Tai sao phai st dung
Addressables?

Tom tat

Hé thong Addressabl es clia Unity la mét hé thdng qudn ly asset dong (dynamic). N6 dugc xay dung
dua trén nén tdng céng nghé Asset Bundl es clia Unity dong thoi cung cap cac céng cu ngay bén
trong Unity Editor d€ gitp ban chuédn bi asset dé€ load theo yéu cau. Bat ké n6i dung nao du trén
thiét bi hay trén cloud.

Trong huéng dan nay, ban sé cé mot cai nhin téng quan vé cach tiép can cta Unity déi véi viéc
quan ly asset déng, cac lgi ich ma Addressabl es mang lai.

Bai hudng dan nay ban sé:

e Dinh nghia thé nao la quan ly asset dong (dynani ¢ asset managenent)
e Giai thich khai niém AssetBundle va cac lgi ich cta né.
e Giai thich cach hé théng Addressables don gian héa viéc quan ly AssetBundle.

Téng quan

Ban da bao gio muén tao ra mot tua game mobile cé hiéu suat chay mugt ma trén gan nhu moi
thiét bi chua? Hay viéc thém cac DLC hoac cdp nhat ndi dung theo chd dé ngay Ié cho game cua
ban thi sao? Day chinh la [ic hé thong Addressabl es phat huy tac dung.

Hé théng Addressabl es cUa Unity la mot gidi phdp quadn ly asset déng, gilp cung cap cho ngudi dung
chi nhitng asset ma ho thuc su can, vao ding thoi di€ém ho can chiing. N6 cling gitip ban quy hoach
cac asset cla minh dé dong g6i thanh cac Asset Bundl es ngay tir bén trong Unity Editor trong qua
trinh ban phat trién game. Bong thoi, Runtime API clia né cho phép ban load va unload asset mot
cach linh hoat khi ngudi dung dang choi game.

Ban cé thé chon déng géi tat ca asset di kém vdi ban build hoac luu trit ching trén mét mang ludi
phan phéi tr xa (CDN) vi du nhu Unity Cloud Content Delivery cla Unity. Vi tri luu tr(r cla asset
duogc triu tugng héa théng qua cac dia chi la moét string do ban tu dinh nghia.

Trong bai hudng dan nay, ban sé tim hiéu vé céch ti€p can cta Unity déi vdi viéc quan ly asset
dong va ly do tai sao hé thong Addressabl es cé thé [a mot su b6 sung dang gid cho du an cla ban.



Ban ciing sé nam dugc thém thong tin vé khda hoc nay, dé tlr d6 san sang bat tay vao lam viéc véi
hé thong Addressabl es.

Trudc khi bat dau

Get started with Addressables la mot khda trung cap.

Dé& hoan thanh khdéa hoc nay ban can cé kinh nghiém lap trinh véi Unity. Bén canh céac kién thic

nén tang da dugc dé cap trong 16 trinh Junior Programmer, ban cling nén nam ving kién thic vé

event handl ers va asynchronous net hods.

Chung téi cling khuyén nghi ban hoan thanh 19 trinh Creative Core, hoac c6 cac kinh nghiém tuong

duong dé lam quen véi tat ca cac asset trong Unity ma ban cé th€ dp dung hé théng Addressabl es
véi chdng.

Quan ly asset dong la gi?

Hé thdng quan ly asset dong (Dynani ¢ asset management ) gilp ban cai thién hiéu sudt game bang
cach cho phép ban quyét dinh chinh xac viéc tai asset khi nao va tir dau, quyét dinh khi nao can
nap vao va xdéa khdi bé nhé trong runtime.

Trong su6t lich s phat trién cha Unity, da c6 mot vai phuang phap khac nhau dé quan ly asset
trong bd nhd. Hé théng Addressabl es dugc thiét ké dé thay thé hodc céi tién cac hé théng ci -
nhiing hé théng vén da 16i thoi hoac khdng con du kha nang dap ing cho moét du an vugt xa khoi
giai doan prototype. Trong khda hoc nay, ban sé ti€n hanh nang cap moét tua game dang st dung
moét s6 phuong phap cl dé chuyén hoan toan sang hé thong Addr essabl es.

Dudi day la mot vai cong cu quan ly asset khac ma Unity dang hodc da ting cung cap.

Tham chi?u tr?c ti?p (Direct references)

Khi ban kéo thd mot asset vao mét scene hoac vao mét component thong qua Inspector cta Editor,
ban dang tao ra mot tham chiéu truc ti€p téi asset dé. Khi ban build 'ng dung clia minh cac asset
nay dugc luu lai trong moét tép dit liéu riéng biét lién két chat ché véi scene cla ban. Khi iing dung
chay trén thiét bi va scene duogc load 1&én, Unity Player sé nap toan bd asset nay vao bd nhé RAM
trudc khi scene thuc sy xudt hién, nham dam bao rang scene cé san quyén truy cap vao tat ca moi
th&r ma ndé cé tham chiéu.

Néu ban chi s&t dung tham chiéu truc ti€p trong game thi cach quan ly nay khéng linh hoat (not
dynamic). Viéc load va unload toan b6 scene la quyén ki€m soat duy nhat ma ban cé. Ban cé thé sé
phai d6i mat véi rai ro tao ra mot game c6 build size khéng 16 va hiéu suat siéu té dac biét la trén
cac thiét bi cé dung lugng RAM han ché.

Th? m?c Resources


https://learn.unity.com/pathway/junior-programmer
https://learn.unity.com/pathway/creative-core

Thu muc Resources va Resource API da tiing cung cap mot cach don gian dé quan ly asset trong bd
nhé. Trong cau tridc thu muc clia céc du an Unity cii, ban cé thé bat gap mét hoac nhiéu thu muc
Resources chita asset. Trong qua trinh build Ung dung, Editor sé tim kiém asset & tat ca cac thu
muc Resources va dong géi ching thanh mot tép tuan tu (serialized file) di kém véi nd |a netadat a
Va i ndexi ng infomation, tép nay sau d6 dugc dong gdi thang vao ing dung cua ban. Resource API
cho phép ban viét script dé€ load va unload cac asset nam trong thu muc Resources nay.

Hé thongse Resources ton tai mot sé nhugc di€m so vaGi cac hé théng méi hon:

N6 khong cho phép quan ly b6 nhd moét cach chi tiét.

N6 lam cham thoi gian khéi déng irng dung.

N6 cé thé lam phinh to dung luong ban build

Va né hoan toan khong hé trg phan phdi ndi dung tir xa (CDN)

H? th?ng AssetBundle

Hé thong AssetBundle quy hoach asset vao cac thung containers dugc goi la AssetBundles. Giéng
nhu thu muc Resources, hé thong AssetBundle gom asset thanh cac tép riéng biét. Tuy nhién, khac
vGi Resources, AssetBundles c6 thé dugc luu trir cuc bd di kem véi ban build hoac luu trir trén
cloud.

Thong qua bd API cia minh, hé théng AssetBundles gilp giam thiéu téi da su tiéu ton bang thong
va asset hé thong. N6 lam dugc diéu dé bang cach cho phép ban tai xuéng céc bundle chi khi nao
can thiét, nhd dé ma ban cé thé b6 sung DLC va céc ban cap nhat ndi dung sau khi game da ra mat
. Vi du ban c6 thé phan phéi ndi dung méi d€ ngudi choi nap tién mua ma khéng bat budéc ho phai
tai lai toan bo file cai dat mdi tu store. Mot khi cac bundle dugc tai vé may, AssetBundles API ciing
cap cac phuong thirc dé€ load va unload asset tur cac bundle do.

Mac du la mot hé théng mang tinh tuy bién rat cao, AssetBundles van cé nhirng han ché nhat dinh
khién cac lap trinh vién trudc day phai tu xay dung cac gidi phap cda riéng ho.

e AssetBundles chi c6 thé sir dung thong qua scripts, giao dién trong Unity Editor rat han
ché va qua trinh build AssetBundles cling yéu cau ban phai viét code.

e Ban than AssetBundles API khéng tu dong theo ddi su phu thudc cla asset gilta cac
AssetBundles khac nhau. Vi du: néu ban muén load mot prefab tir AssetBundle A, ban sé
phai tu tim moi thanh phan phu thudc ctia né nhu mesh, material, texture... nam rai réc 6
cac AssetBundle khac. Sau d6é ban phai dam bao rang cac AssetBundles phu thudc dé da
dugc load xong trong lic game chay va truéc khi ban load prefab dé.

e Viéc cap phat va giadi phéng bd nhd la tu ti€p va hoan toan thd coéng. Do d6, rat dé xay ra
tinh trang ban vo tinh unload mot asset khoi AssetBundle trong khi cdc doan code khac
van can st dung asset dé. Diéu nay cé thé dan dén 16i thi€u ndi dung hoac ro ri b nhd.
Van dé nay trd nén cuc ky rac réi véi race conditions doi héi ban phai gia c6 code cla
minh that chat ché dé phong ngua.

e AssetBundles runtime APl khong hé biét ban dang luu trit cac bundle da build & trén thiét
bi hay trén cloud. Diéu nay bat budc ban phai tu luu va theo déi dudng dan cua ting
AssetBundle, xem né nam trén cloud hay trén thiét bi d€ goi ham tai vé cho dung.



Addressables

Hé théng Addressables dugc xay dung dua trén nén tdng clia AssetBundle APl nham cung cap cho
ban mét giao dién nguoi dung truc quan ngay trong Unity Editor, dong thoi tu dong hda céc quy
trinh ma trudc day von chi cé thé quan ly thi cong théng qua viéc viét code. VGi hé thong
Addressables, ban cé thé quy hoach cac asset cla minh ngay trong Unity Editor va d€ mac cho hé
thong tu xu ly cac van dé dependencies, vi tri luu trir cling nhu viéc cap phat va giadi phdng bo nhé.

Tai sao ban nén su dung
Addressables?

Khi mot asset dugc danh dau la Addressable né sé sé hiru moét dia chi duy nhat ma ban cé thé dung
dé tham chiéu téi trong scripts cia minh thay vi phai goi bang tén hay vi tri trong bundle. Mac du
nghe cé vé dan gian nhung dia chi nay lai la chia khda cho phép hé théng Addressables tu dong
hda rat nhiéu chi tiét phic tap & tang dudi.

Dudi day la gidi thich chi tiét tai sao ban nén st dung Addressables

S? linh ho?t

Hé thong Addressables mang lai cho ban su linh hoat trong viéc chi dinh noi luu trir asset. Ban cé
thé dé asset di kem trong ban build hodc tai xudng khi can tir mét may chu. Sau d6é ban cé thé thay
déi vi tri luu trir cila mot asset cu thé&, chang han nhu tlr local sang remote hodc tir mét bundle
nguyén khaoi (monolithic bundle) sang cac bundle phan manh (granular bundles) khéac. Tat ca déu
c6 thé thugc hién ma khoéng can phai viét lai source code.

Qu?n ly s? ph? thu?c

Hé théng Addressables ty dong nap tat ca cac thanh phan phu thudc cta bat ky asset nao ma ban
load sao cho tat ca cac mesh, shader, animation va cac asset khac dugc nap day du trudc khi asset
ma ban yéu cau dugc load |én.

Vi du: néu ban load mot nhan vat thi hé thong sé tu déng load day du mesh, material va ca texture,
shader ma material can.

Qu?n ly b? nh?

Hé théng Addressables ty ddong hda phan 16n cong viéc té nhat cla qua trinh quan ly bd nhé. Khi
ban load va unload asset khdi game théng qua code, hé théng sé ty dong theo doi viéc cap phat bd
nhé.

Ban cling cé thé sir dung cac cdng cu profiler ciia hé thong dé cai thién hiéu nang s dung bd nhé
cé game cla minh.

?0ng goi n?i dung hi?u qu?



Bai vi hé théng Addressables thiét lap ban dé cho cac chudi phu thudc phic tap nén né gitp ban
déng goi asset mot cach hiéu qua ngay ca khi ban chuyén hodc déi tén asset. Ban cé thé lua chon
muc do phan manh ma ban mudn déi véi cac asset tai mot vi tri luu trlr, uu tién déng géi riéng biét
hoac gdp ching lai véi nhau. Ban cling cé thé dé dang chudn bi asset cho ca viéc trién khai local
lan remote dé€ ho trg cac ndi dung dugc load theo yéu cau, DLC. Diéu nay c6 thé gitp giam build
size.

Cloud Build va Phan ph?i n?i dung

Hé théng Addressables da dugc tich hgp vao nén tdng Unity Gaming Services (UGS), cu thé la cac
dich vu Cloud Content Delivery va Cloud Build, mang dén cho ban cac dich vu toan dién tlr cap nhat
game truc ti€p cho dén build ing dung.

Scriptable Build Pipeline

Hé théng Addressables st dung Scriptable Build Pipeline (SBP), mét quy trinh manh mé va én dinh
hon so véi build AssetBundle cli. Ban c6 thé sir dung cac luéng build dugc thiét [ap san hoac s
dung phuong phédp nadng cao hon néu mudn. Ban cé thé tu tao ludng build cta riéng minh théng
gua viéc sir dung API da dugc chia nhé.

Localization

Hé théng nay cling dugc tich hgp gdéi Localization cla Unity d€ ban c6 thé sir dung nhiéu ngdn nglr
khac nhau trong du an cda minh.

Chung ta se lam gi trong khoéa hoc
nay?
Trong khéa hoc nay ching ta sé dugc hoc:

e Cac kién thirc co ban vé giao dién cla hé théng Addressables

e Nhimng cach dé bién asset thanh addressable va load chidng bang code.

e Céach Unity build ing dung véi asset la addressable va cach quy hoach du an sao cho build
hiéu qua nhat.

e Tuy chon luu trir asset phu hgp véi muc dich cta ban.

Trong cac bai huéng dan ti€p theo, ban sé hoc céc kién thic co ban vé hé théng Addressables
théng qua viéc thuc hanh véi du an cda ching t6i, mét tua game cé tén la Loady Dungeons. Loady
Dungeons dugc phét trién bang cach st dung cac tham chiéu truc ti€p va hé théng Resources cl.
Trong su6t qua trinh hoc, ban sé tién hanh nang cap du an nay dé chuyén sang hé théng
Addressables va hoc hdi moi th( vé addressable.

Budc tiép theo



Cho du ban la mét indie dev muén thu hut sy chd y trén cac nén tang di dong hay la thanh vién cua
mot doi ngli sdn xuat I6n vGi nhitng nhu cau phic tap vé phan phéi néi dung, hé théng
Addressables sé gilp tua game cua ban tré nén tinh gon va hoat dong nhanh hon, dong thai tu
dong hdéa nhiéu tac vu quan ly tai nguyén trong runtime.

Tiép theo, da dén Ilc bat tay vao thuc hanh trong Unity. Ban sé kham phé du an Loady Dungeons
va bat dau ti€n hanh thiét |ap cac asset thanh addressable.
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