Cuctema KoHTpona sepcum Perforce

Nouyemy Perforce?

1) Ll,eHTpal'Il/BOBaHHaﬂ mogenb: BCA UCTOPUA XPaHUTCA Ha cepeBepe, CAnAHNE nponcxoaunTt 6bICTpee
*(He HYXXHO MMETb KOMUIO MCTOPUN Ha ZIOKA/IbHOM KOMMbKOTEPE KaK B Git YTo 06bIYHO npmneoauUT K TOMY 4TO
peI'IO3MTOleZ 3aHMMaeT B 2 pa3a 6o/blue MecTa Ha N0KaZlbHOM KOMI'IbI-OTepe)

2) MpounsBoanTENLHOCTL: BNaroaaps LEHTANM3BAHHOW MOAENM, MONYYEHME U OTNAPBKA U3MEHEHM
MPOMUCXOAAT 3HAYUTENBLHO bbicTpee
*(B Git, pull & push 3aHMMalOT O4E€Hb MHOTO BpeMeHM!)

3) YnpasneHue datnamu: ynpasaeHme 60nblWIMMN BUHAPHbIMK datnamm NPOUCXOANT 3HAUNTENIbHO bbicTpee

4) BeTBneHue: HeT KOHGNMKTOB NPU CANAHUK, MOTOMY YTO Perforce onoBsewaeT Apyrux pa3apaboTyMKoB YTO
dalin 3aHAT 0AHUM U3 pPa3paboTYMNKOB

Cnosapb:

pdv — NnpunoxKeHue/KAneHT ana pabotsbl ¢ Perforce

Depot — aHanor penosutopma B Git

Workspace — mecto xpaHeHUs ¢palinos peno3nTopus Ha SIOKasIbHOM KOMMbtoTepe
Stream — aHanor branch B Git

Changelist — cnucoK nameHEHHbIX paiiioB (aHanor commit B Git)

Submit — oTnpaeka Changelist Ha cepsep (aHanor push B Git)

Get latest (revision) — nonyyeHume nocnegHero coctoaHus Depot (aHanor pull B Git)
B Unreal Engine:

Check Out (npaBbilt KUK Ha daitn) — NnockonbKy B Perforce Bce dalinbl no ymonyaHuio Read Only ata dyHKumA
Heobxoanma YTobbl ONOBECTUTL APYrMX NOAb30BaTenel YTo Gaia B HaX0AMTCA paboTe, 3Ty OMNUMI0 MOXKHO He
MCNo/1b30BaTb ec/n BKAoUUTb B Edit->Editor Preferences-> (B nouncke) Automatically Checkout on Asset Modification
(aTa onuma asTomaTnueckn npumeHset Check Out no oTHoLWweHUIO K Paiiny ecnm oH 6bla USMEHEH U COXPAHEH)

Check In (npaBblit KKK Ha palin) — 310 submit (kommuT) ogHoro daiina
Revert (npaBblii KKK Ha daiin) — 3TO OTMEHa M3MeHeHuI daina

Submit Content (onuus B npaBom HUKHeM yray B pasgene Source Control) — 3T0 KOMMUT Bcex M3MEeHEHHbIX dhainos
BKAOYEHHbIX B Changelist



Sync (npaBblIi KAKK No Ntobok anpekTopumn (Nanke)) — Toxke camoe 4to 1 Get Latest B p4dv, MOMeHTanbHOE NojyyeHme
nociaefHero COCTOSHUA PenosnTopun Ha cepeepe 6e3 HeobXoANMMOCTU KOMUTA

Hauyano pabotbl ¢ Perforce (p4v):

1) Mocne ycTaHOBKM p4v KAMEHTa, BBECTU MMSA MNOJIb30BaTENN U aZlpec cepBepa KOTopble BamM Bbiaan

aaMUHUCTPATOP

@ Open Connection

Type in connection settings:

Remote Server  Personal Server

Input your remote Helix server and user information below. A workspace can optionally be created/

chosen after you connect.

Server: perforce: 1666
User: second

Workspace: |(optional)

2) Bbibpatb (Depot) penosntopuii npoekTa

File Edit Search View Actior
Refresh
[fProject1y

E= Depot | O Workspace

(no workspace selected)

depot

i= Projectl

Browse... Mew...
Browse... Mew...
8]4 Cancel Help

3) co3patb Workspace B KoTopom 6yayT xpaHUTbCA ¢paiinbl NPoeKTa

File Edit Search View Actic
Refresh
[fProject1)

E= Depot | O Workspace

(no workspace selected)

Mare Workspaces. ..

Edit Recent Workspaces. ..




4) Npu co3gaHum Workspace Heob6xoaMMO yKa3aTb NpaBU/IbHOE Ha3BaHWe B popmaTe
(MmaNonb3osatensa_Ha3saHuellpoeKTa) u BbIbpaTb Stream (BeTKy) B KOTopol byaem paboTaTtb

[; Workspace: New (1666, second) X

Basic | Advanced

Workspace name: | second_WorkspaceProjectl
Waorkspace root: C:\WUsers\second\Perforce’\second_WorkspaceProjectl Browse...
Stream: main (//Projectl/main) Q) - Browse...

Stream at change:

To edit these mappings, you must edit the stream's path configuration

I
1
(0

Waorkspace Mappings:

Depot Tree Client Expression
P = Projectl

v/ | Switch to new workspace immediately

Automatically get all revisions

OK Cancel Help



5) Boibnpaem Haw Workspace 1 Haxkumaem Get Latest (revision), 4aHHaa KOMaHAa KNOHMPYET Peno3nuTopuii ¢
cepBepa Ha Ball JIOKA/IbHbI KOMMbOTEP

@ second_WorkspaceProject1, 1666, second - Perforce Helix P4V

Eile Edit Search View Actions Connection Tools Window Help

& NI N O v + - « |k

Refresh Get Lates GIEt latest revision [Cl:rl+Shiﬂ:+G}| Add Delete Revert Diff

c:\Users\second\Perforce)\second_WorkspaceProject1),

& - Depot D= Workspace A t

Zw

[ second_WorkspaceProjectl (main) -

c:\Users\second'\Perforce’\second_WorkspaceProjectl

Mpouecc KNOHNPOBAHUA:

(Get Revision Progress

Copying 1393 of 10639 file(s)

][] 12% -

Stop

| | LU TOLatraTT.



6) Mocne Toro Kak KNOHUPOBAHME 3aBEPLLMNOCH KIMKAaeM NpaBoi KHOMNKoW Ha daiin npoekTa (y Hero

paclwmpeHue .uproject) n Haxkumaem Open

Eile Edit Search View Actions Connection Tools
> v
Refresh Checkout

c:\Users\second\Perforce’\second_WorkspaceProjectliLyraS
E'-' Depot

[ second_WorkspaceProject1 (main)

O Workspace

v c:\Users\second'\Perforce’\second_WorkspaceProjec
A LyraStarterGame

NS

Binaries

Build

Config

Content

DerivedDataCache

Intermediate

Platforms

Plugins

Saved

Source
B .vsconfig #1/1 <utfg=
LyraStarterGame.sln #1/1 <utfa=

! LyraStarterGame.uproject #1/1 <text>
[ .pdignore #1/1 <text>

O

Open With

Get Revision...

Remove from Workspace
Check Out...

Check Out and Open...
Mark for Delete...

File History

Revision Graph
Time-lapse View

Diff Against Have Revision
Diff Files Against...

Find in Streams...
Change Filetype...
Merge/Integrate Files to 'main'...
Copy Files to 'main’...
Branch File...
Rename/Move...

Undo Changes...

Tag with Label...
Bookmark...

Shows In

Open Command Window Here

Refresh 'LyraStarterGame.uproject’

»

Ctrl+E

Ctrl+T
Ctri+Shift+R
Ctrli+Shift+T
Ctri+D
Ctri+Shift+D
Ctri+Shift+x

7) Nocne Toro Kak 3anyctutca Unreal Engine Bam Heobxo4MMO KIMKHYTb B MPAaBOM HUXKHEM YIy Ha Source
Control ana Toro 4To6bI PEAAKTOP MOT B3aMMOAEMNCTBOBATbL C PEMNO3UTOPUEM

£ All Saved

== Derived Data

'Zl Source Control




8) B oTKpbIBLLIECA OKHE HeEobxoaMMOo BbibpaTb Perforce, BBecTU agpec cepsepa B none Server, Bale UMA
nonb3osartens B nosie User Name u Bbi6paTb Workspace u3 cnucka Available Workspaces

ontrol Login

Provider

Server

User Name

Available Wao

rce Control Log

Accept Settings Disable Source Control

9) B ciegylolem ware BaM He0b6Xo0ANMMO NOMEHATb OAHY HaCTPOMKY Ballero peaakTtopa KoTopaa HaxoamuTca B
Edit->Editor Preferences-> (1 B nouncke HanTu) Automatically Checkout on Asset Modification, nomeHATb 3HaYeHne
Ha true

+t} Editor Preferences
% automatically check

General - Loading & Saving

ontrol

Automatically C

nockonbKy B Perforce Bce pannbl no ymondaHuio Read-Only, yTobbl X HeNb3s 6bINO CNYYAaMHO UBMEHUTD 3Ta
onuma No3BosUT genaTb aBTomatmyeckmnin Check Out (6paHupoBaHue daiina) npu nsmeHeHuun dpaiina



Tenepb Mbl BCE HAaCTPOU/IU U MOXKEM [EeNCTBOBATb

1) Mpu NnpaBoOM KAUKe Ha OTAe/bHbIN hain B CAaMOM HMU3Y NOSABUBLLIErOC OKHA Mbl MOXXeM BUAETb ONLUK
nMetoLLmMe oTHolleHue K Source Control (Perforce)

Check Out (3abpoHupoBatb daiin)
Refresh (nonyunTtb NnocnegHo0 BepcUio acceTa ¢ cepsepa)
History (nctopua nsmeHeHuma acceta)

Diff Against Depot (cpaBHWUTb CTapyto 1 HOBYIO Bepcuio ¢paiinos)

Audit Assets... ALT+SHIFT+A

('- Shader Cook Statistics..

¢ View Documentation - Blueprint

Source Control
G.-'—'c._.'i't'.E
AutoReload Firs ::II I | i |_” ~ Checlk Out
aga Zing

3y Refresh

History
m Diff Against Depot

Source control actions.

2) Npun M3meHeHUKN acceTa NPomn3onaET aBTomaTndeckuii Check Out 4to oTobpasmnTca y Bac Kak KpacHas
raso4ka

ay aApyrnx ydaCtTHMKOB MPOEKTa OTO6pa3MTCF| KaK YKENTaA rasioyka ¢ 3aMOYKOM

B_Weapon




4TO MNO3BOJIUT ABYM Y4acCTHMKaM 6e3 Kakux IMbo AONONHUTENbHBIX AeNCTBUI (6€3 OTNPaBKM KOMUTOB Ha
cepBep) ONOBECTUTb APYrMX YHaCTHUKOB NPOEKTA YTO paboTa Haj, acceTom yKe UAET, Bbl BCEra MOXKETE
YBUAETb KTO M3MEHWA aCCET HaBeAA KYPCOP MbILUM HA HEFO U CMOTpPA B None pagom ¢ Hagnucbto Checked out
by: Uma_Monb3oBatens

B_Weapon

aeprntcls. B_Weapon (Blueprint C

Mpu NonNbITKE U3MEHEHMA acceTa KOTOPbIA U3MEHWUA APYrOM Y4aCTHUK NPOEKTa Bbl NONy4UTE YBEAOMIEHWNE B
NPaBOM HUXKHEM yray

A Warning: Assets you have edited are
locked by another user.

. 1U




A npu NonbITKE COXPaHUTb acCET U3MEHEHHbIN APYrMM Y4aCTHMKOM Bbl YBUAETE OKHO C TEMMU acCeTamm
KOTopble y¥Ke 6bl1M 3a6pOHMPOBaHHbI A0 BalLMX U3MEHEHUN

Check Out

Checked Out By

Warning: There are modified assets which you will not be able to check out as they are locked or not at the head revision.
You may lose your changes if you continue, as you will be unable to submit them to source control.

TakKe B NpaBOM HUXKHEM YINy peaakTopa ecTb KHomnKa Source Control, B KOTOPOI MOXKHO
OTMNPaBUTb BCE M3MEHEHMUA (MK BbIDOPOYHO) Ha cepBepP UAN NOCMOTPETb CIUCOK M3MEHEHHbIX
acceToB

%) View Changelists
& Submit Content




OkHo Submit Content, KoTopoe oTnpPaBuUT (KOMUTUT) Bce BbiBpaHHbIe ¢alinbl Ha cepBep

Submit Fi

u

Changelist Description

Asset File
B_ShootingTarget
B_Weapon
GA_Weapon_AutoReload
GA_Weapon_Fire
GE_HugeHealthTarget
L_DefaultEditorOverview
ShootingTarget_Ability Set
ShootingTarget_PawnData

Changelist description is

Keep Files Checked Out

OkHo View Changelists, B KOTOPOM MOXHO BUAETb Pa3Hble CMUCKN U3MHEHUI 1 Bosiee TMBKO pacnpeaenatb

U3IMEHEHUNA Ha CMUCKK

u & View Changelists

":) Refresh

w Changelists (1)
default (8)

Q

Name Path

® Q

@ B_Weapon

u

Changelist Description

l#c hangelist validated

Asset
B_ShootingTarget
B_Weapon
GA_Weapon_AutoReload
GA_Weapon_Fire
GE_HugeHealthTarget
L_DefaultEditorOverview
ShootingTarget_ et
ShootingTarget_Paw

w Uncontrolled Changelists (1)

A Default Uncontrolled Chang

-~

— ; A
f\/ \ Changelist validation successful!
\Vv /

Keep Files Checked Out

@ L_DefaultEditorOve/Game/System/DefaultEditorMap/L_Defaul/Scri
/Game i
@ GA_Weapon_AutoF/Game,/
H GA_Weapon_Fire /Game/
@ B_shootingTarget /Game,/
@ GE_HugeHealthTal/Game,
@ ShootingTarget_AL/Game/Weapons,/Te
@ ShootingTarget_Pz/Game/Weapons,Te

Confirm changelist submit

les

required to submit

/Game/Weapons/Tests/B_ShootingTarget.B_Shoo
fGame/Weapons,/B_Weapon.B_Weapon
/Game/Weapons/GA_Weapon_AutoReload GA_We
/Game/Weapons,/GA_Weapon_Fire GA_Weapon_Fi
/Game/Weapons,/Tests/GE_HugeHealthTarget.GE
/Game/System/DefaultEditorMap/L_DefaultEditort
/Game/Weapons/Tests/ShootingTarget_AbilitySet
/Game/Weapons/Tests/ShootingTarget_PawnDat

Cancel

/Weapons/B_Weapon / ngine
Weapons/GA_Weapon_AutoReload / ]

Weapons/GA_Weapon_Fire
Weapons/Tests/B_ShootingTarge

E_HugeHealthTar,
shootingTarget_Ab
shootingTarget_Pa

Engine.
ipt/Engine.

3 ||'_.'|.|I alme
script/LyraGame

/Weapons/Te

x

File
/Game/Weapons/Tests/B_ShootingTarget.B_ShootingTa
/Game/Weaj _Weapon.B_Weapon
/Game/Weapons/GA_Weapon_AutoReload GA_Weapon_i
/Game/ pons/GA_Weapon_Fire.GA_Weapon_Fire
/Game/ [Tests/GE_HugeHealthTarget. GE_Hugel
/Game/s
/Game/ /

/Game/Weapons,/Tests/s

Submit Cancel

/Engine World
jine.Bluepri
ine.Blue
ine.Blue
Blueprint 12/
Blueprint 12/19
Lyraall2/19
LyraPi12/19/2

Last Saved
12/26/22

int 1

MMMRMPMPEMMNR

Assets to check for reconcile: 2




TakKe 4Tobbl HE OTNPABAATL BCE aCCETbl HAa CEPBEP MOXKHO BbibpaTb KaKol-To oguH U caenatb Check In, uto
paBHOCKMbHO Submit ToNbKoO ANa oaHoro ¢aina

Audit Assets...
Shader Cook Statistics..

" View Documentation - Actor

- View Documentation - Blueprint

Source Control

&« ChecklIn = o

3 Refresh Checks in the selected asset to source control.

+. Revert
Blueprint Class

Mocne TOro Kak KTo-To OoTNnpPaBna NUAMEHEHNA HA CepBepP Bbl MOXKETE CUHXPOHN3NPOBATb d)aVIJ'IbI KOTOpble Bam
HYXHbl HE BbIXO4A U3 peadaKTOopa C MOMOLLbIO ABYX ﬂ,eﬁCTBMﬁ

1) Ecnm Bam Hy»XKeH OAUH acceT moxKeTe caenatb Refresh, npaBolt KHONKOW MbilLKM NO acceTy B pasaesie Source
Control

2) Ecnm Bam Hy»KHO 0BHOBMTb BCe acceTbl Haxoaawmeca B anpekTopum Maps nam Content unm ntoboi apyroi,
MOXKeTe BOCMNO/1b30BaTbCA Sync

Resave All
Delete
“ Fix Up Redirectors
Migrate...
.= Reference Viewer...
ize Map...

Shader Cook Statistics...

I, Validate Assets in Folder

Check Qut

Check In
Sync

Syncs all the assets in this !

CoserT: CTapanTecb N0 MaKCMMYMY UCNONb30BaTb PEAAKTOP, PAV KAMEHT NNONb3ynTe

TOJIbKO ANA CUHXPOHU3aLU MK BCETrO NPOEKTa, eC/IN 3TO Bam KOFAa-HM6YAb npurognTcA, Tak Bbl
CMoXKeTe SKOHOMUTb MHOIo BpeMeHU



JononHutenbHan VIHCI)OpMaLlMﬂ Ana agMUHUCTPATOPOB:

https://www.perforce.com/products/helix-core/configure-helix-core-game-engine#tab-panel-49191

https://www.youtube.com/watch?v=Hvmvv2MG-UE



https://www.perforce.com/products/helix-core/configure-helix-core-game-engine#tab-panel-49191
https://www.youtube.com/watch?v=Hvmvv2MG-UE

