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Anomauisn

Ipoananizosano nepesacu 3acmocysannss Perforce y pospobyi npoepamnoco 3abesneuenns. OnUCAHO KIHOUOGI
ocobaugocmi ma 8iOMIHHOCMI 3 GIOOMUMU PILUEHHSIMU CUCTEM KOHMPOJIIO 6epCill.
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Abstract

The advantages of using Perforce in software development are analyzed. Key features and differences from known version
control system solutions are described.
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Beryn

CucrteMn KOHTpPOIIIO BepCii — IIe TporpamMHi IHCTPYMEHTH, SIKi JOIIOMAararoTh pPO3POOHHKAM
BIJICJTIIKOBYBaTH 3MiHHU Y BUX1THOMY KOJIi Ta IIU(PPOBUX pecypcax, 3ade3nedyroun 30epekeHHs pi3HUX BepCii
npoekty [1]. BoHU 103BOISAIOTH BITHOBUTH TOTEPEHI CTAHU MPOEKTY, MOPIBHIOBATH 3MIHH Ta KOOPIUHYBATH
poboTy koMan. Taki cucTeMH € HaA3BHYAHO BAXKIIMBUMH y CY4acHiil po3poOiii mporpaMHOro 3a0e3neueHHs,
SIK y BETMKAX KOMaHIHUX MPOEKTAX, JIe OJJHOYACHO TPAIIOI0Th 0araTto po3poOHUKIB, Tak 1 y IHAWBIMyaIbHIi
po3pob1i. BukopucTanHs cHCTEM KOHTPONIO BEpCii M03BOJISIE MiHIMI3yBaTH KOH(JIIKTH, Taki SK BTpara
JaHUX, 30epiraT iCTOPiro 3MiH Ta MiABUIIYBaTH €EKTUBHICTH PO3POOKH.

MeTor 3acTOCyBaHHS CHCTEM KOHTPOJIO Bepciii € 3a0e3ledeHHs CTallIbHOro Ta 0e3me’Horo
CepeoBHINA JUTsl 30€pEeKEHHS MPOEKTY, YIPABIIHHS 3MiHAMH Ta e(peKTUBHOI CITIBITPAIli MiXK pO3POOHUKAMH.

OcHoBHa YacTHHA

Perforce (Helix Core) — 1e BHCOKOMPOAYKTHBHA CHCTEMa KOHTPOJIIO BEpCid, NMpU3HA4YeHa IS
YIpPaBJIiHHS BUXIIHUM KOJOM Ta IdpoBrMu akTrBamu [2]. BoHa nporoHye 1eHTpasti3oBaHy apXiTeKTypy 3
aKIEHTOM Ha INBUAKICTh OOpOOKHM Benukux ¢aiimiB, Oe3meky Ta macmrTaboBaHicTh. Perforce wacrto
BUKOPHCTOBYETHCS Y BEJIMKUX MTPOEKTAX, JIe MOTPIOHO 30epiratu Ta KOHTPOIIOBATH BEIUKY KUTBKICTH (paiiiniB
onHoyacHo. lle poOuTh HOro MoOIyJNSspHUM BHOOPOM JUIS KOMAH, IO MPAIIOIOTh 3 BEJIMKUMH ITPOBUMHU
pyurisimu, Takumu sk Unreal Engine.

Perforce € odiniliHo minTpumMyBaHOO cucTeMoro KoHTpomo Bepciid amst Unreal Engine. InTerparmis 3
pYIIieEM JT03BOIISIE pO3pOOHNKaM 30epiraTH siK BUX1THUNA KO, TaK 1 BEJMKiI MyJIbTUMEIiliHI aKTUBH (TEKCTYpPH,
MOJIENTi, 3BYKH TOIIIO).

[Nepesaru Bukopucranus Perforce 3 Unreal Engine:

1. IenTpanizoBaHe CXOBHIIE Ja€ 3MOTY BCiii KOMaH[I INpAaIfOBATH 3 €IWHOI0 BEPCIEI0 IPOEKTY,
CIPOIIYIOYH yIPABIiHHS aKTHBAMH Ta 3a1o0iraroyu KOHQIIKTaM 3MiH.

2. MacmraboBaHicTh — I TIATPUMKA BeJIMKUX (aiiiB 0e3 BTpaTH NPOJAYKTHBHOCTI, IO € KPUTHIYHUM
JUIs1 TIPOEKTIB 3 BUCOKOIO SIKICTIO rpadiky Ta 6araTuMu Meiapecypcamu.

3. Kpammii KOHTpOoIb 10CTYNy MOXJIHMBICTH AETAIBHOTO HAJIAIITYBaHHS HpPaB AOCTYIY A0 OKPEMHX
(haiimiB abo mamnox.

4. Tligrpumka ¢ynkuiii Unreal Engine, sik-oT aBToMarnune OnokysanHs ¢aiiniB (file locking), mo
3axHIIaEe Big KOHQIIKTIB NP pelaryBaHHi OAHAKOBUX PECYPCiB PI3SHUMH PO3POOHUKAMHU.

5. LenTpanizoBaHe 30epiraHHs 3a0e3IeUy€e 3aXHCT BiJl BTpATH JaHHUX 1 HAJIA€ MOKIJIMBICTD IIBUIKOTO
BiJTHOBJICHHSI POEKTY B pa3i BAHUKHEHHS KOH(IIKTIB.

Git — posnoxineHa cucTemMa KOHTPOIIO BEpCiil, sika IMIMPOKO BHUKOPHCTOBYETHCS JUIS YIPABIIHHS
BUXiTHUM KojioM. [Ipore, mpu po6oti 3 Unreal Engine BUHHKarOTh IeBHI Ipo0IeMu:



1. Git He omTHMI30BaHUU ISl 30€piraHHS BEIMKUX MYJBTHMEIIHHUX (DalJIiB, M0 MPU3BOAUTH IO
po06JIeM i3 MPOTYKTUBHICTIO.

2. He 3aBxnu 3pyyHa A7 UEHTPATi30BaHUX MPOEKTIB 3 BEJIMKUMHU KOMaHIAMHU, OCKITBKA BHMAarae
4acToro 37MTTS 3MiH (merge) Ta BHUpIIeHHS KOH(MIIKTIB peAaryBaHHA OJHOTO Qaiily AeKiabKoMa
pO3pOoOHUKaMH.

3. Inrerpamis 3 Git BUMarae JJ0JaTKOBUX HAJIAIMTYyBaHb Ta KOMIPOMICIB Y TIPOyKTUBHOCTI.

4. BiacyrtHicts OnokyBaHHs ¢aitiis (file locking) — Git mo3Bossie 0HOYACHO peaaryBaTi OHH (aiii
NeKiTbKOMa KOPUCTYBAYaMH, IO MOKE CIPUYMHHUTH KOH(ITIKTH Y BETTMKUX IMPOEKTAX, /i TOTPiOHE CHHXPOHHE
penaryBaHHS PECYpCiB.

5. Bacrapinuii marin y cepeauni rpadiunoro apuryna Unreal Engine. Ilnarim Bix Git Bce mie
3HaXOAUTHCS y OeTa Bepcii, 0 CUrHalli3ye PO HECTaOlIbHY POOOTY Ta MOTEHLIHHI KOH(UIIKTH Y TOAAbIIii
poOOTI HAJ MPOEKTOM.

3Bakaroun Ha IICHTpali30BaHy apXxiTekTypy Perforce, BiH € MeHII THYYKHM IJisl 1HIUBiZyadbHOT
po3poOku y mopiBHsAHHI 3 Git. Jlns ocoOucTux mnpoekTiB abo HeBenmukux komanyj Git 3anumaerbes
HOMYJIIPHUM BHOOpPOM depe3 HOro NMpOoCTOTYy BHUKOPUCTAHHA, mBHAKe. OIHAK, SKIIO MPOEKT mependadae
poboty 3 Benmukumu ¢aitmamu abo motpedye interparii 3 Unreal Engine, Perforce moxxe Oyt xopucHuM
HaBiTh Y OJIHOKOPHUCTYBAIIbKIi AisUIbHOCTI [4].

Bucnosox

Ha ocHOBI MpoBeIeHOT0 JOCITIKEHHI MOYKHA 3pOOUTH BUCHOBOK, 1110 Perforce e kpammum Budopom,
TOMYy, IO BiH 3a0e3medye LEeHTpali30BaHE CXOBHWIIE, MOMIIMBICTh OJOKyBaHHS (QailiB Ta BHCOKY
MacIITabOBaHICTh. 3aBASIKN UM repeBaraM Perforce m103BoIIsi€ 3MEHITUTH PU3UK KOH(MIIKTIB IPH CHTBHIN
po0OOTi Ta 3abe3nedye MBUIKUN JOCTYI JO AaHUX 0e3 BTPaTH MPOAYKTUBHOCTI. Y mopiBHsAHHI 3 Git, sKuii He
OINITUMIi30BaHM JJIsl BETUKUX (aiiniB Ta moTpedye yactoro 3MUTTsA 3MiH, Perforce nemoHcTpye 3HaYHO Kpalii
pesynbraté B ymoBax po3poOkm 3 Unreal Engine. Tomy, Bubip Perforce mms cTBOpeHHSI mporpamHOro
3abe3nedeHHs 3 Bukopuctanasm Unreal Engine € mOIiIBHAM pillleHHSIM, IO MiJBUIIYE MPOAYKTHBHICTH Ta
HaJIMHICTh IPOEKTY.
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