Harvest Moon: A Story of Seasons: Jumpchain by Random Tale
Version 1.2.5 Updated July 15, 2025

1/64

Harvest Moon: A Story of Seasons: Jumpchain:

Tale Version 1.2.3
By Random Tale

Tired of the hustle and bustle of the cities? Wanting to calm down after walking through countless

battlefields? Lucky you, this Jump here is slow-paced. Baring selections that alter the world, you will
arrive on a farm, and, for the next ten years, you will be tasked to work it. The world is quicker, with
only 120 days a year, four seasons, and 30 days each season, with life growing more quickly as well. Its
a simple world, one that many an outsider views as relaxing and refreshing compared to their original

worlds. And for the next 1,200 days, this world will be yours as well.

You start with 1000 CP for this document, but can attain more through drawbacks and scenarios within

and without.
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History and Locations:

The originator of the story, Yasuhiro Wada, had a vision of this world, one he guided his team, known
today as ‘Marvelous’, through before departing. This vision, displayed through the ‘Ranch Story’
timeline, was told across his own world through the work of a translator group known as Natsume.
Eventually, through attaining XSEED Games, the team grew experienced enough to translate their
stories themselves, leading down the ‘Story of Seasons’ timeline. However, due to legal issues,
Natsume had the title of the series as Harvest Moon in the west, and, not wanting the let go of their
primary source of profit, turned to create their own versions of the story, creating the ‘Natsume’
timeline instead.

But such development did not happen in a vacuum. Following the initial success of the series, other
tellers started creating their own stories to varying degrees of success. It is only in recent years that the
competition became noteworthy through Stardew Valley. And afterwards, having learned lessons from
the original Farm Story series, Stardew Valley, the slew of flops, and the few outlier minor successes,
other, more frequent attempts at these stories have arisen.

You may choose any of these stories, or create your own. The known locations are below, with the
consoles they are on listed afterwards.

Super Nintendo Entertainment System: SNES
Game Boy: GB

Nintendo 64: N64
Playstation 2: PS2
Nintendo GameCube: GC
Game Boy Advance: GBA
Nintendo DS: DS
Nintendo Wii: Wii
Nintendo 3DS: 3DS
Playstation Portable: PSP
Nintendo Switch: NS
Personal Computer: PC

Ranch Story Timeline:

Flower Bud Village (SNES/GB/N64): A small town between a mountain and the coast.

Leaf Valley (PS2/PSP): It is of prime interest for development into a theme park.

Mineral Town (GBA/NS/PC): Another small town nestled between a mountain and the coast.

Forget-Me-Not Valley (GC/DS/NS/PC): There are a couple farms here, and a small beach. A

swamp is nearby, and, depending on when you live here, there might be a Witch in the area.

5. Flower Bud Village (GC/Wii): Yet another small town between a mountain and the coast.
Despite the same name, it isn’t the same village as the other one.

L=
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6.

7.

8.

9.

Waffle Island (Wii): A town on an island with multiple districts, including a ranch, mining,
river, and mountain district.

Zephyr Town (DS): A town tucked away in the mountains, it has a bazaar that has, for the most
part, been abandoned.

Bluebell (DS): A town focusing on raising livestock. It has European leanings, and doesn’t get
along with Konohana.

Konohana (DS): A town focusing on agriculture. It has East-Asian leanings, and doesn’t get
along with Bluebell.

10. Echo Village (3DS): A small village in the mountains, after the economy crashed, most of the

citizens departed in order to find a way to survive.

Story of Seasons Timeline:

1.

2.
3.
4.

Westown (3DS): A town previously known for its rich mines, now that its mostly dried up, the
land might be decent for raising livestock.

Lulukoko (3DS): A town on the coast with tropical fruits and beautiful, fish-filled waves.
Tsuyukusa (3DS): A town with Asian leanings, filled with crops.

Olive Town (NS): A large, but mostly abandoned town down by the coast, with its primary farm
covered in trees.

Natsume Timeline:

1.
2.
3.

v

Lost Valley (3DS): A beautiful land in the mountains.

Skytree Village (3DS): A land that possesses seven Skytrees that support the Harvest Goddess.
Beacon Island (NS): An island that possesses only three others after the lighthouse broke down
and everyone else fled to the mainland.

Pastilla (NS/PS4): A desert town.

Salmiakki (NS/PS4): A snowy mountainside town.

Lebkuchen (NS/PS4): Another town on the mountainside, but this time, next to a volcano. The
ash may be good to fertilize the crops, but keep an eye out so that you don’t get caught in an
eruption.

Elsewhere Timeline:

1. Pelican Town (PC): Nestled away in Stardew Valley, the land is fertile, there are caverns
beneath that are rich with valuable ores, and there are a handful of small monsters that can be
dealt with. The economy may be dead, but that might be able to be fixed with time.

2. Another Farming Sim: Want to go somewhere else? So be it. You can import the setting and use
this document to prepare yourself to farm there.

3. Your Own Story: Elsewhere, there are stories to be told, farms that haven’t been seen by the
world at large. You can forge your own path without being constrained by the known world.

Time:

Assuming you are using the local calendar, of the 120 day year, by default you will arrive on Spring 2,
one day after the beginning of the new year (tentatively called ‘Year 1’ for record-keeping). By default,
you will leave the Jump with the arrival of the sun on Spring 2, Year 11, giving you enough time for
one last celebration with the locals before leaving.




Harvest Moon: A Story of Seasons: Jumpchain by Random Tale 4/64
Version 1.2.5 Updated July 15, 2025

Origins:

All Jumpers and imported Companions gain one Origin for free. Regardless of the Origin you take,
your benefactor for Jumpchain has paid all of the fees and has the paperwork filed so you own the farm
free and clear for the duration of the Jump.

Child of the Farm:

(ORIGIN)

You grew up on a farm that primarily focused on plant-based produce. Vegetables, fruits, and flowers.
You did raise a few animals, but it was never a focus for you, having a dog for companionship and a
horse to make getting around more easily. With an older sibling due to inherit the family farm, you
wanted space and used your savings to buy this patch of land away from them to make your own way.
A Child of the Farm focuses on PLANTS, making sure they grow strong enough to survive and keep
producing vegetables for years to come.

Child of the Ranch:

(ORIGIN)

You grew up on a ranch, where you managed livestock. Horses, cows, sheep, pigs, all sorts of farm
animals. You did grow some plants, but it was mostly hay for feed, with a few vegetables and/or
flowers for personal use. With an older sibling due to inherit the family ranch, you wanted space and
used your savings to buy this patch of land away from them to make your own way.

A Child of the Ranch focuses on ANIMALS, looking for their care to make sure they grow strongly.

Child of the City:

(ORIGIN)

You grew up in the city, far away from the countryside. Worn down by the day-to-day grind amid the
cold steel towers, you sold your possessions and purchased the farm from an ailing old farming man
who simply couldn’t keep the farm up anymore (he has since moved into a local retirement home).
While you don’t know anything about farming, you are eager to learn, and your time growing up in the
city has allowed you an understanding of other humans that your country cousins lack.

A Child of the City focuses on CHARISMA and MONEY, getting people to like them and part them
from their money.

Child of the Restaurant:

(ORIGIN)

You grew up in a restaurant somewhere, whether a big franchise restaurant in a city or a small family
restaurant in a small town. For some reason, you decided to pack up and move to this farm, where you
can get ingredients fresh. You will likely have to grow said ingredients yourself, something you are not
used to, but with a small town, you will get the pleasure of making the same faces light up again and
again when they eat your food.

A Child of the Restaurant focuses on COOKING and FOOD, making delicious meals to be consumed.
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Child of the Mine:

(ORIGIN)

You grew up in a mining town, where materials from the earth were drawn up and then sent elsewhere
in the world. When the mine ran dry after many decades of mining, the local economy crashed and you
left to find your own way in the world, ending up here.

A Child of the Mine focuses on MINING and FORGING, drawing materials from the earth and using
those materials to create tools and accessories.

Child of the Clinic:

(ORIGIN)

Its easy to take something apart, and plants are generally simple to care for. But putting something
broken back together, like a body? That’s much more difficult. Prevention is better than cure, and if that
fails, you know either the best way to treat it, or who would be better than you to treat it.

A Child of the Clinic focuses on HEALTH and MEDICINE, keeping themselves healthy so that they
can keep others healthy in turn.

Child of the Divine:

(ORIGIN)

Religion, for better or for worse, is a great unifier of humanity. Though wars have been fought in its
name in the past, in this world, it is scarce, rarely making an appearance, and making even less as the
years go by. But you were raised in it, living in a shrine, temple, or church, before making your way to
the town.

A Child of the Divine focuses on RELIGION and TEACHING, hearing the word of their deity and
spreading that word to others.

Child of the Shadows:

(ORIGIN)

You’re more of an indoor person compared to your peers, an oddity compared to the expected farmers
of the Jump. You lurk in the shadows between bookshelves, studying the contents of books, and
perhaps bringing to light some lost bit of knowledge or some mysterious spell.

A Child of the Shadows focuses on MAGIC and RESEARCH, finding information from books and
creating effects that common people can’t manage under their own power.

Child of the Sky (Drop-In, literally):

(ORIGIN)

You just appeared one day with your items and imported companions above the farm and landed in a
pile of hay. Shortly after your arrival, the local mayor swung by with a file of paperwork listing you as
the new owner of the farm, and double-checked the file with you before handing over the deed. You
don’t have any connections or history in this world, and your patron doesn’t respond to attempts to
reach them, despite attempts by a curious mayor for more information.

A Child of the Sky focuses on TRAINING and the FUTURE, looking not to the next harvest, but
years (and Jumps) in the future.
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Appearance:

When you enter this world, barring drawbacks, you become a human. As to what type of human, that
will be up to you, here.

Age:
You can begin the Jump at any age from a late teenager, to a middle-aged person, with the default

choice being a young adult in their early 20’s. If you want to be older than that, check out the drawback
section for the drawback Twilight Farmer.

Gender:

You have the choice of either biological Male OR biological Female.
If this is your first Jump, you may choose either one for free, replacing your original gender if different.

If you had a previous Jump, if you were male or female in that Jump, you may retain that gender for
free, making it biological if it wasn’t before. Otherwise, you may pay 50 CP to change to the opposite
gender. If you were somehow biologically genderless or had both genders, you must also pay 50 CP to
become solely either Male or Female.

Regardless of your selection of biological gender, you may still present yourself to the rest of the world
as whatever gender you desire.
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Origin Perks:

Anyone can take an Origin Perk, but these Perks are discounted, or even free, to those who have the
matching origin.

Child of the Farm Perks:

Green Thumb: 100 CP

(FLORA) (INHERITANCE) (PERCEPTION) (PERK) (Free for Child of the Farm)

You gain instinctive knowledge of taking care of plants. You know what they need to grow, and,
assuming you aren’t blocked by other powers, can instinctively notice anything that might impede a
plant’s growth. It’s not a guarantee that you’ll UNDERSTAND the obstruction, but you can figure out
its there in the first place.

Green Resilience: 200 CP

(FLORA) (PERK) (100 CP for Child of the Farm)

Plants you grow are more resilient to disasters that occur. Floods, storms, trampling kids... compared to
the crops of most other farmers, your plants can sustain roughly 50% more damage before they give up
the ghost. Just keep in mind that resilience does not grant immunity; your crops may survive a flood of
a day where others may not, but even a week of constantly being underwater, when they’re not
supposed to be underwater, would be enough to kill some of your plants.

Area of Effect: 300 CP

(MAGIC) (PERK) (150 CP for Child of the Farm)

You can channel your energy to allow you to affect larger areas than normal with your tools. The
process takes a few seconds to charge, it immobilizes you for the duration, and lower-quality
equipment can only hold so much charge, but once you unleash the charge, you’ll find that your effects
reach wider. Till entire rows of planters at once, water dozens of plants, or strike down a half-dozen
men with one blow. Durability and ‘ammo’ will decline appropriately for the area affected, and if you
lack the ‘ammo’ to affect the entire area, the area affected will proportionately be reduced.

Reusable Seeds: 400 CP

(FLORA) (PERK) (200 CP for Child of the Farm)

Due to a desperate need to stay ahead of the competition, a number of farmers purchase ‘suicide seeds’
that can withstand pesticides and respond well to fertilizer, but can only be grown once. You, however,
have a talent of getting more out of a crop; while harvesting a plant, you can harvest only part of it, and
return the rest to the earth, allowing you to get another harvest later on as the plant regrows what was
taken. This won’t work if the plant is due to grow when its out of season.
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Plant Importer: 600 CP

(CAPSTONE) (FLORA) (MAGIC) (PERK) (300 CP for Child of the Farm)

Plants under your care can be made to grow anywhere, like a cactus in a swamp, an apple tree in a
desert, or even a turnip under the sea. You must personally tend the plants in question, singing and
using some of your energy each time you do so, in order to protect the plant in a hostile environment; if
you stop tending them, they will lose this protection, and quite likely die a result. For the first week,
you must attend to the plants in this manner twice a day. After the first week, you only need to attend to
the plants only once a day. After the first month, you only need to attend to the plants at least once a
week. After the first half of the year, you only need to attend to the plants at least once a month. After a
total of one full year, you no longer have to attend to the plant, as it is now capable of growing fine in
its environment, having altered its biology to survive. At this point, you may also harvest any seeds it
produces in order to grow its species in the environment (though such species may not grow well on
your original farm anymore without this Perk).

Side note, invasive species are a thing, so be careful what you import and where.
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Child of the Ranch Perks:

Rancher: 100 CP

(FAUNA) (INHERITANCE) (PERCEPTION) (PERK) (Free for Child of the Ranch)

You gain an instinctive knowledge of taking care of farm animals such as cows, sheep, and chickens,
and can translate that knowledge towards other animals with some effort. You can also instinctively
understand when something is wrong with a non-sentient, mundane animal’s health, but this won’t
allow you to understand what the problem is without other effects.

Purifying Shepherd: 200 CP

(FAUNA) (PERK) (100 CP for Child of the Ranch)

Diseases are one of humanity’s oldest enemies, wearing away at life until the dead start to pile up.
However, animals under your direct care seem fortunate that disease seems to not care about them. As
long as a non-sentient animal is under your care, they are less likely to get infected by a disease, and
even if they do get infected, as long as it isn’t a terminal disease, they can recover back to full health
more quickly. That said, animals might still be carriers for a bit longer, so keep them separate from
healthy lifestock until you are sure they can’t infect anyone.

Farmer Dolittle: 300 CP

(FAUNA) (MAGIC) (PERK) (150 CP for Child of the Ranch)

Animals might have so much to say, but most humans have to make do with impressions gained from
observations. You are not like most humans, and you can simply ask them directly.

For better or for worse, you can understand what non-sentient animals have to say. You can speak with
them, listen to what’s going on, and try to fix whatever problems they possess. That said, as they’re not
sentient, you might get a bunch of useless gossip a lot of the time.

Breeding Expert: 400 CP

(DIVINATION) (PERK) (200 CP for Child of the Ranch)

You have an... interesting talent. You can look between two beings of compatible species, and
determine what an offspring between them would be like genetically. As such, you can easily improve
the quality of the animals under your control with every successive generation. You can also use this on
sentient beings, figuring out what their children would be like and be good at, but be warned that using
this Perk for that purpose would be of questionable morals.
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Making a New Home: 600 CP

(CAPSTONE) (FAUNA) (MAGIC) (PERK) (300 CP for Child of the Ranch)

You can raise non-sentient animals in unusual places, and they’d turn out relatively fine. If you are able
to raise a newborn animal all the way to adulthood in some unusual area, their genetics will change to
adapt to the environment you raised them in. For example, if you raised a cow next to a volcano, they’d
likely be able to resist the heat of being next to lava, even if they still can’t take a dip. These adaptions

also show up in any offspring they produce, so that their offspring don’t have to adapt to the

environment themselves. That said, the animal has to survive to adulthood in order to enjoy the benefits
of this Perk, and they have to be supported every step of the way with enough food, shelter, and water.

Just keep in mind invasive species, and try not to introduce something that will wipe out the local

species.
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Child of the City Perks:

First Impression: 100 CP

(CHARISMA) (INHERITANCE) (PERK) (Free for Child of the City)

The legacy of Harvest Moon and Story of Seasons isn’t just about farming, but also about
CONNECTIONS. If you don’t connect with your community, you are doomed to a lonely life on the
farm. It would be pretty hard to get everything you need without interacting with people, but lucky you,
you have something about you that makes people think better of you on your first encounter with them.
This charisma boost generally makes people more friendly with you, willing to hear you out and less
likely to initiate hostilities against you. By itself, it won’t get you married, but it may put you on the
path to it. After the first encounter, no longer than a day, this Perk has no affect on an individual, but by
then, you can interact with them normally, right?

Merchant Blood: 200 CP

(CHARISMA) (PERK) (100 CP for Child of the City)

For the purpose of selling something in person, you gain a boost of charisma. With this, you can make
sure you get a decent price on your goods, and possibly gain a tip if the person you are selling to looks
at you favorably. For this perk to activate, you and the person you are selling to have to be face-to-face;
no selling things over a phone, across the internet, or even through cameras, it has to be in person. You
can sell a lot of things, but remember that selling trash to people is frowned upon.

Nose for Business: 300 CP

(MAGIC) (PERCEPTION) (PERK) (150 CP for Child of the City)

You have a sixth sense for certain things, defaulting to a certain kind of smell or an itchy nose. This
sense lets you know when and where there is profit to be made. The greater the potential profit, the
stronger the sense lets you know. You can also zero-in on where the profit is, be it a small profit from a
farmer selling turnips, a moderate profit from a mine thought to be all tapped out, or a large profit from
blacksmith with a hobby forging swords in a world about to be invaded by monsters. That said, this just
lets you know of opportunities; its up to you to figure out how to exploit them for YOUR profit.

Noble Words: 400 CP

(CHARISMA) (PERK) (200 CP for Child of the City)

Some people are infamously bad at socializing, but somehow have suitors of their desired gender
despite their clumsy words. You now share the ability of these people to bypass what is said, and get
the listeners to understand the point of the message. No matter how much you bumble your words,
listeners will understand that what you intended was a complement. If you walk in on someone bathing
on accident and apologize, you won’t get an angry attacker, since it was clear that it was an accident.

Everything’s a Sale: 600 CP

(CAPSTONE) (MAGIC) (PERK) (300 CP for Child of the City)

You have the ability to buy and sell anything you or your customers can get their hands on.
Furthermore, people you speak with are more willing to hear out and make and accept offers that
involve unusual items. Chunk of dirt? Building? Servitude? All for sale, for the right price. That said,
be careful you don’t sell your Jumpchain on accident, because you might not be able to get it back.
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Child of the Restaurant Perks:

Kitchen Mastery: 100 CP

(PERK) (Free for Child of the Restaurant)

You instinctively know your way around a kitchen. You know what each tool is for, how it is properly
used to prepare food, and how to take care of said tools. You also know how to store food so it remains
good for as long as possible. Barring influences that want to hurt you, you never have accidents while
preparing food; you can still have an ‘accident’ if you desire, or still suffer if someone is sabotaging
you (in which case, you’ll instantly realize someone is sabotaging you, but not who without other
information), but you will never unwillingly hurt yourself while cooking.

This does not apply to anything you use outside of food preparation; this perk does not grant training to
grab a kitchen knife and stab someone with it.

Chef’s Memory: 200 CP

(LEARNING) (MEMORY) (PERK) (100 CP for Child of the Restaurant)

When it comes to preparing food? You have an outstanding memory. As long as you actively prepare a
dish (meaning you can’t use other Perks to ‘time-skip’ to the completed product), you memorize the
recipe, allowing you remember that recipe even a dozen Jumps from now.

Material Salvaging: 300 CP

(CRAFTING) (PERK) (150 CP for Child of the Restaurant, Child of the Mine)

Sometimes when you have a project, all you have are sub-par materials. Perhaps your ingredients for a
recipe are starting to spoil, or perhaps your metal isn’t as high quality as normal. Never fear; with this
perk, those lesser materials are still usable. You still have to cut away the rot and mold, and remove the
rust, but in the end, you can come out with something you can still use. Such a product will never be as
good as when you use the best materials, and likely smaller (since you had to get rid of parts you
couldn’t use), but the drop in quality will be reduced compared to normal.

Now Presenting... Your Dinner: 400 CP

(PERK) (200 CP for Child of the Restaurant)

If it looks bad, people won’t even touch it. It might be the healthiest thing in the world, but if it looks
like it came from a horse’s rear, you aren’t going to get any eaters. But with you in the kitchen, that
isn’t as much of an issue. You have a talent for dressing up food, making it appealing to the eye, and
thus more likely to be eaten. Furthermore, this has an effect on the tastebuds too; if one can see it, and
eats it, the taste is amplified based on how the meal looks. A meal with middling flavor would have the
flavor greatly enhanced to that worthy of king by making it look like it is worthy for a king. The food’s
preparation, the utensils, the plate, the tray, the positioning on the tray, the garnish... it all comes
together for a visually appealing meal, and, in turn, a tastefully appealing meal.
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Magic Feast: 600 CP

(CAPSTONE) (CRAFTING) (MAGIC) (PERK) (300 CP for Child of the Restaurant)

There are stories of how certain foods grant unusual benefits to their eaters. Mangos for fertility, dragon
blood for elemental resistance, or even, if one is morbid, mermaid flesh for eternal life. With others,
such myths are hit and miss, but for you, you tilt the odds in your favor.

Meals you prepare have greater effects on others that consume them, based on the effects that they are
said to have in legends. Even if legends are full of false stories that tell of foods with properties that
they don’t normally have, in your kitchen, they gain those properties as you prepare them.
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Child of the Mine Perks:

Canary Sense: 100 CP

(DIVINATION) (ENDURANCE) (INHERITANCE) (PERK) (Free for Child of the Mine, Child of the
Clinic)

Despite being underground, there are a lot of pockets of air. Some of that air is deadly poison, and some
of that is undetectable to normal humans. But you? You are a living poison detector. In addition to
being resistant to poison, you also are able to sense the location of poisons, and how dangerous they are
to you. Though it isn’t immunity, with the detection, you should be able to quickly learn the locations
of any poisons and then get out of the area before they can affect you too badly.

Gemstone Eyes: 200 CP

(PERK) (100 CP for Child of the Mine)

With a glance, you can get a quick estimate of the financial worth of any gem or metal you look at,
with 50% variance on the upper bounds and lower bounds of the item in question. With detailed
observation, you can reduce that variance, with the more time spent making the estimate more accurate,
making it roughly 1% variance with enough time. With further time, you can identify what actions may
be taken that would reduce the worth of said gem or metal, as well as what can be done to improve it.

Material Salvaging: (Above)

(You cannot purchase Material Salvaging multiple times under normal circumstances.)

(If you somehow manage to have both origins of Child of the Mine and Child of the Restaurant, the
discounts don’t stack; the price will be 150 CP regardless.)

Unbreaking: 400 CP

(PERK) (200 CP for Child of the Mine)

Time claims everything in the end. The sword, the crown, the king, the castle, the hoe, the can, the
fence, the farmer, and even the mountain... all will fall to the march of time eventually. Actively using
something will wear it down a bit faster, and using it improperly will break it down much faster. Proper
care will slow the decay, but you cannot stop the march of time entirely. But with this Perk, it may
appear that way.

Tools you use have their rate of decline reduced. In example, if a tool has 10,000 HP, and takes 2
damage with every proper use and 4 damage with every improper use, in your hands, it takes 1 damage
with proper use and 2 on improper use. It doesn’t affect the 1 HP drain per day due to the constant wear
of time, but you will be able to get more out of your tools before they fall apart.
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Magnum Opus: 600 CP

(CAPSTONE) (CONSUMABLE) (CRAFTING) (PERK) (SACRIFICE) (300 CP for Child of the
Mine)

There are many great works on Earth, which have lasted for untold years. Works of art like the Mona
Lisa, buildings, like the Pyramids, and far more. And now, you can join among the ranks of peerless
artists.

When you gain this Perk, you gain a pool of potential energy that will grow with time. This energy
carries over between Jumps, and cannot be drained by outside forces, only have its access disabled. You
can increase the rate at which it grows by crafting objects, be those buildings, art, weapons, armor, or
what-be-you.

When you decide to ‘cash out’, you use the potential energy invested by this Perk, consuming both the
energy and this Perk. Then, you use said energy and what materials you possess to craft your own Great
Work. Although this Perk will cause you to ‘discover’ missing materials nearby, they will be far more
potent if you had obtained them before you triggered this Perk elsewhere. In the process of this
crafting, you may also sacrifice as many other Perks and/or Items you possess that you desire; each of
these will make the item more potent. (Magnum Opus is sacrificed to trigger its own effect, and does
not count for other purposes of this Perk.)

For those that make a building, non-Jumper, non-Companion beings within said building gain the
benefits of the sacrificed Perks and Items while inside them, and for a period of time after they leave
the building; by default, for every year this perk was charged, the duration of the lingering of your
Perks is one day.

For those that make a piece of art, non-Jumper, non-Companion beings that gaze upon it gain the
benefits of the sacrificed Perks for a period of time after seeing it; by default, for every year this perk
was charged, the duration of the lingering of your Perks is one day. Any items sacrificed to create this
work of art help increase the durability of said work of art, making it more resistant to damage.

For those that make a weapon, non-Jumper, non-Companion beings that use the weapon find
themselves unconsciously using your fighting style and any Perks you sacrificed relating to combat.
Those that use said weapon for extended periods are more likely to retain bits of your fighting style,
with each year of energy spent increasing the rate at which your fighting style is learned (10 years of
energy means about 10% faster learning speed); while the learning speed will never be instant, with
enough energy used in the creation of the weapon and in the right hands, the weapon could turn a
prodigy who never handled a weapon before into a combat champion in a single combat.

Those are just a few of the possible kinds of great works you can create with this Perk, with their
effects; you can create another kind of great work not listed here, with similar effects, but remember:
you can only create one Magnum Opus in your chain.
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Child of the Clinic Perks:

Canary Sense: (Above)

(You cannot purchase Canary Sense multiple times under normal circumstances)

(If you somehow manage to have both origins of Child of the Mine and Child of the Clinic, you only
get a single instance of Canary Sense regardless)

Vaccinated: 200 CP

(ENDURANCE) (PERK) (100 CP for Child of the Clinic)

The cold months are notorious for people falling ill in. Some people just have bad luck, and the most
problem-some viruses are notorious for changing each year. But you? You find that when it comes to
diseases, you’re quite lucky.

Each year, you are considered to have received vaccines to the new yearly variants of any disease there
is publicly a vaccine for (if there isn’t a public vaccine available, or no vaccine at all, this Perk doesn’t
have any effect for that disease). Depending on your constitution, it might take you out for a day as
your body recovers and produces antibodies, but afterwards, you’ll be back to full health with a
massively reduced chance of catching the diseases this year, and if you do catch them? You’ll find
yourself recovering quickly.

Physician: 300 CP

(COMBAT) (KNOWLEDGE) (PERK) (150 for Child of the Clinic)

It would be odd if you were able to practice medicine without knowing how the body functions. With
this Perk, you gain the knowledge to attain a basic medical degree. While not a specialist in any
medical field, you know enough to treat most day-to-day injuries and illnesses, as well as enough to
realize when a problem you are facing is out of your league.

As a side-effect, because you know how the body works so you can keep it working, you also know
how best to break it apart to make it stop working.

Apothecary: 400 CP

(CRAFTING) (KNOWLEDGE) (LEARNING) (PERK) (200 CP for Child of the Clinic)

You know you way around plants. Maybe not for caring for them, but you know their effects on the
human body.

You gain the knowledge of how to grind up herbs for medication purposes. Furthermore, you gain
knowledge of the various plants in this Jump, and how they can be used to help treat or harm people.
While knowledge of the local plants fades at the end of the Jump, you are able to much more easily
learn about plants for medical purposes in future jumps; knowledge of how to prepare them remains
regardless.
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Miracle of Life: 600 CP

(CAPSTONE) (MAGIC) (PERK) (300 CP for Child of the Clinic)

Any births you help deliver (be it animal or humanoid) are simply 10% better than they normally
would be. Better looks (one free instance of Bodacious, below), more resistance to disease, more
intelligent, stronger, better products... in all instances, they are better.

Although such births in your hands are better than they could be normally, the offspring are still limited
by their baseline; an offspring that was going to have an effective 10 strength before would receive 11
instead, but an offspring that would have a strength of only 1 would only improve to 1.1.
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Child of the Divine Perks:

Blood of Ink: 100 CP

(INHERITANCE) (LEARNING) (PERK) (Free for Child of the Divine and Child of the Shadows)
There is knowledge contained in the written word. It is easier on the back (usually), and informs or
entertains the mind. It would be a shame if you couldn’t understand it, so now you can. When it comes
to the written word, your ability to read jumps upwards. You may not be able to immediately
understand what those words mean, but you will be able to figure out how to pronounce them. Your
ability to learn written languages also jumps upwards, and if you ever forget how to write your own
language, you will be able to learn it again in swift order.

Ordained: 200 CP

(DIVINE) (KNOWLEDGE) (LEARNING) (PERK) (100 CP for Child of the Divine)

You are a priest or a priestess of one religion of your choice. This means you are officially permitted in
your religion’s organization to perform common religious ceremonies, such as marriage. This naturally
comes with extensive knowledge of not only how to perform all your required duties, but also the
beliefs, sayings, and holy texts of the religion you are a priest of. That said, without additional effort,
you are not high up in the hierarchy, so you can’t go around making new priests of others, unless the
priesthood of your religion is very low on numbers.

At the beginning of a Jump, you may choose a different religion to become an ordained priest to; if you
do so, you lose your certification from your previous religion, and your knowledge of that religion is no
longer fiat-backed.

In the case of amnesia, you find that your ability to relearn the ins and outs of your chosen religion take
a jump upwards, to the point that you will have the qualifications to become ordained again in
comparatively little time (though your ability to become ordained by still be restricted by access to
other members of the faith).

Line to the Gods: 300 CP

(DIVINE) (MAGIC) (PERK) (150 CP for Child of the Divine)

Most others can only sense the material world. But you? Even if you can’t see it, you are able to hear
and speak to a divine figure at will. Some deity interested in you, be it ‘God’, the Harvest Goddess, or
even your Jumpchain’s Benefactor, can speak with you and respond to you, giving you advice,
warnings of the future, and requests to stay true to their ideals, among other things. That said, their
ideals, methods, and designs for you may not be what you desire, so if you run into too much conflict,
you can change which deity your ‘line’ goes to on a one-year cooldown.

You can choose who your line goes to at the beginning of a Jump, ignoring cooldown restrictions. By
default, in this Jump, this line goes to the Harvest Goddess, and in other Jumps, it goes to your
Benefactor.
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Divine Guidance: 400 CP

(PERK) (TEACHING) (200 CP for Child of the Divine)

You are an expert teacher, knowing when to guide a student and when to step back and let them
struggle and learn on their own. Anyone you teach will learn rapidly and well. Your students will
internalize and remember your lessons, even if they may not remember you fondly.

But if you tutor a student one-on-one, your abilities improve. Such students will gain a precise
judgment of their skills in the subject matter, and will never suffer from impostor syndrome.
Furthermore, these students you devoted such personal time to are much more likely to remember you
fondly.

The Right Person, Place, and Time: 600 CP

(CAPSTONE) (CHARISMA) (LUCK) (PERK) (300 for Child of the Divine)

You have a knack for people that, at times, appears divine. And maybe it is. You have the luck to find
those that need assistance from you, be it a kind word, a quick sermon, or even a helping hand.
Circumstances will always align for you to find these people in the ideal positions, where your words
and actions will have the most impact. You will also receive an inkling of the problem that your subject
is facing, as well as an inkling of what method may be best suited (though interpreting such inklings is
another matter entirely). And the kicker? Onlookers that observe you will not find such actions any
cause for immediate concern.
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Child of the Shadows Perks:

Blood of Ink: (Above)

(You cannot purchase Blood of Ink multiple times under normal circumstances)

(If you somehow have both origins of Child of the Divine and Child of the Shadows, you only get a
single instance of Blood of Ink regardless.)

Thorough Research: 200 CP

(KNOWLEDGE) (LEARNING) (MEMORY) (PERK) (100 CP for Child of the Shadows)

There are many subjects for one to spend their lifetime studying. Some are common for the mundane
world, like mathematics, physics, biology, narrative, Latin, or farming. Others are obscure, like
necromancy, Jedi sword arts, or worship of a dead god. But most of all, you have become an expert in
one subject.

At the beginning of each Jump, choose a subject; you gain a thorough understanding of that subject
until the end of the Jump, as if you had spent a decade studying it through specialized books. The more
specific the subject, the more information you gain on that subject (if you focus on ‘European History’,
you gain information about history through all of known time in Europe, but if you focus on “WWII
European History’, your information about the subject is much more precise, allowing a greater depth).
This does not translate to actual, hands-on experience in the subject. Furthermore, unless you choose
the same subject again at the start of the next Jump, you will lose the majority of this information at the
end of the Jump. That said, you will find studying the selected subject easier, allowing you to ‘learn’
(and, in turn, retain) knowledge for when you no longer have this Perk to back it up.

In case of AMNESIA Drawbacks, you cannot use this Perk to have knowledge of anything that the
drawback designates you to forget (such as yourself, as is the case for most of the AMNESIA
Drawbacks).

Somebody Else’s Problem: 300 CP

(MAGIC) (PERK) (150 CP for Child of the Shadows)

So, you’re being a right menace to someone. It would be a shame if your efforts were interrupted by
outsiders, wouldn’t it? With this Perk, as long as it doesn’t affect them or anything they care about, and
they aren’t asked for help, outsiders will leave you alone in the hope that you’ll leave themselves alone.
Try to dye a man’s hair pink, and while their wife would complain, their neighbor would just go about
their business. Steal a drink at a tavern, and the man who you stole the drink from will complain, while
the rest of the tavern will let it slide. That said, while this will prevent instant retaliation from outsiders,
they will still remember what you did, and may try to get back at you later down the line in subtle
ways. Steal a drink from a patron at the local tavern? The tavern may start charging you an additional
coin every meal and drink you take.
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Potioneer: 400 CP

(CRAFTING) (KNOWLEDGE) (MAGIC) (PERK) (200 CP for Child of the Shadows)

Apothecaries are limited by the material world, getting simple effects through mundane plants and
other ingredients. You, on the other hand, can work with more magical effects. A potion to charm the
drinker. A potion to heal wounds. A potion to make one bigger or smaller. A potion to increase one’s
strength, endurance, or even their ‘endurance’. All these and far more are available for you to make, as
long as you can get your hands on the ingredients.

For this Jump, you gain knowledge of numerous potions, their ingredients, and their preparation. In
future Jumps, you gain similar knowledge, with the potions producing effects that local science cannot
produce at all, or effects that local science cannot produce as quickly.

Blood of Magic: 600 CP

(CAPSTONE) (INHERITANCE) (MAGIC) (PERK) (VARIABLE) (300 CP for Child of the Shadows)
Simply put, unless sealed, you are able to do magic. Be it the Nasuverse’s Magic Circuits, the Nanoha
world’s Magic Core, or many other methods from many other worlds, as long as its not mechanical in
nature (no nanomachines casting spells for you, for example), you’ll have access to it.

Furthermore, choose one of the following tags; the Perk gains that tag, in addition to the additional
effects following that tag.

* (CURSE): Whatever the spell, one thing that can be agreed on is that your magic either lasts or
makes an impact far beyond the original spell. Spells of decay to cause something to break
faster. Spells of misfortune that strike the target with bad luck. With practice, you could lay
curses on an entire village or even turn an enemy to stone (though turning them back isn’t in
your school).

* (DIVINATION): Your magic is very good at gathering information. You can detect water, even
in an otherwise dry area, locate recently missing objects, and even predict the next result of the
die on the table. With training, you can make predictions of disasters years in the future, learn
the past of an object, or even see something that is going on in real-time far away from yourself.

* (DIVINE): Your magic has a holy bent to it, granting the ability to manipulate light and heal
people. With practice, you could create spears of light, cure diseases, and break curses.

* (FAUNA): Your magic works well for non-sentient animals. Make them stronger, make them
able to produce more, make them healthier, and simply make them better. With practice, you
can make them ‘graduate’ and become sentient.

* (FLORA): Your magic is best suited for working with plants. Make them bigger without
sacrificing taste, make them more numerous, make them grow faster. With eventual training,
you could grow a forest over the course of a season.

Any offspring you produce also inherit the variable tag you chose when you first gained this Perk. If
you ever find your ability to use magic sealed, any offspring you produce while sealed will still inherit
this Perk.



Harvest Moon: A Story of Seasons: Jumpchain by Random Tale 22/64
Version 1.2.5 Updated July 15, 2025

Child of the Sky Perks:

Try Everything: 100 CP

(INHERITANCE) (PERK) (WILLPOWER) (Free for Child of the Sky)

There are a lot of hard tasks out there, deterring people from trying them. For you, its not as much of an
issue; when you try to do something new, you gain a boost of willpower to do it. Although it doesn’t
guarantee good results, you will at least make the attempt in honest faith. Hopefully, whatever you try
your hand at you learn quickly, or have some Perks to make up the slack as this Perk’s power
eventually fades from tasks you have experienced.

Weather Seer: 200 CP

(DIVINATION) (PERCEPTION) (PERK) (100 for Child of the Sky)

The weather has caused humans to change their actions in response. An unexpected sunny day may
draw children out to play, while a shower has forced many to cancel their plans for outdoor activities.
And a hurricane? Those have ruined countless lives. It helps to know what’s coming, so you can
prepare to take advantage of it. And lucky you, you now can read the weather today to prepare for the
next.

By looking to the sky and observing its coloration, the cloud cover, the brightness of the sun, and
numerous other factors, you can make a decent prediction what the weather naturally will be the
following day. This is never with 100% accuracy, but with practice, you will become more accurate
with your weather readings, and you will be able to predict the weather additional days out. By the end
of the Jump, with practice, you could make a reasonable guess as to the weather a week from the
prediction, even though the further out you try to predict the weather, the less accurate the prediction
becomes.

And finally, your predictions can be rendered moot if someone has the power to change the weather
and uses it, as it will throw any predictions made beforehand off.

Omni-competence: 300 CP

(LEARNING) (PERK) (150 CP for Child of the Sky)

Farmers usually are major pillars of the communities of this world. Beyond the farm, they are usually
expected to be able to mine ores and gemstones from caves, fish the rivers and oceans, and participate
in village celebrations. Sometimes, they are also expected to be able to craft their own tools, catch
bugs, and even help build the town! Fortunate for you that you can do just about anything with a little
practice.

You find that, at whatever you try your hand at that you can do, you’ll find that you won’t make
beginner mistakes, and you can get the basics down in half the time as someone else. Afterwards, you’ll
have to rely on other Perks and your own skill to advance, but you’ll have a decent foundation to work
from, right?



Harvest Moon: A Story of Seasons: Jumpchain by Random Tale 23/64
Version 1.2.5 Updated July 15, 2025

Regretful: 400 CP

(PERK) (WILLPOWER) (200 CP for Child of the Sky)

You had a life before this one. So much potential, wasted away doing nothing of importance. But that
you? That you is dead, and won’t come back. This you won’t waste a moment of this second chance. If
you find something enjoyable, you will find enough willpower to pursue it. Enjoy working with
animals? You will find yourself easily able to tend to a flock of sheep, a herd of cows, and a pack of
llamas. Love to cook? You’ll find yourself pushing the standard of the yearly cooking competition year
after year. Just be sure to take breaks, OK?

Jumper’s Legacy: 600 CP

(CAPSTONE) (MAGIC) (PERK) (300 CP for Child of the Sky)

It’s human to want to leave something behind for future generations. Someone to take over the farm
when you’re gone, perhaps? Regardless, you can now make sure that whatever heir you produce (by
itself, this Perk doesn’t work on the adopted, sorry) has a leg up in the world.

From now on, any child you produce gains 3000 CP. 1000 CP must be spent on Perks YOU possess,
and 1000 CP must be spent on Perks your PARTNER possesses. They pay what you originally paid,
with one exception: if you got a particular Perk for free after it was discounted, they instead must pay
for it at a discount instead of free (so if you got a 100 CP Perk for free after applying an origin
discount, the child must pay 50 CP instead of getting it for free). They also gain, for free, any Perk
either you or your Partner possess that states it can be passed down to your descendants (in this Jump,
these free Perks are marked with (INHERITANCE) for easy identification). They finally spend the last
1000 CP on Perks belonging to the Jump they are going to be born into, gaining the origin of their birth
status and getting discounts normally (this origin they are born into cannot be drop-in).

You get to decide the choices of Perks for your child. If you produce a child with someone who also
possesses this Perk, its effects do not stack; instead, your Partner chooses which Perks they pass down
and you choose which Perks you pass down, and must come to an agreement on which Perks the child
is born with (without inheritance) before their birth, or it will be random.
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Seasonal Affinity Perks:

Anyone can take a Seasonal Affinity Perk, which, in turn, unlock a handful of Affiliation Perks to
further enhance one’s abilities during the time one’s Affinity is active. The Affinities also grant a small
discount on certain items. That said, one can only bind themselves to ONE season, so choose carefully,
if at all.

Spring Affinity: 200 CP

(PERK) (WILLPOWER)

(Mutually Exclusive With: Summer Affinity, Autumn Affinity, Winter Affinity)

It is said that those with pure hearts find themselves most comfortable in the spring season. This season
is the one of beginnings and youth. Of the waking of the world from its frozen stasis, bursting with life
that had previously been hidden away from the seeing eye. And like the world thrives in the beginning,
you thrive as well.

During the natural spring season, you receive a moderate boost to willpower and mood. This Perk, and
any seasonal Perks connected to it, does not function during other times of the year.

Summer Affinity: 200 CP

(PERK) (WILLPOWER)

(Mutually Exclusive With: Spring Affinity, Autumn Affinity, Winter Affinity)

Those with the strongest hearts are said to be at their best during the summer. The hottest season of the
year is the season of growth. Of beachside fun and swarms of insects. The warm sun and devastating
droughts. Where others might find themselves struggling to stay standing in this side of the extremes,
you are invigorated this time of the year.

During the natural summer season, you receive a moderate boost to willpower and mood. This Perk,
and any seasonal Perks connected to it, does not function during other times of the year.

Autumn Affinity: 200 CP

(PERK) (WILLPOWER)

(Mutually Exclusive With: Spring Affinity, Summer Affinity, Winter Affinity)

Autumn is seen as the season of merciful hearts, sharing the harvest with all comers who may need it.
With falling leaves, the fruits of labor from the farm and trees are most abundant. Natural seeds spread
through the world to keep the next generation going, and the world prepares to rest, to allow itself to
settle and prepare for the next spring. This season of harvest is the one that you find yourself the most
energized in, to prepare for the coming winter.

During the natural autumn season, you receive a moderate boost to willpower and mood. This Perk,
and any seasonal Perks connected to it, does not function during other times of the year.
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Winter Affinity: 200 CP

(PERK) (WILLPOWER)

(Mutually Exclusive With: Spring Affinity, Summer Affinity, Autumn Affinity)

Those with open hearts are at their strongest in winter, the season of hearth and home. When the
wilderness falls still and rests, hiding away unless forced out through necessity. Snowfall is more likely
to cover the land, coating the world in a white canvas, but one must be wary of falling to the cold. It is
during this time that families are physically closer together, taking shelter from the wider world. And it
is during this time you feel the most comfortable.

During the natural winter season, you receive a moderate boost to willpower and mood. This Perk, and
any seasonal Perks connected to it, does not function during other times of the year.

Seasonal Luck: 100 CP

(LUCK) (PERK)

Requires: Spring Affinity, Summer Affinity, Autumn Affinity, OR Winter Affinity

During your season, you are a bit luckier. Its small enough that casual onlookers will usually not
notice anything off, and you may not notice anything yourself. It may only be one percent, but
if you pay attention, the chances of that one percent coming around repeatedly during your
season add up.

Seasonal Charisma: 100 CP

(CHARISMA) (PERK)

Requires: Spring Affinity, Summer Affinity, Autumn Affinity, OR Winter Affinity

During your season, you find your personality stronger. When you speak and act during your
time of year, people are more likely to pay attention to you, and to go along with what you say.

Bountiful Season: 200 CP

(FLORA) (PERK)

Requires: Spring Affinity, Summer Affinity, Autumn Affinity, OR Winter Affinity

Any crops you grow during your season are more productive than normal, compared to you
growing the produce in other seasons or other farmers growing the same crops in the same
season. A few extra fruits from trees, larger vegetables from the ground, things like that.

Seasonal Resistance: 200 CP

(ENDURANCE) (PERK)

Requires: Spring Affinity, Summer Affinity, Autumn Affinity, OR Winter Affinity

You are resistant to the environmental difficulties your season may bring. If you are aligned
with Spring, this translates to a resistance to pollen, spores, and plant-based poisons. If you are
aligned with Summer, this translates to a resistance to fire and the heat. If you are aligned with
Autumn, you are more resistant to harm from blunt objects (such as ripe fruit falling from trees
onto your head). If you are aligned with Winter, you are more resistant to snow and the cold.
Whatever you resist, do not mistake this resistance for immunity; you may be able to withstand
the heat better than your peers, but with enough heat, even you can succumb to heatstroke.
Unlike other Seasonal Affinity perks, this resistance functions all year, but this resistance is tied
to your original Affinity. In example, if you possess a Summer Affinity, you resist fire and heat
all year round, even in the depths of winter.
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General Perks:
Anyone can take these perks, though there are no discounts available for them.

Bodacious: 50 CP

(APPEARANCE) (INHERITANCE) (PERK) (REPEATABLE)

(Can be bought multiple times, up to the maximum amount of CP available)

On Earth, farm work is typically not pretty. Dirt gets everywhere, clothes get torn, and you might have
to deal with manure on a frequent basis. All in all, it doesn’t paint a flattering image of farmers, despite
their necessity in making sure everyone has enough to eat. In this world, people are a bit cuter, more
beautiful, or more handsome than those on Earth. And now, you have the opportunity to improve your
looks as well.

For every purchase of this Perk, you can improve your looks by around 15% of your base. You can
instead choose to improve your ‘assets’ by a size for each purchase, but be warned that if you make
them too big, you may have difficulty with your farm work, or simply get out of bed, and onlookers
may be tempted to gawk at some point.

Longevity: 50 CP

(ENDURANCE) (INHERITANCE) (PERK) (REPEATABLE)

(Can be bought multiple times, up to the maximum amount of CP available)

Something about your body makes you longer-lived than those around you. Your natural lifespan is
increased by 10% of its base. This only applies to death by old age; you can still die from other causes
despite this Perk.

These purchases stack; each successive purchase increases your lifespan by 10% of its base (so two
purchases increases it by 20%, three purchases increases it by 30%, and so on).

Cooking Proficiency: 100 CP

(CRAFTING) (LEARNING) (PERK)

Cooking is a skill that is vital on a farm. One could eat out every single night, but it is much cheaper,
and usually healthier, to prepare one’s own meal. By itself, you won’t be an expert chef, but you have
some small skill at cooking, allowing you the ability to make simple dishes with all of the required
ingredients. You also find it easier to learn new dishes in the future, as well as more easily improve
your ability to make good-tasting meals.

Jewelry Crafting Proficiency: 100 CP

(CRAFTING) (LEARNING) (PERK)

Gold, silver, and gemstones... Beautiful materials that can become more beautiful if crafted together.
You find that you can do this now, beginning with simple ring bands with single gemstones. With time
and practice, you can learn how to make ever-more complex jewelry items, from engraved rings, to
brilliant crowns filled with diamonds, to even a full set of (purely decorative, since it would be too
heavy to wear) diamond armor! Your learning speed in working with jewels is increased as well.
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Metalworking Proficiency: 100 CP

(CRAFTING) (LEARNING) (PERK)

You know the potential of iron, and what it can become. From a humble watering can to the greatest
door keeping out a battering ram, with the right materials and equipment, you find yourself capable of
shaping metal to how you desire. Not originally a blacksmith? You gain a basic level of competence at
it, as well as an increased learning speed in matters relating to the forge.

Woodworking Proficiency: 100 CP

(CRAFTING) (LEARNING) (PERK)

You can work with wood, able to make tools and simple furniture out of wood. With time and practice,
you can make more complex, beautiful, and stronger objects out of wood. Your learning speed in
working with wood is increased as well.

Number Proficiency: 100 CP

(LEARNING) (PERCEPTION) (PERK)

You have unusual basic skill and potential with numbers. If ever reduced to a child, you eventually can
graduate from High School with top marks in advanced mathematics classes. Regardless, you have a
basic level of competence with numbers, and an increased learning speed in regards to mathematics.
Not good enough? When examining numbers on physical paper (not any electronic mediums), you also
have a sharp eye fo