Chuan bi

Unity

Du an duogc thuc hién trén phién ban Unity 2022.3.59f1 LTS vi phién ban nay hién tai (08/2025)
dang ho tro rat tot cac thu vién tracking, quang céo.

Cac thu viéen cho DOTS

Trong Unity can cai thém cac thu vién cho phuc vu cho DOTS

e Entities: Day la thu vién c6t 16i cung cap nén tdng cho kién tric ECS.
e Entities Graphics: Thu vién phuc vu cho viéc hién thi cac entities.
e Burst: Trinh bién dich hiéu suat cao, gilp tdi uu héa C# véi tung nén tang.

Khai niém co ban vé trong DOTS

e Entity: Entity c6 thé hi€u la ma dinh danh. N6 khéng chia dit liéu hay hanh vi. N6 chi bao
cho hé thong biét la "cé cai gi dé dang ton tai"

e Component: Khéng giéng nhu component thudong dung trong lap trinh OOP véi Game
Object. Component & day chra dir liéu thoé khong chra cac logic xtr ly.

e System: Day la noi cho céac logic va hanh vi (behaviour). System sé tim kiém tat ca cac
Entity nao cé mét b6 Component nhat dinh dé€ thuc thi logic v6i cac dir liéu trong cac
component dé.

e Baking: la qua trinh chuyén daéi dit liéu tir GameObject sang ECS. Day la cau ndi gilra
thiét ké truc quan va ECS hiéu nang cao.

o Baking duoc bat dau khi dev nhan nut Play trén Editor.
o Vi product, baking dugc x{r ly ngay trong IGc build game. Ban build khéng can xu ly
bake lai n{ra.

e SubScene: La mét scene phu dugc dat bén trong scene chinh chlra cac authoring
(gameObject). Cdc gameObject trong subscene sé dugc bake thanh cac entity.

Luuy

e Trong DOTS van can phai s dung dén MonoBehaviour. MonoBehaviour sé khdong con la
noi chira logic game ma sé dam nhiém viéc:



o C3u néi dé thiét ké va cau hinh. Unity Editor dugc thiét ké xoay quanh céc
gameObject. Dev khoéng thé kéo mot Entities 1én scene cling khdong thé thay
component trong Inspector.

o Xu ly cac hé théng cii cua Unity (vi du nhu input. Getkey(), UGUI, Animation...)
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