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Installing Plastic and Setup

Create Account

You have a Unity account and a Plastic account. | believe you will need a Plastic account to
join a project. You can make a Plastic account here by clicking “Start for free”. You have to
add a payment method but it won't charge you if you do not use more than the free users
and data.

Download Plastic

Download here. it is automatic.

ke @ unreal 5.2 connectrev. X = Plastic 5SCM Documen X @ Plastic SCM - Thanks = X

DOWMLOAD DOC SUPPORT Q -

bt, click here

Official User Guides

Plastic SCM User Guide
Unity Version Control (formerly Plastic SCM) plugin for Unreal Engine



https://unity.com/solutions/version-control?utm_source=plasticscm
https://www.plasticscm.com/download/11.0.16.8133/plasticscm/windows/cloudedition
https://docs.plasticscm.com/book/index.html
https://docs.unity.com/ugs/en-us/manual/devops/manual/vcs-plugins/unreal-plugin

Plastic User Guide

Download Repo

When you open Plastic, you will need to download the repo.

g

) rabi.pereimozs0@gmak.com

O LegendGames@cioud

Repositories + @ GlobalGameJam24

©2 GlobalGameJame24

Size 188.84 MB

Repository i

By Fabio Pereira

“Name of the new workspace” will be the name of the tab inside of plastic, so it can be a

friendly name.

“Path on disk” - choose a good location. That path shouldn’t contain any spaces.

) Download repository inte a new workspace *

Create a new working copy to work with the repository locally

Download a working copy of the repository GlobalGameJame24@LegendGames@cloud. It will just contain
the files to work, not the entire history. A workspace is just the directory on disk that you use to make

changes, edit, build and test locally.

MName of the . GlobalGameJame24

I\UnrealRepos\GlobalGameJame24
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Connecting Plastic To Unreal

Install Plastic Plugin

CONTENT DETA". Home Browsev Industriesv Freev OnSale Vaulk Help  Search Products.. Q '. !0‘

Unity Version Control (Plastic SCM)
Unity Technolc e s-Sep 28,2023

070 8 o ‘okdd 3 i itten  Oo
Unity Version Control (Plastic SCM) is a version control system (VCS) that
ndles large files and binaries with speed.

Supported Platforms

Open in Launcher =

Supported Engine Versions
Sxil=5x33

Write a Review Download Type

OR

Engine Plugin

Description Reviews Questions

Lunch your project and then enable the plugin.

Tools  Help

x

+ add

&= ALL PLUGINS
Version 1.9.0
INSTALLED

BUILT-IN

start Unreal Editor for your changes to take effect
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Connect Revision Control

\‘“‘. 3
e
M N
“ N .
L

nputed Visibility

wenna

ghtm 13
Connect to a revision control system for tracking changes to your content and levels,
1)

Provider UnityVe trol

ntrol 11.0.1 b (plugin v1.9.0)

Accept Settings Disable Revision Control

By Fabio Pereira
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Unreal Editor

Checking Out Files (File Locking)

How To Lock Level Actors

You can only check-out edited level actors - the button doesn't show if they aren't edited

zhamferCube
Chamfercube2
mferCube3
TRLSHIFT+E
File Path

BP_ThirdPersonGi v |

UV Editor

Move To
Pin

& Revision Control

Checks out the selected asset from revision control
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How To Lock Assets

s ate Child Blueprint Class
= Preview Equivalent C++ Header

# Edit

Delete
et Actions

et Localization

w in Folder View
w in Explorer

™1 Copy Reference
y File Path
erence Viewer...
5 ContentBrowser x B OutputlLog

+ Add 3 Import

Favorites = v &' Revision Control

y & View Documentation - Character =
PlasticTest L & (¥) Check Out

¥ View Documentation - Blueprint .
Check out the selected assets from revision control.

EP_Third
PersonGarme [ story

Blueprint C1_
= = Diff Against Depot

Collections ) Refresh

Failed To Check Out

The following is the error u will get if someone else has checked out the same file.

A N —
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View Changes

2 SM_Chamfercul

LastSaved
mferCube2 /Game/ThirdPerson/Maps/ThirdPersonMap ThirdPersonMap:Persis 17/08/2023, 10:1459

You can double-click the file to focus on it in Unreal.

EXTRA: you can make multiple unreal changesets (using changelist viewport) and move
edits between them, but submitting will submit the changelist (all changesets) as a Plastic
Changeset - so only one changeset.

Checking In Changes

|_J

World Partition Setup

Sync/Update Workspace

Revert Unchanged

Revert All

Refresh

Editor Preferences - Source Control

Project Settings - Source Control

Project Settings - Source Control - Plastic SCM
Plugin's Documentation

Plastic SCM Support

View Changes
Submit Content

1A
or reconcile: 2 Opens a dialog with check in options for content and levels.

== Derived Data L - Savad.__ 2 Revision Control

£ — T 1027

Projects A~ O & Q) 17/08/2023 =
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Keep Files Checked Out

Submit Cancel

Plastic Dev Client

GUI Guide

You can refresh the workspace using the following button. (This checks files on your pc)

) Workspace: PlasticTest
PlasticTest ¥ task-level2@PlasticTest@UngoodGames@cloud

Rep ticTest No comment he i
Workspace Explorer @ Update workspace

Pending Changes Item
Branch Explorer ¥ c:\Repos\PlasticTest
‘ ignore.conf ( rolled

SErIEEE PlasticTest.uproject Controlled

Brani:hes ‘ .vsconfig
> [§ Config

Labels
@ Content

Attributes > @ Source
@ Plugins
Code Reviews
¥ VrJoystickPlugin

Sync to Cloud ? 8 Content

¥ Resources
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You can “Update Workspace” which downloads changes from the remote - like Git Fetch.

J Workspace: PlasticTest

PlasticTest ¥ task-level2@PlasticTest@UngoodGames@cloud
M nment i

Workspace Explorer @ Update workspace

Pending Chiinges Item
Aranch Explprer # c:\Repos\PlasticTest
‘ ignore.conf

Changesets 1§ PlasticTest.uproject

Branches B .vsconfig

$ Config

Labels
8@ Content

Attributes > @ Source
B Plugins
Code Reviews
8 VrJoystickPlugin
Sync to Cloud b § Content

# Resources

Quick Open

Can open Unreal from Plastic Client by double-clicking.

) Workspace: PlasticTest
PlasticTest ¥ task-levell@PlasticTest@UngoodGames@cloud
R . N set

Workspace Explorer @] Update workspace

Pending Changes ltem Date modified

T BT ® c)\Repos\PlasticTest

" nore.conf
Changesets s - )
(4§ PlasticTest.uproject
Branches B .vsconfig
; § Config
Labels
@ Content
Attributes > [I§ Source
# Plugins
Code Reviews
® VrJoystickPlugin
Sync to Cloud » B Content

@ Resources

B vrioystickPlugin.uplugin

B .idea

B .vs

B Binaries

2 DerivedDataCache
8 Intermediate

PR PlasticTest.sln

B Saved

10
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Check-In Changes & Undo Changes

J Workspace: PlasticTest
PlasticTest ¥ task-make something new@PlasticTest@UngoodGames@cloud

omment h 1

Workspace Explorer () Checkin ~ Shelve

Pending Changes
Branch Explorer
Changesets
Branches

Labels

Attributes

Code Reviews

Sync to Cloud

Merge from “Branch Explorer” Screen

) Workspace: DningUeeper
'I:-\' DivingDeeper . ¥ task-enemy sight@DivingDeeper@UngoodGames@cloud
& y
. -—

Workspace Explorer () since: A given date w20 Jul 2023 21 Only relevant
Pending Changes 21/08/2023
Branch Explorer
Changesets
Branches

Labels Jmainftask Jmain/task
- -enemy

spawnin._.

Attributes =

Code Reviews

Sync to Cloud / Imain/task-enemy-and-patrol /main/task-enemy sight

Create child branch...

Switch workspace to this branch  Cirl+Shift+
/main/HarryAudio

Merge from this branch... Ctri+M
Merge from this branch to...

Advanced merge

11
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Merge From “Branches” Screen

J Workspace: DivingDeeper
DivingDeeper

Advanced

Workspace Explorer (&

Pending Changes Query: find branch

Branch Explorer Resetquery  Clear history

Changesets

Branches - [main

Imain/HarryAudio
Lapets /main/Jacob-TestBranch
Attributes /mainfLiam Level Design
Imain/task-adding prone
Code Reviews

Imain/task-crouching

Sync to Cloud [mainftask-enemy sight
Imain/task-enemy spawning s
Imain/task-enemy-and-patrol
Imain/task-inventory_system
Imain/task-inventoryUl-Ethan
Imain/task-ladderClimbingFunctionalit)
Imain/task-proceduralPipe

Imain/Ul Functionality - Jacob

- Imain/UIFunctionality-Jacob

Switching Branch

¥ task-enemy sight@DivingDeeper@UngoodGames@cloud

Set as default query

Created by Comment

Create child branch...
Switch workspace to this branch  Ctri+

igmail.com 21/08/2023 2

Merge from this branch... Ctrl+M
Merge from this branch to...

Advanced merge

Diff branch
Diff with another branch...

View changesets in this branch
Push/Pull

Rename...

Delete

Select the branch by clicking the long blue line, right-click it, and Select the action below.
Alternatively, you can switch to a changeset by clicking on a blue circle and clicking “switch
branch to this changeset”, but adding changes will create a detached head.

12
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Jmain/Level prototype

Create child branch... Ctri+N

Switch workspace to this branch  Ctrl+Shift+W

Merge from this branch... Ctri+M
Merge from this branch to...

Advanced merge

Diff branch

Diff with another branch...

View changesets in this branch

Push/Pull

ELET [

Delete

New code review for this branch...
Branch Explorer

Create top-level branch...

Permissions

File Locking

What It Does

Locking a file allows you to edit it but blocks other developers from editing the same file. This
is important!!! Unreal files can’t be merged so we use file locking to stop us wasting time
when we have to discard someone’s work on a branch merge.

You can lock files in Unreal or in the Plastic client

13
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View All Locked Files

) Workspace: PlasticTest - X

q Plasticrest ¥ task-leveN@PlasticTest@UngoodGames@cioud
Rep 5 . s

Update workspace ‘Show locks

Crestedby ~ Type v Changeset  Branch

File locks

Configure rules

iaps/ThirdPerso...

8 Binaries

Unlocking A File

A file will automatically be unlocked as soon as the branch is merged into the main branch
(or the configured brunch set in the admin menu).

Branching
Click the long bar (the bar that’s )

05/08/2023 06/08/2023 08/08/2023 f 20 16/08/2023

/ Create child branch...
fmain/new : Switch workspace to this branch
-character ImainfLeve! prototype

Merge from this branch...

Merge from this branch to...

Advanced merge

Diff branch
Diff with another branch...

View changesets in this branch

14
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-J Create Branch >

n Create Branch

Create a new child branch from last changeset on br:/main@rep:PlasticTest@UngoodGames@cloud

LELTE]

Branch name: | task-make something new

Comments:

~ Switch workspace to this branch

task- is a prefix name before the branch name.
You don’t need to write a comment, it just clarifies what the branch is for.

15



Merging

Plastic User Guide

Firstly, close Unreal.

Then, refresh/update workspace.

Then, swap to the branch that you want the changes to go to - most likely, you will

want to swap to the main branch.
e Then, click on the branch you want to merge from and click the following command.
You can merge from the Branch Explorer or Branches screen

e This screen shows the changes being applied to the branch you're on, it will also

show any conflict, and it is where you resolve conflicts. Click Apply changes

By Fabio Pereira

) Workspace: DivingDeeper

DivingDeepe

ace Explorel

i” main@DivingDeeper@UngoodGames@cioud

Merge from branch /main/Liam Level Design

0/0 file conflicts to solve fies 1 I ad (212 MB

Path
(C]
o

@

e Relaunch Unreal and test the new changes to see if nothing’s broken, then check in
the changes.

16
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Rebasing (Syncing) Your Branch

If you want, merge your changes into main before you rebase your branch.

Close Unreal.

Then, refresh/update workspace.

Change your workspace to the branch that you want to sync with main.

Left-click the main branch, then right-click it and merge from this branch. You can

merge from the Branch Explorer or Branches screen

e Relaunch Unreal and test the new changes to see if nothing’s broken, then check in
the changes.
If there are conflicts, try to resolve them yourself, get a programmer to do it, or undo
the changes.

Resolve Conflict

If there are conflicts, try to resolve them yourself, get a programmer to do it, or undo the
changes.

17
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