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Intellji and you: How to finish setting it up 
 
Tomatopaste already basically did a step by step guide walking asta through how to set it up 
properly ​
(Note: When i say guide, I meant he walked asta through the process of setting up intellji. If you 
already did the basics of setting up intellji, then this is basically just filling in the blanks on what 
to do to finish setting up so you too don't spend like all afternoon trying to figure out why your 
customstart isn't working and it ends up because you never told how to set it up to compile 
correctly and read your mod’s jar.) 
 
This is additional instructions to the forum’s instructions on setting up intellji 
(https://fractalsoftworks.com/forum/index.php?topic=10057.0) as the forum leaves out a lot of 
information that as it turns out, you kinda need if you wanna add hullmods and shit. One way to 
do this is having it automatically compile directly into your mod directory.​
​
  

●​ ​
You see this? If you followed the forum's instructions, the source folder would be the 
orange circle. What you want to do is make 2 folders called jars and a folder called src 
inside jars and make src the source folder (See Light Green circle) 
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●​
​ You want to change the output directory to the jars file in the artifacts section in 
project structure.  

●​ ​ ​ ​ ​ ​ ​ ​
​ You need a Modplugin so the game can load your Jar. Make a new folder called 
data inside src and another folder called scripts inside data.Then make a Java class and 
name it “X_ModPlugin” (With X obviously a stand in for your mod’s name), It should be 
inside data/scripts (Don’t worry, data.scripts is normal, you didn’t do anything wrong). 

●​ Now inside the modplugin, copy and paste the following: 
package data.scripts; 
import com.fs.starfarer.api.BaseModPlugin; 
import com.fs.starfarer.api.Global; 
 
public class csp_ModPlugin extends BaseModPlugin { 
 
} 

(Note: Change “csp_ModPlugin” to whatever you named the mod plugin so if you named it like 
Ironshell_ModPlugin, it should be “Public class Ironshell_ModPlugin extends BaseModPlugin”)  



●​ ​ ​ ​ ​ ​ ​
​ Now go to build near the top left and click on it and go to “Build Artifacts…”, click 
on that 

  
●​ Click on Rebuild and it will rebuild it and compile it into a jar that will show up in 

jars if you did everything right. 
 
 



 
●​ (Optional prob): Change the project output to the jars file also. I don’t think this is super 

important to do but i don’t think there’s any harm in doing so. Someone smarter than me 
will correct me if I'm wrong. I'm sure. 

●​ ​ ​ ​ ​
​ Go to your mod’s modinfo.json file and add: 

○​ “jars”:[“jars/x.jar”] (Replace x with your mod’s name here obv) 
○​ “modPlugin”:”data.scripts.x_ModPlugin”,  

 
●​ Now that you have done all of that, you should be fine and able to compile shit into a jar 

for your mod and have it work in game prob. Put any code that cant be compiled by the 
game itself inside src+ folders. Ex: Customstarts,hullmods,shipsystems, star systems 
prob, etc 

 
 
 
 



How to make a Custom start with Nex 

 
●​ First make a config/exerelin folder in your mod, then you wanna get a 

customstarts.JSON file, you can grab one from either my mod or a mod like interstellar 
imperium with a customstart of its own. 

 

 
●​ Then what you wanna do is make a customstart java file. If you wanna go the way of 1 

single ship for a custom start, get the java file from my mod or the imperium’s yamato 
start java file and change it to fit your mod’s needs. Note that if you use imperium’s 
yamato start as a base, remember to remove all the things referencing swp. Note: the 
ship referenced in the java file should be a variant.  
 

○​ Also make sure the java file is located within the src folders so it can be compiled 
into your mod’s jar. You will need to make a scripts,campaign and customstart 
folder for it. 

 



 
●​ When setting up your custom start file, make sure the id matches the circled part of the 

classname. (Which is also the name of your java file). ModId is the id in your 
modinfo.json (It is cap sensitive ) Everything else should be self explanatory.  

 
 

Debugging Guide from Wisp: 

 
 

●​ 1. Go to the toolbar and select dropdown and then click on “Edit Configurations” 
●​ 2. Edit the values so they match those to what’s in the picture, this changes the vram 

you can change it to match that for your standard modlist and your own vram 



●​ 3. Go to modify options and change your options so it matches that to those in the 
picture. 

●​ 4.Go the toolbar and click debug to launch the game and attach the debugger. 
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