EFaERZR, BESAI—ZHIESE, B ReadMe B— 55 |SEIRYEB MERUNHERHITAE, ZEHERSA

B TEDER, TEETHEANERE 2 NMNEEA. STBE RS

Tﬁhssets

2= assetBundleMaster

b 55 AssetBundleMasterExample
b 55 AssetBundleMasterExamplez
b &5 Editer

b 55 Plugins

BE AssetBundleMaster LR TEILNF X4k
AssetBundleMasterExample 2E7AAJ API (EF Demo, EIERIEINE, FHSNE, URIBFAGEIEIRE.
AssetBundleMasterExample2 24133 Built-In Shader B9 /RERRLURESATIIHIZES.
Editor 24RIEERSMASR. BaTEERE.
Plugins RIE{TRIMIASE. BEFEZROE. BARRINESSEMINBER, FUKIE Plugins EE.

LA cEfRiEEE MInfTEM APl 355, TEZ EFIFF AssetBundleMaster BY4R4EESEINR:

Tools  Window Help
E "
i AssetBundleMaster > AssetBundleMaster Window

T ear 0 )

Copy built assetbundles From TempFolder To StreamingAssets

HMRENE:



B AssetBundleMasterExa mple

Step 2 1 Auto Set Ass etBundle Names

B1EmiERE T, REZRERNTENR, MHAREHRRYF, HEREEHTENMEATE 7% RIESEH TIRE, WETRE:
1. Editor Asset LoadMode : 471888 FRORIRIERS (. B EiIR /9 AssetDataBase Editor, BiESEEUER.

2. Build Root : EERIFIEIARIME, ZIREFIRERIAI#H{T Demo 17RiEE, mE[Change Build Root.. J#%4H, 1%

AssetBundleMasterExample SU4SZEDE]. #FTFRITH#IAGS StartScenel, B1E AssetBundleMasterExample/Scenes TE:

1 StartScenel




€ Game _ ) _ = Hierarchy =
| | Display 1 % | Free Aspect Maximize ©n Play | Mute Audia | Stats | Gizmos | Creatn'| el )
v €] startScenel =
Main Camera
» SceneSelectPanel

EvemtSTstem

ETRETREnRIER

v Scenes/Example_LoadAsset
Scenes/Example_LoadPrefab
Scenes/Example_LoadScene
Scenes/Example_SpawnDespawn
Scenes/Example_SpawnPoolAndUnload
Scenes/Example_UnloadAsset
Scenes/Example_UnloadScene
Scenes/Example_UnloadAssetEfficiency

Scenes/Example_LoadAsset \

XLHZRE APIRIDemo 5 R T, IFMER—MZRTLUEEINHAESHREEE. HE7S TESBA GameObject, MIARME L,

FIFEERAE.

= Hierarchy ® Inspector

- B .
| Create - | o"l = £ a I [Example_LoadAsset [L] Static
v Q E L. A t =y = e

EAMP.S - 0x ==t Tag | Untagged #| Layer | Default ]

Main Camera

Directional Light ¥ .~ Transform ol
Example_LoadAsset Position %0 rlo 1Z[o |
EventSystem ‘ Rotation xlo  Ivlo zlo |
- Scale ®[1 bl lz[1 |

7 ¥ Example_Load Asset (Script) ﬁ £,

Script |- Example_LoadAssst |

Image 1 Elmagel (Image) =

:II"I'_‘I.ﬂg._E_'._S_".' B Image? (Image) le

Raw Image |ERawImage (RawImage) ]B

Text [ Text (Text) | &

Load Text Button |« LoadTextButton (Button) | &
Load Texture A}i'\rn5‘.'|\’{-,:-LoadTextureAsvncButton] e
Load Sprites Button |+ LoadSpritesButton (Butto| @

Add Component ]




BAERBA—TZRIBANTIRE, ERONTRPIRTEEEMIRZE, ERIEZRINERATEREEHE, FAEBENIRZE
BMERTINENEREBESHN, HEUK. BN—BITIT Profiler 21288, HERRSE—NSEHURE XERIHRZEAILUIE

Hierarchy fJ [AssetLoadManager] XM XRAVGIHERFTEES, LLAFIIE—TEE -

F— B ol e i i I

.+ Scenes/Example_LoadAsset

:  Scenes/Example_LoadPrefab

i Scenes/Example_LoadScene
Scenes/Example SpawnDespawn

. Scenes/Example_SpawnPoolAndUnload

Scenes/Example_UnloadAssel
Scenes/Example_UnloadScene

Scenes/Example_LoadAsset

REF AT LATE[AssetLoadManager B EIR EEZI—METAT Slider, BRNEIERRIIEERTE :

EUENSR{R(ER Profiler B9 Memory > Detailed > Take Sample BEERREEWIERER, EEHTZEEE.

TERIRBEMARLAR AP RIER, FAINIAERIERERIRE T Build Root XMER, FrERIRINEEIRZESIRCHIENERE,
XERFFIRNETER R, BEINBIMNHNRR WIERE, MBEX N XARZIMITFEASIRER, thalig=+5IRZIR Mesh &4

SHEBINRINENER AFERERIRENEBuild Root AL, XEREME—ESERFMIRDemo &R, ZEARFIMNA.

PS : 7EfEFH AssetDataBase_Editor #&zUht, BIREFLENEN, FrERLSIIBESTARLSINE, FEAFRINEARS

AssetDataBase.LoadAssetAtPath FU4RiEEEINE S =, R RNEF S LBARE, ©=25 Resources.UnloadUnusedAssets(); B9/



EIERIERY, M AssetBundle #2XHUiE 218 AssetBundle.Unload(); 0 Resources.UnloadUnusedAssets(); FIBSATUHEITEIERY,

HEES.

SWINERIRIFIFESS A AssetBundleMasterExample XL, BBE1TEE.

fa
-:J Assets » AssetBundleMaster » AssetBundleMasterExample »
&3l Materials
&3 Prefabs
ﬁs_::anes
&5 Scripts
&3 Sprites
&3 Textures

XAEmiEEE NS TIRERTA T, T HFARARRRIRBEIFEIE, RFEIEH Build Root AR TIERIRIRAREIH,

RIBIFRI B EISRIBEE TS HR LA, X2 AssetBundleMaster NELEFR T, RE L£Z SVN ERinfLAFSRELH

ftbAT.

@ ) (4% ]*

¢+ Assets » Resources » AssetBundleMaster

. GameConfig

TEER Demo IFELLR API [9IHEE, B2%&7 AssetBundle BRI IEENY=FRE.

5. StartScene1l / StartScene2 (JJZ : StartScene.cs)

Demo FEHENMIIAIHE StartScenel F0 StartScene2, —iRIER TMEAEEXS AssetBundleMaster H{T¥IIAWIERIE, RBTEN

HITIE AssetBundle FIRI THEEFFRN TR EEETHEFEN FAFERST FH—LEMXE, HIITLSTES

StartScene.cs BIANTAY Start() =2 :



#if DEVELOPMENT BUILD

|'.-.:.

Application.runInBc

EtLuadHanager Ins
etUnloadManager.Ins

API (£5%225)8 AssetBundleMaster.AssetLoad ):

AssetLoadManager.Instance.OnAssetLoadModulelnited(System.Action callback)

BEeHMBEAIAND, HBEXIZEE AssetLoadManager.Instance.OnAssetLoadModulelnited() BERG#HIT. 2ARE

AssetBundle_Remote &I FEEHTIHER, NIEMIEIN N EAILAGER, R0,

—. Example_LoadAsset (ffi4< Example_LoadAsset.cs)

It Demo FEERNEHSEN—RREIR, 1EBUEHIH ResourceLoadManager =l



| | Free Aspect Scale | 1w | Maximize On Play | Mute Audio | Gizmos (7|

New Text

TexiBution

= ResourceloadManager.Instan

Text.text CEXT.TEXTS

Debug. Log(Text.text +

yncButton Start Load at frame : " + Time.frameCount);

ic3”, (_tex) =»

{

RawImace.t

age.tT

Time.frameCount);

19 H

= ResourcelLoadManager.Insta

+ Time.fromeCount);




JEEY API (#55g=5i8) AssetBundleMaster.Resourceload):

ResourceLoadManager.Instance.Load <T>(string loadPath);  // [EIZEEX

ResourceLoadManager.Instance.LoadAsync<T>(string loadPath, System.Action<T> loaded);,  // B&iEE

ResourceLoadManager.Instance.LoadAll<T>(string loadPath);,  // EEERSANE(ERTR)

BEZEEAT Sprites 1 Textures HE RIS, ERETEREZIEMR, "Sprites/Pic1" IXMRE THIRIRECEAFIF, F5alRA—

L Assets » AssetBundleMaster » AssetBundleMasterExample » Sprites
bl Picl

*-LPic]
l==| Picl
»cl PieZ
:.f
Picl.png Picl. tga F"|c1 et Pic2.png

EBE=MERBREISM Picl.tga / Picl.png / Picl.txt, XBIFERFRIVER, EABMNZLIEBEFNREET RSN 5
Resources.Load & APl %t— ), FTLAX=AEIRANEEERIZE—HAY, MREAIAYZELIEE APl AJ LA KEURERIFI TR, Lt
%0 ResourceLoadManager.Instance.Load < TextAsset>("Sprites/Pic1"); BREEEEN TIX MR THIE— TextAsset ZKEIRVEFIR, M
ResourceLoadManager.Instance.LoadAll<Sprite> ("Sprites/Pic1"); MIRIRE T FrEZEEE TAY Sprite FIREE, wNRIRIE
"Sprites/Pic1" ¥ "Sprites”, BIgEM T 4L , BR—HFRESEERE AE TFAISRIRRY, 248 _E S UnityEngine.Resources 1249 API 48

18

FTLUBE A EERERIBERENERNE, IREESRR BEEHEERENR RS R T R BEEN, XEHIEINT B/
BIREBITHE. MNRHERENE, EXHRFEEEMRIE T ZRAE—IEREERERM), BLIABR T AP, R0 T H/E58S

AUISEENBRIRAYSSS, XAHTE(& LAY TextAsset 528X

ResourceLoadManager.Instance.Load < TextAsset>("Sprites/Pic1").text;

HATLAGAK



ResourceLoadManager.Instance.Load < TextAsset>("Sprites/Pic1.txt").text;

XEHRBEIMIRIRBEFHE 7, Demo FRIE/A Sprite IZEMEB I H/EEEIA, ELMRMERPNREREEERFHER

ENBRANRIR, BEATEREEE LURDTTE.

15P0BEAYE, AssetBundle T, EREEERRN, BRPXEIEK T BSEEANE, SEREFELSREVEEEERtL, RESTE

friEss Console EHRFPHIERESR. SOIE AR, R TE:

nc< Texture2D» ("

ad< Texture2D>("

"+ Time.frar

ftﬁ%?_ Demo EF'IQE};E 71 {y{/\/%

El consale

lEJggr; | ]_Cgllapsg | Clear on Play l Errar Pause I ] ['DS | & a | &L
Start Loaded at frame : 35
UnityEngine.Debug:Log(Object)

@ Pic3 (UnityEngine TextureZD) Async Loaded at frame : 35
UnityEngine.Debug:Log(Object)

@ Pic3 (UnityEngine. Texture2D) Sync Loaded at frame : 35
UnityEngine.Debug:Log({Object)

{1 The AssetBundl
0x00000001417CE

t/AssetBundleMasterBranch_UnityS/AssetBundles/Standalone Windows/1.q
CB (Unity) StackWaller::GetCurrentCallstack

XZEREA Unity iR BIRIHFIERSIEEY AssetBundle B9 API, FEERSENFRHTRLSIEEH SIS, AssetBundleMaster £

Low-Level API X31tbi#1T 7408, RIE T BIANIERMY, ARAZEXLHELD, {RelLifE& % AssetBundle Z G 7.

HR API 7£ ResourceLoadManager.cs a8, HFE, ZEFIAEZENRAEE, HEFER Lua MIANESHERF -



ion Main Funcs

c UnityEngine.Object Load(string loadPath, System.Type systemTypeInstance)

C UnityEngine.Object _}i?(il'l': loadPath)

cT Load<T>(string l:adﬂatrj

C UnityEngine.Object[] LoadAll(string loadPatl Eystsﬁ,Type systemTyﬁeinstanCE)
- UnityEngine.Object[] LoadAll(string

c T[] LoadaAll<T>(string loadPath)

ng loadPath, System.Type systemTypelnstance, System.Action<UnityEngine.Object> loa
r loadPath, System.Action<UnityEngine.Object> loaded}'

c loadPath, System.Action<T> loaded) |

s loadPath, System.Type systemTypelnstance, System.Action<UnityEngine.Object[]> loaded)
sync(string loadPath, System.Action<UnityEngine.Object[]> loaded)

mc<T>(string loadPath, Sg;few.Action<T[]> loaded)

ResourceRequest LoadAsync(string loadPath, System.Type systemTypeInstance)
er.ResourceRequest LoadAsync(string Lcad?atkj

ger.ResourceRequest LoadAsync<T>(string loadPath)

g loadPath, System.Type systemTypelnstance,

g loadPath,

B - FEARARRIN T B TR, —RAYZFIR/GameObject/i7RAINEFNIEEZEN
ioEpREEId TRAER, FMSEH=R.

—. Example_LoadPrefab (ffi& Example LoadPrefab.cs)

It Demo JE~EREEFNSEHIME, GameObject 395, ERRVEXIStE. B PrefabLoadManager #7154, S SREBRILSTITS

R, ERESET A LIEEMTE SXMREEEMEm, FE TE ¢




| Free Aspect

LoadBution

rener(() =>
i < spawnCount; i++)

cube = PrefablLoadManager.Instance.Spawn(LoadPath, "SyncPool");

bePos(cube);

+ Time.frameCount);

wnAsync{LoadPath, ( cube) =>

{

Debug.log

+ Time.frameCount);

}. "AsyncPool™);

+ Time.frameCount);
PrefablLoadManager.Instance.loadAssetToPoolAsync(LoadPath, (_prefab, pool) =>
= 8; i < spawnCount; i++)

n{LoadPath, _prefab);

+ Time.frameCount);




JEEY API (#55g=5i8) AssetBundleMaster.Resourceload):

PrefabLoadManager.Instance.Spawn(string loadPath, string poolName = null, bool active = true) // Spawn 2E#ZLAIE

GameObject.

PrefabLoadManager.Instance.SpawnAsync(string loadPath, System.Action<GameObject> loaded = null, string poolName =

null, bool active = true)  // SpawnAsync RFFLEBRIRGESLAIY GameObject.

PrefabLoadManager.Instance.LoadAssetToPoolAsync(string loadPath, System.Action <GameObject, GameObjectPool>

loaded = null, string poolName = null)  // LoadAssetToPoolAsync &5 RIRIEREINT M ARSI

FTEPEZHRIERN G AR ERIRARERET, BXNE—MREETEABMIMERRE, TRV, EFEREE
F3 PrefabLoadManager.Instance.SpawnAsync JF/MAIBEZE. HEEOIEEE PrefabLoadManager.cs, FAiJ38ZIEINFIEEESL
489 GameObject j&@id PrefabLoadManager XPMEFITANELAREAML(FE, Ul, 538, HEEESE, B Prefab &), XEFRAPAIK

BT MSRIbRES], HIRE T RIFRIBES. BRNBIHEHIEEESENR.

{RtBRTLAARS LoadAssetToPoolAsync 73R TTRIIEIAT -

PrefabLoadManager.Instance.LoadAssetToPoolAsync("Prefabs/Cube”, null, "Characters");

XANGEIE Cube 0EE" Character"SigRitheh, FAIFIEEMEZRITSFE /O, BESE, REFEYIE, Shader Parse H1TH, EREHT

AR TIUNERT LIRS

=. Example LoadScene (}l4~ Example LoadScene.cs)

Itt Demo EREHFHSEUARIUANISEIZRI— 2SR, IREIR—FEREREREEINE.



Mazimize On Play | Mute Audio | Stats

LoadSc

LoadPathil
LoadPath2

Loaded

EEUASHEAER0 API (f5&Z5(8 AssetBundleMaster.Resourceload):




SceneLoadManager.Instance.LoadScene(string sceneLoadPath,

AssetBundleMaster.AssetLoad.LoadThreadMode loadMode =

AssetBundleMaster.AssetLoad.LoadThreadMode.Asynchronous,

UnityEngine.SceneManagement.LoadSceneMode loadSceneMode = LoadSceneMode.Single,

System.Action<int, Scene> loaded = null)

EE5RFE—FHBSENEERHTEN, AILISERSESUURMNEBER, Unity S SRTICERLSERY, HEEFHFHRIT
HXSERRAIEDIA UnityEngine.SceneManagement.SceneManager.sceneLoaded Rk, FTLATGICREESE, EENAFES loaded
EIEFH T T —EME. RERIREIR— MRS, ERFZNHRUHE ID, AFTLUBEIXAN ID XtiaSRdiTiesl, ¥4 Demo +

Example_UnloadScene.

PU. Example SpawnDespawn (B4 Example_SpawnDespawn.cs)

It Demo ERZXISRitZEIRY GameObject BISLHILFITIREIRI S thAERAE.

SeenesExample_SpawnDespawn

FZE API (Ap 38 AssetBundleMaster.ResourcelLoad):



PrefabLoadManager.Instance.Spawn(string loadPath, string poolName = null, bool active = true);

PrefabLoadManager.Instance.Despawn(GameObject go, string poolName = null);

BAIBENINEFFLHEUL, Prefab FIRHERT LU EXISRiBAIEZFR poolName (IR NEFSER—NEIABR), FHEISEXNSRA active, 7E
HANNBERISIBAEHER, BFEERERRINZFRAGEFZE, BREMAERNtbsk, BRI ERRL. |3E2thRY GameObject,
active 2 BENIREN false, F1H parent TREWFIEXIEMA, WRBABIANFTR TUBTIESHEXINES -

AssetBundleMaster.ObjectPool.GameObjectPool.Despawn ERES.

PS : & poolName RIEFHIEHE, ESBEHMEAREN pool, HEIKEIIEHRY pool ARIFIENS, MRS EIFESHIEHR, B

FEER poolName RIIERSME, LA EEIEIRNERMIEREARE.

F. Example_SpawnPoolAndUnload (4 Example SpawnPoolAndUnload.cs)

Itk Demo &R 7 EHHHEERMISUERAEIR, LN BshRIREHZEEFTIE.

& Game

DestroyCubesinPool:MyCubes[1]

DestroyCubesinPool:MyCubes|[2]

DestroyCubesinPool:MyCubes[2]

DestroyAllPools




ng LoadPath = "Pref

= List<GameObject> m

h, PoolNamel, true);

PrefablLoadManager.Inst

}

m caches2 . Clear(-
m caches2.Clear();

PrefabLoadMan
StartScene. Focus

FZE API (Ap3 =8 AssetBundleMaster.ResourcelLoad):

PrefabLoadManager.Instance.DestroyTargetinPool(string loadPath, string poolName = null, bool tryUnloadAsset = true);

PrefabLoadManager.Instance.DestroySpawned(GameObject target, string poolName = null, string loadPath = null, bool

tryUnloadAsset = true);

F— AP REHRZBRE N SIEPIEMER, BEIEEREIEAFRE, BRTHAEREEREITRRENEAIBI( HRAEZ

XISRitBAIEIL loadPath SEAILHERIRIS ).

B APl RAIMIBREADSER GameObject B753%, BIREIHEAZHIHEZHIHIT. FLANSEFML( Spawn )HSMNERERL, HiEARE

RETHIRIZITR (DestroySpawned).



AN API #—#¢, WIS tryUnloadAsset J3 true, BBA PrefabLoadManager £333|FERHITIOE, WIRERESIthEREH
SHFRRRE, SHTRIRER.

#{F. M Spawn Cubes #2275, HRPLFHULT =MRISIE, FEEIMKIBEIE T —L Cube, & Hierarchy EiRHPETHY, B

£ Cube ETRHHRIEN T, XBEEN T IRANSIESLAMIRIIKBKES T RILX, BIENSAMENSIE TR T, HARRIISRIE

EHIB( ECNHESIMSISEREIAMT RZT, BAZERISIbES )

i DestroyCubesInPool:MyCubes[1] #%$H, ItERHE MyCubes[11335t-RE) Cubes bR T, AJLIBRINISIEE, ATETHILAINS

SR T




H9 Cube BYRIR3244 MyCubes[2] 1 MyCubes[3] M4Sith5 |/, LA R EAEAMPREIRIETE, Bad

DestroyCubesinPool:MyCubes[2]#] DestroyCubesinPool:MyCubes[3]#%4H, ItATFELAMLISEHERT, &E

AssetLoadManager RYIHIER, FILABERIRIRMMBRE AT

FfiLA PrefabLoadManager 33 GameObject BIEIRRESS ST EaNiBRczH. EFAFFRRIBHE R FEEBIERRIXI SRt SR T

Bie), BREAHEEIEANTHIRE BEHIBERE.

PS : HEHIAFERRIZ AssetDataBase_Editor 1Rz, RFIRENEAIAFEAINZ Resources.UnloadUnusedAssets(); AR
AssetBundle ##X{F, HHF GameObject LARIFZENRIREETEBiEFiER, FrAHERRFERINZ AssetBundle.Unload(true); 28

BERENEFEHS I BEHERR BEENRR ).

7~. Example_UnloadAsset (fi4< Example UnloadAsset.cs)

It Demo JER—AREIRAVENEITIIE. MNEIIFES Example LoadAsset iIREAKRER!, FIXBEABHTHIA, TEIEEZIRAT AP



AL .-!.;--f.'r:! &_sz-.!h':-k}i-'. !

New Text

SeenesExample_UnloadAsset

ResourcelLoadManager. Instance.

ResourcelLoadManager. Instance.

ResourcelLoadManager.Instance.

a

£ o o
H o0g g 09
a [ [

= i { ']
T T |

FE API (AR =8 AssetBundleMaster.ResourcelLoad):

ResourceLoadManager.Instance.UnloadAsset(UnityEngine.Object target),  // AHE=ZER

ResourceLoadManager.Instance.UnloadAsset(string loadPath, System.Type systemTypelnstance, bool inherit = false);  //

R

ResourceLoadManager.Instance.UnloadAsset<T>(string loadPath, bool inherit = false);  // =R




BMEMEEEENSR, {REJLAMER ResourceLoadManager.Instance.UnloadAsset(UnityEngine.Object target), B#fii&
UnityEngine.Resources.UnloadAsset FUEIETT, LHIRBSIEMR. SEFER BR+EE (5, XERAR—NERAUEES AR
BINNECHE, ELamii—SKISERTLAINE s Texture2D =2 Object, FTLAEIEGBIEEM 7M. W EEFR, EIEEE I ERILIERE R
7MY, ResourceLoadManager.Instance.UnloadAsset<Object> ("Sprites/Pic1”, true);, FIEBEEIEATE%ET Object HM
"Sprites/Pic1" INERAIEIR, SAfF ResourceLoadManager.Instance.UnloadAsset<Sprite>("Sprites/Pic2", false); FIRREERENEM
"Sprites/Pic2" BEZIEEERAY Sprite KEFIR. JARMEEIANEREATINE, ERFLEIERNARE—D, AFASERERE,
RIER. FEXMEZR TEHEFERERM SRR +RE 05, BNRNERNSHA—EZINEHRARIR( MR EERNE
Prefab E5|BRIB—KE R, {REMA UnloadAsset(oo)EANTEIRTISR, EERRIIESTHAFE ), MIBEEERBEREARINBAIZIEXS

.

Itt APl E2ZEH SR R IRANENER R IER R B — R ER EHHAIR NS, AREREIEERRDINZEIRTSIFEtT
¥, RERAS I BIHEATRNE, MEMRBRIEIOIRE A LEEPRIES I FRERINSHET T, XEAEEENRIRENE e
IS Y. MNRAFFHIREES ARFINRES, HERERERIERIET, RNHETZEEASERREE, Ehdd
ResourceLoadManager INEATEIR, EEEET Resources.UnloadUnusedAssets(); AN, B85 |FANRFEASEEE. MEFEE
ResourceLoadManager A, iZRiRZE#555 XSRS I, EHMERAEXMER T555|IANRBEE—EFEN, AT FXRBFEK
MEX LS ERBFEHAERIER, RENHEXNRR, MASMARFENENEE XHERERRERFHREESNZ0ZE.
HFFREIABIR REBA R EXS RIRAHEFIH TEIMITIF 7, REEFERINE, ARREERE, RARFEAENERINEKRNERT

FES, EANTRNRZEHERZIFESRY ( HABHIIMNMIBR, BEERR ).

PS: ;FE=AIRENEIIFZME AssetDataBase Editor #] AssetBundle #={, FE2F—HEHY, AssetDataBase Editor 2if
1Z Resources.UnloadUnusedAssets(); LAY, i AssetBundle #, FEEI BasiBEHUEZEREFEA AssetBundle.Unload(true); B

2 Resources.UnloadUnusedAssets(); BUBSEREHGEIER, £ AssetBundle I FE SR E 2R 4FH.

BH{RBIY ResourceLoadManager BH— 1 RR, %4 AssetLoadManager RUITHIERIEIN—NHEL, S1IRK
F AssetLoadManager.Instance.minUnloadAssetCounter fiERi&fitA& Resources.UnloadUnusedAssets(); B EHEZITEL, RATLA

BN MBS SR TREER. AR ETHUEIHNEEHLRER, REH

1. AssetLoadManager.Instance.minUnloadAssetCounter: igKEIEHELZDNEREMAEITZIE, RIEERHITRE.



2. AssetBundleMaster.AssetLoad.AssetLoadManager.Instance.unloadPaddingTime : fl&E#HiZERIMITERISEIE,
AT RVERRHESIE, FRNGHESBRNPSSHEARBXIES, APULIATRERE. DFRAETHENEESMALEIEIE,

FAFTELTXIE, RBFERHTHR.

PS: XFMEI{EERTE StartScene.cs REGARMRIENE, 2HTHEMIBSFT Profiler flliz.

3. {£ StartScene.cs::Start() BEALIBEISE=/ER --> AssetUnloadManager.Instance.maxUnloadPerFrame = 1f; €2
Dk AssetBundle (UEIEXK, SIESIGNEEEREEHI AssetBundle, i maxUnloadPerFrame BIRSMIIRAHIRYNE, XiE
73[0.01f, 1000f], BR—NZF=E, TLUMF 1, MRNMF 1 FH2iRSH 1/ maxUnloadPerFrame 1ii#T 1 4 AssetBundle RIEIE,
Lban 0.5 RYIEFR 2 BFRINEIE— 1, 0.2 IiEHES 5 MEHE—1. RREAEFFHFESTHTF AssetBundle FIEIHFEZERFRRRRR,
tbanTEdmigEstRst FTRIBIEIS; 87 4 AssetBundle FBY 200ms, iR TAFHEBARAY-KIR, M7 Build [FAY exe HIETT, 13K 87 4
AssetBundle 27T 13ms, tHi&pk T INEBEE, FRILXBRLT SMHELSMLE, SHRSEIFRME, BPIREFREREHTE

B

<. Example_UnloadScene (fJ& Example_UnloadScene.cs)

It Demo JERNEEGEN—LAFY, RABEERLNBLINEDRE FHERZGSEMNESTHERZED SceneManager.sceneLoaded [F]

BRARR, FRLUASHERIREREER IEER, TERAFPERRESR )

LoadSceneAsync UnloadScene

UnloadLoadingScene

Scenes/Example_UnloadScene W




" 4 Time.fr

e(sceneld, ( _id, scene) =>

{

: " + Time.frameCount});

s

FZE API (Ap3 =8 AssetBundleMaster.ResourcelLoad):

ScenelLoadManager.Instance.UnloadScene(int id, System.Action<Scene> unloaded = null);

HEEEN APl ( SceneLoadManager.Instance.LoadScene ) iR[EIFZE— HashCode, B8R EMINEHKABAE, FrLAEIEGS
2RI API 28(t2 HashCode, FREEIEEHR. HERFEHEEREEMEHN, HEFGSEMMOZFERXNAP. RHAEBGSERERS

I72, FRLAEDEARFRA0 FE( 405RIE AssetBundle ##2{N;ZHE AssetBundle IIEEE ):

5 K7 5
[F| 4 AssetBundle 53 AssetBundle
b iy b B
|HJ-H7 I%HZI% e UnloadScenell .

\ , \

' ’,
REERGE €T

s ...fl

ATy stiE, PRI AssetBundle

UnloadScengl! ==

mEaETE ]

By Sl 5T e E i B

\/
UnloadScene!! EI{&EI 1) o




HREN AR LIRS

1. 525FHEY AssetBundle

2. REERUAR

3. FRHFLEE, FERSIBERRSNENSR HREESFXANEHE

FfrlA UnloadScene BRERXIEHRRIS NS RERHT 7%, BIEES MRS ERERTHHTZRENR, theERIDT RS IEmmN

izlE=

UnloadLoadingScene

XANUHIEER X E AN, SEFRSSMEZSEET Wait Frame 10 iz FHATIHRENE, BXMERN 1, 2, 3. S5UEAT

DERIEFLSIEPEHE7 S BRI

LR EERIRES), BIS="MZHIgsx Asset, GameObject, Scene #H{TISEEAIEIEIBIE (Ap & =]

AssetBundleMaster.ResourcelLoad):

1. ResourceLoadManager

2. PrefabLoadManager

3. SceneLoadManager

BAJNRIZITHE AssetDataBase_Editor tRz(T, BLINRERIRERZNL, HANERERSMBMZRESANL, FETRMHTHEIRTE

Bl AssetBundle, F{Efmigss NINE AssetBundle Ui, Z/EBHH TR,

PS : StartScenel & N TRIFIFREAFE—MFE Example UnloadAssetEfficiency 2T HIEEREEAEXS SN, EMR+

P TIRBA.



TR T miERE R

Tools  Window Help
, AssetBundleMaster S AssetBundleMaster Window

T cearoms >

Copy built assetbundles From TempFolder To StreamingAssets

HAAEEUEE 6 7, MAMERISFAMEIE 4 19

AssetBundleBuildWindow

————————————————————— Editor Resources LoadMode---------------------

Editor Asset LoadMode @ E;llsls.ét. Bundle_Edltor Test -
Resources

--------------------- il Asset Bundle Streaming Assets

Runtime Asset LoadMode - |

Asset Bundle Persistent Data Path
Asset Bundle Remote

" Asset Bundle Editor Test =
Asset Data Base Editor I

--------------------- Platform
Platform Selection :

= g N i B2

AssetBundleBuildWindow

Editor Asset LoadMode IAsset Bundle_Editor Test v]

Runtime Asset LoadMode .-ﬁ-ssefBﬁndlé_-;St-t;é-a_rﬁ-ithssets -

Resources
_____________________ Fiattarn R AssetBundle StreamingAssets
Platform Selection : :
: AssetBundle_PersistentDiataPath —
AssetBundle_Remote L__J

[Mot Support] -- AssetBundle EditorTest

————————————————————— Version
Current Version : 1.0.0 [Mot Support] -- AssetDataBase Editor

poZislin P b2
1. Resoueces #&3{ : X/ MEfER Resources AR TRIRIFAIET, IREAZEN, REFNREEN
2. AssetBundle _StreamingAssets #z{, : M StreamingAssets E&2 FiEEX AssetBundle.

3. AssetBundle_PersistentDataPath &z : [EARTEIHHFFER, EERNRIRINSIIAE PersistentDataPath TE2BERIR, 88

ANESE StreamingAssets BER NERER. BENRNEREFH T



4. AssetBundle Remote #&=, : jTF2 AssetBundle IIEER, TTLAMIRSSEEEENNEL AssetBundle &I

5. AssetBundle_EditorTest #&z{: TEAY AssetBundle SHHENIGITEERT, X #EMIGHTEEZRIEE AssetBundle.
6. AssetDataBase_Editor 123 : A"EEHTREREHITRIESS PRRMNE, XMEFRERE.

NERYRERA AssetBundle_Remote #&X, HFSHI TFIIEIA :

Runtime Asset LoadMode |AssetBundle_Remote b
Remote URL : http://localhost: 12354 /unityassets2020
Download FailedTimes : 5

Remote URL Hi2iTfRiRESettl, BR{RAMEINEATEIRAY Build Root #8{El. Download FailedTimes 2% AssetBundle ALK
BEIXAIXREL, BT AssetBundle TEZEIZAM Cache 3243k, FRIEARRE Unity iRAER APl J3 UnityWebRequestAssetBundle /

UnityWebRequest / LoadFromCacheOrDownload. $NR{RfER http fRSZs#HTINEMIE, & CORS #1 MIME AJjEJRR.

B TR NCER LRIMEIREE —E:

AssetBundleBuildWindow i OX
____1 _______________ Editor Resources LoadModea-------------=coommen BBuiIt—In Shader Collection{Sorted) : Selected Shaders
Editor Asset LoadMaode : |Asset Bundle_Editor Test v | : - -
0 : Autodesk Interactive
——————————————————— Runtime Resources LoadMode--------------------- 1: Fx/Flare
Runtime Asset LoadMode AssetB_undIe_Rernote v 2 1 GUI/Text Shader
Remote URL : http://localhost: 12354 funityassets2020 X X
. . 3 1 Hidden/BlitCopy
Download FailedTimes ¢ 5
4 : Hidden/BlitCopyDepth
—-—;3 —————————————— Platform Settings--------------------- 5 ! Hidden/BlitCopyHDRTonen
Platform Selection Standalone Windows 64 v & : Hidden/BlitCopyWithDepth
Set Current Platform : :
7 : Hidden/BlitToDepth
..................... Version Settings---------====-=-====- 8 : Hidden/BlitTeDepth_MSAA
Current Version : 1.0.0 4 Set Bundle Version : 1.0.0 9 : Hidden/Compositing
© b el i X
Exists Versions : Version ; 1,0.0 = J AR shebias 4 =

————— 5———-—— Bundle Build Steps ---------------

7

BuildAssetBundleOptions : Mixed... - Build Update File : Clean TempBuildFolder :
B'gld Root i Change Build Root ...
Assets/AssetBundleMaster/AssetBundleMasterExample & AssetBundleMasterExample ®

1 0 Step 1 ! Clear Old Datas (Recormmand Do This Before Publish...)
1 -l Step Z @ Auto Set AssetBundle Names

1 2 Step 3 i Start Build AssetBundles




1. Editor Asset LoadMode (EnumPop) : fRiE88 FINEFRAT

2. Runtime Asset LoadMode (EnumPop) : &fERERINES

3. Platform Selection (EnumPop) : AssetBundle FIB#rER, mid [Set Current Platform] BIE[iRE NIREEIIES

4. Set Bundle Version (Text) : ATLUREARRERAHR] AssetBundle

5. BuildAssetBundleOptions (EnumFlagPop) : TEI8&

6. Build Update File (CheckBox) : BzilliZhk7 Patch 3214, Patch & AssetBundleMaster.AssetLoad.LocalVersion.Updatelnfo

B9 Josn FBHI4L.

7. Clean TempBuildFolder (CheckBox) : AssetBundle #TEZIIGRI 4L, GRS ATRESBIELBIMAS L, BRI

8. Built-In Shader Collection (Scroll View CheckBox) : Xt{sEF#EREAZE shader BMEIRITES, BV ESERFE.

9. Build Root (Label, Button) : BHFEXMARIRER, FraLt34 FRIRIRATLAMIEE.

10. Step1 Clear Old Datas (Button) : iEFREEMHIRER AssetBundleName. BILURN RFIFMFTE.

11. Step 2 Set AssetBundle Names (Button) : EmligEER, HYFEETHERNWENNE, HELESEIR.

12. Step 3 Start Build AssetBundles (Button) : FFa¥T.

U ESEFrEIRER. {1/ mIEssfNA hRIINEIEIHERIE S AssetBundle_StreamingAssets, XMERERNAHRLN. AeRE

AssetBundleBuildWindow

Editor Asset LoadMode :  Asset Bundle_Streaming Assets L

Runtime Asset LoadMode |AssetBundle_StreamingAssets v

Platform Selection : Standalone Windows 64 b4

Set Current Platform

Step1...



Step2...

Step3...

X=MaBasngEINITE AssetBundle 7. E—SEEIETIBRIE.

MessageBox

<

Step 2 © Auto Set AssetBundle Names

Step 3 : Start Build AssetBundles

Step1

MessageBox

Start Auto Set AssetBundle Mames ?

Step2




Step3

Lo ESIAREE MRS E %) AssetBundle F StreamingAssets LT, 1%4% Yes BT

MessageBox

Copy To StreamingAssets Folder 7

IHARARINT "—$F T8 "1%4, B Step1, Step2, Step3 E&HE—IET, A MRIEH

XEFITEEF T, MRERERE NElT, RFEBITIF StartScenel FEEIE, ES LEMN APHUKER, STABZIRSEEFTEIN

Log {SEMSCESENT.



FA)1E AssetDataBase Editor ##z{#] AssetBundle StreamingAssets &z FEEERNRSEA—HET, MWHE—TEEHR

[AssetLoadManager] :

AssetDataBase Editor j&8 AssetBundle HHXEIR



AssetBundle StreamingAssets #&z{ FZEE T AssetBundle

XSS R T T EHITERIEE TIEEN AssetBundle RIRIEY . iBiESTERIEERT AssetBundle BN TIREIFFIGEARIER, EE—LE
SIAERNEREARIER, ElRiERTHRIERES25IBRIESITEIRLLY SpriteAtlas, EEFNEEERHINESIEREIFER (LI
BREX), FEREREETARE FAUSIFIHFRIENNARIERE AssetDataBase_Editor &z, M TMiXBIEEIFEE# TR
. BRlRMAYGRIEEEEENS|AXSRERR SpriteAtlas, WIR—EETEHRIGES Fi#{T AssetBundle &0, ISTEERE AssetBundle

ZIEFhBRGmIEET TR spriteatlas X, XHERASIERSITIHSREZESET ( (NRF SpriteAtlas BIER ).

NREAHEBIRES, IBAEITEERA Platform Selection &HEiRBIrESITEANT, ETREEFEN—5, 1%H=5Build

Settings :

TERFRRT, AssetBundle X EREELIZENNF Build Settings B, EAUNERIFZEE Build Root 34k, 172441
AssetBundle, TIOAZ Build Settings FRYH SR tbetEEEIFTE R Resouces BBH, XEARMABITEMIR, IREAEF0ZSE. LbanFi)

SRR, SREARHENE, BAVERILERFEZ/EEMNEAIETAER StartScene Ig?

E—Fh 75 520 StartScenel jNZ Build Settins &1, E StartScenel F/IMEEE, WRXITEHEASEEHLAEME:



Build Settings =

Scenes In Build n

™ AssetBundleMaste l';"ﬁssgtﬂl.l’ndleMast'e rExample/Scenes/StartScenel

Add Open Scenes

BMLERERNBCERRERERIEE R (IASEEINET), XMoUEY, EAME T TR TR

XA IBIERTRINENERRAD. XA Build Settings BEEHABEINGST. EATESRE.

Build Settings

Scenes In Build

Add Open Scenes
Platform
" .
-_r& PC, Mac & Linux Standalone <y @1 PC, Mac & Linux Standalone
& 10S Target Platform | Windouws 3]
Architecture | x86 ™
&y tvos Copy PDE files |
Development Build ] I
ﬁ Andraid Autoconnect Profiler 4
Script Debugging O
Lr2 Tizen
o
@ Xbox One
PS Vita 3
Learn about Unity Cloud Buil?

Build |__Build And Run

I | Switch Platform || Player Settings...




LA EFEERRE APl LUK AssetBundle GIiEF1 & BRURIE Y.

WEFSRIBEFTRINAE 8. Built-In Shader Collection HIYERE, FAITEIZE(E5 Build Root E£EY AssetBundleMasterExample?2 :

AssetBundleBuildWindow i OX
_____________________ Editor Resources LoadMode-----------m-cmsmmen Built-In Shader Collection{Sorted) : Selected Shaders
Editor Asset LoadMode ! [Asset Bundle_Streaming Assets - I : “ a

0 : Autedesk Interactive
————————————————————— Runtime Resources LoadMode------------=------—- 1: FX/Flare
T et Siicamingieasts 4 2 i GUI/Text Shader

3 : Hidden/BlitCopy

Platform Selection : Standalone Windows 64 v 4 : Hidden/BlitCopyDepth
Set Current Platform 5 : Hidden/BlitCopyHDRTonen
6 ! Hidden/BlitCopyWithDepth
————————————————————— Version Settingg=-------r=-c--cormoes . .
Current Version : 2.0.0 Set Bundle Version : 2.0.0 7 ¢ Hidden/BlitToDepth
8 ! Hidden/BlitToDepth_MSAA
Exists Versions : Version | 1.0.0 =
- — 3 : Hidden/Compositing
- -
4m Hiddmm 7 mmiam T e imm
2 1 »
-
—————————————— Bundle Build Steps ---------------
BuildAssetBundleOptions : Mixed... - Build Update File : o Clean TempBuildFolder @ v
Build Root : Change Build Root ...
Assets/AssetBundleMaster/AssetBundleMasterExample2 s AssetBundleMaste Example? ®

Step 1 : Clear Old Datas (Recommand Do This Before Publish...)
Step 2 : Auto Set AssetBundle Names

Step 3 : Start Build AssetBundles

RGBT —TFIRA, 378 2.0.0 A, EFEAIZH1 Build 7 1.0.0 BRA, FrLA Exists Versions BEERET 1.0.0 i, XEHA]

iH—ixt Update SXEEIEE, @ik, 183 Build Root 5 AssetBundleMasterExample2, EAIIEBIXMNRIRSEK RIS

d b=

- ,

E Y

bl L,
| Assets » AssetBundIeMaster + AssetBundleMasterExampleZ » Scenes
@E}{ample ShaderCoIIectlon
I @Star‘tSceneZ

Example_ShaderCollection 378 E—LeR, FRT KEFREMR(Standard Shader):

44 Materials

e0ece

rpalle csroal0? C5I0: 098 csroal0g

SO0eeqTa

o7 csroallsg csroalge csroal2z csroalls

Previewing 12 of 44 Objects




XMARSIBTRENEMER, SRR, T AEZENNBAIIRIZR A StartScene2(EBNHEE

Example ShaderCollection 178), 1ERIAI#IRESK—X:

FE—fAR

Scenes In Build

) AssetBundleMaster/AssetBundleMasterExample2/Scenes/StartScene?

Add Open Scenes

[y s

BIXIT

Step1...

Step2...

Step3...



BORTEMATSE Step3 BFHIL T FHAMRRES:

- v W Ty R
j Lreating New Version ..

To build new version may take a long time,
use latest version {1.0.0) as manifest {(build faster) ?

ad BT

“ﬁ | ok || DoNotusett |

XEEAFKAIEEE 1.0.0 A AssetBundle 87, IMNRFKAIRIEEITE, EF) 1.0.0 AIXMHE] 2.0.0 RAEXT, BHIES
HEFITERMES, T 2.0.0 T892 AssetBundleMasterExample2 B3R 1.0.0 FTEAIR AssetBundleMasterExample FIEIR,
STEAE). FLATHEE 7. Clean TempBuildFolder (CheckBox) RITHEERLAIILR T, EREBMITETRERNBTIXMRARI . FERIERE

BEELSTEHITE, FEWTRLER, IR Build — app KEEXMASAUTRIE.

EfTB5MZ G, FAIATLL Build app B TRMUK—T, A% 77 Build Settings Ak [Development Build]

[Autoconnect Profiler]. FAIEE I Win10, ZEuthdERE Unity2020.

materials
prefabs
scenes
textures
| | AssetBundleManifest
| | AssetBundleManifest.manifest

| | versioninfo.ab

| | versioninfo.ab.manifest

511 ME

£EB AssetBundle X/ : 5.11MB(824 .manifest 3{4)

> € AssetBundleMaster.exe 5.6% 279.8 MB




Task Manager E7RRUIE{THT APP RfESA @ 279.8MB

Profiler Shader 113.0MB, Standard Shader #ZX4RiF 1

A HTE Standard Shader , F{i1{EH Shader Collection BUAXEFT— 3.0.0 ARAESE, XX Shader Collection Hf
Standard % £, EJ9 Shader WEEARSIERS |FIEIRAIEEE, FrlAF( 1 BuildAssetBundleOption AIEELEN_E

ForeRebuildAssetBundle, BRISERMMERES :

< B N

MNone

Everything cl
Uncomp d Asset Bu L = AssetBundleMast
Disable Write Type Tree

C - o i

Ignare Type Tree Changes
Append Hash To Asset Bundle Name
Chunk Based Compression

Dry Run Build

Disable Load Asset By File Name

Disable Load Asset By File Name With Extension
Asset Bundle Strip Unity Version




PS : BXiA BuildAssetBundleOption i ChunkBasedCompression 237 MIXATEHIENTE, AFEILAECHTIEX. RigET

RIBCESHE FEIRISUSRA, {RATLALEEE SVN EEDSEHMA:

@ YR
| Assets » Editor » AssetBundleMaster » EditorConfigs
® ShaderConfig

EFEHHRT

Step1...

Step2...

Step3...

$AFS Build App = TR -

prefabs
scenes
. shadercollection
textures
| | AssetBundleManifest
| | AssetBundleManifest.manifest
|| versioninfo.ab

| | versioninfo.ab.manifest

1.77 MB

2= AssetBundle X/ : 1.77MB(E% .manifest 32{4) VS 5.11MB

» <0} AssetBundleMaster.exe 3.7% 122.0 MB




Task Manager B7RE&HEREFE 122.0MB VS 279.8MB

Detailed = :iTake Sample WindowsPlayer(DESKTOP-8259B09) |Gather object references |

MName | Memory | Ref count| Referenced By:
b Other (165) 240.1 MB al b csroalle(Material)
b Not Saved (111) 111.9 MB b csroall4(Material)
¥ Assets (602 13.9 MB b csroall0(Material)
¥ Shader (19) 10.0 MB b csroal04({Material)
Standard 4.7 MB ﬁ b csroa042(Material)
SETTO AT e T > csrnaﬂﬂ?l{Material]
Hidden/Internal-ScreenSpaceShadows 143.3 KB 3 b csroalls(Material)
Legacy Shaders/\VertexLit 60.4 KB 2 b csroalS2(Material)
Skybox/Procedural 43.8 KB 1 b csroal08(Material)
UI/Default 34.8 KB 3 b csroal72(Material)
Sprites/Default 32.6 KB 3 b csroal21(Material)
Sprites/Mask 32.2 KB 2 i

Profiler : Shader 10M VS 113MB, Standard Shader Ri#T 7 —xR4miE #HE|HT 44}

JUBRRMRANEXRER, £ 2.0.0 RARETESRI /0 iR, BETESHRE. XNIEEER Built-In Shader SIEHI( 4]

TRERSZENARBARNESR, (il UGUI BRMERREREMR, #ER—, FUARSFESRREIAR ).

XN TES MRS 2 [BJEBZAE( Unity5/Unity2017/Unity2018/Unity2019/Unity2020 ), JIF5ZIRRAIZ:

PS : Shader collection #E/NAUTEPERATLBRRXEER, AMIEATREFNRAEFERAEMRINE, MNEFOEREM

shader collectoin. {EERABESEENAE.

HABRE—T AssetBundle IImASSZ43E, BTEIR Assets 34 E—ERY :

AssetBundles
& Assets

Assets/../AssetBundles/StandaloneWindows64/

1.0.0

2.0.0

3.0.0
[&f Update 1.0.0 to 2.0.0.0xt
[ Update 1.0.0 to 3.0.0.txt
[ Update 2.0.0 to 3.0.0.0xt

{RATLAB BIARRINRASHI SR LAR FH AN T3, B2 Json 18U, REW T (Update_2.0.0_to_3.0.0.txt) :



2 "TouildTime™:"2021-04-19 10:18:32",
3 "apdateList™: [
- "nrefabs/city.ab",
+ "shadercollection/standard.ab",
o "versioninfo.ab"™
fi ]f
i "deleteList™: [
"materials/csroald00.ab",
L. "materials/csroaldll. ab”,
11 "materials/csroallz. ab”,
12 "materials/csroall3.ab",
13 "materials/csroal04.ab”,
14 "materials/csroal07.ab",
15 "materials/csroalls. ak"”,
16 "materials/csroallz.ab”,
1 "materials/csroalld.ab”,
"materials/csroalls5.ab”,
"materials/csroallé.ab”,
"materials/csroalfle.ab”,
1 "materials/csroal2d.ab”,
2 "materials/csroal2l.ab",
"materials/csroal22.ab",
- "materials/csroal23.ab”,
5 "materials/csroal2e.ab",
"materials/csroal3z.ak”,
"materials/csroal34.ab”,
"materials/csroal3&.ab",
"materials/csroal4l.ab”,
"materials/csroal42.ab”,
31 "materials/csroals2.ab",
32 "materials/csroaleld.ab"”,
3 "materials/csroaled.ab”,
34 "materials/csroal70.ab",
35 "materials/csroal7l.ab",
36 "materials/csroal72.ab",
"materials/csroal73.ab"”,
"materials/csroalfc.ab”,
"materials/csroalf8.ab",
40 "materials/csroalf%.ab”,
41 "materials/csroalll.ab”,
4z "materials/csroalll.ab”,
473 "materials/csroallZ.ab”,
44 "Tmaterials/csroall3. ab”,
45 "materials/csroal(4.ab”,
46 "materials/csroalls.ab”,
- "materials/csroallé.ab”,
45 "materials/csroalld’d.ab"”,
44 "materials/csroalls. ab”,
50 "materials/csroall9.ab",
51 "materials/csroalll.ab”,
52 "materials/csrocalll.akb"

TR o N o R 5 O % Y % O % O % RO % O % 1 % B

XERRIRM 2.0.0 AR 3.0.0 lRARNE, FEMIRSSEEE CDN T# "updatelist” BEAIM, MMifs "deletelist” EmEAIA

M. XN FFIE AssetBundleMaster.AssetLoad.LocalVersion.Updatelnfo 8.

EaseronSerializatiod

[SerializeField]
oublic str uild

.Version from;
fersion

[SerializeField]
List<st
[SerializeFiel




TR XEREHT TR T U update-patch files ), FSBIRHTREHUFRIZEE, AR LECSEH FMERRNRS.

FE 2. NRRREEZEENTEMIINE AssetBundle {RREINEAEL, AssetLloadMode &3 AssetBundle Remote Bir], BI%

SNBSS R (TR RS R T2 ).

AssetBundleBuildWindow

Editor Asset LoadMaode : Asset Bundle:Remote -
Remote URL : http://localhost: 12354 /unityassets 2020
Download FailedTimes ;1 5

Runtime Asset LoadMode [.ﬁ.ssetﬂundla_Remute b
Remote URL ; http:,-’_a"lucalhusf:12354_#'unifvasset§2020
Download FailedTimes ;5

{£F AssetBundle_Remote MIRSSRIEINEIFAIGIF. REECITRFHNRRBAERSS S FAIE, tHIXEAR I TRAIIGE i

HE

E:\UnityProjects\AssetBundleMaster_Unity2020\AssetBundles\StandaloneWindows64\1.0.0

atlas

materials

prefabs

scenes

sprites

textures
| AssetBundleManifest
| AssetBundleManifest.manifest
[ | versioninfo.ab

| versioninfo.ab.manifest

SHERZIIRSSEIER( LMMER— IS IRSEE, SHEBERE E\LocalServer\WebGL_Raw, port:12354), th7E Web.configi&
BT eI

Map fileExtension="."
ap fileExtension=".3

n fileExtension=".

XA LAMIRSS 28 TR 7



E:\LocalServer\WebGL_Raw\unityassets2020

atlas
materials
prefabs
scenes
sprites
textures
| ] AssetBundleManifest

| | wersioninfo.ab

SHIFIRS ST LAZEE .manifest ST

AssetBundle_EditorTest #&RzURLZMIGHISARNEEEEIRAY, FrATLRSEMEC ST TGRS MhRAEIIHE, FSEU. 5EEY

BRI A R BT P A ATRE:

AssetBundleBuildWindow |

------------------- -Editor Resources LoadMode---------------—-----
Editor Asset LoadVode ;.  Asset Bundle_Editor Test *

Runtime Asset LoadMode figg’@y_ndle_st@amingﬁ.ssgts -

------------------- -Platform Settings---------------------
Platform Selectioh : |Standa|une Windows 64 -

P P |
Al A T T T |ﬁ||||

--------------------- Version Settings}--------------------
Current Version : 2.0.0 Set Bundle Yersion z.0.0

Exists Versions : Version ; 1.0.0

K

Version ; 2.0.0

Version ; 3.0.0

——

L]

mi Exists Versions Y Version:x.x.x #Z5A g R BB AR A

AT SZ4E7 Assets/../AssetBundles/StandaloneWindows64/x.x.x/

PS : {RIZITHIBHEEILAE LOG (55, BRRETMEXERER.

TEEHEARRE:



1. MRS 2 E %) AssetBundle F| StreamingAssets {4k -

Tools  Window Help
| -
| AssetBundleMaster 3 AszszetBundleMaster Window

O Clear Dot >

1x
Copy built assetbundles From TempFolder To StreamingAssets

—RET B HIMRMERT B R A EEHIZ StreamingAssets 343k, XNMEFHEH.

2. 5B AssetBundleMaster FEARIEIE -

Tools  Window Help
AssetBundleMaster > AssetBundleMaster Window

Clear Data > Clear AssetBundleMaster Generated Datas

T SIS

1

|aH

Copy built assetbundles From TempFolder To StreamingAssets

I|
K
g

CaiER—ERIER T R, IRBIXEE 4 AssetBundleMaster &5 EIE1T.

3. Open Caching Folder

SNER(RBEF AssetBundle_Remote MARSSESNINE, {RETLAERI Cache XHREBEFIM, Unitys BmIEFIINSEEFS4A]

BEMBEREEEIR, Unity2017~Unity2020 EB1E L RRIEE.

XERR AssetBundleMaster {RFRBIRS 7, BNMERAREMQITAPPRRERMAERERNEFEENAR, RILTRIE

HEREERE.

48089 AssetBundleMaster 3.3.0 iR F, ETIRSIELRNE, LINR—EERNETESFFIZIRTT, SELUEXRIETY. &8

BERHRRYIRE BFRTEED.

(iES

1. SpriteAtlas, 7£ Unity5 755 E S 8lfE SpriteAtlas, 1 Unity2017 Z/GrTLARIEE, {SFB1E

AssetBundleBuildWindow.cs::CreateSpriteAtlasAssets FREA, BITIEATAHERE Packing Tag B9 Sprite &iRIZREZIE— AssetBundle



B, BT SpriteAtlas ATEERESFTBILANIERERY DrawCall BIIEIRR(Unity5 FEFHER). XEBFEAT Packing Tag {EASGRIKIE,
AIE7E Unity2019 FIEMEIRIEE &7 Packing Tag RIEIRAEETFIUWLEIREZF, FEt AssetBundleMaster 124t 7 —NEHAE

MER, WI07T Packing Tag iRE, #iE=sXIS Texturelmporterinspector.cs :

Unity2019

© Inspector

AssetBundleMaster E#; 7 Unity2019 {&{REHR

TRESINRES—ERESE Include in Build BEEEX(HLINEIREF), ResourceLoadManager i@ XS
UnityEngine.U2D.SpriteAtlasManager.atlasRequested RINT [EE, SHXFERIE 7TIMERIE, SRASRERIEEENAIERME K87E

ResourceLoadManager.RequestAtlas, FAFaNSRAE DA ZIX B TR (Unity2017 LR Z FEHIARA).



UiBtn

Asset Labels

SpriteAtlas £4FEENEIEES Assets/AssetBundleMasterSpriteAtlas ST (Unity2017 LAK Z fGAIMRAS).

2. EditorConfigSettings, BIshAZE—L4RiEe8 TRIIRE, FAFEILURES SN T2ESULAMRE. BT
AssetBundleBuildWindow::1679 1T EditorConfigSettings EREA, BEIEXN T UnityEditor.EditorSettings.spritePackerMode A5

fEEIFE SpriteAtlas, FHMEX T GraphicsSettings X E, BHLLITEEFSEFRYMR LightMap EEHEEIRAE. LE :

3. BRE =



AssetBundle & FTHBRRERZIE, £ EHEREZR, AERNIROBIULBRFASERTFHES, BAMEAS5|IAkEITR
FREAEE MRERNDAFEEBAREIE AssetBundle &, NXBGERIZEHIZBIENRESEAT. HiITLUES
Demo : Example_UnloadAssetEfficiency #17iiBA. FAFIEERE AssetBundle iR FHT8, ARIRIET StartScenel B FAIEFIE

RHANIIZS

LoadTextureBution LoadCubeBution
UnloadTextureBution UnloadCubeButton

ScenesExample_UnloadAsse(Efficiency

M LoadCubeButton EEY GameObject, AJLAEZIFFA AssetBundle 22 EHIM.

LoadTextureButton 1 LoadCubeButton
UnloadTextureBution UnloadCubeBution




/& UnloadCubeButton, BEIIES S IEIBIEEEXT AssetBundle 317 7 EIE;.

FRAINXRIE Cube #1 Pic3 #REXNEkH3k, = LoadCubeButton, LoadTextureButton:

LoadTextureBution | 4
UnloadTextureButton

PeC-

Scenes/Example_UnloadAssetEfficiency  ~

ALAIEZIIXAT textures/pic3.ab #IZEBE AT unloadable : False, EEEiX/ Pic3 B2 T2 HIER T, MRBE1=EH

UnloadCubeButton, ZZIMSERIZBIETH T :

textures/pic3.ab iX/* AssetBundle #{F8B T, EAE#H ResourceLoadManager ERXNE T, HEE3IMH, BHiildksaE

UnloadTextureButton:



UnloadTextureBution UnloadCubeBution  [§

Scenes/Example_UnloadAssetEfficiency

RIS MAT Resources.UnloadUnusedAssets(); PARBISICNEES M, HRFHAARRIK T 25, BIAEIE AssetBundle AU

1, BEXLHRILE T RFEASHESINE.

L2 BshEERRIEEER T, BYBFHEEAIE 7 AP HSERNER IS AT RER T ERFSftEREHNZ el &

AT RIE T BR SR ES IR FEREH AT

4. RETH :

AT —ERERBEFINTE, 7 Project EIRAVEIR LA LAUETT AssetBundleMasterTools #EIR :

Run APl Updater...
pdate UXML Schema
~

> Copy Asset Load Path
O Open C# Project

s Y  Com— Y VLT

Properties... Alt+P L :é‘nmfﬁﬁu }‘ §pam Get Spawn GameObject Cade

- Assets » AssetBundleMaster > AssetBundleMasterExample > Prefabs

Scene > Despawn

Destroy

SNEIE Cube.prefab 314 EGH, 1% [Get Spawn GameObject Code(Asynd)] ZJa, S TEABEHRZIZIUAR

AssetBundleMaster.ResourceLoad.PrefabLoadManager.Instance.SpawnAsync("Prefabs/Cube.prefab”, (Cube go)=>{});

‘B Ctrl + V MGEWCERA. MRREIRTHER BERRAT LB AssetBundleMaster SEEXAYERIE( EIR/E Build Root

25N ), SEFIHRAICBEREHME N EXAE



AssetBundleMaster.ResourceLoad.PrefabLoadManager.Instance.SpawnAsync("", (Cube go)=>{});
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Update support :

1. BAVKETMEHRRG, RLMTEMENNT X REEHHIRSER, EMSRFIIEIANT XHEE, XEHRRNERRSH

AJLAERANT X ERSE.

Assets/../AssetBundles/[Platform]/

1.0.0

2.0.0

3.0.0
[ Update 1.0.0 to 2.0.0.txt
[& Update 1.0.0 to 3.0.0.txt
[ Update 2.0.0 to 3.0.0.0xt

{ReJLLiE@id LocalVersion 8989 VersionInfo SESREXYBIERRARIER :

2. WNER{R{ER AssetBundle PersistantDataPath &z, AssetBundleMaster L5 Application.persistentDataPath F&{RAHisE
&RR, IRZEZREXM, MM Application.streamingAssetsPath FRZSISEY. IXELRIIRAT LR —MERithRZ<(1.0.0 5 2.0.0)FHE
StreamingAssets ZHFEZZRAREIR ARIRAILATEFMRAZIREE] Application.persistentDataPath F&ET, E/TRIMSIERGHTAY

BRT. NFRBHFEERR persistentDataPath AEERY, RIVERIRAFETIAEFHNT .

3. tNER{RiEEFE AssetBundle_ Remote &I, {RREMNTIEMIHEEY AssetBundle, (FRAREMENRE &, SRBIENGFIIR

IRNAHIEEZ TR, BFEIA).



