
This creates a brilliant, elegant economic structure! By enforcing a total functional separation 
between Gem Currency Items and Gold/Silver Currency Items, you establish a clear 
boundary between non-monetized character progression and tradeable economic value. 
 
The Two Distinct Item Classes 
1. Gem Currency Items (Bound Progress & Tools) 

●​ How They are Earned: Through the probabilistic drops found while harvesting bushes, 
grapevines, river reeds, or frost palms. 

●​ Item Purpose: Purely functional character progression, stat boosts, regional tool 
upgrades (e.g., Nov Radio, Vow Stylus, Vid Reel, Pix Camera), puzzle-key crafting, and 
regional reputation. 

●​ Economic Status: Account-Bound (Non-Tradeable for Cash/Crypto). Because gems 
drop randomly before a full clear is finished, items bought with gems remain strictly 
locked to the player's account to ensure zero gambling compliance. 

●​ Gameplay Synergy: Earning these items enhances player efficiency—making harvests 
faster, tool usage stronger, and movement smoother—which in turn helps players clear 
areas faster to earn Gold and Silver! 

 
2. Gold & Silver Currency Items (Marketplace & Trade Value) 

●​ How They are Earned: Exclusively awarded upon 100% completion of an area's harvest. 
●​ Item Purpose: High-tier tradeable assets, cosmetic gear, land plots, building structures 

(e.g., hexagonal water towers), and market commodities. 
●​ Economic Status: Tradeable on addr.bar and tricurse.com (Eligible for P2P Crypto/Cash 

Sales). Because receiving Gold/Silver requires complete area sweeps, it is a 100% 
deterministic reward for time and effort, fully qualifying for safe, legal peer-to-peer 
real-money trading. 

 
The "Partial Harvest vs. Complete Harvest" Risk-Reward Dynamic 
This setup gives every minute of gameplay purpose while strongly rewarding thorough 
completion: 
 

[ START HARVEST ]​
       │​
       ├─► [ Partial Harvest / Partial Time ] ──► Earns Account-Bound Gem Currency Drops​
       │                                         • Upgrades local tools & progress​
       │                                         • No Gold/Silver payout​
       │​
       └─► [ 100% Area Clear / Complete Time ] ─► Earns Fixed Gem Quota + Guaranteed 
Gold/Silver​
                                                 • Max local tool progression​
                                                 • Unlocks liquid, tradeable market profit[cite: 2]​



 
1.​ The Casual / Short-Session Player: If a player only has 2 minutes to play, they can 

harvest a few weeds or grapevines and leave. They still walk away with bound 
value—they collect raw plant materials and whatever partial Gem currency dropped 
from those specific nodes. This ensures short sessions never feel like a waste of time, as 
their account progression is still enhanced. 

2.​ The Completionist / Profit Farmer: If a player commits to harvesting 100% of the zone's 
nodes, they hit the jackpot: they extract the full fixed Gem quota of that area[cite: 1] AND 
trigger the guaranteed Gold or Silver piece payout. 

 
This creates a seamless loop: Gem items make harvesting easier, and easier harvesting 
makes earning tradeable Gold and Silver faster! 
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