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AssetBundle
Manager &
Example Scenes
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Unity Technologies

*hkkk (178)

A=tk

This package contains the AssetBundle
Manager and a series of Simple
Example Scenes to help understand
how to use the AssetBundle Manager.
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1 stone top Import Settings 2,
Texture '_rype’ | Texture 4.l
Alpha from Grayscal[_]

Wrap Mode | Repeat s}
Filter Mode | Bilinear ™
Aniso Level —1 |

Max Size
Format
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Remove Unused Names
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AssetBundles > Build AssetBundle
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Create

Show in Explorer

Open
Delete

Open Scene Additive

Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All

Run API Updater...
AssetBundles > Local AssetBundle Server
Open C# Project Simulation Mode

Build AssetBundles

© monolizm LLC



LEELTTIE

7y FYFLOEY A

4. Unityo 7Rz b 7A4#ILKXETFIC [AssetBundles] & W5 7 +
IWEDMERR SN, ZDHRICT Ty b7+ —LBOT7 FILTHERS
nNExHIN3, (Windowse& »i0SE H)

L ZEEHINBZDIZ, REDTTY b7+ —LDH,
RD7Z2y b 7x—LDT7Ey bV FILZVERRT 5 I21F,
SwitchPlatform L THA B EI R LGB THRELDH B,

= R

> AssetBundleManagerTest > AssetBundles > Windows

" ZEl k)
] ab_chichimo 2016
D ab_chichimo.manifest 2016
] chichimo 2016
D chichimo.manifest 2016
| ] Windows 2016
D Windows.manifest 2016

7238 MANIFEST J71)

H T a0 AL

© monolizm LLC



LEELTTIE

IE TSN $ IE

T IV N T7H LT EICHETDRELDH S

7y FYFLOEY A

=V T FAINEFDMBDOT Y bT
\-L/f&<‘( j:tﬂxbfd:\a\o

Rl 7ty /x> FIb




L¥Es
TENTTUER

3. 7wyt

NV K

AN 1) A
O— K




LEELTTIE

Ty bRV FLOTyTA—F

1. FTPOZAT7 > Y 7 b &EE-STH—/N—|C,
T2y b T7H4—LT7#NRTETy 70— KT 57510,

v | UE=F ¥4 F: | fhome/monolizm/www/sab/src/AssetBundleTest
N "% ore

- ? ots

7 poster

P

=~ | sab

7 images

-~ ? pdf 7729 b 7x—LDT7F+LVETL
-7 psd Ty 7T BET

= ~ src
AssetBupdleTest
7 voice
TrA% / 774AN... TPANDES
v .
Windows 74 T IA—

BERELEIRLESTBFTPY 54 7 b [filezilla] !
Windowsd® MacH H 5 &

© monolizm LLC



LEELTTIE

7y bV ROy 7A—F

HEHNm. AssetBundle Manager(llgY—/1"—%> a2l —> 393
BEEED D D, IMFHEROBRIEINZFEZIX, WbBULWbBHY—N
— T =27 v 7T LELTELDL,
X = a2— > Assets > AssetBundle > Local AssetBundle Server
IZF vy 72 ANNITFER B Z,

D2FY, Fzv 72 ANDEIT T,
YO IFERD AIRE IR L R D DT 7,

Jnity Personal (64bit) - Untitled - AssetBundleManagerTest - PC, Mac & Linux Standalone* <DX11>
Edit = Assets GameObject Component Window Help

E Create

. Show in Explorer
lierarcl |

gec| Open

iin Car Delete
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ichimo Open Scene Additive
Import New Asset...
Import Package
Export Package...
Find References In Scene
Select Dependencies
Refresh Ctrl+R
Reimport

Reimport All
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Build AssetBundles
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/Il <summary>

7wk SR/ EO0—k.

Il <[summary>

/Il <returns>The asset bundle coroutine.</returns>

/Il <param name="url">URL.</param>

public IEnumerator LoadAssetBundleCoroutine(string url)

L
| oINS ES S O—F |
WWW www = WWW.LoadFromCacheOrDownload(url, 0); :
while (‘www.isDone) :

{ | BETEMS T B0

yield return null;

: BETCHELEZ D%
I Frval Tl
I SOBENEIIREM LW

Il F+wv2al THS
m_assetBundleCache = www.assetBundle;

Il BEIL

www.Dispose();
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/Il <summary>

I 7wk 2 RJL A 5GameObject #5777

/Il </[summary>

/Il <returns>The game object from asset bundle.</returns>

/Il <param name="assetName">Asset name.</param>

public GameObject GetGameObjectFromAssetBundle(string assetName)

{

try

{
MILNTERBLTAREZRE .

| GameObject prefab = m_assetBundleCache.LoadAsset<GameObject>(assetName); |

return GameObject.Instantiate(prefab); FryaliWhkThEy kY RLAS

} BEDT7 7 AL ERE

catch (NullReferenceException e)

{
Debug.Log("LoadAssetBundle::GetGameObjectFromAssetBundle [" + e.ToString() + "]");
return null;

}

}
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using UnityEngine;
using System;
using System.Collections;

public class LoadAssetBundle : MonoBehaviour

/Il <summary>
Ml o,/ SR DF+2a fF.
Il </summary>

private AssetBundle m_assetBundleCache;

/Il <summary>

N 7tk R/ EO—RK.

Il </summary>

/Il <returns>The asset bundle coroutine.</returns>

/Il <param name="url">URL.</param>

public IEnumerator LoadAssetBundleCoroutine(string url)

Il P,/ SR EL 20—
WWW www = WWW.LoadFromCacheOrDownload(url, 0);
while ('www.isDone)

yield return null;

I F4v22l THS
m_assetBundleCache = www.assetBundle;

/4

www.Dispose();

/Il <summary>

Il Ptk 2RI 5 5GameObject #5747

Il </[summary>

/Il <returns>The game object from asset bundle.</returns>

/Il <param name="assetName">Asset name.</param>

public GameObject GetGameObjectFromAssetBundle(string assetName)

try

{
/| FLNTERBL TA IR IE
GameObiject prefab = m_assetBundleCache.LoadAsset<GameObject>(assetName);
return GameObject.Instantiate(prefab);

catch (NullReferenceException e)

Debug.Log("LoadAssetBundle::GetGameObjectFromAssetBundle [" + e.ToString() + "I");
return null;
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Q Unity Personal (64bit) - main.unity - AssetBundleManagerTest - PC, Mac & Linux Standalone <DX11> - O X
File Edit Assets GameObject Component Window Help

LA | S ol [E]] [ecenter ] ®Global & | [Account - |

= Hierarchy € Game © Inspector
I Create 'I (AT ] Display 1 % Free Aspect ¢ a o ‘LoadAssetBundle | [static
Main Camera Tag | Untagged + | Layer | Default &)
Directional Light =
Lcadassdeudle v::-iti;"n.f.mx ® v[o -
el Rotation X0 Y 0 Z0
Scale X1 Y1 Z|1
¥|@| Load Asset Bundle (Script) o,
Script / |- LoadAssetBundle | e
/
| Add Component |

E console
| Clear | | Collapse | Clear on Play | Error Pause |
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using UnityEngine;
using System.Collections;

public class SceneManager : MonoBehaviour {

/Il <summary>

Il ZHwk/ "R JLDURL.

/Il </[summary>

public string AssetBundleBaseURL = "http://192.168.1.102:7888/";

/Il <summary>

N ey, R 0—5—

/Il </[summary>

public LoadAssetBundle m_loadAssetBundle;

/Il <summary>

I ZHoks S RILSERY H L 7-GameObject # A #1.8 /= &) DGameObject
/Il </[summary>

private GameObject m_gameObject;

/Il <summary>
I #JEF1E
/Il </[summary>
public IEnumerator Start() {
I EFLIET I NARILDITO0—F
yield return StartCoroutine(m_loadAssetBundle.LoadAssetBundleCoroutine(AssetBundleBaseURL));

R R S I| &5 O~ R BTtk Vo RIS G ERY T

m_gameObject = m_loadAssetBundle.GetGameObjectFromAssetBundle("Cube™);
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¥ .~ Transform &%,
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¥ |@| M Scene Manager (Script) &,
Ecript - SceneManager | @
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Load Asset Bunu " LoadAssetBundle (Load/ ©
( Add Component |
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