Mirrored Sims Tutorial
How to Fix Alignment Problems


You will need: 

	Transmogrifier (Tmog)

A folder to store your working files
	An object to work on
	The Sims game


Notes: 
When a new object is made, it often needs to be moved into its proper position on a tile. It's especially noticeable in multi-tile objects that need to be aligned so they look like a single item rather than two separate parts. Knowing how to re-position objects can be quite a useful skill to have.


Steps:
I'm going to assume that you've already chosen an item you want to move around, so we'll start in Tmog with your item selected. If you look at the lower right corner of the program, you'll see a 'View Object' button. Clicking it will open a window where you can see your selected item. But you can do more than view the item in that window. That's also where you can change the item's positioning. Click 'View Object' now.

	At the top of the window, it will say if it's a single tile object or a multi tile object. If it's a multi tile object, there will be a drop down box, where you can select which tile you want to work with. Once you choose a tile, you'll be able to reposition it. Also in the window are:

	the 'Graphical States' box, which lists the different graphics for each tile
	the 'Rotate' bar, which you move to see the object's different views

the 'Zoom' bar, which you move to see the different zooms
a 'Background' button where you select the background colour for where the item is shown 
a 'Grid' box where you turn the grid on and off
a 'Center' box that centres your object if you have the program at maximised screen size
	a 'Draw Group ID' box that shows the graphics you can reposition. Dynamic sprites are also listed. 


	Every object is made up of a number of sprites. Simple objects will have only a couple. Complex items will have a lot. Before you start moving anything, have a look at what graphics your object contains. If you have an object that's in completely the wrong spot, you may need to move all:

	Listed items in the 'Graphical States' and 'Draw Group ID' boxes (including dynamic sprites)

Rotations for all items in the 'Graphical State' and 'Draw Group ID' boxes (including dynamic sprites)
Zooms for all items in the 'Graphical State' and 'Draw Group ID' boxes (including dynamic sprites)

	So how do you actually change the object's position on the tile? If you click on any of the items in the 'Draw Group ID' box, some numbers, boxes, arrows, a check box and the 'Set All' button will appear below there.

	The 'Flip' box flips a graphic around. It's used for objects that only have 2 views (back and front), so they face the right way in all four directions. 
	The DX box moves the object left and right. The arrow boxes next to it control the movement, but you can also type numbers directly into the text box.
	The DY box moves the object up and down. The arrow boxes next to it control the movement but you can also type numbers directly into the text box.

The 'Set All' button. If you reposition an object in the largest zoom, click on the 'Set All' button. Tmog will give you a confirmation dialogue and after you click 'OK', the program will automatically reposition the smaller zooms so they match the largest zoom's position on the tile. 

	To reposition an object (after selecting a tile, if you're working with a multi tile object), select the first item in the 'Graphical State' box, then the first item in the 'Draw Group ID' box. Move the 'Rotate' bar to the first directional view. Check the picture to see if you're happy with the object's position. If you are, move the 'Rotate' bar to the next direction. Then the third and finally the fourth. If you need to reposition the object at any point, use the appropriate arrow buttons to shift the object to where it needs to be. When you're happy with the positioning, click the 'Set All' button to set the positions for the smaller zooms as well. 
	The 'Set All' button sets the positions for the smaller zooms based on the coordinates for the largest zoom. It divides them by 2 for the medium zoom and by 4 for the smallest zoom. If the coordinates aren't divisible by 2 or 4, Tmog sets it at the closest whole number. This can cause items to be a bit off in positioning, so always check the smaller zooms after using the 'Set All' button. It should at least be close to where it needs to be.


	When your object is completely repositioned, click the 'OK' button to return to Tmog's main screen. 


	After repositioning an object, you may wish to export the object. I'm not sure if it's actually needed with the latest version of Tmog, but at least one version of the program doesn't always save the positioning changes if the object isn't exported afterwards. I've always exported my repositioned items, just in case, and I haven't had any trouble with that sort of thing, but it's likely not necessary anyway. In other words, it's entirely up to you to do it or not.


Congratulations, that's all there is to it, so you have now learned how to reposition an object!




