Mirroring, Linking and Animating Tracks - H1
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Track Animation

Once you modeled a track, it needs to be animated, mirrored, linked and animated again

1. First animate the tracks spinning around the spline by adjusting the Percent setting
while the “Auto Key” is set.

2. Select the track and spline.

3. Open the “mirror” panel.
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Note: You may have to
apply a“Normal” modifier
to the cloned tracks.

7. Select copy (both tracks
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8. Link copy to original tracks.
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