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Getting started with Addressable Assets | Package Manager Ul website (unity3d.com)

Yéu cau

e Unity 2018.3 hoac mdi hon.

Panh dau asset la addressable

Cé 2 cach dé danh dau déi tugng la addressable asset. Khi package Addressable Assets dugc cai
dat ban c6 thé danh ddu moét asset la addressable trong Inspector hoac kéo tha vao clra s6
Addressables.

Trong clra s6 Inspector cla déi tugng. Chon Address va nhap tén dé dinh danh Asset.image.png

Dé mao Addressables chon Window > Asset Management > Addressable Assets.
Kéo déi tugng tir folder Asset trong clra s6 Project vao mot nhém trong tab Asset cla clra s6
Addressables.
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Dia chi méac dinh cua asset la dudng dan dén asset trong du an. Vi du Assets/images/mylmage.png.
Ban c6 thé sir dung Addressables dé thay déi dia chi thanh bat ky tén unique nao.

Dé thay d6i dia chi, double click vao address cla asset va nhap dia chi méi.

Trong lan dau s dung Addressable Asset, hé thong luu lai mét sé dir liéu asset edit-time va run-
time cho project trong Asset s/ Addr essabl eAsset sDat a (Nén dugc thém vao version control).

Build Game

Addressables can build ndi dung cia ban vao file ma game cé thé chay trudc khi ban build game.
Budc nay khéng dugc thuc hién tu ddng. Ban can build ndi dung théng qua Ul hoac API.

e Ul: M& Addressables. Chon Build > Build Player Content
e API: Addressabl eAsset Set tings. Bui | dPl ayer Cont ent ()


https://docs.unity3d.com/Packages/com.unity.addressables@0.8/manual/AddressableAssetsGettingStarted.html

Load hoac Instantiate bang dia chi

Ban cé thé Load hoac Instantiate mot asset trong run-time. Load moét asset sé load toan bd cac
rang budc vao bd nhé (bao gom ca dir liéu Asset Bundle néu cé). N6 cho phép ban st dung Asset
khi can. Instantiate tai asset va ngay lap tic thém né vao scene.

Truy cap moét asset trong script st dung dia chi dang string:
Addressables.LoadAssetAsync<GameObject>(“AssetAddress”);
hoac

Addressables.InstantiateAsync(“AssetAddress”);

LoadAssetAsync and InstantiateAsync |a xU ly bat dong bd. Ban c6 thé goi moét callback dé lam viéc

v3i asset ngay khi n dugc tai xong. Xem AsyncOperationHandle dé€ biét thém vé hoan thanh cho.
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Sub-Assets va Component

Sub-Assets va Component la cac truong hgp dac biét dang dé xem xét cho load asset.

e Component - ban khéng thé load game object théng qua cdc component clia nd. Ban phai
load/instantiate GameObject va sau dé |1ay component ban can.
e Sub-Assets - Load sub-asset dugc hd trg nhung théng qua cl phap dac biét. Vi du sub-

asset la sprite trong sprite sheet hoac animation clip trong mét FBX. Cu phéap sé la:
Addr essabl es. LoadAsset Async<I Li st <Sprite>>("MSpriteSheet Address");

St dung AssetReference

AssetReference cung cap co chét dé truy cap asset ma khong can dén dia chi dang string.
Dé truy cap Addressable Asset sir dung AssetReference:

1. Chon 1 asset.

2. Trong Inspector, thém script ban can.

3. Trong script thém publ i c Asset Ref erence asset Ref erence;
4. Quay lai Inspector. Thém asset vao script trén.
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Load Addressable Asset bang object
reference


https://docs.unity3d.com/Packages/com.unity.addressables@0.8/manual/AddressableAssetsAsyncOperationHandle

Dé€ load AssetReference bang object reference:
Asset Ref Menber . LoadAsset Async<GanmeCbj ect >();

Hoac
Asset Ref Menber . I nst anti at eAsync(pos, rot);

LoadAssetAsync and InstantiateAsync la x(r ly bat dong bd. Ban cé thé goi mot callback dé lam viéc

véi asset ngay khi n dugc tai xong. Xem AsyncOperationHandle d€ biét thém vé hoan thanh chao.

D liéu cuc bo trong StreamingAssets

Addressables can mot s6 file trong run-time dé€ biét load céi gi va load nhu thé nao. File nay duoc
sinh ra khi build Addressable data va Iuu trong folder StreamingAssets. Day ma mot folder dac
biét vi tat ca file trong thu muc nay déu dugc thém vao build. File khong dugc thém vao folder nay
ngay lap tuc trong khi build. Thay vao dé ching dugc luu trong Library. Khi build game file duoc
chuyén qua dé build xong dé bi xéa di. Diéu nay dugc thuc hién dé nguoi dung cé thé build da nén
tang. Nhung yén tdm né chi bao gém nhing dit liéu lién quan dén build dé.

Ngoai dir liéu Addressables cu thé, bat ky nhém nao build di liéu dé sir dung local cling sé sir dung
vi tri t6 chlc sap xép cu thé cho nén tadng cla thu vién d6. D€ dam bao diéu nay hoat dong, dudng
dan build game nén dugc dat thanh bién bat dau bang
[UnityEngine.AddressableAssets.Addressables.BuildPath] va dudong dan load nén bat dau bang
{UnityEngine.AddressableAssets.Addressables.RuntimePath}.

Tai xuong trudc

Goi phuong th(c Addressabl es. Downl oadDependenci esAsync() d€ load cac phu thudc cho dia chi
(address) hoac nhan (label). Tiéu biéu la asset bundle.

Cau truc Asyncoperat i onHandl e dugc trd vé bao gom ca thudc tinh Percent Conpl ete - 6 thé dugc st
dung dé hién thi qua trinh tai xudng. Ban cé thé st dung Per cent Conpl ete dé hi€n thi thanh trang
thai va cha dén khi néi dung dugc tai xong.

NEu ban mudn hoi nguoi dung c6 bang long tai xuéng hay khong. Ban c6 thé st dung
Addr essabl es. Get Downl oadSi ze() . NG sé cho ban biét dung lugng dir liéu can tai xudéng. Dung lugng
nay bao gom tat cad cac goi da duogc tai vé trudc dé (ké ca khi géi dé van dugc luu trong cache).

Mac du viéc tai xuéng trudc cé thé cé lgi. Nhung trong nhiéu truong hgp ban cé thé chon khéng tai
trudce. Vi du:

e Ung dung bao gém rat nhiéu néi dung online, va ngudi dung thudng chi tuong tac véi mot
phan no6i dung do.

e Ban c6 mdt ing dung phai két néi mang dé€ hoat déng. Vi du nhu game online. Néu tat ca
dir liéu chia ing dung nam trong mot géi nhd, ban cé thé chon chd va tai xuéng khi can.


https://docs.unity3d.com/Packages/com.unity.addressables@0.8/manual/AddressableAssetsAsyncOperationHandle

Ban cling cé thé chon sir dung mot phan cla chirc ndng nay. Thay vi st dung Percent Conpl ete Va
chd dén khi tai xong. Ban c6 thé tai xuéng sau dé tiép tuc ing dung. Ban nén tao man hinh cho khi
d{r liéu thuc sy dugc tai xudng. Néu khéng tng dung sé van phai chd cho dén khi tai xuéng hoan
tat.

Build da nén tang

Khi build ndi dung cho Addressable, Asset Bundles dugc tao bao gom Addressable Assets. Asset
Bundles phu thudc vao nén tdng nén ban sé can build lai cho mdi nén tdng ma ban nham tdi.

Mac dinh, khi Addressable dugc build d{t liéu cho nén tang sé dugc luu vao cac thu muc con cla
duong dan Addressable. Pudng dan runtime sé tinh dén céc folder nén tang nay va tro dén dir liéu
dugc chi dinh.

Chu y: Khi trong Play Mode trén Editor. Néu si dung script Addressable Packed Play Mode,
Addressable sé tai dr liéu cho nén tang muc tiéu ban dang chon. Cé nghia la néu dir liéu khong
tuong thich véi nén tang muc tiéu trén editor thi rat c6 thé van dé nay cling xay ra trén thiét bi.
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