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Addressable Assets bao gom 3 goéi:

e Addressable Assets (chinh)
e Resource Manager
e Scriptalbe Build Pipeline

Resource Manager va Scriptable Build Pipeline sé tu dong dugc cai dat cung Addressable Assets

Khai niém

e Address - Xac dinh mot asset dé€ dé dang truy xuét trong run-time.

o AddressableAssetData directory - Luu trir metadata clla addressable Asset trong thu
muc Assets cla du an.

« Asset Group - Mot tap hop addressable Assets san sang cho x( ly build-time.

e Asset Group Schema - Khai bdo moét tap dir liéu cé thé gan cho mot nhém va sir dung
trong build.

e AssetReference - Mot doi tugng hoat ddng nhu mot tham chiéu truc ti€p, nhung véi khéi
tao hoan lai (deferred initialization) (Vi du nhu lazy loading). AssetReference luu trir GUID
dudi dang dia chi ma ban cé thé load theo yéu cau.

e Asynchronous Loading - cho phép vi tri cla Asset va cac phu thuoc (local, remote,
generated) thay déi trong su6t qua trinh phat trién ma ban khong can thay déi code. Tai
bat dong b6 (async loading) la nén tang cla Addressable Asset System.

e Build Script - chay cac Asset Group Processors dé déng goi Asset va cung cap cac anh
xa gilra cac dia chi (Address) va vi tri cia tai nguyén (Resource Location) cho Resource
Manager.

e Labal - cung cdp thém mot dinh danh cho addressable Asset dé dinh danh cac Asset
tuong tu nhau trong run-time. VD Addr essabl es. Downl oadDependenci esAsync(" spaceHazards");
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