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Note: This tutorial assumes you are logged in as One on Mordak and Yarb’s stock database or my own stock database.
If you’re completely new to AttySpace (if you’ve never used it on ATS), then I suggest you read Shaard’s Beginner’s Guide, which is available at http://www.trekmush.org/files/sguide.txt, otherwise enjoy the tutorial.

First we’ll cover the basic creation of a ship, as creating classes is a little difficult and someone else is writing a tutorial about it.  If you’ve installed Yarb’s @space/makeship command on #10 you should skip this next part of the tutorial as this part is about the manual creation of a ship.

1 – Creating your first ship

The first step is to create the object which will represent your ship.  This object will hold all the fun stuff like the coordinates of your ship, it’s allocations, it’s damage etc.  For this tutorial we’ll create one called SS Shuttle.  This will be our ship, or at least a near resemblance of one.

Next we have to decide what class our ship should be, a plain old shuttle looks good, so @parent SS Shuttle to #66.  We now know what class our ship is.

The next step is to add the zone lock to our ship, the standard one I’ve seen used in the database is: iswiz/1 this uses the iswiz lock that is on #30, the master space object.  Now that this is done, create the bridge for your ship by @dig’ing it.  @zone the room to your ship object.

Next we need a few consoles, so lets create a few.  @create 3 objects called Console 1, Console 2, and Console 3, respectively.  Drop all three objects and paste the following code segment into your telnet window.

@dolist remove(lcon(here),%!)=&NAME ##=s(name(##))
@dolist remove(lcon(here),%!)=@set ##=wizard
@dolist remove(lcon(here),%!)=@set ##=monitor
@dolist remove(lcon(here),%!)=&SHIP ##=s(zone(here))
@dolist remove(lcon(here),%!)=@parent ##=#21
@dolist remove(lcon(here),%!)=&MODES ##=command communications engineering helm inactive monitor navigation off operations science security tactical transporter weapons damage fighter

Next we need to determine the next available sdb#.  To do this we’ll call sdb(e), which will give us the next available number.  Now we’ll add the sdb attribute to our ship object/zone with a value of the number we were just given.  Now we have to make sure the consoles have the proper data on them.  We’ll do this by pasting the following line into our telnet session.

@dolist remove(lcon(here),%!)=&SDB ##=s(get(zone(here)/sdb))
There, now our consoles are set to work with our ship, and our ship is almost set to work in space.  We just need to do a few more little things.

First we have to load our ship into the space database, otherwise we can’t fly.  So now we’ll execute the sdb() function with the following parameters, (substitute the number of your ship for the number in this code): sbd(read, #212)

If all goes well, you’ll be given a nice return of 1 for your trouble, if you somehow got 0, there’s a bug in your ship object, (most likely it’s not parented properly).  If you got a 1 however man a console and try to start your ship.

Uh oh… no fuel, that could be a problem if we want to go anywhere.  Well we can remedy this problem very easily, just paste in the following code. Substitute the sdb number of your ship for the 7 in this code.

Th sdb(put,7,320000000,fuel,anti)

Th sdb(put,7,640000000,fuel,deut)
There, we now have a fully functional Shuttle in space.  It should only take you about 15 hours to get to where the ships that Mordak and Yarb included are. (
2 – Adding Rooms to your Ship

Adding a new room to your ship that will display things such as the destruction messages is quite simple.  First @dig the room and link it to the first, if you want to.  @chzone the room to the ship you want it to be part of.  Next you have to add the number of the room you just created into the ROOMS attrib on ship obj.  The attrib is a space delimited list from what I understand so you should have any troubles.  Enjoy the multiple rooms on your ship.

3 – Creating Planets and Bases

Wow, creating planets and bases is really easy, to be exact it’s the same as creating a ship, just with different parents. (Note: This is mostly a guess, I haven’t checked into this much yet).  The only real different I see is that you don’t have to fuel planets, though, if you create a planet class with sensors or the like, I’d recommend giving them some.

4 – Fun stuff with SDB()

SDB() is the function that give AttySpace life, it handles everything, from putting your ship in space to changing it’s allocs etc.  As you saw earlier in this tutorial, sdb is used to initialize your ship.

A lot of people seem to want to know how to change the coordinates of their ship so I’ll use this section (for now) to show how this is done.

th sdb(put,<sdb#>,[pc2su(100)],coords,x)

That line would move the x value of your ship to 100.  I think you can figure out the rest easily.

5 – Class Creation (and some other really tedious stuff)
Well, today’s lesson is about class creation.  Class creation takes a little bit of thought, and a whole lot of typing.  You have to think about how big a ship you want, if you want weapons on the ship, and if so, where they should face.  How much power should the ship have?  How strong should the shields be?  These are all questions you’ll ask yourself when designing your class.  My first suggestion is to write down on paper most of the things you want to remember about the class you’re going to create.  Mordak’s description of each attribute is a must when designing your ship as it’s essentially your template.  There are a few formulae which you may want to remember when designing your class.  The important ones relate to warp speeds.

The first determines p which I’ll say stands for power for lack of a better term.

p = (0.99 * total MW produced by main) + (0.01 * total power * power alloc’ed to move) The other important variable, a, appears to be the final thing in the technology list.

Warp Speed = sqrt(10.0 * p / a)

On a side note, when the ship is travelling with a cloaking device active, p is multiplied by 0.75.  If the shields are active, it is multiplied by 0.75 for each shield that is up. IE,

All four shields are up and p has a value of oh 10. The final p would be: 3.16 (I think… haven’t had a chance to test this thoroughly).

With this information and Mordak’s crib sheet you should be able to create a half decent class within an hour or so.

6 – Change Log
05/16/00 – First copy, basic coverage of creating ships.
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05/23/00 – Updated section 2, 3, and 4.

06/03/00 – Fixed a lot of typos.  Change Log moved to Section 6, Section 5 created.

08/16/00 – Fixed parent # typo.

