SOLAR SYSTEM TUTORIAL





First a few notes.





1. When you have writen your .kas file you have to put it into your Systems folder in the KA directory. Everytime you make a change to your .kas file you have to shut down KA then restart it. This way you will see the edited results. If you just minimize KA, then edit the file, then go back to KA, the edit will not show up. KA must be shut down and restarted to see any difference to an edited .kas file.





2. On the Helm station there is a grid of squares that shows you where all the systems are. A lot of these sqaures are empty, there is no system there (deep space). It is these squares that can have a new system put into them. If you put your system into a square that already has a system, then your one will either overwrite the one there or it will cause a conflicting error on the helm screen. It won't crash KA but it don't look right.





3. When you write your .kas file you have to place all the objects you want in the right order. You start by doing the star. Then you do the first planet, then the second planet, etc....





4. As some of you know there is an option to turn down the Ambient Light in the game. This produces the effect of planets having a dark side to them, the side that is facing away from the star.


When you place a planet in a system the amount of light reaching it from the star will become less the further away from the star it is. Just like in real life. I have found that a distance of about 51000000 will be far enough away so that, with Ambient Light turned down, you won't see any detail on the planet because of the lack of light. This is quite good because it is more life like. If you turn the Ambient Light you will them see the planet.


This is not a problem but it is something to think about when deciding how far to place a planet from the star.





5. I have found that a distance of about 80000000 from the star is the maximum that a planet can be. In the Sol.kas file you will see that Pluto is 80000000 feom the Sun. When I put Pluto further away, it didn't show up for some reason. So this distance seems to be the maximum.





6. When putting planets and other stuff in a file remember that the more you put in the slower the game will be, so make a balance between amount of planets and game speed. I'm not sure what the maximum number of planets is but Sol has 9 planets, countless moons and rocks in Saturn's ring, etc... so you can do quite a lot without slowing the game down.





7. When making a system file don't write it out from scratch. Instead make a kitbash from other systems. It is way easier to copy the code from one system file and paste it into your file. That is how I make my systems. All you will have to change is the code that tells the game what planet to display. Those codes are in the System Codes file.








8. Some text below is in red. This is the code you can change. An explanation of the code is below each step.





9. You can put notes into your code by putting a # before the line. KA will skip these lines so you can add notes. You will see that below.





10. OK last one......I don't know what every piece of code does but I will show you all the important ones. The best way to learn this is the way I did it. Just change stuff then see what the change does in KA. .kas files can be edited with a text editor.








Right now all that's been said, this is how to make a simple system. I will be copying code from the Sol.kas file and pasting it here.


The system we will make will have 1 Star, then a rocky planet, then a M class planet with 1 moon, then a gas giant, then a ring planet, then an asteroid belt then finally a lone asteriod all by it's self.





We have to do this in the order we want them so step 1 is the star.








STEP 1...THE STAR





####################################################################


# Generated by the Klingon Mission Builder


SystemName:Sol


SystemQuad:0:0:0


SystemSect:2:0:0


SystemSys:5:4:0


SystemSeenQuad:0:0:0


SystemSeenSect:0:0:0


SystemSeenSys:0:0:0


SystemAllegiance:Federation


#


BodyName:Sol


BodyFilename:s14m


BodyType:Sun


BodyClass:G


BodyColor:Yellow


BodyScale:1700.000000


BodyCoords:0.000000:0.000000:0.000000


#


#SOLAR CORONA SENSOR INFO


#


BodyInfo: SOLAR CORONA


BodyInfo: Superheated Plasma


BodyInfo: Solar Winds


BodyInfo: Radiation


#


#END SOLAR CORONA SENSOR INFO


#


BodyName:Solar Corona


BodyType:Corona


AtmosphereParent:Sol


AtmosphereObject:Coronas\s14_1200.lwo


AtmosphereRadius:600000:600000:600000


AtmosphereDisappear:1800000


#


# ** SOLAR CORONA PARAMETERS **


#


AtmosphereFogColor:1.00:.39:.00


AtmosphereMaxFog:.85


AtmosphereThickness:4


AtmosphereMaxTransparency:1


AtmosphereGradualFalloff


AtmospherePuffGraphic:bpuff


AtmosphereDebrisCount:40


TerrainEffectsTemperature:210:250


TerrainEffectsRadiation:.002:.003


TerrainEffectsTurbulence:2:2


TerrainEffectsMovement:.00001:.00001


TerrainEffectsFailure:Warp:1.0:0


TerrainEffectsInterference:comm:1.00:1.00


# BEAM WEAPONS


TerrainEffectsWeaponBonus:Phasers:2.00:2.00


TerrainEffectsWeaponBonus:Disruptors:2.00:2.00


TerrainEffectsWeaponBonus:Assault Phasers:2.00:2.00


TerrainEffectsWeaponBonus:Base Phasers:2.00:2.00


TerrainEffectsWeaponBonus:RPhasers:2.00:2.00


TerrainEffectsWeaponBonus:OPhasers:2.00:2.00


# HEAVY WEAPONS


TerrainEffectsWeaponBonus:Hvy Disruptors:.25:.25


TerrainEffectsWeaponBonus:Photon Torps:.25:.25


TerrainEffectsWeaponBonus:Hvy Photons:.25:.25


TerrainEffectsWeaponBonus:Lt Plasma:.25:.25


TerrainEffectsWeaponBonus:Med Plasma:.25:.25


TerrainEffectsWeaponBonus:Hvy Plasma:.25:.25


TerrainEffectsWeaponBonus:Gorn Plasma:.25:.25


TerrainEffectsWeaponBonus:Fast Missiles:.25:.25


TerrainEffectsWeaponBonus:ATG Missiles:.25:.25


TerrainEffectsWeaponBonus:ATGB Missiles:.25:.25


TerrainEffectsWeaponBonus:Multiwarhead:.25:.25


TerrainEffectsWeaponBonus:CFDIC:.25:.25


TerrainEffectsWeaponBonus:FMPA:.25:.25


TerrainEffectsWeaponBonus:GDDS:.5:.5


TerrainEffectsWeaponBonus:GHRC:.5:.5


TerrainEffectsWeaponBonus:QCB:.5:.5


TerrainEffectsFeedback:Web:30


#


# *** END SOLAR CORONA ***


# BACKGROUND#


BodyName:Celestial Sphere


BodyType:Wallpaper


Cluster:sector01:0:0:0


#


RandomEncounters:1.00:Fed-1:Fed-2:Fed-3:Fed-4:Fed-5


#


#################################################################





Code explanation





SystemName:Sol - The SystemName has to be the same as the file name, so if you want to call your system Qonos 3 then the file name should be Qonos3.kas and the SystemName has to be SystemName:Qonos 3.





SystemSys:5:4:0 - This is where your system will be placed on the Helm grid. (X:Y:Z:). If you want your system to be in Klingon territory than look at the Alpha Quadrant picture and choose a square that is empty. All you have to do is choose X and Y. Z is not important. So on the picture you will see that the square in Klingon territory at coordinates X=1  Y=20 is empty. If you want your system to be here then SystemSys:5:4:0 would be SystemSys:1:20:0





SystemAllegiance:Federation - This is the allegiance your system belongs to. If it's a Romulan system then change SystemAllegiance:Federation to SystemAllegiance:Romulan. This is not essential but it will show up on the Helm station.





BodyName:Sol - This is the name you want to give to your star. So to change the name from Sol to Beeswax change BodyName:Sol to BodyName:Beeswax





BodyFilename:s14m - This tells KA what type of star to make. As it is now, s14m, this will make a yellow star. If you want a red star then look through the System Code file to find the code for a red star. The red star code is s16g. So to have a red star change BodyFilename:s14m  to BodyFilename:s16m.





BodyClass:G - This has no effect other than to display the star's class on the HUD. BodyClass:G will show the star as a class G star.





BodyScale:1700.000000 - This determins how big KA makes the star. The bigger the number the bigger the star.


NOTE: At the moment when you warp to a star or planet you will stop at a distance of about 30,000k away. The bigger you make a star or planet the further the stopping distance gets. This is to do with the KA engine.





BodyCoords:0.000000:0.000000:0.000000 - This is where abouts in space the star will be positioned. Because a star is at the centre of a solar system it makes sence to put it in the middle.


BodyCoords:0.000000:0.000000:0.000000 does this.





BodyInfo: SOLAR CORONA


BodyInfo: Superheated Plasma


BodyInfo: Solar Winds


BodyInfo: Radiation


All this info is what will appear on the HUD. You can change it to whatever you want but the maximum number of carracters is about 25 and the maximum number of lines is 5 (I think).





AtmosphereParent:Sol - This name, Sol, has to be the same as the BodyName:Sol. This tells KA that the atmosphere belongs to the star Sol





AtmosphereObject:Coronas\s14_1200.lwo - This is the file name for the corona. If you copy and paste the code from another system file then there is no need to change this because it will already be right.





AtmosphereRadius:600000:600000:600000 - Like it says, this is the radius of the atmosphere. The bigger the numbers the further out the atmosphere will extend.





AtmosphereDisappear:1800000 - This is the distance that KA will stop displaying the star's atmosphere. The bigger the number the further away you will still see the corona.





BodyName:Celestial Sphere


BodyType:Wallpaper


This tells KA what to display as the background. This is the only one I know and it displays the normal stars plus a few small nebulas.





RandomEncounters:1.00:Fed-1:Fed-2:Fed-3:Fed-4:Fed-5 - This will produce the random ship encounters in the Free Exploration Mode. RandomEncounters:1.00:Fed-1:Fed-2:Fed-3:Fed-4:Fed-5 will make you encounter up to 5 Fed ships.


To change it to Klingon ships add Klin-1:Klin-2:Klin-3, etc.....


To change it to Gorn ships add Gorn-1:Gorn-2:Gorn-3, etc.....


To change it to Shak ships add moH-1:moH-2:moH-3, etc.....


To change it to Tholian ships add Thol-1:Thol-2:Thol-3, etc.....


To change it to Romulan ships add Romulan-1:Romulan-2:Romulan-3, etc.....








That's all there is to making a star. All the other code can be changed but you will have to experiment with it to see what it all does. But the code above will give you a large yellow star.








STEP 2...THE FIRST PLANET (ROCKY PLANET)





#############################################################


BodyName:Mercury


BodyFilename:j01s


BodyType:Planet


BodyClass:J


BodyColor:Red


BodyScale:100.000000


BodyMajor:3000000


BodyMinor:3000000


BodyMajorAngle:190.000000


BodyMinorAngle:0.000000


BodyFocus:0.010000


BodyPeriod:47000000


BodyRotPeriod:550000


BodyRotAngle:10


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


#############################################################





Code explanation





BodyName:Mercury - This is the name you want to give to your planet.





BodyFilename:j01s - This the file name for the planet textures. Look at the System Codes file and choose the planet you want then put the code in. So to change it from Mercury to a grey planet with black spots just change j01s to the right code. All codes are in the System Code file.





BodyType:Planet - This tells KA that this is a planet. If this was a moon you would change Planet to Moon (you will see this later). So because this is a planet leave it as Planet.





BodyClass:J - This has no effect other than to display the planet's class on the HUD. BodyClass:J will show the planet as a class J planet.





BodyScale:100.000000 - This will determine how big the planet is. The bigger the number the bigger the planet.





BodyMajor:3000000


BodyMinor:3000000


These 2 lines will determine how far the planet is from the star. The bigger the number the further away from the star it will be. Make sure BOTH numbers are the same.





BodyMajorAngle:190.000000 - This is the angle, in degrees, where the planet will be around the star. For example..if North was 0 degrees then East would be 90 degrees. South would be 180 degrees, etc...... Seeing as there are 360 degrees in a circle it goes without saying that the number can be any where between 0-360 degrees. If you leave this (and all other planets at 0 degrees) then all the planets will be lined up, which looks crap, so make sure you do a variety of different angles for each planet.





BodyPeriod:47000000 - This is the orbital period (year) of the planet around the star. The bigger the number the longer it will take for the planet to make one complete orbit around the star. In real life the further away a planet is from it's parent star, the longer it's orbital period. So you will want to increase the number as you do each planet.





BodyRotPeriod:550000 - This is the rotation period (day) of the planet. The bigger the number the slower it rotates, hence the longer the day is.





BodyRotAngle:10 - This is the angle of the planet axis. If set to 0 degrees the planet will appear upright. If set to 24 then the planet will have a slight tilt in it's axis





BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


All above are same as for star.





.


STEP 3...THE SECOND M CLASS PLANET WITH 1 MOON


STEP 3a THE PLANET





####################################################################


BodyName:Earth


BodyFilename:sol3


BodyType:Planet


BodyClass:M


BodyColor:Red


BodyScale:300.000000


BodyMajor:17000000


BodyMinor:17000000


BodyMajorAngle:0.000000


BodyMinorAngle:0.000000


BodyFocus:0.010000


BodyPeriod:71500000


BodyRotPeriod:886000


BodyRotAngle:12


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


#


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


#


BodyName:Earth Atmosphere


BodyType:Atmosphere


AtmosphereParent:Earth


AtmosphereObject:Coronas\pm01_084.lwo


AtmosphereRadius:42000:42000:42000


AtmosphereFogColor:.91:.94:.94


AtmosphereDisappear:1000000


#


# ** PLANETARY ATMOSPHERE PARAMETERS **


#


AtmosphereMaxFog:0


AtmosphereThickness:0


AtmosphereMaxTransparency:1


AtmosphereSuddenFalloff


AtmospherePuffGraphic:spuff


AtmosphereDebrisCount:70


TerrainEffectsMovement:.00005:.00005


TerrainEffectsECM:.50:.50


TerrainEffectsFailure:Warp:1.0:0


TerrainEffectsFailure:Web:1.0:0


TerrainEffectsFailure:GDDS:1.0:0


TerrainEffectsInterference:Tractor Beam:.50:.50


TerrainEffectsFeedback:AMFP:25


#


# *** END PLANETARY ATMOSPHERE ***


#######################################################################





Code explanation





BodyName:Earth


BodyFilename:sol3


BodyType:Planet


BodyClass:M


BodyScale:300.000000


BodyMajor:17000000


BodyMinor:17000000


BodyMajorAngle:0.000000


BodyPeriod:71500000


BodyRotPeriod:886000


BodyRotAngle:12


All the above are EXCATLY the same as for the first planet.





BodyName:Earth Atmosphere - This is just the name of the atmosphere.





AtmosphereParent:Earth - This tells KA that the atmosphere belongs to Earth. Make sure the name is the same as the planet. 





AtmosphereObject:Coronas\pm01_084.lwo - This is the file name for the atmosphere. Just like the star's atmosphere, if you copy and paste the code from another .kas file then this should be already correct.





AtmosphereRadius:42000:42000:42000 - Again, like the star, this is how far the atmosphere extends. The bigger the number the bigger the atmosphere.





AtmosphereDisappear:1000000 - Again, like the star, this is the distance from the planet that KA will display the atmosphere.





BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


All above are same as for star.








STEP 3b THE MOON





###################################################################


BodyName:Luna


BodyFilename:so3a


BodyType:Moon


BodyClass:J


BodyColor:Red


BodyScale:90


BodyMajor:894000


BodyMinor:894000


BodyMajorAngle:30.000000


BodyMinorAngle:0.000000


BodyFocus:0.010000


BodyPeriod:6600000


BodyRotPeriod:6600000


BodyRotAngle:5


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


#


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


#


##################################################################





Code explanation





BodyName:Luna


BodyFilename:so3a


BodyType:Moon


BodyClass:J


BodyScale:90


BodyMajor:894000


BodyMinor:894000


BodyMajorAngle:30.000000


BodyPeriod:6600000


BodyRotPeriod:6600000


BodyRotAngle:5


All the above are EXCATLY the same as for the first planet.


The IMPORTANT part here is BodyType:Moon. This tells KA that it is a moon that is in orbit around the planet before it. So this tells KA that Planet Earth has a moon called Luna. This is why you have to put each planet, etc... in the order you want them. If you put this code anywhere else the moon would not be at Earth. Because the moon code is straight after the Earth code, KA knows that the moon is ment to be at Earth.


Because of this BodyMajor:894000 and BodyMinor:894000 are now the distance of the moon from the planet. And BodyMajorAngle:30.000000 is now the angle around the planet that the moon is positioned.





If you wanted to add another moon to Earth, then you would copy the moon code above and paste it below the first moon code. Then give the second moon a new distance from Earth, new angle, rotation period, etc....





BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


BodyInfo: Any text


All above are same as for star.











STEP 4...THE THIRD PLANET (GAS GIANT)





#############################################################


BodyName:Jupiter


BodyFilename:g01z


BodyType:Planet


BodyClass:A


BodyColor:Red


BodyScale:2500


BodyMajor:37000000


BodyMinor:37000000


BodyMajorAngle:230.000000


BodyMinorAngle:0.000000


BodyFocus:0.010000


BodyPeriod:378000000.000000


BodyRotPeriod:136000.000000


BodyRotAngle:3.000000


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


#


#GAS GIANT SENSOR INFO


#


BodyInfo: GAS GIANT


BodyInfo: Atmospheric Friction


BodyInfo: Turbulence


BodyInfo: Sensor Masking


#


#END GAS GIANT SENSOR INFO


#


BodyName:Jupiter Atmosphere


BodyType:GasGiant


AtmosphereParent:Jupiter


AtmosphereObject:Coronas\pa01_300.lwo


AtmosphereRadius:154500:154500:154500


AtmosphereFogColor:.77:.42:.07


AtmosphereDisappear:500000


#


# ** GAS GIANT PARAMETERS **


#


AtmosphereMaxFog:.95


AtmosphereThickness:500


AtmosphereMaxTransparency:1.0


AtmosphereOpaque


AtmospherePuffGraphic:spuff


AtmosphereDebrisCount:150


TerrainEffectsStatic:0.5:.7


TerrainEffectsTurbulence:3:5


TerrainEffectsMovement:.00003:.00006


TerrainEffectsECM:5.00:7.00


TerrainEffectsFailure:Warp:1.0:0


TerrainEffectsInterference:Tractor Beam:.50:.50


TerrainEffectsWeaponBonus:Web:.3:.3


# BEAM WEAPONS


TerrainEffectsWeaponBonus:Phasers:.25:.25


TerrainEffectsWeaponBonus:Disruptors:.25:.25


TerrainEffectsWeaponBonus:Assault Phasers:.25:.25


TerrainEffectsWeaponBonus:Base Phasers:.25:.25


TerrainEffectsWeaponBonus:RPhasers:.25:.25


TerrainEffectsWeaponBonus:OPhasers:.25:.25


# HEAVY WEAPONS


TerrainEffectsWeaponBonus:Hvy Disruptors:2:2


TerrainEffectsWeaponBonus:Photon Torps:2:2


TerrainEffectsWeaponBonus:Hvy Photons:2:2


TerrainEffectsWeaponBonus:Lt Plasma:2:2


TerrainEffectsWeaponBonus:Med Plasma:2:2


TerrainEffectsWeaponBonus:Hvy Plasma:2:2


TerrainEffectsWeaponBonus:Gorn Plasma:2:2


TerrainEffectsWeaponBonus:Fast Missiles:2:2


TerrainEffectsWeaponBonus:ATG Missiles:2:2


TerrainEffectsWeaponBonus:ATGB Missiles:2:2


TerrainEffectsWeaponBonus:Multiwarhead:2:2


TerrainEffectsWeaponBonus:CFDIC:2:2


TerrainEffectsWeaponBonus:FMPA:2:2


TerrainEffectsWeaponBonus:AMFP:2:2


#


TerrainEffectsFeedback:Hvy Disruptors:1.8


TerrainEffectsFeedback:Photon Torps:3.2


TerrainEffectsFeedback:Hvy Photons:6.4


TerrainEffectsFeedback:Lt Plasma:2.5


TerrainEffectsFeedback:Med Plasma:5.5


TerrainEffectsFeedback:Hvy Plasma:9.6


TerrainEffectsFeedback:Gorn Plasma:2.6


#TerrainEffectsFeedback:Fast Missiles:1.2


#TerrainEffectsFeedback:ATG Missiles:6.4


#TerrainEffectsFeedback:ATGB Missiles:6.4


#TerrainEffectsFeedback:Multiwarhead:4.8


TerrainEffectsFeedback:CFDIC:7.2


TerrainEffectsFeedback:FMPA:4.8


TerrainEffectsFeedback:AMFP:25


#


# *** END GAS GIANT ***


###################################################################





Code explanation





BodyName:Jupiter


BodyFilename:g01z


BodyType:Planet


BodyClass:A


BodyScale:2500


BodyMajor:37000000


BodyMinor:37000000


BodyMajorAngle:230.000000


BodyPeriod:378000000.000000


BodyRotPeriod:136000.000000


BodyRotAngle:3.000000





BodyInfo: GAS GIANT


BodyInfo: Atmospheric Friction


BodyInfo: Turbulence


BodyInfo: Sensor Masking





AtmosphereParent:Jupiter


AtmosphereObject:Coronas\pa01_300.lwo


AtmosphereRadius:154500:154500:154500


AtmosphereDisappear:500000


All the above are the same as for the other planets.








STEP 5...THE FOUTH PLANET (RING PLANET)





#############################################################


BodyName:Saturn


BodyFilename:a02r


BodyType:Planet


BodyClass:B


BodyColor:Red


BodyScale:2000


BodyMajor:51000000


BodyMinor:51000000


BodyMajorAngle:340.000000


BodyMinorAngle:0.000000


BodyFocus:0.010000


BodyPeriod:929000000.000000


BodyRotPeriod:380000.000000


BodyRotAngle:0.000000


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


#


#PLANETARY RING SENSOR INFO


#


BodyInfo: PLANETARY RING


BodyInfo: Particulate Matter


BodyInfo: Shield Integrity Loss


BodyInfo: Sensor Deflection


#


#END PLANETARY RING SENSOR INFO


#


BodyName:Saturn Ring


BodyType:Ring


AtmosphereParent:Saturn


AtmosphereObject:Coronas\pa02R.lwo


AtmosphereRadius:200000:9750:200000


AtmosphereFogColor:.52:.27:.04


AtmosphereDisappear:350000


#


# ** PLANETARY RING PARAMETERS **


#


AtmosphereMaxFog:.955


AtmosphereThickness:20


AtmosphereMaxTransparency:1


AtmosphereOpaque


AtmospherePuffGraphic:rpuff


AtmosphereDebrisCount:25


TerrainEffectsECM:.75:.75


TerrainEffectsFailure:Warp:1.0:0


TerrainEffectsFailure:Shields:1.0:0


TerrainEffectsInterference:Transporter:.50:.50


TerrainEffectsInterference:Tractor Beam:.50:.50


# BEAM WEAPONS


TerrainEffectsWeaponBonus:Phasers:.3:.3


TerrainEffectsWeaponBonus:Disruptors:.3:.3


TerrainEffectsWeaponBonus:Assault Phasers:.3:.3


TerrainEffectsWeaponBonus:Base Phasers:.3:.3


TerrainEffectsWeaponBonus:RPhasers:.3:.3


TerrainEffectsWeaponBonus:OPhasers:.3:.3


# HEAVY WEAPONS


TerrainEffectsWeaponBonus:Hvy Disruptors:.6:.6


TerrainEffectsWeaponBonus:Photon Torps:.6:.6


TerrainEffectsWeaponBonus:Hvy Photons:.6:.6


TerrainEffectsWeaponBonus:Lt Plasma:.6:.6


TerrainEffectsWeaponBonus:Med Plasma:.6:.6


TerrainEffectsWeaponBonus:Hvy Plasma:.6:.6


TerrainEffectsWeaponBonus:Gorn Plasma:.6:.6


TerrainEffectsWeaponBonus:Fast Missiles:.6:.6


TerrainEffectsWeaponBonus:ATG Missiles:.6:.6


TerrainEffectsWeaponBonus:ATGB Missiles:.6:.6


TerrainEffectsWeaponBonus:Multiwarhead:.6:.6


TerrainEffectsWeaponBonus:CFDIC:.6:.6


TerrainEffectsWeaponBonus:FMPA:.6:.6


TerrainEffectsWeaponBonus:GDDS:.6:.6


TerrainEffectsWeaponBonus:Web:.5:.5


TerrainEffectsWeaponBonus:AMFP:.6:.6


#


# ** END PLANETARY RING **


#


BodyName:Saturn Rocks


BodyType:Belt


BeltParent:Saturn


BeltInnerRadius:95200


BeltOutterRadius:185520


BeltHeight:5000


BeltNumberOfTracks:6


BeltTracks:belts\R_S_ms:belts\R_S_lms:belts\R_S_lms:belts\R_S_lms:belts\R_S_lms:belts\R_S_ms


BeltSegmentRockCounts:10:12:10:10:16:12


BeltTrackVelocities:.20:.20:.25:.25:.20:.20


BeltNoParticles


BeltDisappear:810000


####################################################################





Code explanation





BodyName:Saturn


BodyFilename:a02r


BodyType:Planet


BodyClass:B


BodyScale:2000


BodyMajor:51000000


BodyMinor:51000000


BodyMajorAngle:340.000000


BodyPeriod:929000000.000000


BodyRotPeriod:380000.000000


BodyRotAngle:0.000000





BodyInfo: PLANETARY RING


BodyInfo: Particulate Matter


BodyInfo: Shield Integrity Loss


BodyInfo: Sensor Deflection





AtmosphereParent:Saturn


AtmosphereObject:Coronas\pa02R.lwo


AtmosphereRadius:200000:9750:200000


AtmosphereDisappear:350000


All the above are the same as the other planets.





The codes below are for the rocks in the ring.





BodyName:Saturn Rocks - This tells KA that these are the rocks that will be in the ring.





BodyType:Belt - This tells KA that this is a belt and that it is for Saturn. Just like the moon for Earth above, this is straight after Saturn soKA knows that it is for Saturn. Again, this is why you have to put things in the right order.





BeltParent:Saturn - This tells KA the parent of the belt, in this case Saturn.





BeltInnerRadius:95200 - The inner radius of the belt.





BeltOutterRadius:185520 - The outter radius of the belt.





BeltHeight:5000 - the height of the belt.





BeltNumberOfTracks:6 - This is the number of tracks in the belt. When you set a number here it has to reflect the codes below. You will see that number of belts here is 6. So BeltTracks: below has 6 belts\R_S_ms (one for each belt), BeltSegmentRockCounts also has 6 numbers and BeltTrackVelocities also has 6 numbers in it. 





BeltTracks:belts\R_S_ms:belts\R_S_lms:belts\R_S_lms:belts\R_S_lms:belts\R_S_lms:belts\R_S_ms - This line tells KA what rocks to display. There are several different types of rock and the codes for them are in the System Codes file.





BeltSegmentRockCounts:10:12:10:10:16:12 - This sets how many rocks are in each belt. In this example there are 10 rocks in the first belt, 12 in the second, 10 in the thrid, etc....





BeltTrackVelocities:.20:.20:.25:.25:.20:.20 - This is the speed at which each belt of rocks orbits the planet. A high number makes them orbit the planet faster.





BeltDisappear:810000 - This is the distance that KA will stop displaying the rocks.








STEP 5...THE FIFTH PLANET (ASTEROID) This is from my Qua Nor system





#############################################################


BodyName:Qua Nor 1


BodyFilename:r05a


BodyType:Planet


BodyClass:K


BodyColor:Red


BodyScale:20


BodyMajor:2540000


BodyMinor:2540000


BodyMajorAngle:10.000000


BodyMinorAngle:0.000000


BodyFocus:0.010000


BodyPeriod:14000000.000000


BodyRotPeriod:6000


BodyRotAngle:45.000000


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


#


BodyInfo: Biggest asteroid in belt.


BodyInfo: Asteroid belt was formed


BodyInfo: when a small planet was


BodyInfo: hit by a large comet.


###############################################################





Code explanation





BodyName:Qua Nor 1


BodyFilename:r05a


BodyType:Planet


BodyClass:K


BodyScale:20


BodyMajor:2540000


BodyMinor:2540000


BodyMajorAngle:10.000000


BodyPeriod:14000000.000000


BodyRotPeriod:6000


BodyRotAngle:45.000000





BodyInfo: Biggest asteroid in belt.


BodyInfo: Asteroid belt was formed


BodyInfo: when a small planet was


BodyInfo: hit by a large comet


Just like all planets all the code above is the same as the first planet.


NOTE....Although this is an asteroid you still have BodyType as BodyType:Planet.


This is because KA will see it as a planet and so put it in it's own orbit around the star.


All you do is have BodyFilename: as BodyFilename:r05a. r05a is the code for an asteriod (see System Codes file).











Well that is basically it. Like I said at the start, it is best to just copy and paste code form other system.kas files, then make your own system out of it. All you will have to do is change the planet code, distance from star, etc.....





Below is the code for a Black Hole and Nebula.





BLACK HOLE





##################################################################


BodyName:Singularity


BodyFilename:bh03


BodyType:Planet


BodyClass:B


BodyColor:Red


BodyScale:400


BodyMajor:14000000


BodyMinor:14000000


BodyMajorAngle:0.000000


BodyMinorAngle:0.000000


BodyFocus:1.000000


BodyPeriod:9000000000


BodyRotPeriod:5000.000000


BodyRotAngle:0.785


BodyBirth:0.000000


BodyDeath:-1.000000


BodyWater:0


BodyTemp:0


BodyMass:0


BodyPop:0


#


#BLACK HOLE SENSOR INFO


#


BodyInfo: BLACK HOLE


BodyInfo: Gravitational Vortex


BodyInfo: Structural Stress


BodyInfo: Turbulence


#


#END BLACK HOLE SENSOR INFO


#


BodyName:Accretion Disk


BodyType:BlackHole


AtmosphereParent:Singularity


AtmosphereObject:Coronas\bh03R.lwo


AtmosphereRadius:2000000:97500:2000000


AtmosphereFogColor:.79:.70:.20


AtmosphereDisappear:2000000


#


# ** BLACK HOLE PARAMETERS **


#


AtmosphereMaxFog:.4


AtmosphereThickness:4


AtmosphereMaxTransparency:3


AtmosphereOpaque


AtmospherePuffGraphic:spuff


AtmosphereDebrisCount:200


TerrainEffectsTurbulence:6:6


TerrainEffectsBreakdownChance:.0005:.0005


TerrainEffectsDamage:.0005:.0005


# HEAVY WEAPONS


TerrainEffectsWeaponBonus:Hvy Disruptors:1.5:1.5


TerrainEffectsWeaponBonus:Photon Torps:1.5:1.5


TerrainEffectsWeaponBonus:Hvy Photons:1.5:1.5


TerrainEffectsWeaponBonus:Lt Plasma:1.5:1.5


TerrainEffectsWeaponBonus:Med Plasma:1.5:1.5


TerrainEffectsWeaponBonus:Hvy Plasma:1.5:1.5


TerrainEffectsWeaponBonus:Gorn Plasma:1.5:1.5


TerrainEffectsWeaponBonus:Fast Missiles:1.5:1.5


TerrainEffectsWeaponBonus:ATG Missiles:1.5:1.5


TerrainEffectsWeaponBonus:ATGB Missiles:1.5:1.5


TerrainEffectsWeaponBonus:Multiwarhead:1.5:1.5


TerrainEffectsWeaponBonus:CFDIC:1.5:1.5


TerrainEffectsWeaponBonus:FMPA:1.5:1.5


# TRACTOR WEAPONS & AMFP	


TerrainEffectsWeaponBonus:GHRC:2:2


TerrainEffectsWeaponBonus:GDDS:2:2


TerrainEffectsWeaponBonus:QCB:2:2


TerrainEffectsWeaponBonus:Web:2:2


TerrainEffectsWeaponBonus:AMFP:2:2


#


TerrainEffectsFailure:Shields:.00001:0


TerrainEffectsFailure:Cloak:.00004:0


TerrainEffectsFailure:Scanners:.000005:0


#


#


# ** END BLACK HOLE **


BodyName:Black Hole Debris


BodyType:Belt


BeltParent:Singularity


BeltInnerRadius:1200000


BeltOutterRadius:1900000


BeltHeight:70000


BeltNumberOfTracks:7


BeltTracks:belts\bh_junk:belts\bh_junk:belts\bh_junk:belts\bh_junk:belts\bh_junk:belts\bh_junk:belts\bh_junk


BeltSegmentRockCounts:50:50:50:50:50:50:50


BeltTrackVelocities:.10:.20:.30:.40:.50:.60:.70


BeltNoParticles


BeltDisappear:6000000


##################################################################





You can see that all the code is basically the same as for the star, planets, etc....


The Black Hole Debris is all the junk that floats around inside the Accretion disc. It is just like the rock belts in a ring system, and works on the same principle.








NEBULA





##################################################################


BodyName:Sharkey Nebula


BodyType:Nebula


NebulaObject:nebula\n05.lwo


NebulaRadius:10000


NebulaPosition:0:0:1560000


NebulaOrientation:0:0:0


##################################################################





This is the easiest thing to do. As you can see there is hardly any code for it. But again, it is just telling KA the name, type, radius, position and orientation.














Well that's the end of that. Making a new system is so easy but if you do get into any difficulties then email the system details and I will make a system for you. If you are having a problem with a .kas file then again email it to me and I'll take a look at it for you.





Well I hope all this makes sence to you and if it does then go make yourself some great systems.





Thanks.





KAFTHOR@aol.com





