Cuctema KoHTpons sepcuit Perforce

Nouemy Perforce?

1) LleHTpannsoBaHHas MOAe/b: BCA UCTOPUA XPAHUTCA HA cepBepe, CAMAHNE NPOUCXOAUT bbicTpee
*(He HYXXHO MMEeTb KOMUIO UCTOPUU HA NOKA/IbHOM KOMMbIOTEPE Kak B Git YTO 06bIMHO NPUBOAUT K TOMY YTO
PENo3nToOpUit 3aHMMAET B 2 pa3a bo/ibllie MecTa Ha JIOKa/IbHOM KoMnbloTepe)

2) MponsBoanTeNbHOCTL: B1arogapa LEHTPANM30BAHHOM MOAENN, NOTlYYEHWNE N OTNPaABKA U3MEHEHUI
NPOUCXOAAT 3HAUUTENBHO BbicTpee
*(B Git, pull & push 3aHMMaIOT OYEHb MHOIO BpEMEHM)

3) YnpasneHune pannamu: ynpasneHne 6onblinMuy BUHAPHbIMK painnammn NPOUCXoAnT 3HAYNTENbHO BbicTpee

4) BeTBNeHMe: HET KOHPNNKTOB NPU CANAHUK, NOTOMY YTO Perforce onosewaeT aApyrux pa3paboTynKkos 4To
dain 3aHAT 0 A4HMM U3 pa3paboTyMKoB

Cnosapb:

pdv — npunoxeHune/KaneHT gna paboTbl ¢ Perforce

Depot — aHanor penosutopua B Git

Workspace — mecTo xpaHeHua paitnos penosntopma Ha NOKabHOM KOMMbloTepe
Stream — aHanor branch 8 Git

Changelist — cnucok nsmeHéHHbIX dainos (aHanor commit B Git)

Submit — otnpaska Changelist Ha cepBep (aHanor push B Git)

Get latest (revision) — nonyueHue nocnegHero coctossHusa Depot (aHanor pull B Git)
B Unreal Engine:

Check Out (npaBbIit KKK Ha daiin) — nockonbky B Perforce Bce daiinbl no ymonyaHuio Read Only aTta dyHKUMA
Heobxoanma, 4yTobbl ONOBECTUTL APYINX NONb30BaTeNeN YTo dpalin HaxoauTca paboTe, 3Ty OMNLMIO MOMKHO He
MCNONb30BaTb ecan BKAUMTL B Edit->Editor Preferences-> (8 noucke) Automatically Checkout on Asset Modification
(aTa onuma aBTomatnyeckn npumeHseT Check Out no oTHoWweHUIO K paitny ecam oH 6bin U3SMEHEH U COXPAHEH)

Check In (npaBbIt KKK Ha daiin) — ato submit (kommuT) ogHoro daina
Revert (npaBblii KUK Ha daitn) — 3To OTMEHa U3MeHeHul dainna

Submit Content (onuus B NnpaBom HUKHEM yray B pasgene Source Control) — 3To KOMMUT BCceX U3MEHEHHbIX dhalinos
BKAtOYEHHbIX B Changelist



Sync (npaBblii KKK No Noboit AupeKkTopum (Nanke)) — 1o ke camoe Uto U Get Latest B p4v, MOMeHTanbHOE NoslyYeHue
rnocneaHero COCTOAHUA Peno3nTopmsa Ha cepeepe 6e3 HeobXoAMMOCTM KOMUTA

MNpouecc ycTaHOBKU p4v KIMEHTa:

1) BbibepuTe MecTo yCTaHOBKM

£) Helix Core Apps - 2022.3 >

@ Select Applications PERFORCE

g Helix Visual Client (P4V) We recommend installing all four Helix
VCS client applications included here.
They are designed to work together

0 Merge and Diff Tool (P4Merge) with integrated functionality to
manage your digital content.

Administration Tool (P4Admin)
The DVCS feature will not be

available in P4V because Helix
Server is installed on the same
machine. |l earm more

Primary install directory:
C\Program Files\Perforcel,

=

2) BBeguTe agpec cepBepa M MMA NO/Ib30BATENA KOTOPbIE BblAal BaM aAMUHUCTPATOP, NOC/E Yero 3aBepLunte
YCTaHOBKY

@ Command-Line Client (P4)

— . — T e 1 AT AR R LR

£) Helix Core Apps - 2022.3 >

@ Client Configuration PERFORCE

Server

server_addr

U=er Name

USEr_name

Text Editing Application

CAWINDOWS\system32\Notepad.exe

< Back | [ Mext =

Cancel |




Hauyano pabotbi ¢ Perforce (p4v):

1) Mocne ycTaHOBKM p4v KAMEHTA, BBECTM MMSA MO/b30BaTENA M aApec cepsBepa KOTopble Bam BblAas
afMMHUCTpaTOP

) Open Connection X

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 Browse... MNew...
Workspace: | (optional) Browse... MNew...

0K Cancel Help

2) BoibpaTb (Depot) penosuTtopuii npoekTa

File Edit Search \iew Actior

>,
Refresh

[fProject1y

E= Depot [ Workspace

{no workspace selected)
depot

= Projectl

3) cozaatb Workspace B KoTopom 6yayT xpaHuUTbCA $ainbl NPoeKTa

File Edit Search \View Actic

,
Refresh

[fProject1y

E= Depot [ Workspace

{no workspace selected)
More Workspaces. ..

Edit Recent Workspaces...



4) Npu co3paHmm Workspace HeobxoaAMMO yKa3aTb NpaBuU/IbHOE Ha3BaHMe B popmaTe
(MmaNonb3oBaTena_HasBaHuellpoeKTa) n BbiIbpaTb Stream (BeTKy) B KoTopon byaem paboTtaTtb

[; 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) Bbibupaem Haw Workspace 1 Haxkumaem Get Latest (revision), 4aHHana KoMaHAa KNOHUPYET Peno3nTopuii c
cepBepa Ha Ball 10Ka/IbHbI KOMMbIOTEP

@ 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 KNOHMPOBaHMA:

(Get Revision Progress

Copying 1393 of 10639 file(s)

][] 12% -

Stop

| | LU TOLatraTT.



6) Mocne Toro Kak KNOHMPOBAHME 3aBEPLLMIOCH KIMKaeM NpaBoi KHOMKOM Ha ¢pain npoeKTa (y Hero

paclumMpeHue .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 He06X04MMO KMKHYTb B MPAaBOM HUMKHEM Yy Ha Source
Control gna Toro 4To6bI pegaKkTop MOT B3aMMOAENCTBOBATb C PEMO3UTOPUEM

£ All Saved

== Derived Data

'Zl Source Control




8) B oTKpbiBLLECS OKHE Heobxoaumo BbibpaTh Perforce, BBecTu aapec cepsBepa B none Server, Balle UMs
nonb3osatens B nosie User Name u BbibpaTb Workspace u3 cnuncka Available Workspaces

Source Control Login

Provider Perforce

second

second_Worl
Available Work 5 second_Wo

F Sourc

Accept Settings Disable Source Control

9) B cneaytowem ware Bam He06xXo4MMO NMOMEHATbL OA4HY HAaCTPOWMKY Ballero pegakTopa KOTopas HaxoguTca B
Edit->Editor Preferences-> (1 B noucke HanTh) Automatically Checkout on Asset Modification, nomeHATb 3HaueHne
Ha true

+t} Editor Preferences

% automatically check

General - Loading & Saving

nockonbKy B Perforce Bce ¢annbl no ymonyaHuto Read-Only, 4Tobbl nx Henb3a 66110 CAyYaitHO U3MEHUTb 3Ta
onuma No3BonuT aenatb aBTomatnyeckun Check Out (6poHmnpoBaHue daiina) npm nsmeHeHumn danna



Tenepb Mbl BCE HACTPOWUIN U MOMKEM AENCTBOBATb

1) Npu NpaBoOM KAKNKe Ha OTAENbHbIA Gaiin B CaMOM HU3Y NOABUBLLETOCA OKHa Mbl MOXEM BUAETb Onuumn
nmetoLme oTHoleHue K Source Control (Perforce)

Check Out (3abpoHupoBaTtb dpainn)
Refresh (monyuyntb nocnegHo0 BEPCUIO acceTa ¢ cepeepa)
History (McTopusa n3ameHeHunA acceTa)

Diff Against Depot (cpaBHUTb CTapyto 1 HOBYO Bepcuio painnos)

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) Mpu U3MeHeHMM acceTa NPom3oMAET aBTomaTuyeckuii Check Out 4To 0TOBpPa3nUTCA y Bac KaKk KpacHas
raso4ka

ay aApyrnx ydaCtTHMKOB MPOEKTa OTO6pa3MTCﬂ KaK YKENTaa rajsiodka ¢ 3aMOYKOM

B_Weapon




YTO MO3BOMIUT ABYM yYacCTHUKAM 6€3 Kaknx 1Mbo A0NONHUTENbHbIX AENCTBUIM (6€3 OTNPaBKNM KOMUTOB Ha
cepBep) ONOBECTUTb APYrNX YH4aCTHUKOB NPOEKTa, YTO paboTa HaZ acceToM yrKe UAET, Bbl BCErAa MOXKeTe
YBUAETb KTO U3MEHW/1 aCCeT HaBeAA KypCcop MblIlX HA HEro M CMOTPA B Nose pagom ¢ Hagnucbio Checked out
by: Uma_MNonb3osaTens

B_Weapon

aeprntcls. B_Weapon (Blueprint C

MpuY NonbITKE M3MEHEHMA acceTa KOTOPbIN U3MEHUA APYroi YH4aCTHUK MPOEKTa Bbl NOYyYUTE YBEAOMIEHUNE B
NPaBOM HUMNKHEM YTy

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

. 1U




A Npu NONbITKE COXPaHUTb acCeT U3MEHEHHbIN APYrMM YY4aCTHUKOM Bbl YBUAUTE OKHO C TEMWU acCceTamm
KOTOopble y»Ke bblin 3a6pOHMPOBaHbI 40 BaLLMX USMEHEHUI

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.

TaK:Ke B NPaBOM HUMKHEM YINy pefiakTopa ecTb KHomnKa Source Control, B KOTOPOM MOKHO
OTNpPaBUTb BCE U3MEHEHUSA (MK BbIBOPOUYHO) Ha CEPBEP UM NOCMOTPETb CMUCOK U3MEHEHHbIX
acceTos

%) View Changelists
& Submit Content




OKHo Submit Content, KoTopoe oTnpPaBUT (KOMUTUT) BCe BbibpaHHbIe daibl 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 BMAETb Pa3Hble CNUCKM U3MEHEHMUI U Bonee TMBKo pacnpenenaTb

M3MeHeHNA Ha CNNCKA

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




TakrKe yToObl HEe OTNPaBAATb BCE acCeTbl HA CEPBEP MOXKHO BblbpaTh Kako-To oaAnH U caenaTb Check In, uto
paBHOCUAbHO Submit TonbKo ansa ogHoro dalina

Shader Cook Statisti

I View Documentation - Actor
- View Documentation - Blueprint

Source Control

&« ChecklIn = o

3 Refresh Checks in the selected asset to source control.

+. Revert
Blueprint Class

lMocne TOro Kak KTo-TO OTNPaBua U3MEHEHUA Ha CepBep Bbl MOXKETe CUMHXPOHU3UPOBATb d)al‘;il'lbl KOTOpble BaM
HYXHbl HE BbIXO4A U3 peaaKTOpPa C NOMOLLbIO ABYX AGVICTBMVI

1) Echm Bam Hy»KeH oAMH acceT moxKeTe caenatb Refresh, npaBoit KHONKOWM mMbllLM NO acceTy B pasaene Source
Control

2) Ecnv Bam HY»KHO 06HOBUTL BCE acceTbl Haxoasawmeca B anpektopun Maps nam Content unm nobow apyron,
MOKeTe BOCMO0/1b30BaThCA Sync

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

Size Map...

Shader Cook Statis

I, Validate Assets in Folder

Check Qut

Check In
] Sync
Weapt. ..

Plugins syncs all the assets in this !

CosBeT: CTapanTecb MO MaKCMMYMY MCNO/Ib30BaTb PeAAKTOP, PAV KAMEHT UCNONb3YyiTe

TO/NbKO AN1A CUHXPOHU3aUMNKM BCEro NnpoeKkTa, eCc/in 3TO BaM KOFﬂ,a-HMGVﬂ,b NPpUroanTCcAa, TakK Bbl
cMoXxeTe SKOHOMUTb MHOTO BpeMeHH



JononHuTtenbHaa MHbopmaumnsa ans agMUHUCTPATOPOB:

https://www.perforce.com/products/helix-core/configure-helix-core-game-engine#itab-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

