Téng hop van deé
voi Unity.

T6ng hgp cac van dé va cach giadi quyét gap phai trong qua trinh phat trién game véi Unity.

e Build Problems

e Game Development Problems

o Céc khép bi cat khi sir dung Spine Animation.

o Khéng thé using mdt namespace.

o Copy mot List

o Release sai cach khi st dung Addressables

e Release Problems

o Build iOS thanh céng nhung khong cé file .xcworkspace

o Tich hgp FacebookSDK - Open SSL not found

o L&i Undefined symbol khi build iOS

o Tich hgp FacebookSDK - Léi khi Archive trong XCode




Build Problems

Khong tang Bundle Version Code khi
build Android

Bundle Version Code la gi?

Bundle Version Code (BVC) la mét sé nguyén st dung dé xac dinh phién ban cta Gng dung. S6
nay khéng hién thi cho nguoi dung nhung rat quan trong véi Google Play Store va thiét bj
Android dé€ quan ly viéc cap nhéat ing dung.

Khac véi Version (version name) la mot string dé hién thi cho nguoi, mé ta vé phién ban iing dung.
??¢ ?i?m chinh

La mdt s6 nguyén (0, 1, 2, 101...) dugc Unity khuyén nghi nén nhé hon 100000 dé

buildApkPerCpuArchitecture cé thé tao ra version code hop Ié.

Khéng hién thi véi nguoi dung.
Quan trong cho viéc cap nhat.

Vi sao ¢?n t?ng Bundle Version Code?

Nhu da néi & trén BVC dugc Google Play Store va Android st dung dé xac dinh sé phién ban. Nén
khong thé cai d& mot phién ban cé BVC nhd hon phién ban hién tai hoac trén Google Play Store,
Google khéng chap nhén viéc cap nhat néu ban tai Ién mot phién ban cé BVC nhd hon hoac bang
phién ban hién tai.

Quy ??c¢c ?anh s? Bundle Version Code.

Dua theo khuyén nghi cua Unity, quy uéc Semantic versioning ta cé thé chia BVC thanh 3
phan mdi phan tuong ing vai 2 chir s6 tuong ing véi MAJOR.MINOR.PATCH

TU dé ta c6 cong thic nhu sau bundleVersionCode = MAJOR*10000 + MINOR*100 + PATCH

Gi?i phap h?n ch? quén t?ng Bundle Version Code!

Viét mot script trién khai interface IPreprocessBuildWithReport dé tu dong tinh BVC theo cong thirc
trén.



https://docs.unity3d.com/ScriptReference/PlayerSettings.Android-buildApkPerCpuArchitecture.html
https://docs.unity3d.com/ScriptReference/Build.IPreprocessBuildWithReport.html

Tao mot cla sé Build Tools méi bang EditorWindow dé hién thi cac théng tin thudng xuyén cén
chinh stra nhu Icon, BVC...

Hoac két hop ca 2 cach trén.


https://docs.unity3d.com/ScriptReference/EditorWindow.html

Game Development
Problems

Céc van dé gap phai trong qua trinh phat trién game vdéi Unity



Game Development Problems

Cac khdp bi cat khi su
dung Spine Animation.

V?n ?7?

. I:6[ blvién tai cac khép khi dung spine animation.

Skin |.'I' Ski ["|_|'I.c_; kind1

Ly do
e Do config export file khéng trung véi config trong Unity.
Gi?i phap
e SUrdung color space Gamma. (d€ trung véi export mac dinh cta Unity).

e Doc thém tai spine-unity Assets.



https://knowledge.thanhdv.com/uploads/images/gallery/2025-05/hWoimage.png
https://esotericsoftware.com/spine-unity-assets#Advanced-Premultiplied-vs-Straight-Alpha-Export

Khéng thé using mot
namespace.

V?n ?7?

e Khong thé sir dung mot namespace du da thém package chinh xac va cé thé sir dung 6
cac flie khac.

Tr??ng h?p c? th?
e SoundsGood by MelenitasDev khong thé using UnityEngine.AddressableAssets.
Ly do

e Cac scripts dugc bién dich thanh moét Assembly riéng biét. Néu namespace khéng dugc
Assembly Definition Files (asmdef) tham chiéu thi sé khéng st dung dugc.

Gi?i phap

e M¢ file Assembly Defi

Unity.Addressables...)


https://knowledge.thanhdv.com/uploads/images/gallery/2025-05/PFoimage.png

Game Development Problems

Copy mot List

V?n ?7?:

e Trong C# khi tao mot list méi bang cac List<T> list = new(otherList) thi cidc phan tir cla
list van dugc tham chiéu dén cac phan ti cla ot herLi st

Nguyén nhan:

e Trong C# khi s&r dung Iénh List<T> Iist = new(otherList) chitao ra dugc mét shallow copy
(copy n6ng). Cac phan tr van dugc tham chi€u dén mot vi tri.

Gi?i phap
e Tao ra moét deep copy (copy sau)
o S dung vong for duyét va tao mdi ting phan t& sau dé thém vao list méi.
o St dung Ling dé tao phan ti mai

O List<T> list = otherList.Select(e => new T()).ToList();
o List<T> list = otherList.ConvertAll(e => new T());



Game Development Problems

Release sai cach khi su
dung Addressables

V7?n ?7?.
Release sai cach khi s&r dung Addressables

Case 1: Early-Release. Véi nhiing assets can st dung nhiéu lan. Viéc Release ngay khi load xong
khi€n cho mdi lan can sir dung. Asset sé phai load tir 6 cling 1én.

publi ¢ async Uni Task<l Char act er> Creat eChar act er (Char act er Sheet . Row char act er Dat a)

{
var handl e = Addressabl es. LoadAsset Async<GaneObj ect >(char act er Dat a. Pr ef abAddr) ;

awai t handl e. Task;
Ganme(bj ect characterObj = resolver.|Instantiate(handl e. Result);

handl e. Rel ease();
return character Qoj . Get Conponent <I Char acter>();

Case 2: Cache chua chinh xac. Trong truong hop nay handle.Result da dugc cache vao Dictionary
nhung handle lai bi release ngay sau dé. Tiém &n van dé Value nay sé dugc tham chiéu dén mot
"zombie object" gay ra 16i Nul | Ref erenceExcept i on hO3c Argument Nul | Exception

private Dictionary<string, GanmeQbject> projectileCaches = new);
publi ¢ async Uni Task<l Projectile> CreateProjectile(ProjectileSheet.Row projectileData)

{
if (!projectileCaches. TryGetVal ue(projectileData.ld, out var projectilePrefab))

{
var handl e = Addressabl es. LoadAsset Async<GaneObj ect >(proj ecti | eDat a. Pref abAddr) ;
awai t handl e. Task;
proj ectil eCaches. TryAdd(projectil eData.ld, handle.Result);
projectilePrefab = handl e. Resul t;
handl e. Rel ease();
DebugExt ensi on. Log("Load fromdisk!!!", Color.red);
}
DebugExt ensi on. Log("Load from cache!!!", Col or.green);
CGane(hj ect projectilej = resolver.Instantiate(projectilePrefab);

return projectileOj.GetConponent<I|Projectile>();

C? ch? ??m tham chi?u c?a Addressables



Addressables khéng hoat dong theo ki€u bat/tat don gidan ma s dung mét co ché théng minh goi la
Reference Counting.

Mbi khi asset dugc load [én RAM bd dém tham chiéu sé tang 1én. Va nguoc lai moi khi release bd
dém tham chiéu sé gidm di. Asset sé chi dugc unload khdi ram khi ref-count tré vé 0.

Vid?
A.cs gOi handl eA = LoadAsset Async(nySprite)

e nySprite duoc load vao RAM.
e Ref-Count =1

B. ¢s gOi handl eA = LoadAsset Async(nySprite)

e nySprite dugc lay tir RAM
e Ref-Count = 2

A.cs gOi handl eA. Rel ease()
e Ref-Count = 1 - nySprite van con trén RAM
Ldc nay, néu cb C cs goi handl eC = LoadAsset Async(nySprite) thi

e nySprite van dugc ldy tir RAM.
e Ref-Count = 2

Hodc néu B. cs goi handl eB. Rel ease() thi

e Ref-Count = 0.
e nySprite bi unload khoi RAM.

Tiép theo, néu cd bat ky scripts nao goi goi LoadAsset Async(nySprite) thi nySprite sé& dugc tai lai tir 6
cing.

Gi?i phap
Véi nhitng object chi can sir dung mot lan. Hoan toan cé thé release ngay sau khi load.

Véi nhitng object s&r dung nhiéu lan. C6 thé sir dung Addressables.InstantiateAsync() hoac
cache handle dé cé thé release khi khéng con st dung dén nira.

/| Cache handl es
public class Projectil eFactory

{
private Dictionary<string, AsyncQOperationHandl e<GaneObj ect >> | oadedPr ef abs = new();

public async Uni Task Prel oadProjectil es(List<ProjectileSheet.Row> all ProjectilebData)

{

foreach (var data in allProjectileData)



if (!l oadedPrefabs. Contai nsKey(data.ld))

{
var handl e = Addressabl es. LoadAsset Async<GaneObj ect >( dat a. Pr ef abAddr) ;
| oadedPr ef abs. Add(data. 1d, handle);
}
}
awai t Uni Task. WhenAl | (1 oadedPr ef abs. Val ues. Sel ect (h => h. AsUni Task()));
}
public IProjectile CreateProjectile(string projectileld)
{
if (1 oadedPrefabs. TryGet Val ue(projectileld, out var handle))
{
Ganehj ect projectilej = resolver.Instantiate(handle.Result);
return projectil eObj.Get Conponent <l Projectile>();
}
return null;
}

public void UnloadAll ()
{

foreach(var handl e in | oadedPrefabs. Val ues) Addressabl es. Rel ease(handl e);
| oadedPr ef abs. Cl ear () ;



Release Problems

Van dé khi build release du an Unity



Release Problems

Build iOS thanh cong
nhung khong co file
.Xxcworkspace

V?n ?7?

e Khi tich hgp day da céc SDK, cocapods, build iOS trén Unity bdo success nhung khéng cé
file .xcworkspace d€ archive

Nguyén nhan
Do 16i cdc mang quang cédo khéng tuong thich véi phién ban iOS t6i thiéu
e Do cac mang qua cao khéng tuong thich véi Mediation SDK

Gi?i phap
1. S& dung terminal cd tdi folder build iOS (VD: cd / User s/ adni n/ Uni t y/ Gang2022/ Bui | ds/ 558/ i OS

)
2. Chay lénh pod install dé build lai file .xcworkspace

3. Doc, kiém tra I6i va ti€p tuc xi ly
e LOi AppLovi nMedi at i onGoogl eAdapt er khéng tuang thich vdi Googl e- Mobi | e- Ads- SDK =>

Sua phién ban Google-Mobile-Ads-SDK trong file Podfile

['] CocoaPods could not find conpatible versions for pod "Googl e- Mobi | e- Ads- SDK":

I'n Podfile:
AppLovi nMedi at i onGoogl eAdapter (= 12.5.0.0) was resolved to 12.5.0.0, which depends on

CGoogl e- Mobi | e- Ads- SDK (= 12.5.0)
Googl e- Mobi | e- Ads- SDK (~> 11.13.0)
Specs satisfying the ~Googl e- Mobi | e- Ads- SDK (~> 11. 13.0), Googl e- Mobi |l e-Ads-SDK (= 12.5.0)"

dependency were found, but they required a higher mninmum depl oynent target.

e L&i AppLovi nMedi at i onMyTar get Adapt er Yéu cau phién ban iOS téi thiéu cao hon =>
trong Podfile sira dong platform :ios, 'i0S_version' hoac thay déi Target minimum
iOS Version trong Player Settings
['] CocoaPods could not find conpatible versions for pod "AppLovi nMedi ati onMyTar get Adapt er":

I'n Podfile:



AppLovi nMedi ati onMyTar get Adapter (= 5.30.0.0)

Specs satisfying the "~ AppLovi nMedi ati onMyTar get Adapter (= 5.30.0.0)" dependency were found, but
they required a higher mninmum depl oynent target.

4. Néu khong con 16i va da cé file .xcworkspace thi cé thé thuc hién archive trén file
.xcworkspace nay

L?uy
e DUNg Iénh pod install --repo-update d€ install dong thoi update tat cad cac pod trong
Podfil e

e Don dep cache

pod cache clean --all

rm-rf ~/Library/ Caches/ CocoaPods
rm-rf Pods

rm-f Podfile.lock



Release Problems

Tich hop FacebookSDK -
Open SSL not found

V?n ?7?

0 Inspector

&

Open

Add the Facebook App ld(s) assoc

App #1

App Name (Optional) Tutorial App
Faceb App Id 475561134671
Client Token (Optional) [

Add Another App Id

FB.Init{) Parameters

Android Build Facebook Settings

Android Keystore Path

Copy and Paste these into vo Android App" Settings on developers.facebook
Package Name con tutarlalapp

Class Name o cebook.unity FEUnityDeepLinkingActivity
Debug Android Key Hat

Regenerate Android Manifest
10S Build Settings
App Events Settings

App Links Settings
About the Facebook

Build SDK Package



https://knowledge.thanhdv.com/uploads/images/gallery/2025-07/8animage.png

Client Token:

Add Another App ld

FB.Init() Parameters

ef 1568

ike.unity FEURityDeeplinkingAct

Debug Android Key Hash [7]

Regenerate Android Manifest
i0S Build Settings
App Events Settings

App Links Settings
About the Face

Build SDK Package

Nguyén nhan

Do chua cai dat moi trudong SSL va Java
Gi?i phap
OpenSSL not found

1. Download and install OpenSSL.

Win32/Win64 OpenSSL Installer for Windows - Shining Light Productions
Win32 OpenSSL v#.#.# (not Light)
OR Win64 OpenSSL v#.#.# (not Light)
2. Add the OpenSSL directory to your path.
Go to: - - -
Select the Variable in the “System variables” window and click Edit.
3. Add the path to your OpenSSL bin folder to the end of the “Variable value” text. e.qg. |
added to the end of the value text.



https://knowledge.thanhdv.com/uploads/images/gallery/2025-07/zVwimage.png
http://slproweb.com/products/Win32OpenSSL.html

- Take note, do not forget to add semi-colon ' before the -
4. Restart computer.

Keytool not found

1.



Release Problems

Loi Undefined symbol khi
build 10S

Van dé

Khi build iOS van thanh céng. Co file .xcworkspace nhung khi Archive lai gap rat nhiéu I6i
Undefined symbol nhu hinh dudi.



w @ Link GangBattle3D (arm&4) 2.3 seconds
© Undefined symbol: _GADAdLoaderAdTypeMNative
© Undefined symbol: _GADAdSizeBanner
@ Undefined symbol: _GADAdSizeLeaderboard
© Undeafined symbol: _GADAdSizeMediumRectangle
0 Undefined symbol: _GADCumentOrientationAnchored AdaptiveBannerAdSizeWithWidth
© Undefined symbol: _GADCurrentOrientationinlineAdaptive BannerAdSizeWithWidth
© Undefined symbol: _GADGeiStringFromVersionMumber
© Undefined symbaol: _GADInlineAdaptive BannerAdSizeWithwidthAndMaxHeight
© Undefined symbol: _OBJC_CLASS_$_GADAdLoadar
© Undefined symbol: _OBJC_CLASS_$_GADAppOpenAd
© Undefined symbol: _OBJC_CLASS_$_GADAppOpenSignalRequest
© Undefined symbol: _OBJC_CLASS_$_GADBannerSignalReguest
© Undefined symbaol: _OBJC_CLASS_$_GADBannerView
0 Undefined symbol: _OBJC_CLASS_$_GADExtras
ﬂ Undefined symbol: _OBJ C_EL#SS_$_GADIntar51itiul.il:l
© Undefined symbol: _OB.JC_CLASS_$_GADInterstitialSignalRequest
© Undefined symbol: _OBJC_CLASS_$_GADMediaView
0 Undafined symbal: _OBJC_CLASS_$_GADMobileAds
© Undefined symbol: _OBJC_CLASS_$_GADMativeAdimageAdLoaderOptions
© Undefined symbol: _OBJC_CLASS_$_GADMNativeAdView
© Undefined symbol: _OBJC_CLASS_$_GADNativeAdViewAdOptions
© Undefined symbol: _OBJC_CLASS_%_GADMNativeSignalRequest
0 Undefined symbol: _OBJC_CLASS_$_GADRequest
@ Undefined symbol: _OBJC_CLASS_$_GADRewardedid
© Undafined symbol: _OBJC_CLASS_$_GADRewardedSignalReguest
@ Undefined symbol: _OBJC_CLASS_$_GAMBannerViaw
© Undafined symbol: _OBJC_CLASS_$_GAMInterstitialAd
0 Undefined symbol: _OBJC_CLASS_$_GAMReguest
© Undefined symbol: _OBJC_CLASS_$_YMAAdView
© Undeafined symbol: _OBJC_CLASS_$_YMABannerAdSize
© Undefined symbol: _OBJC_CLASS_$_YMABidderTokenLoader
0 Undeafined symbol: _OBJC_CLASS_$_YMABidderTokenRequestConfiguration
© Undefined symbol: _OBJC_CLASS_$_YMAInterstitialAdLoader
© Undeafined symbal: _OBJC_CLASS_$_YMAMobileAds
© Undefined symbol: _OBJC_CLASS_$_YMAMutableAdRegquest
© Undefined symbol: _OBJC_CLASS_$_YMAMutableAdRequestConfiguration
0 Undefined symbol: _OBJC_CLASS_$_YMAMutableMativeAdRequesiConfiguration
© Undefined symbol: _OBJC_CLASS_$_YMAMNativeAdLoader
0 Undeafined symbol: _OBJC_CLASS_$_YMANativeAdViewData
© Undefined symbol: _OBJC_CLASS_$_YMANativeMediaView
0 Undeafined symbal: _OBJC_CLASS_$_YMARewardedAdLoader

Bulid falled 23/12/25, 02:59 235.7 seconds
1 errors, 146 warnings

Nguyén nhan

Do céc thu vién GoogleMobileAds, YandexMobileAds.... chua dugc nhing vao project.
m 2= s’
Giai phap

Thém th? cong vao .xcworkspace

Trong cua s6 lam viéc cha XCode chon project Unity-iPhone > Targets Unity-iPhone > General >
Frameworks, Libraries, and Embedded Content


https://knowledge.thanhdv.com/uploads/images/gallery/2025-12/image.png

Nhan + dé€ thém céc thu vién con thiéu. O trudng hop trén 1& GoogleMobileAds.xcframework va
YandexMobileAds.xcframework.

ece M@ > |V E:':tr'r'l':':“""e % Unity-iPhone } J* Any iOS Device (arm64) Indexing | Processing files (Z) @ + (i
- Aa A & DB & B Unity-iPhone e ® h C
e B Unity-iPhone o Identity and Type
> [ Unity-iPhone =
> Pods ] General Signing & Capabilities Resource Tags Info Build Settings Build Phases Build Rules Name Unity-iPhone
a Location Relative to Group a
iPad Orientation [ Portrait
PROJECT Unity-iPhone xcodeproj =
9 Upskia Do Full Path [Users/admin/Unity/
8 Unity-iPhone . ull Pa sers/admin/Unity)
@ Oty Landscaps Left Gang2022/Builds(572/i0S/
Landscape Right Unity-iPhone xcodepro] ©
TARGETS Status Bar Style 2]
S Hide during application launch b
& unity-iPhone
[ Requires full screen Project Format Xcode 3.2 a
# Unity-iPhone Tests Supparts multiple windows . LT
UnityFramework
Class Prefix
M GameAssemb "
Ikl GamaArsemily App Icons and Launch Screen Encoding Minimize Project References
App lcon  Appicon Text Settings
App lcons Source Include all app icon assets indem Using  Spaces a
Launch Sereen File (-] ki ki A A
Tab Indent
Wrap lines
Frameworks, Libraries, and Embedded Content

Name Embed
Accelerate framework Do Not Embed <
AdSupport.framework Do Not Embed <
2> = GoogleMobileAds. xcframework Embed & Sign b+
Pods_Unity_iPhone framework Do Not Embed ¢
StoreKit framework Do Not Embed >
UnityFramework.framework Embed & Sign ]
) YandexMobileAds.xcframework Embed & Sign 2

Development Assets

Supported Intents

Class Name Authentication

+ (& Fitter oF = -

Cach khac (khéng bi?t g?i la gi =)))))

Véi XCode 26.5 khi thém thi cong file .xcframework c6 thé sé gap 16i sau

Prepare build
Workspace Unity-iPhone | Scheme Unity-iPhone | Destination Any iOS Device

® Signature YandexMobileAds.xcframework-ios.signature 0.1

SignatureCollection fUsers/admin/Librarys/Developer/Xcode/DerivedData/Unity—-iPhone-cjwcxebiifpalufwly 1lgtrsg/Build/
Intermediates.noindex/ArchiveIntermediates/Unity-iPhone/BuildProductsPath/Release-iphoneos/YandexMobileAds. xcframework—
ips.signature

ers/admin/Unity/Gang2@22/Builds/575/105
builtin-collectSignature —input /Users/admin/Downloads/1c155b18-158e-4d21-al21-98ddded9abb5/static/
YandexMobileAds framework —output /Users/admin/Library/Developer/Xcode/DerivedData/Unity-iPhone—
cjwexebiifpalufwlvxkellgtrsg/Build/Intermediates. noindex/ArchiveIntermediates/Unity-iPhone/BuildProductsPath/Release-
iphoneos/YandexMobileAds.xcframework—-ios.signature —info platform ios ——info library YandexMobileAds.framework

errar: signature-collection failed: The operation couldn’t be completed. (SWBUtil.CodeSignatureInfo.Error error @.)

#® signature-collection failed: The operation couldn't be completed. (SWBUtil.CodeSignaturelnfo.Error error 0.)
Build failed 29/5/26, 22:41 7.5 seconds

x

L&i nay xay ra vdi file YandexMobileAds.xcframework dugc tai trén internet.

Véi truong hop nay ching ta sé khéng thém tha céng GoogleMobileAds.xcframework va
YandexMobileAds.xcframework nira. Gitt Frameworks, Libraries, and Embedded Content nhu
ban dau.


https://knowledge.thanhdv.com/uploads/images/gallery/2025-12/IMvimage.png
https://knowledge.thanhdv.com/uploads/images/gallery/2026-05/jMmimage.png

Trén thanh menu bén trai ciia Xcode, mé folder Project > Unity-iPhone > Frameworks.

- Néu ban thay GoogleMobileAds va YandexMobileAds mau dé nhu hinh thi chuét phai > Delete >
Remove Reference

- Néu khong thi thai :)))))

Unity-iPhone
» B Classes

e
g YandexMobileAds

Fulled
f= AVFoundation

& AVKit
f= AudioToolbox
fas CFNetwork

f= CoreGraphics

fa Corelocation
fa= CoreMedia
fa= CoreMotion
f= CoreText

fa= CoreVideo

f= Foundation


https://knowledge.thanhdv.com/uploads/images/gallery/2026-05/gvcimage.png

Gio sang phan Target > Build Settings > tim "Framework Search Paths" > Nhdy dup vao <Multiple
value> va thém 2 dong Iénh sau

- $( SRCROOT) / Pods/ YandexMbbi | eAds

- $( SRCROOT) / Pods/ Googl e- Mobi | e- Ads- SDK

Day la bién moi truong ty déng tré dang vao thu muc project cda ban.

Nhin sang bén canh néu thay non-recursive thi nhg chuyén né thanh recursive. D€ bdo cho XCode
biét can phai di tim file .xcframework trong cac thu muc con.

General Signing & Capabilities leso B Build Settings = Build Phases  Build Rules

PROJECT + Basic = Customized . - Levels - Framework & ch Paths

Unity-iPhone
Search Paths

TARGETS

> Framework Search Paths
& unity-iPhone Systemn Framework Search Paths

Unity-iPhone Tests XCFRAMEWORKS_BUILD_DIR}/AppLovinMediationMintegralAdapt... non-
ramework (! XCFRAMEWORKS_BUILD_DIR}fAppLovinMediationUnityAdsAdapter" non-re
XCFRAMEWORKS_BUILD_DIR}/AppLovinMediationYandexAdapter” non-;
XCFRAMEWORKS_BUILD_DIR}AppLovinSDK"
XCFRAMEWORKS_BUILD_DIR}/BidMachine/Static"
XCFRAMEWORKS_BUILD_DIR}/BigoADS"
XCFRAMEWORKS_BUILD_DIR}/FBAEMKIit"
XCFRAMEWORKS_BUILD_DIR}FBAudienceNatwork"
XCFRAMEWORKS_BUILD_DIR}/FBSDKCore
XCFRAMEWORKS_BUILD_DIR}FBSDKCoreKit_Basi
XCFRAMEWORKS_BUILD_DIR}FBSDKGamingServiceskKit"
XCFRAMEWORKS_BUILD_DIR}FBSDKLoginKit"
XCFRAMEWORKS_BUILD_DIR}/FBSDKShareKit"
XCFRAMEWORKS_BUILD_DIR}/FirebaseAnalytics/Default”
XCFRAMEWORKS_BUILD_DIR}Fyber_Marketpl K'
XCFRAMEWORKS_BUILD_DIR}/GoogleAdsOnDeviceConversion”
XCFRAMEWORKS_BUILD_DIR}G leAppMeasurement/Core"
XCFRAMEWORKS_BUILD_DIR}HG eAppMeasurement/ldentityS...
XCFRAMEWORKS_BUILD_DIR}/InMobiSDK"
XCFRAMEWORKS_BUILD_DIR}IronSourceSDK/Ads"™
XCFRAMEWORKS_BUILD_DIR}/Mintegral AdSDK/BannerAd”
XCFRAMEWORKS_BUILD_DIR}/Mintegral Ad SDK/BidNativeAd"
XCFRAMEWORKS_BUILD_DIR}Mintegral Ad SDK/fInterstitialVideoAd"
5_XCFRAMEWORKS_BUILD_DIR}Mintegral Ad SDK/NativeAd"
XCFRAMEWORKS_BUILD_DIR}Mintegral AdSDK/NewlnterstitialAd"
5_XCFRAMEWORKS_BUILD_DIR}Mintegral Ad SDK/| rardVideo,
XCFRAMEWORKS_BUILD_DIR}/Mintegral AdSDK{SplashAd"
;_XCFRAMEWORKS_BUILD_DIR}/OMSDK_Appodeal/Stati
XCFRAMEWORKS_BUILD_DIR}UnityAds"
$(SRCROOT)/Pods/YandexMobileAds recursive
$(SRCROOT)/Peds/Google-Mobile-Ads-SDK recursive



https://knowledge.thanhdv.com/uploads/images/gallery/2026-05/Ky1image.png

Tiép tuc, van & Build Settings, tim "Other Linker Flags", nhay dip vao va thém lan lugt 4 dong sau
Vao cuoi.

- framewor k
YandexMobi | eAds
- framewor k
CGoogl eMbbi | eAds

l General Signing & Capabilities Rest gs Info | Build Settings  Build Phases  Build Rules

PROJECT +  Basic customized ([Hl) (ESHEREE) Lovels - Other Linker Flags

Unity-iPhone

~ Linking - General
a

» Other Linker Flags -0bjC -1"bz2" -I"c++" -I"c++abi" -|"iconv" -1"resolv" -I"sqlite3" -|"sqlite3.0" -I"xmI2" -1"xml2.2" -1"2" -..

TARGETS

& Unity-iPhone

Unity-iPhone Tests "nanopb”

& UnityFramework -weak_framework
"AdSupport”
-weak_framework
Transparency"
work
atwork"”
k_framework
ahL"
_framework

M GameAssembly

"DeviceCheck"
-weak_framework
"LocalAuthentication®™

"SystemConfiguration"

-weak_framework

"UserNotifications”
k_framework

-framework
GoogleMobileAds

Xong roi, gio build thoéi :>
A quén, nhé Clean Build Folder trudc khi build nhé.

Luuy

Framework dugc thém vao nén cé mau xanh (hoac vang) nhat. Néu mau ddm kha nang cao sé gap
16i

© There is no XCFramework found at */Users/admin/Unity/Gang 2022 /Builds/572i05/Frameworks/Pods/Google-Mobile-Ads-SDE Frameworks/
GoogleMobileAdsFramework/GoogleMobileAds. xcframework'

© There is no XCFramework found at */Users/admin/Unity)Gang 2022 [Builds/57 2 i0S/Frameworks/Pods/Google-Moblle-Ads-SDK [Frameworks/
GoogleMobileAdsFramework/GoogleMobileAds. xcframawark'.

Né&u gap 16i nhu trén c6 thé chon framework tir mét du an khac da Archive thanh céng dé thém
Vao.

Néu khong cé du an cii thi cé thé tim va tai file .xcframework trir internet.


https://knowledge.thanhdv.com/uploads/images/gallery/2026-05/XBcimage.png
https://knowledge.thanhdv.com/uploads/images/gallery/2025-12/9gTimage.png

e V3Gi GoogleMobileAds.xcframework cé thé tham khao link nay hoac search google véi tur
khdéa GoogleMobileAds.xcframework.
e V3Gi YandexMobileAds.xcframework cé thé tham khao
o Link nay > tim phién ban dang s dung > tim field source.http > st dung link nay dé
tai file zip c6 YandexMobileAds.xcframework.

"homepage”: "http
"source™: {
"http":

"sha256":

o search google véi tir khda YandexMobileAds.xcframework.


https://developers.google.com/admob/ios/download?hl=vi
https://github.com/CocoaPods/Specs/tree/master/Specs/a/c/5/YandexMobileAds
https://knowledge.thanhdv.com/uploads/images/gallery/2026-05/5dlimage.png

Release Problems

Tich hop FacebookSDK -
Loi khi Archive trong
XCode

Vvan dée

Du an Unity c6 tich hgp FacebookSDK. Build iOS thanh c6ng nhung khi Archive trong XCode lai gap
16i nhu hinh.

v . UnityFramework & issues
» gl FBSDKShareTournamentDi...

© 'TournamentConfig'
cannot be constructed
because it has no access...

€ Cannot infer contextual
base in reference to
member 'numeric’

€) Cannot infer contextual
base in reference to
member ‘higherlsBetter'

€ "nil' requires a contextual
type
v g FBSDKTournamentFetcher
© value of type

‘TournamentFetcher' has
no member ‘fetchTourna...

v gd FBSDKTournamentUpdater

€ Value of type
‘TournamentUpdater’ has
no member ‘update’

N N
Nguyen nhan
Do xung dét phién ban FacebookSDK trong Unity va trong XCode

Hoac, do 16i clia phién ban FacebookSDK
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Gidi phap
Ki€m tra xem phién ban FacebookSDK trong Unity va trong Podfile (cung thu muc vdi file
.xcworkspace) cé tring nhau chua. Néu chua hdy update lai FacebookSDK trong Unity réi build lai.

Né&u da trung nhau nhung van gap 16i. Van dé kha nang cao la do phién ban FacebookSDK. Tai day
c6 2 cach gidi quyét:

e Ha xuéng phién ban FacebookSDK &n dinh hon. (Trong trudng hop nay la 17.0.1, phién
ban gap 16i la 18.0.0)
e Néu tinh nang bi 16i la mot tinh nang ma ban khdéng st dung dén hay xda hoac comment
dong code 16i d6.
o Tim dén dong code bao 16i va comment lai trong XCode (van phai thuc hién lai trong
cac 1an build sau, trir khi update FacebookSDK khong gap 16i)
o Trong Unity, FacebookSDK > SDK > Editor > iOS > Swift > Comment cac dong code
bdo 16i tuong tu nhu trén (véi cach nay thi chi can lam moét lan)



