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As brought up in another thread by Kode-Z, sometimes you'll find yourself trying to create clipping for 
stairs that just don't connect properly. The vertical tiles are short, and don't reach the horizontal one 

below them. To deal with this, you'll have to manually modify the Y-Coordinate of the short tiles in the 
Tile Point Editor. The following is a step-by-step walkthrough of just what you'll need to do. 

i) The Stairs 

 

Here we see the stairs in question. You'll notice right off the bat that the vertical parts are a bit short. 
They don't connect with the stair below it. 

ii) Clipping Begins 



 

The clipping has begun. Both the upper platform and floor at the base have already been done. Next, 
we'll tackle the stairs. 

iii) The Dilemma 



 

After using Edit Room Positions mode to convert tri's into clipping tiles, the bottom stair has been 
clipped. The only problem is, that the vertical tiles aren't long enough to connect with the floor. 

iv) Open Tile Dialog 



 

Right-clicking in Edit Clipping Mode, brings up a list of selectable options. One of which, is the "Open 
Tile Dialog" option. This menu will allow us to select individual tiles, view their coordinates, and 

modify them. 

v) Lower Tile 



 

First, we'll take a look at the floor tile, to see what its Y-Coordinates are set to. On the lefthand side of 
the menu, there's a list of room ID's. Go through them, until you find the one you need. In this case, 
room 28. On the righthand side of the menu, there's another list for each Tri (three pointed clipping 
tile). There are two ways to know which tile is which. The first, is to choose a tri and click "Goto 

Visual". This will automatically reposition the camera to be ontop of the tile in question. The other way 
to know, and the way I prefer, is to choose a tri, then move the arrow cursor into the Visual window. 

This will turn the selected tile a light purple colour. In this case, we're looking for the floor tile, which 
just happens to be "0000" in this example. Take note of the Y-Coordinates. Remember: Each point in 
the selected triangle is coloured differently in the Visual Window, though it may be difficult to notice 
without zooming in much closer to the tile. Point 1 is red, Point 2 is green, and Point 3 is blue. Since 

this is a flat vertical tri, they all share the same value. "-283.0" is the height at which this tile is located. 



vi) Short Tile 

 

Now that we've noted the Y-Coordinate of the tile directly beneath the bottom stair, we'll look up the 
vertical stair tile. Using the same method as we used to find the floor, you'll see that this tri is "002A" 
in the list. Rather than all three points sharing the same Y-Coordinate, this time they do not. Because 

this is vertical, only one or two will be at the same position. Unless it goes on a strange angle, which it 
does not for simple stairs. You'll notice that this tile has two points lower, and one higher. In this 

example, it's the Red (Point 1) and Blue (Point 3) coloured corners. These two are set at "-275.0". 



vii) Lowering The Height 

 

By taking the Y-Coordinate value at which the floor is positioned (-283.0), and replacing the value of 
the two lowest points of our bottom vertical tile, it'll "stretch" down to meet the floor. This only takes 

care of one of the two tiles, however. Make sure to click "Apply Change" in order for your 
modifications to take effect! 

iix) The Other Tile 



 

Selecting the remaining tile from the list, which happens to be "0027" in the example, shows us that it 
only has one lower point. It's Point 1, the red corner. 

ix) Connected 



 

By changing that value from "-275.0" to "-283.0", we'll also "stretch" this one to meet not only back up 
with its vertical partner, but with the floor. This connects everything together once and for all. 

x) Clipping Completed 



 

Using this same method, though using the next horizontal stair's Y-Coordinate, as opposed to the floor, 
will allow you to, slowly but surely, finish clipping your entire staircase. 



 

It is a good idea to use the "Stan Convertor Current" option in the Visual window's right-click list in 
Edit Clipping Mode. 



 

Afterwards, also use "Redo Clipping Connections", just to make sure everything goes together 
properly. 



 

Clicking on a tile will show you all of the other tiles it is connected to. This will let you know that your 
tri's are going together without any issues. 

SPECIAL CASES 

What happens if the top-most stair doesn't have a vertical piece of its own, and instead uses the wall? 
Well, that requires more fun manual changes using the Tile Point Editor. 

SC1 i) No Back Piece 



 

After converting all of the other stairs into clipping tiles, you've found that the top stair connects with 
the wall. So... now what do you do? 

SC1 ii) Too Long 



 

Upon converting the wall behind the stairs, you realize that it stretches way down to the floor. This is 
no good, and will need to be dealt with in the Tile Point Editor. 

SC1 iii) Check The Stair 



 

First things first, you should take a look at the stair you want the wall to connect with. By looking it up 
in the Tile Point Editor, you'll see the Y-Coordinate height of the horizontal tile is "-32.0". This is the 

value we'll need to set those long wall tiles to. 

SC1 iv) Wall Tile 



 

Selecting one of the wall tiles allows us to see the Y-Coordinates it uses. In this case, two points go way 
down to "-133.0". 

SC1 v) Height Change 



 

With the value we took from the top stair in place, the wall tile reaches it exactly. The same was done 
with the other tile in this picture, so you'll notice that both line up together. 

SC1 vi) Walk The Line 



 

Once we've used the "Stan Convertor Current" and "Redo Clipping Connections" options in the Edit 
Clipping Mode's right-click list, you'll see that everything connects perfectly. 

xi) In-Game Testing 



 

Once you've injected it into your customized ROM, you can see how well players and characters 
interact with your clipping. Here we see a guard patrolling the area, descending our finished stairs. 


