









Home > bitburner > ActiveFragment > highestCharge


ActiveFragment.highestCharge property

Signature:

highestCharge: number;








Home > bitburner > ActiveFragment


ActiveFragment interface

Signature:

interface ActiveFragment extends Fragment 


Extends: Fragment



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

highestCharge

	

	

number

	



	

numCharge

	

	

number

	



	

rotation

	

	

number

	



	

x

	

	

number

	



	

y

	

	

number

	












Home > bitburner > ActiveFragment > numCharge


ActiveFragment.numCharge property

Signature:

numCharge: number;








Home > bitburner > ActiveFragment > rotation


ActiveFragment.rotation property

Signature:

rotation: number;








Home > bitburner > ActiveFragment > x


ActiveFragment.x property

Signature:

x: number;








Home > bitburner > ActiveFragment > y


ActiveFragment.y property

Signature:

y: number;








Home > bitburner > AugmentPair > cost


AugmentPair.cost property

augmentation cost

Signature:

cost: number;








Home > bitburner > AugmentPair


AugmentPair interface

Return value of getSleevePurchasableAugs

Signature:

interface AugmentPair 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

cost

	

	

number

	

augmentation cost



	

name

	

	

string

	

augmentation name












Home > bitburner > AugmentPair > name


AugmentPair.name property

augmentation name

Signature:

name: string;








Home > bitburner > AutocompleteData > command


AutocompleteData.command property

The raw command string that you have typed until you press [Tab] to use the autocomplete feature.

For example, if you type [Space]run test.js[Space][Space][Space][Press tab to use autocomplete], "command" will contain all space characters (1 space character before "run" and 3 space characters after ".js").

Signature:

command: string;








Home > bitburner > AutocompleteData > enums


AutocompleteData.enums property

Netscript Enums

Signature:

enums: NSEnums;








Home > bitburner > AutocompleteData > filename


AutocompleteData.filename property

The filename of the script about to be run

Signature:

filename: string;








Home > bitburner > AutocompleteData > flags


AutocompleteData.flags() method

Parses the flags schema on the already inputted flags

Signature:

flags(schema: [string, string | number | boolean | string[]][]): { [key: string]: ScriptArg | string[] };




Parameters

	

Parameter

	

Type

	

Description



	

schema

	

[string, string | number | boolean | string[]][]

	






Returns:

{ [key: string]: ScriptArg | string[] }







Home > bitburner > AutocompleteData > hostname


AutocompleteData.hostname property

The hostname of the server the script would be running on

Signature:

hostname: string;








Home > bitburner > AutocompleteData


AutocompleteData interface

Used for autocompletion

Signature:

interface AutocompleteData 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

command

	

	

string

	

The raw command string that you have typed until you press [Tab] to use the autocomplete feature.

For example, if you type [Space]run test.js[Space][Space][Space][Press tab to use autocomplete], "command" will contain all space characters (1 space character before "run" and 3 space characters after ".js").



	

enums

	

	

NSEnums

	

Netscript Enums



	

filename

	

	

string

	

The filename of the script about to be run



	

hostname

	

	

string

	

The hostname of the server the script would be running on



	

processes

	

	

ProcessInfo[]

	

The processes running on the host



	

scripts

	

	

string[]

	

All scripts on the current server



	

servers

	

	

string[]

	

All server hostnames.

Some servers are hidden until you satisfy their requirements. This array does not contain those servers if you do not satisfy their requirements.



	

txts

	

	

string[]

	

All text files on the current server








Methods

	

Method

	

Description



	

flags(schema)

	

Parses the flags schema on the already inputted flags












Home > bitburner > AutocompleteData > processes


AutocompleteData.processes property

The processes running on the host

Signature:

processes: ProcessInfo[];








Home > bitburner > AutocompleteData > scripts


AutocompleteData.scripts property

All scripts on the current server

Signature:

scripts: string[];








Home > bitburner > AutocompleteData > servers


AutocompleteData.servers property

All server hostnames.

Some servers are hidden until you satisfy their requirements. This array does not contain those servers if you do not satisfy their requirements.

Signature:

servers: string[];








Home > bitburner > AutocompleteData > txts


AutocompleteData.txts property

All text files on the current server

Signature:

txts: string[];








Home > bitburner > BackdoorRequirement


BackdoorRequirement interface

Player must have installed a backdoor on this server.

Signature:

interface BackdoorRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

server

	

	

string

	



	

type

	

	

"backdoorInstalled"

	












Home > bitburner > BackdoorRequirement > server


BackdoorRequirement.server property

Signature:

server: string;








Home > bitburner > BackdoorRequirement > type


BackdoorRequirement.type property

Signature:

type: "backdoorInstalled";








Home > bitburner > BaseTask > cyclesWorked


BaseTask.cyclesWorked property

The number of game engine cycles has passed since this task started. 1 engine cycle = 200ms.

Signature:

cyclesWorked: number;








Home > bitburner > BaseTask


BaseTask interface

Base interface of all tasks.

Signature:

export interface BaseTask 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

cyclesWorked

	

	

number

	

The number of game engine cycles has passed since this task started. 1 engine cycle = 200ms.












Home > bitburner > BasicHGWOptions > additionalMsec


BasicHGWOptions.additionalMsec property

Number of additional milliseconds that will be spent waiting between the start of the function and when it completes.

Signature:

additionalMsec?: number;








Home > bitburner > BasicHGWOptions


BasicHGWOptions interface

Options to affect the behavior of hack, grow, and weaken.

Signature:

interface BasicHGWOptions 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

additionalMsec?

	

	

number

	

(Optional) Number of additional milliseconds that will be spent waiting between the start of the function and when it completes.



	

stock?

	

	

boolean

	

(Optional) Set to true this action will affect the stock market.



	

threads?

	

	

number

	

(Optional) Number of threads to use for this function. Must be less than or equal to the number of threads the script is running with. Accepts positive non integer values.












Home > bitburner > BasicHGWOptions > stock


BasicHGWOptions.stock property

Set to true this action will affect the stock market.

Signature:

stock?: boolean;








Home > bitburner > BasicHGWOptions > threads


BasicHGWOptions.threads property

Number of threads to use for this function. Must be less than or equal to the number of threads the script is running with. Accepts positive non integer values.

Signature:

threads?: number;








Home > bitburner > BitNodeBooleanOptions > disable4SData


BitNodeBooleanOptions.disable4SData property

Signature:

disable4SData: boolean;








Home > bitburner > BitNodeBooleanOptions > disableBladeburner


BitNodeBooleanOptions.disableBladeburner property

Signature:

disableBladeburner: boolean;








Home > bitburner > BitNodeBooleanOptions > disableCorporation


BitNodeBooleanOptions.disableCorporation property

Signature:

disableCorporation: boolean;








Home > bitburner > BitNodeBooleanOptions > disableGang


BitNodeBooleanOptions.disableGang property

Signature:

disableGang: boolean;








Home > bitburner > BitNodeBooleanOptions > disableHacknetServer


BitNodeBooleanOptions.disableHacknetServer property

Signature:

disableHacknetServer: boolean;








Home > bitburner > BitNodeBooleanOptions > disableSleeveExpAndAugmentation


BitNodeBooleanOptions.disableSleeveExpAndAugmentation property

Signature:

disableSleeveExpAndAugmentation: boolean;








Home > bitburner > BitNodeBooleanOptions


BitNodeBooleanOptions interface

Note:


	restrictHomePCUpgrade: The home computer's maximum RAM and number of cores are lower than normal. Max RAM: 128GB. Max core: 1.


	disableSleeveExpAndAugmentation: Your Sleeves do not gain experience when they perform action. You also cannot buy augmentations for them.




Signature:

export interface BitNodeBooleanOptions 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

disable4SData

	

	

boolean

	



	

disableBladeburner

	

	

boolean

	



	

disableCorporation

	

	

boolean

	



	

disableGang

	

	

boolean

	



	

disableHacknetServer

	

	

boolean

	



	

disableSleeveExpAndAugmentation

	

	

boolean

	



	

restrictHomePCUpgrade

	

	

boolean

	












Home > bitburner > BitNodeBooleanOptions > restrictHomePCUpgrade


BitNodeBooleanOptions.restrictHomePCUpgrade property

Signature:

restrictHomePCUpgrade: boolean;








Home > bitburner > BitNodeMultipliers > AgilityLevelMultiplier


BitNodeMultipliers.AgilityLevelMultiplier property

Influences how quickly the player's agility level (not exp) scales

Signature:

AgilityLevelMultiplier: number;








Home > bitburner > BitNodeMultipliers > AugmentationMoneyCost


BitNodeMultipliers.AugmentationMoneyCost property

Influences the base cost to purchase an augmentation.

Signature:

AugmentationMoneyCost: number;








Home > bitburner > BitNodeMultipliers > AugmentationRepCost


BitNodeMultipliers.AugmentationRepCost property

Influences the base rep the player must have with a faction to purchase an augmentation.

Signature:

AugmentationRepCost: number;








Home > bitburner > BitNodeMultipliers > BladeburnerRank


BitNodeMultipliers.BladeburnerRank property

Influences how quickly the player can gain rank within Bladeburner.

Signature:

BladeburnerRank: number;








Home > bitburner > BitNodeMultipliers > BladeburnerSkillCost


BitNodeMultipliers.BladeburnerSkillCost property

Influences the cost of skill levels from Bladeburner.

Signature:

BladeburnerSkillCost: number;








Home > bitburner > BitNodeMultipliers > CharismaLevelMultiplier


BitNodeMultipliers.CharismaLevelMultiplier property

Influences how quickly the player's charisma level (not exp) scales

Signature:

CharismaLevelMultiplier: number;








Home > bitburner > BitNodeMultipliers > ClassGymExpGain


BitNodeMultipliers.ClassGymExpGain property

Influences the experience gained for each ability when a player completes a class.

Signature:

ClassGymExpGain: number;








Home > bitburner > BitNodeMultipliers > CloudServerCost


BitNodeMultipliers.CloudServerCost property

Influence how much it costs to purchase a cloud server

Signature:

CloudServerCost: number;








Home > bitburner > BitNodeMultipliers > CloudServerLimit


BitNodeMultipliers.CloudServerLimit property

Influences the maximum number of cloud servers you can have

Signature:

CloudServerLimit: number;








Home > bitburner > BitNodeMultipliers > CloudServerMaxRam


BitNodeMultipliers.CloudServerMaxRam property

Influences the maximum allowed RAM for a cloud server

Signature:

CloudServerMaxRam: number;








Home > bitburner > BitNodeMultipliers > CloudServerSoftcap


BitNodeMultipliers.CloudServerSoftcap property

Influence how much it costs to purchase a cloud server

Signature:

CloudServerSoftcap: number;








Home > bitburner > BitNodeMultipliers > CodingContractMoney


BitNodeMultipliers.CodingContractMoney property

Influences the amount of money gained from completing Coding Contracts.

Signature:

CodingContractMoney: number;








Home > bitburner > BitNodeMultipliers > CompanyWorkExpGain


BitNodeMultipliers.CompanyWorkExpGain property

Influences the experience gained for each ability when the player completes working their job.

Signature:

CompanyWorkExpGain: number;








Home > bitburner > BitNodeMultipliers > CompanyWorkMoney


BitNodeMultipliers.CompanyWorkMoney property

Influences how much money the player earns when completing working their job.

Signature:

CompanyWorkMoney: number;








Home > bitburner > BitNodeMultipliers > CompanyWorkRepGain


BitNodeMultipliers.CompanyWorkRepGain property

Influences how much rep the player gains when performing work for a company.

Signature:

CompanyWorkRepGain: number;








Home > bitburner > BitNodeMultipliers > CorporationDivisions


BitNodeMultipliers.CorporationDivisions property

Influences the amount of divisions a corporation can have at the same time.

Signature:

CorporationDivisions: number;








Home > bitburner > BitNodeMultipliers > CorporationSoftcap


BitNodeMultipliers.CorporationSoftcap property

Influences profits from corporation dividends and selling shares.

Signature:

CorporationSoftcap: number;








Home > bitburner > BitNodeMultipliers > CorporationValuation


BitNodeMultipliers.CorporationValuation property

Influences the valuation of corporations created by the player.

Signature:

CorporationValuation: number;








Home > bitburner > BitNodeMultipliers > CrimeExpGain


BitNodeMultipliers.CrimeExpGain property

Influences the base experience gained for each ability when the player commits a crime.

Signature:

CrimeExpGain: number;








Home > bitburner > BitNodeMultipliers > CrimeMoney


BitNodeMultipliers.CrimeMoney property

Influences the base money gained when the player commits a crime.

Signature:

CrimeMoney: number;








Home > bitburner > BitNodeMultipliers > CrimeSuccessRate


BitNodeMultipliers.CrimeSuccessRate property

Influences the success chance of committing crimes

Signature:

CrimeSuccessRate: number;








Home > bitburner > BitNodeMultipliers > DaedalusAugsRequirement


BitNodeMultipliers.DaedalusAugsRequirement property

Influences how many Augmentations you need in order to get invited to the Daedalus faction

Signature:

DaedalusAugsRequirement: number;








Home > bitburner > BitNodeMultipliers > DefenseLevelMultiplier


BitNodeMultipliers.DefenseLevelMultiplier property

Influences how quickly the player's defense level (not exp) scales

Signature:

DefenseLevelMultiplier: number;








Home > bitburner > BitNodeMultipliers > DexterityLevelMultiplier


BitNodeMultipliers.DexterityLevelMultiplier property

Influences how quickly the player's dexterity level (not exp) scales

Signature:

DexterityLevelMultiplier: number;








Home > bitburner > BitNodeMultipliers > FactionPassiveRepGain


BitNodeMultipliers.FactionPassiveRepGain property

Influences how much rep the player gains in each faction simply by being a member.

Signature:

FactionPassiveRepGain: number;








Home > bitburner > BitNodeMultipliers > FactionWorkExpGain


BitNodeMultipliers.FactionWorkExpGain property

Influences the experience gained for each ability when the player completes work for a Faction.

Signature:

FactionWorkExpGain: number;








Home > bitburner > BitNodeMultipliers > FactionWorkRepGain


BitNodeMultipliers.FactionWorkRepGain property

Influences how much rep the player gains when performing work for a faction or donating to it.

Signature:

FactionWorkRepGain: number;








Home > bitburner > BitNodeMultipliers > FavorToDonateToFaction


BitNodeMultipliers.FavorToDonateToFaction property

Influences the minimum favor the player must have with a faction before they can donate to gain rep.

Signature:

FavorToDonateToFaction: number;








Home > bitburner > BitNodeMultipliers > FourSigmaMarketDataApiCost


BitNodeMultipliers.FourSigmaMarketDataApiCost property

Influences how much it costs to unlock the stock market's 4S Market Data API

Signature:

FourSigmaMarketDataApiCost: number;








Home > bitburner > BitNodeMultipliers > FourSigmaMarketDataCost


BitNodeMultipliers.FourSigmaMarketDataCost property

Influences how much it costs to unlock the stock market's 4S Market Data (NOT API)

Signature:

FourSigmaMarketDataCost: number;








Home > bitburner > BitNodeMultipliers > GangSoftcap


BitNodeMultipliers.GangSoftcap property

Influences the respect gain and money gain of your gang.

Signature:

GangSoftcap: number;








Home > bitburner > BitNodeMultipliers > GangUniqueAugs


BitNodeMultipliers.GangUniqueAugs property

Percentage of unique augs that the gang has.

Signature:

GangUniqueAugs: number;








Home > bitburner > BitNodeMultipliers > GoPower


BitNodeMultipliers.GoPower property

Percentage multiplier on the effect of the IPvGO rewards *

Signature:

GoPower: number;








Home > bitburner > BitNodeMultipliers > HackExpGain


BitNodeMultipliers.HackExpGain property

Influences the experienced gained when hacking a server.

Signature:

HackExpGain: number;








Home > bitburner > BitNodeMultipliers > HackingLevelMultiplier


BitNodeMultipliers.HackingLevelMultiplier property

Influences how quickly the player's hacking level (not experience) scales

Signature:

HackingLevelMultiplier: number;








Home > bitburner > BitNodeMultipliers > HackingSpeedMultiplier


BitNodeMultipliers.HackingSpeedMultiplier property

Influences how quickly the player's hack(), grow() and weaken() calls run

Signature:

HackingSpeedMultiplier: number;








Home > bitburner > BitNodeMultipliers > HacknetNodeMoney


BitNodeMultipliers.HacknetNodeMoney property

Influences how much money is produced by Hacknet Nodes. Influences the hash rate of Hacknet Servers (unlocked in BitNode-9)

Signature:

HacknetNodeMoney: number;








Home > bitburner > BitNodeMultipliers > HomeComputerRamCost


BitNodeMultipliers.HomeComputerRamCost property

Influences how much money it costs to upgrade your home computer's RAM

Signature:

HomeComputerRamCost: number;








Home > bitburner > BitNodeMultipliers > InfiltrationMoney


BitNodeMultipliers.InfiltrationMoney property

Influences how much money is gained when the player infiltrates a company.

Signature:

InfiltrationMoney: number;








Home > bitburner > BitNodeMultipliers > InfiltrationRep


BitNodeMultipliers.InfiltrationRep property

Influences how much rep the player can gain from factions when selling stolen documents and secrets

Signature:

InfiltrationRep: number;








Home > bitburner > BitNodeMultipliers > ManualHackMoney


BitNodeMultipliers.ManualHackMoney property

Influences how much money the player actually gains when they hack a server via the terminal. This is different from ScriptHackMoney. When the player hacks a server via the terminal, the amount of money in that server is reduced, but they do not gain that same amount.

Signature:

ManualHackMoney: number;








Home > bitburner > BitNodeMultipliers


BitNodeMultipliers interface

All multipliers affecting the difficulty of the current challenge.

Signature:

interface BitNodeMultipliers 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

AgilityLevelMultiplier

	

	

number

	

Influences how quickly the player's agility level (not exp) scales



	

AugmentationMoneyCost

	

	

number

	

Influences the base cost to purchase an augmentation.



	

AugmentationRepCost

	

	

number

	

Influences the base rep the player must have with a faction to purchase an augmentation.



	

BladeburnerRank

	

	

number

	

Influences how quickly the player can gain rank within Bladeburner.



	

BladeburnerSkillCost

	

	

number

	

Influences the cost of skill levels from Bladeburner.



	

CharismaLevelMultiplier

	

	

number

	

Influences how quickly the player's charisma level (not exp) scales



	

ClassGymExpGain

	

	

number

	

Influences the experience gained for each ability when a player completes a class.



	

CloudServerCost

	

	

number

	

Influence how much it costs to purchase a cloud server



	

CloudServerLimit

	

	

number

	

Influences the maximum number of cloud servers you can have



	

CloudServerMaxRam

	

	

number

	

Influences the maximum allowed RAM for a cloud server



	

CloudServerSoftcap

	

	

number

	

Influence how much it costs to purchase a cloud server



	

CodingContractMoney

	

	

number

	

Influences the amount of money gained from completing Coding Contracts.



	

CompanyWorkExpGain

	

	

number

	

Influences the experience gained for each ability when the player completes working their job.



	

CompanyWorkMoney

	

	

number

	

Influences how much money the player earns when completing working their job.



	

CompanyWorkRepGain

	

	

number

	

Influences how much rep the player gains when performing work for a company.



	

CorporationDivisions

	

	

number

	

Influences the amount of divisions a corporation can have at the same time.



	

CorporationSoftcap

	

	

number

	

Influences profits from corporation dividends and selling shares.



	

CorporationValuation

	

	

number

	

Influences the valuation of corporations created by the player.



	

CrimeExpGain

	

	

number

	

Influences the base experience gained for each ability when the player commits a crime.



	

CrimeMoney

	

	

number

	

Influences the base money gained when the player commits a crime.



	

CrimeSuccessRate

	

	

number

	

Influences the success chance of committing crimes



	

DaedalusAugsRequirement

	

	

number

	

Influences how many Augmentations you need in order to get invited to the Daedalus faction



	

DefenseLevelMultiplier

	

	

number

	

Influences how quickly the player's defense level (not exp) scales



	

DexterityLevelMultiplier

	

	

number

	

Influences how quickly the player's dexterity level (not exp) scales



	

FactionPassiveRepGain

	

	

number

	

Influences how much rep the player gains in each faction simply by being a member.



	

FactionWorkExpGain

	

	

number

	

Influences the experience gained for each ability when the player completes work for a Faction.



	

FactionWorkRepGain

	

	

number

	

Influences how much rep the player gains when performing work for a faction or donating to it.



	

FavorToDonateToFaction

	

	

number

	

Influences the minimum favor the player must have with a faction before they can donate to gain rep.



	

FourSigmaMarketDataApiCost

	

	

number

	

Influences how much it costs to unlock the stock market's 4S Market Data API



	

FourSigmaMarketDataCost

	

	

number

	

Influences how much it costs to unlock the stock market's 4S Market Data (NOT API)



	

GangSoftcap

	

	

number

	

Influences the respect gain and money gain of your gang.



	

GangUniqueAugs

	

	

number

	

Percentage of unique augs that the gang has.



	

GoPower

	

	

number

	

Percentage multiplier on the effect of the IPvGO rewards *



	

HackExpGain

	

	

number

	

Influences the experienced gained when hacking a server.



	

HackingLevelMultiplier

	

	

number

	

Influences how quickly the player's hacking level (not experience) scales



	

HackingSpeedMultiplier

	

	

number

	

Influences how quickly the player's hack(), grow() and weaken() calls run



	

HacknetNodeMoney

	

	

number

	

Influences how much money is produced by Hacknet Nodes. Influences the hash rate of Hacknet Servers (unlocked in BitNode-9)



	

HomeComputerRamCost

	

	

number

	

Influences how much money it costs to upgrade your home computer's RAM



	

InfiltrationMoney

	

	

number

	

Influences how much money is gained when the player infiltrates a company.



	

InfiltrationRep

	

	

number

	

Influences how much rep the player can gain from factions when selling stolen documents and secrets



	

ManualHackMoney

	

	

number

	

Influences how much money the player actually gains when they hack a server via the terminal. This is different from ScriptHackMoney. When the player hacks a server via the terminal, the amount of money in that server is reduced, but they do not gain that same amount.



	

ScriptHackMoney

	

	

number

	

Influences how much money is stolen from a server when the player performs a hack against it.



	

ScriptHackMoneyGain

	

	

number

	

Influences how much money the player actually gains when a script hacks a server. This is different from ScriptHackMoney. When a script hacks a server, the amount of money in that server is reduced, but the player does not gain that same amount.



	

ServerGrowthRate

	

	

number

	

Influences the growth percentage per cycle against a server.



	

ServerMaxMoney

	

	

number

	

Influences the maximum money that a server can grow to.



	

ServerStartingMoney

	

	

number

	

Influences the initial money that a server starts with.



	

ServerStartingSecurity

	

	

number

	

Influences the initial security level (hackDifficulty) of a server.



	

ServerWeakenRate

	

	

number

	

Influences the weaken amount per invocation against a server.



	

StaneksGiftExtraSize

	

	

number

	

Influences the size of the gift.



	

StaneksGiftPowerMultiplier

	

	

number

	

Influences the power of the gift.



	

StrengthLevelMultiplier

	

	

number

	

Influences how quickly the player's strength level (not exp) scales



	

WorldDaemonDifficulty

	

	

number

	

Influences the hacking skill required to backdoor the world daemon.












Home > bitburner > BitNodeMultipliers > ScriptHackMoneyGain


BitNodeMultipliers.ScriptHackMoneyGain property

Influences how much money the player actually gains when a script hacks a server. This is different from ScriptHackMoney. When a script hacks a server, the amount of money in that server is reduced, but the player does not gain that same amount.

Signature:

ScriptHackMoneyGain: number;








Home > bitburner > BitNodeMultipliers > ScriptHackMoney


BitNodeMultipliers.ScriptHackMoney property

Influences how much money is stolen from a server when the player performs a hack against it.

Signature:

ScriptHackMoney: number;








Home > bitburner > BitNodeMultipliers > ServerGrowthRate


BitNodeMultipliers.ServerGrowthRate property

Influences the growth percentage per cycle against a server.

Signature:

ServerGrowthRate: number;








Home > bitburner > BitNodeMultipliers > ServerMaxMoney


BitNodeMultipliers.ServerMaxMoney property

Influences the maximum money that a server can grow to.

Signature:

ServerMaxMoney: number;








Home > bitburner > BitNodeMultipliers > ServerStartingMoney


BitNodeMultipliers.ServerStartingMoney property

Influences the initial money that a server starts with.

Signature:

ServerStartingMoney: number;








Home > bitburner > BitNodeMultipliers > ServerStartingSecurity


BitNodeMultipliers.ServerStartingSecurity property

Influences the initial security level (hackDifficulty) of a server.

Signature:

ServerStartingSecurity: number;








Home > bitburner > BitNodeMultipliers > ServerWeakenRate


BitNodeMultipliers.ServerWeakenRate property

Influences the weaken amount per invocation against a server.

Signature:

ServerWeakenRate: number;








Home > bitburner > BitNodeMultipliers > StaneksGiftExtraSize


BitNodeMultipliers.StaneksGiftExtraSize property

Influences the size of the gift.

Signature:

StaneksGiftExtraSize: number;








Home > bitburner > BitNodeMultipliers > StaneksGiftPowerMultiplier


BitNodeMultipliers.StaneksGiftPowerMultiplier property

Influences the power of the gift.

Signature:

StaneksGiftPowerMultiplier: number;








Home > bitburner > BitNodeMultipliers > StrengthLevelMultiplier


BitNodeMultipliers.StrengthLevelMultiplier property

Influences how quickly the player's strength level (not exp) scales

Signature:

StrengthLevelMultiplier: number;








Home > bitburner > BitNodeMultipliers > WorldDaemonDifficulty


BitNodeMultipliers.WorldDaemonDifficulty property

Influences the hacking skill required to backdoor the world daemon.

Signature:

WorldDaemonDifficulty: number;








Home > bitburner > BitNodeOptions > intelligenceOverride


BitNodeOptions.intelligenceOverride property

Signature:

intelligenceOverride: number | undefined;








Home > bitburner > BitNodeOptions


BitNodeOptions interface

Default value:


	sourceFileOverrides: an empty Map


	intelligenceOverride: undefined


	All boolean options: false




If you specify intelligenceOverride, it must be a non-negative integer.

Signature:

export interface BitNodeOptions extends BitNodeBooleanOptions 


Extends: BitNodeBooleanOptions



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

intelligenceOverride

	

	

number | undefined

	



	

sourceFileOverrides

	

	

Map<number, number>

	












Home > bitburner > BitNodeOptions > sourceFileOverrides


BitNodeOptions.sourceFileOverrides property

Signature:

sourceFileOverrides: Map<number, number>;








Home > bitburner > BitNodeRequirement > bitNodeN


BitNodeRequirement.bitNodeN property

Signature:

bitNodeN: number;








Home > bitburner > BitNodeRequirement


BitNodeRequirement interface

Player must be located in this BitNode.

Signature:

interface BitNodeRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

bitNodeN

	

	

number

	



	

type

	

	

"bitNodeN"

	












Home > bitburner > BitNodeRequirement > type


BitNodeRequirement.type property

Signature:

type: "bitNodeN";








Home > bitburner > BladeburnerActionEnumType


BladeburnerActionEnumType type

Action types of Bladeburner

Signature:

type BladeburnerActionEnumType = {
  General: "General";
  Contract: "Contracts";
  Operation: "Operations";
  BlackOp: "Black Operations";
};








Home > bitburner > BladeburnerActionName


BladeburnerActionName type

Signature:

export type BladeburnerActionName =
  | BladeburnerGeneralActionName
  | BladeburnerContractName
  | BladeburnerOperationName
  | BladeburnerBlackOpName;


References: BladeburnerGeneralActionName, BladeburnerContractName, BladeburnerOperationName, BladeburnerBlackOpName







Home > bitburner > BladeburnerActionTypeForSleeve


BladeburnerActionTypeForSleeve type

Signature:

export type BladeburnerActionTypeForSleeve =
  | Exclude<BladeburnerGeneralActionName, BladeburnerGeneralActionNameEnumType["InciteViolence"]>
  | SpecialBladeburnerActionTypeForSleeve;


References: BladeburnerGeneralActionName, BladeburnerGeneralActionNameEnumType, SpecialBladeburnerActionTypeForSleeve







Home > bitburner > BladeburnerActionType


BladeburnerActionType type

Signature:

type BladeburnerActionType = _ValueOf<BladeburnerActionEnumType>;


References: _ValueOf, BladeburnerActionEnumType







Home > bitburner > BladeburnerBlackOpNameEnumType


BladeburnerBlackOpNameEnumType type

Black Operation names of Bladeburner

Signature:

type BladeburnerBlackOpNameEnumType = {
  OperationTyphoon: "Operation Typhoon";
  OperationZero: "Operation Zero";
  OperationX: "Operation X";
  OperationTitan: "Operation Titan";
  OperationAres: "Operation Ares";
  OperationArchangel: "Operation Archangel";
  OperationJuggernaut: "Operation Juggernaut";
  OperationRedDragon: "Operation Red Dragon";
  OperationK: "Operation K";
  OperationDeckard: "Operation Deckard";
  OperationTyrell: "Operation Tyrell";
  OperationWallace: "Operation Wallace";
  OperationShoulderOfOrion: "Operation Shoulder of Orion";
  OperationHyron: "Operation Hyron";
  OperationMorpheus: "Operation Morpheus";
  OperationIonStorm: "Operation Ion Storm";
  OperationAnnihilus: "Operation Annihilus";
  OperationUltron: "Operation Ultron";
  OperationCenturion: "Operation Centurion";
  OperationVindictus: "Operation Vindictus";
  OperationDaedalus: "Operation Daedalus";
};








Home > bitburner > BladeburnerBlackOpName


BladeburnerBlackOpName type

Signature:

type BladeburnerBlackOpName = _ValueOf<BladeburnerBlackOpNameEnumType>;


References: _ValueOf, BladeburnerBlackOpNameEnumType







Home > bitburner > BladeburnerContractNameEnumType


BladeburnerContractNameEnumType type

Contract names of Bladeburner

Signature:

type BladeburnerContractNameEnumType = {
  Tracking: "Tracking";
  BountyHunter: "Bounty Hunter";
  Retirement: "Retirement";
};








Home > bitburner > BladeburnerContractName


BladeburnerContractName type

Signature:

type BladeburnerContractName = _ValueOf<BladeburnerContractNameEnumType>;


References: _ValueOf, BladeburnerContractNameEnumType







Home > bitburner > BladeburnerCurAction


BladeburnerCurAction interface

Bladeburner current action.

Signature:

interface BladeburnerCurAction 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

name

	

	

string

	

Name of Action



	

type

	

	

string

	

Type of Action












Home > bitburner > BladeburnerCurAction > name


BladeburnerCurAction.name property

Name of Action

Signature:

name: string;








Home > bitburner > BladeburnerCurAction > type


BladeburnerCurAction.type property

Type of Action

Signature:

type: string;








Home > bitburner > BladeburnerFormulas


BladeburnerFormulas interface

Bladeburner formulas

Signature:

interface BladeburnerFormulas 




Methods

	

Method

	

Description



	

skillMaxUpgradeCount(name, level, skillPoints)

	

Calculate the number of times that you can upgrade a skill.












Home > bitburner > BladeburnerFormulas > skillMaxUpgradeCount


BladeburnerFormulas.skillMaxUpgradeCount() method

Calculate the number of times that you can upgrade a skill.

Signature:

skillMaxUpgradeCount(name: BladeburnerSkillName, level: number, skillPoints: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

name

	

BladeburnerSkillName

	

Skill name. It's case-sensitive and must be an exact match.



	

level

	

number

	

Skill level. It must be a non-negative number.



	

skillPoints

	

number

	

Number of skill points to upgrade the skill. It must be a non-negative number.






Returns:

number

Number of times that you can upgrade the skill.







Home > bitburner > BladeburnerGeneralActionNameEnumType


BladeburnerGeneralActionNameEnumType type

General action names of Bladeburner

Signature:

type BladeburnerGeneralActionNameEnumType = {
  Training: "Training";
  FieldAnalysis: "Field Analysis";
  Recruitment: "Recruitment";
  Diplomacy: "Diplomacy";
  HyperbolicRegen: "Hyperbolic Regeneration Chamber";
  InciteViolence: "Incite Violence";
};








Home > bitburner > BladeburnerGeneralActionName


BladeburnerGeneralActionName type

Signature:

type BladeburnerGeneralActionName = _ValueOf<BladeburnerGeneralActionNameEnumType>;


References: _ValueOf, BladeburnerGeneralActionNameEnumType







Home > bitburner > Bladeburner > getActionAutolevel


Bladeburner.getActionAutolevel() method

Get whether an action is set to autolevel.

Signature:

getActionAutolevel(type: BladeburnerActionType, name: BladeburnerActionName): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.






Returns:

boolean

True if the action is set to autolevel, and false otherwise.



Remarks

RAM cost: 4 GB

Return a boolean indicating whether or not this action is currently set to autolevel.

Returns false if an invalid action is specified.







Home > bitburner > Bladeburner > getActionCountRemaining


Bladeburner.getActionCountRemaining() method

Get action count remaining.

Signature:

getActionCountRemaining(type: BladeburnerActionType, name: BladeburnerActionName): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.






Returns:

number

Remaining count of the specified action.



Remarks

RAM cost: 4 GB

Returns the remaining count of the specified action.

Note:


	This function is meant to be used for Contracts and Operations. It returns Infinity for General actions (Training, Field Analysis, etc.). It returns 1 for BlackOps not yet completed, regardless of whether the player has the required rank to attempt the mission.


	With Contracts and Operations, the returned value is a floating-point number. The UI shows the rounded-down value.










Home > bitburner > Bladeburner > getActionCurrentLevel


Bladeburner.getActionCurrentLevel() method

Get the current level of an action.

Signature:

getActionCurrentLevel(type: BladeburnerActionType, name: BladeburnerActionName): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.






Returns:

number

Current level of the specified action.



Remarks

RAM cost: 4 GB

Returns the current level of this action.

Returns -1 if an invalid action is specified.







Home > bitburner > Bladeburner > getActionCurrentTime


Bladeburner.getActionCurrentTime() method

Get the time elapsed on current action.

Signature:

getActionCurrentTime(): number;


Returns:

number

Number of milliseconds already spent on the current action.



Remarks

RAM cost: 4 GB

Returns the number of milliseconds already spent on the current action.







Home > bitburner > Bladeburner > getActionEstimatedSuccessChance


Bladeburner.getActionEstimatedSuccessChance() method

Get estimate success chance of an action.

Signature:

getActionEstimatedSuccessChance(
    type: BladeburnerActionType,
    name: BladeburnerActionName,
    sleeveNumber?: number,
  ): [number, number];




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.



	

sleeveNumber

	

number

	

(Optional) Optional. Index of the sleeve to retrieve information.






Returns:

[number, number]

Estimated success chance for the specified action.



Remarks

RAM cost: 4 GB

Returns the estimated success chance for the specified action. This chance is returned in the range 0-1. (e.g. if you have an estimated success chance of 80%, then this function will return 0.8, NOT 80). Returns 2 values, value[0] - MIN Chance, value[1] - MAX Chance







Home > bitburner > Bladeburner > getActionMaxLevel


Bladeburner.getActionMaxLevel() method

Get the maximum level of an action.

Signature:

getActionMaxLevel(type: BladeburnerActionType, name: BladeburnerActionName): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.






Returns:

number

Maximum level of the specified action.



Remarks

RAM cost: 4 GB

Returns the maximum level for this action.

Returns -1 if an invalid action is specified.







Home > bitburner > Bladeburner > getActionRepGain


Bladeburner.getActionRepGain() method

Get the reputation gain of an action.

Signature:

getActionRepGain(type: BladeburnerActionType, name: BladeburnerActionName, level?: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.



	

level

	

number

	

(Optional) Optional number. Action level at which to calculate the gain. Will be the action's current level if not given.






Returns:

number

Average Bladeburner reputation gain for successfully completing the specified action.



Remarks

RAM cost: 4 GB

Returns the average Bladeburner reputation gain for successfully completing the specified action. Note that this value is an ‘average’ and the real reputation gain may vary slightly from this value.







Home > bitburner > Bladeburner > getActionSuccesses


Bladeburner.getActionSuccesses() method

Get action successes.

Signature:

getActionSuccesses(type: BladeburnerActionType, name: BladeburnerActionName): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.






Returns:

number

a number with how many successes you have with action.



Remarks

RAM cost: 4 GB

Return a number with how many successes you have with action.







Home > bitburner > Bladeburner > getActionTime


Bladeburner.getActionTime() method

Get the time to complete an action.

Signature:

getActionTime(type: BladeburnerActionType, name: BladeburnerActionName): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.






Returns:

number

Number of milliseconds it takes to complete the specified action.



Remarks

RAM cost: 4 GB

Returns the number of milliseconds it takes to complete the specified action







Home > bitburner > Bladeburner > getBlackOpNames


Bladeburner.getBlackOpNames() method

List all black ops.

Signature:

getBlackOpNames(): BladeburnerBlackOpName[];


Returns:

BladeburnerBlackOpName[]

Array of strings containing the names of all Bladeburner Black Ops.



Remarks

RAM cost: 0 GB

Returns an array of strings containing the names of all Bladeburner Black Ops.







Home > bitburner > Bladeburner > getBlackOpRank


Bladeburner.getBlackOpRank() method

Get black op required rank.

Signature:

getBlackOpRank(name: BladeburnerBlackOpName): number;




Parameters

	

Parameter

	

Type

	

Description



	

name

	

BladeburnerBlackOpName

	

Name of BlackOp. Must be an exact match.






Returns:

number

Rank required to complete this BlackOp.



Remarks

RAM cost: 2 GB

Returns the rank required to complete this BlackOp.

Returns -1 if an invalid action is specified.







Home > bitburner > Bladeburner > getBonusTime


Bladeburner.getBonusTime() method

Get Bladeburner bonus time.

Signature:

getBonusTime(): number;


Returns:

number

Amount of accumulated “bonus time” (milliseconds) for the Bladeburner mechanic.



Remarks

RAM cost: 0 GB

Returns the amount of accumulated “bonus time” (milliseconds) for the Bladeburner mechanic.

“Bonus time” is accumulated when the game is offline or if the game is inactive in the browser.

“Bonus time” makes the game progress faster, up to 5x the normal speed. For example, if an action takes 30 seconds to complete, but you’ve accumulated over 30 seconds in bonus time, then the action will only take 6 seconds in real life to complete.







Home > bitburner > Bladeburner > getCityChaos


Bladeburner.getCityChaos() method

Get chaos of a city.

Signature:

getCityChaos(city: CityName): number;




Parameters

	

Parameter

	

Type

	

Description



	

city

	

CityName

	

Name of city. Case-sensitive






Returns:

number

Chaos in the specified city.



Remarks

RAM cost: 4 GB

Returns the chaos in the specified city, or -1 if an invalid city was specified.







Home > bitburner > Bladeburner > getCityCommunities


Bladeburner.getCityCommunities() method

Get number of communities in a city.

Signature:

getCityCommunities(city: CityName): number;




Parameters

	

Parameter

	

Type

	

Description



	

city

	

CityName

	

Name of city. Case-sensitive






Returns:

number

Number of Synthoids communities in the specified city.



Remarks

RAM cost: 4 GB

Returns the estimated number of Synthoid communities in the specified city, or -1 if an invalid city was specified.







Home > bitburner > Bladeburner > getCityEstimatedPopulation


Bladeburner.getCityEstimatedPopulation() method

Get estimated population in city.

Signature:

getCityEstimatedPopulation(city: CityName): number;




Parameters

	

Parameter

	

Type

	

Description



	

city

	

CityName

	

Name of city. Case-sensitive






Returns:

number

Estimated number of Synthoids in the specified city.



Remarks

RAM cost: 4 GB

Returns the estimated number of Synthoids in the specified city, or -1 if an invalid city was specified.







Home > bitburner > Bladeburner > getCity


Bladeburner.getCity() method

Get current city.

Signature:

getCity(): CityName;


Returns:

CityName

City that the player is currently in (for Bladeburner).



Remarks

RAM cost: 4 GB

Returns the city that the player is currently in (for Bladeburner).







Home > bitburner > Bladeburner > getContractNames


Bladeburner.getContractNames() method

List all contracts.

Signature:

getContractNames(): BladeburnerContractName[];


Returns:

BladeburnerContractName[]

Array of strings containing the names of all Bladeburner contracts.



Remarks

RAM cost: 0 GB

Returns an array of strings containing the names of all Bladeburner contracts.







Home > bitburner > Bladeburner > getCurrentAction


Bladeburner.getCurrentAction() method

Get current action.

Signature:

getCurrentAction(): BladeburnerCurAction | null;


Returns:

BladeburnerCurAction | null

Object that represents the player’s current Bladeburner action, or null if no action is being performed.



Remarks

RAM cost: 1 GB







Home > bitburner > Bladeburner > getGeneralActionNames


Bladeburner.getGeneralActionNames() method

List all general actions.

Signature:

getGeneralActionNames(): BladeburnerGeneralActionName[];


Returns:

BladeburnerGeneralActionName[]

Array of strings containing the names of all general Bladeburner actions.



Remarks

RAM cost: 0 GB

Returns an array of strings containing the names of all general Bladeburner actions.







Home > bitburner > Bladeburner > getNextBlackOp


Bladeburner.getNextBlackOp() method

Get an object with the name and rank requirement of the next BlackOp that can be completed.

Signature:

getNextBlackOp(): { name: BladeburnerBlackOpName; rank: number } | null;


Returns:

{ name: BladeburnerBlackOpName; rank: number } | null

An object with the .name and .rank properties of the available BlackOp, or null.



Remarks

RAM cost: 2 GB

Returns the name and rank requirement for the available BlackOp. Returns null if no BlackOps remain in the BitNode.







Home > bitburner > Bladeburner > getOperationNames


Bladeburner.getOperationNames() method

List all operations.

Signature:

getOperationNames(): BladeburnerOperationName[];


Returns:

BladeburnerOperationName[]

Array of strings containing the names of all Bladeburner operations.



Remarks

RAM cost: 0 GB

Returns an array of strings containing the names of all Bladeburner operations.







Home > bitburner > Bladeburner > getRank


Bladeburner.getRank() method

Get player bladeburner rank.

Signature:

getRank(): number;


Returns:

number

Player’s Bladeburner Rank.



Remarks

RAM cost: 4 GB

Returns the player’s Bladeburner Rank.







Home > bitburner > Bladeburner > getSkillLevel


Bladeburner.getSkillLevel() method

Get skill level.

Signature:

getSkillLevel(skillName: BladeburnerSkillName): number;




Parameters

	

Parameter

	

Type

	

Description



	

skillName

	

BladeburnerSkillName

	

Name of skill. Case-sensitive and must be an exact match.






Returns:

number

Level in the specified skill.



Remarks

RAM cost: 4 GB

This function returns your level in the specified skill.

The function returns -1 if an invalid skill name is passed in.







Home > bitburner > Bladeburner > getSkillNames


Bladeburner.getSkillNames() method

List all skills.

Signature:

getSkillNames(): BladeburnerSkillName[];


Returns:

BladeburnerSkillName[]

Array of strings containing the names of all general Bladeburner skills.



Remarks

RAM cost: 0 GB

Returns an array of strings containing the names of all general Bladeburner skills.







Home > bitburner > Bladeburner > getSkillPoints


Bladeburner.getSkillPoints() method

Get bladeburner skill points.

Signature:

getSkillPoints(): number;


Returns:

number

Number of Bladeburner skill points you have.



Remarks

RAM cost: 4 GB

Returns the number of Bladeburner skill points you have.







Home > bitburner > Bladeburner > getSkillUpgradeCost


Bladeburner.getSkillUpgradeCost() method

Get cost to upgrade skill.

Signature:

getSkillUpgradeCost(skillName: BladeburnerSkillName, count?: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

skillName

	

BladeburnerSkillName

	

Name of skill. Case-sensitive and must be an exact match.



	

count

	

number

	

(Optional) Number of times to upgrade the skill. Defaults to 1 if not specified.






Returns:

number

Number of skill points needed to upgrade the specified skill.



Remarks

RAM cost: 4 GB

This function returns the number of skill points needed to upgrade the specified skill the specified number of times.

The function may return 0 or Infinity in special cases:


	Return 0 if the current skill level is too high and the specified count is too small. In normal situations, you don't need to worry about this case. It only happens when involved numbers surpass Number.MAX_SAFE_INTEGER and be affected by the floating-point inaccuracy.


	Return Infinity if the sum of the current level and count exceeds the maximum level.




skillMaxUpgradeCount is the inverse function of this one.







Home > bitburner > Bladeburner > getStamina


Bladeburner.getStamina() method

Get Bladeburner stamina.

Signature:

getStamina(): [number, number];


Returns:

[number, number]

Array containing current stamina and max stamina.



Remarks

RAM cost: 4 GB Returns an array with two elements: * [Current stamina, Max stamina]



Example

function getStaminaPercentage() {
   const [current, max] = ns.bladeburner.getStamina();
   return current / max;
}








Home > bitburner > Bladeburner > getTeamSize


Bladeburner.getTeamSize() method

Get team size.

Signature:

getTeamSize(type?: BladeburnerActionType, name?: BladeburnerActionName): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

(Optional) Type of action.



	

name

	

BladeburnerActionName

	

(Optional) Name of action. Must be an exact match.






Returns:

number

Number of Bladeburner team members that were assigned to the specified action.



Remarks

RAM cost: 4 GB

Returns the number of available Bladeburner team members. You can also pass the type and name of an action to get the number of Bladeburner team members you have assigned to the specified action.

Setting a team is only applicable for Operations and BlackOps. This function will return 0 for other action types.







Home > bitburner > Bladeburner > inBladeburner


Bladeburner.inBladeburner() method

Returns whether player is a member of Bladeburner division. Does not require API access.

Signature:

inBladeburner(): boolean;


Returns:

boolean

whether player is a member of Bladeburner division.



Remarks

RAM cost: 1 GB







Home > bitburner > Bladeburner > joinBladeburnerDivision


Bladeburner.joinBladeburnerDivision() method

Join the Bladeburner division.

Signature:

joinBladeburnerDivision(): boolean;


Returns:

boolean

True if you successfully join the Bladeburner division, or if you are already a member, false otherwise.



Remarks

RAM cost: 4 GB

Attempts to join the Bladeburner division.

Requirements: All combat stats must be at least level 100.

If you have SF 7.3, you will immediately receive "The Blade's Simulacrum" augmentation and won't be able to accept Stanek's Gift after joining. If you want to accept Stanek's Gift, you must do that before calling this API.

Returns true if you successfully join the Bladeburner division, or if you are already a member.

Returns false otherwise.







Home > bitburner > Bladeburner > joinBladeburnerFaction


Bladeburner.joinBladeburnerFaction() method

Join the Bladeburner faction.

Signature:

joinBladeburnerFaction(): boolean;


Returns:

boolean

True if you successfully join the Bladeburner faction, or if you are already a member, false otherwise.



Remarks

RAM cost: 4 GB Attempts to join the Bladeburner faction.

Returns true if you successfully join the Bladeburner faction, or if you are already a member.

Returns false otherwise.







Home > bitburner > Bladeburner


Bladeburner interface

Bladeburner API

Signature:

export interface Bladeburner 




Remarks

You have to be employed in the Bladeburner division and be in BitNode 6/7 or have Source-File 6/7 in order to use this API.



Methods

	

Method

	

Description



	

getActionAutolevel(type, name)

	

Get whether an action is set to autolevel.



	

getActionCountRemaining(type, name)

	

Get action count remaining.



	

getActionCurrentLevel(type, name)

	

Get the current level of an action.



	

getActionCurrentTime()

	

Get the time elapsed on current action.



	

getActionEstimatedSuccessChance(type, name, sleeveNumber)

	

Get estimate success chance of an action.



	

getActionMaxLevel(type, name)

	

Get the maximum level of an action.



	

getActionRepGain(type, name, level)

	

Get the reputation gain of an action.



	

getActionSuccesses(type, name)

	

Get action successes.



	

getActionTime(type, name)

	

Get the time to complete an action.



	

getBlackOpNames()

	

List all black ops.



	

getBlackOpRank(name)

	

Get black op required rank.



	

getBonusTime()

	

Get Bladeburner bonus time.



	

getCity()

	

Get current city.



	

getCityChaos(city)

	

Get chaos of a city.



	

getCityCommunities(city)

	

Get number of communities in a city.



	

getCityEstimatedPopulation(city)

	

Get estimated population in city.



	

getContractNames()

	

List all contracts.



	

getCurrentAction()

	

Get current action.



	

getGeneralActionNames()

	

List all general actions.



	

getNextBlackOp()

	

Get an object with the name and rank requirement of the next BlackOp that can be completed.



	

getOperationNames()

	

List all operations.



	

getRank()

	

Get player bladeburner rank.



	

getSkillLevel(skillName)

	

Get skill level.



	

getSkillNames()

	

List all skills.



	

getSkillPoints()

	

Get bladeburner skill points.



	

getSkillUpgradeCost(skillName, count)

	

Get cost to upgrade skill.



	

getStamina()

	

Get Bladeburner stamina.



	

getTeamSize(type, name)

	

Get team size.



	

inBladeburner()

	

Returns whether player is a member of Bladeburner division. Does not require API access.



	

joinBladeburnerDivision()

	

Join the Bladeburner division.



	

joinBladeburnerFaction()

	

Join the Bladeburner faction.



	

nextUpdate()

	

Sleep until the next Bladeburner update has happened.



	

setActionAutolevel(type, name, autoLevel)

	

Set an action autolevel.



	

setActionLevel(type, name, level)

	

Set the level of an action.



	

setTeamSize(type, name, size)

	

Set team size.



	

startAction(type, name)

	

Start an action.



	

stopBladeburnerAction()

	

Stop current action.



	

switchCity(city)

	

Travel to another city in Bladeburner.



	

upgradeSkill(skillName, count)

	

Upgrade skill.












Home > bitburner > Bladeburner > nextUpdate


Bladeburner.nextUpdate() method

Sleep until the next Bladeburner update has happened.

Signature:

nextUpdate(): Promise<number>;


Returns:

Promise<number>

Promise that resolves to the number of milliseconds of Bladeburner time that were processed in the previous update (1000 - 5000 ms).



Remarks

RAM cost: 1 GB

The amount of real time spent asleep between updates can vary due to "bonus time" (usually 1 second).



Example

while (true) {
  const duration = await ns.bladeburner.nextUpdate();
  ns.print(`Bladeburner Division completed ${ns.format.time(duration)} of actions.`);
  ns.print(`Bonus time remaining: ${ns.format.time(ns.bladeburner.getBonusTime())}`);
  // Manage the Bladeburner division
}








Home > bitburner > BladeburnerOperationNameEnumType


BladeburnerOperationNameEnumType type

Operation names of Bladeburner

Signature:

type BladeburnerOperationNameEnumType = {
  Investigation: "Investigation";
  Undercover: "Undercover Operation";
  Sting: "Sting Operation";
  Raid: "Raid";
  StealthRetirement: "Stealth Retirement Operation";
  Assassination: "Assassination";
};








Home > bitburner > BladeburnerOperationName


BladeburnerOperationName type

Signature:

type BladeburnerOperationName = _ValueOf<BladeburnerOperationNameEnumType>;


References: _ValueOf, BladeburnerOperationNameEnumType







Home > bitburner > BladeburnerRankRequirement > bladeburnerRank


BladeburnerRankRequirement.bladeburnerRank property

Signature:

bladeburnerRank: number;








Home > bitburner > BladeburnerRankRequirement


BladeburnerRankRequirement interface

Player must have at least this rank in the Bladeburner Division.

Signature:

interface BladeburnerRankRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

bladeburnerRank

	

	

number

	



	

type

	

	

"bladeburnerRank"

	












Home > bitburner > BladeburnerRankRequirement > type


BladeburnerRankRequirement.type property

Signature:

type: "bladeburnerRank";








Home > bitburner > Bladeburner > setActionAutolevel


Bladeburner.setActionAutolevel() method

Set an action autolevel.

Signature:

setActionAutolevel(type: BladeburnerActionType, name: BladeburnerActionName, autoLevel: boolean): void;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.



	

autoLevel

	

boolean

	

Whether or not to autolevel this action






Returns:

void



Remarks

RAM cost: 4 GB

Enable/disable autoleveling for the specified action.







Home > bitburner > Bladeburner > setActionLevel


Bladeburner.setActionLevel() method

Set the level of an action.

Signature:

setActionLevel(type: BladeburnerActionType, name: BladeburnerActionName, level: number): void;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.



	

level

	

number

	

Level to set this action to.






Returns:

void



Remarks

RAM cost: 4 GB

Set the level for the specified action.







Home > bitburner > Bladeburner > setTeamSize


Bladeburner.setTeamSize() method

Set team size.

Signature:

setTeamSize(type: BladeburnerActionType, name: BladeburnerActionName, size: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match.



	

size

	

number

	

Number of team members to set. Must be a non-negative integer.






Returns:

number

Number of Bladeburner team members you assigned to the specified action.



Remarks

RAM cost: 4 GB

Set the team size for the specified Bladeburner action.

Returns the team size that was set, or -1 if the function failed.







Home > bitburner > BladeburnerSkillNameEnumType


BladeburnerSkillNameEnumType type

Skill names type of Bladeburner

Signature:

type BladeburnerSkillNameEnumType = {
  BladesIntuition: "Blade's Intuition";
  Cloak: "Cloak";
  ShortCircuit: "Short-Circuit";
  DigitalObserver: "Digital Observer";
  Tracer: "Tracer";
  Overclock: "Overclock";
  Reaper: "Reaper";
  EvasiveSystem: "Evasive System";
  Datamancer: "Datamancer";
  CybersEdge: "Cyber's Edge";
  HandsOfMidas: "Hands of Midas";
  Hyperdrive: "Hyperdrive";
};








Home > bitburner > BladeburnerSkillName


BladeburnerSkillName type

Signature:

type BladeburnerSkillName = _ValueOf<BladeburnerSkillNameEnumType>;


References: _ValueOf, BladeburnerSkillNameEnumType







Home > bitburner > Bladeburner > startAction


Bladeburner.startAction() method

Start an action.

Signature:

startAction(type: BladeburnerActionType, name: BladeburnerActionName): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

BladeburnerActionType

	

Type of action.



	

name

	

BladeburnerActionName

	

Name of action. Must be an exact match






Returns:

boolean

True if the action was started successfully, and false otherwise.



Remarks

RAM cost: 4 GB

Attempts to start the specified Bladeburner action. Returns true if the action was started successfully, and false otherwise.



Example

ns.bladeburner.startAction("Contracts", "Tracking")

// This will start the Bladeburner Contracts action of Tracking








Home > bitburner > Bladeburner > stopBladeburnerAction


Bladeburner.stopBladeburnerAction() method

Stop current action.

Signature:

stopBladeburnerAction(): void;


Returns:

void



Remarks

RAM cost: 2 GB

Stops the current Bladeburner action.







Home > bitburner > Bladeburner > switchCity


Bladeburner.switchCity() method

Travel to another city in Bladeburner.

Signature:

switchCity(city: CityName): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

city

	

CityName

	

Name of city. Case-sensitive






Returns:

boolean

true if successful, and false otherwise



Remarks

RAM cost: 4 GB Attempts to switch to the specified city (for Bladeburner only).

Returns true if successful, and false otherwise







Home > bitburner > Bladeburner > upgradeSkill


Bladeburner.upgradeSkill() method

Upgrade skill.

Signature:

upgradeSkill(skillName: BladeburnerSkillName, count?: number): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

skillName

	

BladeburnerSkillName

	

Name of skill to be upgraded. Case-sensitive and must be an exact match.



	

count

	

number

	

(Optional) Number of times to upgrade the skill. Defaults to 1 if not specified.






Returns:

boolean

true if the skill is successfully upgraded, and false otherwise.



Remarks

RAM cost: 4 GB

Attempts to upgrade the specified Bladeburner skill the specified number of times.

Returns true if the skill is successfully upgraded, and false otherwise.







Home > bitburner > CityNameEnumType


CityNameEnumType type

Names of all cities

Signature:

type CityNameEnumType = {
  Aevum: "Aevum";
  Chongqing: "Chongqing";
  Sector12: "Sector-12";
  NewTokyo: "New Tokyo";
  Ishima: "Ishima";
  Volhaven: "Volhaven";
};








Home > bitburner > CityName


CityName type

Signature:

type CityName = _ValueOf<CityNameEnumType>;


References: _ValueOf, CityNameEnumType







Home > bitburner > CityRequirement > city


CityRequirement.city property

Signature:

city: CityName;








Home > bitburner > CityRequirement


CityRequirement interface

Player must be located in this city.

Signature:

interface CityRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

city

	

	

CityName

	



	

type

	

	

"city"

	












Home > bitburner > CityRequirement > type


CityRequirement.type property

Signature:

type: "city";








Home > bitburner > Cloud > deleteServer


Cloud.deleteServer() method

Delete a cloud server.

Signature:

deleteServer(host: string): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

host

	

string

	

Hostname/IP of the cloud server to delete.






Returns:

boolean

True if successful, and false otherwise.



Remarks

2.25 GB

Deletes one of your cloud servers, which is specified by its hostname/ip.

The host argument can be any data type, but it will be converted to a string. Whitespace is automatically removed from the string. This function will not delete a cloud server that still has scripts running on it.







Home > bitburner > Cloud > getRamLimit


Cloud.getRamLimit() method

Returns the maximum RAM that a cloud server can have.

Signature:

getRamLimit(): number;


Returns:

number

Returns the maximum RAM (in GB) that a cloud server can have.



Remarks

RAM cost: 0.05 GB







Home > bitburner > Cloud > getServerCost


Cloud.getServerCost() method

Get cost of purchasing a cloud server.

Signature:

getServerCost(ram: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

ram

	

number

	

Amount of RAM of a potential cloud server, in GB. Must be a power of 2 (2, 4, 8, 16, etc.). Maximum value of 1048576 (2^20).






Returns:

number

The cost to purchase a cloud server with the specified amount of ram, or returns Infinity if ram is not a valid amount.



Remarks

RAM cost: 0.25 GB

Returns the cost to purchase a cloud server with the specified amount of ram.



Example

const ram = 2 ** 20;
const cost = ns.cloud.getServerCost(ram);
ns.tprint(`A cloud server with ${ns.format.ram(ram)} costs $${ns.format.number(cost)}`);








Home > bitburner > Cloud > getServerLimit


Cloud.getServerLimit() method

Returns the maximum number of cloud servers you can purchase.

Signature:

getServerLimit(): number;


Returns:

number

Returns the maximum number of cloud servers you can purchase.



Remarks

RAM cost: 0.05 GB







Home > bitburner > Cloud > getServerNames


Cloud.getServerNames() method

Returns an array with the hostnames or IP addresses of all of the cloud servers you have purchased. Returns hostnames by default.

Signature:

getServerNames(returnOpts?: HostReturnOptions): string[];




Parameters

	

Parameter

	

Type

	

Description



	

returnOpts

	

HostReturnOptions

	

(Optional) Optional. Controls whether the function returns IPs






Returns:

string[]

Returns an array with the hostnames or IP addresses of all of the cloud servers you have purchased.



Remarks

1.05 GB







Home > bitburner > Cloud > getServerUpgradeCost


Cloud.getServerUpgradeCost() method

Get cost of upgrading a cloud server to the given RAM.

Signature:

getServerUpgradeCost(host: string, ram: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

host

	

string

	

Hostname/IP of the cloud server to upgrade.



	

ram

	

number

	

Amount of RAM of the cloud server, in GB. Must be a power of 2 (2, 4, 8, 16, etc.). Maximum value of 1048576 (2^20).






Returns:

number

The price to upgrade or -1 if either input is not valid, i.e. host is not the name of a cloud server or ram is not a valid amount.



Remarks

RAM cost: 0.1 GB







Home > bitburner > Cloud


Cloud interface

Cloud API

Signature:

export interface Cloud 




Methods

	

Method

	

Description



	

deleteServer(host)

	

Delete a cloud server.



	

getRamLimit()

	

Returns the maximum RAM that a cloud server can have.



	

getServerCost(ram)

	

Get cost of purchasing a cloud server.



	

getServerLimit()

	

Returns the maximum number of cloud servers you can purchase.



	

getServerNames(returnOpts)

	

Returns an array with the hostnames or IP addresses of all of the cloud servers you have purchased. Returns hostnames by default.



	

getServerUpgradeCost(host, ram)

	

Get cost of upgrading a cloud server to the given RAM.



	

purchaseServer(hostname, ram)

	

Purchase a cloud server.



	

renameServer(hostname, newName)

	

Rename a cloud server.



	

upgradeServer(host, ram)

	

Upgrade a cloud server's RAM.












Home > bitburner > Cloud > purchaseServer


Cloud.purchaseServer() method

Purchase a cloud server.

Signature:

purchaseServer(hostname: string, ram: number): string;




Parameters

	

Parameter

	

Type

	

Description



	

hostname

	

string

	

Hostname of the cloud server.



	

ram

	

number

	

Amount of RAM of the cloud server, in GB. Must be a power of 2 (2, 4, 8, 16, etc.). Maximum value of 1048576 (2^20).






Returns:

string

The hostname of the new cloud server.



Remarks

RAM cost: 2.25 GB

Purchase a cloud server with the specified hostname and amount of RAM.

The hostname argument can be any data type, but it will be converted to a string and have whitespace removed. Anything that resolves to an empty string or IP address will cause the function to fail. If there is already a cloud server with the specified hostname, then the function will automatically append a number at the end of the hostname argument value until it finds a unique hostname. For example, if the script calls purchaseServer(“foo”, 4) but a server named “foo” already exists, then it will automatically change the hostname to foo-0. If there is already a server with the hostname foo-0, then it will change the hostname to foo-1, and so on.

Note that there is a maximum limit to the amount of cloud servers you can purchase.

Returns the hostname of the new cloud server as a string. If the function fails to purchase a cloud server, then it will return an empty string. The function will fail if the arguments passed in are invalid, if the player does not have enough money to purchase the specified cloud server, or if the player has exceeded the maximum amount of cloud servers.



Example

// Attempt to purchase 5 cloud servers with 64GB of ram each
const ram = 64;
const prefix = "cloud-server-";
for (let i = 0; i < 5; ++i) {
   ns.cloud.purchaseServer(prefix + i, ram);
}








Home > bitburner > Cloud > renameServer


Cloud.renameServer() method

Rename a cloud server.

Signature:

renameServer(hostname: string, newName: string): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

hostname

	

string

	

Current cloud server hostname.



	

newName

	

string

	

New cloud server hostname.






Returns:

boolean

True if successful, and false otherwise.



Remarks

RAM cost: 0 GB







Home > bitburner > Cloud > upgradeServer


Cloud.upgradeServer() method

Upgrade a cloud server's RAM.

Signature:

upgradeServer(host: string, ram: number): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

host

	

string

	

Hostname/IP of the cloud server to upgrade.



	

ram

	

number

	

Amount of RAM of the cloud server, in GB. Must be a power of 2 (2, 4, 8, 16, etc.). Maximum value of 1048576 (2^20).






Returns:

boolean

True if the upgrade succeeded, and false otherwise.



Remarks

RAM cost: 0.25 GB







Home > bitburner > CodingContract > attempt


CodingContract.attempt() method

Attempts a coding contract, returning a reward string on success or empty string on failure.

Signature:

attempt(answer: any, filename: string, host?: string): string;




Parameters

	

Parameter

	

Type

	

Description



	

answer

	

any

	

Attempted solution for the contract. This can be a string formatted like submitting manually, or the answer in the format of the specific contract type.



	

filename

	

string

	

Filename of the contract.



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

string

A reward description string on success, or an empty string on failure.



Remarks

RAM cost: 10 GB

Attempts to solve the Coding Contract with the provided solution.



Example

const reward = ns.codingcontract.attempt("[solution, as, a, string]", filename, hostname);
// or
const reward = ns.codingcontract.attempt(["answer", "as", "an", "array"], filename, hostname);
if (reward) {
  ns.tprint(`Contract solved successfully! Reward: ${reward}`);
} else {
  ns.tprint("Failed to solve contract.");
}








Home > bitburner > CodingContract > createDummyContract


CodingContract.createDummyContract() method

Generate a dummy contract.

Signature:

createDummyContract(type: CodingContractName, host?: string): string | null;




Parameters

	

Parameter

	

Type

	

Description



	

type

	

CodingContractName

	

Type of contract to generate



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

string | null

Filename of the contract.



Remarks

RAM cost: 2 GB

Generate a dummy contract on the current server with no reward. Used to test various algorithms.

This function will return null and not generate a contract if the randomized contract name is the same as another contract's name.







Home > bitburner > CodingContract > getContract


CodingContract.getContract() method

Get various data about a specific contract.

Signature:

getContract(filename: string, host?: string): CodingContractObject;




Parameters

	

Parameter

	

Type

	

Description



	

filename

	

string

	

Filename of the contract.



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

CodingContractObject

An object containing various data about the contract specified.



Remarks

RAM cost: 15 GB

The returned object includes the type, data, description as well as methods for getting the number of tries remaining and submitting your answer. Depending on the type of the contract, the data is typed differently. Using type-narrowing, you can get the correct type of the data:



Example

const contract = ns.codingcontract.getContract(fileName, hostName);
if (contract.type === ns.enums.CodingContractName.FindLargestPrimeFactor) {
  const data = contract.data;
  // ^? data: number
}








Home > bitburner > CodingContract > getContractType


CodingContract.getContractType() method

Get the type of a coding contract.

Signature:

getContractType(filename: string, host?: string): CodingContractName;




Parameters

	

Parameter

	

Type

	

Description



	

filename

	

string

	

Filename of the contract.



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

CodingContractName

Name describing the type of problem posed by the Coding Contract.



Remarks

RAM cost: 5 GB

Returns a name describing the type of problem posed by the Coding Contract. (e.g. Find Largest Prime Factor, Total Ways to Sum, etc.)







Home > bitburner > CodingContract > getContractTypes


CodingContract.getContractTypes() method

List all contract types.

Signature:

getContractTypes(): CodingContractName[];


Returns:

CodingContractName[]



Remarks

RAM cost: 0 GB







Home > bitburner > CodingContract > getData


CodingContract.getData() method

Get the input data.

Signature:

getData(filename: string, host?: string): any;




Parameters

	

Parameter

	

Type

	

Description



	

filename

	

string

	

Filename of the contract.



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

any

The specified contract’s data, data type depends on contract type.



Remarks

RAM cost: 5 GB

Get the data associated with the specific Coding Contract. Note that this is not the same as the contract’s description. This is just the data that the contract wants you to act on in order to solve the contract.







Home > bitburner > CodingContract > getDescription


CodingContract.getDescription() method

Get the description.

Signature:

getDescription(filename: string, host?: string): string;




Parameters

	

Parameter

	

Type

	

Description



	

filename

	

string

	

Filename of the contract.



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

string

Contract’s text description.



Remarks

RAM cost: 5 GB

Get the full text description for the problem posed by the Coding Contract.







Home > bitburner > CodingContract > getNumTriesRemaining


CodingContract.getNumTriesRemaining() method

Get the number of attempts remaining.

Signature:

getNumTriesRemaining(filename: string, host?: string): number;




Parameters

	

Parameter

	

Type

	

Description



	

filename

	

string

	

Filename of the contract.



	

host

	

string

	

(Optional) Hostname/IP of the server containing the contract. Optional. Defaults to the server the calling script is running on.






Returns:

number

How many attempts are remaining for the contract.



Remarks

RAM cost: 2 GB

Get the number of tries remaining on the contract before it self-destructs.







Home > bitburner > CodingContract


CodingContract interface

Coding Contract API

Signature:

export interface CodingContract 




Methods

	

Method

	

Description



	

attempt(answer, filename, host)

	

Attempts a coding contract, returning a reward string on success or empty string on failure.



	

createDummyContract(type, host)

	

Generate a dummy contract.



	

getContract(filename, host)

	

Get various data about a specific contract.



	

getContractType(filename, host)

	

Get the type of a coding contract.



	

getContractTypes()

	

List all contract types.



	

getData(filename, host)

	

Get the input data.



	

getDescription(filename, host)

	

Get the description.



	

getNumTriesRemaining(filename, host)

	

Get the number of attempts remaining.












Home > bitburner > CodingContractNameEnumType


CodingContractNameEnumType type

Signature:

type CodingContractNameEnumType = {
  FindLargestPrimeFactor: "Find Largest Prime Factor";
  SubarrayWithMaximumSum: "Subarray with Maximum Sum";
  TotalWaysToSum: "Total Ways to Sum";
  TotalWaysToSumII: "Total Ways to Sum II";
  SpiralizeMatrix: "Spiralize Matrix";
  ArrayJumpingGame: "Array Jumping Game";
  ArrayJumpingGameII: "Array Jumping Game II";
  MergeOverlappingIntervals: "Merge Overlapping Intervals";
  GenerateIPAddresses: "Generate IP Addresses";
  AlgorithmicStockTraderI: "Algorithmic Stock Trader I";
  AlgorithmicStockTraderII: "Algorithmic Stock Trader II";
  AlgorithmicStockTraderIII: "Algorithmic Stock Trader III";
  AlgorithmicStockTraderIV: "Algorithmic Stock Trader IV";
  MinimumPathSumInATriangle: "Minimum Path Sum in a Triangle";
  UniquePathsInAGridI: "Unique Paths in a Grid I";
  UniquePathsInAGridII: "Unique Paths in a Grid II";
  ShortestPathInAGrid: "Shortest Path in a Grid";
  SanitizeParenthesesInExpression: "Sanitize Parentheses in Expression";
  FindAllValidMathExpressions: "Find All Valid Math Expressions";
  HammingCodesIntegerToEncodedBinary: "HammingCodes: Integer to Encoded Binary";
  HammingCodesEncodedBinaryToInteger: "HammingCodes: Encoded Binary to Integer";
  Proper2ColoringOfAGraph: "Proper 2-Coloring of a Graph";
  CompressionIRLECompression: "Compression I: RLE Compression";
  CompressionIILZDecompression: "Compression II: LZ Decompression";
  CompressionIIILZCompression: "Compression III: LZ Compression";
  EncryptionICaesarCipher: "Encryption I: Caesar Cipher";
  EncryptionIIVigenereCipher: "Encryption II: Vigenère Cipher";
  SquareRoot: "Square Root";
  TotalPrimesInRange: "Total Number of Primes";
};








Home > bitburner > CodingContractName


CodingContractName type

Signature:

type CodingContractName = _ValueOf<CodingContractNameEnumType>;


References: _ValueOf, CodingContractNameEnumType







Home > bitburner > CodingContractObject


CodingContractObject type

Signature:

export type CodingContractObject = {
  [T in keyof CodingContractSignatures]: {
    type: T;
    data: CodingContractSignatures[T][0];
    submit: (answer: CodingContractSignatures[T][1] | string) => string;
    description: string;
    difficulty: number;
    numTriesRemaining: () => number;
  };
}[keyof CodingContractSignatures];


References: CodingContractSignatures







Home > bitburner > CodingContractSignatures


CodingContractSignatures type

Signature:

export type CodingContractSignatures = {
  "Find Largest Prime Factor": [number, number];
  "Subarray with Maximum Sum": [number[], number];
  "Total Ways to Sum": [number, number];
  "Total Ways to Sum II": [[number, number[]], number];
  "Spiralize Matrix": [number[][], number[]];
  "Array Jumping Game": [number[], 1 | 0];
  "Array Jumping Game II": [number[], number];
  "Merge Overlapping Intervals": [[number, number][], [number, number][]];
  "Generate IP Addresses": [string, string[]];
  "Algorithmic Stock Trader I": [number[], number];
  "Algorithmic Stock Trader II": [number[], number];
  "Algorithmic Stock Trader III": [number[], number];
  "Algorithmic Stock Trader IV": [[number, number[]], number];
  "Minimum Path Sum in a Triangle": [number[][], number];
  "Unique Paths in a Grid I": [[number, number], number];
  "Unique Paths in a Grid II": [(1 | 0)[][], number];
  "Shortest Path in a Grid": [(1 | 0)[][], string];
  "Sanitize Parentheses in Expression": [string, string[]];
  "Find All Valid Math Expressions": [[string, number], string[]];
  "HammingCodes: Integer to Encoded Binary": [number, string];
  "HammingCodes: Encoded Binary to Integer": [string, number];
  "Proper 2-Coloring of a Graph": [[number, [number, number][]], (1 | 0)[]];
  "Compression I: RLE Compression": [string, string];
  "Compression II: LZ Decompression": [string, string];
  "Compression III: LZ Compression": [string, string];
  "Encryption I: Caesar Cipher": [[string, number], string];
  "Encryption II: Vigenère Cipher": [[string, string], string];
  "Square Root": [bigint, bigint, [string, string]];
  "Total Number of Primes": [number[], number];
};








Home > bitburner > CompanyNameEnumType


CompanyNameEnumType type

Names of all companies

Signature:

type CompanyNameEnumType = {
  ECorp: "ECorp";
  MegaCorp: "MegaCorp";
  BachmanAndAssociates: "Bachman & Associates";
  BladeIndustries: "Blade Industries";
  NWO: "NWO";
  ClarkeIncorporated: "Clarke Incorporated";
  OmniTekIncorporated: "OmniTek Incorporated";
  FourSigma: "Four Sigma";
  KuaiGongInternational: "KuaiGong International";
  FulcrumTechnologies: "Fulcrum Technologies";
  StormTechnologies: "Storm Technologies";
  DefComm: "DefComm";
  HeliosLabs: "Helios Labs";
  VitaLife: "VitaLife";
  IcarusMicrosystems: "Icarus Microsystems";
  UniversalEnergy: "Universal Energy";
  GalacticCybersystems: "Galactic Cybersystems";
  AeroCorp: "AeroCorp";
  OmniaCybersystems: "Omnia Cybersystems";
  SolarisSpaceSystems: "Solaris Space Systems";
  DeltaOne: "DeltaOne";
  GlobalPharmaceuticals: "Global Pharmaceuticals";
  NovaMedical: "Nova Medical";
  CIA: "Central Intelligence Agency";
  NSA: "National Security Agency";
  WatchdogSecurity: "Watchdog Security";
  LexoCorp: "LexoCorp";
  RhoConstruction: "Rho Construction";
  AlphaEnterprises: "Alpha Enterprises";
  Police: "Aevum Police Headquarters";
  SysCoreSecurities: "SysCore Securities";
  CompuTek: "CompuTek";
  NetLinkTechnologies: "NetLink Technologies";
  CarmichaelSecurity: "Carmichael Security";
  FoodNStuff: "FoodNStuff";
  JoesGuns: "Joe's Guns";
  OmegaSoftware: "Omega Software";
  NoodleBar: "Noodle Bar";
};








Home > bitburner > CompanyName


CompanyName type

Signature:

type CompanyName = _ValueOf<CompanyNameEnumType>;


References: _ValueOf, CompanyNameEnumType







Home > bitburner > CompanyPositionInfo > field


CompanyPositionInfo.field property

Signature:

field: JobField;








Home > bitburner > CompanyPositionInfo


CompanyPositionInfo interface

Company position requirements and salary.

Signature:

export interface CompanyPositionInfo 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

field

	

	

JobField

	



	

name

	

	

JobName

	



	

nextPosition

	

	

JobName | null

	



	

requiredReputation

	

	

number

	



	

requiredSkills

	

	

Skills

	



	

salary

	

	

number

	












Home > bitburner > CompanyPositionInfo > name


CompanyPositionInfo.name property

Signature:

name: JobName;








Home > bitburner > CompanyPositionInfo > nextPosition


CompanyPositionInfo.nextPosition property

Signature:

nextPosition: JobName | null;








Home > bitburner > CompanyPositionInfo > requiredReputation


CompanyPositionInfo.requiredReputation property

Signature:

requiredReputation: number;








Home > bitburner > CompanyPositionInfo > requiredSkills


CompanyPositionInfo.requiredSkills property

Signature:

requiredSkills: Skills;








Home > bitburner > CompanyPositionInfo > salary


CompanyPositionInfo.salary property

Signature:

salary: number;








Home > bitburner > CompanyReputationRequirement > company


CompanyReputationRequirement.company property

Signature:

company: CompanyName;








Home > bitburner > CompanyReputationRequirement


CompanyReputationRequirement interface

Player must have at least this much reputation with this company.

Signature:

interface CompanyReputationRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

company

	

	

CompanyName

	



	

reputation

	

	

number

	



	

type

	

	

"companyReputation"

	












Home > bitburner > CompanyReputationRequirement > reputation


CompanyReputationRequirement.reputation property

Signature:

reputation: number;








Home > bitburner > CompanyReputationRequirement > type


CompanyReputationRequirement.type property

Signature:

type: "companyReputation";








Home > bitburner > CompanyWorkTask > companyName


CompanyWorkTask.companyName property

Signature:

companyName: CompanyName;








Home > bitburner > CompanyWorkTask


CompanyWorkTask interface

Company Work

Signature:

export interface CompanyWorkTask extends BaseTask 


Extends: BaseTask



Remarks

An object representing the current work for a company



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

companyName

	

	

CompanyName

	



	

type

	

	

"COMPANY"

	












Home > bitburner > CompanyWorkTask > type


CompanyWorkTask.type property

Signature:

type: "COMPANY";








Home > bitburner > CorpConstants > baseProductProfitMult


CorpConstants.baseProductProfitMult property

Signature:

baseProductProfitMult: number;








Home > bitburner > CorpConstants > bribeAmountPerReputation


CorpConstants.bribeAmountPerReputation property

Signature:

bribeAmountPerReputation: number;








Home > bitburner > CorpConstants > bribeThreshold


CorpConstants.bribeThreshold property

Signature:

bribeThreshold: number;








Home > bitburner > CorpConstants > dividendMaxRate


CorpConstants.dividendMaxRate property

Signature:

dividendMaxRate: number;








Home > bitburner > CorpConstants > employeePositions


CorpConstants.employeePositions property

Names of all employee positions

Signature:

employeePositions: CorpEmployeePosition[];








Home > bitburner > CorpConstants > employeeRaiseAmount


CorpConstants.employeeRaiseAmount property

Signature:

employeeRaiseAmount: number;








Home > bitburner > CorpConstants > employeeSalaryMultiplier


CorpConstants.employeeSalaryMultiplier property

Conversion factor for employee stats to initial salary

Signature:

employeeSalaryMultiplier: number;








Home > bitburner > CorpConstants > gameCyclesPerCorpStateCycle


CorpConstants.gameCyclesPerCorpStateCycle property

Signature:

gameCyclesPerCorpStateCycle: number;








Home > bitburner > CorpConstants > gameCyclesPerMarketCycle


CorpConstants.gameCyclesPerMarketCycle property

Signature:

gameCyclesPerMarketCycle: number;








Home > bitburner > CorpConstants > industryNames


CorpConstants.industryNames property

Names of all industries

Signature:

industryNames: CorpIndustryName[];








Home > bitburner > CorpConstants > initialShares


CorpConstants.initialShares property

Signature:

initialShares: number;








Home > bitburner > CorpConstants > issueNewSharesCooldown


CorpConstants.issueNewSharesCooldown property

Cooldown for issue new shares cooldown in game cycles (1 game cycle = 200ms)

Signature:

issueNewSharesCooldown: number;








Home > bitburner > CorpConstants > marketCyclesPerEmployeeRaise


CorpConstants.marketCyclesPerEmployeeRaise property

Signature:

marketCyclesPerEmployeeRaise: number;








Home > bitburner > CorpConstants > materialNames


CorpConstants.materialNames property

Names of all materials

Signature:

materialNames: CorpMaterialName[];








Home > bitburner > CorpConstants > maxProductsBase


CorpConstants.maxProductsBase property

Max products for a division without upgrades

Signature:

maxProductsBase: number;








Home > bitburner > CorpConstants


CorpConstants interface

Corporation related constants

Signature:

interface CorpConstants 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

baseProductProfitMult

	

	

number

	



	

bribeAmountPerReputation

	

	

number

	



	

bribeThreshold

	

	

number

	



	

dividendMaxRate

	

	

number

	



	

employeePositions

	

	

CorpEmployeePosition[]

	

Names of all employee positions



	

employeeRaiseAmount

	

	

number

	



	

employeeSalaryMultiplier

	

	

number

	

Conversion factor for employee stats to initial salary



	

gameCyclesPerCorpStateCycle

	

	

number

	



	

gameCyclesPerMarketCycle

	

	

number

	



	

industryNames

	

	

CorpIndustryName[]

	

Names of all industries



	

initialShares

	

	

number

	



	

issueNewSharesCooldown

	

	

number

	

Cooldown for issue new shares cooldown in game cycles (1 game cycle = 200ms)



	

marketCyclesPerEmployeeRaise

	

	

number

	



	

materialNames

	

	

CorpMaterialName[]

	

Names of all materials



	

maxProductsBase

	

	

number

	

Max products for a division without upgrades



	

minEmployeeDecay

	

	

number

	

The minimum decay value for morale/energy



	

officeInitialCost

	

	

number

	



	

officeInitialSize

	

	

number

	



	

officeSizeUpgradeCostBase

	

	

number

	



	

researchNames

	

	

CorpResearchName[]

	

Names of all researches



	

researchNamesBase

	

	

CorpResearchName[]

	

Names of all researches common to all industries



	

researchNamesProductOnly

	

	

CorpResearchName[]

	

Names of all researches only available to product industries



	

secondsPerMarketCycle

	

	

number

	



	

sellSharesCooldown

	

	

number

	

Cooldown for selling shares in game cycles (1 game cycle = 200ms)



	

sharesPerPriceUpdate

	

	

number

	

When selling large number of shares, price is dynamically updated for every batch of this amount



	

smartSupplyOptions

	

	

CorpSmartSupplyOption[]

	



	

stateNames

	

	

CorpStateName[]

	

Names of all corporation game states



	

teaCostPerEmployee

	

	

number

	



	

unlockNames

	

	

CorpUnlockName[]

	

Names of all one-time corporation-wide unlocks



	

upgradeNames

	

	

CorpUpgradeName[]

	

Names of all corporation-wide upgrades



	

warehouseInitialCost

	

	

number

	



	

warehouseInitialSize

	

	

number

	



	

warehouseSizeUpgradeCostBase

	

	

number

	












Home > bitburner > CorpConstants > minEmployeeDecay


CorpConstants.minEmployeeDecay property

The minimum decay value for morale/energy

Signature:

minEmployeeDecay: number;








Home > bitburner > CorpConstants > officeInitialCost


CorpConstants.officeInitialCost property

Signature:

officeInitialCost: number;








Home > bitburner > CorpConstants > officeInitialSize


CorpConstants.officeInitialSize property

Signature:

officeInitialSize: number;








Home > bitburner > CorpConstants > officeSizeUpgradeCostBase


CorpConstants.officeSizeUpgradeCostBase property

Signature:

officeSizeUpgradeCostBase: number;








Home > bitburner > CorpConstants > researchNamesBase


CorpConstants.researchNamesBase property

Names of all researches common to all industries

Signature:

researchNamesBase: CorpResearchName[];








Home > bitburner > CorpConstants > researchNames


CorpConstants.researchNames property

Names of all researches

Signature:

researchNames: CorpResearchName[];








Home > bitburner > CorpConstants > researchNamesProductOnly


CorpConstants.researchNamesProductOnly property

Names of all researches only available to product industries

Signature:

researchNamesProductOnly: CorpResearchName[];








Home > bitburner > CorpConstants > secondsPerMarketCycle


CorpConstants.secondsPerMarketCycle property

Signature:

secondsPerMarketCycle: number;








Home > bitburner > CorpConstants > sellSharesCooldown


CorpConstants.sellSharesCooldown property

Cooldown for selling shares in game cycles (1 game cycle = 200ms)

Signature:

sellSharesCooldown: number;








Home > bitburner > CorpConstants > sharesPerPriceUpdate


CorpConstants.sharesPerPriceUpdate property

When selling large number of shares, price is dynamically updated for every batch of this amount

Signature:

sharesPerPriceUpdate: number;








Home > bitburner > CorpConstants > smartSupplyOptions


CorpConstants.smartSupplyOptions property

Signature:

smartSupplyOptions: CorpSmartSupplyOption[];








Home > bitburner > CorpConstants > stateNames


CorpConstants.stateNames property

Names of all corporation game states

Signature:

stateNames: CorpStateName[];








Home > bitburner > CorpConstants > teaCostPerEmployee


CorpConstants.teaCostPerEmployee property

Signature:

teaCostPerEmployee: number;








Home > bitburner > CorpConstants > unlockNames


CorpConstants.unlockNames property

Names of all one-time corporation-wide unlocks

Signature:

unlockNames: CorpUnlockName[];








Home > bitburner > CorpConstants > upgradeNames


CorpConstants.upgradeNames property

Names of all corporation-wide upgrades

Signature:

upgradeNames: CorpUpgradeName[];








Home > bitburner > CorpConstants > warehouseInitialCost


CorpConstants.warehouseInitialCost property

Signature:

warehouseInitialCost: number;








Home > bitburner > CorpConstants > warehouseInitialSize


CorpConstants.warehouseInitialSize property

Signature:

warehouseInitialSize: number;








Home > bitburner > CorpConstants > warehouseSizeUpgradeCostBase


CorpConstants.warehouseSizeUpgradeCostBase property

Signature:

warehouseSizeUpgradeCostBase: number;








Home > bitburner > CorpEmployeePosition


CorpEmployeePosition type

Signature:

type CorpEmployeePosition =
  | "Operations"
  | "Engineer"
  | "Business"
  | "Management"
  | "Research & Development"
  | "Intern"
  | "Unassigned";








Home > bitburner > CorpIndustryData > advertisingFactor


CorpIndustryData.advertisingFactor property

Advertising factor (affects sales)

Signature:

advertisingFactor?: number;








Home > bitburner > CorpIndustryData > aiCoreFactor


CorpIndustryData.aiCoreFactor property

AI Cores factor

Signature:

aiCoreFactor?: number;








Home > bitburner > CorpIndustryData > description


CorpIndustryData.description property

Signature:

description: string;








Home > bitburner > CorpIndustryData > hardwareFactor


CorpIndustryData.hardwareFactor property

Hardware factor

Signature:

hardwareFactor?: number;








Home > bitburner > CorpIndustryData > makesMaterials


CorpIndustryData.makesMaterials property

Whether the industry of this division is capable of producing materials

Signature:

makesMaterials: boolean;








Home > bitburner > CorpIndustryData > makesProducts


CorpIndustryData.makesProducts property

Whether the industry of this division is capable of developing and producing products

Signature:

makesProducts: boolean;








Home > bitburner > CorpIndustryData


CorpIndustryData interface

Data for an individual industry

Signature:

interface CorpIndustryData 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

advertisingFactor?

	

	

number

	

(Optional) Advertising factor (affects sales)



	

aiCoreFactor?

	

	

number

	

(Optional) AI Cores factor



	

description

	

	

string

	



	

hardwareFactor?

	

	

number

	

(Optional) Hardware factor



	

makesMaterials

	

	

boolean

	

Whether the industry of this division is capable of producing materials



	

makesProducts

	

	

boolean

	

Whether the industry of this division is capable of developing and producing products



	

producedMaterials?

	

	

CorpMaterialName[]

	

(Optional) Array of Materials produced



	

product?

	

	

CorpProductData

	

(Optional)



	

realEstateFactor?

	

	

number

	

(Optional) Real estate factor



	

recommendStarting

	

	

boolean

	



	

requiredMaterials

	

	

Partial<Record<CorpMaterialName, number>>

	



	

robotFactor?

	

	

number

	

(Optional) Robots factor



	

scienceFactor?

	

	

number

	

(Optional) Scientific research factor (affects quality)



	

startingCost

	

	

number

	












Home > bitburner > CorpIndustryData > producedMaterials


CorpIndustryData.producedMaterials property

Array of Materials produced

Signature:

producedMaterials?: CorpMaterialName[];








Home > bitburner > CorpIndustryData > product


CorpIndustryData.product property

Signature:

product?: CorpProductData;








Home > bitburner > CorpIndustryData > realEstateFactor


CorpIndustryData.realEstateFactor property

Real estate factor

Signature:

realEstateFactor?: number;








Home > bitburner > CorpIndustryData > recommendStarting


CorpIndustryData.recommendStarting property

Signature:

recommendStarting: boolean;








Home > bitburner > CorpIndustryData > requiredMaterials


CorpIndustryData.requiredMaterials property

Signature:

requiredMaterials: Partial<Record<CorpMaterialName, number>>;








Home > bitburner > CorpIndustryData > robotFactor


CorpIndustryData.robotFactor property

Robots factor

Signature:

robotFactor?: number;








Home > bitburner > CorpIndustryData > scienceFactor


CorpIndustryData.scienceFactor property

Scientific research factor (affects quality)

Signature:

scienceFactor?: number;








Home > bitburner > CorpIndustryData > startingCost


CorpIndustryData.startingCost property

Signature:

startingCost: number;








Home > bitburner > CorpIndustryName


CorpIndustryName type

Signature:

type CorpIndustryName =
  | "Water Utilities"
  | "Agriculture"
  | "Fishing"
  | "Mining"
  | "Refinery"
  | "Restaurant"
  | "Tobacco"
  | "Chemical"
  | "Pharmaceutical"
  | "Computer Hardware"
  | "Robotics"
  | "Software"
  | "Healthcare"
  | "Real Estate";








Home > bitburner > CorpMaterialConstantData > baseCost


CorpMaterialConstantData.baseCost property

Signature:

baseCost: number;








Home > bitburner > CorpMaterialConstantData > baseMarkup


CorpMaterialConstantData.baseMarkup property

Signature:

baseMarkup: number;








Home > bitburner > CorpMaterialConstantData > competitionBase


CorpMaterialConstantData.competitionBase property

Signature:

competitionBase: number;








Home > bitburner > CorpMaterialConstantData > competitionRange


CorpMaterialConstantData.competitionRange property

Signature:

competitionRange: [min: number, max: number];








Home > bitburner > CorpMaterialConstantData > demandBase


CorpMaterialConstantData.demandBase property

Signature:

demandBase: number;








Home > bitburner > CorpMaterialConstantData > demandRange


CorpMaterialConstantData.demandRange property

Min and max demand

Signature:

demandRange: [min: number, max: number];








Home > bitburner > CorpMaterialConstantData > maxVolatility


CorpMaterialConstantData.maxVolatility property

Signature:

maxVolatility: number;








Home > bitburner > CorpMaterialConstantData


CorpMaterialConstantData interface

Corporation material information

Signature:

interface CorpMaterialConstantData 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

baseCost

	

	

number

	



	

baseMarkup

	

	

number

	



	

competitionBase

	

	

number

	



	

competitionRange

	

	

[min: number, max: number]

	



	

demandBase

	

	

number

	



	

demandRange

	

	

[min: number, max: number]

	

Min and max demand



	

maxVolatility

	

	

number

	



	

name

	

	

CorpMaterialName

	

Name of the material



	

size

	

	

number

	

Size of the material












Home > bitburner > CorpMaterialConstantData > name


CorpMaterialConstantData.name property

Name of the material

Signature:

name: CorpMaterialName;








Home > bitburner > CorpMaterialConstantData > size


CorpMaterialConstantData.size property

Size of the material

Signature:

size: number;








Home > bitburner > CorpMaterialName


CorpMaterialName type

Signature:

type CorpMaterialName =
  | "Minerals"
  | "Ore"
  | "Water"
  | "Food"
  | "Plants"
  | "Metal"
  | "Hardware"
  | "Chemicals"
  | "Drugs"
  | "Robots"
  | "AI Cores"
  | "Real Estate";








Home > bitburner > Corporation > acceptInvestmentOffer


Corporation.acceptInvestmentOffer() method

Accept the investment offer. The value of offer is based on current corporation valuation.

Signature:

acceptInvestmentOffer(): boolean;


Returns:

boolean

true if you successfully accept the offer, false if not



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > bribe


Corporation.bribe() method

Bribe a faction. You must satisfy these conditions:


	The corporation valuation must be greater than or equal to a threshold. You can use getCorporation and getConstants to get this information.


	You must be a member of the specified faction.


	The specified faction must offer at least 1 type of work. You can use getFactionWorkTypes to get the list of work types of a faction.




Signature:

bribe(factionName: FactionName, amountCash: number): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

factionName

	

FactionName

	

Faction name



	

amountCash

	

number

	

Amount of money to bribe






Returns:

boolean

true if successful, false if not



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > buyBackShares


Corporation.buyBackShares() method

Buyback shares. Spend money from the player's wallet to transfer shares from public traders to the CEO.

Signature:

buyBackShares(amount: number): void;




Parameters

	

Parameter

	

Type

	

Description



	

amount

	

number

	

Amount of shares to buy back, must be integer and larger than 0






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > canCreateCorporation


Corporation.canCreateCorporation() method

Return whether the player can create a corporation. Does not require API access.

Signature:

canCreateCorporation(selfFund: boolean): CreatingCorporationCheckResult;




Parameters

	

Parameter

	

Type

	

Description



	

selfFund

	

boolean

	

true if you want to self-fund, false otherwise






Returns:

CreatingCorporationCheckResult

Result of the check



Remarks

RAM cost: 0 GB







Home > bitburner > Corporation > createCorporation


Corporation.createCorporation() method

Create a Corporation. You should use canCreateCorporation to check if you are unsure you can do it, because it throws an error in these cases:


	Use seed money outside BitNode 3.


	Be in a BitNode that has CorporationSoftcap (a BitNode modifier) less than 0.15.




Signature:

createCorporation(corporationName: string, selfFund?: boolean): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

corporationName

	

string

	

Name of the corporation. It must be a non-empty string.



	

selfFund

	

boolean

	

(Optional) If you want to self-fund. Defaults to true, false will only work in BitNode 3.






Returns:

boolean

true if created and false if not



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > expandCity


Corporation.expandCity() method

Expand to a new city.

Signature:

expandCity(divisionName: string, city: CityName): void;




Parameters

	

Parameter

	

Type

	

Description



	

divisionName

	

string

	

Name of the division



	

city

	

CityName

	

Name of the city






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > expandIndustry


Corporation.expandIndustry() method

Expand to a new industry.

Signature:

expandIndustry(industryType: CorpIndustryName, divisionName: string): void;




Parameters

	

Parameter

	

Type

	

Description



	

industryType

	

CorpIndustryName

	

Name of the industry



	

divisionName

	

string

	

Name of the division






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > getBonusTime


Corporation.getBonusTime() method

Get bonus time. Bonus time is accumulated when the game is offline or if the game is inactive in the browser. Bonus time makes the corporation progress faster.

Signature:

getBonusTime(): number;


Returns:

number

Bonus time for the Corporation mechanic in milliseconds.



Remarks

RAM cost: 0 GB







Home > bitburner > Corporation > getConstants


Corporation.getConstants() method

Get corporation-related constants.

Signature:

getConstants(): CorpConstants;


Returns:

CorpConstants

Corporation-related constants



Remarks

RAM cost: 0 GB







Home > bitburner > Corporation > getCorporation


Corporation.getCorporation() method

Get corporation data.

Signature:

getCorporation(): CorporationInfo;


Returns:

CorporationInfo

Corporation data



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getDivision


Corporation.getDivision() method

Get division data.

Signature:

getDivision(divisionName: string): Division;




Parameters

	

Parameter

	

Type

	

Description



	

divisionName

	

string

	

Name of the division






Returns:

Division

Division data



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getIndustryData


Corporation.getIndustryData() method

Get constant data of an industry.

Signature:

getIndustryData(industryName: CorpIndustryName): CorpIndustryData;




Parameters

	

Parameter

	

Type

	

Description



	

industryName

	

CorpIndustryName

	

Name of the industry






Returns:

CorpIndustryData

Industry data



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getInvestmentOffer


Corporation.getInvestmentOffer() method

Get an offer for investment based on current corporation valuation.

Signature:

getInvestmentOffer(): InvestmentOffer;


Returns:

InvestmentOffer

An offer of investment



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getMaterialData


Corporation.getMaterialData() method

Get constant data of a material.

Signature:

getMaterialData(materialName: CorpMaterialName): CorpMaterialConstantData;




Parameters

	

Parameter

	

Type

	

Description



	

materialName

	

CorpMaterialName

	

Name of the material






Returns:

CorpMaterialConstantData

Material data



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getUnlockCost


Corporation.getUnlockCost() method

Get the cost to unlock a one-time unlockable upgrade.

Signature:

getUnlockCost(upgradeName: CorpUnlockName): number;




Parameters

	

Parameter

	

Type

	

Description



	

upgradeName

	

CorpUnlockName

	

Name of the upgrade






Returns:

number

Cost of the upgrade



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getUpgradeLevelCost


Corporation.getUpgradeLevelCost() method

Get the cost to unlock the next level of a levelable upgrade.

Signature:

getUpgradeLevelCost(upgradeName: CorpUpgradeName): number;




Parameters

	

Parameter

	

Type

	

Description



	

upgradeName

	

CorpUpgradeName

	

Name of the upgrade






Returns:

number

Cost of the upgrade



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > getUpgradeLevel


Corporation.getUpgradeLevel() method

Get the level of a levelable upgrade.

Signature:

getUpgradeLevel(upgradeName: CorpUpgradeName): number;




Parameters

	

Parameter

	

Type

	

Description



	

upgradeName

	

CorpUpgradeName

	

Name of the upgrade






Returns:

number

The level of the upgrade



Remarks

RAM cost: 10 GB







Home > bitburner > Corporation > goPublic


Corporation.goPublic() method

Go public.

Signature:

goPublic(numShares: number): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

numShares

	

number

	

Number of shares you would like to issue for your IPO






Returns:

boolean

true if you successfully go public, false if not



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > hasCorporation


Corporation.hasCorporation() method

Return whether the player has a corporation. Does not require API access.

Signature:

hasCorporation(): boolean;


Returns:

boolean

Whether the player has a corporation



Remarks

RAM cost: 0 GB







Home > bitburner > Corporation > hasUnlock


Corporation.hasUnlock() method

Check if you have a one-time unlockable upgrade.

Signature:

hasUnlock(upgradeName: CorpUnlockName): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

upgradeName

	

CorpUnlockName

	

Name of the upgrade






Returns:

boolean

true if unlocked and false if not



Remarks

RAM cost: 10 GB







Home > bitburner > CorporationInfo > dividendEarnings


CorporationInfo.dividendEarnings property

Your earnings as a shareholder per second this cycle

Signature:

dividendEarnings: number;








Home > bitburner > CorporationInfo > dividendRate


CorporationInfo.dividendRate property

Fraction of profits issued as dividends

Signature:

dividendRate: number;








Home > bitburner > CorporationInfo > divisions


CorporationInfo.divisions property

Array of all division names

Signature:

divisions: string[];








Home > bitburner > CorporationInfo > expenses


CorporationInfo.expenses property

Expenses per second this cycle

Signature:

expenses: number;








Home > bitburner > CorporationInfo > funds


CorporationInfo.funds property

Funds available

Signature:

funds: number;








Home > bitburner > CorporationInfo > investorShares


CorporationInfo.investorShares property

Amount of shares owned by private investors. Not available for public sale or CEO buyback.

Signature:

investorShares: number;








Home > bitburner > CorporationInfo > issuedShares


CorporationInfo.issuedShares property

Amount of shares owned by public traders. Available for CEO buyback.

Signature:

issuedShares: number;








Home > bitburner > CorporationInfo > issueNewSharesCooldown


CorporationInfo.issueNewSharesCooldown property

Cooldown until new shares can be issued

Signature:

issueNewSharesCooldown: number;








Home > bitburner > CorporationInfo


CorporationInfo interface

General info about a corporation

Signature:

interface CorporationInfo 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

dividendEarnings

	

	

number

	

Your earnings as a shareholder per second this cycle



	

dividendRate

	

	

number

	

Fraction of profits issued as dividends



	

divisions

	

	

string[]

	

Array of all division names



	

expenses

	

	

number

	

Expenses per second this cycle



	

funds

	

	

number

	

Funds available



	

investorShares

	

	

number

	

Amount of shares owned by private investors. Not available for public sale or CEO buyback.



	

issuedShares

	

	

number

	

Amount of shares owned by public traders. Available for CEO buyback.



	

issueNewSharesCooldown

	

	

number

	

Cooldown until new shares can be issued



	

name

	

	

string

	

Name of the corporation



	

nextState

	

	

CorpStateName

	

The next state to be processed.

I.e. when the state is PURCHASE, it means purchasing will occur during the next state transition.

Possible states are START, PURCHASE, PRODUCTION, EXPORT, SALE.



	

numShares

	

	

number

	

Amount of shares owned by the CEO.



	

prevState

	

	

CorpStateName

	

The last state that got processed.

I.e. when that state is PURCHASE, it means purchasing just happened.

Possible states are START, PURCHASE, PRODUCTION, EXPORT, SALE.



	

public

	

	

boolean

	

Indicating if the company is public



	

revenue

	

	

number

	

Revenue per second this cycle



	

sharePrice

	

	

number

	

Price of the shares



	

shareSaleCooldown

	

	

number

	

Cooldown until shares can be sold again



	

totalShares

	

	

number

	

Total number of shares issued by this corporation.



	

tributeModifier

	

	

number

	

Your income from dividend is negatively affected by this penalty modifier



	

valuation

	

	

number

	

Corporation valuation












Home > bitburner > CorporationInfo > name


CorporationInfo.name property

Name of the corporation

Signature:

name: string;








Home > bitburner > CorporationInfo > nextState


CorporationInfo.nextState property

The next state to be processed.

I.e. when the state is PURCHASE, it means purchasing will occur during the next state transition.

Possible states are START, PURCHASE, PRODUCTION, EXPORT, SALE.

Signature:

nextState: CorpStateName;








Home > bitburner > CorporationInfo > numShares


CorporationInfo.numShares property

Amount of shares owned by the CEO.

Signature:

numShares: number;








Home > bitburner > CorporationInfo > prevState


CorporationInfo.prevState property

The last state that got processed.

I.e. when that state is PURCHASE, it means purchasing just happened.

Possible states are START, PURCHASE, PRODUCTION, EXPORT, SALE.

Signature:

prevState: CorpStateName;








Home > bitburner > CorporationInfo > public


CorporationInfo.public property

Indicating if the company is public

Signature:

public: boolean;








Home > bitburner > CorporationInfo > revenue


CorporationInfo.revenue property

Revenue per second this cycle

Signature:

revenue: number;








Home > bitburner > CorporationInfo > sharePrice


CorporationInfo.sharePrice property

Price of the shares

Signature:

sharePrice: number;








Home > bitburner > CorporationInfo > shareSaleCooldown


CorporationInfo.shareSaleCooldown property

Cooldown until shares can be sold again

Signature:

shareSaleCooldown: number;








Home > bitburner > CorporationInfo > totalShares


CorporationInfo.totalShares property

Total number of shares issued by this corporation.

Signature:

totalShares: number;








Home > bitburner > CorporationInfo > tributeModifier


CorporationInfo.tributeModifier property

Your income from dividend is negatively affected by this penalty modifier

Signature:

tributeModifier: number;








Home > bitburner > CorporationInfo > valuation


CorporationInfo.valuation property

Corporation valuation

Signature:

valuation: number;








Home > bitburner > Corporation > issueDividends


Corporation.issueDividends() method

Issue dividends.

Signature:

issueDividends(rate: number): void;




Parameters

	

Parameter

	

Type

	

Description



	

rate

	

number

	

Fraction of profit to issue as dividends.






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > issueNewShares


Corporation.issueNewShares() method

Issue new shares.

Signature:

issueNewShares(amount?: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

amount

	

number

	

(Optional) Number of new shares to issue. It will be rounded to nearest 10 million. Defaults to max amount.






Returns:

number

Amount of funds generated for the corporation.



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > levelUpgrade


Corporation.levelUpgrade() method

Level up an upgrade.

Signature:

levelUpgrade(upgradeName: CorpUpgradeName): void;




Parameters

	

Parameter

	

Type

	

Description



	

upgradeName

	

CorpUpgradeName

	

Name of the upgrade






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation


Corporation interface

Corporation API

Signature:

export interface Corporation extends WarehouseAPI, OfficeAPI 


Extends: WarehouseAPI, OfficeAPI



Methods

	

Method

	

Description



	

acceptInvestmentOffer()

	

Accept the investment offer. The value of offer is based on current corporation valuation.



	

bribe(factionName, amountCash)

	

Bribe a faction. You must satisfy these conditions:


	The corporation valuation must be greater than or equal to a threshold. You can use getCorporation and getConstants to get this information.


	You must be a member of the specified faction.


	The specified faction must offer at least 1 type of work. You can use getFactionWorkTypes to get the list of work types of a faction.






	

buyBackShares(amount)

	

Buyback shares. Spend money from the player's wallet to transfer shares from public traders to the CEO.



	

canCreateCorporation(selfFund)

	

Return whether the player can create a corporation. Does not require API access.



	

createCorporation(corporationName, selfFund)

	

Create a Corporation. You should use canCreateCorporation to check if you are unsure you can do it, because it throws an error in these cases:


	Use seed money outside BitNode 3.


	Be in a BitNode that has CorporationSoftcap (a BitNode modifier) less than 0.15.






	

expandCity(divisionName, city)

	

Expand to a new city.



	

expandIndustry(industryType, divisionName)

	

Expand to a new industry.



	

getBonusTime()

	

Get bonus time. Bonus time is accumulated when the game is offline or if the game is inactive in the browser. Bonus time makes the corporation progress faster.



	

getConstants()

	

Get corporation-related constants.



	

getCorporation()

	

Get corporation data.



	

getDivision(divisionName)

	

Get division data.



	

getIndustryData(industryName)

	

Get constant data of an industry.



	

getInvestmentOffer()

	

Get an offer for investment based on current corporation valuation.



	

getMaterialData(materialName)

	

Get constant data of a material.



	

getUnlockCost(upgradeName)

	

Get the cost to unlock a one-time unlockable upgrade.



	

getUpgradeLevel(upgradeName)

	

Get the level of a levelable upgrade.



	

getUpgradeLevelCost(upgradeName)

	

Get the cost to unlock the next level of a levelable upgrade.



	

goPublic(numShares)

	

Go public.



	

hasCorporation()

	

Return whether the player has a corporation. Does not require API access.



	

hasUnlock(upgradeName)

	

Check if you have a one-time unlockable upgrade.



	

issueDividends(rate)

	

Issue dividends.



	

issueNewShares(amount)

	

Issue new shares.



	

levelUpgrade(upgradeName)

	

Level up an upgrade.



	

nextUpdate()

	

Sleep until the next Corporation update happens.



	

purchaseUnlock(upgradeName)

	

Unlock an upgrade.



	

sellDivision(divisionName)

	

Sell a division.



	

sellShares(amount)

	

Sell shares. Transfer shares from the CEO to public traders to receive money in the player's wallet.












Home > bitburner > Corporation > nextUpdate


Corporation.nextUpdate() method

Sleep until the next Corporation update happens.

Signature:

nextUpdate(): Promise<CorpStateName>;


Returns:

Promise<CorpStateName>

Promise that resolves to the name of the state that was just processed.



Remarks

RAM cost: 1 GB

The amount of real time spent asleep between updates can vary due to "bonus time" (usually 200 milliseconds - 2 seconds).

If the returned state is X, it means X just happened.

Possible states are START, PURCHASE, PRODUCTION, EXPORT, SALE.



Example

while (true) {
  const prevState = await ns.corporation.nextUpdate();
  const nextState = ns.corporation.getCorporation().nextState;
  ns.print(`Corporation finished with ${prevState}, next will be ${nextState}.`);
  // Manage the Corporation
}








Home > bitburner > Corporation > purchaseUnlock


Corporation.purchaseUnlock() method

Unlock an upgrade.

Signature:

purchaseUnlock(upgradeName: CorpUnlockName): void;




Parameters

	

Parameter

	

Type

	

Description



	

upgradeName

	

CorpUnlockName

	

Name of the upgrade






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > sellDivision


Corporation.sellDivision() method

Sell a division.

Signature:

sellDivision(divisionName: string): void;




Parameters

	

Parameter

	

Type

	

Description



	

divisionName

	

string

	

Name of the division






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > Corporation > sellShares


Corporation.sellShares() method

Sell shares. Transfer shares from the CEO to public traders to receive money in the player's wallet.

Signature:

sellShares(amount: number): void;




Parameters

	

Parameter

	

Type

	

Description



	

amount

	

number

	

Amount of shares to sell, must be integer between 1 and 100t






Returns:

void



Remarks

RAM cost: 20 GB







Home > bitburner > CorpProductData > desc


CorpProductData.desc property

Description of product creation

Signature:

desc: string;








Home > bitburner > CorpProductData


CorpProductData interface

Product rating information

Signature:

interface CorpProductData 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

desc

	

	

string

	

Description of product creation



	

name

	

	

string

	

Name of the product



	

ratingWeights

	

	

{ aesthetics?: number; durability?: number; features?: number; quality?: number; performance?: number; reliability?: number; }

	

Weighting factors for product



	

verb

	

	

string

	

Verb used to describe creation of the product












Home > bitburner > CorpProductData > name


CorpProductData.name property

Name of the product

Signature:

name: string;








Home > bitburner > CorpProductData > ratingWeights


CorpProductData.ratingWeights property

Weighting factors for product

Signature:

ratingWeights: {
    aesthetics?: number;
    durability?: number;
    features?: number;
    quality?: number;
    performance?: number;
    reliability?: number;
  };








Home > bitburner > CorpProductData > verb


CorpProductData.verb property

Verb used to describe creation of the product

Signature:

verb: string;








Home > bitburner > CorpResearchName


CorpResearchName type

Signature:

type CorpResearchName =
  | "Hi-Tech R&D Laboratory"
  | "AutoBrew"
  | "AutoPartyManager"
  | "Automatic Drug Administration"
  | "CPH4 Injections"
  | "Drones"
  | "Drones - Assembly"
  | "Drones - Transport"
  | "Go-Juice"
  | "HRBuddy-Recruitment"
  | "HRBuddy-Training"
  | "Market-TA.I"
  | "Market-TA.II"
  | "Overclock"
  | "Self-Correcting Assemblers"
  | "Sti.mu"
  | "uPgrade: Capacity.I"
  | "uPgrade: Capacity.II"
  | "uPgrade: Dashboard"
  | "uPgrade: Fulcrum";








Home > bitburner > CorpSmartSupplyOption


CorpSmartSupplyOption type

Signature:

type CorpSmartSupplyOption = "leftovers" | "imports" | "none";








Home > bitburner > CorpStateName


CorpStateName type

Signature:

type CorpStateName = "START" | "PURCHASE" | "PRODUCTION" | "EXPORT" | "SALE";








Home > bitburner > CorpUnlockName


CorpUnlockName type

Signature:

type CorpUnlockName =
  | "Export"
  | "Smart Supply"
  | "Market Research - Demand"
  | "Market Data - Competition"
  | "Shady Accounting"
  | "Government Partnership"
  | "Warehouse API"
  | "Office API";








Home > bitburner > CorpUpgradeName


CorpUpgradeName type

Signature:

type CorpUpgradeName =
  | "Smart Factories"
  | "Smart Storage"
  | "Wilson Analytics"
  | "Nuoptimal Nootropic Injector Implants"
  | "Speech Processor Implants"
  | "Neural Accelerators"
  | "FocusWires"
  | "ABC SalesBots"
  | "Project Insight";








Home > bitburner > CreateProgramWorkTask


CreateProgramWorkTask interface

Create Program

Signature:

export interface CreateProgramWorkTask extends BaseTask 


Extends: BaseTask



Remarks

An object representing the status of the program being created



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

programName

	

	

string

	



	

type

	

	

"CREATE_PROGRAM"

	












Home > bitburner > CreateProgramWorkTask > programName


CreateProgramWorkTask.programName property

Signature:

programName: string;








Home > bitburner > CreateProgramWorkTask > type


CreateProgramWorkTask.type property

Signature:

type: "CREATE_PROGRAM";








Home > bitburner > CreatingCorporationCheckResultEnumType


CreatingCorporationCheckResultEnumType type

Signature:

type CreatingCorporationCheckResultEnumType = {
  Success: "Success";
  NoSf3OrDisabled: "NoSf3OrDisabled";
  CorporationExists: "CorporationExists";
  UseSeedMoneyOutsideBN3: "UseSeedMoneyOutsideBN3";
  DisabledBySoftCap: "DisabledBySoftCap";
};








Home > bitburner > CreatingCorporationCheckResult


CreatingCorporationCheckResult type

Signature:

type CreatingCorporationCheckResult = _ValueOf<CreatingCorporationCheckResultEnumType>;


References: _ValueOf, CreatingCorporationCheckResultEnumType







Home > bitburner > CrimeEnumType


CrimeEnumType type

Signature:

type CrimeEnumType = {
  shoplift: "Shoplift";
  robStore: "Rob Store";
  mug: "Mug";
  larceny: "Larceny";
  dealDrugs: "Deal Drugs";
  bondForgery: "Bond Forgery";
  traffickArms: "Traffick Arms";
  homicide: "Homicide";
  grandTheftAuto: "Grand Theft Auto";
  kidnap: "Kidnap";
  assassination: "Assassination";
  heist: "Heist";
};








Home > bitburner > CrimeStats > agility_exp


CrimeStats.agility_exp property

agility exp gained from crime

Signature:

agility_exp: number;








Home > bitburner > CrimeStats > agility_success_weight


CrimeStats.agility_success_weight property

Impact of agility level on success chance of the crime

Signature:

agility_success_weight: number;








Home > bitburner > CrimeStats > charisma_exp


CrimeStats.charisma_exp property

charisma exp gained from crime

Signature:

charisma_exp: number;








Home > bitburner > CrimeStats > charisma_success_weight


CrimeStats.charisma_success_weight property

Impact of charisma level on success chance of the crime

Signature:

charisma_success_weight: number;








Home > bitburner > CrimeStats > defense_exp


CrimeStats.defense_exp property

defense exp gained from crime

Signature:

defense_exp: number;








Home > bitburner > CrimeStats > defense_success_weight


CrimeStats.defense_success_weight property

Impact of defense level on success chance of the crime

Signature:

defense_success_weight: number;








Home > bitburner > CrimeStats > dexterity_exp


CrimeStats.dexterity_exp property

dexterity exp gained from crime

Signature:

dexterity_exp: number;








Home > bitburner > CrimeStats > dexterity_success_weight


CrimeStats.dexterity_success_weight property

Impact of dexterity level on success chance of the crime

Signature:

dexterity_success_weight: number;








Home > bitburner > CrimeStats > difficulty


CrimeStats.difficulty property

Number representing the difficulty of the crime. Used for success chance calculations

Signature:

difficulty: number;








Home > bitburner > CrimeStats > hacking_exp


CrimeStats.hacking_exp property

hacking exp gained from crime

Signature:

hacking_exp: number;








Home > bitburner > CrimeStats > hacking_success_weight


CrimeStats.hacking_success_weight property

Impact of hacking level on success chance of the crime

Signature:

hacking_success_weight: number;








Home > bitburner > CrimeStats > intelligence_exp


CrimeStats.intelligence_exp property

intelligence exp gained from crime

Signature:

intelligence_exp: number;








Home > bitburner > CrimeStats > karma


CrimeStats.karma property

Amount of karma lost for successfully committing this crime

Signature:

karma: number;








Home > bitburner > CrimeStats > kills


CrimeStats.kills property

How many people die as a result of this crime

Signature:

kills: number;








Home > bitburner > CrimeStats


CrimeStats interface

Data representing the internal values of a crime.

Signature:

interface CrimeStats 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agility_exp

	

	

number

	

agility exp gained from crime



	

agility_success_weight

	

	

number

	

Impact of agility level on success chance of the crime



	

charisma_exp

	

	

number

	

charisma exp gained from crime



	

charisma_success_weight

	

	

number

	

Impact of charisma level on success chance of the crime



	

defense_exp

	

	

number

	

defense exp gained from crime



	

defense_success_weight

	

	

number

	

Impact of defense level on success chance of the crime



	

dexterity_exp

	

	

number

	

dexterity exp gained from crime



	

dexterity_success_weight

	

	

number

	

Impact of dexterity level on success chance of the crime



	

difficulty

	

	

number

	

Number representing the difficulty of the crime. Used for success chance calculations



	

hacking_exp

	

	

number

	

hacking exp gained from crime



	

hacking_success_weight

	

	

number

	

Impact of hacking level on success chance of the crime



	

intelligence_exp

	

	

number

	

intelligence exp gained from crime



	

karma

	

	

number

	

Amount of karma lost for successfully committing this crime



	

kills

	

	

number

	

How many people die as a result of this crime



	

money

	

	

number

	

How much money is given



	

strength_exp

	

	

number

	

strength exp gained from crime



	

strength_success_weight

	

	

number

	

Impact of strength level on success chance of the crime



	

time

	

	

number

	

Milliseconds it takes to attempt the crime



	

type

	

	

string

	

Description of the crime activity












Home > bitburner > CrimeStats > money


CrimeStats.money property

How much money is given

Signature:

money: number;








Home > bitburner > CrimeStats > strength_exp


CrimeStats.strength_exp property

strength exp gained from crime

Signature:

strength_exp: number;








Home > bitburner > CrimeStats > strength_success_weight


CrimeStats.strength_success_weight property

Impact of strength level on success chance of the crime

Signature:

strength_success_weight: number;








Home > bitburner > CrimeStats > time


CrimeStats.time property

Milliseconds it takes to attempt the crime

Signature:

time: number;








Home > bitburner > CrimeStats > type


CrimeStats.type property

Description of the crime activity

Signature:

type: string;








Home > bitburner > CrimeTask > crimeType


CrimeTask.crimeType property

Signature:

crimeType: CrimeType;








Home > bitburner > CrimeTask


CrimeTask interface

Crime

Signature:

export interface CrimeTask extends BaseTask 


Extends: BaseTask



Remarks

An object representing the crime being committed



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

crimeType

	

	

CrimeType

	



	

type

	

	

"CRIME"

	












Home > bitburner > CrimeTask > type


CrimeTask.type property

Signature:

type: "CRIME";








Home > bitburner > CrimeType


CrimeType type

Signature:

type CrimeType = _ValueOf<CrimeEnumType>;


References: _ValueOf, CrimeEnumType







Home > bitburner > Division > awareness


Division.awareness property

Awareness of the division

Signature:

awareness: number;








Home > bitburner > Division > cities


Division.cities property

Cities in which this division has expanded

Signature:

cities: CityName[];








Home > bitburner > Division > industry


Division.industry property

Industry of division, like Agriculture

Signature:

industry: CorpIndustryName;








Home > bitburner > Division > lastCycleExpenses


Division.lastCycleExpenses property

Expenses last cycle

Signature:

lastCycleExpenses: number;








Home > bitburner > Division > lastCycleRevenue


Division.lastCycleRevenue property

Revenue last cycle

Signature:

lastCycleRevenue: number;








Home > bitburner > Division > makesProducts


Division.makesProducts property

Whether the industry of this division is capable of developing and producing products

Signature:

makesProducts: boolean;








Home > bitburner > Division > maxProducts


Division.maxProducts property

How many products this division can support

Signature:

maxProducts: number;








Home > bitburner > Division


Division interface

Corporation division

Signature:

interface Division 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

awareness

	

	

number

	

Awareness of the division



	

cities

	

	

CityName[]

	

Cities in which this division has expanded



	

industry

	

	

CorpIndustryName

	

Industry of division, like Agriculture



	

lastCycleExpenses

	

	

number

	

Expenses last cycle



	

lastCycleRevenue

	

	

number

	

Revenue last cycle



	

makesProducts

	

	

boolean

	

Whether the industry of this division is capable of developing and producing products



	

maxProducts

	

	

number

	

How many products this division can support



	

name

	

	

string

	

Name of the division



	

numAdVerts

	

	

number

	

Number of times AdVert has been bought



	

popularity

	

	

number

	

Popularity of the division



	

productionMult

	

	

number

	

Production multiplier



	

products

	

	

string[]

	

Names of Products developed by this division



	

researchPoints

	

	

number

	

Amount of research in that division



	

thisCycleExpenses

	

	

number

	

Expenses this cycle



	

thisCycleRevenue

	

	

number

	

Revenue this cycle












Home > bitburner > Division > name


Division.name property

Name of the division

Signature:

name: string;








Home > bitburner > Division > numAdVerts


Division.numAdVerts property

Number of times AdVert has been bought

Signature:

numAdVerts: number;








Home > bitburner > Division > popularity


Division.popularity property

Popularity of the division

Signature:

popularity: number;








Home > bitburner > Division > productionMult


Division.productionMult property

Production multiplier

Signature:

productionMult: number;








Home > bitburner > Division > products


Division.products property

Names of Products developed by this division

Signature:

products: string[];








Home > bitburner > Division > researchPoints


Division.researchPoints property

Amount of research in that division

Signature:

researchPoints: number;








Home > bitburner > Division > thisCycleExpenses


Division.thisCycleExpenses property

Expenses this cycle

Signature:

thisCycleExpenses: number;








Home > bitburner > Division > thisCycleRevenue


Division.thisCycleRevenue property

Revenue this cycle

Signature:

thisCycleRevenue: number;








Home > bitburner > EmployedByRequirement > company


EmployedByRequirement.company property

Signature:

company: CompanyName;








Home > bitburner > EmployedByRequirement


EmployedByRequirement interface

Player must be working for this company.

Signature:

interface EmployedByRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

company

	

	

CompanyName

	



	

type

	

	

"employedBy"

	












Home > bitburner > EmployedByRequirement > type


EmployedByRequirement.type property

Signature:

type: "employedBy";








Home > bitburner > EquipmentStats > agi


EquipmentStats.agi property

Agility multiplier

Signature:

agi?: number;








Home > bitburner > EquipmentStats > cha


EquipmentStats.cha property

Charisma multiplier

Signature:

cha?: number;








Home > bitburner > EquipmentStats > def


EquipmentStats.def property

Defense multiplier

Signature:

def?: number;








Home > bitburner > EquipmentStats > dex


EquipmentStats.dex property

Dexterity multiplier

Signature:

dex?: number;








Home > bitburner > EquipmentStats > hack


EquipmentStats.hack property

Hacking multiplier

Signature:

hack?: number;








Home > bitburner > EquipmentStats


EquipmentStats interface

Object representing data representing a gang member equipment.

Signature:

interface EquipmentStats 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agi?

	

	

number

	

(Optional) Agility multiplier



	

cha?

	

	

number

	

(Optional) Charisma multiplier



	

def?

	

	

number

	

(Optional) Defense multiplier



	

dex?

	

	

number

	

(Optional) Dexterity multiplier



	

hack?

	

	

number

	

(Optional) Hacking multiplier



	

str?

	

	

number

	

(Optional) Strength multiplier












Home > bitburner > EquipmentStats > str


EquipmentStats.str property

Strength multiplier

Signature:

str?: number;








Home > bitburner > EveryRequirement > conditions


EveryRequirement.conditions property

Signature:

conditions: PlayerRequirement[];








Home > bitburner > EveryRequirement


EveryRequirement interface

All sub-conditions must be satisfied.

Signature:

interface EveryRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

conditions

	

	

PlayerRequirement[]

	



	

type

	

	

"everyCondition"

	












Home > bitburner > EveryRequirement > type


EveryRequirement.type property

Signature:

type: "everyCondition";








Home > bitburner > Export > amount


Export.amount property

Amount of material exported

Signature:

amount: string;








Home > bitburner > Export > city


Export.city property

City the material is being exported to

Signature:

city: CityName;








Home > bitburner > Export > division


Export.division property

Division the material is being exported to

Signature:

division: string;








Home > bitburner > Export


Export interface

Export order for a material

Signature:

interface Export 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

amount

	

	

string

	

Amount of material exported



	

city

	

	

CityName

	

City the material is being exported to



	

division

	

	

string

	

Division the material is being exported to












Home > bitburner > FactionNameEnumType


FactionNameEnumType type

Names of all factions.

Warning: Spoiler ahead. This enum contains names of **all** factions. If you do not want to know what all the factions are, you should not check this enum. Some factions are only accessible in the endgame.

Signature:

type FactionNameEnumType = {
  Illuminati: "Illuminati";
  Daedalus: "Daedalus";
  TheCovenant: "The Covenant";
  ECorp: "ECorp";
  MegaCorp: "MegaCorp";
  BachmanAndAssociates: "Bachman & Associates";
  BladeIndustries: "Blade Industries";
  NWO: "NWO";
  ClarkeIncorporated: "Clarke Incorporated";
  OmniTekIncorporated: "OmniTek Incorporated";
  FourSigma: "Four Sigma";
  KuaiGongInternational: "KuaiGong International";
  FulcrumSecretTechnologies: "Fulcrum Secret Technologies";
  BitRunners: "BitRunners";
  TheBlackHand: "The Black Hand";
  NiteSec: "NiteSec";
  Aevum: "Aevum";
  Chongqing: "Chongqing";
  Ishima: "Ishima";
  NewTokyo: "New Tokyo";
  Sector12: "Sector-12";
  Volhaven: "Volhaven";
  SpeakersForTheDead: "Speakers for the Dead";
  TheDarkArmy: "The Dark Army";
  TheSyndicate: "The Syndicate";
  Silhouette: "Silhouette";
  Tetrads: "Tetrads";
  SlumSnakes: "Slum Snakes";
  Netburners: "Netburners";
  TianDiHui: "Tian Di Hui";
  CyberSec: "CyberSec";
  Bladeburners: "Bladeburners";
  ChurchOfTheMachineGod: "Church of the Machine God";
  ShadowsOfAnarchy: "Shadows of Anarchy";
};








Home > bitburner > FactionName


FactionName type

Signature:

type FactionName = _ValueOf<FactionNameEnumType>;


References: _ValueOf, FactionNameEnumType







Home > bitburner > FactionWorkEnumType


FactionWorkEnumType type

Signature:

type FactionWorkEnumType = {
  hacking: "hacking";
  field: "field";
  security: "security";
};








Home > bitburner > FactionWorkTask > factionName


FactionWorkTask.factionName property

Signature:

factionName: FactionName;








Home > bitburner > FactionWorkTask > factionWorkType


FactionWorkTask.factionWorkType property

Signature:

factionWorkType: FactionWorkType;








Home > bitburner > FactionWorkTask


FactionWorkTask interface

Faction Work

Signature:

export interface FactionWorkTask extends BaseTask 


Extends: BaseTask



Remarks

An object representing the current work for a faction



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

factionName

	

	

FactionName

	



	

factionWorkType

	

	

FactionWorkType

	



	

type

	

	

"FACTION"

	












Home > bitburner > FactionWorkTask > type


FactionWorkTask.type property

Signature:

type: "FACTION";








Home > bitburner > FactionWorkType


FactionWorkType type

Signature:

type FactionWorkType = _ValueOf<FactionWorkEnumType>;


References: _ValueOf, FactionWorkEnumType







Home > bitburner > FileMetadata > atime


FileMetadata.atime property

Time of Access

Signature:

atime: number;








Home > bitburner > FileMetadata > btime


FileMetadata.btime property

Time of Birth (creation)

Signature:

btime: number;








Home > bitburner > FileMetadata


FileMetadata interface

Metadata of a file

Signature:

interface FileMetadata 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

atime

	

	

number

	

Time of Access



	

btime

	

	

number

	

Time of Birth (creation)



	

mtime

	

	

number

	

Time of Modification












Home > bitburner > FileMetadata > mtime


FileMetadata.mtime property

Time of Modification

Signature:

mtime: number;








Home > bitburner > FilenameOrPID


FilenameOrPID type

Signature:

type FilenameOrPID = number | string;








Home > bitburner > FileRequirement > file


FileRequirement.file property

Signature:

file: string;








Home > bitburner > FileRequirement


FileRequirement interface

Player must have a specific Literature or Message file on their home computer.

Signature:

interface FileRequirement 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

file

	

	

string

	



	

type

	

	

"file"

	












Home > bitburner > FileRequirement > type


FileRequirement.type property

Signature:

type: "file";








Home > bitburner > Format


Format interface

Format API

Signature:

export interface Format 




Methods

	

Method

	

Description



	

number(n, fractionalDigits, suffixStart, isInteger)

	

Format a number.



	

percent(n, fractionalDigits, suffixStart)

	

Format a number as a percentage.



	

ram(n, fractionalDigits)

	

Format a number as an amount of ram.



	

time(milliseconds, milliPrecision)

	

Format time to a readable string.












Home > bitburner > Format > number


Format.number() method

Format a number.

Signature:

number(n: number, fractionalDigits?: number, suffixStart?: number, isInteger?: boolean): string;




Parameters

	

Parameter

	

Type

	

Description



	

n

	

number

	

Number to format.



	

fractionalDigits

	

number

	

(Optional) Number of digits to show in the fractional part of the decimal number. Optional, defaults to 3.



	

suffixStart

	

number

	

(Optional) How high a number must be before a suffix will be added. Optional, defaults to 1000.



	

isInteger

	

boolean

	

(Optional) Whether the number represents an integer. Integers do not display fractional digits until a suffix is present. Optional, defaults to false.






Returns:

string

Formatted number.



Remarks

RAM cost: 0 GB

Converts a number into a numeric string with the specified format options. This is the same function that the game itself uses to display numbers. The format also depends on the Numeric Display settings (all options on the "Numeric Display" options page) To format ram or percentages, see format.ram and format.percent

This function has some quirky undocumented behaviors. This is a non-exhaustive list of those behaviors:


	"Infinity" and "-Infinity" are returned as "∞" and "-∞", respectively.


	If you disable the suffix form in the settings page or the absolute value is greater than or equal to 1e33, this function will use the exponential form. This means that, if Math.abs(n) >= 1e33, the returned value is always in the exponential form, regardless of the setting.




Note that the behaviors listed above are "undocumented", in the sense that we don't make any guarantee about backward compatibility. You must not rely on those behaviors.







Home > bitburner > Format > percent


Format.percent() method

Format a number as a percentage.

Signature:

percent(n: number, fractionalDigits?: number, suffixStart?: number): string;




Parameters

	

Parameter

	

Type

	

Description



	

n

	

number

	

Number to format as a percentage.



	

fractionalDigits

	

number

	

(Optional) Number of digits to show in the fractional part of the decimal number. Optional, defaults to 2.



	

suffixStart

	

number

	

(Optional) When to switch the percentage to a multiplier. Default is 1e6 or x1.00m.






Returns:

string

Formatted percentage.



Remarks

RAM cost: 0 GB

Converts a number into a percentage string with the specified number of fractional digits. This is the same function that the game itself uses to display percentages. The format also depends on the Numeric Display settings (all options on the "Numeric Display" options page) To format plain numbers or ram, see format.number and format.ram







Home > bitburner > Format > ram


Format.ram() method

Format a number as an amount of ram.

Signature:

ram(n: number, fractionalDigits?: number): string;




Parameters

	

Parameter

	

Type

	

Description



	

n

	

number

	

Number to format as an amount of ram, in base units of GB (or GiB if that Numeric Display option is set).



	

fractionalDigits

	

number

	

(Optional) Number of digits to show in the fractional part of the decimal number. Optional, defaults to 2.






Returns:

string

Formatted ram amount.



Remarks

RAM cost: 0 GB

Converts a number into a ram string with the specified number of fractional digits. This is the same function that the game itself uses to display ram. The format also depends on the Numeric Display settings (all options on the "Numeric Display" options page) To format plain numbers or percentages, see format.number and format.percent







Home > bitburner > Format > time


Format.time() method

Format time to a readable string.

Signature:

time(milliseconds: number, milliPrecision?: boolean): string;




Parameters

	

Parameter

	

Type

	

Description



	

milliseconds

	

number

	

Number of millisecond to format.



	

milliPrecision

	

boolean

	

(Optional) Format time with subsecond precision. Defaults to false.






Returns:

string

The formatted time.



Remarks

RAM cost: 0 GB







Home > bitburner > Formulas > bladeburner


Formulas.bladeburner property

Bladeburner formulas

Signature:

bladeburner: BladeburnerFormulas;








Home > bitburner > Formulas > gang


Formulas.gang property

Gang formulas

Signature:

gang: GangFormulas;








Home > bitburner > Formulas > hacking


Formulas.hacking property

Hacking formulas

Signature:

hacking: HackingFormulas;








Home > bitburner > Formulas > hacknetNodes


Formulas.hacknetNodes property

Hacknet Nodes formulas

Signature:

hacknetNodes: HacknetNodesFormulas;








Home > bitburner > Formulas > hacknetServers


Formulas.hacknetServers property

Hacknet Servers formulas

Signature:

hacknetServers: HacknetServersFormulas;








Home > bitburner > Formulas


Formulas interface

Formulas API

Signature:

export interface Formulas 




Remarks

You need Formulas.exe on your home computer to use this API.



Properties

	

Property

	

Modifiers

	

Type

	

Description



	

bladeburner

	

	

BladeburnerFormulas

	

Bladeburner formulas



	

gang

	

	

GangFormulas

	

Gang formulas



	

hacking

	

	

HackingFormulas

	

Hacking formulas



	

hacknetNodes

	

	

HacknetNodesFormulas

	

Hacknet Nodes formulas



	

hacknetServers

	

	

HacknetServersFormulas

	

Hacknet Servers formulas



	

reputation

	

	

ReputationFormulas

	

Reputation formulas



	

skills

	

	

SkillsFormulas

	

Skills formulas



	

work

	

	

WorkFormulas

	

Work formulas








Methods

	

Method

	

Description



	

mockPerson()

	



	

mockPlayer()

	



	

mockServer()

	












Home > bitburner > Formulas > mockPerson


Formulas.mockPerson() method

Signature:

mockPerson(): Person;


Returns:

Person







Home > bitburner > Formulas > mockPlayer


Formulas.mockPlayer() method

Signature:

mockPlayer(): Player;


Returns:

Player







Home > bitburner > Formulas > mockServer


Formulas.mockServer() method

Signature:

mockServer(): Server;


Returns:

Server







Home > bitburner > Formulas > reputation


Formulas.reputation property

Reputation formulas

Signature:

reputation: ReputationFormulas;








Home > bitburner > Formulas > skills


Formulas.skills property

Skills formulas

Signature:

skills: SkillsFormulas;








Home > bitburner > Formulas > work


Formulas.work property

Work formulas

Signature:

work: WorkFormulas;








Home > bitburner > Fragment > effect


Fragment.effect property

Signature:

effect: string;








Home > bitburner > FragmentEnumType


FragmentEnumType type

Signature:

type FragmentEnumType = {
  HackingSpeed: 3;
  HackingMoney: 4;
  HackingGrow: 5;
  Hacking: 6;
  Strength: 7;
  Defense: 8;
  Dexterity: 9;
  Agility: 10;
  Charisma: 11;
  HacknetMoney: 12;
  HacknetCost: 13;
  Rep: 14;
  WorkMoney: 15;
  Crime: 16;
  Bladeburner: 17;
  Booster: 18;
};








Home > bitburner > Fragment > id


Fragment.id property

Signature:

id: number;








Home > bitburner > Fragment > limit


Fragment.limit property

Signature:

limit: number;








Home > bitburner > Fragment


Fragment interface

Signature:

interface Fragment 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

effect

	

	

string

	



	

id

	

	

number

	



	

limit

	

	

number

	



	

power

	

	

number

	



	

shape

	

	

boolean[][]

	



	

type

	

	

FragmentType

	












Home > bitburner > Fragment > power


Fragment.power property

Signature:

power: number;








Home > bitburner > Fragment > shape


Fragment.shape property

Signature:

shape: boolean[][];








Home > bitburner > Fragment > type


Fragment.type property

Signature:

type: FragmentType;








Home > bitburner > FragmentType


FragmentType type

Signature:

type FragmentType = _ValueOf<FragmentEnumType>;


References: _ValueOf, FragmentEnumType







Home > bitburner > GameInfo > commit


GameInfo.commit property

Git commit hash that the release was built from. E.g.: "d0d776700"

Signature:

commit: string;








Home > bitburner > GameInfo


GameInfo interface

Game Information

Signature:

interface GameInfo 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

commit

	

	

string

	

Git commit hash that the release was built from. E.g.: "d0d776700"



	

platform

	

	

"Browser" | "Steam"

	

Platform that the game is running on



	

version

	

	

string

	

Version as shown in release notes and in the UI. E.g.: "2.8.1"

Note that this property does not have the prefix "v". For example, with v2.8.1, this property is "2.8.1".



	

versionNumber

	

	

number

	

Internal version number that increments during releases. E.g.: 43












Home > bitburner > GameInfo > platform


GameInfo.platform property

Platform that the game is running on

Signature:

platform: "Browser" | "Steam";








Home > bitburner > GameInfo > version


GameInfo.version property

Version as shown in release notes and in the UI. E.g.: "2.8.1"

Note that this property does not have the prefix "v". For example, with v2.8.1, this property is "2.8.1".

Signature:

version: string;








Home > bitburner > GameInfo > versionNumber


GameInfo.versionNumber property

Internal version number that increments during releases. E.g.: 43

Signature:

versionNumber: number;








Home > bitburner > Gang > ascendMember


Gang.ascendMember() method

Ascend a gang member.

Signature:

ascendMember(memberName: string): GangMemberAscension | undefined;




Parameters

	

Parameter

	

Type

	

Description



	

memberName

	

string

	

Name of member to ascend.






Returns:

GangMemberAscension | undefined

Object with info about the ascension results, or undefined if ascension did not occur.



Remarks

RAM cost: 4 GB

Ascend the specified Gang Member.







Home > bitburner > Gang > canRecruitMember


Gang.canRecruitMember() method

Check if you can recruit a new gang member.

Signature:

canRecruitMember(): boolean;


Returns:

boolean

True if a member can currently be recruited, false otherwise.



Remarks

RAM cost: 1 GB

Returns a boolean indicating whether a member can currently be recruited.

Once you have successfully created a gang by using the function createGang, you can immediately recruit a small number of members to your gang. After you have recruited the founding members, to recruit another member you must increase your respect. The more members you want to recruit, the more respect you require. If your gang has the maximum number of members, then this function would return false.







Home > bitburner > Gang > createGang


Gang.createGang() method

Create a gang.

Signature:

createGang(faction: FactionName): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

faction

	

FactionName

	

Name of the faction that you want to create a gang with. This faction must allow this action, and you must be its member.






Returns:

boolean

True if the gang was created, false otherwise.



Remarks

RAM cost: 1GB

Create a gang with the specified faction.

Outside BitNode 2, your karma must be less than or equal to 54000.







Home > bitburner > GangFormulas > ascensionMultiplier


GangFormulas.ascensionMultiplier() method

Calculate ascension mult.

Signature:

ascensionMultiplier(points: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

points

	

number

	

Amount of ascension points.






Returns:

number

The calculated ascension mult.







Home > bitburner > GangFormulas > ascensionPointsGain


GangFormulas.ascensionPointsGain() method

Calculate ascension point gain.

Signature:

ascensionPointsGain(exp: number): number;




Parameters

	

Parameter

	

Type

	

Description



	

exp

	

number

	

Experience point before ascension.






Returns:

number

The calculated ascension point gain.







Home > bitburner > GangFormulas


GangFormulas interface

Gang formulas

Signature:

interface GangFormulas 




Methods

	

Method

	

Description



	

ascensionMultiplier(points)

	

Calculate ascension mult.



	

ascensionPointsGain(exp)

	

Calculate ascension point gain.



	

moneyGain(gang, member, task)

	

Calculate money gain per tick.



	

respectGain(gang, member, task)

	

Calculate respect gain per tick.



	

wantedLevelGain(gang, member, task)

	

Calculate wanted gain per tick.



	

wantedPenalty(gang)

	

Calculate the wanted penalty.












Home > bitburner > GangFormulas > moneyGain


GangFormulas.moneyGain() method

Calculate money gain per tick.

Signature:

moneyGain(gang: GangGenInfo, member: GangMemberInfo, task: GangTaskStats): number;




Parameters

	

Parameter

	

Type

	

Description



	

gang

	

GangGenInfo

	

Gang info from getGangInformation



	

member

	

GangMemberInfo

	

Member info from getMemberInformation



	

task

	

GangTaskStats

	

Task info from getTaskStats






Returns:

number

The calculated money gain.







Home > bitburner > GangFormulas > respectGain


GangFormulas.respectGain() method

Calculate respect gain per tick.

Signature:

respectGain(gang: GangGenInfo, member: GangMemberInfo, task: GangTaskStats): number;




Parameters

	

Parameter

	

Type

	

Description



	

gang

	

GangGenInfo

	

Gang info from getGangInformation



	

member

	

GangMemberInfo

	

Gang info from getMemberInformation



	

task

	

GangTaskStats

	

Gang info from getTaskStats






Returns:

number

The calculated respect gain.







Home > bitburner > GangFormulas > wantedLevelGain


GangFormulas.wantedLevelGain() method

Calculate wanted gain per tick.

Signature:

wantedLevelGain(gang: GangGenInfo, member: GangMemberInfo, task: GangTaskStats): number;




Parameters

	

Parameter

	

Type

	

Description



	

gang

	

GangGenInfo

	

Gang info from getGangInformation



	

member

	

GangMemberInfo

	

Member info from getMemberInformation



	

task

	

GangTaskStats

	

Task info from getTaskStats






Returns:

number

The calculated wanted gain.







Home > bitburner > GangFormulas > wantedPenalty


GangFormulas.wantedPenalty() method

Calculate the wanted penalty.

Signature:

wantedPenalty(gang: GangGenInfo): number;




Parameters

	

Parameter

	

Type

	

Description



	

gang

	

GangGenInfo

	

Gang info from getGangInformation






Returns:

number

The calculated wanted penalty.







Home > bitburner > GangGenInfo > equipmentCostMult


GangGenInfo.equipmentCostMult property

Gang gives a discount on all equipment. This multiplier is applied to the equipment cost.

Signature:

equipmentCostMult: number;








Home > bitburner > GangGenInfo > faction


GangGenInfo.faction property

Name of faction that the gang belongs to ("Slum Snakes", etc.)

Signature:

faction: FactionName;








Home > bitburner > GangGenInfo > isHacking


GangGenInfo.isHacking property

Indicating whether or not it's a hacking gang

Signature:

isHacking: boolean;








Home > bitburner > GangGenInfo


GangGenInfo interface

Gang general info.

Signature:

interface GangGenInfo 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

equipmentCostMult

	

	

number

	

Gang gives a discount on all equipment. This multiplier is applied to the equipment cost.



	

faction

	

	

FactionName

	

Name of faction that the gang belongs to ("Slum Snakes", etc.)



	

isHacking

	

	

boolean

	

Indicating whether or not it's a hacking gang



	

moneyGainRate

	

	

number

	

Money earned per game cycle



	

power

	

	

number

	

Gang's power for territory warfare



	

respect

	

	

number

	

Gang's respect



	

respectForNextRecruit

	

	

number

	

Amount of Respect needed for next gang recruit, if possible



	

respectGainRate

	

	

number

	

Respect earned per game cycle



	

territory

	

	

number

	

Amount of territory held, in the range 0-1



	

territoryClashChance

	

	

number

	

Clash chance



	

territoryWarfareEngaged

	

	

boolean

	

Indicating if territory clashes are enabled



	

wantedLevel

	

	

number

	

Gang's wanted level



	

wantedLevelGainRate

	

	

number

	

Wanted level gained/lost per game cycle (negative for losses)



	

wantedPenalty

	

	

number

	

Number indicating the current wanted penalty












Home > bitburner > GangGenInfo > moneyGainRate


GangGenInfo.moneyGainRate property

Money earned per game cycle

Signature:

moneyGainRate: number;








Home > bitburner > GangGenInfo > power


GangGenInfo.power property

Gang's power for territory warfare

Signature:

power: number;








Home > bitburner > GangGenInfo > respectForNextRecruit


GangGenInfo.respectForNextRecruit property

Amount of Respect needed for next gang recruit, if possible

Signature:

respectForNextRecruit: number;








Home > bitburner > GangGenInfo > respectGainRate


GangGenInfo.respectGainRate property

Respect earned per game cycle

Signature:

respectGainRate: number;








Home > bitburner > GangGenInfo > respect


GangGenInfo.respect property

Gang's respect

Signature:

respect: number;








Home > bitburner > GangGenInfo > territoryClashChance


GangGenInfo.territoryClashChance property

Clash chance

Signature:

territoryClashChance: number;








Home > bitburner > GangGenInfo > territory


GangGenInfo.territory property

Amount of territory held, in the range 0-1

Signature:

territory: number;








Home > bitburner > GangGenInfo > territoryWarfareEngaged


GangGenInfo.territoryWarfareEngaged property

Indicating if territory clashes are enabled

Signature:

territoryWarfareEngaged: boolean;








Home > bitburner > GangGenInfo > wantedLevelGainRate


GangGenInfo.wantedLevelGainRate property

Wanted level gained/lost per game cycle (negative for losses)

Signature:

wantedLevelGainRate: number;








Home > bitburner > GangGenInfo > wantedLevel


GangGenInfo.wantedLevel property

Gang's wanted level

Signature:

wantedLevel: number;








Home > bitburner > GangGenInfo > wantedPenalty


GangGenInfo.wantedPenalty property

Number indicating the current wanted penalty

Signature:

wantedPenalty: number;








Home > bitburner > Gang > getAscensionResult


Gang.getAscensionResult() method

Get the result of an ascension without ascending.

Signature:

getAscensionResult(memberName: string): GangMemberAscension | undefined;




Parameters

	

Parameter

	

Type

	

Description



	

memberName

	

string

	

Name of member.






Returns:

GangMemberAscension | undefined

Object with info about the ascension results, or undefined if ascension is not possible.



Remarks

RAM cost: 2 GB

Get a GangMemberAscension result for ascending a gang member without performing the ascension.







Home > bitburner > Gang > getBonusTime


Gang.getBonusTime() method

Get bonus time.

Signature:

getBonusTime(): number;


Returns:

number

Bonus time for the Gang mechanic in milliseconds.



Remarks

RAM cost: 0 GB

Returns the amount of accumulated “bonus time” (milliseconds) for the Gang mechanic.

“Bonus time” is accumulated when the game is offline or if the game is inactive in the browser.

“Bonus time” makes the game progress faster, up to 25x the normal speed.







Home > bitburner > Gang > getChanceToWinClash


Gang.getChanceToWinClash() method

Get chance to win clash with other gang.

Signature:

getChanceToWinClash(gangName: string): number;




Parameters

	

Parameter

	

Type

	

Description



	

gangName

	

string

	

Target gang






Returns:

number

Chance you have to win a clash with the specified gang.



Remarks

RAM cost: 4 GB

Returns the chance you have to win a clash with the specified gang. The chance is returned in the range 0-1.







Home > bitburner > Gang > getEquipmentCost


Gang.getEquipmentCost() method

Get cost of equipment.

Signature:

getEquipmentCost(equipName: string): number;




Parameters

	

Parameter

	

Type

	

Description



	

equipName

	

string

	

Name of equipment.






Returns:

number

Cost to purchase the specified Equipment/Augmentation (number). Infinity for invalid arguments



Remarks

RAM cost: 2 GB

Get the amount of money it takes to purchase a piece of Equipment or an Augmentation. If an invalid Equipment/Augmentation is specified, this function will return Infinity.

This function already takes equipmentCostMult from GangGenInfo into account.







Home > bitburner > Gang > getEquipmentNames


Gang.getEquipmentNames() method

List equipment names.

Signature:

getEquipmentNames(): string[];


Returns:

string[]

Names of all Equipments/Augmentations.



Remarks

RAM cost: 0 GB

Get the name of all possible equipment/upgrades you can purchase for your Gang Members. This includes Augmentations.







Home > bitburner > Gang > getEquipmentStats


Gang.getEquipmentStats() method

Get stats of an equipment.

Signature:

getEquipmentStats(equipName: string): EquipmentStats;




Parameters

	

Parameter

	

Type

	

Description



	

equipName

	

string

	

Name of equipment.






Returns:

EquipmentStats

A dictionary containing the stats of the equipment.



Remarks

RAM cost: 2 GB

Get the specified equipment stats.







Home > bitburner > Gang > getEquipmentType


Gang.getEquipmentType() method

Get type of an equipment.

Signature:

getEquipmentType(equipName: string): string;




Parameters

	

Parameter

	

Type

	

Description



	

equipName

	

string

	

Name of equipment.






Returns:

string

Type of the equipment.



Remarks

RAM cost: 2 GB

Get the specified equipment type.







Home > bitburner > Gang > getGangInformation


Gang.getGangInformation() method

Get information about your gang.

Signature:

getGangInformation(): GangGenInfo;


Returns:

GangGenInfo

Object containing general information about the gang.



Remarks

RAM cost: 2 GB

Get general information about the gang.







Home > bitburner > Gang > getInstallResult


Gang.getInstallResult() method

Get the effect of an install on ascension multipliers without installing.

Signature:

getInstallResult(memberName: string): GangMemberInstall | undefined;




Parameters

	

Parameter

	

Type

	

Description



	

memberName

	

string

	

Name of member.






Returns:

GangMemberInstall | undefined

Object with info about the install results on ascension multipliers, or undefined if ascension is not possible.



Remarks

RAM cost: 2 GB

Get GangMemberInstall effects on ascension multipliers for a gang member after installing without performing the install.







Home > bitburner > Gang > getMemberInformation


Gang.getMemberInformation() method

Get information about a specific gang member.

Signature:

getMemberInformation(name: string): GangMemberInfo;




Parameters

	

Parameter

	

Type

	

Description



	

name

	

string

	

Name of member.






Returns:

GangMemberInfo

Object containing stat and equipment-related information about a Gang Member.



Remarks

RAM cost: 2 GB

Get stat and equipment-related information about a Gang Member







Home > bitburner > Gang > getMemberNames


Gang.getMemberNames() method

List all gang members.

Signature:

getMemberNames(): string[];


Returns:

string[]

Names of all Gang members.



Remarks

RAM cost: 1 GB

Get the names of all Gang members







Home > bitburner > Gang > getOtherGangInformation


Gang.getOtherGangInformation() method

Get information about all gangs.

Signature:

getOtherGangInformation(): Record<string, GangOtherInfoObject>;


Returns:

Record<string, GangOtherInfoObject>

Object containing territory and power information about all gangs, including the player's gang, if any.



Remarks

RAM cost: 2 GB

Get territory and power information about all gangs.







Home > bitburner > Gang > getRecruitsAvailable


Gang.getRecruitsAvailable() method

Check how many gang members you can currently recruit.

Signature:

getRecruitsAvailable(): number;


Returns:

number

Number indicating how many members can be recruited, considering current reputation and gang size.



Remarks

RAM cost: 1 GB







Home > bitburner > Gang > getTaskNames


Gang.getTaskNames() method

List member task names.

Signature:

getTaskNames(): string[];


Returns:

string[]

All valid tasks that Gang members can be assigned to.



Remarks

RAM cost: 0 GB

Get the name of all valid tasks that Gang members can be assigned to.







Home > bitburner > Gang > getTaskStats


Gang.getTaskStats() method

Get stats of a task.

Signature:

getTaskStats(name: string): GangTaskStats;




Parameters

	

Parameter

	

Type

	

Description



	

name

	

string

	

Name of the task.






Returns:

GangTaskStats

Detailed stats of a task.



Remarks

RAM cost: 1 GB

Get the stats of a gang task stats. This is typically used to evaluate which action should be executed next.







Home > bitburner > Gang > inGang


Gang.inGang() method

Check if you're in a gang.

Signature:

inGang(): boolean;


Returns:

boolean

True if you're in a gang, false otherwise.



Remarks

RAM cost: 1GB







Home > bitburner > Gang


Gang interface

Gang API

Signature:

export interface Gang 




Remarks

If you are not in BitNode-2, then you must have Source-File 2 in order to use this API.



Methods

	

Method

	

Description



	

ascendMember(memberName)

	

Ascend a gang member.



	

canRecruitMember()

	

Check if you can recruit a new gang member.



	

createGang(faction)

	

Create a gang.



	

getAscensionResult(memberName)

	

Get the result of an ascension without ascending.



	

getBonusTime()

	

Get bonus time.



	

getChanceToWinClash(gangName)

	

Get chance to win clash with other gang.



	

getEquipmentCost(equipName)

	

Get cost of equipment.



	

getEquipmentNames()

	

List equipment names.



	

getEquipmentStats(equipName)

	

Get stats of an equipment.



	

getEquipmentType(equipName)

	

Get type of an equipment.



	

getGangInformation()

	

Get information about your gang.



	

getInstallResult(memberName)

	

Get the effect of an install on ascension multipliers without installing.



	

getMemberInformation(name)

	

Get information about a specific gang member.



	

getMemberNames()

	

List all gang members.



	

getOtherGangInformation()

	

Get information about all gangs.



	

getRecruitsAvailable()

	

Check how many gang members you can currently recruit.



	

getTaskNames()

	

List member task names.



	

getTaskStats(name)

	

Get stats of a task.



	

inGang()

	

Check if you're in a gang.



	

nextUpdate()

	

Sleeps until the next Gang update has happened.



	

purchaseEquipment(memberName, equipName)

	

Purchase an equipment for a gang member.



	

recruitMember(name)

	

Recruit a new gang member.



	

renameMember(memberName, newName)

	

Rename a Gang member to a new unique name.



	

respectForNextRecruit()

	

Check the amount of Respect needed for your next gang recruit.



	

setMemberTask(memberName, taskName)

	

Set gang member to task.



	

setTerritoryWarfare(engage)

	

Enable/Disable territory clashes.












Home > bitburner > GangMemberAscension > agi


GangMemberAscension.agi property

Factor by which the agility ascension multiplier was increased (newMult / oldMult)

Signature:

agi: number;








Home > bitburner > GangMemberAscension > cha


GangMemberAscension.cha property

Factor by which the charisma ascension multiplier was increased (newMult / oldMult)

Signature:

cha: number;








Home > bitburner > GangMemberAscension > def


GangMemberAscension.def property

Factor by which the defense ascension multiplier was increased (newMult / oldMult)

Signature:

def: number;








Home > bitburner > GangMemberAscension > dex


GangMemberAscension.dex property

Factor by which the dexterity ascension multiplier was increased (newMult / oldMult)

Signature:

dex: number;








Home > bitburner > GangMemberAscension > hack


GangMemberAscension.hack property

Factor by which the hacking ascension multiplier was increased (newMult / oldMult)

Signature:

hack: number;








Home > bitburner > GangMemberAscension


GangMemberAscension interface

Signature:

interface GangMemberAscension 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agi

	

	

number

	

Factor by which the agility ascension multiplier was increased (newMult / oldMult)



	

cha

	

	

number

	

Factor by which the charisma ascension multiplier was increased (newMult / oldMult)



	

def

	

	

number

	

Factor by which the defense ascension multiplier was increased (newMult / oldMult)



	

dex

	

	

number

	

Factor by which the dexterity ascension multiplier was increased (newMult / oldMult)



	

hack

	

	

number

	

Factor by which the hacking ascension multiplier was increased (newMult / oldMult)



	

respect

	

	

number

	

Amount of respect lost from ascending



	

str

	

	

number

	

Factor by which the strength ascension multiplier was increased (newMult / oldMult)












Home > bitburner > GangMemberAscension > respect


GangMemberAscension.respect property

Amount of respect lost from ascending

Signature:

respect: number;








Home > bitburner > GangMemberAscension > str


GangMemberAscension.str property

Factor by which the strength ascension multiplier was increased (newMult / oldMult)

Signature:

str: number;








Home > bitburner > GangMemberExpGain > agi_exp


GangMemberExpGain.agi_exp property

Agi EXP gain for a member after a given task

Signature:

agi_exp: number;








Home > bitburner > GangMemberExpGain > cha_exp


GangMemberExpGain.cha_exp property

Cha EXP gain for a member after a given task

Signature:

cha_exp: number;








Home > bitburner > GangMemberExpGain > def_exp


GangMemberExpGain.def_exp property

Def EXP gain for a member after a given task

Signature:

def_exp: number;








Home > bitburner > GangMemberExpGain > dex_exp


GangMemberExpGain.dex_exp property

Dex EXP gain for a member after a given task

Signature:

dex_exp: number;








Home > bitburner > GangMemberExpGain > hack_exp


GangMemberExpGain.hack_exp property

Hack EXP gain for a member after a given task

Signature:

hack_exp: number;








Home > bitburner > GangMemberExpGain


GangMemberExpGain interface

Signature:

interface GangMemberExpGain 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agi_exp

	

	

number

	

Agi EXP gain for a member after a given task



	

cha_exp

	

	

number

	

Cha EXP gain for a member after a given task



	

def_exp

	

	

number

	

Def EXP gain for a member after a given task



	

dex_exp

	

	

number

	

Dex EXP gain for a member after a given task



	

hack_exp

	

	

number

	

Hack EXP gain for a member after a given task



	

str_exp

	

	

number

	

Str EXP gain for a member after a given task












Home > bitburner > GangMemberExpGain > str_exp


GangMemberExpGain.str_exp property

Str EXP gain for a member after a given task

Signature:

str_exp: number;








Home > bitburner > GangMemberInfo > agi_asc_mult


GangMemberInfo.agi_asc_mult property

Agility multiplier from ascensions

Signature:

agi_asc_mult: number;








Home > bitburner > GangMemberInfo > agi_asc_points


GangMemberInfo.agi_asc_points property

Total Agility Ascension points accumulated

Signature:

agi_asc_points: number;








Home > bitburner > GangMemberInfo > agi_exp


GangMemberInfo.agi_exp property

Current agility experience

Signature:

agi_exp: number;








Home > bitburner > GangMemberInfo > agi


GangMemberInfo.agi property

Agility skill level

Signature:

agi: number;








Home > bitburner > GangMemberInfo > agi_mult


GangMemberInfo.agi_mult property

Agility multiplier from equipment

Signature:

agi_mult: number;








Home > bitburner > GangMemberInfo > augmentations


GangMemberInfo.augmentations property

List of all Augmentations currently installed on gang member

Signature:

augmentations: string[];








Home > bitburner > GangMemberInfo > cha_asc_mult


GangMemberInfo.cha_asc_mult property

Charisma multiplier from ascensions

Signature:

cha_asc_mult: number;








Home > bitburner > GangMemberInfo > cha_asc_points


GangMemberInfo.cha_asc_points property

Total Charisma Ascension points accumulated

Signature:

cha_asc_points: number;








Home > bitburner > GangMemberInfo > cha_exp


GangMemberInfo.cha_exp property

Current charisma experience

Signature:

cha_exp: number;








Home > bitburner > GangMemberInfo > cha


GangMemberInfo.cha property

Charisma skill level

Signature:

cha: number;








Home > bitburner > GangMemberInfo > cha_mult


GangMemberInfo.cha_mult property

Charisma multiplier from equipment

Signature:

cha_mult: number;








Home > bitburner > GangMemberInfo > def_asc_mult


GangMemberInfo.def_asc_mult property

Defense multiplier from ascensions

Signature:

def_asc_mult: number;








Home > bitburner > GangMemberInfo > def_asc_points


GangMemberInfo.def_asc_points property

Total Defense Ascension points accumulated

Signature:

def_asc_points: number;








Home > bitburner > GangMemberInfo > def_exp


GangMemberInfo.def_exp property

Current defense experience

Signature:

def_exp: number;








Home > bitburner > GangMemberInfo > def


GangMemberInfo.def property

Defense skill level

Signature:

def: number;








Home > bitburner > GangMemberInfo > def_mult


GangMemberInfo.def_mult property

Defense multiplier from equipment

Signature:

def_mult: number;








Home > bitburner > GangMemberInfo > dex_asc_mult


GangMemberInfo.dex_asc_mult property

Dexterity multiplier from ascensions

Signature:

dex_asc_mult: number;








Home > bitburner > GangMemberInfo > dex_asc_points


GangMemberInfo.dex_asc_points property

Total Dexterity Ascension points accumulated

Signature:

dex_asc_points: number;








Home > bitburner > GangMemberInfo > dex_exp


GangMemberInfo.dex_exp property

Current dexterity experience

Signature:

dex_exp: number;








Home > bitburner > GangMemberInfo > dex


GangMemberInfo.dex property

Dexterity skill level

Signature:

dex: number;








Home > bitburner > GangMemberInfo > dex_mult


GangMemberInfo.dex_mult property

Dexterity multiplier from equipment

Signature:

dex_mult: number;








Home > bitburner > GangMemberInfo > earnedRespect


GangMemberInfo.earnedRespect property

Amount of Respect earned by member since they last Ascended

Signature:

earnedRespect: number;








Home > bitburner > GangMemberInfo > expGain


GangMemberInfo.expGain property

Per Cycle Exp object for each stat for this gang member.

null in the event that the member does not have a given task.

Signature:

expGain: GangMemberExpGain | null;








Home > bitburner > GangMemberInfo > hack_asc_mult


GangMemberInfo.hack_asc_mult property

Hack multiplier from ascensions

Signature:

hack_asc_mult: number;








Home > bitburner > GangMemberInfo > hack_asc_points


GangMemberInfo.hack_asc_points property

Total Hack Ascension points accumulated

Signature:

hack_asc_points: number;








Home > bitburner > GangMemberInfo > hack_exp


GangMemberInfo.hack_exp property

Current hack experience

Signature:

hack_exp: number;








Home > bitburner > GangMemberInfo > hack


GangMemberInfo.hack property

Hack skill level

Signature:

hack: number;








Home > bitburner > GangMemberInfo > hack_mult


GangMemberInfo.hack_mult property

Hack multiplier from equipment

Signature:

hack_mult: number;








Home > bitburner > GangMemberInfo


GangMemberInfo interface

Signature:

interface GangMemberInfo 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agi_asc_mult

	

	

number

	

Agility multiplier from ascensions



	

agi_asc_points

	

	

number

	

Total Agility Ascension points accumulated



	

agi_exp

	

	

number

	

Current agility experience



	

agi_mult

	

	

number

	

Agility multiplier from equipment



	

agi

	

	

number

	

Agility skill level



	

augmentations

	

	

string[]

	

List of all Augmentations currently installed on gang member



	

cha_asc_mult

	

	

number

	

Charisma multiplier from ascensions



	

cha_asc_points

	

	

number

	

Total Charisma Ascension points accumulated



	

cha_exp

	

	

number

	

Current charisma experience



	

cha_mult

	

	

number

	

Charisma multiplier from equipment



	

cha

	

	

number

	

Charisma skill level



	

def_asc_mult

	

	

number

	

Defense multiplier from ascensions



	

def_asc_points

	

	

number

	

Total Defense Ascension points accumulated



	

def_exp

	

	

number

	

Current defense experience



	

def_mult

	

	

number

	

Defense multiplier from equipment



	

def

	

	

number

	

Defense skill level



	

dex_asc_mult

	

	

number

	

Dexterity multiplier from ascensions



	

dex_asc_points

	

	

number

	

Total Dexterity Ascension points accumulated



	

dex_exp

	

	

number

	

Current dexterity experience



	

dex_mult

	

	

number

	

Dexterity multiplier from equipment



	

dex

	

	

number

	

Dexterity skill level



	

earnedRespect

	

	

number

	

Amount of Respect earned by member since they last Ascended



	

expGain

	

	

GangMemberExpGain | null

	

Per Cycle Exp object for each stat for this gang member.

null in the event that the member does not have a given task.



	

hack_asc_mult

	

	

number

	

Hack multiplier from ascensions



	

hack_asc_points

	

	

number

	

Total Hack Ascension points accumulated



	

hack_exp

	

	

number

	

Current hack experience



	

hack_mult

	

	

number

	

Hack multiplier from equipment



	

hack

	

	

number

	

Hack skill level



	

moneyGain

	

	

number

	

Per Cycle Income for this gang member



	

name

	

	

string

	

Name of the gang member



	

respectGain

	

	

number

	

Per Cycle Rate this member is currently gaining Respect



	

str_asc_mult

	

	

number

	

Strength multiplier from ascensions



	

str_asc_points

	

	

number

	

Total Strength Ascension points accumulated



	

str_exp

	

	

number

	

Current strength experience



	

str_mult

	

	

number

	

Strength multiplier from equipment



	

str

	

	

number

	

Strength skill level



	

task

	

	

string

	

Currently assigned task



	

upgrades

	

	

string[]

	

List of all non-Augmentation Equipment owned by gang member



	

wantedLevelGain

	

	

number

	

Per Cycle Rate by which this member is affecting your gang's Wanted Level












Home > bitburner > GangMemberInfo > moneyGain


GangMemberInfo.moneyGain property

Per Cycle Income for this gang member

Signature:

moneyGain: number;








Home > bitburner > GangMemberInfo > name


GangMemberInfo.name property

Name of the gang member

Signature:

name: string;








Home > bitburner > GangMemberInfo > respectGain


GangMemberInfo.respectGain property

Per Cycle Rate this member is currently gaining Respect

Signature:

respectGain: number;








Home > bitburner > GangMemberInfo > str_asc_mult


GangMemberInfo.str_asc_mult property

Strength multiplier from ascensions

Signature:

str_asc_mult: number;








Home > bitburner > GangMemberInfo > str_asc_points


GangMemberInfo.str_asc_points property

Total Strength Ascension points accumulated

Signature:

str_asc_points: number;








Home > bitburner > GangMemberInfo > str_exp


GangMemberInfo.str_exp property

Current strength experience

Signature:

str_exp: number;








Home > bitburner > GangMemberInfo > str


GangMemberInfo.str property

Strength skill level

Signature:

str: number;








Home > bitburner > GangMemberInfo > str_mult


GangMemberInfo.str_mult property

Strength multiplier from equipment

Signature:

str_mult: number;








Home > bitburner > GangMemberInfo > task


GangMemberInfo.task property

Currently assigned task

Signature:

task: string;








Home > bitburner > GangMemberInfo > upgrades


GangMemberInfo.upgrades property

List of all non-Augmentation Equipment owned by gang member

Signature:

upgrades: string[];








Home > bitburner > GangMemberInfo > wantedLevelGain


GangMemberInfo.wantedLevelGain property

Per Cycle Rate by which this member is affecting your gang's Wanted Level

Signature:

wantedLevelGain: number;








Home > bitburner > GangMemberInstall > agi


GangMemberInstall.agi property

Factor by which the agility ascension multiplier was decreased (newMult / oldMult)

Signature:

agi: number;








Home > bitburner > GangMemberInstall > cha


GangMemberInstall.cha property

Factor by which the charisma ascension multiplier was decreased (newMult / oldMult)

Signature:

cha: number;








Home > bitburner > GangMemberInstall > def


GangMemberInstall.def property

Factor by which the defense ascension multiplier was decreased (newMult / oldMult)

Signature:

def: number;








Home > bitburner > GangMemberInstall > dex


GangMemberInstall.dex property

Factor by which the dexterity ascension multiplier was decreased (newMult / oldMult)

Signature:

dex: number;








Home > bitburner > GangMemberInstall > hack


GangMemberInstall.hack property

Factor by which the hacking ascension multiplier was decreased (newMult / oldMult)

Signature:

hack: number;








Home > bitburner > GangMemberInstall


GangMemberInstall interface

Signature:

interface GangMemberInstall 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agi

	

	

number

	

Factor by which the agility ascension multiplier was decreased (newMult / oldMult)



	

cha

	

	

number

	

Factor by which the charisma ascension multiplier was decreased (newMult / oldMult)



	

def

	

	

number

	

Factor by which the defense ascension multiplier was decreased (newMult / oldMult)



	

dex

	

	

number

	

Factor by which the dexterity ascension multiplier was decreased (newMult / oldMult)



	

hack

	

	

number

	

Factor by which the hacking ascension multiplier was decreased (newMult / oldMult)



	

str

	

	

number

	

Factor by which the strength ascension multiplier was decreased (newMult / oldMult)












Home > bitburner > GangMemberInstall > str


GangMemberInstall.str property

Factor by which the strength ascension multiplier was decreased (newMult / oldMult)

Signature:

str: number;








Home > bitburner > Gang > nextUpdate


Gang.nextUpdate() method

Sleeps until the next Gang update has happened.

Signature:

nextUpdate(): Promise<number>;


Returns:

Promise<number>

Promise that resolves to the number of milliseconds of Gang time that were processed in the previous update (2000 - 5000 ms).



Remarks

RAM cost: 1 GB

The amount of real time spent asleep between updates can vary due to "bonus time".



Example

while (true) {
  const duration = await ns.gang.nextUpdate();
  ns.print(`Gang completed ${ns.format.time(duration)} of activity.`);
  ns.print(`Bonus time remaining: ${ns.format.time(ns.gang.getBonusTime())}`);
  // Manage the Gang
}








Home > bitburner > GangOtherInfoObject


GangOtherInfoObject interface

Signature:

interface GangOtherInfoObject 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

power

	

	

number

	

Gang power



	

territory

	

	

number

	

Gang territory, in the range 0-1












Home > bitburner > GangOtherInfoObject > power


GangOtherInfoObject.power property

Gang power

Signature:

power: number;








Home > bitburner > GangOtherInfoObject > territory


GangOtherInfoObject.territory property

Gang territory, in the range 0-1

Signature:

territory: number;








Home > bitburner > Gang > purchaseEquipment


Gang.purchaseEquipment() method

Purchase an equipment for a gang member.

Signature:

purchaseEquipment(memberName: string, equipName: string): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

memberName

	

string

	

Name of Gang member to purchase the equipment for.



	

equipName

	

string

	

Name of Equipment/Augmentation to purchase.






Returns:

boolean

True if the equipment was successfully purchased. False otherwise



Remarks

RAM cost: 4 GB

Attempt to purchase the specified Equipment/Augmentation for the specified Gang member.







Home > bitburner > Gang > recruitMember


Gang.recruitMember() method

Recruit a new gang member.

Signature:

recruitMember(name: string): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

name

	

string

	

Name of member to recruit.






Returns:

boolean

True if the member was successfully recruited, false otherwise.



Remarks

RAM cost: 2 GB

Attempt to recruit a new gang member.

Possible reasons for failure: * Cannot currently recruit a new member * There already exists a member with the specified name







Home > bitburner > Gang > renameMember


Gang.renameMember() method

Rename a Gang member to a new unique name.

Signature:

renameMember(memberName: string, newName: string): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

memberName

	

string

	

Name of the member to change.



	

newName

	

string

	

New name for that gang member.






Returns:

boolean

True if successful, and false if not.



Remarks

RAM cost: 0 GB

Rename a Gang Member if none already has the new name.







Home > bitburner > Gang > respectForNextRecruit


Gang.respectForNextRecruit() method

Check the amount of Respect needed for your next gang recruit.

Signature:

respectForNextRecruit(): number;


Returns:

number

The static number value of Respect needed for the next recruit, with consideration to your current gang size. Returns Infinity if you have reached the gang size limit.



Remarks

RAM cost: 1 GB







Home > bitburner > Gang > setMemberTask


Gang.setMemberTask() method

Set gang member to task.

Signature:

setMemberTask(memberName: string, taskName: string): boolean;




Parameters

	

Parameter

	

Type

	

Description



	

memberName

	

string

	

Name of Gang member to assign.



	

taskName

	

string

	

Task to assign.






Returns:

boolean

True if the Gang Member was successfully assigned to the task, false otherwise.



Remarks

RAM cost: 2 GB

Attempts to assign the specified Gang Member to the specified task. If an invalid task is specified, the Gang member will be set to idle (“Unassigned”).







Home > bitburner > Gang > setTerritoryWarfare


Gang.setTerritoryWarfare() method

Enable/Disable territory clashes.

Signature:

setTerritoryWarfare(engage: boolean): void;




Parameters

	

Parameter

	

Type

	

Description



	

engage

	

boolean

	

Whether or not to engage in territory clashes.






Returns:

void



Remarks

RAM cost: 2 GB

Set whether or not the gang should engage in territory clashes







Home > bitburner > GangTaskStats > agiWeight


GangTaskStats.agiWeight property

Agility skill impact on task scaling

Signature:

agiWeight: number;








Home > bitburner > GangTaskStats > baseMoney


GangTaskStats.baseMoney property

Base money earned

Signature:

baseMoney: number;








Home > bitburner > GangTaskStats > baseRespect


GangTaskStats.baseRespect property

Base respect earned

Signature:

baseRespect: number;








Home > bitburner > GangTaskStats > baseWanted


GangTaskStats.baseWanted property

Base wanted earned

Signature:

baseWanted: number;








Home > bitburner > GangTaskStats > chaWeight


GangTaskStats.chaWeight property

Charisma skill impact on task scaling

Signature:

chaWeight: number;








Home > bitburner > GangTaskStats > defWeight


GangTaskStats.defWeight property

Defense skill impact on task scaling

Signature:

defWeight: number;








Home > bitburner > GangTaskStats > desc


GangTaskStats.desc property

Task Description

Signature:

desc: string;








Home > bitburner > GangTaskStats > dexWeight


GangTaskStats.dexWeight property

Dexterity skill impact on task scaling

Signature:

dexWeight: number;








Home > bitburner > GangTaskStats > difficulty


GangTaskStats.difficulty property

Number representing the difficulty of the task

Signature:

difficulty: number;








Home > bitburner > GangTaskStats > hackWeight


GangTaskStats.hackWeight property

Hacking skill impact on task scaling

Signature:

hackWeight: number;








Home > bitburner > GangTaskStats > isCombat


GangTaskStats.isCombat property

Is a task of a combat gang

Signature:

isCombat: boolean;








Home > bitburner > GangTaskStats > isHacking


GangTaskStats.isHacking property

Is a task of a hacking gang

Signature:

isHacking: boolean;








Home > bitburner > GangTaskStats


GangTaskStats interface

Object representing data representing a gang member task.

Signature:

interface GangTaskStats 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

agiWeight

	

	

number

	

Agility skill impact on task scaling



	

baseMoney

	

	

number

	

Base money earned



	

baseRespect

	

	

number

	

Base respect earned



	

baseWanted

	

	

number

	

Base wanted earned



	

chaWeight

	

	

number

	

Charisma skill impact on task scaling



	

defWeight

	

	

number

	

Defense skill impact on task scaling



	

desc

	

	

string

	

Task Description



	

dexWeight

	

	

number

	

Dexterity skill impact on task scaling



	

difficulty

	

	

number

	

Number representing the difficulty of the task



	

hackWeight

	

	

number

	

Hacking skill impact on task scaling



	

isCombat

	

	

boolean

	

Is a task of a combat gang



	

isHacking

	

	

boolean

	

Is a task of a hacking gang



	

name

	

	

string

	

Task name



	

strWeight

	

	

number

	

Strength skill impact on task scaling



	

territory

	

	

GangTerritory

	

Territory impact on task scaling












Home > bitburner > GangTaskStats > name


GangTaskStats.name property

Task name

Signature:

name: string;








Home > bitburner > GangTaskStats > strWeight


GangTaskStats.strWeight property

Strength skill impact on task scaling

Signature:

strWeight: number;








Home > bitburner > GangTaskStats > territory


GangTaskStats.territory property

Territory impact on task scaling

Signature:

territory: GangTerritory;








Home > bitburner > GangTerritory


GangTerritory interface

Signature:

interface GangTerritory 




Properties

	

Property

	

Modifiers

	

Type

	

Description



	

money

	

	

number

	

Money gain impact on task scaling



	

respect

	

	

number

	

Respect gain impact on task scaling



	

wanted

	

	

number

	

Wanted gain impact on task scaling












Home > bitburner > GangTerritory > money


GangTerritory.money property

Money gain impact on task scaling

Signature:

money: number;








Home > bitburner > GangTerritory > respect


GangTerritory.respect property

Respect gain impact on task scaling

Signature:

respect: number;








Home > bitburner > GangTerritory > wanted


GangTerritory.wanted property

Wanted gain impact on task scaling

Signature:

wanted: number;








Home > bitburner > GoAnalysis > clearAllPointHighlights


GoAnalysis.clearAllPointHighlights() method

Removes all highlights from the board.

Signature:

clearAllPointHighlights(): void;


Returns:

void







Home > bitburner > GoAnalysis > clearPointHighlight


GoAnalysis.clearPointHighlight() method

Removes the highlight color and text from the specified node.

Signature:

clearPointHighlight(x: number, y: number): void;




Parameters

	

Parameter

	

Type

	

Description



	

x

	

number

	

the x coordinate to remove highlight from



	

y

	

number

	

the y coordinate to remove highlight from






Returns:

void



Remarks

RAM cost: 0 GB







Home > bitburner > GoAnalysis > getChains


GoAnalysis.getChains() method

Returns an ID for each point. All points that share an ID are part of the same network (or "chain"). Empty points are also given chain IDs to represent continuous empty space. Dead nodes are given the value null.

Takes an optional boardState argument; by default uses the current board state.

The data from getChains() can be used with the data from getBoardState() to see which player (or empty) each chain is

For example, a 5x5 board might look like this. There is a large chain #1 on the left side, smaller chains 2 and 3 on the right, and a large chain 0 taking up the center of the board.  [ [ 0,0,0,3,4], [ 1,0,0,3,3], [ 1,1,0,0,0], [null,1,0,2,2], [null,1,0,2,5], ] 


Signature:

getChains(boardState?: string[]): (number | null)[][];




Parameters

	

Parameter

	

Type

	

Description



	

boardState

	

string[]

	

(Optional) Optional. The current board state, as an array of strings. Defaults to the current board state.






Returns:

(number | null)[][]

A 2D array of numbers identifying the chain ID of each point.



Remarks

RAM cost: 16 GB (This is intentionally expensive; you can derive this info from just getBoardState() )







Home > bitburner > GoAnalysis > getControlledEmptyNodes


GoAnalysis.getControlledEmptyNodes() method

Returns 'X' for black, 'O' for white, or '?' for each empty point to indicate which player controls that empty point. If no single player fully encircles the empty space, it is shown as contested with '?'. "#" are dead nodes that are not part of the subnet.

Takes an optional boardState argument; by default uses the current board state.

Filled points of any color are indicated with '.'

In this example, white encircles some space in the top-left, black encircles some in the top-right, and between their routers is contested space in the center:  [ "OO..?", "OO.?.", "O.?.X", ".?.XX", "?..X#", ] 


Signature:

getControlledEmptyNodes(boardState?: string[]): string[];




Parameters

	

Parameter

	

Type

	

Description



	

boardState

	

string[]

	

(Optional) Optional. The current board state, as an array of strings. Defaults to the current board state.






Returns:

string[]

A 2D array of characters indicating the player who controls each empty point.



Remarks

RAM cost: 16 GB (This is intentionally expensive; you can derive this info from just getBoardState() )







Home > bitburner > GoAnalysis > getLiberties


GoAnalysis.getLiberties() method

Returns a number for each point, representing how many open nodes its network/chain is connected to. Empty nodes and dead nodes are shown as -1 liberties.

Takes an optional boardState argument; by default uses the current board state.

For example, a 5x5 board might look like this. The chain in the top-left touches 5 total empty nodes, and the one in the center touches four. The group in the bottom-right only has one liberty; it is in danger of being captured!  [ [-1, 5,-1,-1, 2], [ 5, 5,-1,-1,-1], [-1,-1, 4,-1,-1], [ 3,-1,-1, 3, 1], [ 3,-1,-1, 3, 1], ] 


Signature:

getLiberties(boardState?: string[]): number[][];




Parameters

	

Parameter

	

Type

	

Description



	

boardState

	

string[]

	

(Optional) Optional. The current board state, as an array of strings. Defaults to the current board state.






Returns:

number[][]

A 2D array of numbers counting the liberties of each point.



Remarks

RAM cost: 16 GB (This is intentionally expensive; you can derive this info from just getBoardState() )







Home > bitburner > GoAnalysis > getStats


GoAnalysis.getStats() method

Displays the game history, captured nodes, and gained bonuses for each opponent you have played against.

The details are keyed by opponent name, in this structure:

 { : { wins: number, losses: number, winStre