Engagement reward systems structure (e.g., $9.99 in 60 days, 3 daily events, 10 minutes of engagement )?We understand these numbers can seem arbitrary, but they were chosen after
exploring many variations. Our goals were to:Better recognize creators for driving platform growthOffer a more simple and transparent system to help you grow earningsimprove the proportional distribution of earnings to smaller developers.The values we landed on provided the best balance between these three goals and our projections suggest
they result in more earnings for more creators over time. We will closely monitor both the size of the payout pool and its distribution, and may adjust these values in the future if we arent meeting our goals.This doesnt really tell us anything at all. Your explanation is just as arbitrary as the numbers you gave. Some sort of real data would help a lot
with explaining your reasoning. Roblox:Why should I build a deeper experience if Creator Rewards only accounts for the first 10 minutes?While Creator Rewards offers a fantastic new opportunity for all developers to earn from daily engagement and audience expansion, a strong in-experience economy remains the cornerstone of top-tier success. We
see this program as a valuable new revenue stream for the entire community, not a replacement for well-designed game loops, genuine engagement and microtransactions.Ultimately, our most successful creators will continue to generate the majority of their earnings by building fun, compelling experiences that keep users coming back for more.This
didnt answer the question at all.I also believe that you may have forgotten why Premium Payouts were originally created, as said in RDC 2019 in the video linked in this post: Sorry it took me nearly an hour, there was a lot to go through, but here it is: [RDC 2019 | CEO Dave Baszucki Keynote] Now I guess it wasnt word-for-word (or maybe they said it
at some other part of RDC more clearly or perhaps in a future RDC, but I cant be bothered to find it). But the part Im talking about is when he says this following: There are several developers I know who make amazing content, theyre in the top 50 as far as time spent, who are incredibly passionate ab 26 Likes Im a small creator whos getting on their
feet. Some days my game doesnt even get visits, and the only way Ive been able to earn from my game is Premium Payouts.My games average playtime doesnt worry me, but what does worry me is that due to the little amounts of players I get, does this mean that my robux payouts will be even smaller? 7 Likes Issues:Premium 450 still seemingly
doesnt auto-count people as active spenders, people are going to stop making premium benefits as the budget subscription is invalid nowGame devs are less incentivized to design games around longer session times as it straight up doesnt reward past 10 minutes anymore, this might actually result in more games getting robux through holding
players hostage as 10 minutes is significantly shorter than whatever time period was needed to get 5 robux of premium payouts from a player, as well as people uploading the same kinds of games as to try to get people to use up the 3 daily game limit while also trying to force themselves into recommendations, far up in a players continue section as
well as charts (already bad enough cause grow a garden exists, meanwhile roblox ads are a crapshoot to where you probably wont get a lot of value in terms of creator rewards after investing it all into ads)The game join limit doesnt reward or incentivize competitiveness because that just doesnt exist in roblox like how they expect it to, either you get
on charts or you fail catastrophically and only get like 60 robux through this in a week, at least premium payouts didnt require being in the top percentile of games played to actually utilize it)The holding period and tipalti requirements for audience expansion are unresonably strict, the former is just holding your robux hostage so you only get paid 6
times a year (im sure that each robux payout is based on whenever you got it, but its still somewhat true if your game surges for a few weeks before dying), while the latter requires you to be decently successful in order to actually be eligible, which has been made harder because of this very change, as well as over the last few years (no genres, no
user ads and other stuff hurting discoverability) 9 Likes Yea, Roblox has never paid devs for non-paying players. So why are people getting paid robux in the first place then?Oh wait, because premium players joined and Roblox said that if premium players joined, theyd give out premium payouts. AMathSchmoobubu:Again, its not for having users, its
having paying users.I think you agreed with me in your reply as well because premium users are paying users and Roblox paid for having premium players.I dont understand what you were trying to point out. You just explained premium payouts. I dont know what you mean not everyone has premium as if I didnt know that either. I feel like maybe we
arent understanding each other some way because it seems like our points align. No one is complaining about Roblox giving free stuff away, I just really need to point that out. Roblox themselves say that this update will help smaller creators, and overall be a great benefit (you would assume Roblox is trying to give out more stuff because of this
statement, right?)If you read through the posts here, there are groups of people who make games with long ENGAGING playtimes and for Roblox to say that this will help smaller creators is well, it just doesnt seem true based on the data that they gave us (10 min for 5 robux cap).It might help the bigger games (probably will), but the people here who
express their concern is the ones that do have that ACTIVE ENGAGING gameplay and for it to be struck is contradictory to what Roblox is saying. 2 Likes All of this was inferred from the original post and is pretty obvious. Meanwhile you arent addressing any of the actual concerns regarding earnings from Premium 500 users and the usefulness of
Premium Benefits now that the new system will be in place. 7 Likes Roblox:It levels the playing field. By rewarding the first three qualifying experiences a user plays for Daily EngagementHow does this level the playing field most three qualifying games will be top page games and smaller games wont ever get anything out of this 16 Likes Roblox:How
is an Active Spender officially defined?An Active Spender is a user who has spent at least $9.99 USD on any combination of Robux, Premium, or in-experience Subscriptions in the last 60 days. It doesnt matter where those Robux are ultimately spent. This spender threshold applies to Daily Engagement Rewards, but does not apply to Audience
Expansion Rewards.I think this helps clarify the what spending counts questions, but still doesnt answer the source of funds question. If a player loads a $10 gift card, they have a $10 balance from which to spend from. If the player does not spend any of this balance, do they still count as an Active Spender for having the $10 balance, or do they
actually need to buy something with this balance to count towards the $9.99 threshold? Roblox:In this case, their total time in Experience A is 10 minutes. Experiences A, B, and C have met the threshold, and were the first three unique experiences played in the day. Those three experiences would each earn the 5 Robux Daily Engagement
reward.Thank you for clarifying this and even added some more info that we did not have before. Experiences can bank time if they are the first three. Interesting. That will help cut-off a bunch of technical questions of what if they crash, what if Roblox services go down, what if hackers, etc. Wise decision. Roblox:We appreciate you all taking the time
to help us make Creator Rewards the best it can be, and apologize if some of our initial communications were not as clear as they could have been.We have some additional answers and clarifications to more of your common questions in our FAQ:I know it may seem like a bunch of lawyers stepped into this topic with the kinds of questions we are
asking , but its better for us to have clarity and examples now instead of months from now when everyone is looking at their analytics and think something is wrong because they thought something was suppose to work one way and instead seems to function another way.With that, we need clarification because its already being interpreted in
different ways here by many different people, including myself:To be eligible for the Audience Expansion Reward, creators must have an account in good standing, and be registered with Tipalti.To me, this means you need an account already. Not I can do my first DevEx if I wanted or Im in the process of doing my first DevEx or Im already being paid
by Roblox via another Method because I fall into that 3rd category.I get paid by Roblox every month directly, I already had to setup my tax info and personal info for bank payments with Roblox, but I dont use Tiplati and there was no need to setup an account to get paid that way. Would I be excluded from this program because of the alternative
payment method Roblox is using to pay me directly? 3 Likes I still need to see how this plays out but it would have been nice to see a projected view of my games income before this change goes into effect. My game has little to no gamepasses/microtransactions and relies heavily on premium payouts as most players spend a decent amount of time.
Some of which, play the game WAY too much. I see this affecting my team as we are within the top 10th percentile for average playtime.On top of this, why would anyone play a long game before the shorter ones?Instead of focusing on increasing profits, could we have had an update to the ban api or an improvement to the platform? Maybe could we
have this instead?Being able to scroll for more than 25 bans at a time. (we have over 10k AUTOMATIC bans for a game with an average player count of 100)All automatic alt bans have Apply ban to all known alt accounts checked by defaultAll automatically detected alts show up on the ban list without me having to check the IDAIl automatically
detected alts have the main account linked/referred to so I dont have to compare ban times as both the main and alt have the exact same ban time even if they got banned at different times. e.g. account-A (original banned account) is in the private notes of account-B (detected alt account)If changes like these were done in conjunction with good
updates like mentioned above, and an improvement to moderation, I would have been fine with this economy change. 19 Likes Sackboy:My game as little to no gamepasses/microtransactions and relies heavily on premium payouts as most players spend a decent amount of time. Some of which, play the game WAY too much. I see this affecting my team
as we are within the top 10th percentile for average playtime.You will be at the mercy of pure chance. If your game was not the first 3 for the day that player was playing, you will literally see a 100% drop in payments. Add to this, there are more variables because the odds become even lower when it depends on players meeting certain requirements
now too. The player can NOT have been banned (either by accident or on purpose) within the last 60 days. The player has to spend at least $9.99 before they even visit your game. The player cant have an account younger than 60 days. The math is so complex at that point, I guess I need to just break out a marker board and draw it all out and post a
picture. 11 Likes kinda wish ROBLOX would be honest and say that their loose control of the system caused developers to AFK farm it in a way they didnt like and thus engagement based payouts get axed. This is certainly gonna impact many niche games and particularly simulators, RPs and all sorts where the length of time someone plays is far more
important than getting 500 people to join a slop game the first time they log in 2 Likes Here we go, an updated flow chart for how Creator Rewards should function in this current form. If I need to correct this, please let me know. I think a visual aid is helpful due to the large amount of information about this new rewards system. 26 Likes Considering
their reaction to feedback, I dont even think Roblox thought of a chart like this. Thanks for showing people just what this is actually gonna be like. 7 Likes Thank you for putting it in a chart so we can visualize it.I personally dont think the first three are all too relevant, it has its cases, but generally speaking, the first 3 is like your average premium
user + more users now since you dont have to exactly be premium.The 10 minutes of experience time is honestly whatever, right now if a premium player visited for less than 10 minutes, its unlikely to yield very much.Its the 1 of 3 unique experiences visited that should be big, that is where most players will end up going into the denied. If anything,
that could have a whole diagram in of itself.Personally I would shrink the top 3 requirements and just make the 1 of 3 bigger to show where most of the denials will probably come from in relation to the current system of premium.You could also expand on the 10 minutes of experience time as there is a lot to be lost if they spend longer, but this is a
good flow for how robux is earned with the new system. 6 Likes Page 15 This is going to be bad.5 robux is too little especially with the requirement of being the players first 3 experiences played on that day PLUS them having to be an active spender, spenting $9.99 in the last 60 days.A premium subscription is $4.99 every month. THATS $0.01~
BELOW the $9.99 THRESHOLD because in 2 months a premium subscriber is only spending $9.98 and not $9.99!The 60 day holding period is insane. I shouldnt need to wait 2 months for bits of robux to come throughPeople will see how they earn LESS with this new system compared to premium payouts.The qualifications and amount paid need to
be reviewed, I think it should be dynamically adjusted based on how much the player spends rather than a $9.99 threshold, and it shouldnt be limited to the first 3 experiences. 11 Likes looks like a net loss for the majority of devs. I dont think this will affect Roblox in a healthy way. For both players and creators. 5 Likes Whats more exciting than one
flow chart? Why two of course! This one covers the audience expansion rewards. 22 Likes this update is horrible and will hurt small creators badly in their revenue stream please consider changing how it works or scrapping it and keeping premium payouts. You shouldnt need to fix what doesnt need fixing. 9 Likes yeah but active spenders make up
everyone who has a premium subscription, and also anyone who happens to have spent $10 on the site. thats a lot more people than just premium users (about 4% of roblox monthly active users). they dont seem to care that t1 premium is one cent shortthis may end up undercutting specifically small games which depended on long playtimes from
premium players for money (which i happen to be a part of that demographic ), but it will also hopefully influence front page devs to stop trying to hold their players hostage with afk worlds for as long as they humanly canthe sixty day holding period is admittedly a bit concerning 6 Likes No questions were properly answered outside of proving our
concerns. This system will not aid smaller developers and doesnt fix the problem you sre trying to fix. This is just greed above everything else. We dont want this new system and you clearly arent listening to feedback at all. If anything, youre actively trying to dodge the fact youre pushing a flawed update and not taking what we truely want into
account. Shame, Roblox. Shame 10 Likes On further reading:I dont use Tipalti. I dont have an average DAU of 100. I am not even going to earn the next-to-nothing I thought I was, Im gonna earn LITERALLY NOTHING from this.BRAVO ROBLOX.edit: i read the post wrong, thats for the expansion reward lol 12 Likes Roblox:A fair and equitable Creator
Rewards program is in everyones best interestWhos everyone Previously Ive been able to make little bit of robux from premium payouts when small groups of people play my game or when some friends and I check out a new update of sorts.Now its all about the spenders only Probably benefitial to popular or already established games or those that
misuse children into spending their money on random spammed products, but not for anyone not as fortunate or exploitive that isnt able to gain big counts but can use the robux from premium pay-outsNot to even mention all the other crazy requirements. Great downgrade!!! 20 Likes Why do I need to literally own Grow a Garden or Steal a Brainrot
in order to actually make a living off of games Ive been working on for hundreds or even thousands of hours? Enshittification strikes again. I would leave Roblox development behind in pursuit of another engine right about now if I was actually able to. I REALLY hope Im not going down with the ship, but thats truly what its been looking like for the
past few years. 9 Likes As someone whose game makes 50% or more of its revenue off of premium payouts during downtime between updates, this sounds extremely concerning, especially since my games average play time is well over 10 minutes per session. Hopefully this is not as bad as it sounds, or is at least a more consistent value than premium
payouts were 19 Likes My thoughts: (frustration & this hurts my game) (x1.5 speed if you want) 7 Likes I genuinely believe that no-one at Roblox actually plays Roblox. 10 Likes This is disrespectful to small developers! Does Roblox really have so little money? 8 Likes Again with the nothingburger replies. None of the concerns have been addressed
here.Another thing I thought of recently is: Games like better discovery, obscure game finder, and Surreal Game Finder which help users find games, will no-longer give the joined experience income as the player would be teleported to said experience vs joining a link.Quite a great example of two Roblox features working on dismissing smaller
developers: the discovery(lack of) and the new creator rewards.There has always been a positive bias towards popular games and creators and its been very noticeable lately. Whether through the use of the same games in events, lack of enforcement action on creators, and now this. Its all a bit disappointing. 22 Likes Roblox:We offer credit for the
first three experiences active spenders enjoy each day, to reward the content that brings users to Roblox each day. We considered several different attribution options; crediting only the first weighted rewards too heavily toward top experiences, while experiences after the third were less likely to be the reason for a users visit. Three daily sessions
ensure creators, big and small, have a fair chance to earn in our new program.How does this, in any way, help smaller games? Simply saying that it helps them does not mean it actively does, which this update does not. In fact, it goes further than that and actively harms them. Smaller games likely wont reach that 100 DAU threshold very often. When
they do, theyll then have to count on their game being one of 3 games that the user booted up at the very beginning of their play session, and then on top of that have them stay for 10 minutes (hopefully longer) to claim their reward.Do you see the problem here? Theres no fair way of doing this without prioritizing predatory practices on published
public experiences. Games will now be made to on top of waste time and incentivize premium rewards keep players clicking on only that game whenever they boot up Roblox, may that be through daily login rewards being locked behind a 10 minute wait, or by pumping their game full of things that force a player to get addicted (i.e., oh, I need to
claim my daily reward, and check my garden, and make sure that theres no enemies at my base from last night!). This streamlines Roblox down to the same few sets of copied experiences, where any games outside of that formula are no longer given the ability to expand and gain revenue without filling their games with microtransactions and ingame
purchases.This platform shouldnt require microtransactions to gain revenue and popularity premium payouts were a lot fairer in this regard. This isnt the type of path that we should be trying to go down. 25 Likes If its any help, Im excited to see what these changes mean for my games! We obviously dont know the exact changes per game yet, but I
can say that clearly Roblox isnt going to slash earnings because everyone would complain (which theyre already doing lol) - so this could turn out to be a very positive update!Im gonna wait until it releases to form an actual opinion based on my own analytics, but thanks for the update and pushing for more transparency in our earnings! I did always
feel Premium Payouts are a little bit like a black box that you dont know anything about, so its great to see an update in that regard 1 Like I dont agree with the belief that a good game is a game where a user spends a long time in, thats just a long game (especially with the rise of afk and grindy mechanics).Thinking about it, wouldnt a good game be
one that a user keeps coming back to every day? If this system rewards the first three games a user plays, wouldnt it reward good games? (aside from front-page games)No system is perfect, still. Octik:literally every game both small and large will receive a very noticeable drop due to this.We literally dont know that yet, we are only assuming. 3 Likes
Until we dont have the analytics we dont know if it will be positive or bad. 3 Likes Nightrains:I dont agree with the belief that a good game is a game where a user spends a long time in, thats just a long game.Maybe I can help you understand some different perspectives a little better.I know some people who play Mic Up for a good amount of time,
maybe a couple hours. Or maybe theres some roleplay games that have players going for hours. Its not really a long game, its an engaging experience which I would assume those who play those games for that long, do in fact think its a good game.If you meant good in terms of money, then for Roblox, games that keep users coming back every day is
good. But thats for profits which undeniably, is good for the company and good for the developers, so I would agree if that is what you meant by good.Speaking from personal experience, me and my friends only ever touch horror games on Roblox. Albeit, most are not very good, but some do have their moments. But I only ever will play those horror
games once, now matter how good they were. There is no reason for me to play it twice because I know what happens (i dont include games like doors or pressure here because those arent really horror in my book). By your belief, those games arent good because I didnt replay them, even though I enjoyed playing them and thought it was good. 5
Likes Long game != Good game. But a good game can be long, and also think about what I said about afk and grindy mechanics.Idk how a game that keep users coming back daily its good in terms of money, maybe not every game like that is a good game, but I think thats still a better metric than playtime. Page 16 Nightrains:and also think about
what I said about afk and grindy mechanics.You are completely disregarding their concerns for story-based games with close to zero replayability. With the rise of the grows offline simulators people dont really AFK in games anymore and grindy mechanics arent necessarily bad as the user willingly engages in it. 3 Likes Thats a valid concern, but
what does that have to do with my argument?I agree some mechanics arent bad despide being grindy, it really depends.I also think many story games do have replayability. Nightrains:Long game != Good game. But a good game can be long, and also think about what I said about afk and grindy mechanicsI agree completely, but I do want to go back
to this point. Nightrains:If this system rewards the first three games a user plays, wouldnt it reward good games? (aside from front-page games) Nightrains:But a good game can be longA good game can be long and if this system rewards good games, then the long and good game is getting a significant cut compared to the current system. Roblox said
payout for engagement would be greater increase overall as a result of this update. We dont have stats, we dont have analytics, but I dont think we need that to infer that one paying member can only attribute 5 robux compared to the X amount of playtime to Robux that a premium member can currently give out. That is the biggest problem for some
people here.For these points, I dont think we need analytics. Its overboard to say all games will suffer as a result, but I think with the information given to us right now, the point above I made, as well as the point of an increase in developers fighting to be the first 1 of 3 experiences for that 10 minutes is not going to look pretty. 2 Likes I never said a
good game has to be long, of course a shorter game can be good. But think about horror and story games both of which tend to have minimal monetization as they rely more on keeping the players attention for a longer period of time. And just because a game keeps players coming back every day doesnt always mean its good. There are a lot of roblox
games that use very deceptive game design and monetization that keeps people coming back particularly younger audiences fall for that kind of stuff, this program will just reward those kind of games even more. 4 Likes Tofu:one paying member can only attribute 5 robux compared to the X amount of playtime to Robux that a premium member can
currently give outThats true, but there are more paying users than premium users, apparently many more, as Roblox has said, and me before. You can also consider that the benefit of playtime is not that big unless your game has a long playtime which is not that common, most games have around 10-20 minute playtime, and 10 minutes playtime
already gives you 5 Robux per premium user (I did my calculations before), so I dont think its completely safe to say this is going to be worse yet. Im not saying its worse completely, I am just pointing out, because most of the people here do have higher play times than 20 minutes it seems. There was someone with 50 minute average playtime which I
know, is so so very uncommon. But the games that are above the 10 percentile might be the more engaging games here. Afk is definitely a problem, but their way of fixing afk greatly undermines experiences that have an engaging long playtime.My games are not in the 90+ percentile of playtime, but you have to still consider them because I believe
those games up there are up there for 2 reasons: Forcing players to afk, or their audience is truly loving and engaging with the game. Nightrains:Thats true, but there are more paying users than premium users, apparently many more, as Roblox has said, and me before.Agreed, theres probably going to be so many more. But we still cannot omit the
fact that some games do have a lower CCU but a higher average playtime. 2 Likes Mixed on this update, all things considered. I like the idea of payouts being increased (premium payouts makes up a small portion of our games revenue), but I feel like some of these stipulations are arbitrary.At least 10 minutes (arbitrary, revenue does not scale for
time afterwards?), within only the 3 most played experiences that a player plays (seems weird), only considering players who spend money on Roblox (i mean, fair enough), 5 robux per user (a rate that does not scale in any way, except with having more players to reward more of these 5 robux increments?).Im honestly not sure how this would end up
faring as a whole, and I will have to see numbers in action. I think the biggest issue with this announcement is that it very much feels like a rug pull for many, and the poor wording in a lot of this announcement initially did not really help either.No projected earnings? Less than a months time window to a major platform wide change that affects every
single developer? Its no wonder why so many developers are worried, because this is a very sudden and out of nowhere shift in their potential earnings that many rely on for a living.I have a wait and see mindset on the feature itself, but yeah, this announcement and very soon roll-out doesnt do Roblox or any developer favors. 2 Likes Bro Im mad for
you.If this sucks we need another boycott. Hit them like Unity. 7 Likes Having players come back is a good metric to know a game is good. Want to know what else? How long they actively play overall (excluding AFK, as that is not considered active gameplay).Take, for example, someone who is playing with friends in a role-playing game for hours on
weekends and around 20 minutes on weekdays, is better than a player playing just over 10 minutes per day. It shows the player is more invested in the game, where they want to come back and play for long sessions. In this new system, this behaviour would be rewarded the same, despite having a wildly different amount of time played without the
player being AFK. The old system rewarded players coming back more than this new system, because the time played builds up across multiple days.Does this seem fair? To me, this doesnt seem fair at all! We should be rewarded for people actively playing our games for longer, to a certain degree. Thats why we are asking for a cap on it instead of
restricting it altogether like this. Yes, the pool of players is wider, but the restrictions that they put on it will only result in either the same or less for games that encourage longer playtimes. Longer playtimes dont always mean grinding all day. It can also mean socializing with people for long periods of time or having a large, open-world game that
encourages exploration and adventure.I have genuine questions on what Roblox is trying to encourage us to do:Do we have to force games to lock a daily reward until the player has played just over 10 minutes of playtime to get our moneys worth?Is it okay to restrict players from continuing after the 10 minutes of playtime is up until the next day?
This is considered a type of grinding, btw. Its called daily reward grinding, and this system will make it much worsels long-time socializing now frowned upon on a platform that is all about socializing?Are games about exploration and adventure (eg, Legend of Zelda: Breath of the Wild & Tears of the Kingdom) now considered bad games on the
platform?What if an active spender only plays one game daily? Where does the other 10 Robux go? Is it just gone? I sometimes only play a single game on Roblox for hours in a single day (Natural Disaster Survival, my beloved), so Id be considered a wasteful active spender. This mindset is shared with plenty of my friends as wellAre we encouraged to
create cheap, short games that are made specifically for cashing out quickly?Is the 1 cent that is missing from the US$4.99 tier of premium going to matter, or is it a hard minimum of US$9.99 where that 1 cent makes it invalid?The values of the platform and what Roblox is choosing to reward with this system are the biggest problem here. Removing
a core feature that encouraged high-quality games without too much monetization to thrive is not a fix to AFKing or grinding. If anything, this system encourages players to do daily reward grinding. Just grab the reward and leave is going to be a way more common thing with this new system. Thats not a good thing.On top of that, we now have a cap
of roughly 350 Robux a month (30x5) per active spender, whereas a better system would be premium payouts but with active spenders and a playtime cap per day. The playtime cap will make longer sessions nerfed (for lack of better words), but having it active spenders instead of premium players would then balance everything out as it opens up
more players to the pool of possible income.Roblox should have just been transparent at the start of the premium payouts system. We have absolutely no data to prove or disprove that this new system will improve earnings at all. We only have guesses and uncertainties to go off of, and that is not good transparency. Without this transparency, Roblox
is actively lying to our faces that they are trying to be more transparent about this.From our guesses, we see that plenty of game styles on Roblox will not work as effectively for income with this new system. Maybe some games will see an increase, Idk. However, not all games are made the same, and they will be affected differently by this system. 13
Likes Since they are probably pushing this update.l hope they will consider the following changes:Big spenders are minimum of $9,49 instead of $9,99 this way the Premium of $4,99 ($9,98) can be includedChange the first 3 experiences to 10 since you can only get 5 Robux, limiting it to the first 3 experiences is just evil (Keep in mind Premium
payouts was for everyone, not limited to first 3 experiences and paid more.)If the first 3 experiences will not be changed, keep Premium payouts as thats for everyone. But cap it at 1 hour of playtime daily per premium user per experience. 21 Likes I do think that the premium payouts change you recommended would be good, but I dont think it should
be limited to premium users if Roblox wants us to earn more. I think Roblox should open it up to active spenders who spend US$9.49 as the baseline. Otherwise, your recommendation for premium payouts is what weve been asking for Roblox to do instead of the new system they want to implement ok at this point, what even is the point of having
premium now lmfao, feels like a vanity badge saying yep i pay and update this subscription every month 5 Likes More Robux for the 50% of Premium Users) who will be considered active spenders automatically.And where are these numbers from?Like others said, it feels like Roblox tried to sneak in that they will exclude the Premium 450 users 4
Likes This is dumb.This is needlessly complicated and clearly just ROBLOX trying to let the big gamers get bigger and add more monetization rather than trying to help smaller games with their current projects. 4 Likes Quite truthfully, this change doesnt seem inherently bad, but some of the requirements are creating some pretty concerning flaws
that really should be changed for this to be less controversial. I think this is a good step in the right direction for decreasing predatory practices in games, but some of the limits on this are unnecessarily harshincrease the payouts. 5 robux is going to do very little for smaller experiences. Having a cap is understandable to discourage games from
forcing/manipulating players to play for extended periods of time, but instead I believe starting at 5 and capping at something like 10 (or higher) would be much more beneficial. Plus, this encourages experiences to keep players around longer, but not too long.Either remove or increase the unique experience limit. This combined with the playtime
requirement is unreasonable. If the whole idea was to reward experiences who bring players to the platform, then why not reward every experience that keeps players playing instead of just the first 3.HEAVILY reduce the wait time for the payouts. 2 months is extremely unnecessary and potentially harmful. Theres no reason to hold payouts for that
long. A week or two at most would be acceptable.l appreciate what Roblox is trying to do with this change, but these flaws stand out way too much for this change to be seen as a truly good thing. 1 Like RonanDoesStuff:this is a good step in the right direction for decreasing predatory practicesThis fool has no idea what he is talking about ~ 10 Likes
ok but exactly WHY are they just completely scrapping a system that worked fineliterally no one was complaining about premium payouts - many developers even benefitted from it because they didnt have to make gamepasses or dev products for their game, allowing them to, yknow, NOT shove 80 million gamepass purchase prompts into your face
whenever you die.now were FORCED to do this or we get pretty much nothing. not to mention the weirdly strict requirements on players actually contributing to these profits. 4 Likes I really believe this change is double-sided, I cant truly tell whether this is better or worse, I think well just have to wait for the results.The good thing I could ever see in
this is that those addictive cashgrab games wont benefit that much for doing what they do, which could potentially completely change the trend in the modern platform, but Seeing it in other perspectives, wouldnt this mean cashgrab games would try to monetize even heavier than before, looking to make you pay instead of making you stay?My
understanding on this topic is quite limited, So id like to keep looking about it.Edit 3: After reading the post in detail, this is not beneficial at all, theyre basically ruining small developers, the chance that these kind of things could happen are exactly the reason of why I decided that I wouldnt stay too long here it look so bad update like I should will
again wait when I will earn from premium players + I will get less than before? In roblox exist games without any gamepass like blox tales, Blocks n Props and etc this update can make for my game from like 5k-10k Robux per day to 1k Robux or less per day, it can ruin f2p games in roblox. if I will take from 3k only 500 have premium for 10 dollars it
will be 2.5k Robux per day and possible even less, no point make of f2p game if u need also money for this. Instead of 300k Robux per month I will get only 30k robux per month?!? I think I actually will lose more than 50% earning from premium players when I need it unlike other popular game with gamepass. Make devs to more poors great so great.
1 Like I can only hope this new system actually can help somehow Creators are at the heart of the Roblox ecosystem, so we are going to screw you guys over completely in favor of the bigger developers on our platform!Be so fr. 6 Likes Can someone actually explain who is judging a games grindy mechanics, and how is it being judged. A grindy game
can feel like a chore for someone who does not enjoy the games premise. Whereas its not grindy to someone that enjoys it. Whose to say the player is stuck or trapped in the game as if they arent having fun? How does a judgement like that even get made? Its not humanly possible to determine whether the players are stuck or having genuine fun.
Unless the people who make these judgements are telepathic when they judge a game throguh the players that are playing? Or the person paying you out is using their OWN experience to judge? This sounds ridiculous.I hope I have this misunderstood, because I cannot wrap my head around it. Fortnite, Blackops, DarkSouls, GTA 5, Mine Craft, etc all
utilize a grind gameplay loop. Billions of games utilize this, because players enjoy grinding. Of all ages. It depends on how well the premise is executed. I cant understand who is judging these games. Can I call minecraft unfun and "grindy because I dont enjoy it personally? Despite the billions of players that love it? 2 Likes Another thing, if your game



has an older audience you are going to lose with this system. No teenager above the age 16 wants to play a game thats only fun for 10 minutes. What is the incentive here? Having a fun game that keeps the players engaged for a long time? Or short lived games that are only played for a small time? 2 Likes Terrible update in my opinion. It seems that
this will mainly favor the big games made by big developers/groups which people play for an extensive amount of time. Yet it will harm games that receive significant amounts of legitimate, players but are simply not meant to have >10 min long sessions. Those games can be just as fun, engaging, and/or useful (or promote genuine fun and enjoyment
such that players often return), yet will suddenly earn next to nothing and will face a huge decrease in revenue compared to the current system.While Roblox wants to choose what games are creative enough to qualify based on an arbitrary temporal duration, Roblox fails to realize how this update may inadvertently help actual nonsense games
instead of leveling the playing field. Instead, you may see those afk games (or any sort of bait-like games for that matter) benefit from this, despite them being considerably much less creative or fun than interesting games that are simply not meant to have >10 min sessions.To make matters worse, limiting this new system to only the users first 3
games of the day is too great of a limit. And if that wasnt bad enough, Roblox is only giving 1 month for people to prepare for this significant change.Either the current system should be kept, or the 10 min threshold should be lowered. Otherwise, in the long run I expect this update to have a negative impact on smaller developers (who currently rely a
lot on premium payouts as their main source of Robux) staying on Robloxs development platform. 8 Likes As many others have expressed, this will be the down fall of small game developers. While my group game does not maintain an active player count, the few players that play, often have premium. This helps contribute to our income, and allows us
to pay developers to help with updates. Removing premium payouts/ this new system, basically removes the primary income source for me, and other small developers. If this changes comes into effect, I would consider leaving the platform, as there is too much completion from bigger games, just for 5R$. We would not stand a chance.While I agree
with the optimism to try and improve game quality, it will come at the cost to small developers. At the end of the day, Roblox will do what they want and what their investors want them to do.Edit:After reading more, it seems like Roblox is now wanting to promote short sessions times and short attention span by focusing on shorter times, rather than
longer, more engaging games. For example, why would a child spend 15-30 minutes playing a engaging game like Jailbreak, or Phantom forces, when they can play a game like an obby or a Earns offline game for 10 minutes than be done. This would end up promoting short less engaging games as it would now encourage quick gameplay mechanics
and less quality games. Not that I hate playing obbies, or earn offline games. but they are quick time fillers for me. I would rather play a fun game that takes 15 - 25 minutes and enjoy it. 6 Likes Page 24 I think were also missing over the fact that since a user has to spend $9.99 within 60 days for it to count towards getting robux, that would imply
that YOU ARE LITERALLY CUTTING OFF $4.99 PREMIUM USERS. Most ROBLOX players would purchase the $4.99 premium deal due to keeping premium benefits for longer in exchange for missing out on some robux. Unless the player spends a couple extra cents with money, this essentially means you are cutting a MAJORITY of developers being
able to recieve robux. 7 Likes roblox in the year 2030:players must spend 50 hours on your game and have spent a total of 1000 dollars in the last 5 minutes while doing 12 backflips in a row if you want a 0.1 robux payment that is only accessible after 1 year of waiting 15 Likes Sort of reminds me of when YouTube changes the algorithm and all of a
sudden every video you see is exactly 10 minutes long. Cant wait to see only highly optimized addicting idle games getting the tiny bit of payment from this! 2 Likes I think trying out the new Creator Rewards is fine, but Im a bit concerned. Couldnt we have this new system while still keeping the premium payouts? What are you smoking dude. This
does the exact opposite. Now you LITERALLY HAVE to make your games pay to win to make ANY considerable amount of money. Theres no incentive to develop on Roblox at this point other than I just wanna do it for fun. If you were in it for the money, well, youre too late. 7 Likes Yep. Totally agree. I feel like theres no incentive to develop on Roblox
anymore. With every new update, they make it harder to develop and make actual profit or create a large community. This has basically completely destroyed any future I hoped for for my games. Might as well move to Steam at this point. 11 Likes the issue lies in the fact that games are manipulating players to stay in the game longer. many games
have started adding things like events that occur in a certain number of minutes, encouraging players to stay in the game so they dont miss out. similarly, games like fortnite and other roblox games have cycling shops that encourage players to buy more and play longer out of fear that theyll miss out on some rare or popular skin.theres nothing wrong
with the games themselves being grindy, its just that they use manipulative tactics to keep players in for longer could you explain to me what im missing here so i can better understand whats wrong about this? One aspect [ am concerned about is how common active spenders are? If roblox could provide a comparison between active spenders and
premium users it could give a better grasp at how successful creator rewards can be, they claim that it is a much larger group than premium users yet they dont provide any sort of evidence. 5 Likes I dont know what part of this you see that helps get rid of predatory practices. 2 Likes What makes it manipulative? Id argue that it makes the game feel
alive/active. Let me ask you something, would the skins in fortnite be considered valuable/rare without it cycling? It means that the game loses tons of revenue (a free to play game btw) if shops dont cycle. Likewise, if you make a roblox game that utilizes such mechanics, it allows for trading to be possible because some people couldnt get the desired
part. Otherwise everyone has access to everything and your rarity system is out the window. If I play a game I know for certain I dont want everything I have to be easily accessible. Id enjoy things being uncommon like a fortnite skin or csgo gun skin. 2 Likes Why is so many people saying that they like this update?! alot of small developers are going
to lose money!Heres a image of a diagram that explains this update a lot better: 4 Likes honestly i only like it because i dont like how a lot of games try and farm playtime by adding grindy gameplay 1 Like I dont think Roblox understands that theyre being built by their own community. Maybe Roblox doesnt like games like Block Tales, which have
zero monetization but long playtime. Even though Premium players pay Roblox every month, it seems like theyre losing money through Premium Payouts.I found this change to Creator Rewards, with all its conditions, to be the worst way Roblox could handle this issue. In my opinion, they should just lower the Premium Payout pool per Premium
player.This is a slap in the face for me, as someone who has a game where players mostly have long session times but only play once, since my game is story-driven and has close to zero monetization. This point has been explained well by @sussiestwetamongus in this reply.I do think this update will do more harm than good. Pay-to-win or cash-grab
games with gamepass prompts every minute will probably come back after this update, which will likely benefit Robloxs revenue but damage Robloxs reputation by encouraging such games. (Just a theory.)In the end, removing Premium Payouts altogether is a double-edged sword. Games that make you AFK for days will have their earnings hugely cut,
but smaller games that are single playthroughs will also generate close to zero revenue.Roblox should seriously reconsider this update, as small developers like me would earn almost no revenue. 5 Likes There are a lot of replies in this topic, so reading through hundreds of replies near the beginning can be a little tedious, but for those just jumping in
because they recently heard about the new rewards system, here is the two flowcharts I made that show how these two new systems will function, as currently described by Roblox for quick reference. 11 Likes this might be incredibly susceptible to corruption but maybe allow for the ability to limit premium payouts for certain games if its found out
that theres barely any gameplay in themthey just need to adjust the numbers so devs arent losing as much money, premium payouts with no limitations was a stupid ideamaybe have another reward coming BACK to the game every once it a while with less stringent caps (getting players that come back to the game every day for 7 days gives you a
heap of robux)? that wouldnt encourage players to idle in game with autoclickers 1 Like I understand the intention of bringing a higher standard to the platform, but putting this on a bigger picture it means less revenue, when making profit off the platform is competitive enough, players barely spend on the games and us as devs we bring value and
people to Roblox, understand Roblox is what it is because of us developers.I will personally pass from saying the obvious and what others have pointed out already, but please dont forget this platform works because of us developers. the spending rate of roblox players is much lower compared to actual games outside roblox, none of us make enough
money off gamepasses. Premium payouts is what keeps us good.Looking at the bigger picture its nearby impossible for us to get a player like that and it will basically force us to make games more pay to win sided with way worse monetization than we already have currently. We already are in small profit with all these % you take in robux fees.This
system basically prioritizes frontpage games, and I wont hold back saying it this time, I feel heavily diserspected as a developer from these changes. 3 Likes Putting it like this, it really shows the complex criteria to get these tiny rewards. 6 conditions for a measly 5 robux? I hope they buff that soon, or make it more accessible. And the audience
expansion rewards are so oddly specific with 8 conditions (and requiring a prior DevEx) that most devs wont be seeing any of that.Tbh, Roblox should have kept Premium Payouts, but reworked how the Roblox client detects real engagement between actual playtime and AFK farming games. That way AFK/Premium farming games are less prevalent
and higher-quality games are rewarded, as it should be. 10 Likes oh yeah, i forgot roblox could probably program anti-macro systems in 1 Like They want to pad their bottom line. Page 25 It wont lol, there are people here with DAUs in the thousands talking about how this will drop their profit by 30%+. Were all getting hosed. 4 Likes Manipulating
their players to stay longerKind of like how this will encourage people to manipulate their players to come back the next day? Get serious lol, this is such a stupid criticism. 3 Likes Im not gonna support this. This stupid change is tricking us to make less and more less robux on the platform. Roblox will be richer by this. Theyre hungry money, as
always. I will not support this and I do not accept this change. Revert this asap. This is just terrible and just sucks. Its pretty stupid to also remove Star codes from the platform, yall only want to get richer on the company and you dont care about us. David, youre an absolutely terrible CEO and you should step down and let someone else which is
better then you get The CEO position.This is absolutely devestating, less robux for us, more money for the corporation. Yall should just stop with this terrible update. It litterally sucks, the old version is litterally better then this terrible garbage. 4 Likes theres a difference between someone leaving their computer on for 16 hours straight with an
autoclicker to avoid getting kicked for idling and someone playing a game every day Thats a terrible argument, especially since botting is against TOS. Why punish the developer for the actions of the player? Especially when, while some games are playable while fully AFK, a great many are not. This literally punishes everyone massively because some
players do that in some games.Plus, while idle-model games may be a little annoying, theyre far from being an abuse of the system. Policing one model of game among hundreds of different game styles is a dumb reason to make these changes. This is pure greed from Roblox. 1 Like Thanks for making this flowchart, it was eye-opening for me. I tried to
see this situation with an open-mind, maybe there would be benefits to everyone involved, but no, this chart shows perfectly that this is made entirely to help already big games and leave small developers with breadcrumbs. 6 CONDITIONS. 6 CONDITIONS FOR 5 ROBUX.Just, wow. 2 Likes Its just like a Casino setup. One payoff requires many
conditions to be met beyond the control of the person playing. The house always wins, even if a few people do win these big payouts, the house always comes out ahead regardless. Even the top games on Roblox are going to be affected because beyond some basic collusion to get the first 3 visit spots for the day, they dont have any control of the rest,
just statistics at that point.On the one side, Roblox is trying to prevent gaming the reward system. I understand that point as the premium player rewards was being gamed by specific game types, but instead of fixing premium player rewards, they decided to just scrap it and make something completely different and way more complex than
before.The person who created these new rules and is probably reading all of our post here believes this will get 2 birds with 1 stone. First being, stop the premium player reward gaming and second, make more profits for Roblox Corp. Unfortunately, this approach is simply creating new methods to game the new reward system. Due to the lack of
feedback from Roblox about all of these new methods to game the new reward system, I take that as a sign that they are allowed. 3 Likes Its mainly the games with average playtimes over 40 minutes that will see a pretty significant cut from this, I feel like roblox added such a small time limit because active spenders are a much larger group than
premium users but as I said earlier they havent proved that at all so we are just going off of what they say. I cant help but think the recent rise of heavily botted afk farming games on the front page is what is causing them to push this change so heavily, funniest part is this change wont affect those games at all (if anything those games will make more
from this as they heavily incentivize daily rewards and sketchy monetization practices)Based on what I am seeing this update could have little negative impact on some games while others will have a drastic negative impact, keep in mind WE HAVE NO DATA STILL so I am just speculating based on the information given. 2 Likes Octik:Based on what I
am seeing this update could have little negative impact on some games while others will have a drastic negative impact, keep in mind WE HAVE NO DATA STILL so I am just speculating based on the information given.No need to, to quote myself earlier: KnightMB:So, July 23 will be the last day, which means games will be paid out from the previous
30 days of premium players until August 22. From August 23 and onward, Premium payments stop. August 23 to September 22 will be the dead time of no payments from either the new or old reward system.If your game benefits from premium players, all will experience nearly a month drop in premium player income just from the new change over. 1
Like Scroll to the bottom for a TL;DR. 1. Only the First 3 Games Played CountIf your game is the 4th or later that someone plays in a day, you get nothing.Big, front-page games will almost always take those top spots.Smaller games (even high-quality, replayable ones) are effectively excluded from earning.It doesnt matter how fun or polished your
game is. If its not in the first 3 played, youre not even considered. 2. More Work, Less PayUnder the old EBP system (Engagement-Based Payouts), you earned Robux proportionally to how long a Premium user stayed in your game.Longer sessions meant more Robux. More engagement? More payout.With Creator Rewards, you now get a flat 5 Robux,
once per player per day, and only if:The player stayed 10+ minutesYour game was among the first 3 they played that dayDoesnt matter if they stay 10 minutes or 3 hours. Same reward.EBP rewarded actual time spent. Creator Rewards just checks a box once, pays, and moves on. This kills any incentive to build longer, deeper experiences. It favors
short-session games optimized for 10-minute play loops. 3. The Active Spender Requirement is TerribleYou only get paid if the player has spent $9.99 or more on Roblox in the last 60 days.The cheapest Premium plan is $4.99/month, so even two months of that = $9.98, which is not enough to qualify.That means someone paying for Premium two full
months straight still doesnt count unless theyve made an additional purchase.This is the entry-level Premium tier. Odds are a large portion of Robloxs Premium userbase falls into this group, and now theyre excluded from counting toward payouts. 4. The Rich Get RicherRoblox claims the system is uncapped", yet its riddled with restrictions:Only first
3 games playedRequires 10+ minutes per sessionRequires the user to be an Active SpenderThese conditions make it much harder for smaller games to earn anything.So who exactly benefits?Popular games that dominate player session funnels (e.g., anything on the front page)Games that can reliably hold players past 10 minutesStudios that attract
big spenders and whales (think Pet Simulator 99)This isnt about rewarding creators more fairly. Its about concentrating Robux among the biggest players and cutting out the rest.The rich get richer, which is kinda fitting given recent news. What EBP Got RightEvery Premium user counted. There was no spend filter.You earned based on real playtime,
not arbitrary thresholds.There was no limit on which session order counted, so every minute mattered.It rewarded creative, deep, replayable games that kept Premium users coming back.You earned more the longer people enjoyed your game. Thats how it should be. TL;DRThe new Creator Rewards system:Caps how often you can earn per
playerForces you to design around grind, NOT depthIgnores many Premium players, especially those on the cheapest planDisadvantages small, niche, or short-session games (rip homestores, showcase worlds, etc.)Unless your game is front-page popular, has long sessions, and attracts big spenders, youre likely earning less or nothing under Creator
Rewards. And with that, there is one more thing I would like to address:On average, we expect that smaller experiences (outside the top 10,000) will see an even larger percentage increase in earnings from Creator Rewards.If Roblox doesnt want backlash over this change, they need to back up their claims with actual data. Saying smaller games will
earn more means nothing without showing the math. Right now, it feels like empty PR. 30 Likes This would probably never happen but since ROBLOX is built by their own community, what if we all just completely ceased any updates or any new releases until ROBLOX makes a good change that will effectively give all developers big or small the
changes they want? ROBLOX is failing to recognize that WE are the reason why they are successful, having them nearly destroy the people who gave them this success should not go unnoticed. Small developers are now going to completely be unable to support themselves because ROBLOX wants all the big corporate games to have all the funding.
That means that games are going to have to become more pay to win or even pay to play in order to even get any revenue if they arent on the front page. This change is effectively making the platform even worse reguardless if its taking down developers who cheat their players into staying in their game. They are removing the funding that helps
passionate developers make what they want without having to charge their players. Without this funding passionate developers can no longer effectively make games effectively as they used to, thus having them to unfortunately resort to making their games more pay to win in order to even generate a slither of revenue. 8 Likes Having to have an
account in good standing literally culls 80% of developers, i can personally say that almost all developers i know have been banned/warned for pretty much nothing, this is an issue with roblox as a whole but it went from being a minor inconvenience (not being able to log on for a day) to straight up getting no revenue from your game if you dont
purposefully monetize it. Why arent more people talking about this? At least add a limit (not having been moderated in the last 2-3 months etc.) but like most things in this thread there is absolutely no transparency on what counts. 6 Likes Roblox:To be eligible for the Audience Expansion Reward, creators must have an account in good standing, and
be registered with TipaltiDoes that mean group holders have to be registered with tipalti? 1 Like If you got banned a while ago it will be fine if theyre making it so games no longer earn more robux the longer a player is in the game then they have less incentive to add practices that manipulate players to play longer rare skins could easily be made by
having them be obtained by a crate system that can purchased for in-game currency at all times. having stores refresh make it impossible to tell when a skin will come back up, meaning players are not only more inclined to spend a bunch of money in the hopes they happen to buy something rare (which can be impossible to tell until much later), but
theyre also afraid to leave in the event they miss a rare skin between refreshes. Okay but what about games that dont use manipulative practices to keep players engaged for long periods of time? 2 Likes How is this predatory in any way? This is just called greed on the developers behalf. And honestly, I havent seen any games that manipulate
premium users into playing for longer. 1 Like Seems very accurate for Roblox How would they count the number of backflips though(In all seriousness this is an important message) For example, my game (building game), which has almost no gamepasses nor any greedy stuff, avg at a 76 min per session, with an avg of 150 active players. This system
was really good, as it could increase revenue without having to show gamepasses or dev products in their faces. And a lot of popular games relies on that too.Now I have to add more greedy gamepasses to get the same revenue, even then, I dont think I will be able to make it. 1 Like Page 26 I would assume the group owner doesnt have to have Tipalti
if the Robux was just for community payouts. games dont manipulate premium users specifically, they manipulate players in general, which eventually includes premium players. a lot of rng games and grow a garden games are specifically designed around catching players eyes and keeping them in the game for disproportionate amounts of time. it
prevents higher quality games from being seen because the front page recommendations get filled with copy-pasted low effort games that people are playing because of the unethical tactics their developers use.with modifications, this system could do a lot to help with the bad actors covering up genuinely good games that are much more deserving of
playtime. developer greed is one of the biggest reasons why a change like this is worth considering. 1 Like thats why i suggested that there be some way to gain some extra robux from a players playtime without leaving it completely uncapped, since leaving it uncapped has caused a lot of developers to resort to abusing the system and flooding
recommendationsits not good for robloxs reputation or small developers when the most recommended games are things like steal a brainrot and grow a garden copies 2 Likes This is cope. What makes you think the players on these games like grow a garden dont WANT to be in the game for longer?What makes you the judge of how fun grow a garden
is and you instead you assume that it has its success due to unethical tactics. If the games premise is not fun kids will not play. There are so many kids that dont play gag on roblox. Steal a Brainrot is more interactive and has 1million players, and a game like that doesnt gain much from bots, its pure engagement. There are enough players for
everybody, you have to be brutally honest with your game first.If your game is fun players WANT to grind. (This is true for every single game). Kids find value in grinding a game they enjoy the premise of. As a kid I wouldnt touch gag but id play steal a brainrot. To get more exposure you simply have to pay youtubers to play/showcase your game.If you
cannot afford the youtubers price, then you can work another job or take out a loan. However, are you willing to bet on your games engagement that it will do good after taking that loan? You have to understand games better before you make such accusations. Its rude to assume that people only play it because they are being brainwashed. I know
18+ that enjoy playing that game. The relaxing, chill vibe is something people enjoy. Instead of coping study the games success. Nothing about it is unethical. 2 Likes FOMO.I think everyone has felt like they had to do something or in this case, play something so they dont feel like they are missing out. Then some games incorporate things that
increase that FOMO causing a repetitive loop that the players dont want to break out of even if they dont enjoy it.I had a post above somewhere saying how I would play this one MMORPG, and I didnt enjoy playing it, I just didnt want to miss out on any items or exclusive stuff.I wont speak on behalf of everyone who plays the game, but I think of my
little cousins who play these games, and they just say they play it because someone else plays it. Its quite telling when they cant even say they are playing it because its fun. Always two sides to these type of games and this creator reward program is here to combat that afk aspect, but is in turn, hurting smaller developers as well.I would go to assume
you think this creator reward system is bad since you want games with more interactivity to be rewarded. But its unfortunate that they will now punish the very interactivity that keeps players playing for longer times. 2 Likes This is horrible for small creators and games that arent popular. What about games that dont require a long time to be played,
or what if people dont play your game as the first 3 games? Is it not possible to make a system to detect low effort games that are just copy and pasted? What if you only earn from people playing your game from a long time but dont pay for robux, how are people going to earn money from this way? This could be a very bad decision 5 Likes Firstly,
Grow a Garden is fun for MANY players. Go in the game and ask people why they play it. The sources are there right now, and they will happily tell you. From what I received, people enjoy growing a huge cool garden, and many like the chill/friendly environment. Its a more engaging tycoon. A kid even told me to grind and that the game was worth it
once you do. I dont think its FOMO, kids want events and they enjoy the alive/community feeling it gives. Almost like a neighborhood block party. If the game doesnt have a grind function then everything is worth nothing. Some ppl cant accept that.Secondly, long format games get punished but I dont think its robloxs fault, if they were to share the
money across creators the 10minute threshold can make sense. If I make an insane game with a lot of money used, itll be difficult for smaller creators to complete. So I dont see it as a punishment, more so a way to spread the money thats being given.However, some devs are delusional and think that their game isnt getting players/retaining players
because of other games. As long as its equally fun then you will always have a solid community, you just have to market it better. Thats where it hurts games that are actually good, because they deserve to earn more and not be limited by that 10 minute mark.Unfortunately, many devs think their games are good when they are severely lackin, which
caused an uproar against games like gag because they think manipulation is being used. Now solutions like this are being made. Devs made it seem like other games ethics are the problem and eating up all the players, when in reality players would rather play an afk simulator game over theirs.Now their games wont get better, afk simulators cant
earn anything, good games dont earn for longevity, a solution to an imaginary problem created by devs that are coping has caused this. The amount of developers that Ive watched simply make better games and build a community are countless. Its all cope. So many games have 10k-30k ccu. Most devs complaining cant look inwards. 1 Like i
understand that there are a lot of people out there who genuinely want to play those games, and im not trying to completely discredit them for that. the real issue of the popularity of those games is something that goes beyond roblox, but developers are also feeding into it because they know it works. as tofu mentioned above, FOMO (or fear of
missing out) is a big part of it, but those games are also appealing to shortened attention spans to catch the interest of younger players. they use colorful, popular, or sometimes even inappropriate themes and thumbnails, which get people playing, and then generally make use of rng elements, flashy/colorful elements, and tons of sound effects to hold
on to the players attention, even if the base gameplay loop is lacking depth.that isnt to say every game needs a deep gameplay loop, but the numbers and profits that a lot of front page games get dont reflect the actual effort being put into the game, especially since a lot of them are just copies of each other.also, being forced to pay youtubers to play
your game should never have to be a requirement. that idea heavily favors games that get success as they can easily outbid other games for advertising opportunities. it should never fall solely on the developer to advertise their game and give it the attention it needs to grow, since most simply dont have the money for it even with jobs (and getting
loans for that is just asking for inescapable debt). even youtube has started occasionally recommending small creators in an attempt to make it easier for them to grow. roblox should be doing the same, especially considering they removed on-site advertising. and obviously you know about the games that get thousands of ccu, but there are millions of
experiences on roblox, meaning there are bound to be a majority of them that are go under the radar because they dont have large, experienced teams behind them to create the highest quality experiences, and if they do make it to the front page, the majority of the time its because they use the unethical practices i mentioned earlier 1 Like
playco:Firstly, Grow a Garden is fun for MANY players.Never have I said I think fomo is applied to everyone, I dont know why you are putting words in my mouth. I know people enjoy it, Im just giving counter reason to what you say. playco:Unfortunately, many devs think their games are good when they are severely lackinl dont know what you mean
most developers because the most common complaints on this post are of people with engaging games with long playtimes. Maybe theres a couple devs here complaining about getting players or retaining, but in general, why would that even be relevant on this post? playco:Now solutions like this are being made.Solutions? You are saying that this
creator reward is a result of us devs complaining? Who wants this creator reward update?? It doesnt seem like many people here asked for this, Roblox just shoved this update to say they dont like afk games. Most devs here wants to keep premium payout to a certain extent, if not keep it completely over this system. Seems like a lack of you being able
to look outward here because this is a largely disliked update coming.Edit: I honestly dont even know what is going on with your posts, it seems like you hate this update, but yet, youre blaming the very developers for this update? I just dont get it, I think Grow a Garden should be given what it is due for the high interactivity, yes, but I think its weird
to blame developers for this update. 6 Likes Text tone, If my tone seem striking its not intentional, im speaking rather casually. Many players call games that get a lot of players unethical. I read a couple of those posts several times while on this forum. I was speaking generally in regards to those people. I dont like the update either, but roblox its
seemingly a solution to get smaller games more exposure and cap the amount that can be gained from larger games that are holding players attention for longer 2 Likes Sorry, about that, I did read your post more aggressive since it seemed like you were talking down upon the devs on this post.But even so, I still dont understand how this update is
helping anyone in any regard. I truly dont believe Grow a Garden will get any significant gains from this update as you previously mentioned, but I cant see how smaller games get exposure as well.This update merely introduces a change to the payout system that Im not even sure what kind of game this benefits? You did help me realize that these
repetitive games do probably still have a good amount of playtime so thank you for that.I feel like most games try to keep you in for as long as possible right now for that premium payout, so this change will inevitably affect all games, but hurt smaller games moreso because Im sure many small developers rely on premium payout versus monetization
to sustain. 3 Likes To me, roblox simply wants to save more money. Its a confusing word bubble because it doesnt make clear direct sense. Its classic psychology to push out something with a weak basis. To be fair, devs were taking advantage of it with afk simulators. They basically ruined the idea of premium payouts if you ask me. However, there
should be some kind of criteria for long format games. That will probably come later, when roblox realizes that players will simply outgrow the platform if they dont incentivize long format games like elden ring or even minecraft type games.Roblox wont be able to grow without an older audience being active within it. The worst thing they can do for
the next 5 -10 years is keep the game as a Kids platform. Itll be difficult for a new audience to accept looking at blocks as their avatar. However, the kids they have captured are already accustomed to it. They need a destination for the game to retain players otherwise its a never ending cycle of kids playing until they reach 11-12 and find something
else to do. Now there wont even be long format games coming out so they would end up treating roblox like a mobile game. Temple Run, Flappy bird etc. Devs will just want their 10 minutes.Most kids stop playing mobile games or games that only want to capture ur attention for 10-30 minutes when they reach around late middle school. Roblox will
age out and kids can outgrow the idea of looking at blocks. Its pivotal that they aid long term games that can capture attention for a long time. Maybe some kind of franchised developer program or something. Roblox wont last at this rate, while grow a garden got the buzz high. Its going to eventually drop. Those kids will grow play more games and
have no where engaging to go because they are burned out of short format content 4 Likes The other thing thatll just kill them is the fact that 5 year olds arent usually payers. If your userbase is aging out by 12-13 at the latest, youre missing out on the people who spend the most money on the platform (that being people who have their own money to
spend).And itll also hurt the influx of new developer talent - with it being this hard to make money on platform with this feature, whats your incentive to learn? Premium payouts make it easier for new developers to get their start. 4 Likes I think this is bad because doesnt have any use nowAnd if there is no premium payouts then games will remove
premium benefits 8 Likes This is a pretty good point. Whats the incentive to promote Premium now? 8 Likes 6 conditions and 2 month wait to get 5 robux, wow this will totally help smaller developers. 12 Likes This is unfair, Now only big developers will make money of premium payout 6 Likes I struggle to see how this at all benefits smaller creators
like me, my developers, or the many other teams within the same Roleplay niche were in. Premium payouts made up a majority of the Robux that we brought in and with it Ive been able to support a small and dedicated staff/developer team. Our community is small and we dont have interest in expanding it outside of natural interest, so other
communities like ours will be met with the same abrupt cutoff of Robux unless they start charging for every aspect of the game.I really hope Roblox steps back on this idea or at least finds a middle ground that can allow for smaller studios to make the amounts they were before. I speak for many of my contemporaries when I say the requirements of
needing a constant stream of new players isnt something that can be done - most small communities rely on dedicated players who spend a good amount of time within the game instead of a revolving door of Active Spenders. 12 Likes Its called gutting the small developer teams to make a buck, it was never made to benefit us. 3 Likes There isnt one.
It basically means the only benefit to having premium will be the payouts. Im certainly not adding in-game benefits after this. 1 Like Guess what? Its that time of the year again the Roblox Innovation Awards (RIAs) are making a grand return! The RIAs will take place on Saturday, September 6, 2025 in San Jose, California.Calling all developers,
creators, video creators, players, and art enthusiasts alike your voice matters! We want to hear from YOU as we honor the best and brightest in our community.Its your chance to shine the spotlight on the most innovative developers, creators, video stars, and experiences of the year!To get involved, simply fill out our nomination form and cast your
nomination.Here are the awards you can nominate for:Best New ExperiencePeoples ChoiceBest CollaborationBest Use of IPBest Use of Immersive MarketingBest Adventure ExperienceBest Party & Casual ExperienceBest Obby & Platformer ExperienceBest Survival ExperienceBest Roleplay & Avatar Sim ExperienceBest Simulation ExperienceBest
Puzzle ExperienceBest Racing ExperienceBest Sports ExperienceBest Strategy ExperienceBest Action ExperienceBest Shooter ExperienceBest RPG ExperienceBest UGC CreatorBest Video StarNominations will close on June 16th at 5pm PST.After nominations close, stay tuned for the chance to vote for winners in select categories. More details on
that are coming your way soon.Get ready to witness a celebration of passion, talent, and creativity within the Roblox community both virtually and in person. Lets make this years awards truly unforgettable!In the meantime, want to relive last years award ceremony?See you in a few months! 133 Likes This topic was automatically opened after 10
minutes. Lesgo 2025, always look forward to the RIA Bloxy Awards 19 Likes I know this may be criticism, but I think the nominations in overall of categories will be Grow a Garden entirely cause of the major difference in player count. 50 Likes best new experience, Grow a garden. 28 Likes Fire. Was worried that the annual Innovation Awards were
forgot about already 13 Likes This is gonna be skewed to grow a garden and infection gunfight isnt it? (and we dont talk about the genres that are straight up missing now because this is modern roblox) 18 Likes I mean, if people enjoy it, I dont really see the problem. 18 Likes Gogithyy for best ugc creator 11 Likes vote duckxander for best ugc
creator of 2025 for a cookie 9 Likes im gonna vote for block tales!!! whos with me? 129 Likes All these categories are mostly experience related. What happened to developer use case awards Plugins? Trends? Groups/Communities? Best use of new features? These would be categories if they existed.This is the Innovation Awards, not Popularity
Awards 30 Likes Hi hello! Got some questions as the specified terms for nominating an experience (none) could do with some clarification, and since the nominees of our category got burned last year to a game that still hasnt been meaningfully updated since early 2023, I would like to ask on behalf of the upcoming nominees as I would love for the
playing field to be fair for all. What are the terms for an experience to qualify for nomination?Does the experience require any notable updates from September 2024 (Previous nomination awards) onwards in order to warrant being part of the yearly awards?Will there be a panel of judges evaluating the experiences critically based on merit that cant be
reasonably expected from a predominantly-child demographic?If no to the point above, what will you be doing this year to avoid it being a popularity contest where the developer with the biggest Roblox and Discord community spamming announcements everywhere wins?Given that it has been a year since, Im sure that these situations have been
carefully considered, and so Im looking forward for your clarification on behalf of the community and future nominees 10 Likes I know, its just that I think Roblox will not entirely avoid the fault problem of making it that all categories would only be towards Grow a Gardens victory considering how much attention Dress to Impress had just because it
grew up during the Innovation Awards. 2 Likes id like to nominate myself because im so awesomeedit: does best collaboration mean a game with collabs, or a game about cooperation? 5 Likes Itll just be a lot of GaG spam 14 Likes Exciting! Good luck to everyone that gets nominated! 4 Likes collaboration by definition is working or uniting together to
make something! so im certain it refers to games that have had developer collaborations in them! otherwise, if it was about cooperation, youd think they would call it Best Teamwork insteadpretty good examples are Pilgrammed x Fantastic Frontier, PHIGHTING with Block Tales, Pressure with Decaying Winter, and so on! 6 Likes Oh boy, I hope some
overrated cough cough Grow a Garden doesnt get all the nominations due to botting. 17 Likes Looking forward to it!Hope that great experiences will receive the nominations. 1 Like Page 2 I feel like grow a garden just lowkey demotivated some devs who put multiple months in their game just to get like 12 visits 11 Likes id want to see rsu get
nominated Cant wait for my game all the other amazing ROBLOX games to win lots of awards 3 Likes Why is there a Peoples Choice category? Literally every category is chosen by the people.And once again Im disappointed in these categories. Here we are, awarding the games instead of the individual effort put into making the game. No individual
award for art? For technical achievement? For level design? Disappointing.These are supposedly the innovation awards yet there isnt a single category rewarding innovation. 13 Likes anyone wanna compare this with the workflow of the bloxys 1 Like Hi, can I nominate more than one game in a single category? 1 Like Cant believe Best Use of
Immersive Marketing is up there. Shameful to see they are trying to get investors instead of the community. 10 Likes Sure. As long as it doesnt end up in any other categories, otherwise it may be unfair to those who have good games. 1 Like Possibly. It is the top played game in Roblox at the moment, and it will likely stay that way for a few more
months. 1 Like Nominate me for best dirt eater! 6 Likes MamaG:stay tuned for the chance to vote for winners in select categoriesI really hope you folks learned from last year - DONT display the live vote counts & reward players for correctly predicting the winner. Just give a reward for voting after they submit their vote, like you have in past years. 3
Likes Can we get a best building game? 5 Likes I really hope that this time theres some approval process so that experiences dont fall into the wrong categories. cough cough the strongest battlegrounds cough cough grow a garden cough cough yeahyeahyeahyeah, Ill be putting Adidas in there for their fabulous animation pack 2 Likes Grow a Garden
has to be in the awards. It broke many visit records. Where is the Best AFK game award? 3 Likes September 6 2025, At San Jose:Best New Experience goes to Grow a Garden!Peoples Choice goes to Grow a Garden!Best Collaboration goes to Grow a Garden!Best Use of IP goes to Grow a Garden!Best Use of Immersive Marketing goes to Grow a
Garden!Best Adventure Experience goes to Grow a Garden!Best Party & Casual Experience goes to Grow a Garden!Best Obby & Platformer Experience goes to Grow a Garden!Best Survival Experience goes to Grow a Garden!Best Roleplay & Avatar Sim Experience goes to Grow a Garden!Best Simulation Experience goes to Grow a Garden!Best
Puzzle Experience goes to Grow a Garden!Best Racing Experience goes to Grow a Garden!Best Sports Experience goes to Grow a Garden!Best Strategy Experience goes to Grow a Garden!Best Action Experience goes to Grow a Garden!Best Shooter Experience goes to Grow a Garden!Best RPG Experience goes to Grow a Garden!Best UGC Creator
goes to Jandel!Best Video Star goes to Flamingo! 11 Likes Vote Oppressed II for best UGC creator 2025
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