Quality Entries
· RelationshipCapable (non-nullable) - does nothing except fuck up quality requirement text formatting when set to true, and maybe also crash your game
· OwnerName - has no practical effect outside of the Unity editor, where it determines whether or not you can edit the thing
· Description - Self-explanatory
· Image - filename of the image to use in the images directory, minus the extension
· Notes - Completely and utterly unused, use this for notes to self I guess
· Tag - Used to tag DLC to display on the account management screen—icons will display if the tag is null or contains Sunless Sea and quality is possessed by the user (not a player character). Otherwise unused, and useful for organizing things.
· Cap - The maximum possible level a quality can have. Not supported for qualities in the Goods category (will throw an exception if non-null).
· HimbleLevel (non-nullable) - Completely unused
· UsePyramidNumbers - Attaches a levelling system to qualities, where the quality must increase by a number equal to its next level for the level to increase. Not supported for qualities in the Goods category (will throw an exception if true).
· PyramidNumberIncreaseLimit (non-nullable) - The level cap past which the quality must increase by the level cap per level gained.
· AvailableAt - Adds a tooltip to the quality which can be viewed when hovered over
· PreventNaming (non-nullable) - Completely unused
· CssClasses - Completely unused
· World - Completely unused
· Ordering (non-nullable) - If the quality appears in a list, this determines where it sits in the ordering. Lower numbers come first.
· IsSlot (non-nullable) - Determines if the quality is a slot to which other qualities can be assigned
· LimitedToArea - The area where you can equip/unequip this quality
· AssignToSlot - The slot to which this quality can be assigned
· Persistent (non-nullable) - Whether or not this quality persists between captains
· QualitiesWhichAllowSecondChanceOnThis - Completely unused
· Visible (non-nullable) - Completely unused
· Enhancements - List of qualities whose values this quality alters when equipped
· Required field: AssociatedQuality (game will shit itself if this is null)
· All enhancement fields except Id, AssociatedQuality and Level are unused
· EnhancementsDescription - Is technically used by the game but has no effect
· AllowsSecondChancesOnChallengesForQuality - Does nothing. Has the potential to allow second chances on challenges involving the specified property (if the game’s code is tweaked to allow this), but this behaviour is untested.
· GivesTrophy - Completely unused
· UseEvent - The event triggered by interacting with this quality
· DifficultyTestType (non-nullable) - Accepts two values—Broad or Narrow:
· Narrow - (50 + DifficultyScaler(QualityLevel - DifficultyLevel))% or 10% chance of success, whichever is higher
· Broad - ((QualityLevel * DifficultyScaler) / DifficultyLevel)% chance of success
· DifficultyScaler (non-nullable) - Used in the above calculations to determine chance of success
· AllowedOn (non-nullable) - Determines what kind of possessor can hold this quality. Only User and Character are used:
· User - Meta-level qualities possessed by the user
· Character - Save-specific qualities possessed by captains
· Nature (non-nullable) - Represents the general class into which 
· Unspecified - Only used in qualities whose AllowedOn value is User (but not always—for example, the Whisper-Locked Puzzle-Box’s Nature is Thing, and Sunless Sea’s Nature is Status)
· Thing - Usually tangible items, or possessions of some kind (these can be relatively abstract, like Fragments or ship slots). It might help to think of these as things your character might possess.
· Things can be equipped and can appear in your inventory
· The level of a Thing represents how many of it you have
· Status - Usually a quality which represents the status of your character in some way or another. The five main stats fall into this category, as do objectives. It might help to think of these as states your character is in, or goals they have.
· Statuses cannot be equipped, but may have passive effects, and can appear in your Journal
· The level of a status usually represents a different intensity or level of progress, or a measurement of skill
· Category (non-nullable) - A more granular representation of what a quality is, exactly.
· Categories of Thing
· Companion
· Officers and mascots
· Goods
· Items which appear in your Cargo hold
· Ship
· This one should be obvious
· Curiosity
· Any Thing which doesn’t fall into one of the above Categories (these appear in your hold under Curiosities)
· Categories of Status
· Circumstance
· A circumstance in which your captain finds themself—these often have many different descriptions and values. Objectives often fall into this Category, though they can also be Stories (see below).
· Displayed under the Circumstances tab in the Journal
· Story
· This is a vague Category. Qualities in it tend to be related to ancillary storylines your captain is pursuing, and to have fewer different values and descriptions than Circumstances.
· Displayed under the Stories tab in the Journal
· Progress
· Qualities in this Category tend to represent progress through a long, contiguous storyline, such as that of exploring Saviour’s Rocks.
· Quest
· A fancy objective. Currently only used for Scrimshander’s quest.
· Accomplishment
· Something notable your captain has accomplished. Legacies and trophies fall into this category, but not all Accomplishments are persistent.
· Displayed under the Accomplishments tab in the Journal
· BasicAbility
· Basic qualities associated with your character, like Crew, Quarters, Hold, Terror, Oxygen, and Hull
· SidebarAbility
· Other basic qualities associated with your character, like all base stats, Ship Weight, Engine Power, Fuel Efficiency, and your maximum Hull
· SpecificAbility
· Only Luck has this Category
· MinorLateral
· Only Addressed as has this Category
· LevelDescriptionText - Provides unique descriptions for different levels of a quality.
· Format: level1|description1~level2|description2~level3|description3...
· Sorts descriptions by level in descending order and displays the first description whose level is less than or equal to the level of the quality.
· ChangeDescriptionText - The text to display when a quality changes. Usually used to provide unique quality change descriptors in the gazetteer.
· Format and level-matching follow the same rules as above.
· LevelImageText - Changes the image of a quality based on its level.
· Format and level-matching follow the same rules as above, but with image names instead of descriptions.
· Name - The name of the quality.
· The names of certain qualities cannot be changed without fucking up your game (code has to be changed for name changes to these to work)
· Luck (432)
· Memoirs: Your Past (108651)
· Addressed As (102969)
· A stranger (231)
· Memoirs: Quality of Lodgings (108290)
· The PlayerInit persona (not a quality but w/e)
· Hull (102029)
· Terror (102025)
· Almost Safe (111067)
· There may be more, but these are the ones I could find in the code and in the game’s prefabs.
· Id - The unique ID of the quality (ID conflicts will fuck things up)

Quality Defaults
· RelationshipCapable: false
· OwnerName: “”,
· Description: “”,
· Image: null,
· Notes: null,
· Tag: null,
· Cap: null,
· HimbleLevel: 0,
· UsePyramidNumbers: false,
· PyramidNumberIncreaseLimit: 50,
· AvailableAt: null,
· PreventNaming: false,
· CssClasses: null,
· World: null,
· Ordering: 0,
· IsSlot: false,
· LimitedToArea: null,
· AssignToSlot: null,
· Persistent: false,
· QualitiesWhichAllowSecondChanceOnThis: [],
· Visible: true,
· Enhancements: [],
· EnhancementsDescription: null,
· AllowsSecondChancesOnChallengesForQuality: null,
· GivesTrophy: null,
· UseEvent: null,
· DifficultyTestType: “Broad”,
· DifficultyScaler: 60,
· AllowedOn: “Unspecified”,
· Nature: “Unspecified”,
· Category: “Unspecified”,
· LevelDescriptionText: null,
· ChangeDescriptionText: null,
· LevelImageText: null,
· Name: “”

Area Entries
· World - Unused
· Name - The name of the area, determines the area name which appears in the gazetteer
· Description - The description of the area, also used in the gazetteer
· ImageName - The name of the image to display in the area overview
· MarketAccessPermitted - Completely unused
· MoveMessage - The message to display in the log when an event moves the character to this area
· HideName - Completely unused
· RandomPostcard - Completely unused
· MapX - Completely unused
· MapY - Completely unused
· UnlocksWithQuality - Completely unused
· ShowOps - Completely unused
· PremiumSubRequired - Completely unused
· Id - The unique ID for this area

Event Entries
· ChildBranches - All events which have the potential to fire from this event
· ParentBranch - The parent branch of this event, if it has one. Generated during hydration (leave this as null)
· QualitiesAffected - An array of EventQEffects which determines which qualities this event effects and how, cannot be set on a non-autofire root event
· QualitiesRequired - An array of EventQRequirements which determines which qualities this event requires
· Image - The filename of the image associated with this event
· Description - The description of this event
· Tag - Completely unused
· ExoticEffects - The name of the exotic effect to execute upon exiting this event. Format is “name,parameter1,parameter2,...” The vanilla effects are as follows:
· [GAME_END_EFFECT_WIN] - Ends the game with a victory—no parameters
· [GAME_END_EFFECT_LOSE] - Ends the game with a loss—no parameters
· [SELECT_AVATAR] - Allows you to select your character’s avatar and name—no parameters
· [CHANGE_TERRAIN] - Replaces an existing terrain prefab with something different—parameters: the name of the existing TerrainInstance to replace, and the name of the prefab in the Sea/Terrain/ directory to replace it with
· [MOVE_TO_PORT] - Jumps to a different port—parameters: the name of the port to jump to
· [CHANGE_CURRENT_SHIP] - Updates your ship’s model—no parameters
· Note - Completely unused
· ChallengeLevel - Completely unused
· UnclearedEditAt - Completely unused
· LastEditedBy - Completely unused
· Ordering - Where in the list of all events this one should go. Higher numbers mean it’s higher in the order.
· ShowAsMessage - Completely unused
· LivingStory - Completely unused
· LinkToEvent - The event this event should link to upon pressing the continue button. Only the ID of this event is important, as the rest is filled in on hydration.
· Deck - Determines whether certain events are always available, or only available sometimes. Required field for all root events.
· Availability - Determines whether the event is always available, or whether it is only sometimes available.
· Always - Ensures the event will always appear in the character’s hand when it can (i.e. when the character is in the correct area, has the requirements, etc.). Also prevents you from pressing the gazetteer’s close button
· Sometimes - Only sometimes adds the event to the character’s hand. Has a (Distribution * 0.05)% chance to be added to the character’s hand when the game is not paused.
· Id - The unique ID of the deck
· All other fields are completely unused
· Category - 
· Unspecialised - Category for normal events. Storylet color is default.
· QuesticleStart - Plays a music transition, then stops playing music—used in the Saviour’s Rocks questline. Storylet color is red.
· QuesticleStep - Unused, has no special effects. Storylet color is default.
· QuesticleEnd - Unused, has no special effects. Storylet color is bronze.
· Ambition - Used in devtesting events and events related to the Carnelian Exile’s questline. Storylet color is silver.
· Episodic - Used for death events and those related to the Whisper-Locked Puzzle-Box questline. Does the same thing musically as QuesticleStart, but with a different transition. Storylet color is bronze.
· Seasonal - Unused, has no special effects. Storylet color is blue.
· Travel - Unused, has no special effects. Storylet color is black.
· Gold - Used in events related to acquiring a child. Storylet color is gold.
· ItemUse - Used once in an unused event. Storylet color is default. This is not used for item use events.
· LimitedToArea - The area where this event is able to appear. Only the ID of this object matters, the rest is filled in on hydration.
· World - Unused
· Transient - Completely unused
· Stickiness - Completely unused
· MoveToAreaId - Specifies the ID of the area to which the character should be moved when this event fires, cannot be set to a nonzero value on non-autofire root events
· MoveToArea - The actual area, generated during hydration (leave this as null)
· MoveToDomicile - Completely unused, cannot be set to a non-null value on non-autofire root events
· SwitchToSetting - Specifies the setting to which the character should be moved when this event fires, cannot be set to a non-null value on non-autofire root events
· FatePointsChange - Technically does change the number of fate points a character has, but this has no effect; cannot be set to a nonzero value on non-autofire root events
· BootyValue - Completely unused, cannot be set to a nonzero value on non-autofire root events
· LogInJournalAgainstQuality - Should technically create a log entry based on this event and the specified quality, but this behaviour is untested
· Setting - Essentially serves the same purpose as LimitedToArea in terms of ensuring events can only occur in certain locations, the difference being that Settings are associated with physical in-game locations while Areas may not be.
· Urgency - Determines how urgent the event is and whether or not you can avoid it.
· Must - Automatically fires event when possible, removes “Perhaps not” button which allows you to opt out of an event, removes the ability to close the gazetteer
· All other urgencies act the identically to one another and have no special effects
· Teaser - Has no effect, teaser text is automatically generated based on the event’s description
· OwnerName - Has no effect
· DateTimeCreated - Completely unused
· Distribution - Determines how frequent an event is if the Availability of its Deck is Sometimes (see Availability under Deck)
· Autofire - Has no effect, just keep it as true to avoid having the game throw InvalidOperationExceptions
· CanGoBack - Completely unused
· Name - The name of the event
· Id - The unique ID of the event

EventQEffect Entries
· ForceEquip - Automatically equips the quality if it’s equipable (i.e. is a Thing and has a non-null EquipToSlot entry)
· OnlyIfAtLeast - Only executes the effect if the quality’s level is at or above this number
· OnlyIfNoMoreThan - Only executes this effect if the quality’s level is at or below this number
· SetToExactlyAdvanced - Sets the level of the associated quality to the result of an expression, overrides all other level change fields if non-null. See DifficultyLevelAdvanced under BranchQRequirement for more information on how these are formatted and evaluated
· ChangeByAdvanced - Changes the level of the associated quality by the result of an expression, overrides Level if non-null
· SetToExactly - Sets the level of the associated quality to this value, overrides ChangeByAdvanced and Level if non-null
· TargetQuality - Does nothing
· TargetLevel - Does nothing
· CompletionMessage - Does nothing
· Level - The level by which to change the associated quality
· AssociatedQuality - The quality to change when this event is fired. Generated on hydration, so leave this as null.
· AssociatedQualityId - The ID from which to hydrate the associated quality
· All QualityX fields are completely unused
· Id - The unique ID of this EventQEffect

Branch Entries
· SuccessEvent - The event to fire if the branch’s challenge is passed; must be a fully-fledged event (not just an ID)
· DefaultEvent - The event to fire if the branch’s challenge is not passed, or if it has no associated challenge; must be a fully-fledged event (not just an ID)
· RareDefaultEvent - An alternate default event
· RareDefaultEventChance - The chance that the RareDefaultEvent will fire. Chosen by taking a random integer between 1 and 100 inclusive and comparing it to the chance. If the random integer is less than the chance, the event fires.
· RareSuccessEvent - An alternate success event
· RareSuccessEventChance - Same as above
· ParentEvent - The parent event of this branch, generated during hydration (leave this as null)
· QualitiesRequired - An array of BranchQRequirements; see below
· Name - The name of the branch
· Image - The filename of the image associated with the branch
· Description - The description of the branch
· OwnerName - The name of whoever wrote the event, has no practical effect
· DateTimeCreated - The time at which the event was created, has no practical effect
· CurrencyCost - Completely unused
· ActionCost - Holdover from Fallen London, has no practical effect
· RenameQualityCategory - Completely unused
· ButtonText - The text to display on the footer button to select this branch, displays “Go” or “Locked” if null or empty
· Ordering - Where in the list of all branches this one should go. Higher numbers mean it’s lower in the order.
· Act - Has no practical effect
· Archived - Makes event completely invisible to the player no matter what if set to true
· Id - The unique ID of this branch

BranchQRequirement Entries
· DifficultyLevel - Determines the chance of success based on the associated quality’s DifficultyTestType:
· Narrow - (50 + DifficultyScaler(QualityLevel - DifficultyLevel))% or 10% chance of success, whichever is higher
· Broad - ((QualityLevel * DifficultyScaler) / DifficultyLevel)% chance of success
· DifficultyLevelAdvanced - Determines the chance of success based on the number returned by evaluating an expression:
· See here for expression formatting; additionally, there are three unique expressions which can be used:
· [d:int] - generates a random number between 1 and int inclusive
· [q:int] - gets the effective level of the quality with ID int
· The effective level is the level of a quality including all temporary enhancements, like those from officers
· [qb:int] - gets the unmodified level of the quality with ID int
· The unmodified level is the level of a quality not including any temporary enhancements
· VisibleWhenRequirementFailed - Whether or not to display the branch for which this is a requirement if the character does not meet it
· MinLevel - The minimum level at which the associated quality can be for the character to meet this requirement, inclusive
· MaxLevel - The maximum level at which the associated quality can be for the character to meet this requirement, inclusive
· MinAdvanced - Advanced expression for minimum level, uses same expression conventions as DifficultyLevelAdvanced
· MaxAdvanced - Advanced expression for maximum level, uses same expression conventions as DifficultyLevelAdvanced
· AssociatedQuality - Assigned during hydration (leave this as null)
· AssociatedQualityId (non-nullable) - The ID with which to get the associated quality during hydration
· All QualityX fields are unused
· Id - The unique ID of the BranchQRequirement

