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1. Introduction
PlayableKit is a web-based conversion tool for Unity playable advertising workflows. It allows a user to upload a Luna/Playworks build and generate platform-ready packages for multiple ad networks from a single source build.
This documentation explains how to prepare the Unity project, install dependencies, generate a development build, upload the generated ZIP file to PlayableKit, and download converted ad network builds.
	Topic
	Description

	Product
	PlayableKit - Luna build converter for playable ads

	Primary Use
	Convert one Luna/Playworks playable ZIP into multiple ad network formats

	Users
	Unity developers, playable ad creators, UA teams, creative teams, and agencies

	Supported OS
	Windows and macOS development environments

	Supported App Platforms
	Android and iOS Unity projects



2. Supported Platforms and Requirements
2.1 Supported Operating Systems
	Operating System
	Supported Versions
	Notes

	Windows
	Windows 10 64-bit, Windows 11 64-bit
	Recommended for most Unity playable build workflows.

	macOS
	Monterey, Ventura, Sonoma, Sequoia or later
	Recommended when preparing iOS-oriented Unity projects or working on Mac-based pipelines.



2.2 Supported Unity Versions
	Unity Version
	Support Status

	Unity 2020.3.16 or higher
	Supported

	Unity 2021.3 LTS
	Supported

	Unity 2022.3 LTS
	Supported





2.3 Supported App Platforms
	Platform
	Typical Store URL
	Usage

	Android
	Google Play Store URL
	Use when the playable ad CTA should redirect to an Android app.

	iOS
	Apple App Store URL
	Use when the playable ad CTA should redirect to an iOS app.



3. Development Environment Setup
3.1 Windows Setup
Install Unity Hub and a supported Unity Editor version.
Install Visual Studio 2019 or later. Visual Studio 2022 is recommended.
Install .NET Framework 4.7 or higher, including SDK and targeting packs.
Install MSBuild through Visual Studio Installer or Visual Studio Build Tools.
Restart Unity after installing dependencies.
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C:\Program Files (x86)\Microsoft Visual Studio\2019\Community\MSBuild\Current\Bin\MSBuild.exe
3.2 macOS Setup
Install Unity Hub and a supported Unity Editor version.
Install Xcode from the App Store or Apple Developer downloads.
Install Xcode Command Line Tools.
Open Xcode at least once and accept the license agreement.
Install Git if your project uses package dependencies from repositories.
xcode-select --install
xcode-select -p
Note: On macOS, ensure Unity has permission to access project folders, Downloads, and external drives if the project or plugin is located outside the default workspace.
4. Install the PlayableKit Plugin
Download the latest PlayableKit Plugin package.
Extract the downloaded package outside your Unity project folder.
Open the Unity project that you want to convert into a playable ad.
Open Window > Package Manager.
Click the + button and select Add Package From Disk.
Browse to the PlayableKit plugin folder and select script/package.json.
Wait for Unity to finish importing and compiling the package.
Window > Package Manager > + > Add Package From Disk > PlayableKit/script/package.json
After installation, open the plugin from Tools > PlayableKit. On Windows, the shortcut is Ctrl + E. On macOS, the shortcut is Cmd + E.
[image: A screenshot of a computer

Description automatically generated]


5. Verify the Plugin Installation
Before converting a production project, test the plugin in a clean Unity project. This reduces the chance of project-specific scripts, packages, or settings blocking the first build.
Create a new Unity project using a supported Unity version.
Install the PlayableKit Plugin through Package Manager.
Open Tools > PlayableKit.
Select the scene or scenes to include in the export.
Select the startup scene.
Open the Build & Upload tab.
Click Build Develop.
After the build finishes, click Open In Browser.
	Check
	Expected Result

	Plugin Window Opens
	PlayableKit window launches without errors.

	Scenes Listed
	Project scenes are visible for selection.

	Build Develop
	Build process completes successfully.

	Open In Browser
	The playable launches in the browser preview.

	Input Test
	Tap/click controls respond correctly.
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6. Create a Develop Build
A develop build is used to test the playable locally before uploading it to the PlayableKit web dashboard.
Open Tools > PlayableKit.
Select all required scenes.
Confirm the startup scene.
Go to Build & Upload.
Click Build Develop.
Wait until all build stages complete.
Click Open In Browser and test the playable.
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6.1 Build Validation Checklist
First scene loads correctly.
Main gameplay interaction works.
Buttons are clickable on desktop and mobile preview.
No missing textures, models, fonts, or audio files.
Game does not require keyboard-only controls unless intended.
CTA flow is clear and visible.
Build size is acceptable for ad network requirements.
7. Locate the Generated Luna Build ZIP
After a successful build, Playworks/Luna generates a ZIP package inside the Unity project folder. This ZIP file is the file that should be uploaded to PlayableKit.
ProjectRoot\LunaTemp\stage4\create-hub\
Look for the generated .zip file inside this folder. If multiple ZIP files are present, use the most recent file generated by the latest successful build.
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8. Upload to PlayableKit Dashboard
Open the PlayableKit dashboard in your browser and sign in to your account.
https://playable.lunax.app/applications
Open the Applications page.
Create a new application or select an existing application.
If creating a new application, enter the app name and store links.
PlayableKit can use Android and iOS links for CTA and metadata handling.
After creating or selecting the app, open the app page.
Click New Playable Ad.
Drag and drop the generated Luna ZIP file.
Enter the concept name.
Click Create.
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	Field
	Description
	Example

	Application Name
	Name of the game or app.
	GAME NAME

	Android Store Link
	Google Play link used for Android CTA.
	https://play.google.com/store/apps/details?id=com.company.game

	iOS Store Link
	App Store link used for iOS CTA.
	https://apps.apple.com/app/id000000000

	Concept Name
	Name of the playable ad concept.
	Tutorial Interactive Creative
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9. Create Application and Playable Ad Concept
PlayableKit organizes uploads using Applications, Concepts, and Creatives. This structure helps you manage multiple games, variations, and ad network exports.
	Level
	Meaning

	Application
	The game or app for which playable ads are being created.

	Concept
	A playable idea or creative direction under an application.

	Creative
	The uploaded playable ZIP and its processed build outputs.

	Network Build
	The final package prepared for a selected ad network.



9.1 Naming Recommendations
Use short and readable concept names.
Include campaign, level, or feature name if useful.
Avoid special characters in file names and concept names.
Use version numbers when testing multiple iterations.
Example: Racing_Tutorial_V01 or Zombie_Mode_Test_A.
10. Convert and Download Ad Network Builds
After the upload is processed, open the concept and select the creative you want to export. Choose the required ad networks and publish the creatives. PlayableKit will generate network-specific packages for download.
Open the Application.
Open the Concept.
Select the uploaded Creative.
Select one or more ad networks.
Click Publish Creatives.
Wait for processing to finish.
Download the converted build package for each selected network.
	Ad Network Output
	Purpose

	Google Ads
	Package prepared for Google playable ad submission.

	AppLovin
	Package prepared for AppLovin playable campaign upload.

	Mintegral
	Package prepared for Mintegral campaigns.

	Unity Ads
	Package prepared for Unity Ads campaigns.

	IronSource
	Package prepared for IronSource campaigns.

	Other Supported Networks
	Use the same publish and download workflow.



11. Recommended Project Structure
For smoother conversion, keep the Unity playable project clean and focused. A playable ad should load quickly, have a short interaction loop, and avoid unnecessary packages.
Assets/
  Scenes/
  Scripts/
  Art/
  Audio/
  UI/
  Playable/
ProjectSettings/
Packages/
Keep only required scenes in the build.
Remove unused plugins before export.
Avoid unsupported native SDK dependencies in playable builds.
Compress textures and audio where possible.
Use mobile-friendly UI layout and input handling.
Test in browser before uploading to PlayableKit.
12. Troubleshooting
	Issue
	Possible Cause
	Recommended Fix

	Plugin does not open
	Package import failed or scripts did not compile
	Check Unity Console, reinstall plugin, and restart Unity.

	Build fails on Windows
	Missing .NET Framework or MSBuild
	Install .NET 4.7+ SDK/targeting packs and Visual Studio Build Tools.

	Build fails on macOS
	Xcode tools missing or license not accepted
	Run xcode-select --install and open Xcode once.

	Browser preview is blank
	Startup scene missing or asset loading failed
	Confirm startup scene and check browser console.

	ZIP file not found
	Build did not reach final stage
	Rebuild and check LunaTemp/stage4/create-hub.

	Upload fails
	Invalid ZIP, large file, or network issue
	Rebuild ZIP, reduce size, and upload again.

	Converted build fails on network
	Network-specific restrictions or unsupported assets
	Check output logs and simplify playable assets.



13. FAQ
Can I use PlayableKit for Android and iOS projects?
Yes. PlayableKit supports playable ad workflows for both Android and iOS Unity projects. Store links can be used for CTA configuration and metadata.
Do I need to upload APK or IPA files?
No. PlayableKit expects the generated Luna/Playworks ZIP file from the Unity build process, not APK or IPA files.
Can I use Windows and macOS?
Yes. PlayableKit supports both Windows and macOS development workflows, provided the required Unity and build dependencies are installed.
Where is the ZIP file generated?
The ZIP file is usually located in ProjectRoot\LunaTemp\stage4\create-hub after the build completes.
Can I upload multiple concepts for the same app?
Yes. You can create multiple concepts under the same application to test different playable ideas, tutorials, levels, or campaign variations.
Do I need a separate build for each ad network?
No. Upload one compatible Luna build to PlayableKit, then export network-specific builds from the dashboard.
14. Support and Best Practices
14.1 Best Practices
Test the playable locally before upload.
Keep the interaction short and clear.
Show the CTA naturally after the main interaction.
Optimize file size before export.
Use readable concept names and version numbers.
Maintain separate concepts for major creative variations.
Keep a backup of every uploaded ZIP and downloaded network package.
14.2 Suggested Support Channels
	Support Item
	Recommended Address

	General Support
	support@playablekit.app

	Billing
	billing@playablekit.app

	System Notifications
	noreply@playablekit.app



Update these email addresses if your official support inboxes are different.
PlayableKit Quickstart & User Documentation | Version 1.0
image3.png
Modifying — Visual Studio Community 2019 — 16.9.2

Workloads | Individual components | Language packs  Installation locations
NET

NET Framework 4.7 SDK
NET Framework 47 targeting pack
NET Framework 47.1SDK

NET Framework 47.1 targeting pack
NET Framework 47.2 SDK

NET Framework 47.2 targeting pack

Location
CAProgram Files (x86)\Microsoft Visual Studio\2019\Community

By continuing, you agree to the license for the Visual Studio edition you selected. We also offer the ability to download other software with Visual Studio.
This software is licensed separately, as set out in the 3rd Party Notices or in its accompanying license. By continuing, you also agree to those licenses.

Installation details

v
v

NET Framework 4.7.2 development tools.
C# and Visual Basic

~ Optional

[<B<B<N<]

Install while downloading ~

{NET Core development tools
{NET Core 2.1 Runtime (LTS)

{NET Framework 4 - 4.6 development tools
Blend for Visual Studio

Entity Framework 6 tools

{NET profiling tools

IntelliCode

Just-In-Time debugger

Live Share

MLNET Model Builder (Preview)

F# desktop language support

PreEmptive Protection - Dotfuscator

NET Framework 46.1 development tools
\NET Framework 462 development tools
{NET Framework 47 development tools
{NET Framework 47.1 development tools
{NET Framework 48 development tools

Total space required 0 B

© Modity





image4.png
@  Unity File Edit Assets GameObject Component Tools Help

00 Minimize aiwf@
LA & K Dot € : Zoom
Hierarchy 3 i "#Scene o®Game Bring All to Front

+v o Shaded I B Layouts

< SampleScene H
D Main Camera Asset Store

0 Directional Light
67 Plane




image5.png
1 Unity Playworks
Settings
Aosets

Code

Runtime Analysis
Build & upload

Size breakdown

Plugin Updates

Build Develop

Unity Playworks Plugin 6.3.0
Basic Advanced
Scenes in Build @

v 0:Scenes/TestPlayable

Startup Scene Scenes / TestPlayable.unity

Export type @

[ Resources
Streaming Assets

AdNetwork

Account




image6.png
Unity Playworks Plugin 6.3.0

Basic Advanced

1 Uniity Playworks
Scenes in Build @

Settings + 0:Scenes/ExplosionParticles
1: Scenes/TestPlayable

Assets

Code

Runtime Analysis

Build & upload Ac

Size breakdown

Plugin Updates

AdNetwork

(S!anup Scene Scenes / ExplosionParticles.unity

Export type @

Resources
Streaming Assets

Build Develop

Account




image7.png
< create-hub

B Assembly-CSharp.csproj
M Assets

B ICE_ADS:sIn
M Library

M Logs

B luna.json

™ LunaTemp

M obj

M Packages

M ProjectSettings
W Temp

B Unity.2D.Sprite.Editor.csproj

B Unity.CollabPr...y.Editor.csproj
B Unity.EditorC...s.Editor.csproj
B Unity.InputSystem.csproj

B Unity.InputSy...amples.csproj
B Unity.InputSy...m.ForUl.csproj

M Assemblies

B diagnostics-0...ccd.sent.json
B luna-cache.json
B luna.log

B project-config.json
B PROJECTID

B Scripts

M stagel

M stage2

M stage3

M staged

M create-hub
M develop




image8.png
+ New App < Refresh

APP

0 apps
Apps

_ ® No app selected + New App
Select an app to open its playable ad workspace.

App Name Platform Concepts Total Updated

No apps yet
Create your first app to start generating ad packages.

® Support

B Pricing

2\ Account





image9.png
r

NEW APP

Create app workspace

APP NAME

[ GAME NAI\% ]

ANDROID STORE LINK

https://play.google.com/store/apps/details?id=...

10S STORE LINK

https://apps.apple.com/app/id...

One store link is sufficient. Links are reused for every ad version
generated under this app.




image1.png




image2.png
Modifying — Visual Studio Community 2019 — 169.2
Workloads  Individual components  Language packs  Installation locations

Web & Cloud (4)

ASPNET and web development
Build web applications using ASP.NET Core, ASP.NET,
HTML/JavaScript, and Containers including Docker supp..

‘ Editing, debugging, interactive development and source
control for Python.

Desktop & Mobile (5)

NET desktop development
Build WPF, Windows Forms, and console applications

using C#, Visual Basic, and F# with NET Core and .NET Fr...

Azure development
Azure SDKs, tools, and projects for developing cloud apps
and creating resources using NET Core and .NET Frame...

Node s development
Build scalable network applications using Nodejs, an
asynchronous event-driven JavaScript runtime.

Desktop development with C++
Build modern C+-+ apps for Windows using tools of your
choice, including MSVC, Clang, CMake, or MSBuid.

Installation details
v NET Framework 47.2 development tools
¥ C¥ and Visual Basic
~ Optional

NET Core development tools

-NET Core 2.1 Runtime (LTS)

NET Framework 4 - 4.6 development tools

Blend for Visual Studio

Entity Framework 6 tools

NET profiling tools

IntelliCode

Just-In-Time debugger

Live Share

MLNET Model Builder (Preview)
F# desktop language support
PreEmptive Protection - Dotfuscator

.NET Framework 4.6.1 development tools

development tools

M Universal Windows Platform development
NET Framework 4.7.1 development tools

M Create applications for the Universal Windows Platform
with C#, VB, or optionally C+-+.

Mobile development with .NET
Build cross-platform applications for iOS, Android or
Windows using Xamarin.

Location
CilProgram Files (x86)\Microsoft Visual Studio\2019\Community

Total space required 0 B
By continuing, you agree to the license for the Visual Studio edition you selected. We also offer the abilty to download other software with Visual Studio.

This software is licensed separately, as set out in the 3rd Party Notices or in its accompanying license. By continuing, you also agree to those licenses. Install while downloading ~ @ Modify





