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Thank you for supporting Scans Factory by purchasing our scenes, please check our other products
on the UE Marketplace. If you have any problems or suggestions please write to us on:

scansfactory@gmail.com

Find us on web

If you need technical support or have any questions about our products, the fastest way to contact

us is on our Discord Channel. Below you can find all web-places where we publish our works. You

can also contact us there:

@ Website 0 Facebook
@ Discord Support Instagram

@ Marketplace YouTube

Q Unity Store

B ¢« 0
g
;

A\ Artstation

First Steps

The pack is based on a modified Third Person template, after adding it to your project you need to

change Default GameMode in Project Settings to our ThirdPersonGameMode_SF


https://www.unrealengine.com/marketplace/en-US/product/scans-abandoned-factory-buildings-day-night-scene
mailto:scansfactory@gmail.com
https://discord.gg/Pxq4Rs3fDA
https://www.scansfactory.com/
https://www.facebook.com/ScansFactory
https://discord.gg/Pxq4Rs3fDA
https://www.instagram.com/scansfactory/
https://www.unrealengine.com/marketplace/en-US/profile/Scans+Factory
https://www.youtube.com/@scansfactory
https://assetstore.unity.com/publishers/46250
https://twitter.com/ScansFactory
https://www.artstation.com/scansfactory
https://www.linkedin.com/company/scansfactory/
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Project Project - Maps & Modes

Description Default maps, game modes and other map relate g5 Erreii (it

Eneryption ub These settings are saved in DefaultEngine.ini, which is currently writable

GameplayTags

w Defauft Modes
» Maps & Modes
Default GameMode bp_ThirdPersonGz v | (@&

x
®

w Selected GameMode

Default Pawn Class bp_ThirdPersonct v | (@&
Supported Platforms EKO
HUD Class HUD v @
Target Hardware ErO
Player Controller Class PlayerController v (& 15 @
Game Game State Class GameStateBase v (@€ B ®
Asset Manager Player State Class PlayerState v EBO®
AssetTools Spectator Class spectatorpavn v (€ 5 @
= P Advanced
Engine
w Defauit Maps
AlSystem
None v
Animation Editor Startup Map Nona
€bB
Animation Modifiers —
Audio Editor Template Map Overrides 0 Array elements ® 0T
Chaos Salver None v
Game Default Map None
g i (CH
Collision ¥ Advanced
Console v Local Multiplayer
Control Rig Use Splitscreen
Cooker Two Player Splitscreen Layout Horizontal v
lanager, Three Player Splitscreen Layout Favor Top v
Botels Loz Four Player Splitscreen Layout Grid v
Rebug Camera Contraller Skip Assigning Gamepad to Player 1
Enhanced Input [ ———
+ Add yimport B saveal ® lm Al > Content > FactoryDistrictBundle > AbandonedFactory > Demo > EpicContent > ThirdPersonBP > Blueprints
p Favorites Q =v Q ~
w FactoryBundle o]

Al
w [ Content
w I FactoryDistrictBundle

AbandonedFactory [ [ L
i Audio 2
i BaseMaterials bp_ThirdPerson bp_ThirdPerson bp_ThirdPerson CrouchState IdleCamera
imDecals Character_SF Character_SF_ GameMode_SF MovementMatinee
- B Demo Torch

Audio Blueprint Class Blueprint Class Blueprint Class Enumeration Blueprint Class
Effects
Environment
w [ EpicContent
Mannequin

i StarterContent
w I ThirdPersonBP

[ Blueprints

If you add a pack to Blank projet you should definite Engine input or import it, simply download it

from our drive - Scans Factory input

Additional keys in Play mode:
1- day light map
2 - night light map

3 - overview map


https://drive.google.com/file/d/1Gdoxwd3xjUMdqVYk2B01wWC_lJLgzwxO/view?usp=sharing

Name of the demo scenes versions are in Maps folder:

/Warehouse_01
Main_Warehouse_01_P
- Warehouse_01_environment.umap
- Warehouse_01_lightDay.umap
- Warehouse_01_LightNight.umap

/Warehouse_02_old_street
Street_01_P
- Street_01_Environment
- Street_01_MorningLightingScenario
- Street_01_NightLightingScenario
- Street_01_RedLightingScenario

/Warehouse_03_overview

Overview
+add  Mimport [@SaveAl ® ) @m Al > Content > FactoryDistrictBundle > AbandonedFactory > Demo > Maps »
» Favorites Q =+ Q v
w FactoryBundle Q,

v = All
w [l Content
w = FactoryDistrictBundle
w & AbandonedFactory

i Audio
mBaseMaterials Warehouse_01 Warehouse 02 old ~ Warehouse 03_
EmDecals _street overview
v B Demo
i Audio
i Effects
B Environment
EmEpicContent
¥ [ Maps
EmWarehouse_01
mWarehouse_02_old_street
EmWarehouse_03_overview
i Menu
i Effects
il Environment
BmLandscape

REI'II:'EPiI'Ig Problem (disable black startup fade / menu)

We have included a user interface menu & fade board when GameMode is launched. All files

related to the menu are located in this directory: \Content\ProjectName\Demo\Maps\Menu\



If you want to disable default menu, go to Level Blueprint settings:

||
= Platforms

@ File  Edit Window  Tools Build Select Actor Help

m -

B € Select Mode v ﬂ.v gV 'HV > hHE A
r

= i Perspective @ Lt Show ¢ e

=5 MNew Empty Blueprint Class...

% Convert Selection to Blueprint Class...

B= Open Blueprint Class...
LEVEL BLUEPRINTS

is Open Level Blueprint
PROJECT SETTINGS

GameMode: Edit ThirdPersonGameMode_SF >

The displayed menu is controlled by a selected graph. You can edit it or simply disconnect the

indicated node:

Cast Failed D
AsW Menu 0101 @

Whenu 0101 v

® Owning Player

e—
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Pressed p ————— B Tuep —— B AD = : wm“-m i
Released O Condition  False > B —— p )
Key Is A @ Target

PR

Menu @
Level Started

® Target

However, if you'd like to customize user menu, you can edit the keys assigned to individual

functions:



& Details X

w Input
————— e Input Key B
BT J Execute Console Command L £ e @
Cons Input
PfESSEd . . onsume Inpu
Execute when Paused
Released [ Command
r.¥iewDistanceScale 1.4 Override Parent Bin
Key
Specific Player w Modifier

Control

Alt

Shift

Command

‘EEB [TF Execinte Console Command
Pressed [P » (D]
Released [ command
Key Specific Player

Film template - out of memory problem

If you use Film, Television, and Live Events template you probably get the error "Out of memory"

B Error

Qut of video memaory trying to allocate a texture! Make sure your video
card has the minimum required memory, try lowering the resolution

and/or closing other applications that are running. Exiting...

Resolution captures are set to 2048 by default with a film template which is the problem.

We use many reflection captures by default because it’s perfect for game-projects. You can change
this resolution to something reasonable like 512 or 1024 in config files. After opening a scene you
will probably delete all of the reflections capture actors and switch to ray-trace reflections which

will do a great job in your movie/film.



To change resolution:

1. find the configuration file DefaultEngine.ini that is located - Your_project's_name\Config:

» Config

Windows
7| DefaultEditor
| DefaultEditorSettings
faultGame

Defaultinput

| Defaultlightmass
| DefaultVirtualProductionUtilities

% | DefaultEditor.ini
DefaultEditorPerProjectUserSettings.ini

i}

DefaultEngine.ini

i}

| DefaultGar Open

& | Defaultlnpy Print
Edit

rosoft Defender...

3. find r.ReflectionCaptureResolution=2048 and change 2048 to 1024 or 512

DefaultEngine
Plikk Edycja Format Widok Pomoc

;dynamic gi settings
r.LightPropagationVolume=0

; quality settings
Ir.ReflectionCaptureResolution=2848]
~.AllowStaticlighting=True
~.HighResScreenshotDelay=8
n.DefaultBackBufferPixelFormat=4

. A11lowGlobalClipPlane=False

. GBufferFormat=3

4. save and enjoy the scene in the movie template



Lights Scenarios

In-Game mode, you can switch between light versions of the map on keyboard 1 (day), 2 (night).

Warehouse_02_old_street demo maps contain RedLightingScenario (press 3 on keyboard to set).

Base Material

m_Base_Material_01 is a special optimal material for models based on photogrammetry scans
with many textures. We decide for optimization reasons, to resign from additional texture and
generate roughness texture from base color. You can easily control a roughness by two parameters

and easy invert it by switch:

.|
4 Normal
[l DetailNormalMapTile _
4 Roughness
. RoughnessBrightness _
.n:u;l'r sContrast _
4 Static Switch Parameter Values
. DitherTemporalAA
. Roughn omDiffuse
.ncugl'l‘occll‘-.'mt
4 Scalar Parameter Values
4 Texture Parameter Values
. GrayCheck =
Albedo
L el
t_en_asphalt_01_01_n+
[l NormalMap
€ D
[E)— Save Sibling [E 3 Save Child
4 General
None -
Phys Material None
- 0D
m_Base_Material 01 -
Parent 2
€D




List of base ma

m_BaseMaterial_01_05_tessellation
Material

terials:

m_BaseMaterial_01_01
IMaterial

m_BaseMaterial_01_02_Tile
Material

m_BaseMaterial_01_03_Translucent
Material

m_BaseMaterial_01_04_VertexPaint
Material

m_BaseMaterial_01_06_RMA
[EIENE]

m_BaseMaterial_01_07_Masks
IMaterial

m_BaseMaterialWindows_01
Material

m_Decal_01_01
Material

m_Light_01_01
Material

Footsteps warning

We defined four Physical Surfaces: Concrete, Gravel, Metal, Mud, Water and Wood.

u B5 Content Browser X

+Aadd Mimport |Ssavesl © 5 mm Al

b Favorites

w IndustrialFactory_5_1

- I Al

w [ Content

N

i Audio
w I BaseMaterials

m PhysicalMaterials
B Textures

[ ERETS

[ E G

m DistanceField_Meshes
i Effects

B Environment
imFoliage

mul

> Content

>

Q
Q

= O X
> BaseMaterials > PhysicalMaterials 4} settings
Tv Q
PM_Concrete_01_01 PM_Gravel_01_01 PM_Metal_01_01
Physical Material Physical Material Physical Material
PM_Mud_01_01 PM_Water_01_01 PM_Wood_01_01

Physical Material

Physical Material

Physical Material



Our pawn has footstep sounds implemented for these surfaces. For proper operation and

compilation, it must be defined in Project Settings > Engine > Physics > Physical Surface:

» Physics w Physical Surface

You can have up to 62 custom surface types for your project.
Once you name each type, they will show up as surface type in the physical material.

SurfaceType_Default Default
SurfaceTypel Concrete
SurfaceType2 Gravel
SurfaceType3 Metal
SurfaceTyped Mud
SurfaceType5 Water
EdltOF SurfaceType6 Wood
SurfaceType7 None

Most likely, in your project, you will need to assign the correct surface in the physical material

properties. Just Double-click on each material and choose the correct value from the list:

Gi File Edit Asset  Window Tools Help _ O %
“»1) € PM_Concrete_01_01 x Asset Type: PhysicalMaterial
o
= WO
/. Details x

Q H &

p Physical Material
b Advanced

) Destruction

w Physical Properties

Surface Type Concrete w o

5 Content Drawer Output Log Cmd v B Allsaved () Source Control

Optimization

We optimize our scenes to achieve the best performance and experiences. We use Level Streaming
Volumes and Cull Distance Volumes for this purpose.

Level Streaming Volumes
are a feature in Unreal Engine that allow for the dynamic loading and unloading of map data
during gameplay. This solution is especially useful for large environments where the entire map



cannot be loaded into memory at once. By dividing the map into smaller areas, known as
streaming volumes, only the portions of the map that are currently visible to the player are loaded
into memory. This can greatly reduce system resource usage and improve performance by reducing
the amount of data that needs to be processed at any given time.

R Place Actors
Recently Placed —
@‘ Cull Distance Volume

Basic
Lights
4 ‘ Hierarchical LODVolume
Cinematic —
N .

Visual Effects 1’ Kill ZVolume
Geometry PS

E Level Streaming Volume
Volumes —
All Classes :".":. Lightmass Character Indi

#" Lightmass Importance Vc

‘ Mesh Merge Culling Volume

Cull Distance Volumes

are a useful optimization tool that defines what distance to draw (or make visible) any Actor within
the volume. These volumes store any number of size and distance combinations called Cull
Distance Pairs. These are mapped to the bounds of an Actor (along its longest dimension) and then
assigned to that Actor instance in the level.

Rir Place Actors

Recently Placed

@‘ Cull Distance Volume

Basic
Lights

& . Hierarchical LODVolume
Cinematic —

.
Visual Effects ‘3 Kill ZVolume

Geometry Ps
E Level Streaming Volume
Volumes 5
s .
All Classes :@: Lightmass Character Indi

.
#:) Lightmass Importance Vc

‘ Mesh Merge Culling Volume



Check how to properly use these solutions in the official UE documentation:

Level Streaming Volumes

Cull Distance Volumes

Scalability Settings

The Scalability settings allow you to adjust the quality of various features, especially the visual
appearance in order to maintain the best performance. We place our custom settings and

modifications in the DefaultScalability.ini file.

If you want to make your own changes, go to: ProjectName > Config > DefaultScalability.ini

Config > ~ O
Layouts DefaultEditor DefaultEngine DefaultGame Defaultinput DefaultScalability

You can read more about the Scalability Settings in the official Unreal Engine Documentation

Performance

Map: /Warehouse_01

QUALITY SETTINGS
SPECIFICATION LIGHTING
UE ver. 5.1 SCENARIO
LoW HIGH ULTRA
RTX 3060 DAY 420 FPS 330 FPS 250 FPS
FULL HD
AMD Ryzen 7 5700X 8-Core
22 E3 3l NIGHT 420 FPS 330 FPS 230 FPS
SSD STORAGE



https://docs.unrealengine.com/5.1/en-US/level-streaming-in-unreal-engine/
https://docs.unrealengine.com/5.1/en-US/cull-distance-volumes-in-unreal-engine/
https://docs.unrealengine.com/5.1/en-US/scalability-reference-for-unreal-engine/

Map: /Warehouse_02_old_street
QUALITY SETTINGS
SPECIFICATION LIGHTING
UE ver. 5.1 SCENARIO
Low HIGH ULTRA
RTX 3060 MORNING 400 FPS 300 FPS 230 FPS
FULL HD
D) 7 7 SIS EHEE NIGHT 370 FPS 320 FPS 220 FPS
32 GBRAM
SSD STORAGE
RED FOG 400 FPS 340 FPS 230 FPS

Thanks!

Again if you will have any problems, let us know! :)

Scans Factory Team




