
  G
en

er
at

iv
e 

Ar
t —

 M
ad

e 
w

ith
 U

ni
ty

How to manage (really) 
big assets with 
Addressables
Session 1: An introduction for the industry



The issues we want to overcome

• Industrial assets are often big 
(multiple Gb)

• It can cause an issue because 
we need to load the models in 
the memory (RAM)



The issues we want to overcome

• You often need to showcase 
different models (ex: vehicles)

• The models can be updated 
regularly by the CAD designers

• It can cause an issue because 
we need to load multiples (big) 
models, and they are often 
updated



The issues we want to overcome

• You often present the models 
on Tablets or autonomous VR 
Headsets

• It can cause an issue because 
these devices have low memory 
(RAM)



The issues we want to overcome

• Maybe it's a PiXYZ module 
that is converting the CAD 
to FBX or GLB and it's 
stored in a server

• It can cause an issue 
because we need to 
retrieve those models from 
the server everytime there 
is an update



Our example

• We want a hangar to 
showcase our vehicles

• We need a simple interface 
to choose the vehicles we 
want

• We want to be able to 
showcase multiples 
vehicles



The classic way

• 1 prefab = 1 vehicle

• A script that references all 
the prefabs

• A button per model to 
spawn them



The code for Prefabs



Why it’s a problem ?

EVERY PREFABS ARE LOADED IN THE MEMORY (RAM)



When scene is empty

• Only the Hangar

• Build size : 265MB

• RAM 
• Total : 244MB
• 80MB = camera view
• ~150MB = hangar



With the prefabs

• Added the prefabs in the list

• Build size : 558MB

• RAM 
• Total : 530MB
• 80MB = camera view
• ~150MB = hangar
• ~300Mb = vehicle models

+117%



The memory usage with Addressables

• Use addressables instead of prefabs

• Build size
• Build: 266MB
• Addressables (bundles): 224MB

• RAM 
• Total: 244 MB
• 80MB = camera view
• ~150MB = hangar
• 0Mb = vehicle models
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Let’s do that within the 
Unity Editor!
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Well Done 🎉



The classic process of building an app

Unity Editor .apk / .exe Hard drive 
(SSD)

Memory 
(RAM)

User’s deviceDev computer

Build the 
project with all 

the assets

Install the 
packaged 
software

Load 
everything 

when app is 
launched

WITH 
PREFAB

S
Maybe a lots of 

Gb!!



The process of building an app with the adressables
User’s deviceDev computer

WITH 
ADDRESSABL

ES

Unity Editor .apk / .exe Hard drive 
(SSD)

Memory 
(RAM)Build the 

project without 
the assets

Install the 
packaged 
software

Load only the 
minimal app 
when app is 

launched

.bundle

Build the 
assets in 

another file Hard drive 
(SSD)

Load the 
asset 
when 

needed

Stored aside in a 
separate folder 

(StreamingAssets 
by default)

Really small!!



The code for Addressables



The Addressables are built as .bundle



Pros / Cons

• Pros: 
• Not every assets are loaded in 

the memory when the scene 
loads

• You can mix prefabs & 
addressables

• You are manipulating strings 
and not assets (CPU & RAM are 
happy)

• You choose what is loaded into 
memory!

• Cons :
• You choose what is loaded into 

memory!
• More code to write.
• You mustn’t forget to unload
• You have a new interfaces to 

learn



WITH GREAT POWER COMES GREAT RESPONSIBILITY



ONE MORE THING



What if my models are constantly updated ?



The addressables can be stored online
User’s deviceDev computer

WITH 
ADDRESSABL

ES

Unity Editor .apk / .exe Hard drive 
(SSD)

Memory 
(RAM)Build the 

project without 
the assets

Install the 
packaged 
software

Load only the 
minimal app 
when app is 

launched

.bundle

Build the 
assets in 

another file Hard drive 
(SSD)

Load the 
asset 
when 

needed

Download from 
a server (CDN)

Really small!!



Where to store the .bundle ?



Pricing



Pros / Cons

• Pros: 
• Build is smaller
• Assets be replaced online and 

the app will be updated without 
creating a new version of the 
build

• Cons :
• Build process is a bit more 

complicated
• You mustn’t forget to push the 

.bundle to the server
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Let’s do that within the 
Unity Editor!



Conclusion

• Provides a powerful solution for managing large assets in both 
industrial and video game projects

• By connecting Addressables to Unity's Cloud Content Delivery you 
create an efficient update pipeline that improves user experience and 
simplifies deployment.



Conclusion

• Optimized memory usage by 
loading only necessary assets 
when needed

• Remote model updates without 
rebuilding the entire application

• Smaller initial build sizes

• Flexible asset lifecycle 
management

• Properly manage asset 
loading/unloading to prevent 
memory leaks

• Implement loading systems for 
download times

• Maintain organized Addressables 
groups

• Test thoroughly with various 
loading scenarios



⚠Warning⚠

• In our case we force Unity to load 
from the cloud in order to 
showcase the feature

• In real-life you want to include the 
assets in the local build in case the 
user doesn’t have internet access


