
Regenerate seed 
snapshot

SpatialOS window >
Workers > 

Build
Schema

SPATIALOS: UNITY DEPLOYMENT CHEATSHEET

What changed?

SpatialOS window >
Entity prefabs > 

Build all
Unity prefab

SpatialOS window > 
Generate from schema > 

Build

Unity code

Worker configuration
(ie, *.worker.json)

Run 
spat i al  wor ker  

bui l d bui l d- conf i g

(if code references break) 
Fix code references Optional

For example, if you:
- added a component
- edited a component

For example, if you:
- added a component 

to a prefab
- removed a 

component from a 
prefab

Run 
spat i al  c l oud l aunch

<assembl y name> <l aunch conf i gur at i on f i l e> 
<depl oyment  name> - - snapshot =<snapshot  f i l e>

SpatialOS window > 
Spatial upload > 

Enter assembly name > 
Upload

Go to 
consol e. i mpr obabl e. i o

/ pr oj ect s

Click 
Launch

to launch a client

When the deployment is ready

Click 
St op

When you're done

Make more changes, 
and deploy again!

Click
Shar e

to generate launcher links

SpatialOS window > 
Connect to deployment >
Enter deployment name > 

Connect

 (if initial state of the 
world changed) 

Regenerate seed 
snapshot

Optional

If you don't stop the 
deployment yourself, it'll be 

stopped automatically 
after 6 hours

This applies to SpatialOS 11.0+ 

MAKE SURE YOU SET THESE!


