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ABSTRACT
Creating games together is both a playful and effective way to
develop skills in computational thinking, collaboration, and more.
However, game development can be challenging for younger de-
velopers who lack formal training. While teenage developers fre-
quently turn to online communities for peer support, their experi-
ences may vary. To better understand the benefits and challenges
teens face within online developer communities, we conducted
interviews with 18 teenagers who created games or elements in
Roblox and received peer support from one or more online Roblox
developer communities. Our findings show that developer commu-
nities provide teens with valuable resources for technical, social,
and career growth. However, teenagers also struggle with inter-user
conflicts and a lack of community structure, leading to difficulties
in handling complex issues that may arise, such as financial scams.
Based on these insights, we propose takeaways for creating positive
and safe online spaces for teenage game creators.
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• Human-centered computing → Collaborative and social
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1 INTRODUCTION
Game development offers teenagers an engaging and valuable op-
portunity to build technical skills, practice collaboration, and de-
velop self-identity [12, 56]. Advances in programming support tools
and school coding education have lowered the barrier for adoles-
cents to start creating their own games. Yet, game development
still remains a complex endeavor which requires a diverse set of
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Figure 1: Games and elements made by study participants
shared upon their permission. (a) and (b) are User Gener-
ated Content (UGC) that could be added to decorate personal
avatars like (c). The images of (d) and (e) are game spaces.

skills, including design and programming skills as well as commu-
nication skills to engage with player feedback after deployment.
Online developer communities have emerged as an important en-
vironment for supporting these young creators, providing spaces
to share knowledge, overcome technical hurdles, and learn from
peers [5, 61, 71]. These communities can break down geographic
and hierarchical boundaries, fostering connections through shared
expertise [29]. However, online developer communities are often
created by and run for adult game developers, which may cause
them to be less suitable for teen developers, potentially leading to
risks of exposure to content and behaviors these young developers
are not yet ready to handle. Prior research highlights how teenagers
are acutely vulnerable to the potential harms they may face in nav-
igating online communities ranging from bullying to harassment
and exposure to extreme content [7, 26, 27, 38, 51, 63, 71].

To better understand this dual nature of online developer com-
munities for teenager games creators—both their potential value
and the risks they pose—we examined the case of Roblox devel-
oper communities. As a global game platform, Roblox hosts more
than 40 million games1 and holds a significant role in youth cul-
ture, with 58% of its 79.5 million daily active users under the age
of 16.2 Compared to previously studied environments such as the
Minecraft modding ecosystem [24, 54, 60] and the Scratch program-
ming learning-focused platform [5, 8, 55, 58], Roblox stands as a
digital environment where teenagers have unparalleled autonomy
to create, explore, and monetize their content with the following
reasons. First, Roblox supports a diverse range of creators with

1https://backlinko.com/roblox-users
2https://create.roblox.com/creator
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different levels of experience. Content on Roblox, from full-fledged
games (known as “Experiences”) to individual character assets like
avatar clothing and accessories (known as “Creations”) and game
assets like background music, is predominantly user-generated.
Therefore, we define “Roblox game developers” to broadly include
not only game developers in the traditional sense but also designers,
asset creators, and special effect artists. Second, Roblox supports de-
velopers through “Roblox Studio”, a beginner-friendly platform for
generating and publishing their user-generated content with Lua
scripting, a programming language known for its simplicity. Third,
Roblox’s monetization model allows developers to turn their cre-
ativity into tangible rewards. Their in-platform currency, “Robux,”
can be converted into real-world money based on their specific poli-
cies.3 Through this autonomy and accessibility, teen developers can
engage in playful experimentation, gain independence, and build
peer connections. This redefines the dynamics of user-generated
content creation, providing a compelling case to examine both
opportunities and challenges for teen developers.

To support its developers, Roblox maintains an official online
community, the “DevForum,” and official social media channels in
platforms like Discord. However, individual developers have also
established numerous unofficial, user-driven communities. These
spaces cater to various developer needs, fostering peer-to-peer
learning and collaboration. By studying Roblox’s developer com-
munities, we aim to understand both how online spaces can em-
power teenage creators and also how they can potentially expose
them to risks. Our research was motivated by the unique context of
Roblox developer communities, where teenage developers exercise
significant agency and autonomy. Therefore, our research focuses
on three core questions:

• RQ1. Community Use: Why do teen Roblox developers
utilize online developer communities?

• RQ2. Benefits: What benefits do teen Roblox developers
receive from participating in these communities and how do
the benefits vary across different creators?

• RQ3. Challenges:What challenges do teen Roblox devel-
opers face within these communities and what strategies do
they use to cope with these challenges?

We conducted semi-structured interviews with 18 teen Roblox
developers to explore their experiences in their own words. Our
findings reveal that these communities function as a dynamic dig-
ital playground where teen developers explore ideas, collaborate
with peers, and may even find the beginnings of a career in game
development by leveraging the monetization opportunities that
Roblox provides. However, these communities also present con-
siderable challenges. The interviewed teen developers reported
encountering financial scams, inappropriate user interactions, diffi-
culties balancing their online activities with their schooling, and
being discouraged by the stigma surrounding the child-like image of
Roblox. By examining these experiences, our study aims to provide
insights into how online communities can better support teenaged
developers, fostering a productive environment that maximizes
their creative potential while proactively addressing the associated
safety risks.

3Robux can be exchanged for 0.0013 USD per 1 Robux as of the time of writing, after
certain thresholds have been met.

2 RELATEDWORK
Our paper builds on three primary bodies of prior work. First, we
explore research on game development with young users. Second,
we discuss research on the social dynamics of online developer
communities. Finally, we present prior work on risks and challenges
for youth creators in online communities.

2.1 Youth Game Design and Development as
Digital Play

Play is widely recognized as a crucial process for children’s learn-
ing and development [59]. In today’s digital age, the concept of
play extends from physical to virtual environments like TikTok,
YouTube, and various social media platforms [28]. Resonating with
theories of intrinsic motivation and participatory culture [30], an
increasing number of teenagers have become both consumers and
producers–termed “prosumers” in digital spaces, participating by
creating their own content in the form of blogs, gameplay streams,
and game mods [26, 42]. While these “digital playgrounds” pro-
vide new avenues for engagement and learning for youth, they
are mainly designed by adults to meet adult-centric goals and con-
straints. However, the digital autonomy of children and adolescents
— the freedom to explore and express themselves in digital spaces—
can be important, enabling children to gain independence, build
peer relations, and form a self-identity [12, 56, 73]. Game develop-
ment by the youth provides a unique opportunity to achieve this
autonomy by creating and exploring their own games or virtual
worlds, offering a type of playful experimentation not available on
traditional adult-focused platforms.

Extensive research in HCI has shown that children and teenagers
can benefit from learning to design and create games. Recent ad-
vances in technology [21, 44, 65], combined with the rise of com-
putational education in schools [3, 53], and the development of
child-friendly programming tools like ScratchJR, and Lego Mind-
storms [19, 34], have lowered the barriers to game design. This
democratization of game creation, driven by indie developers and
modding [22, 23, 62] is complemented by studies showing children
can also make games. Studies have demonstrated that involving
children as co-designers in “serious” games helps them better grasp
complex real-world issues [70]. Further, children learn computa-
tional concepts [11, 40, 41] through both “serious” [34, 64] and
“non-serious” [69] game design. Collaborative game design has also
been linked to improved communication skills and higher learning
involvement of children [13, 25]. Broadly, giving teenagers auton-
omy in creating games leads to learning benefits across a variety
of domains [8, 25]. We focus on Roblox, for its flexibility in game
design options, kid-friendly programming language (Luau), and
tools (Roblox Studio), making it a strong platform for teen-led game
development. In this study, we explore the potential benefits that
teen game designers & developers can gain from participating in
the supportive social ecosystem of creating games.

2.2 Online Developer communities
Online developer communities built around platforms such as
Github provide essential spaces for learning, collaboration, and
social interaction. Development is rarely a straightforward pro-
cess, and these communities often become hubs for mutual support.
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Much research on adult-focused developer communities, such as
GitHub and StackOverflow, has found that these communities pro-
vide valuable opportunities for knowledge sharing [61, 71], enhanc-
ing individual expertise [45], and collaborative coding to complete
projects [72]. Similarly, indie game developer communities serve as
communities of practice, where small, flexible team dynamics foster
autonomy and creativity. In these settings, members often adapt
their roles democratically, emphasizing collaboration and shared
ownership [23].

While much of the prior work in this space focuses on adult
developer communities, research on teen-focused developers, par-
ticularly in the context of Scratch, has uncovered a breadth of
opportunities and challenges. Studies reveal the benefits of devel-
oper communities in learning computational skills and exchanging
knowledge with peers [5]. Further, in Scratch team challenges, stud-
ies demonstrate that youth deploy sophisticated socialization skills:
negotiating dynamic leadership styles for each project, building
interpersonal trust, and cultivating common ground [2, 10, 17].
However, youth face distinct communication obstacles compared
to adults. They often struggle to articulate their thoughts [8, 55] and
adapt to the nuanced engagement expectations among different on-
line communities [18]. Critically, peer recognition and feedback are
pivotal motivations for community engagement—universally im-
portant, but especially crucial for teenaged developers [32]. Young
creators, still developing their creative identities and networks, rely
more intensely on peer recognition and feedback from engagement.
These social interactions are fundamental to driving participation,
building confidence, and fostering belonging within digital learning
environments.

In contrast to previously studied Scratch communities, Roblox de-
veloper communities, while similarly youth-driven, operate within
a distinct social and economic framework. Unlike Scratch, which
prioritizes education and creativity, Roblox combines social engage-
ment with broader agency in creations and a deeply embedded
in-platform monetization ecosystem. Work by Zhang et al. has
shown that Roblox teen developer communities engage in forms of
collective ideation, discussing game design strategies and sharing
feedback through external social media platforms such as Red-
dit [76]. Taken together, these findings underscore the importance
of understanding online developer communities as dynamic envi-
ronments that not only facilitate technical skill development but
also nurture collaboration and social belonging for teen developers.
While, previous research has primarily analyzed teen developers’
public comments and forum interactions, our study directly engages
teen developers. By conducting first-hand interviews, we uncover
rich, nuanced insights into their lived experiences, motivations, and
the challenges of participating within these youth-driven developer
communities.

2.3 Child safety issues in online developer
communities

Participation in online developer communities offers benefits, but
it may also expose developers to a variety of challenges and risks.
Research has consistently highlighted issues in online social spaces
such as toxic comments, name-calling, and offensive language [9,
16, 46], as well as programming-specific risks like code theft [7]

and malicious hacking in shared code [33]. Another layer of risks
emerges in developer communities on social media platforms like
Reddit and Discord, where many Roblox developer communities
are based. These platforms bring the traditional threats that have
been identified in studies of social media moderation, including
discrimination [27] and personal attacks [51] to developers. For
example, members of Reddit communities may experience repeated
harassment across multiple subcommunities [38]. Children are par-
ticularly vulnerable in these environments due to the possibility of
encountering more severe risks such as sexual abuse, cyber groom-
ing, and exposure to explicit content [1, 20]. Exposure to explicit
material within developer communities can lead to long-term detri-
mental effects on mental health [66]. Furthermore, prior work has
suggested that adolescents may face emotional challenges stem-
ming from addiction to or dependence on these platforms [75].

The Roblox ecosystem presents unique challenges due to its dis-
tinctive community structure. Unlike traditional platforms, Roblox
blurs the boundaries between players and developers, creating a
complex social dynamic where young creators often emerge directly
from the player community. Kou et al. have pointed out that policies
being unclear between creators and players as one of the reasons
for harmful games including those featuring racist or misogynist
content[35]. This fluid transition can inadvertently normalize prob-
lematic content, as creators may unconsciously draw inspiration
from games that incorporate harmful themes or design elements.
Also, the platform’s proprietary development environment creates a
form of technological "lock-in" that constrains monetization options
only within Roblox. This can pressure teen developers to prioritize
engagement and monetization over ethical design considerations.
Moreover, what researchers term "aspirational labor" drives young
creators to invest significant time and effort into content creation,
often with minimal compensation [42]. The promise of potential
future success motivates children to engage in unpaid creative work.
Media critiques have pointed out Roblox’s potentially exploitative
practices of relying on young users to create content without proper
compensation [48].

Though there has been much prior literature on online safety
and aspirational labor, limited research has explored the overlap-
ping dynamics of these phenomena in platforms like Roblox, where
player and developer roles merge in communities where youth have
significant agency. Our study addresses this gap by examining how
youth perceived and experienced potential risks faced by teen de-
velopers, highlighting the major risks and proposing guidelines for
potential interventions that balance opportunities and safeguards
in youth-driven digital economies.

3 METHODS
Our goal for this paper was to understand the benefits and chal-
lenges teenager Roblox creators encountered in online communities.
To this end, we interviewed participants who have joined at least
one online developer community and have self-identified as "cre-
ators" in Roblox.
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3.1 Participants
We recruited participantswhomet three primary criteria: 1) Teenagers
between the ages of 13 - 19,4 2) “Creators” who have created two
games or three game elements, per Roblox’s definition of having cre-
ated development tools (games, maps, models, or assets) or avatar
items (User Generated Content, UGC), 3) being a member in at least
one online developer community related to Roblox. We included
participants aged 13–19 to capture a broad spectrum of experiences,
as online behaviors and risks vary across different stages of adoles-
cence [14]. To verify that participants were creators, we required
them to share their creations with us during the interview.

To recruit such participants, we posted interview calls in popular
Roblox online communities.We first joined online communities that
showed up in a Google search for Roblox developer communities,
including the Roblox official Developer Forum (DevForum), three
Discord servers, and one Reddit subcommunity (r/robloxgamedev).
Within those communities, we posted interview calls after getting
permission from the moderators. We also recruited participants
via snowball sampling, and we posted new calls in communities
we learned about in early interviews. In total, calls were posted
on the DevForum English and Korean Recruitment pages, nine
Discord servers, one Reddit subcommunity, and one Naver Cafe
— a social platform popular in Korea. Participants who were will-
ing to be interviewed filled out a pre-survey that was designed to
check whether participants matched our recruitment criteria. As a
result, 21 participants were recruited. One participant dropped as
she did not want to share what she made and two did not fit our
criteria. In the end, we interviewed 18 participants. In Table 1, we
show the demographics and information about our participants.
The mean age of the participants was 16.3 years old (SD = 1.3)
with a range of 14–19 years old. All participants were high school
students except C15 who was enrolled in college at the time of the
interview. Sixteen participants identified as male, and two partici-
pants identified as female. While there is no official census on the
developer gender distribution of Roblox, statistics from StackOver-
flow developers show that female participants may be significantly
underrepresented in developer communities. Of the 18 participants,
15 identified themselves as skilled in Scripting (programming) and
7 in 3D Modeling (multiple-choice possible). The average years of
experience as a Roblox creator was 3.4 years (details in Table 1). 11
Koreans, 3 Americans, and one participant from each of Malaysia,
Spain, Japan, and Denmark were recruited. While we had origi-
nally intended to report how long each participant had been in
the developer community they had joined, we found that most
participants had joined multiple communities (with one participant
reporting having joined over 200) and could not recall the exact
dates of joining. Therefore, instead, we report the platforms that
each participant joined communities through.

3.2 Semi-structured Interview Method
We conducted semi-structured interviews to understand how teenager
Roblox creators used online developer communities, the benefits
they gained, and the challenges they faced. Interviews generally

4Participants in South Korea were recruited up to age 19, as 19 is the age of majority
in South Korea according to legal and cultural norms. Non-Korean participants were
recruited up to age 18.

proceeded in four phases: 1) warm-up questions, 2) experiences as
a creator, 3) developer community usage, benefits, and challenges,
and 4) offline impact of Roblox developer experience. Example ques-
tions include "Where did you go when you were stuck when creating
previously mentioned creation?", "What would you miss if joined on-
line community did not exist?" "Have you shown what you made to
your parents?". The full interview protocol is shown in Appendix
A.2. All interviews were conducted online via Discord Call or Zoom
(without video) from the 3rd of July to August 15th, 2024 by the
first author. The interviews were conducted in either English or
Korean based on the interviewee’s preference. The average length
of the interview was 77 minutes. All participants received $20 (or
equivalent in local currency) for participating in the interview.

3.3 Ethical considerations
This study was approved by the KAIST Institutional Review Board.
However, as we involved teenage participants, we took additional
precautions beyond those required by our institution. Participants
were sent the interview questions in advance, and before the in-
terview, we again explained the interview process thoroughly to
ensure that they fully understood the interview contents and how
the data would be collected for payment and analysis. Also, we em-
phasized that participants could skip a question or end the interview
if they did not want to answer. Further, for payment, all participants
received their parent or guardian’s signature. After receiving the
participants’ consent, we proceeded with the interviews.

3.4 Analysis
We conducted inductive thematic coding [4] following the six steps
of Braun’s method on interview transcripts to understand the expe-
riences of teens in Roblox developer communities and the benefits
and challenges they perceived. The process started with upload-
ing all audio recordings of the interview to Dovetail.5 The tran-
scriptions were automatically done in English or Korean based
on the interview language by Dovetail. Then, the first and second
authors each open-coded six interview transcripts independently
while correcting inaccurate transcriptions along the way, identify-
ing low-level themes focusing on how various online communities
support teen developers of Roblox but also the challenges they
face as a teenager. Next, the two authors discussed the themes to
reduce the initial themes from 587 low-level concepts to 15 higher-
level themes. The final themes were merged or split iteratively via
Dovetail through rounds of discussion on overlapping themes or
disagreements. Based on the refined themes, the two interview-
ers engaged in another iterative discussion regarding remaining
inconsistencies, disagreements, and newly emarging themes, re-
coding two interviews (C5, C12) independently again to confirm
agreement. Cohen’s Kappa was calculated to determine inter-rater
agreement, reaching a value of 0.78. After reaching agreement on
the themes, the first author coded the remainder of the interviews.
The final list of themes can be seen in Appendix A.1.

3.5 Limitations
Before presenting our results, we acknowledge several limitations
of this paper. First, our participant sample does not fully represent
5https://dovetail.com/

https://dovetail.com/
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Demographics Options Count (n=18)

Age Number
𝑀𝑒𝑎𝑛 = 16.3 years
𝑆𝐷 = 1.3 years

𝑅𝑎𝑛𝑔𝑒 = 14-19 years
Male 16Gender Female 2

South Korea 11
United States 3
Malaysia 1
Japan 1
Spain 1

Nationality

Denmark 1
Scripting 15

3D Modelling 7
Building 5
GFX 2

Animation 1

Profession
(multi-choice possible)

Game Design 1

Roblox Creation
Experience Number

𝑀𝑒𝑎𝑛 = 3.4 years
𝑆𝐷 = 2 years

𝑅𝑎𝑛𝑔𝑒 = 4 months ∼7 years
Discord 17

DevForum 12
Naver Cafe 4
KakaoTalk 7

Participating Communities
(multi-choice possible)

Reddit 1
Table 1: Participant information overview. To anonymize participants, we present aggregate statistical data to describe them
and refer to each person with an alias C1-C18. DevForum is managed by Roblox Corp. Other communities are managed by
individuals or teams of volunteers.

the global population of teen Roblox developers. Though we do not
know official statistics on teen Roblox developers, there is an ab-
sence of participants from South America, Africa, and other regions
in our sample (See Table 1). Since different cultures have communi-
ties operating in their languages, our findings are constrained by the
language capabilities of the research team. Moreover, even within
the same language, each community has unique norms; for this
study, we recruited primarily from larger communities with more
than 10,000+ participants, which may limit the generalizability of
our findings.

Further, because our recruitment calls included criteria that re-
quired participants to have made at least two creations, our partici-
pants are likely skewed toward those who are more active commu-
nity members. As seen in Table 1, the majority of the participants
in this study had spent more than two years creating content for
Roblox, so true newcomers who had just begun creating are under-
represented in our sample.

4 RESULTS
In this section, we summarize why teen developers joined online
communities and which ones they joined. We report the benefits
they found and the challenges they faced during their community
experiences. For each challenge, we discuss participants’ coping
strategies.

4.1 How do teen Roblox developers utilize
online developer communities? (RQ1)

This section first introduces the motivations that drive teen Roblox
developers to participate in developer communities. Next, we show
how teen developers use the communities to meet multifaceted
technical, social, and career needs, depending on the distinct char-
acteristics of each community.

Participants joined communities to get help or for social
support. For teen Roblox developers, the journey into online com-
munities often started with a spark of technical necessity and social
curiosity. For example, C12 started with a simple search: “Roblox
scripting help.” Stuck on a bug that refused to cooperate, they found
themselves on DevForum, which appeared in the top 3 results in a
Google search. Others, like C7, found their way into communities
through a friend or searching popular social media platforms to find
somebody to talk to about Roblox development. Per C2, “my school
friend sent me an invite to this scripting server. At first, it was just
for fun, but then I realized I could ask questions there too. It wasn’t
just work—it felt like hanging out.” Korean participants like C16 also
mentioned searching open chat rooms in KaKaoTalk or Naver Cafe,
which are both frequently used social media platforms in Korea,
for a friend to talk about Roblox development.
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Figure 2: Different online developer communities

Different online platforms offered unique interaction styles
and community characteristics. Commonly mentioned plat-
forms were DevForum (Roblox official community), Discord, Red-
dit, and Korea-specific platforms like Naver Cafe and KaKaoTalk,
as depicted in Fig. 2. These communities revealed dramatically
different characteristics that profoundly shaped user experiences
based on community ownership, modality, and culture. For exam-
ple, DevForum is a structured, text-based platform for learning,
question-asking, and solution searching. Moderated by Roblox, it
had more limitations on what could be shared due to safety pre-
cautions. In contrast, social-media-based developer communities
such as Discord presented a more dynamic environment with more
functions.

[Roblox-related Discord servers] are friendly, more en-
ergetic, and a little bit more chaotic but have more
freedom, and flexibility and don’t have as stiff an at-
mosphere as DevForum. (C17)

This was possible because Discord supported more interactivity
between users through features such as voice chats and screen
shares. Most importantly, anyone could create their own commu-
nity servers and decide the rules. Participants mention sharing
funny memes as a joke, playing games together in independent
voice chats with community friends, or showing their live coding

progress to community members like a “code with me (C9)” in
peer-led communities. To many participants, Discord communities
were preferred for the “real-time communication (C10)”, and the
ability to start your own community easily.

Participants strategically navigated multiple communities
to meet diverse personal and professional needs. As teen de-
velopers explored and adapted to different communities, they began
strategically using these digital landscapes. As C13 explained, their
approach shifted from widespread engagement to more purposeful
targeted participation:

Twitter is where Roblox employees can easily discover
developers by looking at their work, while Naver cafes
are preferred by professional companies. Twitter allows
light self-promotion and easy visibility. Discord enables
real-time work sharing. As I developed deeper relation-
ships in Discord developer communities, I realized up-
loading my creations to every community was ineffi-
cient, so now I focus on Discord communities only. (C13)

Korean teen developers like C13 used common social platforms
in Korea including Naver Cafes and KaKaoTalk Groups, which also
served as a first step into other global developer communities. C14
first learned about Discord after talkingwithmembers of KaKaoTalk
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Groups and Naver Cafes and got to know other servers after being
familiar with Discord. However, for most participants, including
C13 and C14, DevForum and Discord were reported to be by far the
most frequently used, so our analysis focuses primarily on these
two platforms.

These platforms illustrated how seemingly similar activities
could manifest entirely differently across digital spaces. For in-
stance, the simple act of sharing game creations took on distinct
characteristics depending on the platform. On DevForum, sharing
meant formal presentations with detailed technical explanations
and structured feedback. In contrast, Discord communities trans-
formed the same activity into a casual, real-time interaction—developers
might quickly screen share their work, get immediate reactions,
and engage in spontaneous collaborative discussions. The varying
usage is depicted in Fig. 3.

Teen developers visited DevForum for formal questions and to
access comprehensive game development resources (e.g., the Q&A
database). In contrast, participants used Discord as a decentralized
ecosystem where teen developers could create their own commu-
nities. C11, for instance, explained this diversity of communities,
noting “I used one for scripting help, another for finding jobs.” C18’s
approach exemplified this strategic community usage, participating
in over 200 Discord servers to gather a diversity of inspirations: “I
get ideas from community discussions across platforms. I noticed kids
learning grammar, so I created a game that improves English skills
by using GPT to generate random word explanations.” Some partici-
pants created their own Discord communities to connect with their
games’ players (C7), their YouTube followers (C16), or their UGC
buyers to get feedback on their new 3D models (C4). C4 mentioned
how he realized his UGC was not as popular as he thought it would
be in the market, compared to the efforts he made. He initially
decided to hear from other developers who were his customers
on what features to add, which led him to make his own Discord
community with developers which eventually reached a size of
2700 members at the time of the interview.

This diversity of approaches shows how teen developers don’t
just use communities—they strategically construct digital ecosys-
tems that support their learning, creativity, and professional growth
by understanding and leveraging the unique social dynamics of
each platform.

4.2 Benefits from participating in developer
communities (RQ2)

This section outlines the benefits reported by interviewees from
their participation in online developer communities. Participants
enthusiastically reported the benefits that each of their communities
could support.

4.2.1 Learning and improving technical skills. When partic-
ipants first joined developer communities, they often joined for
the purpose of asking very specific questions such as "Why does
my structure keep collapsing? How do I fix this phrase error?" Our
interviews resoundingly confirmed that learning technical skills
to create a game or design game elements was the most prevalent
benefit, being the initial motivator for participating in the com-
munities in the first place. Such learning typically emerged from
searching for related questions that had previously been answered

Figure 3: Comparison of online developer communities. We
only visualize the most commonly used with at least one
differing usage.

or asking new questions to the Q&A channel within the community.
C4 shared that in the beginning, he asked a lot of questions to learn
how to use the Roblox Studio UI and learn answers that didn’t show
up when searched.

Experienced Roblox developers, with over five years in their
profession, continued to seek advice from community members to
resolve complex issues in development. C10 mentioned one of his
communities having “truly skilled" developers well beyond the level
of hobbyists, whose advice was like a guaranteed map to resolve
whatever problems community members were having. Even partic-
ipants who were usually passive observers gained valuable insights,
such as improved 3D modeling techniques or new mathematical
concepts for animation by looking at the active community-level
Q&A channels.

I have learned a lot of stuff. I [wouldn]’t be good like
this to make my own games. If DevForum didn’t exist,
then I couldn’t solve problems that I struggled [with]...
that forum is really important. (C18)

Many of our participants also described learning from collabora-
tive team projects they joined within the community. Participants
would find opportunities to join a group for game development in
the channels dedicated to hiring collaborators (section 4.1). Work-
ing in small groups was another big part of the learning process as
participants often discovered their preferred roles (e.g., game design,
scripting) while trying out different team dynamics. Collaborating
with more experienced developers facilitated skill development, as
experienced team developers would give advice and tips on game
development including file organization or shortcuts. Participants
like C12 mentioned how team collaborations would also build rela-
tionships making it easier to ask questions in a 1:1 manner instead
of publicly asking within the whole community.

My collaborators, friends actually, are really amazing.
They even helped me build a map once. I ask them a
lot of questions when I’m stuck, too much to post in the
official Q&A. And sometimes I did help them too once -
very proud of that. (C12)
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Additionally, shared community resources supported partici-
pants’ self-directed learning. C6 acknowledged how using free 3D
assets helped him transition from beginner-level creations to com-
plex, customized designs. Sophisticated 3D models, music, codes,
Roblox Studio updates, and AI tips were shared within the commu-
nities - some having separate channels for sharing. These helped
participants to stay updated, quickly build games, and later explore
how other community members structured their code or composed
3D models:

I feel around 40% of the stuff I learned was from the
communities. The resources really help you because it’s
daunting to build everything at first.. People just share
[the resources] kindly. (C6)

Participants like C9 mentioned how community feedback chan-
nels further motivated participants to continue their effort to over-
come challenges. Consistent with Roque et al. arguing that collabo-
rative learning happens in online communities [55], we find that
developer communities fostered learning as a community in prac-
tice. Further, learning for participants was a fun and self-motivated
activity supported by their participation in developer communities.

4.2.2 Developing social skills by building networks and rela-
tionships. Developer communities weren’t only focused on build-
ing games. Often they also dedicated space for building networks
and relationships with other members. As the communities fostered
interaction between users to discuss and collaborate, participants
could develop soft skills through this online communication. For
many participants, the space felt like an extension of their social
lives or even their full social life – in the case of a participant who
was home-schooled – particularly because Roblox communities
were unique. Unlike other developer communities, Roblox’s col-
laborative and “peer-led” environment, especially on Discord, is
characterized by members of similar ages and informal interactions.
Participants mentioned they could guess community members were
young by the jokes they shared and by how the time people showed
up seemed to be after school. This sense of camaraderie and shared
interests fostered a unique ecosystem where participants felt at
ease discussing development, collaborating on projects, and com-
municating in a more casual and fun-driven way. C7 described his
communities as a space where people like him could breathe:.

I really enjoy that kids my age can talk about (game)
development stuff. In places like Unity or elsewhere,
most of the people are older, busy working, there’s not
really room for saying “Hey, I want to make a fun game
like this, let’s do it together”. The conversations are more
serious, about profits rather than fun. The atmosphere
is entirely different. (C7)

Butworkingwith others onlinewas not always easy. Self-motivated
collaborations with group members sometimes encountered chal-
lenges when team members had different goals for development
(e.g., for fun, for themoney), and as such they required tact, patience,
and openness. Participants learned to navigate interactions with
diverse cultures like C9 whomentioned having worked with friends
on three continents. This expansion beyond their local network
meant they had to adapt to communicating online. Participants men-
tioned the communication strategies they have learned through

the process of collaboration – starting conversations kindly, being
clear about intentions, and finding common ground.

I now add labels to my 3D models so the scriptors un-
derstand what I mean. That really helped us sync (C2).

As their confidence and self-efficacy grew, participants began
taking proactive roles within communities. Participants like C12
mentioned they gained self-assurance in promoting their skills in
the community. Some participants also mentioned taking leader-
ship roles within projects as they gained more confidence in how
to manage talking within the community. Four participants (C2,
C4, C6, C9 took moderation roles in Discord developer commu-
nities where they once joined as newcomers. Some participants
forged friendships and developed social capital, improving their
reputation within the broader community. Some participants (C3,
C7) who did a few projects together discovered they lived close to
each other and managed to meet and become offline friends. For
instance, participants reported that these casual local meetups pro-
vided more personalized interactions, which proved to be important
for building long-term relationships. This confidence from commu-
nity involvement led them to explore new roles, such as creating
Discord communities or expanding their activities on platforms
like YouTube.6 Three participants (C1, C4, C17) built their own Dis-
cord developer communities to engage with players of their game,
collaborate with employees of Roblox, with C6 seeking to establish
the largest Roblox developer community in Korea. These findings
show howWenger’s concept of Communities of Practice succeeded
naturally in teen developer communities, where participants gradu-
ally took different roles and identities in the community [39]. Most
participants mentioned recognizing the importance of community
mentoring and were willing to pay back the help they got from the
community.

At first, I was just an observer. Now, I’m leading a game
I thought of and having a voice in the community. It’s
amazing to be recognized for my skills and be helpful
to others. (C14)

Within a community built on shared ambitions and playful collab-
orations, participants could feel heard and, through this connection,
experience a sense of belonging.

4.2.3 Turning Hobbies into Careers. For some participants,
Roblox development was a hobby. For others, it became something
far bigger. Monetization opportunities, such as commissions from
collaborations and revenue from creations, served as a strong mo-
tivator to continue development for those who consider Roblox
development beyond a hobby. 13 participants pursued commissions
from community hiring posts, creating a vibrant marketplace for
part-time work. As such, C13 sought in-community jobs for income,
which was particularly beneficial in countries like Malaysia with fa-
vorable exchange rates for dollars earned, while C17 earned money
from selling his UGCs (avatar items), keeping him motivated. Com-
munity events with prize rewards further enhanced these financial
incentives. Four participants had made revenue from their devel-
oped games, and two participants had worked together on the same
very successful game, which had temporarily been among the top

6https://www.youtube.com/watch?v=lnhrFUmFpak. C6 mentioned creating his
YouTube channel to share his mini-games with a broader audience.

https://www.youtube.com/watch?v=lnhrFUmFpak
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10 most played games on Roblox. While one teen developer made a
game from his own idea, another participant (C4) mentioned he was
invited to the team, and suddenly the game “blew up”. This kind of
success of turning developers’ games into huge money was often a
common story that participants were aware of and strove for them-
selves, working in a form of aspirational labor as described above.
While "fun" was the main motivation for creating Roblox games,
monetization provided an overall substantial additional boost for
nearly all participants.

I get paid a lot by Roblox simply because people like to
play my team’s game. After members saw my work, I
was invited to join the team community. And when you
get paid, that kind of just makes you more intrigued
and keeps me developing. Also, I learned economics that
way. (C3)

As participants grew more skilled, creating different projects
(see Fig. 1), recognition within their communities followed. Some
participants, such as C16, were recognized as official Roblox am-
bassadors, and such participants had chances to go to local Roblox
conferences, meet senior developers, and develop strong social cap-
ital. C16 mentioned having TikTok and YouTube followers help
gain him recognition, though he thought his game development
skills still need improvement. From these experiences, C16 dreamed
bigger: going to the world Roblox conference and pitching his game.
Skill enhancement led four participants (C1, C2, C6, C10)) to se-
cure freelance work under a formal contract with a small third-
party company and to secure longer-term employment in a few
cases(C13)). Despite lower initial offers given due to their age, their
proven skills eventually led to better opportunities and, for some,
serious consideration of a career in Roblox development such as
a game developer or 3d modeling designer. Some saw their hobby
as a potential career path and pursued related opportunities in the
form of a full-time job or related majors in school. For example,
C5 planned to go to a game-development-oriented high school.
Similarly, C7 mentioned her career growth:

Actually, at the company I’m with now, I’m making my
own game. I joined this company because they made
me a good offer in DM, saying I could continue my side
project and still receive a regular salary. The only thing
is, I have to give a portion of the earnings to them. (C7)

While some participants didn’t view Roblox development as
a long-term path—three mentioned shifting focus toward school
or other pursuits—15 participants valued the foundational skills
they acquired, such as understanding ’if’ statements and loops, and
felt confident applying these abilities in other fields. Contrary to
prior research suggesting that Roblox creates a lock-in ecology
for developers [36], seven participants had positive experiences,
discovering a passion for problem-solving or design, and expressed
a desire to continue developing their skills beyond Roblox. This
includes learning advanced modeling software like Blender and
exploring other programming languages such as JavaScript (C15).

I’m pretty confident with Blender7 now. I’ve noticed
people using UnReal in Unity games at my current com-
pany. I’ll probably try it or 3DMax (C2).

4.3 Challenges from participating developer
communities and associated coping
strategies (RQ3)

In this section, we report the various challenges participants experi-
enced in developer communities related to community accessibility,
sustainability, and inter-user challenges between members.

4.3.1 Struggling to find the right community. Although on-
line communities offered significant benefits for growth, many
participants faced difficulties discovering and joining the right
ones. Discord, widely used for its flexibility in creating commu-
nity channels and having diverse modes of communication, was
the preferred platform for most developer communities. However,
its invitation-only model often created barriers for newcomers. For
instance, beginners like C8 were unaware of these communities
until being introduced to them during our interview, revealing the
challenges participants face in accessing some online spaces. Ac-
cording to moderator participants, restricted access was necessary
to ensure safety, protecting community members from potentially-
problematic users.

Once participants joined a community, integration into the com-
munity posed another challenge. While this process was vital for
their continued involvement in the community [23], navigating
Roblox-specific terminology and community dynamics felt over-
whelming, especially for young participants joining their first online
communities. The diversity of communities meant that experiences
varied widely, with some being welcoming and others less so. C16,
for example, described feeling isolated when his questions were
ignored or met with unhelpful judgmental responses without ex-
planation, which left him discouraged and questioning his place in
the community.

I reached out to one of my collaborators once. They
solved it [my problem] but didn’t explain it to me. In-
stead, they said my code was really messy which it isn’t
(C12).

To get used to the community, participants mentioned various
strategies such as trying to spend more time, observing others,
making friends through collaboration projects, or playing games to-
gether with community members. Advanced teen developers faced
challenges in finding the right communities that matched their
skills and offered meaningful growth and networking opportuni-
ties. Sometimes, the communities they belonged to felt too small for
them or did not have enough resources for them to grow. Language
barriers also created obstacles. While many prominent developer
communities were English-speaking, non-native speakers from Ko-
rea, Japan, and Spain, often felt more comfortable in communities
that used their native language. However, such communities were
harder to find. For instance, when C4 wanted to access more ad-
vanced developer resources, he found no materials available in
Korean and had to resort to translating English resources.

73D modeling software not made by Roblox but often used among Roblox developers
for more complicated modeling
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I have worked with a lot of different people - American,
UK, Brazil, and other EUs. Personally, I like Spanish
people the best as a Spanish creator. But, from what I
know, there aren’t Spanish Roblox Creator communities
out there. (C14).

4.3.2 Struggling to Balance Commitments. Balancing Roblox
development with academic commitments emerged as a major chal-
lenge for teen developers. Participants who had used the community
for a long time, such as C14, reported that many peers became in-
active as they advanced in school, disrupting community dynamics
and slowing down the progress of collaborative projects. This was
especially challenging when a knowledgeable mentor had to leave
the community. C15, who enjoyed helping out and answering ques-
tions in his communities, felt it becoming harder and harder as he
was doing it voluntarily and faced more and more serious school
works as an 11th-grade student, but he was concerned about the
impact his absence might have.

Well, there are three large times when people disappear
– starting middle school, high school, and college admis-
sion. Some do come back, but others don’t, especially if
they decide to focus on studying. (C7)

Participants who continued in Roblox development often aimed
to pursue it as their career, sometimes at the expense of their edu-
cation. For instance, one participant (C13) became so overwhelmed
and very sleep-deprived with balancing her Roblox projects and
school work that she took a semester off from school to concentrate
on her Roblox job creating new 3D maps and UGCs. Others viewed
Roblox as a hobby, balancing it with their education, like C18, who
chose to leave Roblox entirely to focus on his college plans.

Social perception of Roblox as “childish” also further complicated
the sustainability of the communities. As teenagers, participants
were conscious of how their involvement was perceived negatively
by parents, teachers, and peers outside of Roblox, which sometimes
undermined their motivation. Participants like C7 mentioned facing
opposition from his parents, school friends, and teachers because
Roblox development was perceived as immature to pursue as a high
school student.

Many participants, aware of these perceptions, initially con-
cealed their activities in Roblox development. For example, C13
described hiding her activities until she achieved significant mile-
stones, which felt important enough to gain validation from external
people.

Oh wow. It felt like living a double life - a secret small
hobby ... until I reached a certain level of quality in
creating what I imagined. Now, my parents show my
work to relatives. They usually say it’s fascinating or
impressive. (C13)

Some participants eventually won their parents’ support by
demonstrating the financial potential of their development. Moneti-
zation often emerged as a validation–proof that their workmattered.
Like prior work on TikTok teen creators [6], making money con-
vinced their parents to believe in their activities. As in the case of
C6, winning a Roblox competition or earning game income helped
skeptics see Roblox development as a legitimate career path. This

monetization, however, brought its own set of challenges, which
will be detailed in more depth in the Discussion 5.2.

At first, my parents were against it, but I did it anyway.
They said like, “ you’re spending too much time on
something unproductive.” But once I won some Roblox
challenges prize and received strong revenue, it helped
them see Roblox’s potential for a serious career. (C6)

In rare cases, participants attended schools that supported game
development, integrating Roblox development into their education.
These students benefited from taking courses on programming or
3D design, which they applied to their creations. Some schools
actively promoted Roblox development, with C16 describing how it
was encouraged by his science teacher and even featured in school-
wide events organized by the student council. Participants like
C4 had the resources to consult with school teachers for advice,
including valuable input from specialized faculty such as archi-
tecture teachers who provided guidance on creating immersive
spaces. This created a synergy between their schoolwork and de-
velopment efforts. For instance, C7 chose Roblox as a career path
after exploring other platforms in school. Beyond formal educa-
tion, some participants found support through private instruction
or family connections - C12’s parents invested in private Roblox
coding lessons, while C17 received guidance from family members
who worked as programmers.

I go to a school that specializes in game development.
They mainly teach tools like Unity or Unreal Engine,
and we release game on Steam or Google Play. Roblox,
however, felt much friendlier and better for monetiza-
tion. So, I looked into it more seriously. (C7)

Despite these positive examples with offline resources, partici-
pants were discouraged by negative perceptions saying that there
were not many resources available outside online developer com-
munities for a longer term career, which led many participants
away from game development, impacting the sustainability of their
communities as members came and left.

In response to the challenges of community engagement, many
beginner developers turned to AI tools, mostly ChatGPT, for sup-
port. Participants found AI to be convenient and effective for basic
coding tasks, idea generation, and design feedback without feeling
like they were burdening community members. However, most
agreed that AI alone could not replace the depth of knowledge and
collaboration found in communities. Complex issues still required
human insight and collective problem-solving.

4.3.3 Dealing with financial scams. Participants claimed both
financial scams and inter-user conflicts as significant challenges
within developer communities. Consistent with findings on harm-
ful game design in previous research [35], financial scams were
a recurring issue. Participants either personally experienced be-
ing scammed or knew others who had fallen victim. Scams often
included developers being underpaid or not paid at all, even for
successful projects. In some cases, participants paid in advance for
work that was never completed. C18 reflected on how the frequent
collaborations that happen in the communities made reputation and
trust crucial for successful projects. This trust-dependent nature of
collaborations often left new members vulnerable to exploitation:
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You should like be aware of people because sometimes
some young developers trust other developers too much
and get scammed. (C18)

While scams were less common in developer-focused communi-
ties than in Roblox player communities trading UGCs, participants
still viewed them as prevalent in certain developer communities
among members especially those who want to make profits. Moder-
ator participants explained that scammers often exploited commu-
nity norms of mutual trust and conducted fraudulent activities in
private chats, beyond the reach of moderators, and also bypassed
bans by creating new accounts. Six participants explained how this
left the scams to be addressed by the young community members
themselves. Even in cases of blatant plagiarism or impersonation,
responses varied widely. For example, one participant (C18) men-
tioned that he felt that it was acceptable for others to copy his
game, as he felt that it would eventually lead to more growth of
his game through the popularity of similar games. Other partici-
pants took creative or legal steps to protect their work. For example,
C5 mentioned trying to resolve this by learning about intellectual
property law and norms, which was not covered by her school
education, and as a result she developed better watermarking that
could not be deleted easily. Another participant (C9) said he sab-
otaged a collaborator by inserting infinite loops into the code to
address non-payment.

However, dealing with plagiarism and financial disputes often
felt overwhelming, especially for younger participants. Most col-
laborations proceeded in an informal way between community
members without any written contracts. Except for the few par-
ticipants employed by companies and working under a formal,
legal contract, the legal aspects were described as a confusing and
unfamiliar concept, leaving both the participants and their legal
guardian(s) unaware of how to navigate such matters. C2, for exam-
ple, described feeling powerless in a case where their development
team earned only a fraction of the revenue generated by their game:

Our developer team received about 2,000 Robux amonth8—when
we know the game is making 200,000 to 500,000 Robux
monthly. We didn’t report it because it was hard to find
the legal documents. Also, within Roblox, there is an
implicit atmosphere of just trusting each other. The pri-
vate matters usually stay between the individuals and
not the whole community. So, as I developed a lot of
games, I experienced not being paid, or someone using
hacks on my game, copying it, and putting it in their
own game. (C2)

Such experiences led many participants to be more cautious about
collaborations, while some became demotivated toward creating
games together. Despite the community’s collaborative spirit, the
lack of formal protections left many young developers vulnerable.

4.3.4 Dealing with Inappropriate Users. Although Roblox creator
communities were widely perceived by participants as safer and
more respectful than Roblox player communities, instances of in-
appropriate behavior were not entirely absent. Trolling, disputes
over critical feedback, and unauthorized self-promotion emerged
as recurring challenges that participants consistently confronted.

8Approximately US $25 at the time of writing.

More alarming incidents included egregious violations such as
banned users disseminating explicit AI-generated content. Female
participants mentioned seeing uncomfortable chats that made them
choose not to use their voice-chats and to use masculine-looking
avatars to conceal their gender. In line with prior work [36] some
participants experienced situations where other developers pro-
moted games embedded with radical nationalist ideologies. While
they were banned from their community, the problematic users
made new accounts again and continued to create these games.

The likelihood of encountering such incidents often depended
more on how a community was managed than its size. Participants
claimed to prefer larger developer servers, as they had dedicated
moderation teams and clear rules, typically providing safer spaces.
In contrast, smaller, close-knit communities, built on presumed
mutual understanding and personal connections, sometimes inad-
vertently created environments where problematic behaviors were
systematically overlooked. This inconsistency shows how effective
moderation practices played a more decisive role in shaping the
community atmosphere than member count. This led to C10, a com-
munity manager, having an invitation-only approach to maintain a
respectful environment.

I manage communities where all the members are veri-
fied [with a size of 300 users]. In our server, we try to
maintain a clean environment with good developers.
There’s a lot of constructive conversation between the
admins and the users. But sometimes people from the
shady side also join, so we have to deal with them occa-
sionally. Because of these issues, we don’t promote our
community. (C10)

The occasional presence of inappropriate users underscored the
ongoing challenge of cultivating trust and professionalism in Roblox
developer communities. These incidents reminded the participants
of the delicate balance required to sustain a positive and inclusive
environment for collaboration.

5 DISCUSSION
Our findings have identified that participation in Roblox developer
communities fostered individual growth among teen developers,
particularly in building technical skills and social communication
skills. These benefits align with prior work on indie game devel-
opers, where collaborative environments encourage democratic
leadership and shared ownership of projects [22]. However, these
social and technical benefits coexist with challenges such as fi-
nancial scams and interpersonal conflicts. This duality emphasizes
the need to take a more comprehensive view: what makes a pos-
itive, safe online community for teen game developers? In this
section, we address this question by highlighting key components
of growth-fostering online communities, complexities introduced
by monetization, and implications for fostering safe environments
for teen developers.

5.1 Key components for fostering growth in
online developer communities

In this section, we identify three critical factors driving many of
the benefits participants reported from online Roblox developer
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communities: play as a core motivation, opportunities for mean-
ingful communication, and access to growth-enabling resources.
Some of these factors were strongly aligned with previous work
but manifested in new forms in the in-the-wild, play-driven case of
Roblox developer communities.

5.1.1 Self-driven play as a Core motivation. Teen developers
were self-motivated by the intrinsic enjoyment of creating and ex-
perimenting within the Roblox ecosystem, reporting fun as their
primary factor for why they develop games. This demonstrates
how playfulness remains a cornerstone of sustained community
engagement and growth in teen-created and moderated spaces. Sim-
ilar findings in developer communities like Scratch show technical
development gained through collaborative learning in communi-
ties [5, 8, 55] or adult-focused platforms like StackOverflow [61, 71].
However, unlike Scratch, where play occurs within structured learn-
ing environments, Roblox supports a hybrid model where teens
independently create and moderate their spaces. This dynamic fos-
ters a unique sense of autonomy and ownership, consistent with
theories of participatory culture [30, 31].

Freeman highlights the critical role of small teams and "demo-
cratic" participation, wherein collaboration fosters shared decision-
making and individualized contributions [23]. Similarly, teen-led
Roblox communities function as small, dynamic ecosystems where
developers work collectively to design and iterate on games. De-
spite being self-organized, these communities mirror the socio-
technological challenges faced by indie developers, especially in
identifying the right collaborators with shared goals. For teens,
these challenges manifest in managing their team formation and
navigating technical systems with limited professional guidance.
Building on Freeman’s insights, we argue that the playful roots of
the participatory culture within Roblox developer communities are
crucial for encouraging long-term participation and growth. Even
as challenges arise, such as encountering scams or interpersonal
conflicts, the ability to experiment freely within the collaborative
and friendly atmosphere of Roblox developer communities enables
resilience and creative exploration.

5.1.2 Access to rich technical and social resources facilitates
learning. Our findings underscore that access to both technical
and social resources plays a crucial role in fostering growth within
developer communities. For newcomers and even more experi-
enced participants, the ability to connect with others is vital for
learning, collaboration, and expanding their professional network.
However, communication barriers often hinder this process. With-
out an environment conducive to meaningful interaction, some
participants, especially beginners, turned to AI tools like GPT for
technical support, particularly for coding tasks and idea generation.
The increasing support-seeking from AI mirrors how indie devel-
opers use AI as their programming partner in idea generation [49].
However, while these AI tools provided immediate assistance, they
did not offer the depth of collaboration and mentorship that could
be found in community-based interactions.

Furthermore, we noticed resource differences beyond communi-
ties. Some participants felt that their communities had abundant
resources to learn and had members who were active in answering
questions, while other participants wanted to search for more ad-
vanced communities. This discrepancy suggests the importance of

ensuring that all members, particularly beginners, have equitable
access to the necessary tools, guidance, and networking opportuni-
ties that foster their personal and professional growth within the
community.

5.1.3 Incentives can drive community growth. Lastly, pro-
viding incentives like monetization proved effective in fostering
growth within communities, as seen when participants joined in re-
sponse to commission posts and developed their skills accordingly.
Community-wide competitions with Robux prizes were also incen-
tives for participation commonly enjoyed by participants. However,
these forms of engagement were voluntary, relying on the social
value of the community to motivate participants like in other de-
veloper communities [43]. This made it challenging for advanced
developers to participate, as they often struggled to balance commu-
nity involvement with schoolwork and development loads. Thus,
implementing formal, financial incentives and/or less formal, social
incentives each can enhance growth in different ways for different
populations.

5.2 The complexities of a monetized hobby
ecosystem

Monetization motivating teen Roblox developers is not a new con-
cept; it fits within the broader framework of aspirational labor,
where teen content creators are motivated by the hope of future
success [15]. This phenomenon is well-established in scholarly
literature, which discusses the developmental role of unpaid cre-
ative work and the intersection of passion, skill-building, and eco-
nomic opportunity in youth participation built upon venture la-
bor and hope labor models [37, 47]. Roblox stands out from other
content creation platforms, such as YouTube, blogging, and game
streaming, because it combines game development with monetiza-
tion—offering teens the opportunity to engage in both creativity
and entrepreneurship; Unlike YouTube influencers or TikTok cre-
ators, whose success is often based on personal branding, game
developers must create engaging, playable content, requiring spe-
cific technical and design skills [42]. Compared to many traditional
game modding processes, Roblox Studio significantly lowers tech-
nical barriers, making it more accessible and empowering to teen
developers.

The appeal of Roblox’s monetization system is clear, as it enables
teenage developers to make money from their passion. Many partic-
ipants in our study reported that the platform offers them increased
autonomy compared to other teen job options, such as part-time
work, as it allows them to earn money independently with what is
at its core a form of play, without direct parental oversight. Teen
developers value the creative freedom Roblox provides, viewing
it as a space to experiment, hone their skills, and build a reputa-
tion with the potential for success. Drawing on previous work by
Postigo [52] and Taylor [68], this mirrors the “modding” culture in
the video game industry, but with more accessibility, diversity in
making profits from game, game items, game assets, and technical
skillsets. Some participants strategically leveraged their games to
build social capital and professional networks, demonstrating the
potential for both skill development and future monetary success.



Leveling Up Together: Positive and Safe Space for Teen Developers CHI ’25, April 26-May 1, 2025, Yokohama, Japan

However, the formal blurring of play and work through Roblox’s
monetization system creates new challenges. While the prospect
of financial independence is a strong motivator, the absence of for-
malized structures or clear guidelines on what constitutes “labor”
leaves teen developers vulnerable. Participants described incidents
of scams and exploitation within peer communities, highlighting
their lack of protection and limited knowledge about navigating
such risks. For teens in countries requiring parental consent for
legal work, the situation was further complicated. Some partici-
pants who joined small companies faced significant hurdles due
to their families’ unfamiliarity with the complexities of game de-
velopment agreements. Many parents, unfamiliar with such ar-
rangements—especially in the niche context of Roblox—struggled
to judge the fairness or legality of contracts. This inexperience
often led participants to accept vague terms, resulting in unclear ex-
pectations and under-compensated work. Two participants shared
instances where what began as creative exploration turned into
unpaid or underpaid obligations, consuming more time and energy
than they had anticipated.

The monetization ecosystem itself can exacerbate these chal-
lenges, sometimes driving teens to prioritize profit over ethics. This
pressure can lead to decisions that compromise the well-being of
younger players, such as designing games with harmful elements
to maximize profitability. Furthermore, the financial burden asso-
ciated with advertising and publishing UGC—such as the cost of
publishing limited UGCs, which can reach 20,000 Robux (approxi-
mately 15 USD) per item—adds another layer of strain, as previously
noted by Kou [35].

Living in a digital landscape driven by entrepreneurial ideals, it
is natural for teens to be drawn to the prospect of creating their
own games and earning financial rewards. However, we noticed
that among the participants, there was an almost unwavering belief
that hard work could secure success—a sentiment that reflects mer-
itocratic ideals. This firm belief can quietly erode well-being when
the realities of inequality go unacknowledged [74]. Participants
like C13 described his failure in market success solely primarily as
personal shortcomings, pledging to work harder to overcome them.
This type of belief system can turn a creative playground into a
space of self-doubt and relentless striving [57].

Our findings also highlighted the disparities in access to re-
sources that shape these success narratives. For example, one par-
ticipant, C12, thrived with the support of parents who invested in
his coding education and helped him navigate complex program-
ming concepts, while others struggled due to a lack of support from
their communities. While our interviews cannot definitively deter-
mine how much these external resources contributed to success in
game development, they underscore the importance of recognizing
the roles that factors like mentorship, financial backing, and even
sheer luck play in shaping outcomes.

Therefore, to foster a healthier perspective on monetization and
success, it is critical to help teens see the broader context of their
aspirations. Sharing details of success narratives including finding
the right team, the right endeavor, and the right collaborative sup-
port will lead teen developers to focus more broadly than on just
profits. In this way, a more balanced approach to ambition can be
cultivated without compromising the well-being of developers–one

that empowers teens to pursue their goals with resilience while
acknowledging the complexities of the digital marketplace.

5.3 Takeaways for fostering safe and positive
teen-friendly spaces

In order to achieve the growth described above, communities must
establish robust frameworks that prioritize stability and safety. In
this section, we identify two key takeaways for fostering such an
environment: continuous guidance, empowering teen developers
to handle challenges, and collaborative stakeholder involvement.

5.3.1 Empowering teen developers to handle challenges.
The decentralized nature of developer communities on Roblox cre-
ates both opportunities and challenges for teen developers. While
these communities foster creativity and peer-to-peer learning, they
also leave teens vulnerable to risks such as financial conflicts, copy-
right issues, and scams, which can be difficult to navigate without
guidance. Instead of adopting a top-down governance model that
could undermine teen agency and autonomy in managing their
spaces, Roblox should focus on empowering teen developers to
handle these challenges effectively. Roblox can play a critical role
by educating developers about community norms and setting exam-
ples of good community policies—not just showcasing successful
games but also showcasing communities with successful gover-
nance. Clear rules addressing financial disputes and intellectual
property concerns should be established, alongside robust reporting
and peer-review mechanisms for identifying and resolving suspi-
cious activities.

Teen developers should also be encouraged to collaborate in
creating solutions as a primary stakeholder. For example, developer
communities use peer review mechanisms to identify scams, share
knowledge about recognizing common scam patterns, and clarify
realistic commission expectations to prevent exploitation. Roblox
could further support community leaders by providing educational
resources on effective moderation strategies and creating incentives
for experienced members to mentor newcomers. AI tools could as-
sist by explaining ongoing conversations to newcomers, addressing
accessibility challenges, and easing their integration into the com-
munity. By focusing on empowerment of teen developers rather
than on control, Roblox can foster resilience-based learning [50],
and community sustainability as members come in and out. Though
it is impossible to eliminate all risks, equipping teen developers
with the tools, knowledge, and community support to navigate the
challenges of the community can help them grow both creatively
and responsibly.

5.3.2 Continuous stakeholder support both offline and on-
line. Teen developers demonstrate remarkable agency within their
communities, which leads to collaborative learning and self-directed
socialization. The unique opportunities offered by platforms like
Roblox—ranging from exploring diverse games and monetization
opportunities to connecting with peers—serve as a gateway for
broader offline engagement. For some participants, online experi-
ences inspired decisions to attend relevant schools or participate in
offline meetups, while for some participants, their school friends
led them to join online communities in the first place. This depicts
the organic interplay between the digital and physical worlds [67].
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Additionally, participants emphasized how supportive online en-
vironments often benefit from robust offline support networks,
including teachers, family, and peers, which play a critical role in
fostering their growth and helping them navigate challenges. This
seamless transition between online and offline support highlights
the need for a cohesive, collaborative approach among stakeholders.

To nurture teen developers effectively, all stakeholders—parents,
educators, peers, platform providers, and developers themselves—must
work together to build an ecosystem that bridges online creativity
with offline guidance. To build a more broadly supportive ecosys-
tem, Roblox must position itself as a serious platform for tech-
nical development, earning respect from both users and external
stakeholders. By integrating Roblox’s educational value in priori-
tizing developer safety, Roblox can strengthen its supportive role.
Likewise, parents and schools should recognize and acknowledge
the significance of Roblox development when students showcase
their achievements. Bridging online creativity with offline guidance
through this continuous support network is crucial for fostering a
positive environment for teen developers.

Effective management of potential issues on Roblox demands
active involvement from all stakeholders: Roblox, host platforms for
developer communities, developer community moderators, parents,
schools, and teen developers. To create an inclusive environment,
it is crucial to implement participatory governance models that
ensure every voice, especially those of teen developers, is heard in
shaping community policies [73]. This collaborative approach may
involve regular feedback sessions, open forums, and advisory panels
where all stakeholders can contribute to developing community
policies and support mechanisms. By fostering these participatory
practices, stakeholders can enhance the community experience,
address emerging issues, and build a more supportive and engaging
environment for teen developers. Such efforts can also reduce the
normalization of harmful game design within the Roblox ecosystem,
mitigating one of the platform’s most significant risks to players
and fostering a safer, more constructive space for all users.

5.4 Future Work
Our study reveals promising growth opportunities for teenagers
in game development, socializing, and career building in platforms
like Roblox but also uncovers several challenges. To address these,
future research should aim to include a more diverse sample or uti-
lize large-scale chat data analysis from developer communities. This
would provide a broader perspective on the Roblox creator ecosys-
tem and gain insights into underrepresented developers. While
issues like child safety and grooming were minimally reported in
our sample, they may be more significant in a larger study. In ad-
dition, expanding to explore other teenage communities—such as
social media creators or school-based learning platforms—could re-
veal different motivations and interaction styles due to their unique
contexts. Understanding these differences, including how to bet-
ter support child creators, remains an important area for further
investigation.

6 CONCLUSION
For teenagers, creating games is a valuable and engaging method
for fostering skills in computational thinking, collaboration, and

creative problem-solving. Despite the increased accessibility of
game development, many teen developers encounter challenges
due to the diverse skill sets required. Based on interviews with
18 teen Roblox developers, we show how online communities can
provide significant benefits, including access to learning resources,
opportunities for collaboration, and the growth of transferable
skills beyond the gaming platform. However, these communities
also present challenges, often stemming from problematic behav-
iors exhibited by other users within the community, unsupportive
guardians, or community environment factors such as school-life
balance. These findings highlight the need for more structured
guidance and best practices to maximize the positive impacts of
online communities and provide a safer space for teen developers
in their developmental journeys. We hope our work can further
spur discussion on the nuances of designing positive online social
experiences for teen developers.
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A APPENDIX
A.1 Final Themes
Figure 4 presents the main themes from the interviews.

A.2 Full Interview Questions
The interview started by explaining this research and asking for
consent (and communicating that participants could drop out any-
time if they felt uncomfortable). It was semi-structured, beginning
with a core set of questions. Questions were modified or added in

response to participants’ answers, exploring interesting threads
more deeply.
Warm-up

1. What’s your favorite game in Roblox?
(a) What is the genre?
(b) Do you play with friends?
(c) What would you recommend for a newbie?

2. Can you show me your memorable Roblox avatar you liked?
3. Who are your favorite Roblox YouTubers or TikTok influ-

encers?
Becoming a game creator

Figure 4: The final themes from interviews with 18 teen Roblox developers. The themes are organized into three major findings
areas: (1) Community Use Patterns (RQ1, Community Usage, Changes in Use, Developer Experience), (2) Community Benefits
(RQ2, Growth, Community Benefits, Career Paths), (3) Community Challenges (RQ3, Community Challenges, Language Barriers,
Offline Relationships). Each category connects to corresponding sections in the Main Paper, including a few themes that
emerged from the interviews but weren’t central to our findings.
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1. What’s the coolest item/game you’ve made in Roblox?
(a) Did the idea for the item/game just come into mind?

2. Could you tell me more about how you made the item/game?
3. Have you collaboratedwith anyonewhenmaking the item/game?
4. How many years did it take to make the item/game?
5. How many items/games have you made? Can you show me

some?
Community-Related

1. When you made an item/game, were there times you were
stuck?

2. Where did you go when you’re stuck?
(a) Did you seek help online?
(b) How often did you go there?

3. Now, could you recall the 1st time you made something in
Roblox? Where did you get help then?

(a) How did you get to know there?
4. Did you have any struggle when you 1st joined (channel

mentioned during the interview)?
(a) Have you ever felt awkward or confused as a newbie?

5. (If the communities used have changed) Why do you now
go to different communities now?

(a) How do you spend your time?
6. (If the communities used have not changed) Why do you use

the same channel?
(a) What do you like about it?
(b) Have you thought about joining others?
(c) How do you spend your time there?

7. Do you find it easy to communicate your intention through
these channels now?

(a) Are you happywith the way the (channel mentioned during
the interview) is now?

8. Looking back, for a newbie trying to make an item/a game,
where would you recommend?

9. What would you miss if (channel mentioned during the inter-
view) didn’t exist?

10. Do you feel you’re learning and achieving your goals by
being part of (channel mentioned during the interview)?

11. Do you think (channel mentioned during the interview) has
influenced your work in Roblox?

(a) Has it influenced your real life too?
Safety-Related

1. Do you know others’ ages in those (channel mentioned during
the interview)?

2. Have you felt someone is older or younger in (channel men-
tioned during the interview)?

(a) Why?
(b) Have you ever talked about your age?

3. Have you ever felt suspicious of (channel mentioned during
the interview) as a newbie? Or even now?

4. How close do you feel to the other members of the channel?
5. Do you think there should be a separate channel just for

kids?
Offline-Related

Thank you so much. I would like to move on to the last topic.

1. Have you shown what you made in Roblox to your parents
or offline friends? Why or why not?

Concluding thoughts
1. What are some things Roblox developer communities could

do better?
2. Do you plan to continue developing in Roblox?
3. Is there anything you want to share with us?
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