Mirrored Sims Tutorial
How to Make an Object with Animation


You will need:
Transmogrifier
A graphics program with layers and transparency
An animated object to work on
The Sims game


Notes:
There are two types of animation in The Sims. One is where the animations that work with objects are separate to them and the other is where the animation is part of the object. With separate animations, you require a special program to change them in any way. If an animation is part of an object, however, making changes to it is as simple as editing the sprites that make up the object.

Animated objects range from very simple to very difficult. If you've made a counter, then technically you've made an animated object. A lamp may be as simple as on/off versions or as complicated as several graphics where each one is very slightly different. Fountains have a single graphic that's always visible (the fountain) and then several graphics that change in succession to make the water look like it's flowing. That's really all object animation is. A series of graphics that are all slightly different from each other, changing in succession so it looks like movement. 


Steps:
So you want to make an animated object for your game? Presumably you have a particular object in mind. There are a lot of different objects you could choose from, with varying levels of difficulty, but working with each of them is the same no matter what item it is. The only difference between working on something like a counter or a lamp, and something like a bed, a computer, a fridge or a clock is the number of sprites that make up the object. What usually makes animated objects more time-consuming is that they have more graphics than other items.

So first off, in Tmog, select the item you want to work with. After that, proceed as you would with any other item. Clone it, then export the files with your choice of options, depending on what you want to do with it. 

	Next up, in your graphics program, you also do the same as for any item. Create a working file with plenty of space for you to work on graphics in, then it's time to open up the object's P Sprites so you can get to work. This is where you will notice the main difference between animated and non-animated objects: the number of sprites. 

If you're working on a simple animated object, the number of sprites won't be too bad. The more complex an object is, however, the more sprites there will be. The good news is that, depending on what you want to do with the object, you may not need to work on every single sprite in it. So before you open all of the P Sprites, have a look through them and see if there are any that can remain as they are. 

For example, if you're working on a bed, you might want some of the pillow sprites to remain unchanged. If you're working on a fridge, you might only want to change the outside of it, so all of the sprites showing the inside of the fridge can stay as they are. If you're making a new TV set, the images for each of the channels could be fine as-is. If you're making a new fountain, keeping the water the same will save you from having to adjust the A sprites for it. Probably the best example though is if you make a new clock. Keeping all of the clock hand graphics as they are means you won't need to work on any of the 96 each of A, Z and P sprites involved! 

Once you've worked out what graphics you want to change, open those P Sprites up. 


	From this point on, working on an animated object is no different to working on any other object. You still need to copy the graphics into your working file where you make your new graphics. Like with multi-tile objects, you may need to put graphics together so you can work on whole object views at the same time. Everything is entirely up to you while working on the graphics. Then you copy the new graphics back into their corresponding sprites the same as always. The only difference will be the number of sprites involved.  


	Also the same as always is the import of the graphics back into the object and the viewing of the object. Adding the object name, price and description is also the same. But there is one thing that's slightly different. 


	When you look at your new object, you may need to reposition it, or align tiles if it's a multi-tile object. Before you do, check to see if there are other sprites that work with the sprite you want to move. To do this, first select one of the items in the 'Graphical States' box, then one of the tiles, for a multi-tile object. This will open the 'Draw Group ID' box, which lists all of the sprites working on the chosen tile, for that graphical state. You may need to reposition several of them, or you may just need to reposition the main one so it fits with all of the others. 

Go right through all of the items in both boxes, making sure that the object looks as it should for every view and in every graphical state and zoom. Be thorough.


	If you have to position anything, consider doing a final export of the graphics to make sure the new positions are set okay. It may not make a difference for you, but some object creators find it works better that way.


	When your object is ready, close Tmog and open your game. Remember to not have them both open at the same time as that can corrupt files. Check your item on a lot that has a Sim that can put it through its paces. Keep a close eye on it as it's used and make a note of anything that needs to be fixed, such as positions that aren't quite right or graphics that don't look good in smaller zooms. 


	If there are any problems, close the game and use Tmog and your graphics program to sort them out. 


Congratulations, you have made an animated item for your game!


