
Putting Content into your Holodeck 
These instructions are based on the Holodecks from Inside This World, who have 
provided holodecks for use in the Muvenation project. We assume that you have 
already read the related document “Getting started with your Holodeck”. These 
instructions were developed following “The 2in1 Production Holodeck - User 
Guide v 2.0.1b” supplied with the Holodeck. In this example we are going to 
make a simple scene, it is not meant for more than demonstration purposes, if 
you want to make scenes to sell ensure all content is yours to sell. 
 

1. Clear the inside of your holodeck, touch the upper green section of the 
wall panel and select clear from the menu. 

 
 
2. We are using the exterior Modern, touch the lower blue part of the wall 

panel and select Demo Rooms and then Modern. 

 
 



3. Before going any further later we will need some scripts and it is best to 
unpack them now. The three that need to be unpacked are: 

·  Address script 
·  Exterior label script 
·  Holodeck Label script 

Each of them are in your inventory “boxed”, one by one drag on to floor 
and select open and then copy to inventory. 

 
 
This will give you a new folder containing the script. Then delete the 
holding object. Note the Adress script box deletes itself, and this happen 
fairly quickly so you have to be quick in opening and copying. 

 
4. Make a simple scene with three objects, this one uses 2 copies of the 

Basic chair (from the Library Inventory) and a box suitably sized and 
coloured between them. 

 

 



5. Check that for each object that the permission is at least Copy, this 
includes any scripts (like the sit script in the chairs – which is the default 
case for the Basic Chair). 

 
 

6. Drag a copy of the Holodeck Label Script into each object. 

 
 

7. Double check that each object in your scene has the script and the right 
permissions. 

8. Click on the upper green section of the wall panel, select production and 
New Crate. 
A box will appear on the floor – this is your crate. 



 
 
 

9. Click on the crate and select edit, rename the crate – For example call it 
Simple, then drag an Address Script on to it. 

 
Note: messages will appear that the position of all your objects are stored, 
if they don’t all appear you need to delete the crate and check you have 
the label scripts in all your objects, and repeat from step 8. 

10. Shift-select all your objects (one multiple-selection, not as individual 
objects), right click and take a copy into inventory. The linked item will 
have the name of the last item you selected and can be easily found by 
using the Recent Items tab on your inventory, in this example it is called 
Table. 

 



 

 
 

11. Drag the linked item from your inventory into the Contents tab of your 
crate. 

 



 
12. Right click the crate and take that into your inventory. 
13. Right click the floor panel and select edit. 

 
14. Check amongst the crates already listed there in the floor panel that are 

none that share the name of your carte – if there is rename yours in the 
inventory. 
Then drag your crate (the one called Simple here) into the contents tab. 

15. Right click the wall panel and click edit, then in the edit dialogue box tick 
edit linked parts. 

16. Left click the upper green section of the wall pane, select the content tabs. 
The notecards there control what appears on the menus, and editing them 
changes the menus 

 
 

17. Double click on the one labelled mainMenu, this opens a notecard, the 
bottom line needs to be edited to remove the two symbols // 



 
 

18. Click Save (at the bottom of the notecard, and the wall panel will flash red 
while it updates, when it finishes flashing close the notecard. 

 

 
 

19. Double click on the notecard Menu1. Replace the entire line 
 "//Row 1 Column 1" with "Simple:Simple" 
The first Simple is the button name that will appear on the menu, it must 
be less than 11 characters. 
The second is the name of the crate we created earlier. Note the name is 
case-sensitive so the use of capital and lower-case letters has to be 
exactly the same, normal practice is to use the same name for both the 
crate and button, but it is not essential. 
Select Save and again the wall panel will flash red. 



 
 

20. Touch the upper green section of the wall panel and the menu will now 
show an option Menu1. 

 
 

21. Select Menu1 and you will get a new menu that includes the Simple button. 



 
 

22. Select Simple and the scene you made will appear. 

 
 

23. You can use the wall panel to clear your scene, and then load an existing 
one. 
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