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Introduction
About UGit

Plugins

UE UGit

BKCI TMR

t

Git GUI Client

Local Cache

Repo Sync

Services

G uGit
v

UGit is a Git GUI client, dedicated to solving the implementation of
Git in large—scale game projects, including the ease of use and
efficiency of using Git for roles such as programming, artist,
designer, and project management.

Git Server

- lﬂé — Tencent Git Solution

TGit is a self-hosting service for software development and version
control using Git. It is Tencent self-developed, serving hundreds of

thousands of internal and external users.



Introduction

Extreme Versioning Problems Facing Larger Games

Repository size reaches hundreds of Team size reaches hundreds of people
GB/TB

Number of files reaches the million level A single repo commits hundreds of times per

day

Number of branches reaches

thousands or even tens of thousands New commit within 2s during the peak

period

Hundreds of people update at the same
Number of git objects reaches tens of time during the peak period

millions




Installation

https://ugit.qg.com, download the Windows package, then double click the package to finish install.

U G i t Documents Release Notes Feedback

Workspace Changes

Tencent Git GUI Client

Making Git easy for everyone

" Intel silicon " Apple silicon Easy use Fast commit

Version: 5.4.0 , for macOS 10.12 or later
e Migrate SVN to Git TGit Locks




Installation

https://ugit.qg.com, download the macOS package, double click to extract, then drag UGit.app to /Application folder.

U Gi t Documents Release Notes Feedback

Workspace Changes History

Tencent Git GUI Client

Making Git easy for everyone

@& Intel silicon @& Apple silicon Easy use Fast commit

Version: 5.4.0 , for macOS 10.12 or later
e Migrate SVN to Git TGit Locks




User Interface

() New Tab X +

E® Clone a repo
[ Open a repo
& New repo

%) Recover repo
8 Settings

Operations

# Scheduled Tasks

& Excel diff

& 5.4.0 ARM64 Community

Recent Repos  Favorite Repositories  All

Local repos and search repo

Resource and feedback

Source Link
UGit help doc

Git learning source

Report Support

Report issue...




User Interface

[

flopnite X

Directory Tree
F

flopnite(flopnite-ue4)
.github
Config
Content
Plugins
readme_images
Source
B .gitattributes
B .gitignore
[® Flopnite.uproject
[ FortniteClone.png
B LICENSE
® README.md

Repo tree

5.4.0 ARM64 Community

) Workspace Changes

.github

B B

FortniteClone.p LICENSE
ng

Workspace

O History

Content

B

README.md

Plugins

readme_image
s

Source

.gitattributes

.gitignore

Flopnite.uproje
ct

Appearance




Initialization

Config git user.name and user.email for the first time usage(That is git global config).
Settings

(M) Accounts Username

yourname

-O- Git .
Email

yourname@tencent.com

& Appearance

® Tool

Commit Template

Advanced

Proxy




Initialization

From File>Preferences(macOS: UGit>Preferences), click 'Sign In’ to authenticating the platform. After sign in, then you can clone repo from it.
p.s. The git.tencent.com require ip whitelist to access.

Settings

() Accounts )
git.tencent.com

\ G

Settings

i
git.tencent.com

-O- Git
git.code.tencent.com

Appearance git.code.tencent.com

& Appearance

?—-git.code.tencent.com ool
[e]e}

Tool ?-git.code.tencent.com

coding.net i-i Commit Template

i Commit Template coding.net

github.com +71  Advanced

L Advanced github.com




Initialization

The git Ifs config is very important for game projects, especially when creating a new git repo, it needs to be properly configured.

Repository Management

New Repository Name

repository name

New TMR
Description

Local Path
sers/yunshan/Worl —-workspace oose...
/Users/yunshan/Work/01 ksp Ch
(] Initialize this repository with a README
Repo Group
None
Git Ignore View Template
UnrealEngine
Git LFS View Template

ueb.all

License

None




Clone repository

The git Ifs config is very important for game projects, especially when creating a new git repo, it needs to be properly configured.

D New Tab X

E,Q Clone a repo Q_ Search Repository (38+K)

Recent Repos  Favorite Repositories ~ All

(3 Open a repo - -

B New repo

5] Recover repo

83 Settings




Manage changes

LN N J
(] flopnite x +

atch Pull

Poprite(opais-vet) D Woriapace [ Changes 4 O Hisory gor v QiShowsago L ishousago T — UGit will detect local changes and put it in

Directory Tree g = List Tz Tree H & _gitattribut:

’Change’ list.
—— _ o : — Double click file or drag files into 'To be

! i Local modified
. R _ . ) . 9 I .
-uasset filte 3 1fs merge=lfs -text -vasset filter=lfs diff=Lfs merge=lfs -text Commrt‘ted ||S‘t’ ‘then you are ready ‘to Commlt.
«.umap filter=1fs diff=1fs merge=1fs -tex .umap filter=1fs diff=1fs merge=1fs -text

.fbx filter=1fs s merge=1fs -text Lfhx diff=1fs merge=1fs
Lgif i i merge=1fs -text Lgif fi diff=1fs merge=1fs
.exe filt L merge=1fs -text .exe fi diff=1fs merge=1fs
merge=1fs -text .bmp fi diff=1fs merge=1fs
filter=1fs diff=1fs merge=1fs -text k. png diff=1fs merge=1fs
filter=1fs dif merge=1fs -text .wav fi s diff=1fs merge=1fs
merge=1fs -text .ico fi s diff=1fs merge=1fs
filter=1fs diff=1fs merge=1fs -text *.mp3 filter=1fs diff=1fs merge=1fs
11+%*.2ip filte diff=1fs merge=1fs

committed

& 5.4.0 ARM64 Community - =



Manage changes

You can better manage changes by creating groups.

=1 = [

Change (4)

v Default
.gitattributes
Config/DefaultEditor
Source/Flopnite. Targ

Source/FlopniteEditc

To be committed

T2 Tree

Discard 2 selected changes...

Stash 2 selected changes

Add 2 selected files to "To be committed"
Move to

Create patch

Lock

Ignore

Copy File Path

=i = List = Tree
Change (4)
v Default
Source/Flopnite.Target.cs
Source/FlopniteEditor.Target.cs
v Config

.gitattributes

Config/DefaultEditor.ini




Manage changes

Stash allows you to save temporary changes so that they are not affected by actions such as pulling or switching branches.

=i = List T2 Tree Q : i = List T2 Tree Q Stash List (1) 4 stash@{0}

Change (2) a6 4 newfeature master 2023-04-07..

Change (4) 8868 v

v Default v Config

v Default new feature

< itattributes
Source/Flopnite.Target.cs 4

Discard 2 selected changes... onfig/DefaultEditor.ini

Source/FlopniteEditor.Target.cs

v Config Add 2 selected files to "To be committed"
.gitattributes Move to

Flopnite.Target.cs
e/FlopniteEditor.Target.cs

Config/DefaultEditor.ini Create patch

Lock

To be committed

Ignore

Copy File Path

To be committed

@_lj Stashed Changes

Push changes immediately to remote




Manage changes

In order to change the binary file more safely, you can select the file you want to change and lock it with one click. Of
course, you can also lock the file or directory in the directory tree.

To be committed

To be committed asg 1

.gitattributes

lock all changes in "To be committed" Config /DefaultEditor.ini
Config/DefaultEditor.ini

.gitattributes

Source/Flopnite.Target.cs Source/Flopnite.Target.cs

...ce/FlopniteEditor.Target.cs ...ce/FlopniteEditor.Target.cs




Manage changes

Discard changes of specific file(s).

=i = List T2 Tree Q

Change (1) 686 v
v Default

& Content/ThirdP

...PersonCharacter.u...

< cont Discard Changes..

Stash Changes

Add to "To be committed"
Move to

Create patch

Discard all local changes (Dangerous operation, need attention).

=1 = List T2 Tree

Change (1)

0 v Stash All Changes("Change" and "To be committed")

v Default

Show added/deleted line counts
Detect conflict markers

Displayed by add/modify/deleted/rename categories

...PersonCharacter.uasset

v Config




Commit and push

To be committed

.gitattributes

Stashed Changes

Push changes immediately to remote

Config: Track *.zip as LFS

v T -

After moving the files from ’Change’ to the 'To be committed’, fill in
the commit message and click ‘Commit’.

Note that after checking the ’Push changes immediately to remote’
option, the commit and push are complete at one time.



Check remote changes

Fetch Pull Fetch Pull ¥

v

‘> 16 hours ago 4 16 hours ago O just now { 16 hours ago b o T

In order to discover remote changes, you need to click the 'Fetch’
button, which will allow UGit to synchronize changes from the remote
repository to the local repository, but not modify the content of the

workspace.



Check remote changes

%1 To pull changes

update readme

Update LICENS...
yunshandi

<O~ cad1475

-0- 939¢615
2023-04-07

File (® Commit JeLERLELEIEH analysis

1 Files 1 Modify

LICENSE

Fetch

O just now

1 MIT License

Copyright (c) 2019 - 2020 Chris Gong

Permission is hereby granted, free of charge, to any person obtaining
of this software and associated documentation files (the "Software"),
in the Software without restriction, including without limitation the
to use, copy, modify, merge, publish, distribute, sublicense, and/or
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be includ
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRE
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILI
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHA
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHE
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISI
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALING
SOFTWARE .

Pull
{16 hours ago

;
- @

MIT License

+Copyright (c) 2019 - 2023 Chris Gong

Permission is hereby granted, free of charge, to any person obtaining
of this software and associated documentation files (the "Software"),
in the Software without restriction, including without limitation the
to use, copy, modify, merge, publish, distribute, sublicense, and/or
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be includ
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRE
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILI
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHA
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHE
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISI
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALING
SOFTWARE.




Pull remote changes

Fetch Pull P2} @ Full
x> 8 minutes ago {16 hours ago 1 v @ Pull

[10:38:07] Start: git —c credential.helper= pull ——progress origin master
[10:38:07] From https://git.tencent.com/game/flopnite-ue4

[10:38:07] * branch master —> FETCH_HEAD

[10:38:07] Updating 22e1098..cad1475

[10:38:07] Fast-forward

[10:38:07] LICENSE | 2 +-

[10:38:07] README.md | 2 +-

[10:38:07] 2 files changed, 2 insertions(+), 2 deletions(-)

[10:38:07] Finish: git —c credential.helper= pull ——progress origin master
[10:38:07] Update directory tree...

[10:38:07] Load status...




View commit history

—
LN N

O flopnite X+

flopnite(flopnite-ued) v Workspace ] Changes € { History —— O 41 minutes ago 4 12 minutes ago

Directory Tree
rek

flopnite(flop
; created new player controller class, subclasses aalsplayercontroller and reparented thirdpersonplayercont... ~ 2020-11-29 08:4. chris-gong 2ecc7c3

github
made fncharacter subclass AALSCharacter instead of ACharacter and reparented thirdpersoncharacter bl... ~ 2020-11-29 08:2. chris-gong cfdOabf

Config
[ DefaultEditor.ini
[ DefaultEditorPerProjectUse... replaced references to alshud in thirdpersonpc with thirdpersonhud and references to alspc in thirdperso. 2020-11-23 015.. chris-gong 37bc43b

added als cpp plugin as a public dependency module 2020-11-29 03:4... chris-gong a73e9f2

B DefaultEngine.ini modified default class names and game mode In defaultengine.inl, literally copy and pasted als blueprints. 2020-11-23 01:0, chris-gong 1f9576b

B DefaultGame.ini made a copy of the als character blueprint class and used it in the fn gamemode. however, this required . 2020-11-23 00:0... chris-gong de7f27a

B Defaultinp renamed some classes, created player state, and removed old thirdperson character blueprint 2020-11-22 0! B chris-gong 530415d

added als plugin back in, but not as git repository 2020-11-12 05:4. chris-gong bfo312f
remove plugin 2020-11-12 05:4. chris-gong b374ecd
Mannequin te/Flopnite.Build.cs
RGBS blank project with the advanced locomotion system v4 cpp plugin 2020-11-12 05:2... chris-gong 6734102
added somewhat working jump ability 2020-10-25 04:. chris-gong fbdb821
Update README.md 2020-10-2106:4...  [@ll) Chris Gong*  6c7d101
B ThirdPersonCharacter. Added anim inst (#50) 2020-10-10 23:5. [@) seasT+ 301462b
B ThirdPersonHUD.u created new anim instance class 2020-10-10 01:0. chris-gong 569bbec

B ThirdPersonPlayerCor started aim offset 2020-10-09 23, chris—gong 4b7dcTe

Maps
Ini fixes (#49) 2020-10-08 05:. @] BEAST* 6a353d8

)]
Added more contributors to the readme 2020-10-08 01:1 B chris Gong* 1726741
=)
a
@ Flopnite.Ta Update README.md 2020-10-08 01:1...  [@ll) Chris Gong*  cd0c555
[ FlopniteEditor.Target.cs
B .gitattributes
B .gitic

B Flopnite.uproj
BF . Small changes (#44) 2020-10-05 04:1...  [T)) BEAST* 2e1f275

Plugins

Documentation changes, modified sprint ability slightly, and added some assets (#45) 2020-10-08 01:0 B chris Gong*  fa17d3c
added weapon assets 2020-10-07 10:5.. chris-gong 318625

set activation owned tag in c++ class instead of in blueprint and added check for whether or not the char. 2020-10-07 08:5. chris-gong bd233c8

new project version — sprint ability created using gameplay ability system 2020-10-05 O« chris-gong 5314118
3 README.md

e 5.4.0 ARMB4 Community o- 1l =



Resolving conflicts

A\ There are file conflicts in current repository, please resolve conflicts Ab

Directory Tree
ct
flopnite(flopnite-ue4)
.github
Config
[® DefaultEditor.ini
[® DefaultEditorPerProjectUserSettings.ini
@ DefaultEngine.ini
[ DefaultGame.ini
[® Defaultinput.ini
Content
Geometry
Mannequin
ThirdPerson
ThirdPersonCPP
Blueprints
[® ThirdPersonCharacter.uasset
[® ThirdPersonHUD.uasset
[® ThirdPersonPlayerController.uasset
Maps
Plugins
ALSV4_CPP
readme_images
Source
Flopnite
[ Flopnite.Target.cs
[ FlopniteEditor.Target.cs
B .gitattributes
B .gitignore
[® Flopnite.uproject
[® FortniteClone.png
[® LICENSE
3 README.md

sonflicts
= List Tz Tree Q

Change (0)
v Default

v Config

...iIrdPersonCharacter.uasset
LICENSE
README.md

Stashed Changes

Commit changes immediately after conflict

resolved

Push changes immediately to remote

Comn

test conflict

hirdPersonCPP/B

& Content

seprints/ThirdPersonCharacter.uasset

Mark As Resolved

The following file is modified locally and remotely, and need to be resolved manually

¥ origin/master(Remote)

Content/ThirdPersonCPP/Bluepr

1ts/ThirdPersonCharacter.uasset

new character

# master(Local)

Content/ThirdP

ts/ThirdPersonCharacter.uasset

test conflict

-0-a60ecf6

Open Inner Merge Tool Open Merge Tool

History

Use origin/master(Remote)




Resolving conflicts

A\ There are file conflicts in current repository, please resolve conflicts Abort View conf
Directory Tree = List T Tree Q
Search Change (0)
flopnite(flopnite-ue4) v Default
.github ¥ Config
Config
[® DefaultEditor.ini
[® DefaultEditorPerProjectUserSettings.ini
[® DefaultEngine.ini
B DefaultGame.ini
B Defaultinput.ini
Content
Geometry
Mannequin
ThirdPerson {\ ...PersonCharacter.uasset
ThirdPersonCPP A\ LICENSE
Blueprints README.md
[® ThirdPersonCharacter.uasset
[® ThirdPersonHUD.uasset
[B® ThirdPersonPlayerController.uasset
Maps
Plugins
ALSV4_CPP
readmeimages Stashed Changes
Source Commit changes immediately after conflict
Flopnite resolved
[ Flopnite.Target.cs Push changes immediately to remote
[® FlopniteEditor.Target.cs
B .gitattributes
B .gitignore
[ Flopnite.uproject
[ FortniteClone.png
B LICENSE
® README.md

v

mmitted just now

change date to 2030

® LICENSE Accept Current Changes Accept Incoming Changes Mark As Resolved Open Inner Merge Tool Open Merge Tool

1 ¥ Fixed Width

1/1 Conflict
[ZICRIETA Split view
Blame  History =

MIT License

Accept Current Change | Accept Incoming Change | Ac Both Changes

<<<<<<< HEAD (Current Change) master(Local) yunshandi 2 04-07 16:04:31 -0 B4b2dch
Copyright (c) 2019 - 2030 Chris Gong

Copyright (c) 2019 - 2025 Chris Gong
>>>>>>> bch@f83ed7af12336b9el9fb4bcalf5412d3aabl (Incoming Change) origin/master(Remote) yunshandi

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights
to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE .



Working with branches

Branch overview

Branching is a means of isolating changes. When modifying files, it can avoid being affected by other users’ commits.
Through branches, multiple changes can be developed in parallel.

Little Feature




Working with branches

Branch Fetch Pull e
v
¥ master v 3 4 hours ago L 4 hours ago

CJ Workspace Changes & History

Current Branch SN2 . tent/ThirdPersonCPP/Blueprints @ [

test conflict
created new player controller class, subclasses aalsplayercontroller and reparented thirdpersonplayerco... 2 Create Tag

made fncharacter subclass AALSCharacter instead of ACharacter and reparented thirdpersoncharacter... 2 Create patch
replaced references to alshud in thirdpersonpc with thirdpersonhud and references to alspc in thirdper...

Revert Commit...
modified default class names and game mode in defaultengine.ini, literally copy and pasted als blueprin... Reset master to Here
made a copy of the als character blueprint class and used it in the fn gamemode. however, this require... Y Checkout Commit

renamed some classes, created player state, and removed old thirdperson character blueprint # Modify submission information

blank project with the advanced locomotion system v4 cpp plugin v Squash commits

added somewhat working jump ability 2 Cherry-pick to current branch
started aim offset “  Cherry-pick to remote branch

new project version — sprint ability created using gameplay ability system
prol P Y 9 gamepiay ty sy Copy files in changeset to workspace

Historical version rollback / download
Roll back changes to this version




Working with branches

Branch Fetch Branch Feten

~ ¥ master ~ > 4 hours ago
E master ' rs ago
New Branch
X + o
s : =
3 teow®

v/ master

Checkout master
Default Branch

Branch name: mast

Tracking branch: or Pull
v/ master 27 minutes ago i, lite & ONY : Push to

Tracking
P origin/master 27 minutes ago |  Create Tag |
New Merge Request

Remote Branches




Working with branches

o000
D flopnite X+

Merge feat/test_conflict into master

Branch Fetch ull
. . D b
flopnite(flopnite-ued) [ Workspace [2) Changes L History %9 master ~ £ 4 hours ago 1 4 hours ago - o

Filter

Directory Tree = List Tz Tree Q ‘7
Filter + C = @

ch Change (0)

Default Branch
flopnite(flopnite-ue4) v Default Default Branch
-github ¥ Config v/ master 2 years ago itory! Here are some friendly suggestions v/ master 2 years ago

Confi
9 Local Branches Local Branches

[ DefaultEditor.ini =
[ DefaultEditorPerProjectUserS...

[@ DefaultEngine.ini Remote Branches )
To be committed 2 not yet committed.

/ . i "
feat/test_conflict feat/test_conflict

3 DefaultGame.ini Rem Branches
3 Defaultinput.ini

# origin/master a: of t
¥ origin/master an hour ago
Content

Geometry

Mannequin
ThirdPerson Open in Atom
ThirdPersonCPP Stashed Changes

Blueprints i
B ThirdPersanCharacter.u (L] Push changes immediately to remote Merge Type: Default
Show in Finder

Show detail info

Merge feat/test_conflict into master

[® ThirdPersonHUD.uasset test conflict
[ ThirdPersonPlayerContr...
Maps

Plugins
ALSV4_CPP

View in browser

o Choose a branch to merge into master

readme_images

[a) 5.4.0 ARM64 Community



