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    Preface

    With this practical book, you’ll get hands-on experience working in the Roblox platform.

    You’ll start with an overview of Roblox development and then understand how to use Roblox Studio. As you progress, you’ll learn everything from how to program in Roblox’s Luau language, to creating games such as an obby and a battle royale. Towards the end, you’ll delve into the logistics of game production, focusing on optimizing the performance of your game by implementing good mechanics, monetization, and marketing practices.

    By the end of this Roblox guide, you will have the skills you need to lead or work with a team to bring your gaming worlds to life and extend that experience to players around the world.

    Who this book is for

    This book is for anyone who is interested in learning how to develop games on the Roblox platform and those who are already familiar with Roblox and want to explore the best tips, tricks, and practices for efficient Roblox development.

    What this book covers

    Section 1: Introduction to Roblox Development

    Chapter 1, Introducing Roblox Development, focuses on introducing you to the basic concepts of Roblox development, including getting to know the types of development opportunities that exist, how to make money from games, and what to expect based on earlier projects.

    Chapter 2, Knowing Your Work Environment, teaches you how to use Roblox Studio. It covers basic controls such as movement and camera manipulation, interacting with instances in the Workspace, using free assets, and changing game information.

    Section 2: Programming in Roblox

    Chapter 3, Introduction to Luau, does not assume any prior programming experience. You will learn how to program in Roblox’s Luau language, from print("Hello world") to many other universal programming constructs.

    Chapter 4, Roblox Programming Scenarios, focuses on Roblox-specific programming scenarios that those with general programming knowledge would still be unfamiliar with.

    Chapter 5, Creating an Obby, is where you will learn how to apply what you’ve learned to make a simple but neat and playable game. The game type will be an obby game, and to make it, you will need to utilize variables, events, functions, and properties.

    Chapter 6, Creating a Battle Royale Game, will use everything that you have learned to make a battle royale-style game. This will require you to use all that you have learned in the book while learning new skills in security and organization. By the end of this chapter, you should feel confident in producing your own games from scratch.

    Section 3: The Logistics of Game Production

    Chapter 7, The Three Ms, is the most comprehensive part of the book that focuses on things outside of programming. This chapter will focus on expanding your skills to make you more than just a programmer and help you market yourself, in addition to optimizing the performance of your games through the three Ms: Mechanics, Monetization, and Marketing.

    Chapter 8, 50 Cool Things to Do on Roblox, will explore different ideas for games and systems, to inspire you when making games of your own. It will cover programming ideas and challenges, individual systems to add to your games, as well as ways to take advantage of new Roblox features.

    To get the most out of this book

    You will require the following hardware and software to implement all the exercises in this book:

    
      
        
          	
            Software/Hardware covered in the book

          
          	
            OS Requirements

          
        

        
          	
            Roblox Studio

          
          	
            Windows, macOS X, Chrome OS

          
        

        
          	
            Roblox Player

          
          	
            Windows, macOS X, Chrome OS

          
        

      
    

    For a complete list of system requirements for all of Roblox’s components, please visit the following link: https://en.help.roblox.com/hc/en-us/articles/203312800.

    If you are using the digital version of this book, we advise you to type the code yourself or access the code via the GitHub repository (link available in the next section). Doing so will help you avoid any potential errors related to the copying and pasting of code.

    Download the example code files

    The code bundle for the book is hosted on GitHub at https://github.com/PacktPublishing/Coding-Roblox-Games-Made-Easy-2nd-Edition. We also have other code bundles from our rich catalog of books and videos available at https://github.com/PacktPublishing/. Check them out!

    Download the color images

    We also provide a PDF file that has color images of the screenshots/diagrams used in this book. You can download it here: https://static.packt-cdn.com/downloads/9781803234670_ColorImages.pdf.

    Conventions used

    There are a number of text conventions used throughout this book.

    CodeInText: Indicates code words in text, database table names, folder names, filenames, file extensions, pathnames, dummy URLs, user input, and Twitter handles. For example; “When a player joins the game, they need to have their data added to the sessionData dictionary.”

    A block of code is set as follows:

    local playersService = game:GetService("Players")
playersService.PlayerAdded:Connect(function(player)
    print(player.Name.. " joined the game.")
end)


    Bold: Indicates a new term, an important word, or words that you see on the screen, for example, in menus or dialog boxes, also appear in the text like this. For example: “To create the user interface for your game, the first thing that you will need to do is navigate to the StarterGui service under Explorer.”

    
      Warnings or important notes appear like this.

    

    
      Tips and tricks appear like this.

    

    Get in touch

    Feedback from our readers is always welcome.

    General feedback: Email feedback@packtpub.com, and mention the book’s title in the subject of your message. If you have questions about any aspect of this book, please email us at questions@packtpub.com.

    Errata: Although we have taken every care to ensure the accuracy of our content, mistakes do happen. If you have found a mistake in this book we would be grateful if you would report this to us. Please visit, http://www.packtpub.com/submit-errata, selecting your book, clicking on the Errata Submission Form link, and entering the details.

    Piracy: If you come across any illegal copies of our works in any form on the Internet, we would be grateful if you would provide us with the location address or website name. Please contact us at copyright@packtpub.com with a link to the material.

    If you are interested in becoming an author: If there is a topic that you have expertise in and you are interested in either writing or contributing to a book, please visit http://authors.packtpub.com.

  

  
    Share your thoughts

    Once you’ve read Coding Roblox Games Made Easy, Second Edition, we’d love to hear your thoughts! Please click here to go straight to the Amazon review page for this book and share your feedback.

    Your review is important to us and the tech community and will help us make sure we’re delivering excellent quality content.
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    Section 1

     Introduction to Roblox Development

    This section will introduce you to the basic concepts of Roblox development. Then we will move on to understand Roblox Studio, the type of development opportunities that exist, and what to expect from your first projects.

    This section comprises the following chapters:

    
      	Chapter 1, Introducing Roblox Development

      	Chapter 2, Knowing Your Work Environment

    

  


  
    1

    Introducing Roblox Development

    Roblox is a massive entertainment platform like no other, for both playing and creating games. With over 200 million monthly active users, Roblox has enabled both new and experienced developers to create successful games, often called experiences, that can be played globally at no cost. With a great number of resources and a large and supportive community of developers from around the world to connect with, entering the Roblox game development scene provides opportunities that cannot be found anywhere else.

    Before covering the technical details of working with Roblox Studio and programming in Luau, it is important that you are first familiar with what developing games on Roblox can offer you and what the day-to-day interactions with the platform are like. By the end of this chapter, you will have an understanding of the different roles developers can fulfill on game projects, how you can earn money as a Roblox developer, and what to expect as you develop and publish your first experiences.

    In this chapter, we’re going to cover the following main topics:

    
      	Learning about the benefits of Roblox development

      	Discovering developer types

      	Knowing what to expect from your early projects

    

    Technical requirements

    You will not need any software or additional materials for this chapter as it is mostly informative theory. You may want to have access to a computer to visit some of the websites or applications discussed in this chapter.

    Learning the benefits of Roblox development

    Roblox has been a consistently growing platform since its creation in 2006, and in recent years, it has grown tremendously. As of 2022, more than 200 million unique users play Roblox monthly. Because of this, there has never been a better time to become a Roblox developer as there are so many new players looking for a wide variety of experiences from new creators.

    Financial opportunities on Roblox

    Perhaps one of the greatest contributing factors to Roblox’s overall rise in popularity with developers is the monetary benefits that are offered. These benefits may have been one of your motivations to learn more about the platform, and that is to be expected. The top experiences on the Roblox platform are currently making tens of millions of US dollars from in-experience purchases annually.

    As a developer, you can earn money from your experiences through the Developer Exchange, more commonly called DevEx. Roblox has a virtual currency called Robux, which can only be purchased with real-world currency. After a player purchases Robux, the balance on their account is updated and then they can spend them freely on any experience they want. When a player spends Robux on one of your in-experience purchases, 70% of the Robux from that purchase will go to you, as Roblox takes a 30% marketplace fee.

    The two types of in-experience purchases are as follows:

    
      	Passes: Single-time purchases

      	Developer products (more commonly called dev products): Purchased multiple times, for something such as in-experience currency

    

    You must have a total of 50,000 earned Robux in your account and be 13 years old or older in order to be eligible for the Developer Exchange program. Earned Robux are those that come from users making in-experience purchases, not Robux you’ve purchased. In addition to sales you make directly, players of your experiences that have a Roblox Premium membership grant you additional Robux based on how much time they spend playing your experience, though this amount is usually just a fraction of what an experience makes in sales.

    Furthermore, there are programs you can apply to that allow you to sell character accessories, plugins, and more for Robux. When working with a development team in a Roblox group, developers can be paid with Robux either directly or through a percentage of experience revenue. Direct pay-outs are a simple action that can be done through the tabs of the Configure Group page and are not a recurring payment. Giving developers a percentage of the experience’s earnings automatically deposits that amount into their account after it has been verified. Remember, this can only be done when an experience is hosted in a group, not on an individual’s profile.

    
      It may be helpful to remember that after a player makes an in-expereince purchase, Roblox has up to a 14-day wait period before those Robux are deposited into a group or personal account. This is in order to verify that the purchase was a legitimate sale.

      More information about the Developer Exchange program can be found here: https://www.roblox.com/developer-exchange/help.

    

    Improving professional skills

    Aside from the monetary benefits of being a Roblox developer, you are developing other skills that you may find applicable to other professional environments. Whether you fill the role of project manager or just an additional programmer, you are able to develop team coordination and communication skills. One of the most sought-after qualities employers look for, especially in STEM, where most work is team-based, is being able to coordinate your work in a team with clear communication. Roblox development is, in my opinion, one of the best places for students in computing-related fields to get their start and learn the basics of collaboration. The platform helps you develop not only greater programming abilities but also strong leadership and eventually money management skills.

    Benefits of networking

    While working with other people is not always necessary and there have been popular titles made by single-member teams, the social nature of Roblox strongly encourages developers to work with each other to create experiences, with each developer fulfilling one or more roles in a project. Currently, almost every experience at the top of the Popular sort has been created by a team of two or more individuals. With the great success and growth of some top experiences on the platform, the development teams of those experiences have expanded to more than 20 people, though teams of that size are not yet typical.

    If you are 13 or older, you can get involved with the community and find other developers to collaborate with through Twitter, as well as the communication application Discord. By having a Twitter account dedicated to your development work, you can post the creations you are most proud of while communicating with other, more popular developers. These new connections with other developers in the Roblox Twitter Community (RTC) may give you the opportunity to collaborate with more well-known individuals and grow your name the more you work. Furthermore, popular Roblox development hashtags like #Roblox and #RobloxDev let you see what other developers are working on and let your work be seen by others when using them in your tweets. Discord is a communication app that could be compared to Slack. There are a variety of Discord servers that are based around Roblox development and are an excellent place to show off creations, discuss your work with other members of the community, and find new people to direct your efforts with. Additionally, you can create your own Discord server to build a following and community around your work. Remember when talking to other people online not to give out personal information and be aware that people may not always be who they say they are.

    Another important type of community for developers is Roblox YouTubers. As YouTubers create content showcasing your experiences, an impression is made upon their audiences and, as a result, your player count will likely increase from the new publicity. Forming firm connections with these individuals may help you get future promotions for your projects while also creating advocates for your work in the process. While there is not always an easy way to connect with these content creators, they often have a Discord or Twitter presence in addition to business emails where they may respond to you.

    Overall, the type of networking described here is the same in many fields of work. Building your image and developing your identity and reputation are the most important parts of your career. Conducting your work in a professional way will have effects that may not be immediately recognized but will certainly be of benefit to you in the future. With better networking abilities, you will become more easily connected with new people who can benefit both your work and reputation.

    Discovering developer types

    As previously mentioned, the Roblox developer community is quite diverse; each developer brings their own unique style and technique to the platform. In game development, there are a variety of roles that a developer can fulfill. Most commonly on Roblox, each developer typically has one primary skill that they use for a project. The most common types of developers on Roblox are programmers, builders, 3D modelers, UI/UX designers, and other various artists. Each developer that holds their respective role is equally important to creating a well-refined finished product.

    Programmers

    Programmers create the core of any experience. From storing player data, creating working weapons, or any other experience functionality that doesn’t happen by default, a programmer is the one producing it. On Roblox, programmers use a Roblox implementation of the Lua programming language, called Luau. Lua is a fast, C-based procedural language that can be found across the game development industry. You will find that the syntax of Luau is less complex than others and seems even more human-oriented than most high-level languages. Because of this, many programmers find the learning curve to be quite low and if Luau is your first language, you may find that the transition to other languages is quite easy as common syntax from multiple programming languages is used.

    Modelers

    3D modelers create the individual items that you see in an experience, from furniture, pets, food items, to any other visual pieces that are typically small to medium in size. While these models can be made inside of Roblox Studio, most 3D modelers have become skilled in using the free 3D modeling application Blender to create their meshes. There are many reasons for doing this; in particular, the parts used for creating objects inside of Roblox Studio are quite blocky and you cannot easily achieve smooth or complex shapes, while it is considerably easier to do so in modeling software.

    Builders

    Builders fulfill the role of creating the worlds that exist in your experiences. Whether it be a cold corridor in a spaceship stuck adrift or a hot, arid desert with an oasis at its center, builders are developers that ultimately create the first impression of an experience when players join. With this in mind, it is important that the builder for a project is skilled enough to create the desired vision. While you may think that builders and modelers are one and the same, they are not. Builders focus more on the overall map and world design for projects, though they often use Blender and simultaneously fulfill the role of 3D modeling for various assets in the world.

    UI/UX designers

    UI/UX designers create the pages and screens that players interact with inside your experiences. Some good examples of something a UI designer would be responsible for making include a player’s inventory screen, a health bar, or any other designed visual interface. Usually, the UI is the first thing a player will notice in addition to the map of your experience; therefore, it would be best that the designer is capable of creating a visually appealing set of UIs that matches the style of the experience itself.

    Some additional developer types include animators, music producers, graphic designers, and other artists. All the different types of developers mentioned are important for creating a strong finished product and it is important that they all are equally competent in being able to accomplish the goals of a project. You should be sure to identify which of these roles interest you the most so that you can focus your time on learning more about them and developing those skills for future use.

    Gaining a perspective about your early projects

    Though the beginning of your development career may vary, one thing is typically standard: your first experience will not be number one on the popular page, and that’s okay! As frustrating as it may be that you are not granted the instant gratification everyone craves, this is the best outcome. Speaking from personal experience, maintaining a popular experience that is played by tens of thousands of players concurrently (or more) is quite stressful. It is best that new developers have time to gain additional experience in order to first get used to the platform before producing popular titles. Figure 1.1 depicts the thumbnail of my first game, Endure; it almost immediately tells an onlooker that the project was made by an amateur:

    [image: Figure 1.1 – Endure was one of my first titles and lacked refinement ]
    Figure 1.1: Endure was one of my first titles and lacked refinement

    Many new developers often run into what I’ve coined the Roadblocks on Roblox, where they begin to create a project that they have a passionate but loosely defined vision for and are forced to abandon it as they struggle to accomplish everything that they had originally imagined. The best way to move past these issues is to lay out a development plan and solidify the features and mechanics that should be included in your project. With this, you can review and restructure your vision as needed, keeping in mind what is popular with Roblox players, as well as what can be realistically accomplished with your personal abilities and that of your team for a project.

    Ultimately, motivation and dedication are key; without these, projects simply do not succeed. It is important to remember that games are not often enjoyable to players if they were not enjoyable for the developers to create. If you are collaborating with other people, make sure that everyone on the team is on the same page for the direction and rough roadmap for the development of the game. The best goal to have, for both your mental health and the quality of your projects, is simply to make each new game better than your last. You may spend months developing a game only to have it perform at a mediocre level, but this is part of building your foundation. From each project, you gain a bit more experience and recognition. Figure 1.2 shows a direct result of following these practices; Power Simulator has been played more than 100 million times and its thumbnail is much more engaging to potential players due to its professional level of design:

    [image: Figure 1.2 – Power Simulator is my most successful title to date, a result of 2 years of experience ]
    Figure 1.2: Power Simulator is one of my most successful titles, a result of years of experience

    No matter what becomes of your early projects, always look forward to the future and try to improve the gaming experience for your players while improving the development process for yourself; only with repeated effort will you find success.

    Summary

    The key points to remember from this chapter are what opportunities exist on the Roblox platform, what different developer types do, and what interests you, as well as finding a collection of people in the community with which to create more well-rounded projects.

    After combining what you have learned about networking, what to expect from early development, as well as how to build your overall experience as a developer, I believe that you too will be able to accomplish amazing feats on the platform while strengthening skills that will benefit you in any professional environment.

    In the following chapter, you will begin getting to know Roblox Studio, the program with which you will create your experiences. Knowing all the features of your work environment, including those that may not be immediately noticeable, will help to increase your development efficiency and overall productivity on future projects.

    Invitation to join us on Discord!

    Read this book alongside other users and the author.

    Ask questions, provide solutions to other readers, chat with the author via Ask Me Anything sessions and much more. Scan the QR code or visit the link to join the community. 

    [image: ]
    https://packt.link/letscreategames

    Worksheet

    Q1. What is a common and interchangeable word for games used on Roblox? 

    Q2. What is the name of the process through which developers exchange Robux for real-world currency? 

    Q3. What do developers sell for Robux in their games in order to earn money? Specifically, what are used for one-time purchases and what are used for multiple purchases? 

    Q4. How long may it take for developers to receive the proceeds of in-experience sales? 

    Q5. What is the name of the programming language used in Roblox development? 

    Q6. What do programmers do on Roblox? 

    Q7. What do 3D modelers do on Roblox? 

    Q8. What do builders do on Roblox? 

    Q9. What do UI/UX designers do on Roblox? 

    Q10. What should you expect from your first projects on Roblox?

  


  
    2

    Knowing Your Work Environment

    Fully knowing your work environment allows you, as a developer, to make progress on your projects more efficiently. Familiarizing yourself with the interfaces that Roblox developers work with on a daily basis in order to produce expansive, high-quality experiences will set you on the path to making your own.

    After reading this chapter, you will be able to create new experiences, change external experience settings, navigate and use Roblox Studio, and make use of the additional resources Roblox offers. You will also learn how to fine-tune some of the smaller yet convenient features it provides.

    In this chapter, we’re going to cover the following main topics:

    
      	Traversing the Create page

      	Getting started with Roblox Studio

      	Exploring plugins and the Toolbox

    

    Technical requirements

    For this chapter, you will need access to a computer that meets the requirements to run Roblox Studio. In order to use Roblox Studio, you will also need an internet connection. More information on the system requirements of Roblox can be found here: https://en.help.roblox.com/hc/en-us/articles/203312800.

    What is an experience?

    Roblox has long been a gaming platform but with the concept of the metaverse on the rise, Roblox changed its focus to become broader. As a result, a game became an experience, a player became a user, and many other changes like this occurred. An experience is anything that you can imagine creating, be it social, casual, realistic, or abstract in nature. In the next section, we will look at the parts of the Roblox website related to creating experiences.

    Traversing the Create page

    The Create tab of the Roblox website displays all of your created experiences and uploaded assets, showing the most recently created first, in the tab related to the asset’s category. Additionally, many of the actions that can be taken to change the different overall settings of your experience can be completed here. To access the Create page, navigate to https://www.roblox.com/develop, and you will be brought to the page depicted in Figure 2.1:
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    Figure 2.1: The Create page shows everything related to development

    
      We also provide a PDF file that has color images of the screenshots/diagrams used in this book. You can download it here: https://static.packt-cdn.com/downloads/9781803234670_ColorImages.pdf.

    

    To continue with this chapter, you need to navigate to the Create tab. Once there, find the default experience that was created when your account was activated. 

    If for some reason no experiences are shown in a list under the Create tab, click the Create New Experience button. This should open Roblox Studio. From there select a new experience template; I suggest choosing Baseplate to start. Once in the template, press Alt + P and then the Create button. By pressing Alt + P you published your game to Roblox; this will be covered in more detail in the Getting started with Roblox Studio section. We’ll learn all about how to use Roblox Studio soon, but at this point, you can return to the Create page and continue.

    Now you are all set to learn how to change the external settings of your experience and make use of the other resources that the Create page offers.

    Configuring Experience and Place settings

    Perhaps you have realized that there are certain settings you will want to change for your experience, such as how many visitors can fit into a server or even what platforms the experience can be played on. For settings such as these, no programming is needed; the changes can, and in most cases should, be done through the different options accessible via the Create page.

    Once you are under the Experiences section of the Create page, which is selectable on the left side of your screen, click on the gear icon on the right side of your experience, as seen in Figure 2.2. By clicking this icon, you will be presented with a drop-down menu that lists a variety of choices:
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    Figure 2.2: A default view of an experience’s gear icon menu on the Roblox website

    For this section, however, the focus will be on the Configure Experience and Configure Start Place options, as there is much important information to cover.

    The Configure Experience menu

    By clicking Configure Experience, you will be able to make a number of changes to your experience. You will notice the ability to change your experience between Public and Private privacy statuses, as shown in Figure 2.3:
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    Figure 2.3: The Configure Experience menu is one page where external experience settings are changed

    Let’s look at the difference between the Private and Public settings:

    
      	When an experience is set to Private, no users except yourself and those you manually give permission to will be able to join your experience.

      	When an experience is set to Public, all Roblox users will be able to join your experience. We will discuss how to change these permissions for specific users once we get to the topic of Roblox Studio.

    

    Both the Configure Experience and Configure Start Place pages have a tab where dev products can be created and configured. While the process is straightforward enough to be self-explanatory, note that you can add a name, price, description, and image for your dev products. When we cover creating your own experience, we will discuss how to link the purchase of both passes and dev products to your scripts, in order to make them function properly.

    Further down the list of tabs for the Configure Experience page, Roblox allows you to place links to different social media accounts. This is the only place where you should include social media links, as Roblox states in its terms of service that it shows or hides certain social media links based on the age listed on a user’s account in order to protect younger users. As has been found by many unfortunate developers before, a violation of this clause may lead to moderation action against your account or experience.

    Configure Start Place menu

    Now, if you click on Configure Start Place, you will find many more options that are relevant to the appearance and settings of your experience as a whole; some of these settings are visible in Figure 2.4. You are immediately presented with the Basic Settings tab, which allows you to change the name of your experience and the description that is shown beneath it:
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    Figure 2.4: The Configure Place page is like the Configure Experience page but has different settings

    Icon

    The second tab, titled Icon, allows you to change the icon of your experience. An icon is a square image that typically serves as the first impression users have of your experience when seeing it on the Discover page or on a profile. Similarly, the Thumbnails tab allows you to upload images that represent your experience and serve as the second and final impression before a user clicks the join button for your experience. For 500 Robux, you can also upload a video up to 30 seconds in length; this feature allows you to show your experience in action, which is often more engaging to potential visitors.

    Access

    The Access tab allows you to change different options for who can join your experience. You will first see a list of checkboxes for the different platforms your experience can be joined from as seen in Figure 2.5. When we get to creating your first experience, you will see that you should enable or disable these options based on the mechanics of your experience and overall cross-platform compatibility for controls. Below these boxes, you will see an option to sell access to your experience. While most experiences are free to join on Roblox, you can charge Robux for users to access your experience (but in most cases, this will lower the number of people who join your experience).
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    Figure 2.5: The Access tab has settings for what type of, and how many, users can join your game

    The next setting, Maximum Visitor Count, should be changed based on how many visitors should realistically be able to join your experience on one server. While the decision for this value is up to you, remember to consider the performance limitations of your experience as well as how its various mechanics may be affected if there are too many or too few users available. For example, if you are making a social experience, there should be enough users to make it feel lively rather than empty. 

    A setting that is very closely related to Maximum Visitor Count is how Roblox decides to fill servers with users. By default, the Roblox optimizes server fill for me option is selected, and it is typically best to leave it as such. It may, in some situations, be a better choice to reserve some server slots if you find your experience benefits greatly from users having their friends join them, but as a beginner, there is no reason to change this setting.

    The Access setting has the option of Everyone or Friends/Group Members, depending on whether the experience is being hosted on a user’s profile or in a group. You may change this setting at your own discretion, but like before, if your experience has restrictions regarding who can join, then your visitor count will be limited by that factor.

    The last setting of the Access tab allows you to enable the sale of private servers (formerly called VIP servers). Private servers are a monthly subscription purchased by users so that they can visit your experience uninterrupted, only with friends or those that they invite. Since private servers are a recurring purchase, they can continue to generate passive income even after an experience declines in popularity.

    
      In order to sell access to your experience, you cannot also be selling private servers. When selling access to your experience, the minimum price for access is 25 Robux and the maximum is 1,000 Robux. When selling private servers, the minimum price is 10 Robux if you do not want them to be free. There is currently no limit to the maximum price of private servers.

    

    While there are some other tabs of the two different settings pages that were not covered in this section, most of them have been deprecated in favor of ones accessible from Roblox Studio or are settings that you would typically not need to interact with under normal circumstances. Once you become a more experienced developer and you find that you need to change those options, you will know how to. Next, we’ll explore other experience settings you can change.

    Other place options

    Returning to the Create page, there were many more options on the gear drop-down menu previously shown in Figure 2.2; you should be familiar with these before creating your first experience. While some of these topics will not be covered in depth, you should know what they are in order to have an advantage when you begin developing more intricate projects.

    Configure Localization

    Immediately following the Configure Experience and Configure Start Place options, you will see a Configure Localization option. This page allows for your experience to be manually translated into different languages. From here, you can add different Roblox users or groups to translate your experience for, add or remove languages you want your experience to be supported in, and see what text entries from your experience have already been recorded and translated. Roblox is also in the process of releasing automatic translation for both experience web pages and in-experience content. For more information on configuring localization, see the primary article on Roblox localization here: https://developer.roblox.com/en-us/articles/Introduction-to-Localization-on-Roblox.

    Create Badge

    The next option on the menu is Create Badge. Badges are items that are awarded to users and show up on their profile. Once awarded to a user, a badge cannot be given again unless the user deletes it from their inventory. While badges are mostly used for display or novelty purposes, they are sometimes used as somewhat of a hacky way to track different data types. For example, if you want all users who tested your experience pre-release to receive something special later on, the most convenient way to do that might be to simply award them a badge. With this technique, even though user data will likely be reset when the experience releases, you can still identify whether a user is in possession of that badge and subsequently award them for being an early supporter of your project.

    The Create a Pass selection will bring you to a different tab of the Create page. Like dev products, you can add a name, description, and image to your pass with the interface depicted in Figure 2.6:
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    Figure 2.6: The interface for creating passes shown here is similar to that of dev products

    Once created, your pass will be listed, and clicking the gear icon next to it will allow you to configure the price of the pass, whether it is on sale, and edit its name, description, and image.

    The Developer Stats tab will become quite important once you begin monitoring the performance of your own experiences. The page this button brings you to is the center for all of your experience analytics. From here, you can see the average engagement time of a given user, the total amount of Robux earned from in-experience sales before tax, and how many users are playing on which platforms, all viewable as datasets over different time intervals. In addition, you can export the analytics of your experience as a CSV or XLSX file for a further breakdown of your data in your desired external application.

    In order for your experience to reach users, Roblox has two built-in types of promotion, called User Ads and Sponsored Experiences. Promoting your experience through these systems costs Robux and the more you bid, the more impressions on users your promotion will have (see Figure 2.7). You have the choice for which platforms your campaign runs on, meaning if your experience is not available to join on Xbox, you needn’t waste money by showing promotional information to Xbox users. Furthermore, you can choose which age and gender demographics you wish your experience to be shown to. 

    So, if you think your experience will be more popular with users of a certain age group or gender, you can focus your spending on those groups:
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    Figure 2.7: The more Robux you bid, the more estimated impressions you will receive

    The difference between advertising and sponsoring an experience is simply how your promotional material will physically appear to potential visitors. For example, when using the Sponsored Experiences system, the icon of your experience will show wherever a list of experiences is present, including on the front page and when a user searches for experiences with the search bar. Underneath your icon, the words Sponsored Ad will be displayed. When using the User Ads system, you must upload an image of a certain size from a list of specified dimensions. While sometimes User Ads yield a higher Click-Through Rate (CTR) (clicks divided by impressions) than Sponsored Experiences, they are less often displayed to users. The reason for this is because most ad-blocking plugins for web browsers automatically hide them and, by default, ads are no longer shown on the Discover page. I personally use the Sponsored Experiences system, though it is a current debate within the developer community which system is better. The effectiveness of your choice will ultimately depend on how engaging the design of your icon or advertisement image is.

    
      You may find it valuable to know that the number of impressions you receive scales linearly with how much you bid, meaning that if you were to bid twice as much, you would receive approximately two times as many impressions. How many impressions you receive from a promotion will vary daily based on how many other developers are promoting their experiences. For additional information on promoting your experiences, visit this page: https://developer.roblox.com/en-us/articles/Advertising.

    

    The Creator Marketplace and Avatar Shop

    The Creator Marketplace, formerly called the Library, is a collection of experience assets created by other users; assets are anything uploaded to Roblox, be it clothing, a model, an image, etc. Better known as the Toolbox when using it directly from Studio, developers can find a wide array of free scripts, audio, models, images, meshes, and plugins that can be used in their experiences for free, without needing to give credit. While it is an excellent resource that should be taken advantage of, there are some things to keep in mind when using it. 
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