
                 
 

V-RAY INSTANCER 
 
This demonstration covers the usage of the V-Ray Instancer in 3ds Max. 



                 
 

 

1. In the folder 11 The_Garden, open the scene named Instancer_Start.max 
2. Note that we have a ParticleFlow system in the scene. 

 

3. If you open the Particle View (Press 6) you can examine the system: We are using the system to 
create 400 particles and we are using the Patch_A003 object to emit the particles from. 



                 
 

 

4. Switch the view to Render_Camera and use the Select by Name button to select the Patch_A003 
geometry: 

 

 



                 
 

5. Use the Isolate Selection Toggle to better see the geometry we use to emit the particles from 

 

6. Disable the Isolate Selection Toggle and render an image 

 



                 
 

7. Stop the rendering 
8. Open the Particle View (Press 6) and in the Event 004 system right click on and Turn Off the 

Shape 001 node: 

 

9. Render again.  

 



                 
 

10. Switch to the Perspective view and create a VRayInstancer node: 

 

 

11. Select the a VRayInstancer node and switch to the Modify tab to see its settings. Click on the 
Add button under the Particles list and select the Plant_PF_04 ParticleFlow system: 

 



                 
 

 

12. Click on the Add button below the Source objects list and zoom in and select the Plant_Proxy_02 
V-Ray Proxy: 

 

 



                 
 

13. Switch the view to the Render_Camera and render an image. Note that we have placed an 
instance of the Plant_Proxy_02 V-Ray Proxy object at each particle location. 

 

14. Go to Perspective view and in the Viewport, right click and select Unhide All 



                 
 

 

15. Note that we have three more ParticleFlow systems and three more VRayInstancer nodes: 

 

16. We are using a similar setup to the one we just created. The ParticleFlow systems emit particles 
that we use along with the VRayInstancer nodes to place V-Ray Proxies on the wall. Feel free to 
examine the setup. 

17. Open the Particle View (Press 6) and enable the other three ParticleFlow systems: 



                 
 

 

18. Switch the view to Render_Camera and render: 

 


