
Time.frameCount = a steadily increasing number determined by frames since the 
program was started. Distance, isElliptical, and offset are defined in the script 
settings for the planet. This script runs on each planet I created. 
 
When the program starts, Unity calls Start(). This uses the predetermined elliptical 
state of the planets (why I didn't make this randomly choose whether its elliptical or 
not I do not know) to differ DistanceX and DistanceY by up to 5. 
 
Every frame, Unity calls Update(). Here, I set the position of the planet with 
this.transform.position to a new Vector3. I will explain the calculations below. 
 
Time.frameCount is used to generate the main circle that is used for the orbit, 
although because it increases by 1 each time it iterates, it needs to be divided by 
100 so that it moves smoothly around the circle instead of jolting, which I found out 
while playing with Turtle in Python.  
 
It is also divided by (Distance/20) so that it orbits faster when it is nearer to the star. 
This section of the code is inaccurate in Elliptical orbits because they move closer 
and further away from the star, so the speed at which it moves is slightly inaccurate.  
 
Then offset is needed because then the planets can be at different progresses 
around the orbit.  
 
Finally, it is all multiplied by x/ydis, which is used to stop all the planets from being 
the same distance from the star. The reason it is split into x/ydis is because of 
elliptical orbits, where it can be further away from the star at different points around 
it's journey, although one flaw with this is that they will only bend the orbits in 2 or 4 
directions because it relies on x and y. The reason that it doesn't distort completely 
and change where it is around the circle is because the ratio of x to y stays the same 
and therefore it is at the same point around the circle. 
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