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15. Once the eye parts are attached you can arrange them at the “element” sub object level.

Then clone a copy of the eyeball.

17. Link the eyeball to the dummy bject using a “LookAt” constraint.

(3 = (22 = ()| Workspace: Default - ¥

Edit Tools  Group
Ll B SR
[+1[Tep] me

[+1[Left

Rensimic Creature Eves

Load Animation...
Save Animation...

IK Solvers
Constraints

Transform Controllers
Position Controllers
Rotation Controllers
Scale Controllers

CAT

MassFX

Parameter Editor...
Parameter Collector...

Wire Parameters
Animation Layers...
Reaction Manager...
Bone Tools...

Set as Skin Pose
Assume Skin Pose
Skin Pose Mode

Toggle Limits
Delete Selected Animation

Populate
Walkthrough Assistant...

Autodesk Animation Store...

View Customize  Scripting

Attachment Constraint
Surface Constraint

Path Constraint
Position Constraint

Link Constraint

LookAt Constraint
Orientation Constraint

Help

18. Adjust to these settings in the animation panel.

To finish all you need to do is use a “Look At” constraint to link the eyes to “dummy” object.

16. Make a“Dummy” object

_ in front of the eyeballs

Cornea Sclera, Disk, Iris

Dummy

Parameters

Rotation
Rotation List
Layer Weight

Euler XYZ 100.0
->LookAt Con...  100.0
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