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Sarah H. Boelts (CA Bar No. 336646)
BURG SI MPSON
ELDREDGE HERSH & JARDI NE, P. C.
40 I nverness Drive East
Engl ewood, CO 80112
Phone: (303) 792-5595
Fax: (303) 708-0527
Ssboelts@urgsi mpson. com
Attorney for Plaintiff
UNI TED STATES DI STRICT COURT
FOR THE NORTHERN DI STRI CT OF CALI FOF
SAN FRANCI SCO DI VI SI ON
JORDAN DU, Case:_
P
COMPLAI NT FOR DAMAGES
Vs 1.Strict Product Lijlabi
ROBLOX CORPORATI ON, EPIZCD AMEE, q ¢ Lilabi
| NC., MI CROSOFT CORPORAT'@, N © NBroduc fabl
MOJANG, AB n. ; -
' 3.Negligence i Desi|jgn
4 Negligence 1 Failfure
5.Common Law NePIigenc
tutory Negliggnce
Def‘enﬁaﬁh%enti onal Misrdpr e
8.Negligent Misreprlese
9.Fraud
DEMAND FOR JURY TRI AL
COMPLAI NT
Pl aintiff Jordan Duncan hereby brings|th
Robl ox Corporation, Epic Games, l nc. , Mi clr os
arising from the injuries sustained becausc¢
Defendant sé respective video game Product|s.
| NTRODUCTI ON
1. Many modern video games are fun and en
i mmerse themselves in the world of games T |
- 1 -
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Case 3:26-cv-02716 Document 1 Filed 03/27/26 Page 2 of 69
curtail the creation and enjoyment of enter:t
each Defendant accountable for failing to wa
known risks to minors associated with ex|ces
choosing instead to I mplement programming th

2. Each Defendant i's aware that t he mo r
respective games, the higher the I ikeliholod
increasing each Defendantdos revenue.

3. Each Defendant is also aware that flor
about and studi ed Furdtetoe rgnaonree ,a deda ccht i enf. e n|d a n
decades, science has shown that prolonged u:
brain function, cognitive decline, and physi

4 . Despite being fully aware of these |[ris
Robl ox, Fortnite, and Minecraft, (col l ecti ve
safety features, such as adequate parent gl c
spend i n-game

5 |l nstead, each Defendant chose t o de
programming, code, and algorithms that ar e
rather are intended to cause addictive and
their respective games, thus 1T mproving the ¢
increasing each Defendantods profits. l nsteacd
associated with prolonged exposure of milnor
problem by causing and?Zprofiting from youth
1 MD Griffiths; Hallek HiesObiyeamna OvVvegueigR®on
The Oxford Handbook o f Digital Technol] og
https://doi.org/10.1093/oxfordhb/ 97801902180
2 Addiction, as defAddeidctiinve hbee saewii smrad ;p amb th|ii lh
by the American PsycholAogqiuad!|l ReEAvs ew ati &g yicr

fa repetitive habit pattern that i ncregas

soci al problems. Addictive behaviors alre

the behavior contrives to occur despitle v

habit patterns are typically character|ize

2 .
COMPLAI NT FOR DAMAGES AND DEMAND FOR JURY T
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6 . Defendantsd strategies have been extre
inclusion of addictive programming, code a
collectively generated billions of doll arns,

for minors suffering from addiction to and d

7. While there are countless video games
and warning defects described herein, Deflenc
Mi necr aft, have unique i mpacts on minor $.
strategies specifically target yout h. Accor
Mi necraft 1T are often among the first onlline
cycle and disordered relationship with vijdeo

8. As set forth bel ow, because of Deflend
Fortnite, and Minecraft were among the fJrs
Defendant expected and intended from theifr d
to their Products instead of safety features

became addicted to video games as a resullt
Mr . Duncan suffers severe emotional di st|res
hobbi es, academic decline, withdrawal sympt c
among other 1 njuries. Through this | awsuit,
for their respective decisions to place pgrof
Mr . Duncands significant harm.
PARTI ES

Il . Pl ainti ff Jordan Duncan

9. Pl aintiff Jordan Duncan is a citizen a
i n Wayne County, Mi chigan. Jordan Duncan |i s
10. Mr . Duncan began playing video gamgs Vv
years ol d. Mr . Duncan began using Robl ox [and
coupled with delayed del eterious effeqgts
behavior (vi a treat3ment or self-initidgtio

COMPLAI NT FOR DAMAGES AND DEMAND FOR JURY T
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approximately age el even. Since that ti
at an increasing, compulsive, and/ or a
Defendantsd respective Products. Mr . D
injured and damaged, as a result of M

defective Product s.

| | Defendant Robl ox Corporation

me
ddi
un

r.

11. Defendant Robl ox Corporation (ARobDb
principal pl ace of business at 3150 South

12. Robl ox Corp. is a video game develo
designed, devel oped, tested, patented, as
prepared Roblox at their California offid
Robl ox, either directly or indirectly, to

13. Robl ox Corp. performs the majority
essenti al business functions from its pri
significant contacts with the state of
headquarters in California since 2006.
Il I IDefendant Epic Games, | nc.

14. Def enHpmina Games, | nc. (AEpi c Games
principal pl ace of business at 620 Crosstr

15. EpGames a video game developer and
designed, devel oped, tested, patented, 8
prepared, distributed, mar keted, supplied
or indirectly, to members of the gener al
| VDefendant Microsoft Corporation

16. Defendant Microsoft Corporation (AN
principal pl ace of business at One Micros

17. Microsoft is a video game devel oper
designed, devel oped, tested, patented, 8

- 4 -
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ep

ared, distributed, marketed, supplied

ndirectly, to members of the gener al

Defendant Mojang AB

1

1
S i

ep

mi
f e

pr

ce

8. befendant Mojang AB (fAiMojango) i s §
ness at S°der M2l arstrand 43, 118 25
9. Mojang is a video game developer

gned, devel oped, tested, patented, 8
ared, distributed, marketed, supplied
ndirectly, to members of the gener al

O. 1 n September 20114, Defendant Mi cr
Il I ectual property (including Minecraf
|l y-owned subsidiary of Defendant Micr
1. Although Mojang initially devel opedqd

I sition by Microsoft, both Microsoft
i gn, devel opment, testing, assembl vy, |
ribution, mar keti ng, suppl vy, and/ or g
i ng. l ndeed, both Mojang and Microso
craft described herein. Both Mojang a
ed by Minecraft based on their own <co
JURI SDI CT1I ON AND VENUE
2. This suit alleges causes of action
ted to the allegation that as a direg
ndantsé negligent, deceptive, wil | fu
esentations, and misrepresentations,
uffer injuries and damages.
3. This Court has subject-matter juris
use Plaintiff and Defendants are cit|i
eds $75,000, exclusive of interest an
5
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24. This Court has personal jurisdict.i
Corp. has i1its principal pl ace of busines Hq
District renders it fAat homed in this Dis
business in the County of San Mateo, Cali

25. This Court has personal jurisdictid
routinely conduct s busi ness i n Californi
stemming from its activities whereby it
jurisdiction and the benefits and protectji
game Products and transacting business i
of fices within the State of California, I
portion of business operations occur. Ep
California at CT Corporation System - 330
operates servers in the State of Califor
Fortnite and include the defective, i njurn
Pl ayers from across the country, incl udi o
servers. Further, the controversy reflect
from Defendantds contacts with the State

26. This Court has personal jurisdictiadg
these Defendants routinely conduct busi nsg
California stemming from their activities
themselves of this jurisdiction and the Q
by marketing video game Products and tra
mai ntains multiple offices in California,
a registered agent for service of proces
Drive, Sacramento, California 95833. Micr
information and belief, host the video ga
progr ams, and algorithms described herein.
connect to Microsoftods California-based ¢{

6
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27.Venue i s proper in this County becg

rected i ts activities at resident s i n

GENERAL FACTUAL ALLEGATI ONS

28.1n 2023, 65% of Americans of &llna
perts reported that roughly 85% of tee
% of girls repor Fungheidemogamehasnagd%
d play video games, and A[lc]hildren 8 {

aying vPdlehoi sg arneesse.adr ch dr amatically emp

come fundament al in the | ife of an Amerl|i

Extensive Video Game Usage Damages Ado
29. For al most two decades, research o
e adol escent brain has shown t hat exte
cluding |l oss of grey matter, which | ead
these effects are indicators or conse
diction to video gaming.

30. One of the ways that the i mpact of

31. Video games can and do cause an int

magni tude to that experienced by subs|

Al detor Gagnes Remain Amer i
ns Pl ayEng. R8glutwatlt g 0
emai n-americas-favor p
'y /.
effrey GottfrTeans& aild vViad eSi R

/| www. pewresearch. or gl
| T hAd aHhekaol,t h Ef f ects of

) .
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y

creased frequency of
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32. The repetitive rel

dopaminergic neur al p

d mor e, first at an in

mes develops into a di

33. Those dysregul ated

be de t he

d

haviors out si of

behaviors that can and

sympt oms, and Il njuri es,

mal devel opment of the br

vV e t

d/

negat. consequences 0

ma | an or undernutritio

mi nor , and to the severe

caretakers.

34. Additi onal researc

and brain matter as a re

35. Research has shown

of the user, causi a |

ng

contr ol Research has al

stress, aggressive

sl eeping disorders, anxi

8
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bet ween the br ai

addi tion, pl ays

q

and motivation,

i cal , ment al |, and

s, and particul ar

dopamine rel eases

| outbursts when

ease of dopamine
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36. Clinical evidence has shown t hat
bi opsychol ogi cal symptoms and complicati
substance abuse and addiction, such as hi#g
conflict, and recurrence symptoms.

37. Empirical studies indicate that g &
heal th-related outcomes.

38. Brain imaging studies have shown t
affects the brain regions responsible for

39. Other studies have shown that dison
to negative consequences on cognitive pro
and decision-making.

40. During adol escence, the prefrontal
and i mpulse controldis stildl devel oping
brain does not reach maxi mum capacity untji
prefront al cortex is essential to oneds &
the pursuit of i mmedi ate rewards in favo
devel opment of the prefrontal cortex i s a
of use while ignoring basic needs I i ke fo
are | ess able to weigh potenti al negati v
excessive use of video games, which furth

41. Brain imaging studies related to |
particularly a reduction in white-matter
signal s from the cerebellum to other br
emotions, perception, me mory, and motor ¢
the brain demonstrated reduction in grey-
hef e:
® Livny, Weinst Blew, Dawdl pmemasa, i n Brain
Di so,r d7e5% Neur osci . Bi obehayv Rev. 314 (Ap
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Case 3:26-cv-02716 Document1l Filed 03/27/26 Page 10 of 69
Cerebellum M Inferior temporal gyrus Insula

42. Brain activation studies have shown th
reward and i mpulse control regions of the| br
of the brain in a manner similar to the way
(whereby addicts are exposed to relevant |dru
43. Addi tional brain activation studies| ha
have i mpaired inhibitions, and that vi dgo
function areas of the brain. Those cognj ti
associated with | ong-term changes to the| br.
that showed activation in response to video
two studies are depi‘cted in the following in
44. Structur al studies of the brain hapye
striatum (a critical component of motor ajnd
in reward regions of the brain. One compajris
that individuals who engage in excessive |USE
particularly in areas of verbal ability and
" Avi v Wei nNsetueriorb i eotl oali .c,al Mechani sms Und2@(l2

DI ALOGUES CLI N. NEUROSCI (2020) .
COMPLAI NT FOR Di&AGES AND DEMAND FOR JURY T
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has shown that a

Di sorder (AADHDO) or

order or addicti on,
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from the comfort of their |l iving room. Ov
and tablets, once again increasing accesgli

53. Many video games 1T including Robl oXx
on multiple different consoles, mobile de

54. Moreover, video games can be delive
in several diverse ways, such as physical
gaming servieces.

55. I n 2024, there were 1.17 billion ga
$176.062billion.

56. As the sophistication of gaming deyvi
too has the sophistication of the design

57. Unl i ke their predecessor s, many mod
countl ess hours of non-repetitiyve, uni que
worl d of the game.

58. The ways in which game developers
ti me. Il n the past, game developers earned
Al t hough some game developers still follog
games to be downloaded for no or mini mal
t he game.

59. I n-game purchases can include, but
pl ayer 6sechamatcs erufi forms, hair styles),
or progress faster within the game, and
game content .

60. Many of these in-game purchases are
Ami crotransactions. 0
12 Jasmi ne Knaltiantei kGami,ng Statistics and Arcad
Ani mated Art (Jan. 16, 2024) , https:// acaéd
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61l. I n-game iIitems available for purchatg
means such as in-game pop-up advertisemen
gameplay to start, and in-game stores.

62. Many games also offer game-brand

beddi ng, home goods, board games, and

63. For game developers that offer thei

and Minecraft, mi crotransactions are Vv
strategy associated with such games i s
going microtransaction system wi |l | out
because microtransaction spending can
an individual wuser.

64. Accordingl vy, modern gaming compa
and using research to I mplement progra
of increasing the amount of time spent

to reach a flow state of continuous gamep

ed

mor

[
r

we i

easyi

ni €
mmi

i n

for in-game purchases in order to i mprovd
generate profits for the game developer.
| V.Game Developers Design Their Games wit
Use Psychological Techniques to Create |
Profits.
A. Operant Conditioning
65. Modern game devel oper s, including @
devel opment experts and/ or psychol ogists
and to analyze the effects of game design
66. Upon information and belief, mo der 1
t hat mi nors were engaging with their Pro
psychol ogists to design their games to at
14
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instructions that, when executed
the host computer to: I denti fy an
but not yet possessed by the fir§g
identify a second player that P O 9
pl ayer and the second player to pl
of the in- game item by the first
relevance of the in-game item to
game item by the second player. T
that the first player has purchas
session; determine a subsequent g
game i tem; and match the first pl
to encourage future purchases.

b.U. S. Patent No. 9623335-B1 ut il
nfdetermine which users should be
section of the online game, 0 such
expensive virtual items. o0 This pr
extract additional value from use

c.U. S. Patent No. 9138639-B1 create
the Apricing of i n-game vVvirtual [
their progress in the game. o I n thi
for a particul ar It em, the <cost f
pl ayers based on the individual 0s

d.Uu.S. Patent No. 9795886-B1 all ows
cheaply than experienced users. P
protection extension in an onlin
strength in a game. o This all ows
strength in a game, thus promotin
e.U. S. Patent No. 9403093-B2 is a i
16
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to make purchases on multiple game

for such Across platform game pl a\y

pl ayer 6s performance on a partic¢
accomplish tasks through game pl a
currently operating to play the g
f.U. S. Patent No. 9626475-B1 <creat
currency. During such an event, A
currency in addition to other for
may be purchased with real-worl d
currency may become unusable by o
g.U. S. Patent No. 9666026-B1 provid
previous acceptances of the offerd
to the virtual I t ems. Of fers provi
t hat progressively decreases base
accepted the first offer in order
h.U.S. Patent No. 9808708-B1 adjust $
of an online game based on user g
increase the price of an item bung
with items that the user enjoys.
71. Upon information and belief, many

|l i cense one or mor e of t he above techno

incorporate said technology into their

profits.

re

C. Operant Condi tioning, Patented Tech
Ti me Spent 1 n-Game and Revenue Generated
72. Using oper ant conditioning and p a
including Defendant s, use algorithms to
experience, or guide the user to reach a
17
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during which the user i s bombarded with g
game content.
73.1n so doing, video game developers

asymmet

-~

to use their knowledge of the wuserds sk

and spending habits to present I n- game d
maxi mze a usero6s expenditure of real mo n
74. For exampl e, i n some Il nstances, v
Mi necr aft, i ncrease the difficulty of the
amount of time it takes for the player to
for the player to achieve success, the pl
game items that can be obtained through |
gamepl ay or instantaneously wusing in-game
75. Li kewi se, game developers, includin
pl ayers can pay real-world money to ob
purchased for a |imited time through poin
of a fiseason passo i s not at issue here;
game developers artificially hinder a pl 4

y between themselves and the wuser

ol i

t ai

pass, 0 thereby requiring players to play
exposed to advertisements for additional

76. Critical to each Defendantds revenl
restriction on the amount of spending in
to understand the value of the actual m
continuous spending of real money.

77. These and other featuresodall of whi
design aspects of their respective Produc
and neuroscience to encourage repeated us
are vulnerable to these tactics and which

18
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V. Addi ctive Game Design Features Causle S
78. The human popul ation most vul ner ab|l e
mi crotransaction methodol ogy and addicti vie o
who are neurodivergent are even more susgcep
including Defendant s, knew t hi s, but nonet he
vul nerabl e popul ati on, causing injury and de
the intended results: video game developer :
financi al revenue from this group of useilr s
targeted to minors into the stream of commer
79. Each Defendant knew or was awar e, or
aware, that their respective Products werje d
used as intended and in a reasonably forelsee
and designed their respective Products tjo m
become addicted or disordered in their desir
belief, each Defendant empl oyed behaviorall p
t hat i ncorporated design features premisled
engaged in using the Products for |l onger |and
80. The mi crotransactions and ot her tjech
al gorithms, artificial systems, progr ams, an
Products were i mplemented in a manner suclh t
do not understand and have no way of under si
that their use of the Products involves eeng:
are physically damaging to their brains and
81. There is no disclosure of the add|ct
Defendant s Products at the time they are pi
to make informed decisions as to whether [usi
the potenti al risk.
19
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82. At al |l ti mes materi al heret o, eac
specifically i ncluding Mr . Duncan her ei
mi crotransactions whereby in-game per ks §
solicitations.

83. Each Defendant, with knowledge of
Duncan with manipulative programming to |
Duncan to engage in microtransactions durj|i
use of each Defendantds Products, and bec
Product s, Mr . Duncan was injured and dama
VI Robl ox

A. Robl ox Gamepl ay Basi cs

84. Robl ox iIis a video game that was dev
was released in September 2006.

85. At present, Roblox has approx?matel

86. More than 45% of the consumeir s pl ayi

87. Robl ox 1s available to play on ganmi
devices.

88. Robl ox is an online game that is fr
to all user s, including minors.

89. I ndividuals that wish to play Robl o

90. 1 n order to create a Robl ox account
and password

91. Users of any age can create a Robl ¢
for any year after 2020. Robl ox Corp. do
Robl ox account. Accordingly, users can re
13 Robl ox Corp. Homepage, https://corp.rob
'fhe Robl ox Rtkslkox BEseatos: Hubreate. robl o)
user-base (last visited Feb. 17, 2026)
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92. Users are also not required to obt g
to play Robl ox.

93. After creating an account, all/l user
character that represents the individual
di fferent outfits and appearances through
i n-game currency known as Robux.

94. Robux <can be obtained by (a) pur (
recurring stipend given to users with a R
fgame passeso or Adeveloper Productso to

95. Robux sal es, and the revenue gener :
daily and active monthly Roblox users inc

96. Robl ox has hosted over!®3.7 billion

97. Robl ox Corp. offers a Premium Membe
with Robux. A Premium Membership offers
|l evel s within certain games, the ability
defrays the purchase cost of the Premium

98. Robl ox gameplay is unique and diff
indi vidual Apl ayso Roblox, they open the
of games (known as fexperienceso) they cad

99. Robl ox Corp. groups each ndexperienc
Mi | d, Moderate, and Restricted. Once the
Robl ox6s content i f they represent they &
only able to view Mini mal and Mild conten
17, the only content not accessible is co
verification to view.
lEarning onR®RmbdoxxCreator Hub, https://cHt
robl ox (Il ast viS|te(? éAlug_. 23, 2024) .
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100These Aexperienceso O0Or games ava
genres/ categories, including but not I
Person Shooters (FPS), Horror, Comedy,
101The games available to any parti
when generating their account and what
102Whil e within Robl ox, pl ayers <can

presents to each player.

i

I mi
Mi

cul
g &
j

103 Most games available on Robl ox wer

Robl ox includes a game design featur e,
tools for users to generate their own

B. Robl ox Corp.6s 2024 and 2025 Cha

104. 1 n November of 2024, Robl ox Co
systems and pldrdéeéntcdlai onemdt t dles.edo updates
al ways has been foundation®l to everyt

105The changes Roblox Corp. made in
changes to viewable content for each a
a new minimum age at sign up.

1061 n April of 2025, Robl ox Corp.
stating that A[s]afety underpins every

user®sThoese 2025 updates included the a

as

abl

me s

u mp

e n

de

games

nge

rp.
W

hin
20

ge

i mp
t hi
bil

games the minor has played and how | ong t

can now also block specific games and

.com/ newsroom/ 2
2024) .

étt KNMeuw niffaono, | s f or Parent s
m (Apr. 2, 2025) , h t

o
—7T
—~o

t
tp
22

t o Our Safety, SRehleos
X 02 1

exp
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107Prior to the 2024 changes, Robl ox Cor g
any content other than that mar ked A17+. 0 |1
t hat was not protected by age verification.

on the content vi ewabl e to users that repr e

changes, however, wusers that represent t hley
i1740.

108Unt il 2024, Robl ox Corp. did not prov
and usage on Robl ox. Roblox Corp. could hlave
not to allow parents to set time | imits |[on
operation.

109Unt i | approxi mately September 2024, R
age as young as one year old and have acg¢ges:

whose minors are over the age of 12 cannoft s

privacy settings, or manage fr i en%sRoabnldo x¢ oQor
changes to parent al controls in 2025 did |not

110Unt i | 2025, Robl ox Corp. did not priovi
games and experiences, nor for guardi ans| tc

respective game.

111The i mplementation of these restric¢ti
again in 2025 demonstrates its understanding
safety measures, and further, demonstrategs h
safety measures in general. These changes| al
to not only Roblox generally, but the games
Robl ox Corp. I mpl emented in 2024 and in 202
Corp. , but instead were I mplemented as sy|ste
19/517+0 content is now known as fARestrictled?od
20 Maj or Updates to Our Saf,etRobSlyosxt eNeswsarnodg nP a(
https:// corp.roblox.com/ newsroom/ 2024/ 11/|maj
control s.
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d.it Astrive[s] to make [its] syste
younges’ wusers. o
e.its age recommendations for its
research and informed by industry
on scientific research about addP
f.its recommendations are created b
consult[ing] chiPd a@medel opment ex
g.i ts Product i's part of the A[n] e
educators how to Apil ot Robl ox 1in
educators, and students tha% its
h.it partners Awith child-safety ex
and connéktt safely. o
116Whil e Roblox does feature some par g
parent al controls can only be applied to
Corp. 6s all eged desire to create one of t
117None of Robl oxds parent al control s
applied or required when a minor creates
any parent al controls if their guardi an
control s.
2Naren Koneru, Oblesmo s@omue cVaomgc Robl ox Sentin
Ri sk DetaAegi on, 2025), https://corp.roblo
sentinel -preemptive-risk-detection.
28 Al l owed Experience Control s, Robl
us/ articles/ 8863284850196- Al owed-Experie
29Content Mat urmRiotby okabélts ps://en.help.rob
Content-Maturity-Labels (last visited Feb
SEducatiRobl ox, https:// education. robl ox.c
3 Qur Commi t menRohtobpSsa:f/e/ftagbout . robl ox. com/ j
- 25
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118. Roblox Corp. states on its website that®?:

If you're under 13 years old, please get permission from your parent or guardian to use

Roblox. You shouldn’t use our Services without their go-ahead.

119. Despite its acknowledgement that users under 13 should not “use [its] services without
their [guardian’s] go-ahead,” Roblox Corp. provides absolutely no safeguards or requirement of
parental consent when making an account, even if that user represents they are under the age of 13.
Further, this instruction regarding parental permission does not reasonably coexist with Roblox
Corp.’s acknowledgement that its game was created for children.

120.  Roblox Corp. could, but chooses not to, require express parental consent for minors
under 13 to create an account. Despite its acknowledgement that minors should get permission from
guardians before using its Product, Roblox Corp. fails to require parental consent.

121. Additionally, Roblox Corp. only allows a parent to enable parental controls through
their minor’s account or a linked account. To engage with/change any parental control settings or link
a minor’s account to theirs, the parent must first know that the account exists, and subsequently know
the log in information of their minor, or the minor must enter the parent’s email address into their
Roblox account.?

122.  Until 2024, Roblox Corp. did not provide parental controls for minors’ screen time
and usage on Roblox. Roblox Corp. could have allowed parent-imposed time limits, but instead chose
not to allow parents to set time limits on their minor’s Roblox account.

123.  Further, once a user reaches the age of 13, parents can no longer impose parental

controls on their minor’s account.?*

32 Roblox  Privacy and Cookie Policy, Roblox, https://en.help.roblox.com/hc/en-
us/articles/115004630823-Roblox-Privacy-and-Cookie-Policy (last visited Feb. 17, 2026).
3Parents: How to Link Your Child’s Account, Roblox, https:/en.help.roblox.com/hc/en-
us/articles/30428321333140-Parents-How-to-Link-Your-Child-s-Account (last visited Feb. 17,
2026).
3% What Happens As I Get Older On Roblox?, Roblox Support, https://en.help.roblox.com/hc/en-
us/articles/30428367965460-What-happens-as-1-get-older-on-
Roblox#:~:text=In%20most%20regions%2C%20after%20a,limits%20will%20n0%20longer%20ap
ply. (last visited Feb. 17, 2026).
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124Robl ox Corp. coul d, but does not, allc
their Roblox account.

125The only Roblox content that is restri
Though Robl ox Cor p. has I mposed content [||i mi
of 9 could easily create an account with |a f
most of Robloxds games. Wi thout age verif|ica
a minor under 9 can easily bypass Robl oxdgs r

126At account setup, Robl ox6s websiteg C
messaging informing minor users or their |gua
excessive use of Roblox Corp.od6s Product. |Use
physical and ment al harm associated with |con

127During gamepl ay, there are no warnling
mi nor users of the known risks and harms |st e
are not provided with information regardjing
compul sive gamepl ay.

128Robl ox Corp., whil e touting safety| as
i mpl ement meaningf ul safety features, under
features wil|l reduce time spent i n game and,

D. Roblox Corp.6s Monetization of I ntent.i

129 Robl ox Corp. designed the game-crealtio
their own Robl ox games for play and pur chljase
parties create the games, Robl ox Corp. prjofi
third-party created games.

130Users that create their own games 4ar e

131Robl ox Corp.0s website boasts that it
milliomM®in 2025.
°Earn on MRoblox,Cheéaper / Haobegate.robl ox. cqgm/ c
(last visited Oct. 15, 2025) .
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132Robl ox Corp. reports its Developerpgs h
20£8.

133Robl ox Corp. encourages <creators taq ir
created, and makes available within Robl pxo:
code readymade to i mpl ement Il nto userd6s |ganm
design, contains the addictive programming a

134Robl ox Corp. constructed a ACreator Hu
users with instructions (including Ahow-tloo0

own Robl ox games and also provides wuser 4 w

algorithms and codes, that enable or faciflit
135T0o0 assist in teaching current and pot «
and Roblox Studi o, the Roblox Corp.6s Cfyea
APublishing, 0 APromotion, 66 and AMonetizati ol
creators feverything [they] *feed to know |abo
136The AMonetizationd topic on the Crleat
strategies, immersive ads, subscriptions,| pa
payouts, paid accldss, and private server s.
137The Creator Hub discusses fiEngagement -
ifearn Robux based on the share of tife that
138Robl ox Corp.o6s Creator Hub encour ages
game(s) for as |l ong as possible to increadase
39 d .
87 Creation Rokroxe@reator Hub, https://creat
15, 2025) .
8%Monet i, zatoibdmx Creator Hub, https://crealte.
visited Feb. 17, 2026) .
39 Engagement - Based Rapboiks Creator
https:// create.roblox.com/ docs/ production/ mo
17, 2026)

28
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139The Creator Hub provides instructions
data, 0o which wild/|l hel p the Developer fAunder ¢
experi éManad ydics on the website provideHat:

1400ne of the tools Roblox Corp. created
fiseason pass. o0 As described above, a season
access to exclusive items that are avail gdbl e
during game pl ay. Compl A T75. Robl ox Corlp. @
motivate players to continue playing Devel oy
of fered for the season, and create anti?tpa
Robl ox Corp. empl oys specifically-designled
encourage continued use and foster feelings

141 Robl ox Corp. therefore encourages a|nd
to incorporate Robloxb6s har mful and addic¢ti:
mi crotransactions and features without walrni
of their games resulting in Roblox Corp. ear
host, and promot e.

142Beyond working with Developer to crjleat
designed other features within its Product t

143Robl ox Corp. knows its Product I ncjlor p
causing users to develop dangerous and disot
Corp. devel oped addictive strategies, game (
on Roblox itself and then instructed those d
addictive programming, code, and algoritlhms
Nonet hel es s, Robl ox Corp. chose to not infor
mi nors who are users, of such risks.
49 d .
41’ Robl ox Creator Hub, https://create.robllox.
“2Season PassRodsoixgnCr eator Hub. https:/{cr
design/ season-pass-design (last visited Heb.
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144. Upon information and belief, Roblox Corp. designed Roblox and the addictive
strategies, game designs, and monetization schemes offered in its game and game design studio in
conjunction with psychologists, neuroscientists, and other behavioral experts to intentionally

maximize the likelihood of addiction of minor and neurodivergent users.

145. Roblox Corp. admits to consulting child development experts for aspects of game
development:*’
How is an Age Recommendation determined?
Roblox’s age recommendations are grounded in child development research and informed
by industry standards. To determine which audiences an experience is generally suitable
for, we examined global industry standards and consulted child development experts.
146. Roblox Corp. actively employs or has employed psychologists and behavioral experts
within its People Science and Analytics department and User Experiences department.**

147. The use of operant conditioning, the providing of addictive algorithms, codes, and
programming, a lack of warnings about the harms of use, no self-imposed limits on playtime, and
other features described herein are all examples of Roblox Corp. employing harmful psychological
tactics to take advantage of the chemical reward system of a user’s brain (especially a minor or
neurodivergent person) to create addictive engagement, despite Roblox Corp.’s knowledge that abuse
and compulsive use of its Product by foreseeable users, i.e., minors and neurodivergent individuals,
can and did lead to users, including Mr. Duncan, suffering impacts on brain function, addiction,
withdrawal symptoms, negative consequences on cognitive processes, and other injuries. Roblox
Corp. marketed and misrepresented Roblox as safe for all ages without warning of said risk of injury
and addictive design, ultimately helping create and foster an epidemic of video game addiction in

minors.

43 Allowed Experience Controls, Roblox, https://en.help.roblox.com/hc/en-
us/articles/8863284850196-Allowed-Experiences-Controls (last visited Aug. 28, 2024).
4 See, e.g., Erica Snow, LINKEDIN, https://www.linkedin.com/in/erica-snow-phd-75272b39 (last
visited Feb. 17, 2026); Philip Simmons, LINKEDIN, https://www.linkedin.com/in/philippsimmons
(last visited Feb. 17, 2026); Carissa Kang, LINKEDIN, https://www.linkedin.com/in/carissakang
(last visited Feb. 17, 2026).
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VI IFortnite

A. Fortnite Gameplay Basics

148Fortnite is an online video game de€

149Fortnite is free to play, making it

150Fortnite was first released in 201]7
versions that share the same gener al desi

151Fortnite: Battle Royale is a free-t
fight in a progressively shrinking arena
or in a Asquado of 3-4 players. When usq
weapons, it ems, resources, and vehicles
Battle Royale is frequently Fortniteds m
attribute Fbrtniteds success.

152Fortnite: Save the World is a coop¢
game in which up to four users fight of f
fortifications they can build. Users are
including hero characters, weapon and tr 4
through gained experience to iIimprove thei
mode of the Fortnite franchise.

153. Fortnite Creative I s a sandbox gam
to create worlds by spawning any item fro
such as battle arenas, racecourses, platf

154Each of Epic Gameso6s herein |isted
and game mechanics.

155Fortnite has an average of 239 mi |
4> The WeeWhaSt aifsf , Fortnite and Twhey Weseki t(
https://theweek.com/ 93700/ fortnite-Dbattl ¢

COMPLAI NT FOR D:&AGES AND DEMAND FOR JU




© 00 N o o A~ w NP

AN (%) N = o

(1]

N

(%)

(1]

N N NN N NN NN P P P P P PP PR PR

Case 3:26-cv-02716 Document1l Filed 03/27/26 Page 32 of 69

pl ayers*®in a day.
156Less than two years after Fortniteds r
in revenue through microtransactions and [in-
billionn revenue.
157Fortnite game Products are monetized I
purchased with real-world funds or earned t

Save the Worl d.

158Fortnite includes a feature called| a
passo feature described above. Compl. A& 7|5.
rewards by dAlevelling upo the Pass. Levell i
compl eting challenges, a n d*8pTuhrec hpausri pnogs et hogf |te
to keep players engaged in hours of gamep|l ay
Games through the purchase of in-game conten

B. Fortnitebs Youth-Focused Partnerships
Profits

159Fortniteds Battle Royal e anid. r€eagvoenntehned

for individuals aged 13 and above. This does
t hat Epic Games does not know that <chil diren
Games i s aware and markets Fortnite to consu

160Despite its T rating, survey resul ts f

10-12 played Fortnite weekly, *®ompared to 33

4  This statistiFcoritsnias & fl aywelry CDun3. HoWh &Ma
Econ. Ti mes (Jul . 14, 2023) , https://econorr
pl ayer-count - how- many-people-play-the-ga e/ a
47 Suni FoGi hite Revenue, Pl ay,erPrQGoournit [XatNe t(
https:// prioridata.com/ data/fortnite-stat|ist
48 Wh a't i s t he Battle Pass? ,WheFroet nGape |
https:// www. epicgames. com/ hel p/ en-US/c-Categ
battle-pass-where-can-i-1learn-more-a0o0008470
49 National R eFsoeratrnciht eGr oTuhpe, NegwW uB ec idavliai2ldaddi) &
https:// assets.ctfassets.net/ 0o6s67aqvwnu/ 5z
8e3908bb/ NRG_Fortnite_White_ Paper.pdf
- 32 -
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161Even though most Fortnite games arel ra
engaged i n numerous in-game vVvirtual col llabo
LEGO, Mar vel, NERF, Air Jordan, DC Comi ¢s,
Ghostbusters, Star War s, TRON, Neymar Jr|. ,
Naomi Osaka, |l ndi ana Jones, Dragon Bal |l , Sp
Chri st mas, Wr eck-11t Ral ph, Lewis Hamilton,
Cari bbean®® and more.

162Most, I f not al |, of these coll abqgrat
unmi stakably includes minors under the age o
with LEGOs, or |listen to the music of pojp s
intentionally marketing its Fortnite games t

163 Not only does Epic Games engage in|in-
mer chandise it produces or sponsor s, mostl of
Games creates Fortnite themed plastic toy I
trading cards, board games, motorized toy c:
has partnered with childrends toymakers |I|i ke

164Epic Games knows that young childregn p

165Epi c Games organizes its advertisegmen
interests of young children. And in 20223%Y E|
As a result of, I n part, I ts partnership|stt
$5.8 billion from young children and theijr f
under 13 to keep using its Products.
50 Josh ElvaeyrlyorSi ngle Fortnite Coll ab, &De&x erstsm \
26, 2024) , https:// www. dexerto.com/fortn|ite
1645672/ .
1 Josh Hoowatrntiht,e User and Brxplotdi rSg aTe piRods2
https:// explodingtopics.com/blog/fortnite-st
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C. Fortnite was Designed with I ntentioonal

166 Epic Games knows that minors and thos:eé
its Product, but nonetheless chose to adg f
code, to its Product to intentionally addict

16 7Epi c Games actively employs or has |emg

within its User Experienced department and C
168Upon information and belief, Epic [Gan
psychol ogists and other behavior al experts t

mi nor and neurodivergent wusers.

169Epic Games wutilizes countless strategi
the | i kelihood of addiction of its users,| su
a user spends i n-game.

170Li kewi se, as noted above, Epic Gamegs d
to encourage players to continually play/|in

cosmetics by obtaining points through thje <c

repeated hours and sessions of gameplay or |

Games employs specifically-designed algofit/
continued use and foster feelings of urgency

171The addictive programmi ng, code, and
intentionally designed and placed within| th

furthering user addiction.

2See,, eBegn. Taels, LINKEDIN, https://www. I|ink
Feb. 17, 2026) ; Celia Hodent, LI NKEDI N, htt
Feb. 17V,i d2e002 6GQa me s , Psychol ogy, and the User
Games)NC State University Libraries, httopls:/
and-user-experience-dr-celia-hodent-epic-
games#: ~:text=Video%20Games %2C%20Psychol ogy??
C%20State%20Uni versity%20Li braries (Feb
https://www. |l inkedin.com/in/katelynprocci (I
- 34
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D. Epic Games Deceptively Promises Saf

172Epic Games assures users that it wa

to play®games. 0

173Epic Games does not di sclose to the
psychol ogi cal tactics or addictive programmi
into its Product. |l nst ead, Epic Games touts

cl assroom.
1740n its website, Epic Games even of f
subjects ranging from hisftory, geography,

#A Home Education

Education

Find lesson plans that are designed for use by educators in the classroom.

f —
L
/ \ ' l - F

On this page

Free Fortnite lesson plans are available to educators who want to use
Creative or Unreal Editor for Fortnite (UEFN) in creative ways in the

classroom.

175Epic Games joined the Family Online S
wants to fisupport [FOSIO6s] work to keep ki ds
Policy represents Epic Games wants to fdble o
experiences for people of all ages, 0 emphas
children playing its3s® BmpimesGamerxc!| nas nma FEe|r f o
safety: fAWhen it comes to safety . . 2% weg be
Epic Games Go nEnpui nci tGya nReusl g(sSept . 12, 2024) ,
US/ community-rul es
4 Educati ompic Games, https://dev.epi¢cgal
creatlve/educatlon-in-fortnlte creative (|l as
SSEpi c Game s Joins t he amiFIO)S1 On(INorve a8f
https://www.fosi.org/about-press epi c-games -
SEpi c Games: Conkpuinci tGa nReusl e(sSept 12, 2024) ,
US/ community-rul es

35
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176Despite assurances of safety, the addi
herein, of Fortnite are so dangerous to ufser
centers across the country have published r ¢
addi etMeomy. heal th experts have concluded [ ha
illegad&% drugs.

177Despite these third-party warnings |of
to disclose the risks of harm purposef ul y
using its Product. While Fortnite does fleat
Al t hough minor accounts automatically restr
verification process. I f a minor who is unde
and can play Fortnite without the restridtioao
13.

178Fortnite coul d, but chooses not to, Ir e
13 to create an account. | f a minor unde|r 1
content and purchase i tems.

179Fortnite iIimposes a daily spending | im
$100dg@¥rA minor under 13 could spend $36,(500
consent or permission.

180Whil e For tsndmeuti onpatsies restrictions| on
under 13, the parent al controls and restfic
engage with/ change any parent al control sgett
and subsequently know the | og in informat|ion

181Epic Games does not provide parentflal
" RachelA Ehanrkeent 6s Gui de t o Chedldi Mg nWi timsfEor
https://childmind.org/article/parents-gui|de-
Health Experts: Video Game AFOKRONt ABCC8nNE
29, 2018) , https:// www. wric.com/ news/ whatts-
addictive-as-heroin/
9 pDaily Spending Limits For Players Under| 13
US/ c-Category EpicAccount/ c-EpicAccounts |[Par
under - 13-4060a6808vy524ted Feb 17, 2026) .
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and/ or usage. Epic Games coul d, but choos
Fortnite account . Epic Games also coul d,
their Fortnite account .
182At account setup, Fortniteds webs
messaging informing minor users or their
excessive use of Epic Gamesods Product. Us
physical and ment al harm associated with
183 During gamepl ay, there are no war nfi
mi nor users or their guardians of the kno
Product Users are not provided with inf
associated with gamepl ay.
184Epic Games designed and devel oped H
conditioning to make users want to keep u
185The team that developed Fortnite i
coordinators who worked for nearly four vy
186Upon information and belief, Epic G
from other video game developers and publ
and algorithms in Fortnite.
187Engaging and addicting users who ar
classroom increases Epic Gamesds revenue
expense of these usersodéd mental and physic
188Epic Games knew that its Fortnite
addiction and compul sive use by minors an
such har ms, Epic Games mar keted Fortnite
outside the classroom).
189The use of operant <conditioning, t
warnings about the harms of use, no sel f¢ti
herein are al/l examples of Epic Games degi
37
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cal reward of
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t he <c¢chemi system

t o create ctive
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engagement

of i tsi Peaomdunotr sbpntiloneseedble
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S e
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ng

negative consequence
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196The game itself I s easy for users t
character collecting resources, expl oring
The Minecraft world is virtually infinit e

197There are multiple game modes, incl
survival mode must gat her resources to b
attacks from monsters known as fimobs. 0 US¢g
they can use to craft items or create st
hurt by attacking Amobs. 0 Each game mode
resources.

198Mi necr aft users ar e encouraged t o
mul ti player or single-player worl ds depen
world to play in, wusers utilize fiseedso
seed, the code creates a world for the wus

199The exact structures of most worl ds
the same seed wil|l be i dentical. Users ca
world using that seed.

200Moj ang and Microsoft designed Minec
to interact and communicate with each oth

201There are different versions of Min
used. The original version of Minecraft,
The most popul ar version of Mi necr af t,
AMi necraft Bedrock. 0 Minecraft Java and
version is stildl currently wupdated and ha

2021In order to play Minecraft, users
account

203To create a Minecraft account, us er
create a Microsoft account, and choose a
There Iis no age verification upon sign-up

39
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204 Mi necr aft has its own form of cu

l ess than one US doll ar. Mi necoins <can

205Mi necoins can be used to purchase v

(@)
(72}
QD
<

user
up packso that allow users to enter th
access to new adverPfures via adventure
2061l n addition to the base game, us
mont h. The Pass all ows subscribers to
mash-ups, skins packs, texture packs,

207Users can also purchase a AReal m

Mi necraft server and share their Marketpl

starts at $3.99 per mont h.

208l n 2024, Mi necraft brought Mi cr oso

revefue.

C. Mi necraft is Marketed to Young Chil
209Minecraft iIs rated as safe for chi
Rating Board (AESRBO), which is the | eadi
210Nonet hel es s, Mi crosoft and Mojang

younger than 10.

211Studies have shown that approxi mat

children aged 9%t o 12 play Minecraft.

atar, fAtexture packso that chang

rro¢

on

eme

ma
er g
A
a‘r d

s S

®Mi necraft ,Mawi ketcpladdae https:// www. mi necH
17, 2026) .

63 Mi necr aft Mar k,et pl Micree c r aPfats,s httopsg:
us/ marketpl ace/ marketplace-pass (last vi gli
¢4 Davi d MCnecyaft Revenue and BuWlssageofStApd
https:// www. businessofapps.com/ data/ mi nec
65> Jane Mavoa & MMaecusftCalMeaches Kids Ab
| mbal ance Athe PICanversation (Jan. 16, 20
teaches-kids-about-tech-but-theres-a-gend

40
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212Despite Minecraftdéds age rating, Mi mecr
and physical product coll aborations with |[chi
of t he Gal axy, Spider man, Mo ana, St ar War s
|l ncredi bl es, Angry Birds, Frozen, Il ce Age,
Rangers, For®nite, and more.

213 Most, I f not al |, of these coll abqgrat
unmi stakably includes minors under the age
play with LEGOs or Hot Wheels. Microsoft Jand
to young children by coll aborating with tjhe

2141 n addition to virtual coll aborations
Mi necr aft mer chandi se they produce or spjlons
exampl e, Mi crosoft and Mojang have created
|l amp that | ooks | ike a Minecraft torch; al| gl
Mi necraft themed LEGO sets, action figure|s,
paj amas; and Hall oween costumes. Mi necr aflt &
that are intended to teach children how t{o r

215Mi crosoft and Moj ang organize theilr i
around the interests of young children and
children and their families.

D. Mi crosoft and Mojang Deceptively Pjirom
Mi necraft

216Mi crosoft and Mojang do not informjuse
with using and playing Minecraft or that |t he
potenti al har m.

2171l nstead, Mi necraftdéds website provides
assurances of safety. For exampl e, Mi cr os|oft
®Category: GolMiamkecrratfito nd ki |, https:// minegcr e
vi sited Feb. 17, 2026) .
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they Ahold [them]selves accoun

ever yYéne. o
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hei
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.t rr- ficommunity standards hel
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g ng

necraft does feature some pare

ccounts for children younger th

mmunications and ot her features,
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6 .
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control settings, the parent must first K
information to |ink their account to thei

221Microsoft and Mojang do not provid
screen ti me, gamepl ay, and/ or wusage. Mi cr
to set time | imits on their minords Mineqd
all ow any users to set self-imposed ti me

222At account setup, Mi necraftbds webgi
messaging informing minor users of t he k
Mi crosoft and Mojangds Product. User s, or
are not provided with information regardj
gamepl ay

223During gamepl ay, there are no war nfi
mi nor users or their guardians of the kno
Mojangbs Product. Users, or those |inked
with information regarding potenti al physli

224Mi crosoft and Mojang do not inform
Mi necr aft, specifically excluding that Mi
and detri ment.

225Mi crosoft and Mojang do not discl o5
psychol ogi cal tactics or addictive progr 4§
into their Product. Instead, Microsoft an
devel oped Minecraft: Education Edition fo

226 Mi necraft: Education Edition (iAMin
program., Mi necr aft Education wuses the Mi

43
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learning environments.” It includes over “600 standards-aligned lessons,”’? and includes coursework

across various subjects.”?

TEACH WITH LESSON PLANS
MINECRAFT

Explore hundreds of lessons and SAMPLE PROJECTS
projects across the curriculum.
Engage your learners in coding,

history, math, and more!
SHORT VIDEO TUTORIALS

227. Though Minecraft’s age-rating is for children 10 and older, Minecraft Education has
lesson plans for children as young as 57, and encourages school leaders, educators, and parents to
use Minecraft. Minecraft Education provides resources so educators can “learn to teach with
Minecraft.””

228.  The use of Minecraft Education introduces children to the game that are years younger

than Minecraft’s age rating.

E. Minecraft was Designed with Intentionally Addictive Features

229.  Microsoft and Mojang know that minors and those who are susceptible to addiction
are using their Product, but nonetheless chose to add features, including intentionally-designed
algorithms and code, to Minecraft to intentionally addict such users.

230. Upon information and belief, Microsoft and Mojang actively employ or have
employed psychologists and behavioral experts to work on Minecraft development.

231. Upon information and belief, Microsoft and Mojang designed Minecraft in

conjunction with psychologists, neuroscientists, and other behavioral experts to ensure the addiction

2 What is Minecraft Education?, Minecraft Education, https://education.minecraft.net/en-
us/discover/what-is-minecraft (last visited Feb. 17, 2026).

Minecraft  Education  For  Educators:  Get  Started,  Minecraft  Education,
https://education.minecraft.net/en-us/get-started/educators (last visited Feb. 17, 2026).
74 Minecraft’s own website states “[s]Joon students from kindergarten to graduation can utilize
Minecraft Education.” Back to School Preview: Make it Minecraft!, Minecraft Education (Apr. 8,
2025), https://education.minecraft.net/en-us/blog/back-school-preview-make-it-minecraft.

Minecraft  Education  For  Educators:  Get  Started,  Minecraft  Education,
https://education.minecraft.net/en-us/get-started/educators (last visited Mar. 2, 2025).

-44 -
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of mi no

232Upon information and belief, Mi cros
technol ogies from other video game devel
programming, code, and algorithms in the

233 Many items within Minecraft are st g
the itemds rarity. Upon information and b
t hat randomize the possibility of findin
algorithms at any ti me. Mi crosoft and Moj
to |l ocate a desired item, thereby artifi
game to obtain that It em, regardl ess of
algorithms and features to make the game
in-game items. This creates further addi g

r

for what

2 34 Mi

buse,
cl os

educat

=1}

and neurodivergent wusers.

they need.

crosoft and Mojang knew that i

addiction, and compul sive use b

ng such har ms Mi crosoft and

onal 6 and safe for use by mino

235The use of operant conditioning,

empl oyment of addictive algorithms, no

described herein are all/l exampl es of

psychol ogical tactics to take advantag

mi nor o]

r

neurodi vergent per son) to creat

knowl edge that abuse and compul siivee.m

neurodi vergent individuals, can and di

on br ai
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and other injuries. Mi crosoft and Moj a
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PLAI NTIFF-SPECIFIC ALLEGATI ONS

236Pl aintiff Jordan Duncan is an eighteer
result of his use of Roblox, Fortnite, and N
a minor .
237 Mr . Duncan began playing Roblox and N
began playing Fortnite at approxi mately age
238Shortly after Mr. Duncan began pl ayincg
became addicted to playing video games, i|ncl

addictive features within each game.

239Because of his addiction that was |cau
Duncan cannot control the amount he playsH or

240As a result of his gaming addictiop,
di stress, di mi ni shed soci al Il nteraction, | a
sympt oms, i mpacted sl eep, and an inability
previously di agnosed wi t h Attention-Defl| ci
Defi ance Di sorder (AODDO) , Persistent Depr
exacerbate the effects of Mr. Duncanods addic

241As a result of his wuse of Robl ox, Mi ne
games is compulsive and disordered, and e
people around hi m. Mr . Duncan spends an aver
Any attempt to remove Mr. Duncan from his
including anger, injurious behavior to thlems
refusal to maintain hygiene or sl eep.

242 Mr . Duncan has been injured and hajr me
Defendantsd respective actions and misconduc
damages.

243 Defendants have engaged in deceptive,
damaged and continues to harm Mr. Duncan |(and
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317. Defendants owed a duty to avoid engaging in conduct they knew, or reasonably should
have known, would cause injury to their users, including Mr. Duncan.

318. Defendants breached those duties

319.  Each Defendant negligently, recklessly, and/or carelessly created a harmful and
addictive Product and failed to engage in the development of a safer alternative design.

320. Defendants knew, or should have known, that their Products are harmful, capable of
causing extensive physical, mental, emotional, and financial or economic harm and damage, and that
minor users are developing disordered and addicted use.

321. Defendants were and are negligent in failing to provide adequate warnings about the
dangers associated with using their Products and in failing to warn users, including Mr. Duncan,
about how and when, if ever, to safely use their Products.

322. Defendants were and are negligent in failing to adequately provide users, including
Mr. Duncan, the tools to ensure that their Products are used in a limited and safe manner.

323. As aresult of each Defendant’s breach of the herein identified duties and resulting
negligence, Mr. Duncan suffered severe physical and mental harm, as well as economic damages,
from Plaintiff’s use of Defendants’ respective Products.

324. Each Defendant’s breach of duty of care to Mr. Duncan was a substantial factor in
causing harm to Plaintiff and is the actual and proximate cause of said harm.

325. Asadirect and proximate result of each Defendant’s negligence, Mr. Duncan suffered
significant injury, harm, damages, and economic loss, and will continue to suffer such harm, damages,
and economic loss in the future. Mr. Duncan’s injuries are permanent and will require more medical
care and treatment in the future.

326. Each Defendant’s actions and omissions as alleged in this Complaint were intentional,
oppressive, malicious, reckless, wanton, fraudulent, beyond all standards of decency, and without
regard for human life or Plaintiff’s rights, thereby warranting the imposition of punitive damages.

Thus, Plaintiff seeks actual and punitive damages according to proof.

-58 -
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COUNT VII — INTENTIONAL MISREPRESENTATION

327. At all relevant times, each Defendant was engaged in the business of designing,
developing, managing, operating, testing, producing, manufacturing, labeling, marketing,
advertising, promoting, controlling, supplying, leasing, selling, and/or otherwise distributing their
respective video game Products used by Mr. Duncan, each of which are defective and unreasonably
dangerous.

328. As detailed herein, each Defendant knew about the defective conditions of their
respective Products and that the Products posed serious health risks to users, particularly minors.

329. Each Defendant designed their respective Products with addictive psychological
features to keep users playing more often and for longer periods of time, while knowing that abuse
and compulsive use by youth can lead to injury, but concealed this information from the public and
Product users, including Mr. Duncan.

330. Each Defendant knew of the risks associated with the use of their respective Products
based on internal research and external studies known within the industry.

331. Each Defendant could have disclosed the defective condition of their respective
Products to the public and could have advised that the Products posed serious health risks to users,
particularly youth. No Defendant took such action; instead, each Defendant opted to omit the safety
risks from any disclosures of marketing practices.

332. Each Defendant knowingly and intentionally misrepresented that their respective
Products were safe for use, and safe as educational tools, to further entice users to continue engaging
with their respective Products, including Mr. Duncan, while simultaneously knowing that their
respective Products caused addiction and compulsive use.

333. Defendant Roblox Corp. stated that it has “built a platform with safety at the
foundation,” that it has a “commitment to safety and civility,” that it “strive[s] to make [its] systems
as safe as possible by default, especially for [its] youngest users,” and that it consulted “child
development experts” and “examined global industry standards” when creating recommendations for
its Product. Further, Roblox Corp. stated that “safety is and always has been foundational to

everything [it does] at Roblox,” that “[s]afety underpins everything [it does] at Roblox, particularly
-59.
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the safety of [its] youngest users,” that it partners “with child-safety experts to help users of all ages,
[sic] play, create, and connect safely,” and finally that it “spend[s] hundreds of millions of dollars
each year to meet [its] safety mission.”

334. Defendant Epic Games stated that it wants its Product to be a “safe place for [users]”
and that its Product is educational and safe for use in classrooms. Defendant Epic Games also states
that it wants to “be on the forefront of creating fun and safe games and experiences for people of all
ages,” and that “[w]hen it comes to safety . . . [Epic] believe[s] in providing [users] all the tools
necessary.”

335. Defendants Microsoft and Mojang stated that they will “hold [them]selves
accountable for making Minecraft as safe as possible for everyone.” Defendants Microsoft and
Mojang further state that it is “so important that [their] games are a safe and welcoming place for all
players,” that “player safety is a priority for Mojang to ensure everyone feels safe,” and that their
“community standards help [them] build a community that is open and safe for everyone.” Defendants
Microsoft and Mojang further state that they are working with “experts from across the industry”
with the goal of “a safer gaming future in Minecraft.”

336. Each Defendant’s statements about the safety of their respective Products are false and
misleading, and each Defendant’s omission of the potential harm caused by each Defendant’s
respective Product is misleading and deceitful.

337. Each Defendant intended for users, including Mr. Duncan, to rely on their
representations that their respective Products were safe for use to keep users engaging with their
Products and increase their profits, and purposefully marketed their respective Products to minors for
that reason.

338. However, each Defendant had no reasonable grounds to believe that their respective
Products were safe given the internal and external research on addiction associated with video game
use and given the global recognition of video game addiction. Each Defendant knowingly made false
statements about the safety of their respective Products.

339.  Each Defendant failed to disclose to users, including Mr. Duncan, that their respective

Products are designed to create and sustain addiction.
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340. Each Defendant intentionally failed to disclose to users the strategies and features
designed and employed in their respective Products to create and sustain addiction.

341. Each Defendant intentionally failed to disclose its addictive strategies and features to
entice users to continue gameplay and increase profits.

342. If each Defendant had not concealed, omitted, and misrepresented facts regarding the
safety of their Products, and had Mr. Duncan been aware that the Products could cause significant
harm such as impacts on brain function, psychological injury, aggressive behavior, verbal memory
deficiency, depression, lowered cognitive abilities, sleeping disorders, anxiety, and behavioral
addiction disorders, Mr. Duncan would not have used or continued to use each Defendant’s respective
Product. Alternatively, if Defendants had adequately warned or instructed Mr. Duncan, he would
have taken precautions when using each Defendant’s respective Product in order to eliminate or
mitigate the risk of harm.

343. Mr. Duncan and Plaintiff’s guardian were unaware of the dangerous and addictive
nature of each Defendant’s respective Product. Plaintiff reasonably relied on each Defendant’s
representations that its respective Products were safe for use, particularly for minors.

344.  Mr. Duncan reasonably relied on each Defendant’s representations and did not know,
nor had any way of knowing, about the misrepresentations about each Defendant’s respective
Product.

345. A reasonable person, including Mr. Duncan, would find information that impacted the
users’ health, safety, and well-being — such as the serious adverse health risks associated with the use
of each Defendant’s respective Product — to be important when deciding whether to purchase,
download, use, or to continue to use, those Products. Thus, Mr. Duncan justifiably relied on each
Defendant’s misrepresentations that their respective Products were safe when purchasing,
downloading, playing, continuing to use, and/or purchasing downloadable game content.

346. Because of Mr. Duncan’s reasonable reliance on each Defendant’s representations,
Plaintiff sustained physical and psychological harm, as well as economic damages.

347. As adirect and proximate result of each Defendant’s material misrepresentations and

false statements, Mr. Duncan suffered significant injury, harm, damages, and economic loss, and will
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continue to suffer such harm, damages, and economic loss in the future. Mr. Duncan’s injuries are
permanent and will require medical care and treatment in the future.

348. Each Defendant’s actions and omissions as alleged in this Complaint were intentional,
oppressive, malicious, reckless, wanton, fraudulent, beyond all standards of decency, and without
regard for human life or Mr. Duncan’s rights, thereby warranting the imposition of punitive damages.
Thus, Plaintiff seeks actual and punitive damages according to proof.

COUNT VIII - NEGLIGENT MISREPRESENTATION

349. At all relevant times, each Defendant was engaged in the business of designing,
developing, managing, operating, testing, producing, manufacturing, labeling, marketing,
advertising, promoting, controlling, supplying, leasing, selling, and/or otherwise distributing their
respective video game Products used by Mr. Duncan, each of which are defective and unreasonably
dangerous.

350. As detailed herein, each Defendant knew about the defective conditions of their
respective Products and that the Products posed serious health risks to users, particularly minors.

351. Each Defendant designed their respective product with addictive psychological
features, including intentionally-designed algorithms and code, to keep users playing more often and
for longer periods of time, while knowing that abuse and compulsive use by youth can lead to injury,
but concealed this information from the public and Product users, including Mr. Duncan.

352. Each Defendant knew of the risks associated with the use of their respective Products
based on internal research and external studies known within the industry.

353. Each Defendant could have disclosed the defective condition of their respective
Products to the public and could have advised that the Products posed serious health risks to users,
particularly youth. No Defendant took such action; instead, each Defendant opted to omit the safety
risks from any disclosures of marketing practices.

354. Each Defendant knowingly and intentionally misrepresented that their respective
Products were safe for use, and safe as an educational tool, to further entice users to continue engaging
with their Products, including Mr. Duncan, while simultaneously knowing that their respective

Products each caused addiction and compulsive use.
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355. Defendant Roblox Corp. stated that it has “built a platform with safety at the
foundation,” that it has a “commitment to safety and civility,” that it “strive[s] to make [its] systems
as safe as possible by default, especially for [its] youngest users,” and that it consulted “child
development experts” and “examined global industry standards” when creating recommendations for
its Product. Further, Roblox Corp. stated that “safety is and always has been foundational to
everything [it does] at Roblox,” that “[s]afety underpins everything [it does] at Roblox, particularly
the safety of [its] youngest users,” that it partners “with child-safety experts to help users of all ages,
[sic] play, create, and connect safely,” and finally that it “spend[s] hundreds of millions of dollars
each year to meet [its] safety mission.”

356. Defendant Epic Games stated that it wants its Product to be a “safe place for [users]”
and that its Product is educational and safe for use in classrooms. Defendant Epic Games also states
that it wants to “be on the forefront of creating fun and safe games and experiences for people of all
ages,” and that “[w]hen it comes to safety . . . [Epic] believe[s] in providing [users] all the tools
necessary.”

357. Defendants Microsoft and Mojang stated that they will “hold [them]selves
accountable for making Minecraft as safe as possible for everyone.” Defendants Microsoft and
Mojang further state that it is “so important that [their] games are a safe and welcoming place for all
players,” that “player safety is a priority for Mojang to ensure everyone feels safe,” and that their
“community standards help [them] build a community that is open and safe for everyone.” Defendants
Microsoft and Mojang further state that they are working with “experts from across the industry”
with the goal of “a safer gaming future in Minecraft.”

358. Each Defendant’s statements about the safety of their respective Products are false and
misleading, and each Defendant’s omission of the potential harm caused by Defendants’ respective
Products is misleading and deceitful.

359. Each Defendant intended for users, including Mr. Duncan, to rely on their

representations that their respective Products were safe for use to keep users engaging with their
Products and increase their profits, and purposefully marketed their Products to minors for that

reason.
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360. However, each Defendant had no reasonable grounds to believe that their respective
Products were safe given the internal and external research on addiction and given the global
recognition of video game addiction. Each Defendant made false statements about the safety of their
respective Products.

361. Each Defendant failed to disclose to users, including Mr. Duncan, that their respective
Products are designed to create and sustain addiction.

362. Each Defendant failed to disclose to users the strategies and features designed and
employed in their respective Products to create and sustain addiction.

363. Each Defendant failed to disclose their addictive strategies and features to entice users
to continue gameplay and increase profits.

364. If each Defendant had not concealed, omitted, and misrepresented facts regarding the
safety of their Products, and had Mr. Duncan been aware that the Products could cause significant
harm such as impacts on brain function, psychological injury, aggressive behavior, verbal memory
deficiency, depression, lowered cognitive abilities, sleeping disorders, anxiety, and behavioral
addiction disorders, Mr. Duncan would not have used or continued to use each Defendant’s respective
Product. Alternatively, if Defendants had adequately warned or instructed Mr. Duncan, he would
have taken precautions when using each Defendant’s respective Product in order to eliminate or
mitigate the risk of harm.

365. Mr. Duncan was unaware of the dangerous and addictive nature of each Defendant’s
Products. Plaintiff reasonably relied on each Defendant’s representations that its Products were safe
for use, particularly for minors.

366. Mr. Duncan reasonably relied on each Defendant’s representations and did not know,
nor had any way of knowing, about the misrepresentations about Defendants’ respective Products.

367. A reasonable person, including Mr. Duncan, would find information that impacted the
users’ health, safety, and well-being — such as the serious adverse health risks associated with the use
of Defendants’ Products — to be important when deciding whether to purchase, download, use, or to

continue to use, those Products. Thus, Mr. Duncan justifiably relied on each Defendant’s
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misrepresentations that the Products were safe when purchasing, downloading, playing, continuing
to use, and/or purchasing downloadable game content.

368. Because of Mr. Duncan’s reasonable reliance on each Defendant’s representations,

Plaintiff sustained physical and psychological harm, as well as damages.

369. Each Defendant’s misrepresentations were a substantial factor in causing harm to Mr.
Duncan, who suffered significant injury, harm, damages, and economic loss, and will continue to
suffer such harm, damages, and economic loss in the future. Thus, Plaintiff seeks actual damages
according to proof.

COUNT IX — FRAUD

370. At all relevant times, each Defendant was engaged in the business of designing,
developing, managing, operating, testing, producing, manufacturing, labeling, marketing,
advertising, promoting, controlling, supplying, leasing, selling, and/or otherwise distributing their
respective video game Products used by Mr. Duncan, each of which are defective and unreasonably
dangerous.

371. Asdetailed herein, each Defendant knew about the defective conditions of its Products
and that the Products posed serious health risks to users, particularly minors, young adults, and
neurodivergent individuals.

372. Each Defendant knew their respective Products posed risks to minors, like Mr.
Duncan, based on internal research and external studies known in the industry and to each Defendant;
yet each Defendant misrepresented the safety and value of their games for the purpose of inducing
users, like Mr. Duncan, to purchase/download the game and to continue using Defendants’ respective
Products and encourage the addiction knowingly caused by Defendants’ Products.

373. Defendant Roblox Corp. stated that it has “built a platform with safety at the
foundation,” that it has a “commitment to safety and civility,” that it “strive[s] to make [its] systems
as safe as possible by default, especially for [its] youngest users,” and that it consulted “child
development experts” and “examined global industry standards” when creating recommendations for
its Product. Further, Roblox Corp. stated that “safety is and always has been foundational to

everything [it does] at Roblox,” that “[s]afety underpins everything [it does] at Roblox, particularly
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the safety of [its] youngest users,” that it partners “with child-safety experts to help users of all ages,
[sic] play, create, and connect safely,” and finally that it “spend[s] hundreds of millions of dollars
each year to meet [its] safety mission.”

374. Defendant Epic Games stated that it wants its Product to be a “safe place for [users]”
and that its Product is educational and safe for use in classrooms. Defendant Epic Games also states
that it wants to “be on the forefront of creating fun and safe games and experiences for people of all
ages,” and that “[w]hen it comes to safety . . . [Epic] believe[s] in providing [users] all the tools
necessary.”

375. Defendants Microsoft and Mojang stated that they will “hold [them]selves
accountable for making Minecraft as safe as possible for everyone.” Defendants Microsoft and
Mojang further state that it is “so important that [their] games are a safe and welcoming place for all
players,” that “player safety is a priority for Mojang to ensure everyone feels safe,” and that their
“community standards help [them] build a community that is open and safe for everyone.” Defendants
Microsoft and Mojang further state that they are working with “experts from across the industry”
with the goal of “a safer gaming future in Minecraft.”

376. Each Defendant’s statements about the safety of their respective Products are false and
misleading, and each Defendant’s omission of the potential harm caused by Defendants’ respective
Products is misleading and deceitful.

377. Each Defendant could have disclosed the defective condition of their Products to the
public and could have advised that the Products posed serious health risks to users, particularly youth.
No Defendant took such action; instead, each Defendant opted to omit the safety risks from any
disclosures or marketing practices.

378. Each Defendant knowingly and intentionally misrepresented that their respective
Products were safe for use to further entice users to continue engaging with their Products, including
Mr. Duncan.

379. Each Defendant intended for users, including Mr. Duncan, to rely on their
representations that their respective Products were safe for use to keep users engaging with their

Products and increase their profits, and purposefully marketed their Products to minors for that
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reason. Each Defendant’s representations about safety were material in keeping users engaged with
their Products and to increase their profits.

380. If each Defendant had not concealed, omitted, and misrepresented facts regarding the
safety of their Products, and had Mr. Duncan been aware that the Products could cause significant
harm such as impacts on brain function, psychological injury, aggressive behavior, verbal memory
deficiency, depression, lowered cognitive abilities, sleeping disorders, anxiety, and behavioral
addiction disorders, Mr. Duncan would not have used or continued to use each Defendant’s respective
Product. Alternatively, if Defendants had adequately warned or instructed Mr. Duncan, he would
have taken precautions when using each Defendant’s respective Product in order to eliminate or
mitigate the risk of harm.

381. However, each Defendant had no reasonable grounds to believe that their respective
Products were safe given the internal and external research on addiction and given the global
recognition of video game addiction. Each Defendant knowingly made false statements about the
safety of their respective Products.

382. Asadirect and proximate result of each Defendant’s material omissions, Mr. Duncan
had no reason to believe that each of Defendant’s Products were unsafe for children to use.

383. Mr. Duncan reasonably relied on each Defendant’s misrepresentations that each of
their Products was safe for use.

384. A reasonable person, including Mr. Duncan, would find information that impacted the
users’ health, safety, and well-being — such as the serious adverse health risks associated with the use
of Defendants’ respective Products — to be important when deciding whether to purchase, download,
use, or to continue to use, those Products. Thus, Mr. Duncan justifiably relied on each Defendant’s
misrepresentations that the Products were safe when purchasing, downloading, playing, continuing
to use, and/or purchasing downloadable game content.

385. As adirect and proximate result of each Defendant’s material misrepresentations and
false statements, Mr. Duncan suffered significant injury, harm, damages, and economic loss, and will
continue to suffer such harm, damages, and economic loss in the future. Mr. Duncan’s injuries are

permanent and will require more medical care and treatment in the future.
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386. Each Defendant’s actions and omissions as alleged in this Complaint were intentional,
oppressive, malicious, reckless, wanton, fraudulent, beyond all standards of decency, and without
regard for human life or Mr. Duncan’s rights, thereby warranting the imposition of punitive damages.
Thus, Plaintiff seeks actual and punitive damages according to proof.

PRAYER

WHEREFORE, Plaintiff prays for judgment against Defendant as to each relevant cause of
action as follows:

1. For Plaintiff Duncan’s general damages, including pain and suffering and emotional
distress, according to proof at the time of trial;

2. For Plaintiff Duncan’s past and future economic and special damages according to
proof at the time of trial,

3. For Plaintiff Duncan’s medical and related expenses according to proof at the time of
trial;

4. For Plaintiff’s prejudgment interest according to proof, pursuant to California Civil

Code § 3291 at the time of trial;

5. For Plaintiff Duncan’s prejudgment interest according to proof as provided by law;
6. For Plaintiff Duncan’s costs of suit herein,;

7 For attorneys’ fees;

8. For exemplary and/or punitive damages according to proof at the time of trial; and,
9. For such other and further relief, whether at law or in equity, that this Court deems

just and proper.
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DATED: March 27, 2026 BURG SIMPSON
ELDREDGE HERSH & JARDINE, P.C.

/s/ Sarah H. Boelts

Sarah H. Boelts (CA Bar No. 336646)
BURG SIMPSON

ELDREDGE HERSH & JARDINE, P.C.
40 Inverness Drive East

Englewood, CO 80112

Phone: (303) 792-5595

Fax: (303) 708-0527
sboelts@burgsimpson.com
skatz@burgsimpson.com

Attorney for Plaintiff

DEMAND FOR JURY TRIAL

Plaintiff hereby demands a trial by jury as to all of his claims so triable.

DATED: March 27, 2026

BURG SIMPSON
ELDREDGE HERSH & JARDINE, P.C.

/s/ Sarah H. Boelts

Sarah H. Boelts (CA Bar No. 336646)
BURG SIMPSON

ELDREDGE HERSH & JARDINE, P.C.
40 Inverness Drive East

Englewood, CO 80112

Phone: (303) 792-5595

Fax: (303) 708-0527
sboelts@burgsimpson.com

Attorney for Plaintiff
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