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If the Project Manager is not in English, The "Play" icon launches the game (run).

1. Project Manager Setu
) 9 P click Settings and set the language to English (en).
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Double-click to launch
the Project Manager.
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Ensure 3D is selected.

3. Group and Asset Management
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This is the folder
where assets placed
by students are
located. Ensure
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Ensure Asset Placer is selected. press the F key to reset the
camera around that asset.
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