New Creator Challenge: Simple Asset Spawning

Challenge Steps:

1. Create Your Template Asset

Let's create our first template asset!

a. Join any world using the desktop editor.

b. You can select an existing object in your world or create a new one. A basic shape
is good enough!

c. Right-click the object or parent (if grouped) and select Create Asset.

Duplicate selection
Create Asset

Delete selection
Create parent object

Scroll to selection

&, Preview from here

d. Inthe Create New Asset window give your asset a Name, Description, select a
Folder to save it in, and click Create.
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Create New Asset

A\ This feature is only recommended to be used with desktop! Full VR parity

is not supported.

A basic shape

Description

A basic shape for simpl spawning.|

Template Asset -

B All Assets
I My Folders

Pa Shared wWith Me

Cancel

e. That’s it! You created your first Template Asset! Your asset folders can be
accessed at the bottom of the desktop editor under the Asset Library tab > My

Assets > the folder you selected in the previous step.

Asset Library

Add New ~ All Assets » My Folders > My Assets
B Public Assets
All Assets

I My Folders :T}

B My Assets

& My Assets

A basic shape

2. Edit your Template Asset

Let's make a change to our template asset. We can add new shapes, change the color,

attach a script, or any number of things! You choose.

a. Find your newly created asset in your Asset Library, right-click on it, and select

Edit Template Definition.
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Mowve

Abasicshap: Edit Template Definition

i.
b. This will isolate your asset in the viewport and hierarchy. | decided to change my
asset to my favorite color and add a circle! You can add new shapes or assets

here by dragging them into the viewport. When you are done, click Save in the
upper right corner!

Editing the template definition for 572 A bz

Discard Save

i.
c. You will be asked to add a Description of your changes and decide whether to

Save & Publish later or Save & Publish now. Add your Description and click Save
& Publish.

Publish now or later?

Do you want to publish a new version of the asset? A new
n of the asset wi E an update will be
i worlds. All
W or restored from the versic
et's properties panel.

Recolored the square blue and added a white circle.

Save & publish later Save & publish

i.
d. Congratulations. You are almost finished!
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. Spawn your Asset

It is time to spawn your asset. So we can see our newly spawned asset, we’ll delete the
original asset from your viewport/hierarchy by selecting it and pressing the delete key on
your keyboard, or right-click and select, Delete selection.

a. We need a script to spawn the asset, so let’s create one using the Scripts Panel
and click the plus(+) button. Give it a name and press the enter key on your
keyboard.

> Scripts ¥  +* Gen Al

Scripts

B simpleSpawning|

i.
b. We can open itin VSCode simply by clicking on it and you should see a window
that looks similar to the image below.
i. Ifyou have not installed VSCode or if this does not work for you, view my
post on Getting Started: Desktop Editor

Edit Selection View Go Run Terminal Help

SimpleSpawning.ts >

O T i
10171201

propsDefinition

start() {

ii.
c. We’re going to modify this script to run on a Trigger Zone gizmo by first adding the
preStart() method, connecting to the OnPlayerEnterTrigger codeblock event, and
redirecting it to our method which we will call triggerEntered(). If you are familiar
with the Connect To codeblock this is very similar.
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i. By using the preStart() method to connect to our codeblock event, we
ensure our script is ready to hear the event before any actions can be
performed in the world. Here is what this looks like:

prestart( i
.connectCodeBlockEvent

hz.Code Events.OnPlayerEnterTrigger,
{enteredBY) .triggerEntered(enteredBY)

We need to add a reference to the template asset we created earlier. We’re going
to reference the asset by its Asset ID. To find your asset’s Id we need to select the
asset from the Asset Library and look at the Property Panel.
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Asset details

L]

A basic shape

Template

|_. 1059045839366301

prestart 1
.connectCodeBlockEvent

rents.OnPlayerEnterTrigger,
.triggerEntered(enteredBY)

i. ]

f.  You’re almost there! Just a few more steps. We nearly have everything we need.
Let's add the spawning part. In the triggerEntered() method we created earlier, we
need to add the code related to the spawning of our asset. Here is what that looks
like. The spawnAsset() method requires 3 parameters. The asset to spawn, the
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position to spawn it at, the rotation to spawn the asset in, and finally the scale to
spawn it.

triggerEntered(ent

.world.spawnAsset
asicShape,
zera,
'nion.zera,

i.

g. Save your script in VSCode by pressing the CTRL + S keys on your keyboard. Go

back to the desktop editor and drag a Trigger Zone gizmo from the Build Menu >
Gizmos into an area where you can touch it.

@ Build - v Systems - > Scripts - +* Gen Al C

Gizmos

Relative

@@Aa'r

Trigger Mirror
Zone t

-EI..«

Er wirenmen wam ic Static Light

aycas|

i.
h. Select the Trigger Zone gizmo in your viewport and scroll to the bottom of the
Property Panel on the right. Look for Script, hit the dropdown, and find the script
you created.
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Properties
@  Trigger

Behavior

Players -

Selectable in Screen I

Attributes

GameplayTags

|

This object has no tags

Script H

__SimpleSpawning:SimpleSpaw

nina

None

+ SimpleSpawning:SimpleSpawning
i.
Turn World Sim On in the upper right corner of the desktop editor. Spawn yourself
into the world with the Play button and walk into your Trigger Zone gizmo. This
should spawn your asset at the center of the world.
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@ worldSimon 9

Relative v - a 10~

Congratulations! You spawned your asset into the world! But your learning doesn’t
stop here. There is still plenty to know about even simple asset spawning, such as
how to spawn an asset in another position, how to delete an asset, and how to
utilize the SpawnController. The Meta Learn Center and the Creators Manual are
great resources to keep you going! For additional help join me at this week’s AMA:
Asset Spawning & World Streaming on 3/25/2025 @ 12 PM PST. Register here
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