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   Dedication


   This book is dedicated to the strange and feral deities of the Animal Crossing universe. These fell god-beasts live in the sky, roaring at each other during rainstorms and trading primitive and barbaric furniture among themselves at celestial swap meets. It is they who send the present balloons in from the west and east, they who hide lampposts and end tables in the trees, they who reward you with star pieces when wishing on meteors, and they who supply the endless series of Mystery Islands that the Dodos seek out and transport you to. Their power is what converts leaves into knickknacks and back on a reliable and consistent basis. It is said that their holy book is the source of all DIY recipes. Learning their ways will give you great power.


   It's also dedicated to the unknown Nintendo musician responsible for syncing the beat of some of the hourly music tracks exactly with your character's running noise. (7 AM is a good example.)


About This Book

As of this writing Animal Crossing: New Horizons has become a smash hit, one of Nintendo's best-selling games of all time. It's a long time coming for a series that has always had a reputation of being kind of a sleeper. Animal Crossing games usually have a "long tail," a modest spike of initial sales, then a decreasing period of sales afterward, but nonetheless decreasing more slowly than your typical yearly AAA sports title, or whatever brown people the Modern Soldier genre is shooting this fiscal year.

At first it looked like New Horizons was going to follow this pattern, another modestly successful title for Nintendo, not a blockbuster like The Legend of Zelda: Breath of the Wild or Super Mario Odyssey, but not quite a lesser light either, a decent source of profit throughout the remaining lifespan of the Nintendo Switch console. And then the Coronavirus hit, full stop.

The game of the hour, a social game playable over the internet that hit just when social isolation became a great necessity, and played publicly by a number of celebrities, as of May 2020 it has sold over 13 million copies, half of them as downloads (source), greatly outstripping previous titles in the series.

In the wake of this has come a horde of players Googling up advice for how to play, how to take advantage of the game's many systems, and simply how to make a profit selling turnips. It has become a great driver of hits to a lot of websites, including, amazingly, if my own Google searches are to be believed, that of Forbes Magazine. A lot of this information actually has at its root a small number of sources: the work of individual players tirelessly experimenting to uncover the game's secrets and reporting them on sites like the Animal Crossing Fandom Wiki, the work of dataminers like the great Ninji who actually look through the game's files trying to discover things about it that way, and the Animal Crossing: New Horizons Official Companion Guide from Future Press. These other sites endlessly report on the content of these sources, and each other, creating an ouroboros, of information, and, sometimes, misinformation.

For example, there is the criteria for achieving a five-star ranking on Isabelle's Island Evaluation. Do a Google search and you'll find a lot of places offering the same info. It's all the same because there is only one good primary source for this information, a sometimes vaguely-worded listing of factors printed in the Official Companion Guide. Dataminers have not extensively looked through this part of the game, maybe because it requires more code disassembly than lower-hanging fruit. So, the information in the book is repeated, again and again, and becomes taken as articles of faith, despite the fact that, in at least one important respect, it is definitely wrong.

How do I know? Because I figured it out myself. The dogma being spread around states that the primary factors of your evaluation are divided into "scenery" and "development," each category earning you a score, and you have to get over a certain number of points in each to qualify for five stars. In those guides, it states that homemade "DIY" furniture is part of the "scenery" category, along with flowers and trees on your island, and implies by its exclusion from being mentioned in the development category that it doesn't play a role there. I know for a fact that it does play a role: I got my island to the absolute border of five stars in development (which is, confusingly, called scenery by Isabelle in the game, but also appears to apply to non-DIY furniture), then picked up a DIY item, talked to Isabelle again, and found my island had fallen to four stars. I then put it back, talked to her again, and found it to be at five stars again. Then I performed the same experiment with a store-bought piece of furniture, and the same thing happened. Clearly, whatever the helpful dog woman bureaucrat calls them, they are counting on the same score. I performed this experiment many times, and am pretty sure of my findings. Something is clearly wrong there. What other information is floating around that might be incorrect? I cannot tell you; it is probable that no one actually knows.

We live in the Age of Misinformation, concerning matters both minor (silly video games) and huge (the need to protect ourselves and others from deadly disease and ways to remedy that disease). It has always been true that information is useless unless we know its source. If you get a tip on a stock, is it a real tip or something someone has spread to inflate its value? The vagueness with which most people treat the sources of their information has become a gigantic problem, and one that threatens, I speak without hyperbole, to destroy the foundation of our civilization. This book is about the silly video game, not the pandemic or politics, but the need for documentation is still there.

Throughout this book, I refer to information both self-discovered and gathered from elsewhere. I have tried to give the most primary sources for it I can find, whether discovered, or compiled, by worthy people. It is difficult to give absolutely every source used in compiling a book such as this, but I have given it a good try. I refer to sources both within the text and in the sources section at the end. Many of the people who have found information reported in this book have their own works to sell, or have Patreons. I encourage you to throw them a bone or two if you have the means. They deserve it.

A Work in Progress

I write this in the period of June through August of 2020; the game was released in late March. Animal Crossing games are meant to be played over long periods, of at least a year, and this one, selling extremely well due to its amazingly fortuitous release at the start of the Coronavirus epidemic, looks like it's going to see updates for a long time. Because of this, the reader must recognize that in writing this I'm aiming for a moving target. New elements of the game will almost certainly be released over the coming months; as I write this, one such element, that of swimming in the ocean to look for sea life, was released very recently. Thus, it is impossible for this book to be exhaustive. I cannot write about things that don't yet exist.

Furthermore, even things about the game that are already in it are still being learned. Dataminers, searching the code for the precise algorithms it uses to govern its many systems, are continuing to dive and discover. And because Nintendo continues to revise the game, it's possible that the details of these systems will change. I can only describe these things as they're known to be and are, not what's undiscovered and will someday be.

I plan on posting updates, as they become available, on a page for the book (among other works) at rodneylives.itch.io. Please refer there in future.

Errors are bound to creep into a work of this nature. Corrections should be sent to johnwh@gmail.com, attn: ACNH Guide Correction


Stories

	The Bell Monster

	September, 2006. Me and some friends shared an apartment in college. I was generally the one who got video games and such entertainments for the group, and so I came home one day with the newly-released game Animal Crossing for our Gamecube. Over the coming months we would spend a great deal of time exploring the game and its oddly shallow-yet-deep nature. Like, fruit. There's only six kinds, and that native to other villages sells at Nook's for five times what your village's fruit does. But once you have foreign fruit planted, you can harvest it and sell for the increased price whenever. 


	Animal Crossing was originally created to be a kind of family communication game, an activity that could be shared by small groups living together, and that first game had four houses into which a like number of players could move. We had four people living in that apartment, and so every house had a resident. One of these residents was Sammi.

	Sammi immediately demonstrated a talent for taking the game's systems as far as they could go, indeed to the breaking point. Before long every native tree in our village had been replaced with a five-times-more-profitable foreign fruit tree. She relentlessly tracked down fossils and soon our museum was complete. We had established some ground rules to help keep our players roughly comparable, no "time traveling" and not leaving holes scattered around, but Sammi would not be contained by such measures. The height of her triumph over the game's systems had to be her mastery of the Stalk Market.

Every week, on Sunday morning, elderly gardener Sow Joan (get it?) comes to the village to sell turnips. This most boring of root vegetables is, in fact, at the center of Animal Crossing's eccentric economy. All of the top bellionaires know the fastest way to a fortune is through turnips. The way it works is, on Sunday morning (in real time), you find Sow Joan wondering randomly somewhere in town. You buy turnips from her in units of 10, with up to 100 able to "stack" in one inventory space. You then wait and see what happens to the prices that week. Nook, the tanooki shopkeeper, buys turnips from players at a variable price, fluctuating according to inscrutable laws of animal capitalism. If you watch attentively you can usually find some point in the week where they can be sold for more than you paid for them, and usually this profit takes the form of around a 20% return on your investment. While it's possible for turnip prices to never rise above sea level, it's uncommon, and there's a slight chance that prices will balloon to up to six times the purchase price.
The mechanics of the Stalk Market, as with many other aspects of Animal Crossing, are largely unchanged from the very first game. But one thing that has changed is the other elements of the game that affect how difficult it is to store large numbers of turnips. And Sammi had two things in her favor: the patience and time a college student can afford to put into a video game, and enough money to buy a spare Gamecube memory card.

Soon, in addition to the spaces of her house, Sammi started up her own town on this card, for her own use, and soon filled many of its available spaces with turnips. And, with a town to herself, she had twice the opportunities to sell turnips at a profit. And she could bring fruit from our town to hers, where it was non-native, and from hers to ours, and soon every tree in both towns was essentially producing 500 bells of profit each day.

In short, Sammi was soon absolutely rolling in bells. In New Horizons, Nintendo has severely locked down on the ability to maintain more than one save; the Animal Crossing file refuses to live anywhere other than on its home Nintendo Switch, and isn't even visible in the save file display. And turnips cannot be put into your home's storage area. But it is still possible, if you have a friend with a Switch, to make use of their shop for extra turnip profit-making potential, and if you have a second Switch, you unrepentant rich person, you can use it as storage space for turnips.

Turnip Trauma

	It seemed like such a good idea at the time, but then, it was four in the morning and I was 90% asleep. I heard my computer make the Twitter direct message noise and, mostly out of curiosity, I lifted my arm, swung it around to the laptop on the nightstand and clicked the Twitter tab.

	It was a friend in the UK, which explained the hour; they're five hours ahead over there. It was a message saying Daisy Mae was over there. That's right, it's Sunday now. And she was selling turnips for 93 bells. 93 bells!
	The sale price of turnips is a random number in the range of 90 to 110 bells. Then, throughout the week, the sell-back price of turnips fluctuates up and down. While it's possible for turnips to sell for up to six times what they're sold for, most of the time you must settle for a more modest profit. Sometimes turnip prices remain underwater then entire week though. Then at the end of the week any unsold turnips spoil, immediately before the next sale begins.

	My dreams vanished, replaced with a vision of turnips. Most people focus on the price that turnips eventually sell by, but a modestly surer way to get a profit is to focus on the denominator of the fraction. If you can buy more turnips, it doesn't matter quite so much if turnips never sell for very high values. It's more subtle but definitely a valid angle. I smacked out a message in reply: sure, I'm down.

	Stretching out a yawn I sat up and reached over to get the Joycons charging on the Switch, pressed the ‘Home' button and began the fiddly, oddly-specific of making sure the controllers, and then the Switch, had themselves awakened from sleep.

	By the time I was in the game it was around 4:20. Well I always wanted to be an early riser. To the tune of the game's 4 AM music I wandered down to Resident Services for about 250,000 bells from my account on the ABD (Automatic Bell Dispenser), then the airport and asked Orville, the dodo-on-duty, to do a search for online friends. There he is. My character flew out to his island and, sure enough, Daisy Mae was there, and selling turnips for pretty cheap. Typing out a brief word of thanks to my friend, who had messaged me with the opportunity, I filled my inventory.

	I looked at the time. 4:40. Why not do another run? And why not do this properly? I could empty my pockets back at home then come back and fill my entire inventory with lucrative tubers. I explained the plan to my friend, who was okay; to him it was mid-morning and he was doing his daily game chores.

	I fly back, drop off the acquired turnips in the attic of my house and my working tools out on the main floor, run quickly to the ABD and get out about 300,000 bells this time, then fly back to his UK-based island, loaded up with 4000 turnips (40 inventory spaces x 10 turnip items stacked per space x 10 turnips per item), sent him a second, more profound message of thanks, and flew home. It was 5:05.

	The new day in Animal Crossing New Horizons begins at 5 AM, the time of what I call rollover. While the nominative day begins at midnight, for gameplay purposes the new day begins at 5 AM. While my friend in the UK was around 10 AM now, and had been on the new day for five hours, it was only now that my own day, based on the east coast of the US,  had caught up with his. So when I returned and emerged from the airport I was greeted by Isabelle's daily announcements. No news in particular today, but did you see that cooking show last night? Sorry Isabelle, I can't make any sense out of the TV shows in the game. Just hurry up and finish so I can stow these in the attic.

	Interestingly, when rollover hits while you're in-game, the game moves your character back to the front door of their house, as if they had just awoken. Ah well, saves me a walk. Back inside and to the attic--

	All of the turnips I had placed there a half-hour ago had spoiled.


I checked my pockets: all the turnips there had spoiled too.

	As the ghostly farewells of 550,000 bells sounded in my weary brain, I thought, how could this have happened? Turnips are supposed to last an entire week! Just who was the author of my vegetable injustice?

	A bit of thought revealed the cause of the problem. New Horizons updates turnips by just marking every turnip in the world on Sunday rollover as spoiled. It doesn't track how long each turnip unit has existed, it just marks them all bad. The game really had no way of knowing all those turnips had just been bought. In fact, to keep players honest, something like this has to happen, otherwise people could jump forward past rollover, buy turnips, then effectively leap back in time when flying home and selling at the drop box, potentially for high bells, without having to track prices through a week or risk a turnip crash.

	It was still a rude awakening for me on a Sunday morning. In any event, 550,000 bells poorer, I certainly wasn't getting back to sleep now.


The Pattern of Animal Crossing Obsession

Phase One: Confusion

If you've never played a game in the Animal Crossing series (which as of this writing is twenty years old!) before, you may experience some culture shock. Is this all there is?

You're dropped in a little world (in this case an island), and told you owe The Man (or, The Tanooki) an amount of money. You actually don't have to pay it back, but it's not hard, and doing so gets you a bigger house (and a bigger debt to pay off) from your beneficent landlord, Tom Nook.

Also in this capsule universe are a number of wacky animal residents. Some won't shut up about their muscles, some are convinced they're just about to become singing idols, some are grumpy, some, snooty. They're all pretty friendly though. You can give things to them. Eventually (over days and weeks), some of them offer to sell you things, or buy them from you.

The center of this realm is a small general store called Nook's Cranny. In New Horizons it doesn't exist at first, but it'll be along shortly, don't you worry. Every day, its selection changes. From here you can get tools like fishing rods and bug-catching nets. You get money for their wares in a variety of ways; one of the most prominent is selling the fruit that grows on your island.

In this version, you also collect Do-It-Yourself ("DIY") instructions, of a bewilderingly wide range. You also collect various materials from your island, used along with those instructions to construct furniture that can be sold to Nook for a profit. And you earn "Nook Miles" from a variety of sources, which you can use to earn even more things.

That's a lot to do! But what purpose does it all have? What are you aiming for? Why are you playing?

Phase Two: Acclimation

Once you realize how useful bells are, you start thinking about how to get more. Non-native fruit sells for five times what native fruit does, so let's plant some of those. Coconuts sell for 250 bells each, but they can grow on the beach where other trees cannot. Shells wash up on the shore, they can be sold for a bit of cash. Balloons float across the island periodically, and with a slingshot they can be shot down, and they contain furniture, materials and cash. Fish and bugs can be sold for bells too, sometimes substantial amounts. And on Sundays, Daisy Mae (previously Sow Joan) comes by selling turnips that can usually be sold later at a decent profit. There's also the Money Rock, which can be struck with a shovel for some cash, and the Shining Spot, where 1,000 bells are generated every day free to be dug up.

This gives you a way to pay off your loans over time, and the first loans (and thus, house expansions) happen quickly. The last loans are for over a million bells each though, and those will usually take longer....

Phase Three: Sophistication

It's not just getting money; it's how much money. When you catch fish, bass, at 400 bells each, are barely worth the effort when there are fish that can earn you up to 22,500. Why mess around with boring old tiger butterflies and common bluebottles when you can catch peacock butterflies or purple emperors? By digging holes, or building a fence, a space away from the daily Money Rock, you can use it to brace you against the backwards force from hitting the rock with your shovel, and thus smack it up to eight times, for 16,500 bells each day. The Shining Spot isn't just for getting a measly 1,000 bells; you can plant money in the spot and, in four days time, shake the resulting tree for three times the amount buried (but is only reliable for amounts up to 10,000). And, of course, the reigning king of bell-making activities revolves turnips, not just selling at your store, but asking your friends playing the game how much their stores are buying for, in the hopes of making a fortune.

With these techniques, eventually you pay off your last loan, for which there is little in the way of reward. So now you have all these ways of earning money, but nothing to use them on. Inevitably, this leads to the next step in your Animal Crossing adventure.

Phase Four: Dissipation

There are some big ticket items that appear in the upgraded Nook's Cranny, and a few very hard to get items you receive as a reward for saving up gigantic quantities of bells, but after the loan there's not much to do with the vast pile bells you've now amassed. Unlike real life (thankfully!), you can't use your fortune to warp the media and academic landscape to your whims. You can give it to other people, or save it up for luxury items, or pay to move around buildings, bridges and inclines almost at your whim, but that's pretty much it.

For many people, this marks the end of their experience with Animal Crossing. So used to the standard gaming paradigm of chasing goals, once the game ceases to provide overt guidance on what to do next they fall back on the question they asked when the game began: Is this all there is?

The answer is: yes.

Animal Crossing is a life simulator. That stuff with the loan and paying it off is a sop to people who can't get over the idea that a game has to have an objective. But the true soul of Animal Crossing is of a surrogate life, a life that exists, almost parasitically, attached to your real one.

Animal Crossing takes place in real time. A second in it is a second subtracted from your real life. It is a life that contains whimsical and charming animal people to talk to. It is a life in which you don't have to pay money to survive. It's a life in which you can shape your surrounds to suit your mood. You can fish and catch bugs there, you can plant a garden and try to breed special flowers, you can collect things, you can meet visiting characters, you can participate in little mini-games and competitions.


The objective of the loans is there to give players expecting something more traditional a chance to see what the game is about. If, after it's paid off, you find that the experience wasn't enjoyable, or if it wasn't enjoyable for its own sake, then you've at least spent long enough at it, probably, to justify Nintendo's selling price, so, so long, ta-ta, thanks for playing, no refunds. Animal Crossing wasn't really for you anyway.

Some people have so enjoyed their time with Animal Crossing that they spend years playing it, a little bit a day, and for these folks the game has the content for them. As the weeks and months roll past the shop selections change, new bugs and fish show up while older ones disappear, and eventually the seasons pass. The game changes quite a lot in the winter, when fruit stops growing and the bug selection almost vanishes.

These are the people Animal Crossing was truly made for. It's why the animations that play during K.K. Slider's concerts show leaves changing and snow falling. AC is a game meant to be played for at least a year. You don't have to do it every day, but that's what it was designed for, a bit at a time over a long period.

What is there to do after the loan is paid? All the viable goals completed, no kingdoms left to conquer, what is left? Complete the catalog? Yeah, that's a meaningful task, offer weeks of your finite life up on the shrine of pretend materialism. Continue to watch the endless parade of villagers joining and leaving? How many times can the Peppy personality be shocked at the perfidy of Maglev Mike?

This is the true ending of Animal Crossing, its arrival fated and unchangeable from the day you start. I've done it before, and I'm doing it again.

What are you playing for?

If it's to earn millions of bells and turn the game into a version of real life, where you're always chasing whatever earns you the most cash, that is fine. This guide should help you out in this quest quite a lot! Our aim here is to help you make the kind of island you want while earning a decent number of bells and reaching and keeping a five-star island. How to get it all, as best as you can, without fretting about it too much. Animal Crossing's systems are, for the most part, not super deep, and it's possible to exhaust them quickly if you focus on milking them dry. if it is your attitude that games are to be defeated, Your time with Animal Crossing will be obsessive, and triumphant, but short.

Nintendo games have often subtly made fun of players who try to "complete" them, to earn the fabled "100%." The Legend of Zelda: Breath of the Wild literally gives you a golden turd if you obsessively find all of its Koroks; Animal Crossing instead gives you a golden net and fishing pole, which might as well be a golden watch given by a company to a retiring employee. By this point, all of these things are of about the same usefulness.

I suggest taking a more laid back approach. Treat the game as a roleplaying exercise. Imagine the animal residents as if they were real people, of a sort. Play along with the game's fictions. Don't seek to manipulate it. I assure you it can be manipulated, you can time travel for advantage, change out islanders and optimize for maximum income. But the more you do this, the more the essential fiction of the game will be apparent, and it's not hard to go from there to "what's the point?"


On Contentment

I bet you've heard the stories, of the legend that is Raymond, the heterochromiac cat.

I bet you know of Ankha, the Egyptian cat. Or Tangy, the citrus cat. (A lot of these are cats.) Or know of Lucky, the mummy dog.

Such is the fervor for these favored islanders that there's actually a thriving internet trade in them. People pay big bells to get just the right animal associate.

Or, you can just go with what the game gives you. I mean, it's not like they don't provide opportunities to put your thumbs on the scales of who you get, through the campground and Mystery Island features. If you really care about it you could hunt up the right amiibo card. But why?

Truthfully, such is the demand for these characters that a lot of islands end up with similar kinds of populations, and that feels like it flattens people's experiences with the game, a bit. I mean yeah, in terms of gameplay and unlocks and what you get and can do, the game largely sorts according to personality, and it doesn't matter which flavor of Lazy or Peppy or Snooty or whatever you get, it's just graphics. But those graphics matter; different villagers give different impressions according to their resting faces, the angle of their eyebrows, the waver of their mouths, and all those other aspects of cartoon expression that cause us to like one character and not another.

My suggestion, which is not based on any gameplay factor, is to not worry about it. Give the various characters a chance to grow on you. Muffy, for instance, a gothy sheep with black wool and was one of my starting two, took a bit of time to grow on me, but is now one of my favorite islanders. If you fill your island with the animal faces everyone says you're supposed to want, you'll miss out of the faces you don't know you'll love. And sure, some of them will fail to grow on you. But in a world like that of Animal Crossing, which is ultimately just a game with no real consequence, why not let the RNG just throw an assortment of fluffheads at you? Raymond is cute, sure, but so, in the final tally, are more characters. Instead of buying a character for millions of bells on the internet, or $15 of Real World Money for an amiibo, instead, I suggest just relaxing with who you get. Characters tend to ask to move out on a regular schedule anyway. 

Think of it like this. An Animal Crossing character is just a collection of flags and data files until the game's engine gives it life by actualizing it, throwing it on the screen. None of these characters exist, but they kind of do when the game selects them to interact with you, a living, actual person. And by chasing the popular characters, you deny many worthy polygonal animals the chance to be. Please folks, all I am saying, is give Muffy a chance.


Basics

It is impossible to know what your level of experience with either the main 	Animal Crossing series, or New Horizons, its fifth installment. In order to help us get onto the same page and offering some serious insight into the playing of the game, the strategy behind it, and how it's constructed, I offer this brief overview of the game and its systems. Think of this as the manual Nintendo didn't provide. If you've already gotten started, or have played an Animal Crossing title before, you will probably want to skip this section.

Animal Crossing is a "life simulation" game. Time in it passes at the same rate as real time (it uses the system clock to match the game's time to that of the real world). It provides a number of interesting activities, and a few goals, but no hard "ending." You play it until you get tired of it. That's just how it is.

You start out in a small house (or, in New Horizons, a mere tent). For this, you are in debt to a raccoon (actually a tanooki, which is like a brown raccoon, an animal native to Japan) named Tom Nook.

Nothing says you have to pay off this debt. There is no credit score to watch. Nook never pesters you for money, and is never less than friendly to you. There is no interest on the loan. Your first debt in New Horizons isn't even in money; it's in "Nook Miles," a promotional currency. There's lots of jokes about Nook being a harsh creditor, but truthfully, he's about as benevolent as a capitalist can hope to be.

But there are some reasons to pay off the debt: when you do you can get bigger home, although with a larger debt. There's several of these upgrades. In New Horizons, each level of house expansion offers more room to decorate and put furniture, sometimes in the form of additional rooms or floors, and a larger storage space. Also, some of the game's features are unlocked depending on how far your house has been upgraded, some of them very nice, but let's set that aside for now.

The storage space, especially, is a major incentive to upgrade. Your first non-tent house has a storage of 50 items or item stacks; the final upgrade is 32 times bigger. There's a lot of things in the game that you'll want to store, so the sooner you upgrade to the largest house the better off you'll be.

The total sum of all the monetary debts comes to a little over 5.7 million "bells," the game's primary currency. The benefit of paying off the last loan is fairly weak however; you get the largest house after paying about 3.2 million.

So how do you earn bells? There's lots of ways. Here are the main ones: you can sell fruit to the island store, you can make "DIY furniture" out of wood and other things you find around the island and which sell for significant bells, you can catch fish or bugs to sell, or you can play the highly lucrative, but risky, "stalk market." I go into detail on each of these things later on, but in brief:

    
        	Selling fruit, at first you'll probably get maybe five to six thousand bells daily. A good fruit setup can earn you around 100,000 bells a day. Two months of that and your debt is gone.

        	DIY furniture varies greatly based on what the store's "hot item" is that day. If it's something you have the recipe and ingredients for you can get a couple hundred thousand bells this way, but that's rare.

        	Fish and bugs require a pole or net, respectively. Fish range from about 400 to 15,000 bells; bugs from 160 to 12,000. Fish are more reliable, especially if you aim towards the larger specimens in the ocean; the most valuable bugs are mostly the rarer ones and hardest to catch. Since these allow you to convert play time, more or less, into money, they are the choice of the player with a lot of time to play. Don't forget to donate the first catch of each species to the museum; it'll pay off eventually. (As of this writing a third type of collection/bell opportunity has been introduced, diving for sea creatures. It is of similar nature to the others.)

        	The stalk market involves time and investment capital, but can be a fairly consistent way to multiply the money you put into it. Nearly all the people with very large numbers of bells (ten million or more) get it that way.

        	Shells wash up on shore periodically, a slow but consistent source of funds.

        	Every day, four fossils are buried randomly somewhere on your island. You can get these identified, then donate them to Nook's owl friend Blathers (a good idea) or sell for bells (best if you find duplicates). If all sold, this averages out to about 13,000 bells daily.

        	There are a total of six rocks scattered around your island. Using a shovel (recommended) or an axe (less efficient), you can hit these rocks a number of times repeatedly each day. Five of the rocks will give you DIY materials this way (stones, clay, iron nuggets or, rarely, gold nuggets); one of them will give you bells, up to 16,500 of them.

        	Every day, every human player on your island will have generated their own "Shining Spot" somewhere on the island. That person will find 1,000 bells buried there, but more significantly, burying up to 10,000 bells on that spot will cause a tree to sprout that, in four days' time, will become a money tree bearing three times the amount of money you planted. (You can try burying larger sums, but only up to 10,000 bells are guaranteed to sprout.)

        	Up to ten "hardwood" (non-fruit) or "cedar" (evergreen) trees will drop 100 bells each every day if you shake them. Also, two such trees will drop pieces of furniture, and five of them will drop wasp's nests. Although the wasps are a bit dangerous, they sell for 2,500 bells if caught with a net, and their nests sell for 400 bells.

        	Periodically balloons will float through the air over your island, bearing presents. Using a slingshot, you can pop the balloon and take the present's contents for yourself. Usually this is inexpensive furniture, but it can be DIY material, from 1,000 to 10,000 bells, and, very rarely, either a gold nugget or 30,000 bells.

        	You can pick flowers and sell them too, but that tends to be fairly light in income unless you get the really rare flowers: blue or gold roses.

    

Another thing you can try to do with your island is improve it's "evaluation rating." Depending on a few secret factors (discussed elsewhere), your island gets a rating from one to five stars. An important early goal is to get to a three-star rating, which causes musician K.K. Slider to begin visiting your island once a week.

Also, living on your island are up to ten animal residents. These quirky anthropomorphs are drawn from a bank of over 400 possibilities, and are organized both according to species and personality. They're all pretty entertaining to talk to, and some players fixate on trying to attract the most desirable mix of neighbor to their island neighborhood.

Then there's the catalog. When you obtain a piece of furniture, clothing, wallpaper, flooring or rug for the first time, even if you held it for just a  moment, it goes into the catalog, a long list of every item you've ever touched. In addition to tracking your past possessions, many items can be reordered if they're in your catalog, so even if you sell it to free up storage room, you can get more later. Every player on your island has their own catalog; you can check it from the Nook Stop terminal in Resident Services.
Up to eight human players can have their own houses on one island. The first player to play is special; they are the resident representative, and generally decisions about where buildings go and what is constructed are made by them. Other players can still do most things, but only the resident representative can make layout changes or terraform.


On Tools

Animal Crossing games have historically provided six major tools and a couple of minor ones. The major ones are the Fishing Rod, the Net for catching bugs, the Shovel for digging things up and burying them (and hitting Money Rocks), the Watering Can for encouraging flower growth, the Slingshot for shooting down balloons, and the Axe for chopping down trees.

In New Horizons the effects of some of these have changed. The Shovel and Axe both also harvest materials from rocks other than the daily Money Rock (the Shovel is a little better at this than the Axe), and the Axe also gets wood from trees; there exists a variant of the Axe, the Stone Axe, that only gets wood and cannot chop trees down.

All of these tools are joined by Flimsy versions that you'll probably see first. Instead of just buying tools from Nook's, you can make them yourself, and probably will do this quite a bit. But additionally, all of these tools now suffer from wear; after from 10-40 uses of a Flimsy tool or 30-100 of a normal one, it'll break and you'll have to get another one. In most previous games, only Axes suffered from wear.

There is nothing as disruptive to your flow than being halfway through some project and suddenly having your tool disappear in a puff of smoke, requiring you to run home, or the store, to get, or even make, another one. There's two solutions to this: either always carry spares, or carry the resources to make more and keep a DIY workstation near where you're working. Neither are satisfactory, really. Personally, I carry a spare fishing pole, net and shovel.

Like in past Animal Crossing games, every tool has a gold version. In New Horizons, golden tools have extra durability; they are good for 200 uses, and some have special powers. The Golden Watering Can waters nine spaces at a time and is capable of allowing a black rose to produce gold roses; the Golden Slingshot appears to be able to hit balloons at greater distances; the Golden Axe may have an increased chance of getting Gold Nuggets from rocks (described later). These benefits are offset by a huge drawback: all the golden tools require a Gold Nugget to construct. Gold Nuggets are rare output from rocks (1% chance per strike, according to Nintendo's official guide), and very rarely from balloons. They sell for 10,000 bells, but this is way beneath their real value. 10,000 is the average output from 20 non-native fruit trees, but it'll probably be several days of devoted rock bashing between Gold Nuggets. Given there's a good number of DIY recipes that require Gold Nuggets, their value is way greater than that of 100 extra tool uses.

Notes
The holes made by the Shovel tool are a bit "grabby": if you're planting flowers or trees in an open field, they tend to go at your feet, but if you're facing a hole and are carrying a shovel, you'll tend to place them in the hole. If you put your shovel away, this doesn't apply. This might sound like a minor thing reading this, but eventually you'll be glad you know this.


Minor Tools

My definition of a minor tool, in New Horizons, is one that doesn't accrue wear. The most used of these are the Ladder and Vaulting Pole, which you were likely exposed to in your first days of play. Ladders allow you to scale cliffs going up or down, and Vaulting Poles let you leap across rivers. Ladders can only be used at a straight section of cliff, and Vaulting Poles will only work across rivers that aren't too wide, but usefully, both work at diagonals, which is a detail it's easy to forget.

Many people, as a convenience to themselves and a consideration to others, soon build inclines and bridges on their island to eliminate the need for Ladders and Bridges, and to remove them from their essential carry-around toolset. It's important to remember to pick them back up when visiting Mystery Islands though, or else be prepare to bootstrap up from tree branches to enable complete mobility.

Some other minor tools:


    	Wands are used for quick clothes-changes. It's usually a while before you get one of those. When you get one you unlock the option to edit wand outfits at closets. When you're changed into a Wand Outfit it's considered a "transformation," as if you were a tokusatsu character. While "transformed," you cannot change clothes at closets, use the changing room at the Able Sisters' store, use the Island Designer app or do other things that require changing your clothing until you turn back.

    	Umbrellas supposedly offer rain protection, but appear to have no game mechanic purpose. You can twirl them though.

    	Fans, like umbrellas, are pretty much aesthetic. You can wave them.

    	Some musical instruments work as tools, in that you can hold them in hand and play them. A couple of examples are tambourines and pan flutes.
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On Tool Overextension

Tools can accrue wear in a variety of ways, but the times when they actually break are constrained. A tool can only break when used successfully. Fishing poles only break when they successfully catch a fish, nets only break when they catch a bug, watering cans only break when they provide benefit from watering a flower, and slingshots only break when the shoot down a balloon. Axes and shovels only break when they hit a tree or rock.

Tools also never break in the middle of a time-limited circumstance, like being in the middle of a Fishing Tourney or Bug-Off round for net. For shovels and axes, this includes the timer that runs when you hit a rock repeatedly for resources or bells: shovels and axes never break if you get resources out of a rock from a hit. If you hit the rock and nothing comes out, it does get a chance to break. Also, while fishing rods/nets never break during a Tourney/Bug-Off round, they can break if the timer expires while the notification message from catching something is on-screen; the break check happens after the window closes!

When a tool reaches maximum wear from an unsuccessful use, it enters a state that I call overextension. It still exists and can be used, but the moment it is successfully used in a non time-constrained circumstance, it'll break.

Tool overextension can be taken advantage of. An overextended tool still sells for its normal value at Nook's, which is a way to effectively both get the money out of selling a gold nugget while using it to make a golden item. The only problem is, unless you've been tracking how many times you've used a tool, it's hard to know when it's entered into overextension.


On Golden Tools

One of the greater mysteries in each Animal Crossing game is what special benefits are offered by the golden tools. In previous games, each golden tool had some special benefit. Axes in those games were the only tool to break, so the golden axe was made unbreakable.

In New Horizons, tools all carry wear and eventually break, even their golden versions, although they do all have two or three times the durability of a normal tool. Although they're more durable than their normal counterparts by a factor of two or three, depending on the tool, it requires a gold nugget, a rare and valuable material, to make them. Gold nuggets most commonly appear from hitting rocks with shovels or axes, at a rate (according to the Official Guide) of 1% per strike. Many players figure it's not worth the cost to make these tools. They may be right.

In addition to the greater wear, the special powers of the golden items seem to have returned, although we're so certain what they are. The Golden Watering Can can cause a black rose to produce a rare and valuable gold rose, for example. The other golden tools are not so certain as to their purposes.

If you want to make golden tools, you'll need gold nuggets. It has been observed, when you eat a piece of fruit, your character gains a state called energy. While energized, entire trees can be dug up with a shovel, and rocks can be smashed apart with a shovel or axe. On your home island, destroyed rocks return over time at the rate of one per day. Of course, on a Mystery Island, you don't care what happens to rocks. If you break apart a rock with energy, and there's still resources in it, your chances of getting a gold nugget appear to be much greater. In one battery of tests I ran, I got three gold nuggets in 41 rocks I destroyed this way. Of course, you miss out on some other resources by doing this. Further tests are necessary here to find the best compromise between gaining common resources and gold nuggets.

There's a couple of other miscellaneous ways to get gold nuggets. Once in a great while you'll get one from a popped balloon. And one of the rare Mystery Islands has a rock that, when struck, always produces gold nuggets. If this rock is hit a full eight times with a shovel, then that is by far the most efficient way to get gold nuggets. Sadly, the chances of getting the island are less one-in-one-hundred. I have yet to see it myself.

What are the golden tools, and how do you learn how to make them?

        
            	Watering Can: Achieve a Five-Star Island. See the section on the Island Evaluation. Once you know what to do, it's not hard. The Golden Watering Can puts Gold Roses, a potent source of profit, within your spherical grasp.

            	Slingshot: Shoot down 300 Balloons. There are lots of balloons floating in the skies above your island, so this is easier to reach than it sounds, and has a good chance of being the first golden tool you unlock. It's uncertain what the Golden Slingshot really does, but it seems to be easier to shoot down balloons with it, and you may get slightly better presents when you do. Or, you may not. Like I said, it's uncertain.

            	Fishing Rod: Complete the Fish Critterpedia. Effects are undetermined at this time.

            	Net: Complete the Bug Critterpedia.  Effects are undetermined at this time. Since you have to catch all the bugs or fish, unless you time travel or spend time on other islands in the Southern Hemisphere or with odd date settings, these will likely be the last golden tools you get.

            	Axe: Break 100 Axes. With some time and spare bells you can get this one pretty quickly, by purposely buying a lot of Flimsy Axes and breaking them against trees or rocks, over and over. While the precise effects are unknown, over a month of testing and record keeping lead me to suggest that Golden Axes may have a greater chance of getting gold nuggets, when used to hit rocks, over normal shovels, at a rate of about one gold nugget for every twelve rocks exhausted. But there's weird exceptions: sometimes a given golden axe just decides to stop producing gold. Also, axes produce fewer resources per rock; there's only enough time to get in seven hits with an axe, as opposed to a shovel's eight. Testing continues.

            	Shovel: Help Gulliver 30 Times. It might be the case that a Golden Shovel might have similar gold producing properties as a Golden Axe, but it takes a lot longer to earn. It is said that helping Gullivarrr, Gulliver's red-themed, piratey clone introduced in version 1.3, also contributes to this count.


        


On The Grid

Since the first game, all the Animal Crossing villages/towns/islands have had, as their basis, an invisible grid of spaces. You and your villager friends may be able to move around freely on the ground, but most game interactions actually occur according to this simpler basis. To some extent, the analog world you see in the game is an illusion; the true nature of reality is just as discrete as that of a classic roguelike. All items, when dropped, snap themselves to this grid, all flowers grow within the confines of one of its spaces, buried objects center themselves within their square, seashells appear in a space, trees grow within a space, patterns center in a space, and so on and so on.

New Horizons attempts to muddy this by allowing you to place and move furniture around in half-space increments, both in your house and in the outdoors, but this is a little hacky, and was possibly the source of a glitch, patched out in version 1.2.0, that allowed people to clip outside of the expected explorable regions of the map.

Since the original Animal Crossing, this grid has been the source of some unexpected, and at times frustrating, behavior. When you plant flowers, and they don't go where you expect them to, the fault lies with the grid. When fruit from a tree or a present from a balloon vanishes entirely on landing instead of anywhere you can see, the reason is the grid. Here I hope to explain its nature, and how to work with it instead of against it.

When you drop an object or plant a flower, there is a certain process the game goes through to decide where it goes. The first thing it does is try to figure out what your current space is. Although you can walk around freely, when interacting with items, what actually matters is your current space, and what direction (sometimes including diagonals, sometimes cardinals only) you're closest to facing. These two factors are what's most important, and in fact the game will try to subtly move and face your character to match that space and direction when you perform an action, to better make the animation fit the action. Animal Crossing does this all the time. Seriously! Watch for it happening! Most of the time, when the hole you try to dig or the flowers you try to plant don't go where you wanted, it's because you were close to the edges of the grid lines, or you were facing just a little outside the area you expected to be in.

After figuring out your grid position and direction, in the cases of planting or dropping, there's then a search order the game goes through to try to find a place for the object you're positioning. I call this planting order, and mastering it is the key to rapidly planting perfect gardens. Diagonal facings don't matter at all for this: the game only considers the orthogonal direction you're the closest to facing in. Here is the order, assuming you're facing north:

[image: plantingorder]
If you're facing a different direction, then this chart is effectively rotated to match it. First, the game tries to place the item/flowers/pattern beneath your feet. If that's unavailable, it tries to put it in the space ahead of your current space. After that the order goes: forward and to your character's right, forward and to the left, to the right, to the left, behind and to the right, behind and to the left, then directly in back. If all of these spaces are unavailable, because they're already occupied or are illegal placements (such as on the stairwell inside your house), you're told there's nowhere to place the item. All uses of "right" and "left" here are according to your character's orientation.

Another source of frustration with the grid is when the game has to find a location for an item, can't find one, and so causes the item to just fall through the ground, never to be seen again. Like when you shake a fruit tree surrounded by flowers. Since flowers take up space in a location, the fruit cannot go there. If nowhere nearby can be found for the fruit, it vanishes. When a present falling from a popped balloon lands, the game performs a check a lot like the one for dropping items to figure out where it should go, and if no location can be found within that 3x3 area, it disappears. This can especially cause problems when popping balloons over the interface between the beach and the grass. This boundary is composed entirely of illegal spaces. If the present lands on a diagonal stretch of this boundary, there might be fewer free spaces nearby than you think, and it won't take many flowers or other items filling those spaces to make it impossible for the present to land.

The designers of the game realized this, and their attempt to work around it is the cause of an unusual behavior by balloons: they will refuse to float over buildings, inclines, bridges or the plaza around Resident Services. It's true! If a balloon is on a course that would take it over such things, it will stop at its edge and try to navigate around it. This is because items cannot be retrieved from building roofs, and the entirely of bridges, inclines and the plaza are illegal placements for items. If you popped a balloon over any of those the present would have no choice but to evaporate, and that would raise uncomfortable questions, such as: why is the entirety of the plaza illegal placement? (Answer, most likely, is to eliminate questions about what happens to items when things have to be put in the plaza for events or other reasons.)


On Mystery Islands

Early on Tom Nook spots you a ticket for a free seaplane trip to a "Mystery Island," as part of a "Mystery Tour." While there are random elements in their generation, such as the choice of map, these layouts themselves are fixed, and maps of them all are available on the internet. (All the known islands can be seen on the Animal Crossing Fandom Wiki.)

You can't pay for a Mystery Tour using bells. It costs 2,000 Nook Miles to go on a Mystery Tour. These are a potential source of many resources, useful if your home island has been depleted of a given source or has temporarily run out for a day. In particular, they are a good source of rocks for gaining stone, clay and iron nuggets, and the occasional gold nugget. They are also often a good way to earn stuff to sell for bells, although the earning potential varies greatly. It might be better off just to sell the ticket instead: they bring in 10,000 bells when sold at Nook's Cranny, although that is a still worse exchange rate than buying Bell Vouchers with them. (Sold Mystery Tour tickets bring in five bells to the mile spent, but vouchers get you six.)

Here are a few notes regarding these islands:


    	One island is notable for having grown bamboo stalks instead of trees. It doesn't have naturally-occurring fruit or wood, so if you don't want to be limited to sprouts, bring fruit to dig up complete plants. A few other islands may be missing important resources like trees, so, while bootstrapping is often an option, it sucks to draw a truly rare island and not be able to make the tools to allow you to extract all the goodies from it.

    	You'll generally want to bring your own tools, but if for some reason you don't have some, such as you forgot them or they break, you can buy flimsy versions from Wilbur (the pilot) for 100 Nook Miles each. Or you can use materials on the island to build tools yourself; most islands contain everything you need to construct a full complement of tools from scratch. See "On Bootstrapping," below.

    	One of the rare islands you can get (but only at night) is the infamous Scorpion Island, aka Tarantula Island. (The two critters are largely the same, just appearing at different times of year.) See On Bugs for information on dealing with them. Some sources suggest that you can "create your own tarantula island" by clearing out all the trees and bushes, but my own tests have been inconclusive. In any case, tarantulas and scorpions, and their special island, both only generate between between the hours of 7 PM and 4 AM.



Regardless of other factors, every island that contains at least one non-fruit tree will have a Wasp's Nest on it; remember, you can sell caught wasps for 2,500 bells, and nests for 500. If there's at least two non-fruit trees, there will also be a furniture item in one of the trees. Often (but not always) there will be a single fossil buried somewhere on the island, in the kinds of places that fossils show up (not in visibility shadows, for instance). And often (but not always), there will be a Message Bottle with a random DIY recipe card in it washed up on one of the shores.


On Bootstrapping

While you can trade Nook Miles for flimsy tools at 100 miles apiece, it is actually a rare case that you ever have to. All mystery islands, mysteriously, have simple DIY workbenches in place. Tree branches are available eventually by shaking any tree enough times. With those, you can make flimsy nets and fishing rods. Nearly all rocks on Mystery Islands are generated with a piece of stone near them. Use one of these stones with five tree branches to make a Flimsy Axe. Use this to harvest wood from trees. Use five hardwood to make a Flimsy Shovel. Use the shovel (or the axe in a pinch) to hit rocks to get stone for making more Axes if needed to get more wood, or iron nuggets to make normal versions of the tools. And you can use the wood to make a Ladder (for four of each type) or a Pole (for five softwood).

Also note, the necessity of bringing a Vaulting Pole has decreased now that you can swim around in the ocean if you're wearing a Wet Suit.

Finally, you should keep in mind that a handful of Mystery Islands may not be possible to bootstrap on. The bamboo island mentioned earlier doesn't have tree branches or wood, so you can't make tools solely from materials found there. Some other islands may be similarly constrained.


On Collecting

Animal Crossing is a game designed with great care. Little things that may seem like meaningless details, like the color of the balloons that float over your island, are in fact significant. The game is full of clues, if you watch for them.
In this design, there is one tool that is used over and over, maybe even to excess: giving the player a random selection from a set, with an implicit goal of completing the set.

Here are just some examples:


    	Completing the museum's various collections: fossils, fish, bugs and art.

    	Registering all the K.K. Slider songs.

    	Getting all the Bug-Off and Fishing Tourney special items.

    	Getting all of Saharah's rugs, wallpaper and flooring.

    	Getting all of Gulliver's furniture.

    	Getting all of Celeste's DIY recipes.

    	Getting all the DIY recipes overall.

    	Meeting every possible islander, out of over 400 possibilities.

    	Befriending every possible islander and getting their portraits. Yikes!

    	Completing the catalog. Good luck with that.



And with the update to 1.3.0, there's also getting all of Pascal's stuff too! Until updates cease, it's in fact impossible to complete everything this game has to offer.

Some of these tasks are Herculean in stature, and will keep a dedicated player busy for a long time, perhaps years. Most people's interest will wane long before then, but there's still the lesser tasks to interest you. Completing the fossils section of the museum, for instance, can be done in three weeks or less depending on your resources, and resourcefulness.

And the tricks and strategies you use to compete the lesser tasks also apply to the greater ones. With wit and dedication you can cut goals that might take years down to more manageable forms. Here, I tell you what you can do, in general, to scale these huge heights, advice that should help steer your efforts, even in tackling activities not yet released.


The Coupon Collector's Problem

Here is a thought experiment. Imagine taking a die, of the standard six-sided type, and rolling it, writing down the numbers you get. How long will it be until you exhaust the die, rolling every possible result it can give?
Here are some facts about this process:


    	There is no upper limit to the number of rolls you'll make. If all the rolls are truly random, then it's always possible that you never get a certain number within a finite number of rolls. It's vanishingly unlikely, but you could be rolling until the end of time. That's just the nature of randomness.

    	The first roll always makes progress. The first time you roll the die, no numbers have been rolled, so you'll always get a number that hasn't been gotten yet. You'll always make progress in completing the set.

    	The more of the probability space you fill, the harder it is to make more progress. The first useful roll can be anything. The second can be anything but what was rolled first. The third, anything but those two picks, and so on. You can think of it as trying to hit a number from a smaller and smaller list of targets.

    	The odds of filling the last part of the space, per roll, is equal to 1/[size of space]. The first roll can be anything; the last one must be only one thing.



It's impossible to predict how many rolls it'll take, but we can get a sense of how many it'll be on the average, speaking statistically. The first chance is 100%; the second, five-in-six; the third, one-in-three; the fourth, one-in-two; the fifth, one-in-three; and the last, one-in-six. We can figure out the average number of attempts it'll take to make progress at each stage, add those together, and that's how long we can generally expect to be rolling.

So: the first roll always succeeds, so that's 1. The second is 5/6 for the first time, to get the average number of rolls (that is, the number of times that will make progress 50% of the time), we invert the fraction: 6 times out of 5, or 6/5. We continue doing this, giving us a series: 1+6/5+6/4+6/3+6/2+6/1, or 14.7 rolls. That wasn't too hard. Notice, though, it's more than twice as many sides as there are to the die.

A "one-sided die" (think of a ball) will always be exhausted on its first roll. A two-sided die (a coin) will exhaust after about 1+ 2/1, or 3 flips. A three-sided die (they exist, but are not commonly seen), after 5.5 rolls. Even from there, as you increase the number of rolls there are to get, you more-greatly-increase the average number of tries it takes to get them all.

In statistics, this is a classic situation called "The Coupon Collector's Problem," the term dating back to the days when kids would collect different coupons from product packaging in the hopes of getting a complete set, either for personal satisfaction or to trade to the product maker for some prize. It's also the same kind of situation as trying to get every baseball cart in a set from random packages, or every Magic card, although that case is complicated by the cards intentionally having different levels of rarity. Animal Crossing games are chock full of Coupon Collector's Problems.

One thing about Coupon Collecting, when you have large sets to complete, the time required balloons upward. For example, if there's only five total kinds of coupons to collect (equivalent to getting all the rolls out of a five-sided die), on the average it'll take you around 11.42 tries to get them all; if there's six kinds, you'll average 14.7 tries; if there's seven, 18.5 tries. At ten types, you'll typically need to roll almost 30 times. At twenty, nearly 72 rolls are needed. Each additional type increases the number of rolls required by more than the last. The fossil hunt has (as of this writing) 63 possible finds, requiring, on the average, almost 356 rolls; it is fortunate that you can find up to four a day, which, assuming you find all of them and that all fossils appear with equal frequency, reduces the average time required to "only" around 89 days.

I point out to you now that Animal Crossing New Horizons' catalog contains thousands of items and variations....


Strength In Numbers

One thing these examples of Coupon Collecting have in common with their Animal Crossing cousins is that, by working together with other collectors, you can drastically decrease the time needed to complete a set.

Two people working together, giving to the other those set elements of which they have duplicates, to complete their sets each take half the average time. Two people trying to complete their fossils museum exhibit each take on average 44 1/2 days, and three people take around 30 days. This is because what may be a wasted item for one person could be given to another to help them finish their own collection.

There are other ways that the game helps players fill out some sets. The game hands out spare copies of some DIY recipes to pass along to other players. Several characters keep track of items a player has already received in order to give a complete set before they start handing out random items. Characters who do this include Flick and C.J. (during their special events), Celeste, Gulliver, Gullivarrr and Pascal.

The case of filling out your K.K. Slider collection is interesting because, in addition to being offered a random song from the Nook Stop terminal in Resident Services every day, you can request a song from the dog himself once a week at his performance. There are four songs (Animal City, Drivin', Farewell and Welcome Home) you can only receive in this way, which should be your first picks, but after that you can make sure to only ask for songs you don't already have, greatly reducing the time needed to get a set on average from daily random selections from 482 days, over a year, to potentially just a few months. (Provided that your birthday is in those months—the song K.K. Birthday is only available on that day.)

Some other special cases are completing the fish, bug and sea creature sections of the museum and Critterpedia. These are not limited to once a day but to however many collection events the player chooses to have, but on the other hand many creatures simply cannot be caught except at certain times of the year. This can be somewhat alleviated by visiting other-hemisphere islands (best) or time travel (vaguely disreputable and certainly disruptive).


The Biggest Set: Completing the Catalog

The Catalog is Animal Crossing's version of a secret ultra-boss in a JRPG. You can do everything else in the game and still not have made a sizable dent in the Catalog. Since most other tasks reward you with items that appear in the Catalog, even if you can't buy them from there, finishing the Catalog is the last accomplishment you'll probably achieve.

There is one thing that puts the Catalog in reach of people not prepared to dedicate years to playing this game, and that's, to get something in the Catalog, you only have to have "owned" it once. If you pick up a super-rare object that someone else earned and immediately drop it, it doesn't matter to the game, for purposes of Catalog completion it counts.

But there are still some items that, judging from past games, are so difficult to earn that even this is not much of a consolation. Previous games have given items (feathers) for maxing out your bank account, which in those games happened at 999,999,999 bells.

There are items in the game that don't explicitly appear in the catalog. The posters you get for scanning in Animal Crossing amiibo figures and cards are not catalog items in the traditional sense, since they don't appear in the grand list of items.

I must leave you to your own devices on this one. Good luck.


On Collectables

From one point of view, Animal Crossing is largely a game of collecting. You have a variety of sets to try to complete, and a variety of ways to get the items that make them up. Some of the sets you get rewarded for finishing, but most of them the items are their own reward, or just the satisfaction of completing a goal. Nothing in the game says you have to do any of this, but the games seem geared especially to give completionists a hard time.


On Fossils

Where to find them: Every day, appropriate spaces permitting, the game buries four fossils in random locations on your island. These can be almost any grass surface that's not covered by an item (placed or dropped) or in a visibility shadow (see On Shadows).

Once dug up, they can be taken to Blathers (or Tom Nook if Blathers has not yet come to your island) to be identified, then they can be either donated to the museum if they don't already have one of that type, sold to Nook's Cranny for substantial bells (usually over 1K), or even set up in your house our out-of-doors, where they make for attractive installations.

The Fossils section of the Museum is almost always the first completed by a new player, and can be done in mere weeks. There is no reward for doing so other than the pride of accomplishment, but fortunately identified fossil sales are a good source of income. If you can't find all the fossils on one day, it seems that the game will leave them in place and generate four more. I don't know what the limit in New Horizons is, but in the Gamecube version it was two full days' worth of fossils.

I can't find all today's fossils!

I have yet to find a day in which the game has not hidden all four fossils, but it is conceivably possible if there's no room for them on your whole island. I have never known the game to hide a fossil, a shining spot or other item in an item shadow (see On Shadows), those are excluded from random generation, so don't bother searching behind cliffs or buildings, or directly behind trees.

Almost every time I've found a fossil challenging to find, it turns out to have either been hidden behind a flower (they can be difficult to spot there) or behind the boughs of a tree, not behind the trunk, but behind the leaves on either side of the trunk. The funny thing about this is, it's easier to spot buried objects hidden behind flowers from the higher camera angle, but it's easier to spot things buried behind tree leaves from the lower camera angles!

So, keep looking, and try using different camera angles. And if you don't find all the fossils on a day, it seems some will persist to the next day, giving you another chance to find them.


The Fossils, Listed by Set


		Name
	Set
	Sell price


	
			Archelon skull
			Archelon
			4000
	

	
			Archelon tail
			Archelon
			3500
	

	
			Brachio skull
			Brachiosaurus
			6000
	

	
			Bracho chest
			Brachiosaurus
			5500
	

	
			Brachio tail
			Brachiosaurus
			5500
	

	
			Brachio pelvis
			Brachiosaurus
			5000
	

	
			Deinony torso
			Deinonychus
			3000
	

	
			Deinony tail
			Deinonychus
			2500
	

	
			Dimetrodon skull
			Dimetrodon
			5500
	

	
			Dimetrodon torso
			Dimetrodon
			5000
	

	
			Diplo skull
			Diplodocus
			5000
	

	
			Diplo tail
			Diplodocus
			5000
	

	
			Diplo neck
			Diplodocus
			4500
	

	
			Diplo pelvis
			Diplodocus
			4500
	

	
			Diplo chest
			Diplodocus
			4000
	

	
			Diplo tail tip
			Diplodocus
			4000
	

	
			Iguanodon skull
			Iguanodon
			4000
	

	
			Iguanodon torso
			Iguanodon
			3500
	

	
			Iguanodon tail
			Iguanodon
			3000
	

	
			Mammoth skull
			Mammoth
			3000
	

	
			Mammoth torso
			Mammoth
			2500
	

	
			Megacero skull
			Megacerops
			4500
	

	
			Megacero torso
			Megacerops
			3500
	

	
			Megacero tail
			Megacerops
			3000
	

	
			Right megalo side
			Megaloceros
			5500
	

	
			Left megalo side
			Megaloceros
			4000
	

	
			Opthalmo skull
			Ophthalomosaurus
			2500
	

	
			Oplhalmo torso
			Ophthalomosaurus
			2000
	

	
			Pachy skull
			Pachycephalosaurus
			4000
	

	
			Pachy tail
			Pachycephalosaurus
			3500
	

	
			Parasaur skull
			Parasaurolophus
			3500
	

	
			Parasaur torso
			Parasaurolophus
			3000
	

	
			Parasaur tail
			Parasaurolophus
			2500
	

	
			Plesio tail
			Plesiosaurus
			4500
	

	
			Plesio torso
			Plesiosaurus
			4500
	

	
			Plesio skull
			Plesiosaurus
			4000
	

	
			Right ptera wing
			Pteranodon
			4500
	

	
			Lefa ptera wing
			Pteranodon
			4500
	

	
			Ptera body
			Pteranodon
			4000
	

	
			Right quetzal wing
			Quetzalcoatlus
			5000
	

	
			Left quetzal wing
			Quetzalcoatlus
			5000
	

	
			Quetzal torso
			Quetzalcoatlus
			4500
	

	
			Sabertooth skull
			Sabertooth tiger
			2500
	

	
			Sabertooth tail
			Sabertooth tiger
			2000
	

	
			Spino torso
			Spinosaurus
			5000
	

	
			Spino skull
			Spinosaurus
			4000
	

	
			Spino tail
			Spinosaurus
			2500
	

	
			Stego skull
			Stegosaurus
			5000
	

	
			Stego torso
			Stegosaurus
			4500
	

	
			Stego tail
			Stegosaurus
			4000
	

	
			Tricera skull
			Triceratops
			5500
	

	
			Tricera torso
			Triceratops
			5000
	

	
			Tricera tail
			Triceratops
			4500
	

	
			T. rex skull
			Tyrannosaurus rex
			6000
	

	
			T. rex torso
			Tyrannosaurus rex
			5500
	

	
			T. rex tail
			Tyrannosaurus rex
			5000
	

	
			Dunkleosteus
			Single
			3500
	

	
			Acanthostega
			Single
			2000
	

	
			Anomalocaris
			Single
			2000
	

	
			Eusthenopteron
			Single
			2000
	

	
			Myllokunmingia
			Single
			1500
	

	
			Trilobite
			Single
			1300
	

	
			Amber
			Single
			1200
	

	
			Archaeopteryx
			Single
			1200
	

	
			Ammonite
			Single
			1100
	

	
			Australopith
			Single
			1100
	

	
			Coprolite
			Single
			1100
	

	
			Dinosaur track
			Single
			1000
	

	
			Juramaia
			Single
			1000
	

	
			Shark-tooth pattern
			Single
			1000
	





On Fish

Where to find them: Off the shores and in the rivers and ponds of your island.

Unlike fossils, without time travel it'll take most players the better part of a year to complete the fish section of the museum. Some fish simply do not generate outside of specific months. If you have a friend with an island set up for the opposite hemisphere, that can be a way to get some fish and bugs early, but if you do this you should be prepared to make many visits; some seasonal fish and bugs are also pretty rare. Also note, you cannot get Tarantulas or Scorpions outside their seasons this way, because they simply do not generate while in multiplayer mode.

There is a process to catching fish. A fish only goes after a lure if it's within a fairly narrow cone of vision in front of it. Fish swim to a new location every few seconds, and try to stay near a home location. Fish off shore or in rivers are continually swept away from land/in the direction of current, which means they almost always swim to get back close to home, which means they're usually facing towards the direction they're being pushed away from.

A fish's viewing area is a cone, so, lure placements near the fish's head have to be almost directly in front of it, while lures that are a short distance away don't have to be placed nearly as exactingly. Once a fish sees the lure (watch for the fish to suddenly move into position to attack the lure), pulling the line back in without the fish biting will scare it off. Until it sees the lure, however, you can retract your line safely.

A fish that sees the lure will nibble at it from 0 to 5 times before biting. Once it bites, you have a short window of time to press the A button to set the hook and pull it in before it flees. You don't have to press the A button more than once; despite the animation of you pulling the rod and the fish struggling, pressing the A button additional times has no effect at this point. Players of the Gamecube version will be glad to learn that the timing for catching rare fish has been relaxed a little, possibly to account for display lag on flat screen displays, and now having a fish escape is very uncommon, although still happens once in a while.

It's always a good idea to donate your first catch of each species to the museum. (You can tell these because your character exclaims "Yes!" when you get a new type.) Sold to Nook's Cranny, fish can bring in up to 15,000 bells, depending on type. Ocean species, large species and rare species tend to be more valuable. You can store fish indefinitely in your home's storage, placed on the floor or outside on the ground; when placed, the fish is automatically given a nice little aquarium by the unseen forces of the Animal Crossing universe. If you're willing and able to store fish until C.J. comes to your island, they can be sold to him for 150% of Nook's Cranny's buy price, so, up to 22,500 bells. This can be a good use for spare storage space, although note, you'll get almost as much benefit if you only store the most valuable fish. A 15,000-bell fish that you sell to C.J. gets you 7,500 bells for waiting; a 160 bell anchovy only nets you 80 more bells, but consumes the same amount of storage space.

A fish's species is determined upon generation, before you cast your rod, and some fish can be partially identified while still in the water. Different species have different sizes, may be long and thin, may have fins, and also their location (such as off the pier) can influence what type it is. Ocean fish never appear in rivers and vice versa, and pond fish are also a distinct category. One notable type of fish, the famous Coelacanth, only appears while it's raining. (Note, by convention, all creatures caught with a fishing rod are considered fish, even frogs and snapping turtles.) On your island, fish are typically loathe to appear too close to another fish, and tend to persist even if you walk several screens away from it. If you're trying to target rare or high-value fish, it can be useful to purposely scare off fish that don't fit the profile you're looking for, by running (with the B button) close to the fish's location, opening that spot up for another, maybe better, fish to appear there. Entering and leaving a building (in single-player mode at least) regenerates all fish on your island.

A thing that makes fish unique among the critter types, in New Horizons there is an item, the Fish Bait, that can force a fish to appear. You can make it from a DIY recipe that you learn the first time you dig up a Manilla Clam (look for the tiny holes that sometimes appear on the beach). The fish generated will be of an appropriate species for where you used the bait. Using fish bait is legal during a Fishing Tourney round, and is nearly the only way you'll be able to catch more than eight fish in a round.

The Bottom Line

If you want the most bells, where and when to fish? Well....

The most valuable fish are Stringfish, Barreleye, Coelacanth, Golden Trout, Dorado and the Great White Shark, all at 15,000 bells each at Nook's and 22,500 sold to C.J. Several other notable fish are Whale Shark, Saw Shark, Sturgeon, Blue Marlin, Arowana and Arapaima, which are all worth at least 10,000 bells to the store.

Through the months of June to September (December-March in the Southern Hemisphere) finned fish (those with a fin sticking up out of the water) appear off the coasts. These fish are great because they are all high-value; even the least valuable of them all, the Suckerfish, is worth 1,500 bells, and it can be picked out for being slightly smaller than the other sizes. This makes finned fish terrific targets during these months for a bell-chasing angler. For the most targets fish in the evening, from 4 PM through to 9 in the morning.

If it's raining, the fabled Coelacanths appear all year round and at all hours, and in the evenings Barreleyes also appear throughout the whole year. While both of these fish are fairly rare, they sell for 15,000 at the store, and are worthy contributions to the museum. Because they aren't restricted by month, you can always chase after them, although note that Coelacanths only appear on rainy days.

Regardless of the month, Ranchu Goldfish and Koi appear in ponds for 4,500 and 4,000 bells respectively, and in oceans the large-sized Red Snapper, that Animal Crossing mainstay, is fairly common and worth 3,000 bells. March through November another long-sought fish, the medium-sized ocean fish the Barred Knifejaw and worth 5,000 bells, is known to appear.

Among the least-chased, most-cursed fish are the two bass, the Sea Bass and river-based Black Bass, both worth a pitiful 400 bells to the store. Even a single Red Snapper is worth more than seven bass. It's not unknown for serious fisherfolk to keep fishing after their pockets are full, just throwing back a bass every time they catch something of significant value, or a goby, perch, turkeyfish, dab, dace, chub, squid or other low-valued fish (or cephalopod).

March through May and October through December are where Golden Trout appear in high-elevation rivers. While the number and variety of easily-identifiable finned fish are hard to beat from June to September, if you're outside of those months Golden Trout are worth seeking out. When we get from January through March the most valuable fish (outside the Coelacanth and Barreleye) are Sturgeon, appearing from September through March at river mouths, and which cell for 10,000 bells. Not nearly as good as a Great White Shark, perhaps, but about the best you can ask for during these months.


The fish, sorted by value

A more detailed chart can be found on the Animal Crossing Fandom wiki.

   
      
         
            	
               Name
            

            	
               Location
            

            	
               Sell Price
            
         


         
            	
               Golden Trout
            

            	
               River (high)
            

            	
               15000
            
         


         
            	
               Stringfish
            

            	
               River (high)
            

            	
               15000
            
         


         
            	
               Dorado
            

            	
               River
            

            	
               15000
            
         


         
            	
               Great White Shark
            

            	
               Ocean
            

            	
               15000
            
         


         
            	
               Barreleye
            

            	
               Ocean
            

            	
               15000
            
         


         
            	
               Coelacanth
            

            	
               Ocean
            

            	
               15000
            
         


         
            	
               Whale Shark
            

            	
               Ocean
            

            	
               13000
            
         


         
            	
               Saw Shark
            

            	
               Ocean
            

            	
               12000
            
         


         
            	
               Arowana
            

            	
               River
            

            	
               10000
            
         


         
            	
               Arapaima
            

            	
               River
            

            	
               10000
            
         


         
            	
               Sturgeon
            

            	
               River (mouth)
            

            	
               10000
            
         


         
            	
               Napoleonfish
            

            	
               Ocean
            

            	
               10000
            
         


         
            	
               Blue Marlin
            

            	
               Pier
            

            	
               10000
            
         


         
            	
               Oarfish
            

            	
               Ocean
            

            	
               9000
            
         


         
            	
               Hammerhead Shark
            

            	
               Ocean
            

            	
               8000
            
         


         
            	
               Tuna
            

            	
               Pier
            

            	
               7000
            
         


         
            	
               Gar
            

            	
               River
            

            	
               6000
            
         


         
            	
               Mahi-Mahi
            

            	
               Pier
            

            	
               6000
            
         


         
            	
               Giant Snakehead
            

            	
               Pond
            

            	
               5500
            
         


         
            	
               Snapping Turtle
            

            	
               River
            

            	
               5000
            
         


         
            	
               Blowfish
            

            	
               Ocean
            

            	
               5000
            
         


         
            	
               Barred Knifejaw
            

            	
               Ocean
            

            	
               5000
            
         


         
            	
               Ranchu Goldfish
            

            	
               Pond
            

            	
               4500
            
         


         
            	
               Giant Trevally
            

            	
               Pier
            

            	
               4500
            
         


         
            	
               Koi
            

            	
               Pond
            

            	
               4000
            
         


         
            	
               Saddled Bichir
            

            	
               River
            

            	
               4000
            
         


         
            	
               Ocean Sunfish
            

            	
               Ocean
            

            	
               4000
            
         


         
            	
               Char
            

            	
               River (high) Pond
            

            	
               3800
            
         


         
            	
               Soft-shelled Turtle
            

            	
               River
            

            	
               3750
            
         


         
            	
               Angelfish
            

            	
               River
            

            	
               3000
            
         


         
            	
               Red Snapper
            

            	
               Ocean
            

            	
               3000
            
         


         
            	
               Ray
            

            	
               Ocean
            

            	
               3000
            
         


         
            	
               Betta
            

            	
               River
            

            	
               2500
            
         


         
            	
               Piranha
            

            	
               River
            

            	
               2500
            
         


         
            	
               Football Fish
            

            	
               Ocean
            

            	
               2500
            
         


         
            	
               Mitten Crab
            

            	
               River
            

            	
               2000
            
         


         
            	
               Moray Eel
            

            	
               Ocean
            

            	
               2000
            
         


         
            	
               Pike
            

            	
               River
            

            	
               1800
            
         


         
            	
               King Salmon
            

            	
               River (mouth)
            

            	
               1800
            
         


         
            	
               Nibble Fish
            

            	
               River
            

            	
               1500
            
         


         
            	
               Suckerfish
            

            	
               Ocean
            

            	
               1500
            
         


         
            	
               Goldfish
            

            	
               Pond
            

            	
               1300
            
         


         
            	
               Pop-eyed Goldfish
            

            	
               Pond
            

            	
               1300
            
         


         
            	
               Guppy
            

            	
               River
            

            	
               1300
            
         


         
            	
               Sea Horse
            

            	
               Ocean
            

            	
               1100
            
         


         
            	
               Cherry Salmon
            

            	
               River (high)
            

            	
               1000
            
         


         
            	
               Sea Butterfly
            

            	
               Ocean
            

            	
               1000
            
         


         
            	
               Surgeonfish
            

            	
               Ocean
            

            	
               1000
            
         


         
            	
               Butterflyfish
            

            	
               Ocean
            

            	
               1000
            
         


         
            	
               Bitterling
            

            	
               River
            

            	
               900
            
         


         
            	
               Sweetfish
            

            	
               River
            

            	
               900
            
         


         
            	
               Catfish
            

            	
               Pond
            

            	
               800
            
         


         
            	
               Tilapia
            

            	
               River
            

            	
               800
            
         


         
            	
               Rainbowfish
            

            	
               River
            

            	
               800
            
         


         
            	
               Olive Flounder
            

            	
               Ocean
            

            	
               800
            
         


         
            	
               Salmon
            

            	
               River (mouth)
            

            	
               700
            
         


         
            	
               Clown Fish
            

            	
               Ocean
            

            	
               650
            
         


         
            	
               Ribbon Eel
            

            	
               Ocean
            

            	
               600
            
         


         
            	
               Pond Smelt
            

            	
               River
            

            	
               500
            
         


         
            	
               Neon Tetra
            

            	
               River
            

            	
               500
            
         


         
            	
               Squid
            

            	
               Ocean
            

            	
               500
            
         


         
            	
               Freshwater Goby
            

            	
               River
            

            	
               400
            
         


         
            	
               Loach
            

            	
               River
            

            	
               400
            
         


         
            	
               Black Bass
            

            	
               River
            

            	
               400
            
         


         
            	
               Sea Bass
            

            	
               Ocean
            

            	
               400
            
         


         
            	
               Carp
            

            	
               Pond
            

            	
               300
            
         


         
            	
               Killifish
            

            	
               Pond
            

            	
               300
            
         


         
            	
               Yellow Perch
            

            	
               River
            

            	
               300
            
         


         
            	
               Zebra Turkeyfish
            

            	
               Ocean
            

            	
               300
            
         


         
            	
               Dab
            

            	
               Ocean
            

            	
               300
            
         


         
            	
               Pufferfish
            

            	
               Ocean
            

            	
               250
            
         


         
            	
               Dace
            

            	
               River
            

            	
               240
            
         


         
            	
               Pale Chub
            

            	
               River
            

            	
               200
            
         


         
            	
               Crawfish
            

            	
               Pond
            

            	
               200
            
         


         
            	
               Anchovy
            

            	
               Ocean
            

            	
               200
            
         


         
            	
               Bluegill
            

            	
               River
            

            	
               180
            
         


         
            	
               Crucian Carp
            

            	
               River
            

            	
               160
            
         


         
            	
               Horse Mackerel
            

            	
               Ocean
            

            	
               150
            
         


         
            	
               Frog
            

            	
               Pond
            

            	
               120
            
         


         
            	
               Tadpole
            

            	
               Pond
            

            	
               100
            
         

      
   


On Bugs

Where to find them: all over the place on the land area of your island.

Many of the things I said about fish are also true of bugs. They tend not to generate too near bugs that already exist; entering and leaving a building refreshes all the bugs; running near them tends to make them disappear; and it'll probably be most of a year before you can compete the bug wing of the museum.

Unlike fish, bugs are all identifiable before you catch them. There is a huge array of ways bugs can be hidden and snuck up upon; some of the are specific enough that you must yourself create situations that will sometimes generate specific bugs. Remember, to complete the bug section of the museum and gain the ability to make golden nets, you must donate every kind of bug, of 80 types!


    	Some bugs need flowers to appear.

    	One bug (orchid mantis) requires white, flowers, and one (peacock butterfly) needs purple, blue or black flowers.

    	Some bugs appear on the side of trees.

    	Some bugs only appear on palm trees, so be sure to plant some coconuts scavenged from a Mystery Island.

    	Some bugs only generate on tree stumps, so it's good to leave two or three of those on your island.

    	Five wasp nests are generated on your island at rollover every morning; catching wasps is not only a good defense against getting stung, but counts as one of the bugs, and they sell for 2,500 bells too. Wasp nests only appear in non-fruit trees.

    	One bug type (mole crickets), you have to hunt down by tracking them down from the sound of their cry, then dig it up.

    	Two types, bagworms and spiders, occasionally fall from the boughs of a tree when it is shaken.

    	If you fail to sell turnips before they rot, don't throw them all away just yet! Rotten turnips left outside on the ground can generate two kinds of bugs, ants and flies. Ants don't generate in any other circumstance, but flies are sometimes attracted by trash items: tires, cans and old boots.

    	Occasionally, one of your islanders will come down with fleas. Use your net when facing one that's itching (but not from too close, or else you'll just speak with them) to catch the flea, which isn't worth much to sell but gets you a couple of extra friendship points with the islander.

    	Walking leaves are bugs that appear to be a discarded furniture item until you get close to them, when they'll start to run from you.

    	On the shores, hermit crabs sometimes appear to be just empty conch shells, but when you get close they first shake in fear then sprout legs and try to get away. (Like how frogs are considered fish because you catch them with a rod, hermit crabs are considered bugs because you catch them with a net.)

    	In the winter, dung beetles will sometimes be spotted pushing snowballs around.

    	Moths show up around lights at night.

    	Pillbugs and centipedes sometimes appear after you strike a rock.

    	Three types of bugs can be found on the surface of ponds and rivers.

    	Snails are considered bugs, and can be found on rocks and bushes while it rains.

    	And a few bugs just appear in the middle of open spaces like fields. Two of these, tarantulas and scorpions, may attack the player if they are carrying a net.



Most placed bugs get their own little terrariums, but a few (ants, fleas and mosquitoes among them) get alternate arrangements, little cups that they are caged in.


The easiest valuable bugs to catch are probably wasps; once you get over the terror of their appearance, so long as you shook the tree from the bottom (south) and have your net out before you shake, you can usually catch a wasp by just pressing the A button repeatedly; the game automatically faces you towards the wasps, and their hitbox is large enough that even if the nest fell in your space, your net will easily catch the wasp swarm overhead! The only real dangers is not having a net in hand, and the possibility of the tree blocking your swing, which is why I suggest shaking from the south, for the nest cannot fall behind (north of) the tree.

If you do miss wasps with your first swing, you have just enough time to take a second swing if you do it immediately! If you miss again, what then? Wasps, while vicious and terrifying, are in one way very polite: they will never sting you if you're in the item menu! This means, if you don't have a net in hand, you can open the item menu and equip one while the swarm swirls around you, and, with precise timing, close the menu and catch it! I wouldn't count on being able to do this though… If you get stung, medicine, available at the store or as a DIY craft, can fix your face. If you get stung twice, you pass out and wake up at home. There is a Nook Miles achievement for this.

The worst thing about wasps is only up to five generate on your island each day. After those, the more valuable butterflies are good bets. After you donate their first catches, ignore the tiger butterflies and common bluebottles, they're just not worth it. The brilliant blue peacock butterflies are pretty good, but require purple/black/blue flowers to appear. Agrias butterflies move quickly, but the other types are easy catches.

There are four types of dragonflies: red, darner and banded dragonflies, and damselflies. The only significantly valuable ones are banded dragonflies, recognizable by their little stripes and much greater speed. Pretty much the only way you're going to catch one is by cornering it against a building or cliff face, or lucking out in swinging when they're turning in place.

Several types of bugs generate on flowers; one thing they all have in common is, if you get too close, they'll flee and you'll miss your chance to catch them. One example of the type is the orchid mantis, which only appears on white flowers. Both orchid mantises and their green praying mantis cousins will make a threatening pose if you get close to them; this pose is all for show, but stop moving when they do it or they'll escape.

A particular special case is the mosquito. They'll bite you, then vanish, if they get close to you while you're standing still. They're so tiny that it's hard to see them unless you can get to a neutral background, but you can hear the thin whine of their wings as they approach, and they're slow so once you can pinpoint their position they're not too hard to catch.

Cicadas and beetles like hanging out on stumps and/or the sides of trees. They tend to be very skittish and will flee if you approach them carelessly, often before you even see them. The way to catch them is to hold down the A button while your net is in hand: this will cause your character to stand, net held high in the air, creep slowly when you press a direction, and strike when you release A. Sometimes this is enough to get you in range, but a few types (the rarer beetles especially) require that you move extra slowly, by tilting the control stick lightly, while creeping with the A button. Even with this information catching them can be tricky; if you get too close to the beetle, your net will hit the tree and the bug will bug out. The key is in realizing that your net's range is a bit larger than it appears; you can often catch things that look like they're a little beyond your reach.

The kings of the bugs, of course, are the dangerous ones, the tarantula and the scorpion in their respective seasons, and which only appear in open spaces at night. If one of these bites/stings you, you pass out and wake up back at your house. It's not really a big penalty, but it feels dangerous, and of course it'll escape if it happens. The first step in catching them is not to panic. They will only attack you if you're carrying a net in your hands; if you aren't, they'll tend to run away. They only turn hostile once you get your net out. Hold the A button down to creep and they generally won't attack if you stop moving when they're shaking threateningly at you. When they stop shaping, you can advance a step; be ready to stop again. Repeat this game of virtual Red Light Green Light until you're close enough to catch it. They're worth 8,000 bells normally, 12,000 when sold to Flick. Important note: the plaza outside of Resident Services counts as empty space such that a scorpion or tarantula can generate in. If you enter Resident Services carrying a net, you can't change your tool while inside so you'll leave it carrying a net, and there's always that heart-stopping-yet-hilarious chance you'll exit the building with that net in hand at night, and a scorpion will be right there waiting to ambush you before you can react.

Since most bugs are visible around you, and you can tell what they are, you can chase them when they're worth being chased, and pursue other opportunities when they're not, which makes them a bit surer than fish.

The Bottom Line

The most valuable bugs, the Golden Stag, the Giraffe Stag and the Horned Hercules, are worth 12,000 bells at Nook's Cranny, but importantly, they only show up in July and August, the best bug months, and they only show up on palm trees, so remember to plant some coconuts on the beach! There are a good number of other palm tree-loving beetles that show up in those months, and they're also worth good bells. They show up from 5 PM through 8 AM, sometimes in surprising numbers. Don't forget that, if you have plenty of storage in your house, you can save up bugs for the next time Flick visits to get 50% more bells. But don't bother if the beetle is green; that's a Drone Beetle, worth only 200 bells.

It is easy to dismiss dragonflies flitting about as not worth the effort, as most of your early catches will probably be Darner Dragonflies worth a mere 230 bells, or a couple of other low-value species, but that would mean forgoing the similar-looking and valuable Banded Dragonflies at 4,500.

Tarantulas and Scorpions are a bit rarer now than they were when the game was first released, and although that does result in fewer heart-stopping moments coming out of buildings, it also means you aren't catching these valuable bugs as often. There is no month in which one of the two doesn't appear, and they're not really that hard to catch once you're prepared for them.


   The bugs, sorted by value

A more detailed chart, giving months and times of availability, is on the Animal Crossing Fandom wiki.

   
      
         
            	
               Name
            

            	
               Location
            

            	
               Sell Price
            
         


         
            	
               Golden stag
            

            	
               Palm trees
            

            	
               12000
            
         


         
            	
               Giraffe stag
            

            	
               Palm trees
            

            	
               12000
            
         


         
            	
               Horned hercules
            

            	
               Palm trees
            

            	
               12000
            
         


         
            	
               Scarab beetle
            

            	
               Trees
            

            	
               10000
            
         


         
            	
               Giant stag
            

            	
               Trees
            

            	
               10000
            
         


         
            	
               Tarantula
            

            	
               On ground
            

            	
               8000
            
         


         
            	
               Scorpion
            

            	
               On ground
            

            	
               8000
            
         


         
            	
               Goliath beetle
            

            	
               Palm trees
            

            	
               8000
            
         


         
            	
               Cyclommatus stag
            

            	
               Palm trees
            

            	
               8000
            
         


         
            	
               Horned atlas
            

            	
               Palm trees
            

            	
               8000
            
         


         
            	
               Horned elephant
            

            	
               Palm trees
            

            	
               8000
            
         


         
            	
               Rainbow stag
            

            	
               Trees
            

            	
               6000
            
         


         
            	
               Banded dragonfly
            

            	
               Flying around, stop and go
            

            	
               4500
            
         


         
            	
               Emperor butterfly
            

            	
               Flying around
            

            	
               4000
            
         


         
            	
               Queen Alexandra's birdwing
            

            	
               Flying around
            

            	
               4000
            
         


         
            	
               Great purple emperor
            

            	
               Flying around
            

            	
               3000
            
         


         
            	
               Agrias butterfly
            

            	
               Flying around
            

            	
               3000
            
         


         
            	
               Dung beetle
            

            	
               On ground
            

            	
               3000
            
         


         
            	
               Rosalia batesi beetle
            

            	
               On stumps
            

            	
               3000
            
         


         
            	
               Atlas moth
            

            	
               Trees
            

            	
               3000
            
         


         
            	
               Rajah Brooke's birdwing
            

            	
               Flying around
            

            	
               2500
            
         


         
            	
               Madagascan sunset moth
            

            	
               Flying around
            

            	
               2500
            
         


         
            	
               Peacock butterfly
            

            	
               Flying around near blue, purple and black flowers
            

            	
               2500
            
         


         
            	
               Wasp
            

            	
               Hardwood and cedar trees
            

            	
               2500
            
         


         
            	
               Orchid mantis
            

            	
               On flowers
            

            	
               2400
            
         


         
            	
               Jewel beetle
            

            	
               On stumps
            

            	
               2400
            
         


         
            	
               Giant water bug
            

            	
               On water
            

            	
               2000
            
         


         
            	
               Saw stag
            

            	
               Trees
            

            	
               2000
            
         


         
            	
               Tiger beetle
            

            	
               On ground
            

            	
               1500
            
         


         
            	
               Horned dynastid
            

            	
               Trees
            

            	
               1350
            
         


         
            	
               Paper kite butterfly
            

            	
               Flying around
            

            	
               1000
            
         


         
            	
               Man-faced stink bug
            

            	
               On flowers
            

            	
               1000
            
         


         
            	
               Hermit crab
            

            	
               Shore
            

            	
               1000
            
         


         
            	
               Miyama stag
            

            	
               Trees
            

            	
               1000
            
         


         
            	
               Blue weevil beetle
            

            	
               Palm trees
            

            	
               800
            
         


         
            	
               Diving beetle
            

            	
               On water
            

            	
               800
            
         


         
            	
               Walking leaf
            

            	
               Ground near trees
            

            	
               600
            
         


         
            	
               Bagworm
            

            	
               Hanging from trees
            

            	
               600
            
         


         
            	
               Spider
            

            	
               Hanging from trees
            

            	
               600
            
         


         
            	
               Migratory locust
            

            	
               Hopping on ground
            

            	
               600
            
         


         
            	
               Walking stick
            

            	
               Trees
            

            	
               600
            
         


         
            	
               Evening cicada
            

            	
               Trees
            

            	
               550
            
         


         
            	
               Mole cricket
            

            	
               Buried
            

            	
               500
            
         


         
            	
               Damselfly
            

            	
               Flying around, stop and go
            

            	
               500
            
         


         
            	
               Giant cicada
            

            	
               Trees
            

            	
               500
            
         


         
            	
               Violin beetle
            

            	
               On stumps
            

            	
               450
            
         


         
            	
               Bell cricket
            

            	
               Hopping on ground
            

            	
               430
            
         


         
            	
               Mantis
            

            	
               On flowers
            

            	
               430
            
         


         
            	
               Waker cicada
            

            	
               Trees
            

            	
               400
            
         


         
            	
               Citris long-horned beetle
            

            	
               On stumps
            

            	
               350
            
         


         
            	
               Firefly
            

            	
               Floating around
            

            	
               300
            
         


         
            	
               Common bluebottle
            

            	
               Flying around
            

            	
               300
            
         


         
            	
               Centipede
            

            	
               From hit rocks
            

            	
               300
            
         


         
            	
               Earth-boring dung beetle
            

            	
               On ground
            

            	
               300
            
         


         
            	
               Robust cicada
            

            	
               Trees
            

            	
               300
            
         


         
            	
               Pill bug
            

            	
               From hit rocks
            

            	
               250
            
         


         
            	
               Snail
            

            	
               On rocks and bushes during rain
            

            	
               250
            
         


         
            	
               Brown cicada
            

            	
               Trees
            

            	
               250
            
         


         
            	
               Tiger butterfly
            

            	
               Flying around
            

            	
               240
            
         


         
            	
               Darner dragonfly
            

            	
               Flying around, stop and go
            

            	
               230
            
         


         
            	
               Honeybee
            

            	
               Flying near flowers
            

            	
               200
            
         


         
            	
               Long locust
            

            	
               Hopping on ground
            

            	
               200
            
         


         
            	
               Ladybug
            

            	
               On flowers
            

            	
               200
            
         


         
            	
               Wharf roach
            

            	
               Rocks near shore
            

            	
               200
            
         


         
            	
               Drone beetle
            

            	
               Trees
            

            	
               200
            
         


         
            	
               Red dragonfly
            

            	
               Flying around, stop and go
            

            	
               180
            
         


         
            	
               Common butterfly
            

            	
               Flying around
            

            	
               160
            
         


         
            	
               Yellow butterfly
            

            	
               Flying around
            

            	
               160
            
         


         
            	
               Rice grasshopper
            

            	
               Hopping on ground
            

            	
               160
            
         


         
            	
               Grasshopper
            

            	
               Hopping on ground
            

            	
               160
            
         


         
            	
               Monarch butterfly
            

            	
               Flying around
            

            	
               140
            
         


         
            	
               Mosquito
            

            	
               Floating around
            

            	
               130
            
         


         
            	
               Moth
            

            	
               Flying around lights
            

            	
               130
            
         


         
            	
               Cricket
            

            	
               Hopping on ground
            

            	
               130
            
         


         
            	
               Pondskater
            

            	
               On water
            

            	
               130
            
         


         
            	
               Stinkbug
            

            	
               On flowers
            

            	
               120
            
         


         
            	
               Ant
            

            	
               Spoiled turnips
            

            	
               80
            
         


         
            	
               Flea
            

            	
               On neighbors
            

            	
               70
            
         


         
            	
               Fly
            

            	
               Spoiled turnips and trash items
            

            	
               60
            
         


         
            	
               Cicada shell
            

            	
               Trees
            

            	
               10
            
         

      
   


On Sea Creatures

Where to find them: off the shores of your island, beneath the surface of the ocean.

Added in the July 2020 update, and making a return from New Leaf, with this update you can put on a wet suit and actually swim out in the ocean. There is isn't really a lot to see out in the water, but something that is there is sea creatures, living down beneath the surface. Press the Y button to dive down to investigate trails of bubbles that come from below. Most of the stuff you find will be easy to collect, but once in a while you'll have a chase on your hands. When you catch whatever it is, you'll surface and show it off for the camera. Like fish and bugs, sea creatures can be donated to the museum too, and they get their own special page in the Critterpedia.

As with fish, what you find is determined when it's generated, not when you pick it up, and it's possible to tell some things ahead of time due to distinguishing characteristics. Both Seaweed and Sea Anemones produce more bubbles than average, and the very hard-to-catch creatures tend to be the more valuable types: Sea Pigs, Giant Isopods, Vampire Squid and Gigas Giant Clams. To catch them, try to steer them into the land, or the net surrounding the island.

By the way, don't forget that Blathers accepts sea creatures too, even though they don't have their own wing of the museum. They appear in the same tanks as your donated fish.

A special word must be said about Scallops. When you find one, there is a chance that a character, Pascal the otter, will appear and ask you to give it to him. In exchange he'll give you a special item, either a special Mermaid item, a Mermaid DIY recipe, or a pearl, a rare DIY material that's a component of all the Mermaid recipes. Even if you haven't donated one to the museum yet, it's usually a good idea to let Pascal have the first one, since it's only a matter of time that you find a Scallop that Pascal won't appear for, and scallops are generated all year.

Pascal can appear once a day, and there's a bit of mystery surrounding when he appears. I have seen people claim that there's a roughly 50% chance of Pascal appearing. Here is one of those little things that I hope my readers appreciates: I think this is bunk. Pascal appears nearly every time for me, except those times when his appearance is blocked. That is, when you find a scallop and surface for the "hooray" animation, the game looks some distance away behind and to the left of your character. Every time that I have found a scallop and there was no barrier in or near that location (including slightly off the screen!), Pascal has appeared to ask for my scallop. It almost feels like a sure thing at this point. It is possible for Pascal to appear if the north barrier is between you and his appearance location.

The Bottom Line

Gigas giant Clams sell for 15,000 bells, the same as the most valuable fish, but they're rare, a ton of work to get, and only appear May through August. Next up are Giant Isopods, unsettling creatures resembling a king-size pillbug, that appear July through October and sell for 12,000. In November through February you can find the charmingly-named Sea Pigs, and from May through August the more disturbing Vampire Squid; both sell for 10,000 bells. All of these creatures are very difficult to chase down. While most sea creatures can appear at any time of day, of these four, only Gigas Giant Clams can be found at all hours.

The months of March and April deserve special mention, since none of the aforementioned big earners generate then. In March the best you can find is the Red King Crab (8,000 bells); the best in April, the Umbrella Octopus and Snow Crab (both 6,000 bells).

The big advantage of going after sea creatures is they spawn more regularly than fish or bugs, and while high-earning creatures are not as common, the higher appearance rate makes up for it a bit. They're a more consistent source of Bells. The worst earners (Sea Cucumber, Sea Star and Sea Anemone) are still worth 500 bells. Also unlike fish or bugs, there is no tool that wears out from catching sea creatures; you can continue doing it until your inventory fills up. On the negative side, there is no visiting character that offers to pay extra... yet?


   The Sea Creatures, Sorted by Value


   A more complete version of this chart is on the Animal Crossing Fandom wiki.

   
      
         
            	
               Name
            

            	
               Size
            

            	
               Sell Price
            
         


         
            	
               Gigas giant clam
            

            	
               Huge
            

            	
               15000
            
         


         
            	
               Giant isopod
            

            	
               Medium
            

            	
               12000
            
         


         
            	
               Sea pig
            

            	
               Small
            

            	
               10000
            
         


         
            	
               Vampire squid
            

            	
               Medium
            

            	
               10000
            
         


         
            	
               Red king crab
            

            	
               Large
            

            	
               8000
            
         


         
            	
               Umbrella octopus
            

            	
               Small
            

            	
               6000
            
         


         
            	
               Snow crab
            

            	
               Large
            

            	
               6000
            
         


         
            	
               Spiny lobster
            

            	
               Large
            

            	
               5000
            
         


         
            	
               Venus flower basket
            

            	
               Medium
            

            	
               5000
            
         


         
            	
               Lobster
            

            	
               Large
            

            	
               4500
            
         


         
            	
               Tiger prawn
            

            	
               Small
            

            	
               3000
            
         


         
            	
               Pearl oyster
            

            	
               Small
            

            	
               2800
            
         


         
            	
               Mantis shrimp
            

            	
               Small
            

            	
               2500
            
         


         
            	
               Horseshoe crab
            

            	
               Medium
            

            	
               2500
            
         


         
            	
               Gazami crab
            

            	
               Medium
            

            	
               2200
            
         


         
            	
               Slate pencil urchin
            

            	
               Medium
            

            	
               2000
            
         


         
            	
               Abalone
            

            	
               Medium
            

            	
               2000
            
         


         
            	
               Dungeness crab
            

            	
               Medium
            

            	
               1900
            
         


         
            	
               Chambered nautilus
            

            	
               Medium
            

            	
               1800
            
         


         
            	
               Sea urchin
            

            	
               Small
            

            	
               1700
            
         


         
            	
               Mussel
            

            	
               Small
            

            	
               1500
            
         


         
            	
               Sea pineapple
            

            	
               Small
            

            	
               1500
            
         


         
            	
               Firefly squid
            

            	
               Tiny
            

            	
               1400
            
         


         
            	
               Sweet shrimp
            

            	
               Small
            

            	
               1400
            
         


         
            	
               Scallop
            

            	
               Medium
            

            	
               1200 (Pascal)
            
         


         
            	
               Octopus
            

            	
               Medium
            

            	
               1200
            
         


         
            	
               Spider crab
            

            	
               Huge
            

            	
               1200
            
         


         
            	
               Oyster
            

            	
               Small
            

            	
               1100
            
         


         
            	
               Spotted garden eel
            

            	
               Small
            

            	
               1100
            
         


         
            	
               Whelk
            

            	
               Small
            

            	
               1000
            
         


         
            	
               Turban shell
            

            	
               Small
            

            	
               1000
            
         


         
            	
               Sea grapes
            

            	
               Small
            

            	
               900
            
         


         
            	
               Flatworm
            

            	
               Tiny
            

            	
               700
            
         


         
            	
               Seaweed
            

            	
               Large
            

            	
               600
            
         


         
            	
               Moon jellyfish
            

            	
               Small
            

            	
               600
            
         


         
            	
               Sea slug
            

            	
               Tiny
            

            	
               600
            
         


         
            	
               Acorn barnacle
            

            	
               Tiny
            

            	
               600
            
         


         
            	
               Sea cucumber
            

            	
               Medium
            

            	
               500
            
         


         
            	
               Sea star
            

            	
               Small
            

            	
               500
            
         


         
            	
               Sea anemone
            

            	
               Large
            

            	
               500
            
         

      
   


On Art

Early on in your island's life your island will  be visited by Redd, who will offer to sell you a painting. After that point, Redd will at times visit your island in his boat, at the "secret beach" in back of the island. (In case you haven't found it yet: on most islands, it's a place in back that can only be reached with a ladder. A popular early terraforming project is to make the beach accessible without having to use a tool.)

Redd sells three paintings and one statue on every visit. Usually at least one piece of art will be real, although as you complete your collection this may change. All of the fake ones will have some tiny flaw or change. All are based on some real-world piece of art. One of the game's collection quests is to donate the genuine version of every piece of art in the game to the museum. Blathers is never fooled by fake art. People familiar with the real art should be able to pick the real articles apart from the forgeries, as the difference is almost always a significant aspect of the work. Some examples: the Mona Lisa's eyebrows will be different, the Girl With A Pearl Earring will have star earrings instead, the Lady With A Ermine will be holding one that's not completely white, and Michelangelo's David will be holding a book.

Most people who aren't art students will probably use a guide to tell the real works from the fakes. One such guide is at the Animal Crossing Fandom wiki.

While usually the other art Redd sells are fakes, this isn't always so. I've seen Redd sell three genuine items and only one fake before. One thing about Redd is that he only sells one piece of art to each person per day, even if you find Redd on other islands. Redd sells other items too, but the one-per-person restriction only applies to art. One way around this is to create an "alt," a second resident on your island, who you can use to buy one of his other artworks. You can also invite friends to your island, through local or online play, to buy the extras. Also, sometimes the fakes are interesting for their own sake. Minor details may change at different times, or they may have other unusual properties. The eyes of the fake Ancient Statue glow blue at night, and it floats in the air when checked.

In previous versions of Animal Crossing, Redd would often charge large sums for art and other items. He doesn't seem to do that as much anymore; his prices are closer to what Nook charges. He does still sometimes sell variants of items that your Nook's Cranny does not.


On DIY Recipe Cards

Very early in your islanding career, you'll be offered a workshop given by Tom Nook about creating Do-It-Yourself, or "DIY," items, using the workshop in the resident services tent. Even when the tent gets upgraded to a full building, this DIY workstation will remain available for you to use at any time. You can also construct DIY workstations of your own, that you can leave and use anywhere, such as inside your own house. It is highly recommended that you do so.

Any time you have access to a DIY workstation, you can convert various materials in your inventory into furniture, or other things. The materials are usually pretty common, and the items sell for decent money, so this can be a good way to earn bells. The list of things you can make are tracked in an app on your NookPhone, and also appear when you use the workstation.


How do you go about adding things to this list? Well, that's a bit tricky. Tom Nook gives you a recipe card or two right off the bat. You can buy more from Timmy/Tommy (and even more when Nook's Cranny is built), and exchange Nook Miles for others at the Nook Stop terminal. These sources are pretty easy to come by. But there are… other… recipes, and collecting those will keep you going for some time.

When balloons bearing presents float through the air, sometimes (predominately the green ones) there will be a DIY card in one of them. Every morning, at rollover, and sometimes when you visit a Mystery Tour Island, there will be a bottle washed ashore with a DIY card in it. Sometimes one of your islanders will get it into their fluffy heads to make something (watch for residents staying in their houses, with smoke coming out of their chimneys!), and if you talk with them you'll get a card for what they're making. (Each of the eight personalities of islander has their own list of things only they can give, and there's also some things any of them can give.) Celeste gives you cards for celestial DIY items; and Pascal gives you cards for Mermaid-series DIY cards; the Snowmen that you can roll up in the winter give you Frozen-series DIY cards. There's other events and cards, some of them available only at a certain time in the year: both Zipper (mascot of the Easter-ish event) and Cyrus (one of the hosts of the wedding-themed event in June) have their own sets of DIY cards to collect, sorry if you missed them. Presumably they'll be back next year. Some of these are almost certainly yet to be actually implemented.

It is known that some DIY recipes do not appear until you have collected 100 recipes in total, and another set doesn't generate until you've collected 200.

Each category of DIY recipe has its own generation rules. Celeste and Pascal have a set of items they can give you, and are known to give you random selections from that set without repeats until you have received one of each of them. Meanwhile your villagers, while they don't give you DIYs completely randomly, are still prone to handing out repeats. Who knows how the game decides which balloon or message bottle recipes you'll get. Some players use alts to get extra draws from that pool, and so complete their sets more quickly.

A few recipes are "seasonal," available for collection only at certain times in the year. These coincide with time periods when specific DIY materials are available, and usually contain that item. For example, young spring bamboo only generated for a short period of time, and during that time the game shuffled in a few seasonable recipes involving young spring bamboo into the usual mix. While these cards are only generated during their seasons, and if you don't have the special seasonal ingredient available they're useless, if you do have both the recipe and some of that substance saved up you can make that object at any time, not just during its season.

In addition to the normal seasonal DIY cards, twelve of Celeste's cards match up with the signs of the zodiac, and she only hands them out during the period of that star sign.

In the long run you'll get them all, but because there's so many duplicates (your islanders refuse to not give you one even if they know you already have it!), most people end up with a sizable collection of them. Vexingly, you cannot put a recipe card into your house's storage, meaning people who don't dispose of them in some way end up with a lot of clutter, which hurts your HHR and/or Island Evaluation score, depending on where you stow them.

You can sell them to Nook for 200 bells, 160 if it's in the after-hours drop box, and if you don't care for that pocket change you could just throw them into a garbage can or bin, problem solved. A lot of people with the good fortune of playing Animal Crossing with visiting friend over local play or the internet keep a selection of these out for them to collect, and possibly learn from.

But again, in the long run, you'll get them all yourself. Whether you learn it now and thus generate an extra card later, or read a friend's card now and thus get a dupe when your own game decides to hand it to you, you end up with the same number of duplicates in either case. Your friends will also get all the same cards, for the most part, eventually. You can basically please yourself in this regard.


On Songs

Every day, the Nook Stop terminal in Resident Services (or an app on your NookPhone, if you've ordered enough things through it) will offer for sale a random K.K. Slider song recording (aka "aircheck"). You can store these in house storage, but up to one of each type can also be stored in a kind of extra-spatial area, accessible whenever you use a music player item. (Choose to "Register" the song item from its play menu.) These songs, of which there are 95, are chosen completely randomly, once a day, and so are subject to the full implications of the Coupon Collector's Problem; on the average, it'll take you 488 days to get them all if you go by random selections alone, and possibly much more.

You can speed this up greatly by trading with your friends, but fortunately there is a way to hurry this up without having to resort to social methods. Once you achieve a three-star island, K.K. Slider himself will visit your island for weekly concerts (usually on Saturday), and starting from 6 PM, you can request a specific song to be played by him, which will be put in your inventory after.

You must know the name of a song before you can request it, which you can learn either through the usual methods (reading wikis and guides, of course), or by listening to the in-game radios; whenever the radio plays a song you can collect, if you interact with the radio the game will tell you its title. Done this way, you'll still be collecting for some time, but getting those last few airchecks the RNG refuses to grant you becomes much less of a hassle.

Not related to collecting, but to playback… did you know different music players have different sound quality?

Discovered, and for some reason under-reported on the internet, K.K. Birthday cannot be requested from K.K. Slider at just any time. Try it and see. Instead, you receive it on your birthday.


The Songs, Listed

The ones in boldface can only be requested. The ones in italics are only available on special occasions.

	
	
			Agent K.K.
			Animal City
			Bubblegum K.K.
			Cafe K.K.
	

	
			Comrade K.K.
			DJ K.K.
			Drivin’
			Farewell
	

	
			Forest Life
			Go K.K. Rider
			Hypno K.K.
			I Love You
	

	
			Imperial K.K.
			K.K. Adventure
			K.K. Aria
			K.K. Ballad
	

	
			K.K. Bazaar
			K.K. Birthday
			K.K. Blues
			K.K. Bossa
	

	
			K.K. Café
			K.K. Calypso
			K.K. Casbah
			K.K. Chorale
	

	
			K.K. Condor
			K.K. Country
			K.K. Crusin’
			K.K. D&B
	

	
			K.K. Dirge
			K.K. Disco
			K.K. Dixie
			K.K. Étude
	

	
			K.K. Faire
			K.K. Flamenco
			K.K. Folk
			K.K. Fusion
	

	
			K.K. Groove
			K.K. Gumbo
			K.K. House
			K.K. Island
	

	
			K.K. Jazz
			K.K. Jongara
			K.K. Lament
			K.K. Love Song
	

	
			K.K. Lullaby
			K.K. Mambo
			K.K. Marathon
			K.K. March
	

	
			K.K. Mariachi
			K.K. Metal
			K.K. Milonga
			K.K. Moody
	

	
			K.K. Oasis
			K.K. Parade
			K.K. Ragtime
			K.K. Rally
	

	
			K.K. Reggae
			K.K. Rock
			K.K. Rockabilly
			K.K. Safari
	

	
			K.K. Salsa
			K.K. Samba
			K.K. Ska
			K.K. Sonata
	

	
			K.K. Song
			K.K. Soul
			K.K. Steppe
			K.K. Stroll
	

	
			K.K. Swing
			K.K. Synth
			K.K. Tango
			K.K. Technopop
	

	
			K.K. Waltz
			K.K. Western
			King K.K.
			Lucky K.K.
	

	
			Marine Song 2001
			Mountain Song
			Mr. K.K.
			My Place
	

	
			Neapolitan
			Only Me
			Pondering
			Rockin’ K.K.
	

	
			Soulful K.K.
			Space K.K.
			Spring Blossoms
			Stale Cupcakes
	

	
			Steep Hill
			Surfin’ K.K.
			The K. Funk
			To The Edge
	

	
			Two Days Ago
			Wandering
			Welcome Horizons
			
	





On Gulliver and Gullivarrr

Gulliver is the name of another member of the adorable cadre of fluffy dummies that periodically infest your island. This one's ridiculous deal is that he's a crewbird on a ship that sometimes sails by, and he has a habit of falling overboard. When this happens, he can be found asleep on the shore somewhere. Talk to him (or hit him with a net) several times to wake him up.

When he wakes up, he'll ask you to find the parts of his cell phone (or "communicator"), which are buried somewhere in the sand on the shores of your island. If you just dig up everywhere willy-nilly you'll eventually find them, but there's a better way—watch the sand for those little holes that open up and spit out water material occasionally. These are the same kinds of spots that generate manilla clams, the things you grind up at a workbench to make fish bait out of. At this time, they're capable of generating communicator parts too. Find five and Gulliver will thank you, and promise you send you an item, which will usually arrive by mail the next day.

All of Gulliver's items are special and only generated this way. Until you've received one of every type, you won't get repeats. Once you've gotten all of them, further gifts are chosen randomly from the set.

Of particular note—the recycling box in Resident Services receives one "rusted part" item every day after Gulliver visits. The only real use for these parts currently known is in constructing the huge Robot Hero DIY item whose card is eventually put up for sale in the Nook Stop terminal. One thing you can do, if you'd rather have the rusted parts than the items, is to dig them up and then not give them back to Gulliver. He'll still disappear the next day, but the parts in your inventory will all turn into rusted parts. Note, however, this will also delay receiving the recipe for the fabled golden shovel.

Starting with the July 2020 update, a similar character, named "Gullivarrr," will also start washing up on your island. His deal is similar to vanilla Gulliver, except this one's a pirate, and instead of digging up communicator parts he asks you to dive around in the ocean to find his communicator. Gullivarrr has his own selection of piratey goodies to collect, but in other ways he's much the same. He still leaves a rusted part in the recycling the next day, and his visits count towards unlocking the golden shovel.


On Fishing Tourneys and Bug-Offs

Throughout the year C.J. and Flick visit your island. Like the other visitors, they are more or less each guaranteed to show up once every two weeks. When they do, you can sell fish or bugs, respectively, to them, respectively, at a 50% bonus in bells, and you can also give them triples of any species of their favored phyla to receive a model of that creature in the mail the next day. (Fun fact: these models sell for the price of the creatures you donated to receive it, but without the 50% bonus.) Collecting those is its own barrel/box of fish/bugs, but largely straightforward so I don't cover it much here.

More interesting is the period Fishing Tourneys and Bug-Offs the characters run. In previous versions of Animal Crossing these events were much like actual contests, but in New Horizons they're more like individual piscine/insectile time attacks. You pay 500 bells (free the first time) and are given three minutes to catch as many of the favored critters as possible, by hook or crook.

I don't know if you've noticed but it's actually fairly time-consuming to catch these things, and so scores tend to be in the range of five or six. You get one point per catch and, if you catch at least three in a three-minute period, you get two extra points. You can trade these in for special objects at the rate of one item per ten points. While the items you get are randomized, like with Gulliver/Gullivarrr/Celeste/Pascal, the game ensures you receive one of each type before it starts handing out duplicates. Also, at 100, 200 and 300 points total, you will get a trophy in the mail the following day.
300 points is rather a lot! That's probably 30 plays or more! There is another way to hurry the process along, though. If you have visitors over or visit a friend's island to play, then any Fishing Tourney and Bug-Off rounds will be cooperative across everyone playing on that island! You'll get the points for your own catches, and the two points for catching at least three, but you'll also get large co-op bonuses for getting over certain totals! It greatly decreases the amount of time required to save up those three infernal hundreds of points. The only real catches to doing this are, after each round everyone has to claim all of their catches from the cooler/bug box before the next round can begin, which takes a considerable amount of time, and all the players are catching their quarry from the same environment, a single island. They'll have to spread out a lot to maximize their catching potential, and the island itself can only generate so many things to catch per minute, so there's a natural limit to the number of creatures you can bag each round no matter how many people you invite. Still, even three or four people can get a good number of catches in three minutes if they work together.

By the way, any points left unspent at the end of the period are not lost, but carry over to the next event of the same type. But the overall items don't change, and the trophies are the same at each of that type of event, so after you get everything there is to get at one Fishing Tourney and one Bug-Off, it's not really necessary, if you're trying to get everything, to do them again.

By another way, you might be wondering: what happens if Fishing Tourneys or Bug-Offs happen to get rained out? The answer is, the game just ensures that can never happen. It artificially changes the weather on these days to an event-appropriate type! Is that cheating on its part? Oh yes, it certainly is.


On Other Events

Having learned a lesson from dealing with time travelers from past versions of Animal Crossing, Nintendo is doing a slow rollout of the game's features. You might be able to go to the period of a future event by setting your system's time ahead, but since that event isn't actually programmed into the game until around the time it happens in real life, there's no way people can spoil everyone, or themselves, as to what it involves!

Some events that have occurred up until now:

Zipper T. Bunny gave out egg-related items and DIYs around Easter.

For a period in May it was possible to fly to a special island and meet with favorite character Rover the cat, and receive a briefcase from them.

For a couple of weeks in June, Blathers was giving out stamps for finding kiosks hidden randomly in the museum, and plaques for finding them all in each section. It was possible to get one set of three plaques every day.

And throughout the year special items are available from the Resident Services terminal and/or Nook Shopping phone app for a limited time, including Mother's Day and Father's Day mugs, homemade capes, and other items.


On DIY

I've already discussed gaining DIY recipes in the Collections section, but there's a bit more to be said about actually making the things.

Let's get the basics out of the way first: as anyone who's played the game for more than a couple of days knows, you can always make DIY recipes at Tom Nook's workstation in Resident Services. You can also use your neighbors' workstations (they all have one in their homes), but most likely you'll want to have one in your own house, for ease of access to your storage while making things. You generally get a recipe for a DIY workstation early on.

When you use a workstation, an expanded version of the list that appears from using the DIY Recipe app on your phone. Each of the cards in the app shows, at a glance and in icon form, whether you have the materials for this item in your pocket (shown as a pick-axe icon), whether you already have one in storage (a box icon) or in your pocket (a basket icon).

In New Horizons, there is a clear divide between the things you can buy or are otherwise generated, and the things that you make. DIY furniture is never put up for sale at Nook's Cranny or the Nook Stop terminal, cannot be ordered from the catalog, is never given to you by islanders, is never found in a balloon present and never falls out of a tree! No matter how many times islanders may claim to be building something at their workstations, DIY furniture is only ever made by human players.

In the early days of playing you receive several DIY recipes, and over time you will gain more and more. Some of them, the tools, are either essential or at least are very useful. Some, like the bamboo ball (whatever that is), are pretty much useless. Well, let me amend that. Even the most useless-seeming DIY furniture is good for at least two things:

All DIY furniture, if placed outdoors, provide development points. (See the section, On The Evaluation)
(Note: there are two DIY items that must be made as part of the game's early progression, the Bridge construction kit and the Campsite construction kit. Once constructed, you can't make them again. I excluded those from this discussion in the name of simplicity.)


On Nook's Cranny

Even before Nook's Cranny opens officially, you can buy a selection of items in Resident Services. When Nook's Cranny opens, but before upgrading, they sell two "major" items, which go away when purchased, two "minor" items, of which they have an infinite supply that day, and other items in the cabinet like tools, umbrellas, DIY recipes, trees, fruit, wallpaper and flooring. After the upgrade (after a month of playing and 500,000 bells spent in the store), they gain a few more items, like a timer and an additional slot, for "luxury" items that cost a lot of bells. In an update, this version of the store added yet another spot, for "seasonal" items; in summer, it has been selling surfboards and fans.

Nook's Cranny's inventory is interesting. It appears that, of items with variations, they only sell one variation. On my island for instance, I've only seen the green surfboard and the green fan variation. If you want more than that, you'll have to get them from other sources. Some possibilities: balloons, trees, Redd's and villagers and (for some items) DIY customization all may be ways to get variations that your Nook doesn't sell. The best way, however, is by trading and cataloging items from your friends, since their Nook's are sources of their own single particular variations.

Before the upgrade, Nook's offers a promotion whereby each day a single DIY item is designated to be a "hot item." You can find out what it is by asking Timmy or Tommy in the store, or by checking the board in front of the store. For that day, the store will buy that item for twice its normal rate. Most DIY items sell for twice the rate of the most basic components used to make it: a Frying Pan is made from two iron nuggets, which sell for 375 bells each or a total of 750; the Frying Pan itself sells ordinarily for 1,500 bells; so, if it's a hot item, Nook's will pay 3,000 bells for it. This is the best known way to convert materials into bells, and it's worth watching the hot items for high-value items. Notably, Nook's will only request hot items objects that you know how to make, but once you can make something some surprisingly expensive items may show up; the Mermaid series, which require pearls to make, is known to show up here. (By the way, pearls and gold nuggets are exceptions to the pricing rules for DIY objects: they don't add double their individual values, only single.)

In front of the store is a drop box. While Nook's Cranny has strict hours from 8 AM to 10 PM each day,   you can always sell items at the drop box. This can be useful if you're trying to meet an Nook Miles+ item sales goal late at night or early in the morning, but notably, the drop box only pays out 80% of the value of most items sold through it, with hot items selling for normal rates. Further, you only actually get the money after rollover the next day, deposited automatically into your bank account. This makes the drop box a losing proposition for money making. Its best use is in disposing of low-value items that you can't store or otherwise get rid of, such as flower and bush plants and trees.

And then there are turnips. Turnips are covered in more detail in the section On Turnips, but in brief: Nook's Cranny buys the turnips sold Sunday morning each week by Daisy Mae for a rate that fluctuates throughout the week. Two prices are offered each day, one 8 AM to noon (only available for four hours!), and one noon to 10 PM. There are patterns and tendencies to these prices, but there's always an element of risk to investing in turnips. The store does not buy turnips on Sunday.

Currently (July 2020) Nook's Cranny seems a bit light compared to the ultimate forms of the store in previous versions of the game. It is possible, some might say likely, that one of Nintendo's forthcoming updates will allow for an additional upgrade for the store. Stay tuned.


On Able Sisters

In gameplay terms, the Able Sisters' tailor shop works similarly to Nook's Cranny. After it opens (buy things from Mabel when she shows up in the plaza on two separate occasions and you'll eventually get their shop), these enterprising hedgehogs make a wide assortment of claw-made fashion available to you every day from 9 AM to 9 PM.

The Able operation has upgraded significantly from the Gamecube days. The center of the store is given over to a random assortment of costumes, shirts, tops, pants, skirts, hats and all kinds of accessories. New is, on the left side of the store, two mannequins wearing per-assembled outfits consisting of a collection of different pieces that you can select from. Along the back walls are clothes made by players, using the "Pro" mode of the Custom Designs app. You have to hand it to the girls, it's quite egalitarian of them to make shop space available to competitors, and for free no less. A machine on the right lets you download patterns from the NookLink app on your smartphone. (Not the NookPhone, your physical smartphone, it's a feature in the Nintendo Switch Online app!) You can also use it to scan QR codes for patterns created in past versions of Animal Crossing, for easy import into New Horizons.

But the core of the Able Sisters' selection is the changing room. They won't let you use it if you're wearing a wand costume or a wet suit, but visitors on your island are no bar to entry. Inside is quite a wide array of clothing! Everything available on the main floor can also be found in the changing room, and then some. And what's more, unlike how Nook's will offer you any variation on their merchandise so long as it's the one your island gets by default, in the Ables' changing room every variation of everything they sell is presented for your shopping pleasure. As with furniture, every item you buy at Ables is made available in your catalog, to be ordered at any time in the future forevermore, so long as your island's gates are closed and you don't order more than five per day, that is.

If Mabel is to be believed, nearly everything their shop sells is the work of her sister, Sable, who not only has an amazing work ethic but must be a clothes-making genius. Their shop sells practically everything imaginable: active wear, formal attire, socks and shoes, frilly dresses, costumes, glasses, wigs, work clothes, ninja suits, royal getups and much much more. Once in a while you can even purchase the Royal Crown there, possibly the most expensive item in the game, coming in at 1.2 million bells!

But behind the brilliant work of Sable and the canny salesmanship of Mabel lies a tale of tragedy. Every Animal Crossing game has had some version of it: to uncover it, just make sure to try talking to Sable, behind her sewing machine, every day for a couple of weeks. She's pretty cold at first, but eventually she warms up to you and the story comes out: their parents died when they were young, leaving three sisters alone to face the cold world together. In New Horizons, talking to her enough times makes available special patterns that you can apply to a number of furniture items, at a workbench. You also learn about the third Able Sister, Label, who left the group a while back to try to make her name as a fashion designer. In previous games relations were a bit cold between Sable and Label until they finally reconciled in New Leaf.


On Inventory

When the game begins, you have a total pocket size of 20 inventory spaces. Compared to the original Animal Crossing on N64 and Gamecube this is quite generous, as that game only allowed you 15 inventory (although in a pinch you could store an extra ten items attached to letters in your mail inventory). Early on you can buy the "Pocket Organization Guide," using Nook Miles, from the Resident Services terminal that expands your inventory to 30 spaces, and after a while (when Resident Services get its own building) another item, the "Ultimate Pocket Stuffing Guide," increases it to its ultimate limit of 40 spaces. Gamecube players would have loved that much space, but in New Horizons there's more stuff to put into those spaces, and so it still feels kind of cramped.

Like most other aspects of the game, there is a strategy to making the most of your inventory. In the original Animal Crossing, there were a handful of tools, things like the fishing pole, the net and the shovel, that you generally wanted to have on-hand at all times. New Horizons not only expands the number of these basic tools but also gives them limited durability, so eventually they break! In practice, you'll either want to carry spares of the most fragile tools (rods and nets) or just always have on hand the ingredients for making replacement tools, and having DIY workbenches around for quick access. Personally, I opt for the spares.

All players must reach a balance for tool utility and inventory space. I try to keep on hand a "working set" of tools that allows for the best tradeoff between usefulness, tool stamina and space. It consists of:


    	A wand (not necessary at all, but allows you quick access to eight alternate sets of clothes, it's fun!)

    	two fishing rods

    	two nets

    	a slingshot

    	a shovel

    	a golden axe

    	a watering can

    	a ladder

    	a vaulting pole

    	and a wetsuit.




That's 12 items out of 40 slots, leaving 28 for other purposes.

You can use bridges, inclines and terraforming to make your island more accessible to eliminate the need for the ladder and vaulting pole, and once your flowers are in the state you want to keep them in you can leave the watering can at home. The other items I can't see myself doing without, but each player will make their own determination there. Once you unlock the golden rod and golden net, their tripled durability might make you consider you can do without carrying spares, although truthfully, the best thing about spares is they provide an indication when you've reached half of your remaining durability.

The most frustrating thing about the game's inventory system is there are a number of items that, once they enter your inventory, are frustratingly difficult to get out of it. They become a weight on your pockets, a lost inventory slot until you can find a way to get rid of it. Some of these items are:


    	Flower plants, bush plants and trees. I'm not talking about flower seeds, the flowers themselves, bush starters or seeds. The actually growing/grown versions of plants cannot be dropped or placed in your house, and cannot be put into storage. They must be planted on a suitable spot of ground, sold to Nook via the store clerk or drop box, or thrown away in a trash can or bin (which are useful things to have around for that reason).

    	Items lost by islanders. These have all the above restrictions and can't be sold to Nook either! And if you bin them you suffer a friendship loss with its owner. It's best to return them to their owner, but if they're asleep you might be stuck with it in your pocket until morning.

    	An item given to you by an islander to deliver to another one. These usually have a time limit. If you don't want to suffer a friendship loss you'll want to deliver that package, but you might be stuck with it for some time to come.

    	Wisp pieces. Fortunately they stack.

    	The kits Tom Nook gives you to change the locations of houses, or to place bridges and inclines. They can be returned to Tom Nook if you change your mind, but cannot otherwise be disposed of.



In a way, the inventory that is the objects you have in your pocket is but a shadow of the inventory that is your recipe DIY list and your catalog. Other than those items that can only be obtained in other ways, the majority of items in your usual Animal Crossing game, if lost, can be regained with a little lead time and a price in bells, which in the long run are not that hard to gain. New Horizons adds the DIY list, but over time you tend to build up a supply of materials for making what you want on the spot instead of having to dip into storage to look for it.

One last tip. While there is no automatic inventory sorting feature, you an rearrange things in your inventory by holding the A button down when pointing at something. If you move an object on top of another one, they switch places unless they can stack, in which case they join together.


On Shadows

Of course, since Animal Crossing New Horizons is a modern 3D game with polygons and textures and shading and whatnot, objects in it cast shadows depending on the direction of the sun. These shadows are not what this section are about. Most objects in the game, indeed since the very first one, also cast a different types of shadow. Consider the most neglected spaces in the entire game: the spaces directly behind trees.

In physics terms, there is nothing special about these spaces. You can stand there, flowers grow there fine, you can drop objects there (making them easy to lose), sometimes fruit or wood harvested from trees end up there (although those spaces have low priority for placement) and your shovel works on those spaces.

But there is still something special about them. At rollover, the game never generates fossils, Shining Spots, tree branches or weeds in the two (three?) spaces directly behind the trunk of a tree. When the game has to pick a random location for other purposes, say to place an islander's belonging in a lost item event or the buried present in a treasure hunting mini game, it never goes in one of these spaces. And it's not just trees that cause this; the game doesn't hide things directly behind buildings, behind large place objects or behind cliffs.

The undocumented rule seems to be, if you can't see it from either the normal or overhead camera angle, then the game will not hide something there. This rule has been in place throughout the entire series. But it's important to note that the game is quite specific with its application. It won't hide things behind a tree's trunk, but the spaces to each side are fair game, even though they're often obscured by leaves, probably because the game considers those spaces are visible if you move the camera.

Because the game never hides things in these "item shadows," it's possible to forget that they exist. This makes them good places to hide things when playing treasure hunt with other human players.

This isn't the only kind of location generation limiter, either. As a nod to the secret alternate purpose for them, Shining Spots only generate in places where a tree can grow, and also not adjacent to things like flowers and rocks that could block the eventual fall of money bags. If your island is loaded with flowers, this can surprise you by making it impossible for a Shining Spot to be generated at rollover. The game also tries to place rocks in places with a full eight empty locations around them, so all the material and money from hitting them can be placed. This tendency can be exploited to nudge, say, smashed rocks to regenerate where you want them to be… just make sure you don't inadvertently make it impossible for the game to place the rock.


On Trees

A new island comes with moderately forested, with a good proportion of trees but not enough to make navigation a hassle. Before long, you'll probably get the itch to make other use of much of that land instead of having trees there. The necessary decisions are: move or remove, how to do that, and perhaps where to put them or their replacement. These are choices that Animal Crossing players have had to deal with since the original game way back on N64 and Gamecube.

Tree placement and use is part of the nebulously-evident gameplay strategy of the Animal Crossing series. Trees can be a great source of income: each foreign-fruit-bearing tree on your island is a potential average income of 500 bells a day. Coconut-bearing palm trees produce substantially less, at about 167 bells a day, but they grow on the less-viable shores of your island.

In the original Animal Crossing, it was actually quite difficult to find the right balance of trees. One of the game's minor tasks was to find just right proportion of trees throughout your village. Unlike in New Horizons, where having the right number of trees (from 190 to 210) is an optional thing that helps your island achieve a five-star evaluation, back then you had to have just the right number of each of the game's acres. And it didn't directly tell you that either, just just had to intuit it from the gnomish pronouncements of a wishing well.

Now, tree density doesn't matter nearly as much as how many trees your island has. For the most benefit towards your island evaluation, you want between 190 and 220 trees on your island. 190 gives you the most points from trees, and having over 220 gives you a penalty. If you don't care about your evaluation, then don't worry about the number of trees.

In New Horizons, fruit trees produce a new batch of fruit (three of most types or two coconuts) every three days. Fruit, buried, sprouts and begins to grow a new fruit tree. For hardwood and cedar, you'll usually have to buy from the store, although there are shortcuts. Trees won't grow, however, if the conditions are not right. They have to be at least a space away from water and cliffs all around, although  you can get away with rounded shores and cliffs on the diagonals. The game ensures that grown trees cannot exist except under these conditions.

New in New Horizons is the concept of energy, which comes from eating fruit. While energized, you can dig up an entire tree with a shovel! Then you can replant it in any accepted tree location. Remember: you can dig up trees on mystery islands and transplant them back at your home! Trees in your pocket, however, cannot be dropped or stored, only replanted, sold or trash binned, which tends to slow down major foresting operations.

Trees are the source of many bugs that only generate around them. Cicadas and many beetles appear on their trunks, bagworms and spiders can be shaken from their branches, and cut one down to allow more kinds of beetles to appear on the leftover stump.


On Flowers

This is a surprisingly deep topic. There is perhaps no other aspect of Animal Crossing handled with such detail. Flowers breed and multiple according to a model that fairly accurately depicts Mendelian inheritance. Animal Crossing flowers all have three or four genes, either dominant or recessive, that they use to pass traits, here relating to color, to their offspring. While that handful of genes is only a tiny fraction of those a real organism has, the difficulty you will have (unless you are very lucky) in growing just the flowers you want could be seen as a sample of the difficulty that real-life plant and animal breeders have.

The process of Animal Crossing plant reproduction begins with a pair of flowers and a watering can. In this version of the game, plants that are not watered do not spread, but they don't wither or die either, and they can grow to adulthood. You don't have to lift a finger to keep your flowers healthy, only if you want more.

When you use a watering can, a number of flowers around you count as "watered." You can see which these are by paying close attention: there is a subtle dripping water animation played on the flowers effected. The source of the watering effect is the space the game considers to be your "current space" (see the section on the grid), in the cardinal direction you're closest to facing. Unlike with other grid-related actions, the game doesn't subtly move you into your current space, which sometimes makes the act of watering seem frustratingly random. All I can offer there is, it's been like this since the original game. At least they added the water-dripping animation this time so you can know which flowers were affected.

The flimsy watering can affects only the flower directly in front of your current space. The normal, or "Pretty Good" watering can (which include the variants sold in the upgraded store, the ones that cost 2,500 bells) affects a 2x3 grid: your space and those to your left and right, the space your facing, and the spaces to its left and right. The golden watering can extends this range one more space in your facing direction, covering a 3x3 grid. In all cases, watering cans only take wear if at least one flower in their watering range wasn't already watered.

[image: wateringrange]
When rollover occurs, first the game advances all of the flowers growing on grass or soft paths to the next stage of growth. (Note: this means flowers you transplanted to the beach don't grow!) Then it looks over all those flowers and rolls virtual dice, to determine what their chances of reproduction are. This is a bit complex, but in summary: the base chance a watered flower has of multiplying is only 5%; the more different players (including visitors over the internet) that water a flower, the greater the chance it'll multiply; and flowers that don't grow gain an increasing "bad luck bonus" that boosts the chance that they'll multiply in the future. Note that the reproduction check is done after growth, so in effect, watered buds have a chance of reproducing too. First a random check is made to see if reproduction occurs. The chances are based on how many different people watered the flower that day. If it rained, it counts it works as if the current player watered the flower. The odds range from 5% up to 85% if six different people water the flowers on a space. The precise details are rather involved. If you care to learn more, a good resource is yue's garden guides.

If a reproducing flower is adjacent to another flower of the same species, then if the reproduction check succeeds the two will breed at rollover. A flower with a reproduction chance that isn't adjacent to another of the same species will produce a genetic clone. Both situations, of course, are dependent on there being a place nearby for the new flower to grow.

There is a lot more to say on this topic, and the rabbit hole goes quite deep. A good intermediate resource is yue's garden guides; for the truly involved, there's the formidable ACNH Flower Genetics Guide. But for more casual players:


    	All of the seed packages you buy at the store, all of the flowers your island starts out with, and all of the flowers you find on Mystery Islands are of the same small number of genetic combinations. (There used to be a couple of islands with hybrid flowers on them, but they were taken out of circulation a while back, possibly because they made breeding rare strains easier.) There's three base types of each flower; within them are all the genes you need to breed any possible color of flower.

    	It might seem counter-intuitive, but breeding two genetically-identical flowers together doesn't necessarily produce a flower that's a clone of the parents. The issue is that the parents might have both a dominant and a recessive gene in a pair, and the offspring may end up with two recessives in that pair.

    	Each flower has a number of possible colors. The base colors are red, yellow and white; the hybrid colors are usually pink, orange, purple, black and blue, but mums replace black and blue with green, which only mums can be.

    	You get most colors of each flower naturally over time just by planting them next to each other and watering. This way you'll probably get pink and orange quickly, with purple, black and blue being less common.

    	Roses are the most genetically complex flower. Blue Roses, in particular, are incredibly difficult to breed, and it may be quite a while before you see one. If you have a friend with blue roses, you might want to ask them for one and clone it.

    	There is one special flower type, the Gold Rose. These may happen when you water a Black Rose with a golden watering can. The flower in the center of the golden watering can pattern, the same one that would be watered if you were using a flimsy can, gets set with a "gold flag." Then every time that black rose reproduces, it has a 50% chance of making a gold rose instead of what it would otherwise make. If it doesn't, it'll keep trying every time it reproduces until it makes one, then resets the flag.

    	Gold roses are partly sterile: they don't try reproducing themselves, but may participate if another rose adjacent to it is trying to reproduce.

    	The most valuable flowers, by far, are the gold and blue roses. Farming these and making DIY crafts from them is an excellent source of bells, better than fruit farming.




On Income

The fastest road to financial security in New Horizons is the Stalk Market, but it's not the only one. In fact, you can achieve a pretty good income by pursuing a number of other moneymaking opportunities, and with less risk.

On my island, I tend to earn an average of around 175,000 bells during my daily upkeep, through the sale of fruit, fossils, wasps, shells and wasp nests (transformed into more lucrative forms through DIY) and miscellaneous other sources found along the way. I point out that's a bit more than a million bells a week, which is more than a casual player of the Stalk Market will bring in that way, and easy to supplement with fish and bug catching.

Trees

The first step towards making your island into a bell-earning machine is replacing the native trees with foreign fruit. The ecologically minded will frown upon this, and rightfully so, as doing things like this in the real world is responsible for no end of environmental damage, but then, this is just a game in the end. Please don't interpret this advice in a real-world context. In any event, if it helps ease your virtual conscience, most of what we'll be doing will be diversifying your island's ecology, making it possible for a wider variety of insects to live there.

Even if you're going to devote most of your trees to money-fruits, it's still a good idea to leave a few native trees (for DIY purposes) and some hardwoods and cedars. Some seasonal events put interesting objects in the leaves of these trees, for instance. Zipper's event allowed you to get special eggs from out of hardwood trees, and around December you can get ornaments from cedar trees. Further, only hardwood and cedar trees can produce random furniture, useful for adding bulk to your catalog, and wasps, themselves a source of income.

My suggestion is to leave 20 non-fruit trees on your island. If you do so, and go for 190 trees, that leaves 170 trees producing foreign fruit. But I also suggest keeping maybe 30 palm trees among them, which produce less income but gives certain bugs that only generate on palm trees. These trees appear mostly in July and August, but are substantial earners, many of them worth 10,000 bells or more. Setting that aside, each foreign-fruit tree takes three days to produce, but produces three fruit, so 500 bells a day. Palm threes produce two 250-bell coconuts every three days, so about 166 bells a day, which is still better than the effective 100 bells a day from native fruit, lets you move trees to the more unwieldy beach areas, and supplies coconuts for DIY recipes. All together, that's:

(140 x 500) + (30 x 166) = 74900 bells a day

Not a bad start! The penalty limit for trees, before they start counting against your island's five star rating, is at 220 trees, which is worth another 15,000 bells daily. But keep in mind that the trees generated by the money spots add to this count, up to five at a time even if you cut them down as soon as they pay off.


Glowing (aka Money) Spots

Speaking of which. Every day the game generates one of these spots somewhere on your island. 1,000 bells can be found there, but more importantly, if you bury money there there's a chance it'll sprout into a tree that, upon maturity, may bear money as fruit.

The safest, most lucrative amount to bury in the hole is 10,000 bells, which always pay off 30,000 when the tree is fully grown. After harvesting what you're left with is an ordinary hardwood tree, of the kind that usually looks just like fruit trees without fruit. This will become able to generate wasps, furniture and coins, which you may not want if all your non-fruit trees are in one area. Typically I mark money trees with a ground pattern right in front of them (a large X) so I can tell them apart from fruit trees, but if you cut them down as they reach maturity there is no reason to, so long as you aren't doing any other planting. This adds up to income of 21,000 bells a day (you get 1,000 from the spot, give up 10,000 to plant, and get 30,000 back eventually).

What happens when you plant other amounts of bells in a glowing spot? The Animal Crossing wiki has the answers.

After you've donated each type to the museum and kept aside any you want to use for decorative purposes, selling fossils to Nook's (after having them appraised) gets them out of your storage. I've seen up to 20,000 bells from a day's fossil sales, but 12,000 bells is a more typical return.

Those hardwood and cedar trees can earn you a bit of income too. Catching wasps is easy once you know how, and each brings in 2,500 bells, for a total of 12,500. The nests sell for 500, but there's a better use to put those to.....


DIY Furniture

Wasp nests, shells and the highest-tier flowers (gold and blue roses) are worth okay bells on their own, but used in a DIY construction their value doubles. For example, the Honeycomb Wall takes six wasp nests to construct; those nests ordinarily sell for a total of 3,000 bells, but the wall sells for 6,000. 10 gold roses sell for 10,000 bells, but a DIY crown made of them sells for 20,000. A Sandy Beach Floor is made from one each of coral, a cowrie, a sea snail, a giant clam, a sand dollar and a venus comb; individually they sell for 2,060 bells, but all together they sell for 4,120. If you have three complete sets instead you can use them to make a Shell Arch for 12,360 bells, the same as if you made three Sandy Beach Floors but with less construction time. Or, you could use a Sandy Beach Floor as a component, along with three Summer Shells, to make a Starry-Sands Floor for 7,720 bells.

The point is, you should almost always build items you want to sell into a DIY item before selling if you want the most profit from your constructions. The exceptions, that I'm aware of, are non-native fruit, which are always worth much less as part of an item, and the big-ticket ingredients: gold nuggets and pearls, whose values don't double when used to make something. (There may be a few other items with anomalous prices: I see that the Robot Hero sells for less than you'd expect given its components.)

Everything I said about DIY applies double if that item is a Hot Item at Nook's Cranny that day, and gold nuggets and pearls do have their values doubled when sold that way. But consider the value of a gold rose.

Gold roses sell for 1,000 bells, and in a Gold Rose Crown (if you have that DIY) effectively for 2,000. A plucked gold rose regrows in just two days, meaning you can harvest them every other day. At 1K a day, that not only doubles the income from a fruit tree, but flowers grow in many more places than trees can. The main problem with gold roses is they require breeding black roses (which isn't really that hard) and using a golden watering can, which requires getting your island to five stars at least once and then spending a gold nugget to make. What's more, gold rose plants don't make more gold rose plants; you'll have to get more from out of black rose plants. There will be more on this process in the Flowers section, but it's still worth noting that gold roses (or blue ones, which are just as valuable and do make more blue roses), are worth the effort.

The remaining major sources of daily money are fish, bugs and sea creatures. These items are not limited each day, but continue to bring in money so long as you can stand to catch them. See their respective sections for their strategies.


The Money Rock

Typically there are six rocks in various locations on your island. Every day one of them is chosen to be the Money Rock. If you hit any rock with a shovel or axe it'll usually generate resources, like stone, clay or iron, but the Money Rock generates bells. All of these rocks keep producing resources if you keep hitting them, repeatedly, for a short time, but the Money Rock's bells increase in value with each hit: 100, 200, 400, 800, 1,000, 2,000, 4,000 and 8,000 bells, if you can hit that many times in the period allowed. There's a whole strategy to doing that: digging holes or building fences behind you helps to prevent you from getting pushed away and saving you time, and making sure there are no other objects adjacent to the rock, since it'll stop generating stuff early if there's nowhere for it to go. Once you have the strategy down you can earn 16,500 bells from the Money Rock each day, and the resources from the other rocks, especially iron, can be used to construct valuable DIY crafts



All combined? My island regularly generates upwards of 170,000 bells a day, even more if I go on a fishing or bugging binge. And what's more, it's consistent, you don't have to get up Sunday mornings to buy turnips, you don't have to remember to track prices, and there's no danger of getting bad prices that week or forgetting to sell before next Sunday!


On Terraforming

When your island hits a three-star evaluation (talk to Isabelle), K.K. Slider begins making his weekly visits, but additional to that you unlock the terraforming app on the NookPhone. That's big. This is perhaps the biggest change to the formula in New Horizons. In previous Animal Crossing games, you might be able to select the location of bridges or buildings, but you couldn't change the actual terrain itself. Now you can.

Terraforming comes with some pretty significant limitations: you can't change beaches, water-facing rocks or river mouths, the airport or the pier; you can't have more than four levels of land (and can't stand on the fourth level), you can't change elevation by more than one stage per tile, and placed water can't descend over a corner. There's other limitations besides, like you can't put water or change elevations too near a tree. But despite all of those things, you still have quite a lot of latitude towards how your island is laid out. Combine that with the ability to build and remove bridges and inclines and change the locations of buildings (see Tom Nook in Resident Services), and your powers to change the terrain are actually pretty far-reaching.

First off, you should know that just unlocking the terraforming app on the NookPhone only gives you access to making and removing paths, and even then only some of the available options. It takes a good number of Nook Miles to fully upgrade the app and unlock all of its features. But unless you've been visiting lots of Mystery Islands, you probably have them saved up and ready to spend. Go ahead and spend them. It's more than worth it.

Let's cover the major options one at a time.

Paths

Paths include a variety of options, but some of them have to be bought separately, with Nook Miles. In addition to the pointless "Grass" option, there's three types: hard paths (like stone, brick or terra cotta), soft paths (dirt or sand) and custom patterns. Hard paths cannot have things grow or be buried there, while soft paths can. Custom patterns work mostly like hard paths, but appear to be indistinguishable in effect from custom patterns you lay down with the NookPhone pattern app; they're just faster to apply.

Another thing all of the tools have in common is the creation of rounded corners. If you have a tile adjacent two two tiles of the same type, but not in a row, so that the tile in question forms a corner, you can "round" that corner by hitting it with your tool. It won't be erased, but will make a nice diagonal or quarter-circular surface. To erase it, you'll have to hit it again. Notably, if you then remove one of the "legs" of that corner, for water and cliffs the rounded tile will be removed too, but for paths you'll be left with the rounded corner standing alone, a trick an ingenious designer may find a use for.

Placing four rounded corners in a square with each other produces a circle. These circles make nice visual elements to lend your island some extra visual flair. Also, some of the paths match up with the visual style of some of the bridge types Tom Nook makes available in Resident Services, which can help a path-layer make consistent routes around their island.
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Interestingly, custom patterns placed on the same tile as other paths produces an effect where the pattern covers the path but not the grass. Uses for this are left as an exercise for the reader.

Water

The water works generally like the path tool. Placed water cannot be walked upon, of course, but lengths of up to two tiles in one direction, and even one more to the side, can be leaped over. You can use these to make "stepping stones," spots of ground that can be used to leap across wide rivers. Keep in mind that animal islanders never use these, so it makes your layout less navigable to them, if you care about that.

Water placed over a cliff edge makes a nice waterfall, and water tiles placed next to each other against a cliff make a long waterfall! Used in combination with the cliff tool you can make cascading arrangements that look really nice, and make a pleasing roar of water. There is no evaluation benefit to features like this, but they're still impressive to look at.

Of special importance, since beaches are immovable, water can only connect to the sea at the river mouths generated when you started your island. An area of water is a river if it connects to these mouths; otherwise what you have is a pond or lake.

While you can place water nearly where you like over grassy surfaces, it is worth giving some thought to how it all connects as a water system. The main reason for this is that, if your water forms a body, it will invariably produce fish to catch, and the types that are generated are determined by whether they connect to mouths and elevations of the water. Having a variety of fish placement scenarios will make it easier to complete the fish section of your museum.

Don't forget, while you can place and remove water freely, you still have to go through Resident Services to place or remove any bridges, and that's a longer, not to mention more expensive, process. By the way, did you know you can place bridges diagonally? Find (or make!) a river with diagonal banks and give it a try!

Cliffs

The cliff-making tool is terraforming master class. In a way it's brilliant that this tool works basically the same as the path-making and water-placing tools, for the effect is much more profound.

Using the cliff-maker, you can make elevations, different tiers of land on your island. While the island you started with almost certainly has most of its land at the lowest elevation, nothing says you have to keep it there, except the fact that you can't change elevations more than one step at each tile, the outer coast of your island, being unchangeable, will always remain at Height 1, and the plaza with Resident Services, which cannot be moved, is also stuck at that height. You could raise up all of the rest of the land up and up and up like a birthday cake. You have to make sure all of the buildings fit within their tiers, but that's it. You don't have to make sure each tier is easily accessible; that's why ladders exist.

You can make diagonal corners on cliffs the same way you make rounded paths and diagonal water. It's a slightly inefficient use of space, for by cutting a cliff through a tile it means nothing else can be placed there, but it's a small price to pay in order to make your island look less like Pixel World. Unless you want it to look like Pixel World. That's valid. I won't harsh your design buzz!
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Like you can hop across water if it's not too wide, you can also hop over gulfs between cliffs! Unlike water, it won't let you jump so far, only at a maximum of one tile, although this can be diagonal. The stone squares in the image above can be leapt between. Try it out on your own island. (I use these patterns as a way to signify to visitors places they can jump between. Do with that information what you want. Blackmail?)

The game will let you place cliffs forming a fourth level of elevation on your island, but without the use of glitches, you cannot climb up to that level, and the game won't let you put inclines leading up so high.

One thing that's true about both the water and cliff tools is that it won't let you place either too close to a tree. You also can't remove a cliff that's got water flowing on top of it, although you can place water right up next to a cliff. Some experimentation should help you figure out exactly what is and isn't possible.

It is possible, in some circumstances, to create situations with the terraforming tools, in conjunction with trees and items and the possible lack of tools in your inventory, where it's difficult, or even impossible, to escape from. If you're stuck in your current location, your escape is to call Mr. Resetti, using the Rescue Service app, who can move you to another location on your island in exchange for a small fee in NookMiles. (You can use his app even if you don't have enough miles, but he'll get to pick where he drops you off!)

It's also possible to get items into a situation where they are irretrievable. To remedy this, select the Island Designer app on your NookPhone while constructing, and select the option to Request Cleanup while near the trapped items. They will be left in the box in Resident Services.

Ideas

What are some things you can do with the terraforming tools?

You can make towering, multi-story water features.

You can make easy access to the Secret Beach at the back of your island. 

You can make "crossover" passages across multiple levels, walkable paths in one direction, but crossable above by leaping between cliffs. You can use this to make tricky mazes.

Construct a ziggurat for worshipping the terrible fell deities of your choice.

Make a mostly-water town, ala Venice, with individual interior islands accessible via stepping stones.

There's lots of other possibilities too. Do some brainstorming and see what you can come up with!


On Rollover

Every morning at 5 AM, the game performs what I call rollover. If you're playing the game on your island at that time, the screen will iris out and you'll be presented with Isabelle's daily news broadcast. (What TV program has she been watching this time?) After that, wherever you were beforehand, you'll emerge from the front door of your house.

If you're on a friend's island when you reach 5 AM local time, your island's rollover will not occur until you return home. The same is true if you're on a Mystery Island, Harv's Island or other not-home locations, except in those cases rollover will only occur when you leave the airport. This has some interesting consequences; your Nook Miles + tasks and Nook Shopping app on your NookPhone refresh as a part of rollover, meaning you still go by the previous day's data until you return home. If time passes 5 AM while you're on a Mystery Island, you open up the Shopping app and order something, then return home, when you leave the airport rollover will occur, and the item you ordered will arrive instantly.

The precise timing of rollover is a little squirrelly. When you return from a friend's island, notice that when you reappear at home you're placed outside the airport, and from there the game detects that a rollover should occur, happens, Isabelle gives her daily report, and you're then put at the door of your house. But when you return from a Mystery Island or Harvey's Island, you end up at the counter within the airport.

The weird thing is, for whatever reason, rollovers do not occur while you're in the airport. The game waits for you to leave the airport before updating your island. You can, instead, visit another Mystery Island, go back to Harvey's Island, or even visit a friend's island, and your island, and NookPhone, won't update until you return home and exit the airport.
Granted, there may not be much use for this, but it's interesting at least.

What Happens During Rollover?

In brief, a lot of things! This is not in order, and is not an exhaustive list. A ton of things happen at this time, and this is presented only to give you an general idea:


    	If a seasonal change is needed, it is made. There's a lot of possibilities here: Nook's Cranny and Able Sisters have seasonal appearances, for instance. The grass and other plants might need changing. Weeds have seasonal variants. Insects, fish and sea creatures must be changed. There's events to schedule, weather to generate, visitors to pick, and so forth. We'll just leave all of these changes here; this list is focused on laying out daily updates.

    	The game hides four fossils somewhere on the island, buried in the ground. This will never be done in a generation shadow (see On Shadows).

    	Very rarely, the game is known to hide a random pitfall somewhere on the island. This is so rare that I have never seen it happen myself, but others have.

    	Growing trees and bamboo advance to the next stage of maturity. Fruit trees, if newly mature or it's been three days since their fruit was shaken out, will produce new fruit. Money trees are similar, but after producing money once they become ordinary hardwood trees.

    	Among non-fruit trees, the game hides five wasp nests, two pieces of furniture and ten 100-bell coins.

    	Rocks are reset, and one is chosen to be the Money Rock.

    	The Shining Spot is placed.

    	The game updates flowers. If they're planted on a suitable surface (not beach sand, path sand is okay though), they advance to the next stage of development unless they're already at adult. It goes: sprouts > stems > buds > adult.

    	Then, if the flowers have been watered, they have a chance of reproducing. This is covered in the section On Flowers. If a flower was involved in reproduction (either as initiator or receiver), it is reset. If a plant didn't reproduce, it's bad luck bonus is increased, up to 90%. All flowers are then marked unwatered.

    	Any weeds on your island advance a stage in development. If they're advanced enough, they'll spread to nearby locations.

    	The game places up to two weeds in random locations. If there's already a substantial number of weeds on your island, one or none may be placed.

    	Every day there's a chance that a random item will be left in the recycle box in Resident Services (a few items are guaranteed to appear there at different times, such as the day after a new neighbor moves in or Gulliver/Gullivarrr visits). If left there, these items will pile up, and eventually the old ones will be discarded to make room for the new ones.

    	The Nook Stop terminal bonus is made available again.

    	Nook's Cranny gets new inventory. This is covered in On Nook's Cranny. The Able Sisters' gets new inventory. This is covered in On Able Sisters.

    	If it's Sunday morning, any turnips throughout your whole island spoil. The timing is important; as illustrated by my story earlier, turnips bought on an island in an earlier time zone Sunday morning that are brought back to your island Saturday night will spoil when rollover happens, even though they were just purchased.

    	Your phone's apps are updated. You're given a new set of Nook Miles+ tasks, and your catalog ordering limits are reset.

    	Mail is updated. Ordered items arrive. If you're on good terms with neighbors, they may send you mail. Other mail arrives at various times. Some examples

	islanders can send you mail randomly, which may contain gifts

	if an islander's gift can't be accepted because of a full inventory, they'll mail it to you

	if you bought enough turnips from Daisy Mae, you get sent bamboo sprouts

	if you helped Gulliver/Gullivarrr, he sends you a gift

	if it's Sunday, you get your rating from the HHA, and possibly a prize

	if yesterday was a Fishing Tourney or Bug-Off and you won a prize, it arrives

	if you handed over the stuff for a model to C.J. or Flick, it arrives

	once in a while, Mom or Dad sends you something

	the Bank of Nook sends you a letter notifying you of interest at the start of each month

	when you earn the Golden Fishing Rod or Golden Net, the recipe arrives in the mail from Farway Museum

	and sometimes, Nintendo themselves sends you a gift, commonly after a major update




You should know, mail can also arrive in the middle of the day; gifts sent to you by other players over the internet tend to arrive much more quickly, often within minutes.



The last thing that happens is Isabelle's (Tom Nook's, in the early days) daily announcement.


A Daily Checklist

As an aid to maximal daily island exploitation, I offer a checklist of things to do. I present it twice: first, in brief, then again but in detail. The order in which these things is done is not that important. The game is designed that, if any or all of these things are missed, it's not a big deal. You'll earn a bit less that day, or the weeds might get a step closer to explosion, but the world will move on.


    	Harvests:

    	Collect fruit

    	Collect shells, star fragments and the message bottle

    	Shake non-fruit trees

    	Dig up fossils

    	Hit rocks for materials and money

    	Chop trees and bamboo for resources

    	Find Pascal




    	Upkeep:

    	Water flowers

    	Pull up weeds

    	Plant at the Shining Spot and find the Money Tree

    	Visit Resident Services for the recycle box and the Nook Stop miles bonus.




Harvests

    Collect fruit. This can be greatly accelerated by staggering your fruit harvests by region: have one third of your island have all its trees bear fruit at the same time, the next day another third, and saving the remainder for a third day. This way you only have to cover a third of your island each day, saving a lot of time.

    Collect shells, star fragments and the message bottle, at the shores of your island. Star fragments are used in many rare and cool DIY recipes, and once you've made everything you want to keep, they can still bring in a fair number of bells once properly utilized. Shells, too, have a lot of DIY recipes, and if you care about making money you should always see what you can make out of shells before you sell them raw. In particular there's the Sandy Beach Floor, selling for 4,120 bells, which is made of one each of a cowrie, a sand dollar, a piece of coral, a venus comb, a sea snail and a giant clam, and the Shell Arch, which has triple these materials but also gets you triple the income, and only requires making one thing instead of three.

    Shake non-fruit trees. As explained in the section On Trees, no fruit tree will ever generate a 100-bell coin, a piece of furniture, or a wasp's nest, nor will they ever generate a random tree branch at rollover. So, if you keep all of these trees in one area of your island, you'll always know where to get the maximum benefit from them. The game hides five wasp nests, two furniture pieces and up to ten coins in trees at rollover, so that adds up to 17 non-fruit trees, although really, the coins are such a paltry source of income that it's easily possible to be content with just seven.

Shaking non-fruit trees for stuff might be regarded as a bit obsessive, but if you're prepared to go to those lengths it's up to an average of another 16,500 bells of daily income. (Coincidentally, the same amount as a maxed-out Money Rock!) Shaking every tree on an island will waste a lot of time shaking fruit trees that haven't produced today unless you take measures to keep non-fruit hardwoods separate from them.

    Dig up fossils. Four of these are scattered around your island every day at rollover. They can't be generated in generation shadows, but unless you've made almost every tile on your island ineligible in some way they'll probably all get placed. If you can't find one, check behind flowers (they have no generation shadow) or the sides of trees, whose shadow only extends directly behind. What happens if you miss one? I have not tested this in New Horizons, back back on Gamecube the game would leave old fossils where they were and generate more, up to a total of eight buried in the village. I know that New Horizons will at least preserve one missed fossil when rolling over to a new day.

    Hit rocks for materials and money. Unless smashed and yet to regenerate, there will be six rocks on your island. At rollover one is selected to be the Money Rock, a long-standing AC mainstay. New in New Horizons, the rocks that don't dispense money produce other resources: stone, clay, iron nuggets and, once in a while, a gold nugget. Best practices:
Use a shovel to hit the Money Rock repeatedly eight times as rapidly as you can. Timing is tight, and it's not uncommon to only get seven hits

Dig a hole, or place a fence or other obstacle, a space away from the rock, and stand between it and the rock when hitting it to keep yourself from being pushed back. Unless you're directly between the two objects it's possible to get pushed to the side a bit; some people extend the barrier around the rock to keep from getting pushed away too far

Make sure there are no other objects around the rock! If there are, the material generation will end early.

    Chop trees and bamboo for resources. After you've got a good supply of the wood types (wood, softwood and hardwood) and bamboo (which may include buried sprouts if you have a stalk that's just reached adulthood, and young spring bamboo at the right time of year) you'll probably not want to do this every day. It's easy to fill your storage with wood and bamboo if you're dedicated to it; a single stone axe can bring you 100 units before breaking.

    Find Pascal. Up to once a day, when diving in the ocean for sea creatures and find a scallop, Pascal the otter may interrupt to ask that you give it to him. It's usually a good idea to, as this is the only way to find DIY recipes from the Mermaid set, and can also yield Mermaid clothing items and rare pearls. Pascal does not appear every time you find a scallop, Pascal is not guaranteed to show up in a day, and there is no specific spot, set or random, at which he'll certainly appear. While not proven, it is strongly suspected that Pascal will not appear if the gates in your airport are currently open or there are any human visitors on your island.

You can hurry the search for Pascal slightly by recognizing the signs of a scallop before you grab it:


	Scallops have a large shadow beneath the water

	Scallops leave a sparse trail of bubbles up to the surface (less than seaweed or sea anemones)

	Scallops may try to escape before you grab them, but they aren't nearly as difficult to chase down as a gigas giant clam or vampire squid



While receiving Pascal's stuff is nice, in truth there is no hurry. There is no time limit in receiving Mermaid items. Pascal gives out each item once before repeating, so you can't miss any. All that chasing scallops accomplishes is giving you everything sooner.


Upkeep

        Water flowers. Flowers will survive and prosper perfectly well if you don't water them, and will grow from sprouts to maturity without any intervention on your part. Watering is only necessary if you want them to make more flowers.

The processes of floral reproduction and genetics are one of the most complex parts of Animal Crossing New Horizons, and has its own section, On Flowers.

        Pull up weeds. Remember back in the first days of your island, how there were weeds everywhere? Remember how long it took to pull them all up? What's that? You did pull them all up, didn't you?

I do not rightly know if weeds will prevent your island from achieving five-star status in the evaluation, but it seems very plausible, and they did harm evaluations in previous versions of the game. Weeds are one of those little ways the game has of giving you something to do every day, or else the consequences will rapidly become apparent. Every day, the game hides up to two new weeds randomly somewhere on your island (although not in generation shadows). If not pulled up, they will grow through stages just like flowers will. When they reach maturity, they don't require water to multiply, and in fact they will spread far more quickly than a flower will.

Lest I sound too dire, some people actually like the look of weeds, which can give the landscape a more naturalistic appearance than the flat carpet of triangle-studded grass that makes up much of the terrain of your island. It might make sense, if you wish to let weeds run rampant over a portion of your island, to fence them in to some degree, either with actual fences, or with ground patterns.

        Plant at the Shining Spot and find the Money Tree. These are another of Animal Crossing's little traditions, going back to the original games published over 15 years ago. Once a day, if the game can find a spot for it, there will be a spot somewhere on your island that emits a yellow light from underground. This is the famous Glowing Spot, aka the Shining, or Money Spot.

If you use a shovel to dig up the Shining Spot, you will be rewarded with 1,000 bells. But what's more, the spot will continue to glow. If you leave it alone, eventually it will stop glowing. Instead of letting that happen, go into inventory and pull out 10,000 bells. (Use the item cursor to select your bell total and press A, then select 10,000 bells to take that money and put it into an inventory item.) Bury them in that spot, and a tree will sprout there!

The tree will grow in the same manner of other trees. Upon maturity, it'll be as a fruit tree, but with money in its boughs instead of fruit. Shake it to drop the money; if you buried 10,000 bells, the total sum will be 30,000. You can bury other values, but what you get varied according to complex rules. The New Horizons Fandom wiki has the complete details. If you've played Animal Crossing games other than the original and New Horizons, you should use that link to refresh yourself as to the rules for planting money, as they have changed a bit over the course of the series.

        Visit Resident Services for the recycle box and the Nook Stop miles bonus. These are easy. The first time you use the terminal each day brings you extra Nook Miles. They're not hard to claim, so claim them.


On Turnips

On Sunday mornings Daisy Mae comes to your island from 5 AM until noon to sell turnips. The price is randomly set from 90 to 110 bells, but turnips are sold in batches of 10, so the minimum purchasable unit is 900 to 1100 bells. This is the only time at which you can buy turnips.

Once the fateful turnips are purchased begins the nail-biting. Throughout the next week, twice a day, new prices are generated for turnips. These prices are reported at Nook's Cranny if you ask. The idea is to sell for more turnips than you bought. Turnips will increase and decrease throughout the week. It is usually not hard to earn some bells in excess of what you paid, but it's possible, once in a while, to get up to six times what you originally paid. But you only have one week to sell them; at 5 AM the following Sunday, all the turnips you're carrying or are on your island will spoil, turning into Spoiled Turnips items, which sell for a paltry 10 bells per 10-piece unit. Even if it's at a loss, you should sell any turnips you have left over by the time Nook closes on Saturday.

The only limits to the number of turnips you can buy is what room you have to put them and the time to actually purchase them. As with a number of things in Animal Crossing, the more you're prepared to let other game systems lie unheeded for a bit, the greater your potential profit. If you fill up your house with turnips, you'll have trouble with the HHA rating. If you leave them outdoors, your island rating will deteriorate from litter. You can bury them on your island, but that takes time to bury and dig up, that's space not used for flowers or trees or other things, and you'll probably break a shovel or three in the process. But if you don't care about one or more of these things, and you happen to luck out, turnips are by far the best road to quick millions. One million can become six; six million can become 36; 36 million can become 216 million; and up, and up, and up.

In the time-honored method of ultra-rich people everywhere, all the people with really obscene wealth cheated the system in one or more fundamental ways. The most obvious way is to take advantage of the islands of friends. You can buy on any island that's currently experiencing a Sunday morning, and can sell at any Nook's Cranny that's not currently closed or on Sunday. Every island you are potentially able to sell turnips at is that much more chance you'll hit the sales jackpot. If you have one friend your chances double; two friends, triple, and so on.

It also helps if you have some insight into what turnip prices are going to do in the coming day. For this there are websites that, if you enter the price you paid for turnips on Sunday and as many of the price changes as you can find and their times, will work to deduce what prices will do for the rest of the week.

Two of these sites are turnipprophet.io and ac-turnip.com.

Turnip Pattern Recognition

You can use the information that you feed into these sites yourself to get a basic intuitive handle on turnip prices. The key is that, at the beginning of the week, the game randomly picks one of four possible patterns for turnip prices to follow that week. The most important moment is the Monday AM price. Check if the store's Monday morning price is between 85% to 90% of Daisy Mae's sale price! That is the "magic range." If Timmy and Tommy are buying within that range, you have a good chance of being in the Large Spike range, and may be on track for having just one of the periods in the coming week, between Tuesday PM to Friday PM inclusive, buying from twice to six times the Sunday sale price. Make sure to check every day! There is also a good chance, however, that you are on the dreaded Declining pattern, which never goes above the Sunday price. The tricky part? Both patterns look identical until either the spike happens, or until Saturday rolls around and it becomes impossible to get a good price. More common, and more chaotic, are the Small Spike pattern, which can go up to twice what you paid on Sunday, and the Fluctuating pattern, which goes up and down mostly at random.

To prevent monkey business with time traveling, turnips are known to be extremely fragile when changing the system time. Of course if you set the clock ahead beyond 5 AM on Sunday all the turnips will spoil, but if you set the clock back before your last log-out at all it will cause all the turnips on your island to immediately decay. Your turnips will all instantly spoil, as well, at rollover on Sunday morning, regardless of where or when you bought them. Be aware of this if you buy turnips from a friend's island in a later time zone! Don't make the mistake I made!

Generally, regardless of other factors, the chances your town is in each of the four turnip price patterns is:


    	Fluctuating (up and down without huge windfalls and high chance of going above sale price at least one day that week): a little more than 3-in-8 times

    	Small Spike (generally high prices with a chance of reaching 220 bells/turnip): 1-in-4 times

    	Big Spike (very high prices one price period in the week, low the rest of the time): about 1-in-4 times

    	Declining (turnip prices certain to stay below 100 bells/turnip all week long): about 1-in-8 times




On Island Evaluation

	If New Horizons has a victory state, it's getting a three-star island evaluation from Isabelle, which takes some doing to get up to that point, but in the progress of playing it, is absurdly early. Animal Crossing games are typically intended to be played for at least a year, and you can get a three-star evaluation in less than a month. Still, it goes faster if you have some idea of what she's going for. In addition to that, one of the game's longer-term goals is to achieve a five-star evaluation, which seems a lot harder.

It actually isn't so bad; the major obstacle to achieving it is the game is vague about what it means. This is another of the series' little traditions, that of there being a village/town-wide rating that you're given vague hints of how to achieve. The Island Evaluation is just the most recent iteration of a game objective that's been going since the beginning of the series.

I would love to be able to give you the complete low-down on what the rating criteria is, but in fact, even though Nintendo's Official Guide purports to offer just such a criteria, there are some real problems with it. The gist of it is reported, as are many other hidden aspects of the game, at the Animal Crossing Wiki. I summarize the known information here, but the full details, such as they are, and reported from the guide, are at that link. They have been somewhat bolstered by AC dataminer extraordinaire Ninji, but even he doesn't entirely know the basis.

There are two primary grading criteria. The book calls them "scenery" and "development." Ninji notes the internals call them "life" and "nature." Because Isabelle's own statements are a source of confusion here (she mixes up the terms) I will go by "life" and "nature."

Life, which the guide calls development. (Isabelle's own statements are confusing here; I've seen her call this "scenery.") It is thought to be buildings, bridges, inclines and furniture placed outside. My own experiments indicate that islander houses are also factored in; I had an island right past the boundary into five stars, an islander moved out, and Isabelle indicated the place had fallen into a four star evaluation, a result that no guide I've seen accounts for. (Isabelle, somehow, is able to deploy her evaluation task force and get results instantaneously.) All of these things are worth a number of points. Expensive things (>2,000 bells and >20,000 bells), whether it's considered "outdoor" furniture, and whether you have a variety of things placed that aren't too concentrated in one area, all add to the value of furniture. Fences also add to this, although at 1/5 a point per piece, Isabelle's frequent suggestions to place more fences seem misguided.

Nature, which the guide calls scenery, is the plant life on your island. Each tree is one point and each bush is a half-point, up to a limit of 190. Having more than 220 trees, according to Ninji, is probably a penalty. Add to this the flowers on your island: sprouts are a half-point, stems & and buds are 3/4th of a point, and adult flowers are a full point. Note, an adult flower is not only worth the same as a tree, and twice that of a bush, but also doesn't carry the placement requirements of a tree, which cannot be placed too close to a cliff or water. A 2x2 region of space can hold nine points' worth of flowers, but only one tree, and flowers are not known to have a scoring limit either.

The official guide claims that DIY furniture also factors into Nature. Whether it does or does not I cannot tell you, but I do know that, although the book says nothing about it, it factors into Life as well. I've even got some approximate scoring figures of how much some furniture is worth in Life points, painstakingly discovered through laborious experimentation (placing fences, talking to Isabelle, removing fences, talking to Isabelle, etc.):



	Item
	Bell Price Sold
	Approx. Points


	Streetlamp
	20,000
	3.6


	Cushion
	75
	1.0


	Life ring
	90
	1.6


	Mr.Flamingo
	750
	2.4


	Fountain
	11,700
	6.6





These example figures expect that the furniture in question are reasonably spread out. Most, if not all, buildings and improvements are another 15 points apiece. If you have the upgraded Nook's, Able's and the Museum, the maximum eight inclines and bridges, and 10 houses for islanders, that's 435 points total. A three-star island needs 160 Life points, so after all that you should only have 230 to go, although I have not exhaustively tested this. Here's the requirements for each rating tier:



	Stars
	Life points
	Nature points


	1
	0
	0


	2
	80
	200


	3
	160
	270


	4
	400
	350


	5
	665
	450





The wiki information, which again is probably sourced from the Official Guide, also notes that having a low number of islanders can also reduce rating, and also that "litter" (having more than 15 loose, dropped objects, not counting naturally-generated things like tree branches and shells) "clutter" (too many solid furniture objects in a small area) and having too many trees can also reduce a rating.

Getting to a three-star island wins you weekly K.K. Slider concerts, the credits, and the Island Designer app which vastly increases your island modification power. Getting to a five-star island gives you periodic generation of Lilies of the Valley (a flower that does not otherwise appear, something of a status symbol), the recipe for the Golden Watering Can (the way to get Gold Roses, which can earn you a ton of bells), glowing comments from Isabelle and plain old satisfaction.

The Bottom Line

So what's the executive summary of all of this?

Buildings are good. Islanders are good. Inclines and bridges are good, even if you don't strictly need them. All of these things help your rating and cannot hurt it.

Trees are good, as long as you don't have more than 220. Flowers are good without limit.

Placed furniture is good, especially if it's made for the outdoors and/or is valuable. Try to place a variety of things, and not too concentrated.

Fences are good, but costly in terms of points for the space taken up.

Check with Isabelle whenever you make a major change to find out what your evaluation situation is.


On Islanders

In this book, what I call an islander is also known variously as a neighbor, or a villager. The terms are largely interchangeable, although I try to stick with islander when talking about them in this game. An islander is one of the nearly 400 animal characters who can move onto your island. They can also visit at the campsite (and most of them may be summoned via amiibo) or be listed as one of the senders of a messages-in-a-bottle that daily wash up on your island, and at times appear on the shores of Mystery Islands. They have been a mainstay of the Animal Crossing series since the original. One could consider meeting and befriending them to be the point of the series, if the series had a point at all.

Villages in the original Animal Crossing could have up to fifteen villagers at a time, which remains the record. New Horizons allows an island to support up to ten resident islanders at a time.

Every islander has a name, a set appearance, a default wardrobe, a specific appearance of house and starting furniture, an initial catchphrase, a personality from among eight types (male: jock, lazy, cranky or smug; female: peppy, snooty, normal or sisterly) and a subtype from two options and a hobby, among other custom bits. Most of what you come to perceive as an islander's nature comes from their personality. Most of an islander's dialogue scripts come from its personality. It also determines which DIY recipes and Reactions they can give you.

In addition to the basic script provided by their personality, some elements are customized based on the specific islander, or are randomized in a manner like in a "Mad Lib." For example, some dialogue scripts will call upon a randomized beverage or food, which is inserted into the dialog naturally.

As you interact with a islander, their behavior and dialogue become a little customized by its life on your island. They may ask you for a new catchphrase, for instance, and then that catchphrase has a chance of spreading to other islanders. They may also ask you to give them a special greeting, or ask if they can call you by a randomized nickname, which may also spread among your villagers (although they ask you if they can use it first). Some I've seen are "Vitamin" followed by the first letter of the player character's name, "superstar" and "hashtag." When you give islanders furniture, some of these items may eventually end up among the items in their house, and when you give them clothes, at least in the form of bodywear, costumes and headgear, they will sometimes wear it. (A little upsetting is the fact that they won't put on simple pants that you hand them.)

Most of the interactions that you have with islanders comes from talking with them. The kind of conversation generally follows from what they were doing when you talked to them. If they're in the middle of something, like sitting or fishing, you'll get a short conversation but nothing much else will happen. If they were just standing idle or playing (see below), you'll get a variety of conversation topics, and usually get the chance to give them a present (we'll get to those in a bit). They might ask you a question about yourself in that case. In rare cases they may want you to do something for them, like play a treasure hunting game or deliver a present to another islander. If they ran up to you and started showing off the "Delight" Reaction, it might be them offering to let you change their catchphrase or pick a greeting for them. If they were talking to another islander, you'll be treated to a bit of dialogue between the two, which are usually pretty funny.

If they were lost in thought (had a thought bubble over their head), then there's a good chance they're going to give you something, ask to buy something from you, or ask if you want to buy something from them. This last thing also sometimes means they're going to tell you they're thinking about moving out. If they do, they'll always ask you for your blessing. If you give it, then the next day they'll be packed up to leave, and the day after that they'll be gone. From there you'll have the opportunity to exert some influence on which new islander will move in to replace them. We'll get to that shortly. Unlike previous Animal Crossing games, in New Horizons, villagers don't randomly move out without asking you about it first.

Even when not speaking to them, if you perform an Reaction (press ZR) while in their sight they'll often react to it. Try it and see.

If they're not interacting with you, they may do any of a number of other activities. If there's an interactive piece of furniture nearby, they may approach it and interact. If there are fish or bug present, they may pull out a rod or net and try catching something. (I have never seen them succeed at this.) They may sing a weird little song; if they happen to do that near an active music player, they may end up singing along with it, which is pretty cool! They may run around the plaza, either alone or with other islanders. If K.K. Slider is around, they'll often sit and listen. They may even browse around Nook's Cranny or the Able Sisters; if you buy a limited Nook item while they're gazing at it in a consumerist trance, they'll start in surprise.

A Listing Of Catchphrase and Greeting Ideas

For best grammatical results, begin catchphrases with a lowercase letter and greetings with capitals. These are presented purely out of the joy of living:


		pop culture references, although I'm not a huge fan

    	animal noises, like "baa," "oink" or "meow," keeping in mind that these have a good chance of spreading between islanders

    	nonsense words, a few: "drebnar," "shmabapabak," "plork," "flarrrg,"

    	current or outdated memes: "very smol," "such doge," "all your base," "b1ff," "!!1!" "Kilroy was here," "1506 nix nix," "foooo," "23skidoo"

    	silly or vaguely derisive nicknames: "sport," "slappy," "dopey," "bunky," "champ," "boss," "pal," "doc"

    	onomatopoeia: "boom!" "pow!" "squeak," Don Martin-isms

    	a spacer word plus something else: "like" plus something; "and" plus something; "but" plus something

    	"no takebacks"



The Bottom Line

For the most part the animal friends living on your island are there just for fun, but if you're wondering what exactly you can get out of them, here is a list:

Every personality type of the eight has a list of Reactions they can teach you, that go into your Reactions menu. Most of these are unique to each personality type, and the last Reaction can only be learned from an islander you have Level 6 friendship with.

A couple of times each day, one of your islanders will usually retreat into their house to begin making a DIY project. If you find and talk to them while they're making it, they'll offer to give you a copy of that item's recipe card. While there are some DIYs that any islander can teach, there's also a selection that are exclusive to each personality.

Islanders sometimes offer to sell you things (sometimes out of a list of four things), or buy things from your inventory, or trade things. They often give you something in return when you give them something. As a source of bells or furniture this is inconsistent, but some of these things they sell are variants not sold in your island's store.

Once you get up to Level 6 friendship there is a slight chance, when you give an islander something, they'll give you their picture in return. This is most likely on their birthday, if you give them a sufficently good gift (wrapped fruit works very well). This is different from the poster you get from scanning their amiibo, although it displays the same portrait.


Concerning Friendship With Local Fauna

Some of this information is based on information from yue's Friendship Guide, a great resource that goes into a lot more detail than I'm going to go into, and which ultimately from datamining and the Official Guidebook. This is only a digest of that information.

There are six levels of friendship that your relationship with an islander goes through, which I divided into four phases.

Phase One: Introduction

When an animal first moves onto your island, they are at Friendship Level 1 with you. At this point basically the only thing you can do to improve relations with them is talk to them, once daily, unless rare events occur (like they get a flea). You can talk to them more than once, but there is no friendship benefit. You don't lose friendship points if you talk too much.

You gain one friendship point with an islander for each daily chat. Level 2 comes at 30 points, but fortunately you start at 25 points with a new islander, so unless you play mean tricks on them (like pushing them around or hitting them with a net repeatedly until they get mad) you're on track to reach Level 2 in five days.

Phase Two: Acquaintanceship

Once you reach the second level of friendship with an islander, your means of increasing friendship widens to include giving them gifts. This can be done up to once a day (the game offers the option "This is for you!" or something like it), and so guides often call this the daily gift. Despite this, there is no penalty if you don't give the a gift on a day, and you can still continue to build friendship the slow way, just by talking to them.

The amount of friendship you gain depends on the gift. Garbage items (tires, cans, old boots) and spoiled turnips all decrease friendship (and provoke irate reactions). Anything else will give at least one point. Just by giving them something, you've doubled the rate of friendship increase! And if you wrap the gift in wrapping paper (available from the Nook store, so that's what that's for!), you get another point! Three points in a day instead of one, from easy work.

The basic value you get from a daily gift is determined by its type. Furniture is the best: it gives you two additional points on top of the one from giving a non-garbage gift. Flowers, the basic tools (Rod, Net and Watering can) and clothing they like (each islander has preferential types) all give an extra point. (There's a special case in the code that if you give umbrellas to frog villagers, you get an additional friendship point!) You also get an extra point if you give them their favorite music. Everything else provides just the basic point for giving them a gift.

Then, on top of this, the villager can give you something back, either bells or an item. If the item you give sells for over 2,500 bells, you always get an item; if it's over 250 instead, it's half chances for bells and half for an item. This is important to friendship because, if it's an item, you get bonus friendship points based on how friendly you are with them; the better relations are, the more friendship you gain, up to three additional points. That's pretty substantial! Since the chance of a return goes up if the item is valuable (an item that sells for 2,500 costs 10,000 to buy!), giving valuable furniture is the best bet.

Phase Three: Familiarity

Level 3 requires 30 points over Level 2, but because you can gain up to five extra points from giving them wrapped furniture each day, and the returned-item bonus, it can take the same amount of time, or even faster, to reach it as it did Level 2. Level 4 requires 40 more points beyond that, but there's no additional daily ways to gain friendship at Level 3. 

At Level 3 they start selling you items randomly when you talk to them, and may give you a nickname. Note, nicknames can spread between islanders (they ask you if it's okay to use it though). Two nicknames I've received are "Vitamin R," from a Jock (my character's name begins with an R) and "superstar" from Peppy.


Nickname changing is a sure sign the islander is in Level 3. Similarly, at Level 4 you'll eventually get the chance to change an islander's catchphrase, that thing they say sometimes in dialogue. Catchphrases can spread between islanders, and you don't get a say in it. Catchphrases can even follow an islander if they move to another island! If you get an islander using a catchphrase you don't like, talk to Isabelle about it.

Phase Four: Affection

Levels 5 and 6 each require 50 additional points to reach over the previous level. 
Islanders begin teaching you Reactions pretty early in your game, but each type has a certain Reaction they only teach once you reach Level 5.

Miscellaneous


    	If they ask to buy an item and you agree, they gain one point.

    	If you de-flea an islander, they gain five points.

    	Sometimes islanders give you little "quests." Sometimes this involves playing a treasure hunting game, or delivering an item to another islander, or giving a sick villager medicine, or some other things. You get a small friendship bonus from completing them.

    	And then there's birthdays. Every possible islander in the game has a specific birthday at some time in the year. There will be a notice on the bulletin board a few days ahead of time, other villagers will also drop hints as to the big day, and Isabelle will announce the birthday in that day's broadcast. Drop by the celebrant's house that day and you'll have the opportunity to give them a gift.



The ultimate aim of all of this is to get to Level 6, at 200 points total. At that point, it becomes possible for an islander to give you their portrait. This is a framed picture, unlike the poster you can get from scanning in an amiibo, and is the only way to earn one of these. You might consider receiving this picture "completing" that islander, if you wanted to be mercenary about it.

The Bottom Line

After those first five days, it's 170 points to get an islander to 200 friendship. By giving an islander a wrapped furniture gift worth at least 2,500 bells (sell-to-Nook's value), you earn six to eight points. Broken down, that's one point for a daily conversation, three points for furniture, another point for it being wrapped, and then one to three points for the value of the item, more points at higher friendship levels. To get from Level 2 to 3, that's five days; from 3 to 4, it's 6 days; from 4 to 5, it's about 7 days; and from 5 to 6 it's 7 days. All in all that's about 30 days, but that doesn't count extra friendship sources like from buying and selling items, participating in tasks and minigames, catching fleas off them	 and other things. It also doesn't account for friendship losses, but so long as you're nice to islanders, and don't give them trash, it's not hard to avoid that.

Conversely, if you just talk to them each day, discounting random events and avoidable penalties, it could be up to 175 days before you reach Level 6.

Tricks

The Friendship Guide above lists a way to farm friendship points. It's slow, but can be repeated indefinitely. It has to do with the fact that a islander will return money if it's given to them as a gift, but love unwrapping things so much. If you give wrapped bells, they'll unwrap the gift, experiencing that rush of destruction, then give the money back. This costs no money or friendship, and you'll still be able to give them another gift! You can then rewrap the money and repeat, costing only the wrapping paper, to get however many points that you want.

If that seems like cheating, another trick, known as the Iron Wall Lamp Trick, involves giving that DIY item to islanders. Iron Wall Lamps use relatively few resources (four iron nuggets and two clay), but are worth enough bells that islanders given one will always give you a furniture item in return, a sign that you've gained extra friendship points in the exchange. Additionally it's a wall-mounted item, which means the islander won't put it in their house and mess up the perceived aesthetic qualities of their default furnishings. As yue notes in their guide, this is not perfect; after receiving 32 gifts they start throwing away their oldest possessions: the stuff in their house!


On Friends

Even back in the days of the Gamecube, Animal Crossing has always been a much more entertaining game when played with friends. On the GC, visiting other towns required swapping memory cards, and sending out-of-town mail required writing down long passwords. Nowadays, on the Switch, visiting another player's island can be as simple as entering a Dodo code, or searching for friends, or even just being in range of another player. Times have certainly changed.

Dreams

One of the best things you can do with other New Horizons players is visiting their islands. Now in version 1.4 there is even a second way to do this, by visiting their islands in a dream, just by laying down in any bed! A returning feature from the previous installment on 3DS, you can visit the towns of other players over the internet. When dreaming, you are unable to affect their island in any permanent way: you can't steal their items, or ruin their gardens, or anything like that, because you're just interacting with a copy of the island. When you're done dreaming and wake up, your state is reset to that you were in before the dream happened; you cannot take any objects with you from out of the dream, and in fact cannot enter the Nook's Cranny, Able Sisters or Resident Services of any dreamed islands.

So, what purpose do dreams have? That would be as a source of inspiration! You can see what other players chose to do with their islands and so get ideas for your own. You can also upload your own island for other people to visit in dreams; you can do this by talking with Luna, the character you meet while dreaming. It can be done up to once a day, and each time you do, you will be mailed a "Dream Bell voucher," that can be sold at Nook's Cranny for 5,000 bells.

Unlike the 3DS version, in New Horizons you cannot visit random islands, but must have the "Dream Address," reported on the island map, of the island you wish to visit. It can also be set to appear on your passport when flying to another island.

Visiting

The other way to visit someone's island is to do it in person. (We're still talking about a virtual person traveling to a virtual location. In New Horizons you can do this over the internet. It's only in virtual person, so to speak. There is no danger of catching a virus this way, either cyber or corona.) When visiting, you can do far more than just look at the works of friends. You can buy from, and sell to, their shops, pick up items they've left for you to find, catch fish, bugs and sea creatures just like at home, and do other things. You can buy turnips from their version of Daisy Mae on Sunday mornings, and sell at their version of Nook's Cranny during the week, and thus availing yourself of an extra chance of getting a good turnip price! Having a few friends helping each other by sharing turnip prices and store access can all but eliminate the chances of losing money, and greatly increases the odds of taking advantage of a Large Spike pattern.

Because their version of Nook's Cranny and the Able Sisters has their own selection, you also increase your selection of possibly interesting goods that day. And while some characters, like C.J. and Flick, don't usually buy from visiting people, you can participate in their special events, the Fishing Tourney and Bug Off, and you even get score bonuses for doing so. As Tom Nook would say, "Yes yes, visiting other islands offers many advantages, hmm?"

If you look at it purely from a mercenary perspective, friend-making in New Horizons is a sound financial practice, but variety of friends is just as useful. Think of it like this. If it's past 10 PM on your island and you have things to sell, it's actually worth 20% of the money for those things to travel to a place whose store is still open, because their island has different operating hours than yours does. If you know an island with different native fruit than yours, then it's worth five times the price of your native fruit to sell at their island. If they're in the Southern Hemisphere (or their island is merely set up to be there), you can catch entirely different creatures there and fill the gaps in your museum much faster. Differences make the world go 'round, and differences in New Horizons are just as important. The greater variety of friends you make, the better. That's not just being kind and accepting of others, but also, plain economic fact!


On Visitors

Visitor, defined: one of a number of characters who visit your island on a semi-regular basis. Depending on the visitor, you might be able to find them set up in the plaza, washed up on the shore or wandering randomly around the island. In 1.4, on the average you'll see each recurring visitor about once every two weeks. Lots of details on this can be found at yue's visitor's guide.

Limited Appearing Visitors

These visitors either appear only once, or for a limited period during the development of your island.

Mabel

After Able Sisters has been open for a while, it's easy to forget that Mabel is introduced to your island as a visitor. She sets up in the plaza, the same way Kicks does, and sells a subset of the goods that will later be available in the shop. Generally speaking, it's better to get her moved in quickly, which you can initiate simply by buying from her on two separate visits.

Harvey

Harvey, or "Harv," only visits your island once, to let you know of Photopia, his island, where you can set up scenes and characters to take pictures of. If you don't have much interest in photography it is easy to forget Harv's Island even exists.

Recurring Visitors

Kicks

Like Mabel, Kicks, the shoes, socks and accessories-selling skunk, appears in the plaza to sell things to you. Unlike Mabel, at this point in time at least, he never moves in permanently, so take advantage of his appearances when you can.

Leif

Leif also sets up in the plaza. He sells shrubs, flower seeds sometimes hard to find at your island's Nook's Cranny, and will also buy weeds from you at twice the price (that's 20 bells per piece) that the store will. Weeds made into DIY objects also sell for double, so there's no real reason to wait for Leif to show up to sell weeds, you can make Hay Beds (20 weeds, 400 bells) or Backyard Lawns (30 weeds, 600 bells) to just as efficiently convert weeds into money, or even better if you're prepared to wait for a weed-component DIY to come up as a daily Hot Item.

Label

Label is the "fabeled" third Able Sister. (See what I did there?) She entered the series with the Wii version, and reconciled with her sisters soon after. She tutored under fashion giraffe Gracie, and in New Horizons visits your island to study putting together outfits. She'll give you a theme and an article of clothing to fit that theme (which you can keep), and asks you come back to see her wearing a full outfit fitting that theme. You can always just come back wearing the item she gave you and she'll accept that, but you can get better rewards by coming up with a complete outfit to her liking. She'll give you an item from her fashion line for helping her out, and will also send you either one or two Tailor's Tickets in the mail the next day, which you can redeem at the Able Sisters shop for free clothes.

Redd

Called either Redd, Crazy Redd, Jolly Redd, or other names in various games, Redd the fox was once the business partner of Tom Nook until they had a falling out. He first appears as a randomly-wandering visitor, but then shows up in a boat, pulled up at the "secret beach" at the back of your island. (You haven't found the secret beach yet? Look for it along the north edge of your island, and use your ladder to get down to it!) The first time Redd appears, he sells you a piece of art (always real) that you can then give to Blathers in the museum to upgrade it to having an art exhibit. After that, when he arrives in his boat, he'll offer to sell four different pieces of art. One of them is guaranteed to be real; some or all of the others are fakes. (The wiki says that it is possible for them all to be fake, although I have yet to see that. Consider yourself warned.) All of the art is based off of famous real-world artwork; the fakes always have some tell that distinguishes them from the real piece, such as the Vitruvian Man having a big coffee stain on it, or the Mona Lisa having angry eyebrows. Some of the art takes the form of sculptures, but some of those are fake as well. Each player (either living on your island or not!) can only buy one artwork from Redd a say, and that means from any island. The art always costs 4,980 bells, which is actually a pretty decent price, even for a fake. Redd will let you examine a work before you buy it, turning on a display light and letting you zoom in to see it more closely.

A word about fake art. It is one of the few items that even Nook's Cranny won't buy; you can dispose of it in a trash bin. But some fake art is actually fun to have around. The man in the fake Scary Painting smiles at night; the woman in the fake Wistful Painting closes her eyes at night; and the fake Ancient and Informative Statues also have fun details about them.

If you don't have an encyclopedic knowledge of art, the best way to identify fakes is to use a guide. The Animal Crossing Fandom Wiki has a good guide for picking out the real from the forged. (If your reader doesn't follow hyperlinks, the full URL is in the Useful Sites section at the back of this book.)

Redd also sells two furniture items on his ship on each visit. These are all items sold at Nook's Cranny, but at a higher price. However, some items he sells are special or rare variants.

Redd also shows up, without his boat, during the Sunday firework displays in August. He sells random trinkets at his "raffle" for 500 bells each. Again, that's supposed to be a bad price, but these items can't be obtained elsewhere so most people would probably pay a bit more. Redd probably should reconsider his business model.

Saharah

This camel character wanders around your town on their visits, selling rugs of various sizes, wallpaper and floors for amounts from 1,000 to 3,000 bells. All of Saharah's goods can only be gotten through them; after touching them they're added to your catalog, but only on a Not For Sale basis. Of the five kinds of things Saharah sells, only one type of each is available on each visit, and you don't get to look at it before you but the first. Still, it only costs 10,500 bells to get one of everything sold on a given visit. Further, as you buy rugs, you also get Exchange Tickets. Five Exchange Tickets can be exchanged for another wallpaper or floor, and this can actually be a different from the ones you can buy that day. What is with all of these animal people and their convoluted business practices?

C.J. & Flick

These two characters have very different personalities, but fulfill the same role in the game: each is the prime purchaser of fish and bugs respectively, offering to pay 50% more than the store price during their visits. Both show up randomly in town. C.J. makes you do a "seasports challenge" involving catching fish before he'll buy from you. Both will also offer to make models of a particular species of the phylum they favor if of it you bring three. The model arrives in the mail the next day. Of note, the selling price of the model is three times that of the species you gave them, but three times the store price, not their increased price, so if it's cash you crave you're better off just selling to them.

They are also the hosts of the Fishing Tourney (C.J.) and Bug Off (Flick), monthly events. During those they set up in the plaza. They still buy at their increased rates there but don't take model commissions. By the way, some of Flick's dialogue is among the funniest in the game. They're really a unique character! Oh, and for some reason, neither C.J. nor Flick will buy or take model orders from visiting players; these services are only offered to residents of the island they're visiting.

Celeste

Blathers' sister, Celeste the owl can be found wandering around between the hours of 7 PM and 4 AM only. She arrives up to once a week during a meteor shower, preferably a heavy one. When spoken with, she'll give you a DIY recipe. She is the source of the various zodiac DIY items, and if you talk to her while carrying a zodiac star fragment or one of the items made from it, you can get her to tell you a story about it. Other than the zodiac DIY, the recipe she gives you is selected randomly. You can get a recipe talking to her on any island, but no matter how many different Celestes you talk to you'll only get one a day. If all the options for DIY gifts that day have been given to you before, she will give you star fragments instead.

Gulliver & Gullivarrr

I've already described these two accident-prone seagulls in the collections section. Both are found washed up on the beach, asleep, and must be woken up before you can interact with them. Gulliver asks you to find his buried communicator parts (dig at the same kinds of tiny holes in the sand as where you find manilla clams); Gullivarrr's communicator is lost in the sea somewhere around your island, which can be found by diving with a wet suit. Gulliver gives you various objects from around the world; Gullivarrr gives you pirate-themed stuff. Both leave a rusted part item in the island recycle box the day after they appear, a necessary component of the Robot Hero DIY. If you don't care about Gulliver's/Gullivarrr's item, you can just not return it/them, and the next day they'll turn into rusted parts. But you definitely should help them, at least the first 30 times, to gain the recipe for the golden shovel!

Daisy Mae

Pig purveyor of timely turnips, she arrives and roams randomly Sunday mornings from rollover to noon. I talk about her in the turnips section. Anyone, even visitors from other islands, can buy turnips from her, and I recommend looking for low prices.

K.K. Slider

In some ways the series mascot, canine musician K.K. Slider, aka Totakeke, first must be unlocked by getting your island to a three-star evaluation and talking to Isabelle. Then he'll show up in the plaza the following day and following Saturdays, unless preempted by another event, in which case he may end up moved to Sunday. K.K song collecting is discussed in the collections section. Visitors can request songs from the musical dog, but only people living on that island will get albums, and only the first time they request on a day.

Wisp

Wisp, a ghost of unknown species, shows up at least once a week at night somewhere on your island. When spoken with, their body will burst into five fragments which will float around the island randomly, and can be caught with a net. If you find all five and return them to Wisp, they'll reward you either with a piece of furniture you don't already have, or an expensive piece (which may not actually be that expensive). At least asking for something you don't have will help you fill out your catalog, you know?


On Weather

The weather of your island at first seems to be this dynamic, almost protean thing, changing on a whim, able to go from clear to rain in the space of a couple of hours. It turns out that this is largely an illusion. The daily weather in Animal Crossing: New Horizons is a bit ridiculous.

There are only about 27 or so possible daily weather patterns in the game. Each island has what's known as a weather seed, a pseudorandom number generator (PRNG) seed that absolutely identifies what the weather will be, entirely, every day. These weather patterns have names like Fine04, FineCloud02, Rain 03 and FineRain02, and each determines what the weather will do every hour of every day. Interesting, there is no variation in this. The pattern Cloud02, for instance, has cloudy skies from 5 to 8 AM, then rain from 8 to 11 AM, then no rain but still clouds from 11 AM through to 2 PM, then three more hours of rain, followed by cloudy or partially cloudy skies for the rest of the day. Every day with the pattern Cloud02 is like this, without exception. In terms of weather, there's only 27 different days that you get in various orders. If you know the pattern for that day, then you know what they weather will do, completely.

So, how do you find out what the weather will do? That's where a little web-based tool called MeteoNook comes into play. Created by New Horizons dataminer extraordinaire Ninji, MeteoNook is capable of figuring out your island's weather seed, and then using it to infallibly tell you what your weather will be on any date you decide to check. It can even give you schedules that will no only inform you of when watering-can-saving rain happens, but also when meteor showers, rainbows and auroras occur. It is an amazing tool, and allows you to plan meteor shower watch parties in advance. Nifty!

But MeteoNook, while amazing, is not magical. Figuring out your island's seed is not an easy process. You must feed into it information about the weather on your island. This information can be things like whether it rains in a given hour, what the cloud cover at an hour change is like, which days have minor or major meteor showers on them and the timing (down to the minute) of meteor clusters. Just about anything that the weather seed generates can be fed back into the website to narrow your seed.

If you know that the weather at 3 PM on a given day is Overcast, then you can feed that information into MeteoNook. It then finds all of the weather patterns that are Overcast at 3 PM. It then can throw out all the patterns that aren't Overcast at that time, and from there, throw out all the seeds that don't have one of those patterns for that day. The more information you enter, the more seeds are thrown out, until, ideally, you are left with just one seed, the seed for your island.

But there is a difficulty with this, and it's quite a large one. You absolutely cannot be incorrect with any of the information you give it! Every hour can only have one weather type, and if you enter a type that doesn't reflect your island's weather for that hour, then one of the seeds that gets ruled out will be the actual one for your island, and then, until you find and fix that part of your data, MeteoNook cannot find your island's correct seed. You can't have any errors in your data at all. Sadly, the most readily-available information on your island's weather seed is the hardest to conclusively identify, what the clouds in the sky look like during that time. The MeteoNook main page has a screenshot of what the different cloud covers look like, but those are only good at the stroke of the hour, and are easy to mistake even then.

Speaking as someone who spent a good couple of weeks sorting through data getting their weather seed figured out, I find the most reliable source of data is the dates of meteor showers. It'll take a while to narrow your seed down that way, but it's pretty easy to tell if a day has meteors. If you spot any meteor at night at all, then there's at least a "minor" shower for that day; if the shower is actually announced on the bulletin board, and is mentioned by Isabelle during her update, then it's a "major" shower. By entering meteor days like this, over the course of some weeks you'll be able to narrow down your seed pretty conclusively, without much chance of error.

Often it takes quite a bit of time to figure out your weather. You might look at those other types of data and think, maybe I can narrow it down a bit more? To this end, I offer some extra tips, some of them I wish I had back when I started figuring out my seed.

A useful, but dangerous, source of information on your island's weather is your Switch's photo album. Every Animal Crossing picture you've taken out of doors on your island is potentially a useful data point in the search for your seed. Go through your album, find all the pictures taken of New Horizons, and, going by their time stamps, try to enter their data into MeteoNook.

This can be useful, but it's important to keep in mind that you must be sure the screenshots come from your island. Your Switch will jumble all the images together by date and time taken without telling which island they were taken on. The most useful screens are those with rain in them. A screenshot with clearly visible rain (not just overcast skies, make sure you can see the streaks of raindrops) can be safely declared in MeteoNook as "Unsure (rain/snow)." I wouldn't suggest picking Rain or Heavy Rain based on a screenshot. And please keep in mind, even if you have a ton of accurate weather data for one specific day, it's only useful as far as narrowing down what that day's pattern is, which by itself can only go so far in determining your overall seed. As you enter weather on a given day, MeteoNook will display the remaining possible patterns for that day; once it has been narrowed down to a single pattern, it's best to move on to other days.

I have heard that one of the best ways to quickly narrow down a seed is entering the second-by-second fall of individual meteors in a shower. The correct time to enter is when a meteor begins to fall.

This may sound like a lot of work, but thankfully MeteoNook saves the data you've entered in browser storage, so you can leave the page, to come back later to add more data. This is very useful, because the chances are great that you won't have enough data to conclusively narrow down your seed when you start.

The more days you enter, the greater the chance that, when you click the Start Search button and send MeteoNook on a minutes-long quest exhaustively checking every possible weather seed, it'll come out of it with the one correct seed for your island. But very often, the first time you click that button, it'll immediately say that there's not enough data entered. Or alternatively, it'll say it could find no seeds. If that happens quickly, it's probably because one of your days has contradictory weather data entered. Go back, check each day you provided data for, and check the list of possible weather patterns for that day to make sure there's at least one possible for each day.

Once you've got enough data entered, it'll come up with a list of seeds, each a long number. If only one seed was found, write it down, then click the Monthly tab and have a look at what the month's weather looks like. Compare the weather for a few days to MeteoNook's forecast. Especially pay attention to the day that minor and major meteor showers happen on, if the site successfully predicts more than one of those, it's a good sign that you have truly found your island's one true weather seed. If MeteoNook's prediction doesn't match up with reality, then it's time to go back and check your data. Consider changing cloud data to "Unsure (no rain/snow)". Maybe a screenshot has no rain, but the sky is dark and it looks like it might be about to rain? This is the most challenging part of tracking down your seed.

What if MeteoNook finds more than one seed? Then you might almost be done. You could write down all the numbers and check them against what your weather does over the next few days, but really, you could just enter that information as another data point into MeteoNook and it'll be the same benefit. The great thing is, it usually only takes another good data point or two to narrow it down completely from there. Rainy hours are particularly good getting it down to one seed.

Finally... keep in mind that Nintendo is still updating New Horizons pretty often, and they have already made some minor changes to a couple of the weather patterns. Ninji has updated his site a bit, but has expressed an interest in getting out of New Horizons datamining, and the current version of MeteoNook, as of this writing, may be slightly inaccurate for the most recent version of the game, released mere days ago. Pay attention to the note at the top of the MeteoNook homepage for currently supported versions. But keep trying! It took me a couple of weeks to get my seed tracked down, but it is really nice knowing, not only exactly when your meteor showers will happen, but the exact minute and second at which each meteor will fall. The mysteries of the stars will never catch you unaware again!


On Meteor Showers

Some nights, your island will have a meteor shower. These happen throughout the year, but some periods seem to have them more often than others. While a meteor is visible in the sky, make sure you aren't holding a tool, look up (using the right control stick) and press the A button to wish upon it. If done correctly, the meteor will sparkle. Then, morning of the following day, there will be a star fragment washed up on the shore of your island. Keep wishing on meteors and more fragments will appear the next day, up to 20. You can still keep wishing after that point, but you won't get any more fragments.

Star fragments are an important DIY material. Most of those star fragments will be the normal yellow ones, but some will be larger white ones, which are "Large star fragments." And a few will be a different color, which are zodiac star fragments. There's twelve kinds of these, a type for every sign of the zodiac, and the ones you'll find on a given night are those its horoscope sign.

There's more to it than just that though. Once a week, during a meteor shower day, the owl character Celeste, sister to museum curator Blathers, will visit. If you talk to her, she'll give you a star-related DIY recipe. She's got a bunch of these, and she doles them out, one a visit. At one recipe a week, it'll be quite a while since you've gotten them all, especially since the zodiac recipes are only given out during the periods of their respective signs.

One thing you can do to help speed this up, and get extra star fragments, and help other people get more star fragments too, is to visit the islands of friends who are having meteor showers. You can get up to one DIY recipe a day from Celeste whether your home island is having a shower or not, and by wishing on stars on the islands of friends, they'll get an extra star fragment for every four meteors you wish on. This can push your friend's next-day star piece income up above 20 even.

Not only are Celeste's DIY recipes cool and unusual, but they involve star pieces, which are fairly valuable. As part of sold DIY furniture, star fragments contribute 500 bells to the price, so an item that takes 10 star fragments to make would sell for 5,000 bells. Zodiac and large star fragment items are likewise even more valuable, if you care about making lots of bells. Have you paid off all your loans yet?

So, how do you know when meteor showers will occur? Let's head back to MeteoNook! If you jumped right here, you might want to review the section on weather.

The weather seed on your island doesn't just determine its weather, but when meteor showers occur, and even the exact times, down to the second, at which they fall. Once you've found your island seed and gotten it into MeteoNook, go under the Monthly overview tab and click on the day with the meteor shower you wish to query. The window that appears lists the precise weather at every hour of the day, but if you scroll down a bit, on meteor shower days it also lists the minute in which meteors fall, and even the exact second that each meteor in a burst will appear! I bet astronomers would kill to get that kind of information in our world!
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This display makes something else evident. Meteors appear either in groups of five in a minute, for minor showers, or groups of either five or eight, for major showers. If you know the minutes in which they fall, you can announce that to people visiting your island in chat, and even post the information on the island bulletin board for easy access. The annoying thing about meteor showers is having to constantly be ready for when the next meteors fall, and not knowing if any will fall in the next minute or not for another two hours. When a meteor falls and you have a tool in hand, you're just about sure to miss wishing on the first one, just from the time to get the tool out of your hand and the camera pointed at the sky. If you're in a long conversation, in a building, or, heaven forbid, typing something out with the on-screen keyboard, you might as well just give up now. With this information at hand, you and your friends will be prepared for every meteor that comes screaming down. Unfathomable cosmic mysteries nothing, you got a schedule!


Miscellany

Animal Crossing's in-game tutorial doesn't explain many of the controls. A few tips to get you underway:

  
      	Hold B to run, but note that this can scare of bugs and fish.

      	When carrying a net, hold down A to hold it at the ready and sneak around. This maneuver is essential for catching some of the more skittish insects, and also the non-skittish tarantulas and scorpions.

      	When in your house, the right-arrow button (on the left Joycon) opens your storage area, and down-arrow activates a special interface for moving furniture around your house. This interface works in Harvey's photography studio too.

      	Placing and using a cabinet or wardrobe opens a special interface for selecting what clothes you want to wear out of everything you have in storage. The furniture doesn't actually have to be in your house to get clothes out of storage this way!

      	Both the B button and the R button speed up conversations.

      	Outside of your house, the Up-Arrow button accesses your Tool Wheel (if you've bought that feature from the terminal in Resident Services), a quick way to access tools. Down-arrow puts a held tool away. Left-arrow and Right-arrow bring out your last held tool if you're not holding one, or advance left or right through the tools in your inventory if you are holding one.

      	ZL opens up the NookPhone. ZR brings up the Reactions menu.

  

When you get your first wand, it enables a feature where you can use closets to define special outfits to "transform" into by using the wand.

When you catch a fish or bug for the first time, the message the game gives you begins with "Yes!" When you catch a sea creature for the first time there is a similar introductory interjection. These messages are your reminder to head to the museum to donate the creature.

The game isn't overt about telling you about it, but the first time you visit another island in a day, you get a bonus of 800 Nook Miles.

It's known that the game adjusts your Nook Miles+ tasks based on what's possible on your island. For instance, if your island is low on weeds, you never get the Picking Weeds task.

Getting maximum interest from your bank account requires socking away 20 million bells. That's enough to get you 9,999 bells a month.

If you shake a tree or shoot down a balloon, and there's nowhere for the item to go, it'll vanish without a trace. But, in the case of a tree, be sure to check directly behind it first! Islands that have been going for a while tend to have a number of these hidden items behind trees. If you get an evaluation from Isabelle that claims your island is littered, but you're sure there's less than fifteen dropped items on the ground throughout, check behind trees for lost fruit and other items!

The trade-off for turnip storage is messing up your house or island rating due to litter. But there is a workaround. Objects don't count against your litter allowance if they're buried!

In this version of Animal Crossing, at last, spaces with paths (other than dirt or sand!) and custom drawings are not considered "occupied," and thus don't block fruit, present or other items. You can create patterns and place them around trees to keep flowers and weeds from growing there. You can do this with invisible patterns, but it's easy to forget they exist. Instead, consider a subtle pattern that's visible but easy to ignore.

A good piece of furniture to help increase Development points but not block movement is the Manhole Cover, which can be walked on.

Your character can jump over water up to two spaces, and one extra space to the side.

The game is a bit iffy when it comes to diagonal cliffs. A tree places near a diagonal cliff makes a space that your character can "sidestep" through, but sometimes it won't work. Similarly, you can use diagonal water edges to make hard-to-use jumps. Your character can reliably jump two spaces and one to the side over water, but if the destination is a diagonal shore, sometimes you can jump an extra space to the side.

You can jump to land of the same height, but separated by a gap if it's one space away. This includes diagonals and knight-moves.

You don't have to have the shovel out to fill holes; just walk up to it and press Y, as if you were picking up an item. You can also erase ground patterns this way.

Consider using inclines to make an access to the secret beach, or, if it's near the side of your island, terraforming the land around it to make it easy to walk to.

You get bells as interest on your bank account, but it's really pitiful: as of version 1.2, it's one twentieth of a percent of your total, you only get it once a month, and it's capped at 9,999 bells each month. To max out interest, you'd have to have socked away around 20 million bells. Interest is figured out at rollover on the first of the month.

Isabelle knows the star rating of your island, but doesn't have a good sense of what goes into it. Particularly, when she said you should put up fences, this is bad advice. Fences only give 1/5th a point per space filled, while even a minor piece of furniture can give you two or more points for the same space. When Isabelle talks about clutter and littering, though, she does know what she's talking about.

Present-bearing balloons make a distinctive whooshing noise as they approach overhead. It kind of sounds like Superman in flight. With practice and good hearing, you can hear them approaching from a screen away.

A special thing about frog-type villagers is, they appreciate umbrella gifts slightly more than the other animal types.

Their reactions are funny, but giving villagers garbage (tires, cans, boots) will harm your friendship with them.

Talk to villagers engaged with DIY projects to learn their recipe.

Contrary to rumor, talking with villagers many times in a day will not harm your friendship with them. Hitting villagers with tools might make them mad, but it won't harm your friendship with them. Bring sick villagers Medicine to cure them and cause them to like you a little more.

Eat fruit to gain "energy," the ability to dig up trees. You can save up to 10 charges of fruit. But if you eat a single batch of 10 turnips, you immediately gain 10 energy. This can be less money value than if you sell the fruit you'd eat.

When energized, striking rocks with a shovel destroys them! They come back at random locations at the rate of one per day. Rocks are loathe to regenerate adjacent to buildings, cliffs, water, trees, flowers, placed furniture or some other things. You can take advantage of this by placing things throughout your island, to force destroyed rocks to reappear where you want them to. Kleric, a YouTuber who usually does Zelda: Breath of the Wild glitch videos, goes over this process. (The rest of that video is very entertaining too, if you care to watch it, although part of it has been made obsolete.)

Dug up trees that had fruit bring their fruit with them! You don't get any more money for selling a befruited tree, however.

If you want to immediately get rid of energy so you don't risk destroying rocks? Remember, Nintendo is responsible for this and not me: you can immediately "dump" any energy you have by sitting on a toilet.

On player islands, fish refuse to generate too near to pre-existing fish, so if you're going for a certain size, try scaring away fish of other sizes, such as by running near them.

In a pinch, you can use placed garbage can-type items to permanently discard things from your pocket.

It might seem unintuitive, but a flower breeding with another flower with the same genetics may not produce a flower genetically identical to the parents. This can happen if the parents have one dominant and one recessive gene in a pair.

The fruit from trees "likes" to fall orthogonally to the tree, to the west, east and south of the tree. If these landing spots are full, it'll try to bounce to other places, up to two spaces away, even behind the tree. If fruit has nowhere to land in this area, it vanishes. Dense flowers growing around a fruit tree can cause this.

Assiduous collectors will often make trips home to dump things into storage. The fastest way to do this is to select each item, move "up" to wrap the selector around the menu to the bottom (the Send to Storage option), and then press A to store it. Note this doesn't work on tools though, since the bottom item on the tool menu is Favorite.

Don't use Stone Axes to harvest wood from trees; use Flimsy Axes until you've broken 100 Axes and earned the recipe for the Golden Axe.

The Vaulting Pole can be used across diagonal rivers. The Ladder can scale diagonal cliffs. Furthermore, under the right conditions, bridges can be built over diagonal sections of river.

The applications of the custom pattern function are many and varied. Before you get paths when you gain the terraforming app, you can simulate them with patterns. You can use them to make borders on the edges of real paths, identify particular locations on your island, give islanders custom doormats, leave messages for visitors and many other things.

Patterns, placed over a path, neatly overlay the path but "show through" the grass bordering it. You can combine these two effects to make customized paths.

There are some things, you'll discover, that can't be put into your house's storage: turnips, lost items, wrapped presents, Wisp pieces, communicator parts, DIY recipes, trees and plants (flowers are okay, but not the plant that grew them) and some other things.

If you dig a lot of holes and it's too much trouble to fill them all in, just use the Minus button to save and quit. When you next load your game, the holes will be gone.

	How to tell if an islander is in their house and awake? Check if there's smoke coming out of the chimney and the window curtains are pulled side. At night, the light through the window tells you if they're up for a visit.

Remember to leave two or three palm trees and tree stumps on your island, for the bugs that only spawn on them.

Things disabled while gates are open: image tools, catalog orders and the Island Designer app. Additional things disabled while visitors are over: museum donations, balloons, items dropped by hit rocks, placing, removing or moving furniture, tarantulas and scorpions do not generate. Also, Timmy and Tommy have set places in the store and don't move around (but note since there's two of them, they can handle two customers at once).

Bridges and inclines don't count towards Development score while they are under construction. However, they do count while they're waiting to be demolished.

You can move objects around in your inventory by holding the A button down while pointing to one. If you drop an object on top of another one, the two will switch places unless they're of the same type and can "stack," in which case they'll combine into one stack.

When you pick up money bags when you wallet is full, you end up picking the bags up as individual objects in your inventory. This is kind of a pain, since they take up inventory space this way, but you can consolidate them the same way you do other objects: hold the A button on one money back then drop it onto another money bag to combine them into a larger stack. This also works with the coins you get from money rocks and trees, but note: you cannot stack a coin item with a moneybag item. You can turn a coin into a moneybag, however, by stacking it to a value of 1,000.

Money dug up from a hole always enters your inventory as a money item, and won't be directly added to your wallet.

Have an inventory full of miscellaneous money bags and coins and don't want to be be bothered sorting through it all, because, say, you have a full wallet? Just buy or sell any item at Nook's Cranny, and they'll translate all your money items to 99,000-bell bags, with the left over amount in your wallet.

One of the more mysterious remaining things in the game is the meaning behind the color of a present-bearing balloon. It is known that yellow balloons are the only ones that can carry bells, and blue balloons are the only ones that bear DIY materials. But we're pretty sure all of these types can carry either furniture or clothing. Take note though: balloons never appear when visitors are on your island, and they disappear if you enter a building.

There is information floating (heh) around the internet about how often balloons spawn. They say that they arrive on minutes ending with 4 and 9, so every five minutes, and during a given day arrive from the same direction, but after sundown they come from the other direction. That's 12 times an hour, or 288 a day, almost enough for an obsessive player to unlock the Golden Slingshot in a single day (300 balloons).

It almost always uses less total time to make a number of something at once than to make that number of the same thing at different times. When a tool breaks and you have to make a replacement, make a number of them, and put the extra into storage, even if it's just one extra. Once you've got five or six spares, you don't have to make more of that tool for a while!

In terms of useful real-estate, grass is generally more valuable than sand. Grass can grow fruit, hardwood or cedar trees, or flowers, it can be raised in height and support ponds and rivers, and because it's got much greater extent along two axes, you can do more with it creatively, like design path networks, create playgrounds, plant large gardens and so on. 

Buildings, both major ones like the store and islander houses, can be placed on the beach if there's room for it!

Flowers can be transplanted onto sand, but won't grow while there.

If you have flowers growing around trees, it can be a hassle when they grow around the tree and block falling fruit, potentially causing it to disappear. One thing you can do is build hard paths, like wood or stone, around the front of trees, to guarantee the fruit places to fall that can't be taken up by floral competition.

When villagers sing, if an active music player item is nearby, they'll sing along!

Basic economics: Nook's Cranny, aka "the store," sells items to you for four times the price it buys it for. The store buys items purchased with Nook Miles for five times their Mile cost in Bells. DIY items sell to the store for double the price of all their most basic components. This is under ordinary circumstances; there are exceptions. One exception that everyone knows that foreign fruit sells to the store for five times the price of native fruit.

	Advanced economics: here are some more exceptions. DIY items that contain fruit components sell for little (200 bells for each fruit). DIY items with gold nuggets or pearls as components do not have the value of those two kinds of objects doubled. Bell vouchers sell for six times their Mile cost in Bells, which is the best direct exchange rate. Nook Mile Tickets sell for 10,000 bells, which is five times their cost in Miles. Rotten turnips sell for 10 bells each, a pitiful return, but better than nothing. Dream Bell tickets (sent to you each time you upload your island for dream exploration) sell for 5,000 bells.

The price that Nook sells, or would sell, an item for is its internal value; all items have this, although there are many items that Nook doesn't sell. So it's most useful to speak of the value Nook buys an item for, a much larger category of price, as its value.

Did you ever pick up an item that you didn't mean to? The game always looks in front of you for an object to pick up; if there is nothing there, it looks in your current space. If it's a dropped object in front of you, a thought balloon appears over your head giving the name of the object you'll pick up if you press 'Y.'

You cannot place items (as opposed to dropping them) on Mystery Islands. You can't build fences there either.

Snapping turtles, horseshoe crabs and seaweed, when placed, do not get aquarium tanks or terrariums! The creature is just placed on the ground. Snapping turtles and horseshoe crabs placed this way can be interacted with, and seaweed makes a squishy noise when stepped on. There are a few creatures that have unusual containers when placed out in the world; a hint as to which these are is the appearance of their icons in your storage at home.

The customized tools available from the upgraded store ("Fish fishing rod," "Outdoorsy" net, etc.) have the same use limits as the Normal, aka "Pretty Good," tools.

When you first arrive on the island, the rocks are randomly scattered around, and can be kind of a pain to keep track of. There is a way to move them around more to your liking. When you have "energy," from eating a fruit, striking a rock will cause it to break! It'll reappear the next day in a random new location. The trick is to take advantage of the fact that the game wants to keep empty space all around the rock to your advantage. Rocks won't respawn adjacent to a cliff, water, tree, a building or flowers. If you plant flowers in a regular pattern over all over the grassy spaces of your island, except where you want the rock to regenerate, you can force it to appear where you want.

When constructing something at a workbench, press the A button twice to speed up the animation. You don't have to keep pressing it; twice is enough. Similarly, once you've hooked a fish you don't have to keep pressing A to reel it in. A single press suffices.

The last few minutes of their business day, special music plays inside Nook's Cranny. When 10 PM comes around you can finish the conversation you're currently in, but after that you get thrown out of the store (politely, of course). While Able Sisters closes at 9 PM, they won't actually throw you out when closing time comes, and will let you hang out until you decide to leave on your own.

When an islander asks you for a catchphrase, begin it with a lowercase letter. When you're asked for a greeting, begin it with an uppercase letter. This will help keep your islanders properly grammatical. Important, I know!


Oddities

	The results from spinning a Colorful wheel displays consistently in multiplayer across all players. The Brake Tapper game (available from linking the game to a My Nintendo account that's linked to Animal Crossing Pocket Camp), however, doesn't. It is possible for different players can see different results on their screen.


At 3:33 in the morning on Saturday, TVs show a weird broadcast. I won't spoil it for you…

Whenever there's a letter or bulletin board post from a computer-generated source, if an item or character is mentioned in it, it's always on a blank line or one with a large amount of whitespace at the end of it. There's a reason for this. Animal Crossing is a localization of a Japanese game, Japanese is a monospaced language, and so most Japanese game developers don't bother writing word-wrap function. So, in dialogue boxes, newlines won't happen naturally as they might in a word processor, but are hard-coded into the text. (Notice, when you write messages yourself, if you're in the middle of a word at the end of a line the game won't move the word to the next line but instead breaks it in the middle.) Because of this, any line of text with variable content, like an item or character name, has to account for the longest possible string that might appear or else there could be word breaks, or even line overflows, in edge cases. So now you know!

	Mr. Resetti's name in Chinese translates back into English as "Uncle Power."

Q: Why does Isabelle's head make that jingle noise when she moves it? A: Say her name out loud and think about it.


Inspiration

I am lucky enough to have a number of online friends who are playing New Horizons, who oddly enough are practically all great island designers and decorators, although it's possible that I am biased in my assessment. In any event, they have given me permission to post images from their islands, to better give you, the reader, some ideas for how to decorate your own island.

Axlor, island of H neander

[image: axlor1]
Axlor set up a cool space display, with a podium and benches for listening to talks. Space talks.



[image: axlor3]
If you have friends who play New Horizons, you can help each other out a bunch by setting up an area for leaving spare DIY recipes and catalog items. Everyone ends up with far more DIYs than they need, and this can be a good way to get rid of some before having to resort to selling or binning the overflow.



[image: axlor4]
A weird fact of the game is that flowers reproduce faster if they're watered by multiple people. The watering cans used to do it don't matter, just the people holding them. These black roses, if watered with a golden watering can, can produce valuable gold roses.



[image: axlor5]
Axlor has also set up a breeding garden, to get a great variety of flower on their island. They're also nice to look at!



[image: axlor6]
This open-air museum exhibit is a marvelous idea, as is the checkerboard path, created by alternating path types.



Esperanza, island of Zelda

[image: esperanza2]
Zelda cleverly built her Nook's right on the beach! The only problem is those rare moments when Gullivarrr washes up asleep and blocking access, like he's doing here! And you can't wake Gullivarrr up during a visit! Fortunately, in this arrangement it's still possible to put on a wet suit and just swim around him.



Key West, island of Lauren

[image: keywest1]
Sorry that this ones a little blurry... Lauren demonstrates another example of the checkerboard pathing technique, and taking advantage of the fact that flowers will grow on dirt and sand paths!


[image: keywest1]
It's often entertaining to theme the area around an islander's house based on their personality!


[image: keywest1]
Here's an amazing use of custom patterns to create a kind of landscape that the game doesnt directly support itself! I just wish I had a better picture of it, and in daylight too.



[image: keywest1]
Ankha, the cat islander with an ancient Egyptian pharaoh thing going on, is a popular subject for yard decoration, especially with some help from Gulliver's Sphinx item.



[image: keywest1]
I don't know what's more impressive, the sight of this huge Banded Dragonfly sculpture from Flick, or the knowledge that Lauren had to have caught three of them to have gotten it!



[image: keywest1]
Key West is set up for outdoor living! This layout is aided by the fact that furniture doesn't become water damaged in New Horizons.



Hysteria, island of Kilsea


[image: keywest1]
Kilsea set up a nicely spacious fruit orchard in front of the main plaza.



[image: keywest1]
The campground on Hysteria is loaded with amenities.



[image: keywest1]
I haven't asked who, or what, Kilsea plans to summon at this circle. The tree stumps are a very nice touch; she had to have planted trees there in the right arrangement, then cut them down to achieve this. In case you didn't know, tree stumps can be used as stools.



[image: keywest1]
This open-air cafe is terrific. I especially like how rounded path corners were used around the fountain to accentuate the placement of the bushes and benches!



The Manor, island of Roo

[image: keywest1]
Nice use of paths by Roo around Able Sisters!


[image: keywest1]
The Manor is one of those islands that's overflowing with stuff to see. Here you can easily hop across this river.


[image: keywest1]
My favorite thing about The Manor is that it's divided out according to color! Here's parts of the blue and red sections.


[image: keywest1]
A couple of pet snapping turtles are left here by a food bowl. Did you know snapping turtles, when placed on the ground, don't have terrariums?


[image: keywest1]
Here's the orange area. Nice use of lighting!


[image: keywest1]
In addition to snapping turtles, Horseshoe crabs can be left outside of terrariums. Although I have to admit, if I saw all these horseshoe crabs gathered in real life I would probably earn myself a case of the screaming meemies.


[image: keywest1]
Here, in the blue area, Roo made excellent use of custom patterns to simulate tile!


[image: keywest1]
The Green Zone here is filled with entertainment opportunities, including a Colorful wheel, a working device that can be used for playing games.



Useful Websites

    
        	Nookazon, an internet marketplace for New Horizon items

        	VillagerDB, a list of all items in the game

        	CatalogScanner, a Twitter bot that can be used to get a list of all the items in your catalog

        	Turnip price prediction:

        Turnip Prophet: https://turnipprophet.io/

        ACNH Turnip Calculator: https://ac-turnip.com/

        

	Weather prediction--

        MeteoNook: https://wuffs.org/acnh/weather/

        Nook Plaza item listing and catalog: https://nookplaza.net/

        	Illustrated list of art objects, alongside fake versions: https://animalcrossing.fandom.com/wiki/Art_(New_Horizons)

			Islander Favorite Checker: https://nubleh.github.io/favchecker/

			A list of all items in the game: https://docs.google.com/spreadsheets/d/13d_LAJPlxMa_DubPTuirkIV4DERBMXbrWQsmSh8ReK4

			Brilliant pixel artist Bassooniraptor made customized doormats for every islander in New Horizons! Check their Tumblr here: https://bassooniraptor.tumblr.com/

    


Sources

    
        	Animal Crossing Wiki:

        Home page: https://animalcrossing.fandom.com/

        Art: https://animalcrossing.fandom.com/wiki/Art_(New_Horizons)

        Shining Spot: https://animalcrossing.fandom.com/wiki/Money_tree

        Friendship: https://animalcrossing.fandom.com/wiki/Friendship

        	New Horizons Data Spreadsheet: https://docs.google.com/spreadsheets/d/13d_LAJPlxMa_DubPTuirkIV4DERBMXbrWQsmSh8ReK4/edit#gid=1046595357

        	Flower Gene info: https://docs.google.com/spreadsheets/d/11pRCX8G0xGizSYWgVhoUSu7pE-MV7AOprBcgSY1whB4/edit#gid=1334187991

			ACNH Flower Genetics guide: https://docs.google.com/document/d/1ARIQCUc5YVEd01D7jtJT9EEJF45m07NXhAm4fOpNvCs/preview#

        	@yuecrossing's excellent guides, including the Friendship Guide: https://yuexr.github.io/acnh/

        	"Breaking Down the Stalk Market," by /u/Edricus: https://docs.google.com/document/d/e/2PACX-1vRHLC-P3oLyBS-8I95VCVnWbKQlfuUGcDLu4XxYHgfAgS3dx2AnB_vD9vjyVL7f1W9p1kGFwQ0AZZzH/pub

        	Summary of information in New Horizons official guide: https://docs.google.com/document/d/1-8kQMnmduhraliqCrehaAviG0qlm5BnAb73rPPOf-z0/preview

        	Polygon's investigation into balloon colors, by Julia Lee: https://www.polygon.com/animal-crossing-new-horizons-switch-acnh-guide/2020/4/3/21205849/balloon-colors-gifts-slingshot-recipes-how-to-get

        	Kleric (who makes great Breath of the Wild glitch videos, BTW) has one on Animal Crossing New Horizons which goes over some practical matters related to getting rocks to appear where you want: https://www.youtube.com/watch?v=geTLkNvlpm0

        	The one place I've seen so far to mention that you can only get K.K. Birthday on your birthday, it cannot be requested: https://www.gamesradar.com/kk-slider-songs-secret-songs-animal-crossing-new-horizons/

    


Appendix: DIY Material Values

A good part of a decent bell-making operation is knowing the relative worth of DIY materials. When made into crafts the bell value of most materials doubles; when the craft is a hot item of the day, it doubles again. If you're ready with a lot of materials when the right item comes up as hot you can stand to make hundreds of thousands of bells. Iron nuggets are good for this, being fairly common and of relatively high value.

Here is a table to help you keep track of material values.



	Material
	Base Value
	DIY Value
	Example Crafts


	Tree
Branches
	5
	10
	Flimsy tools,
Clothesline


	Clumps
of Weeds
	10
	20
	Hay bed


	Cowrie
	10
	20
	Shell crafts


	Empty can
	10
	20
	Trash bags


	Boot
	10
	20
	Recycled boots


	Old tire
	10
	20
	Tire stack


	Common
flowers
	40
	80
	Flower crafts


	Wood
	60
	120
	Shovel,
Wooden stool,
Wooden
double bed


	Softwood
	60
	120
	Wooden-block toy,
Brown
herringbone
 wall


	Hardwood
	60
	120
	Log stool,
Log bed


	Stone
	75
	150
	Stone axe,
Stone stool,
Stone arch


	Bamboo
piece
	80
	160
	Bamboo sphere,
Bamboo shelf


	Hybrid
flowers
	80
	160
	Flower crafts


	Clay
	100
	200
	Modelling
clay,
Brick fence


	Sand dollar
	120
	240
	Shell crafts


	Sea snail
	180
	360
	Shell crafts


	Rare
flowers
	240
	480
	Flower crafts


	Star
fragment
	250
	500
	Star pochette
Various
Celeste
items


	Wasp nest
	300
	600
	Honeycomb flooring,
Honeycomb wall


	Venus comb
	300
	600
	Shell crafts


	Iron
nugget
	375
	750
	Tools,
Iron garden chair,
Iron frame


	Coral
	500
	1,000
	Shell crafts


	Zodiac
star
fragment
	500
	1,000
	Various
Celeste
items


	Conch
	700
	1,400
	Shell crafts


	Giant clam
	900
	1,800
	Shell crafts,
Shell rug


	Gold roses
Blue roses
	1,000
	2,000
	Gold/blue

rose crowns


	Large
star
fragment
	2,500
	5,000
	Various
Celeste
items


	Gold
nugget
	10,000
	10,000
	Golden tools,
Gold bars,
Gold armor


	Pearl
	10,000
	10,000
	Mermaid items





Known exceptions to value doubling:

Gold nuggets and pearls, each worth 10,000 bells sold alone, just contribute their normal values to DIY craft they are used to make.

Most fruit is valued at only 100 bells, whether it is foreign or not, making foreign fruit better to sell directly to the store.

Document stacks are a special case because they can be turned into Scattered papers, which can be turned back into a Document stack; both items sell for 400 bells.

A few DIY items, especially very hard-to-make ones such as the Robot Hero, may have values unrelated to their components.


Appendix: Complete Bug Table

This is information available on the Animal Crossing Wiki, but is presented here for easy access.


	
			Name
			Sell Price
			Time
			Location
			Northern
Hemisphere
			Southern
Hemisphere
	

	
			Golden stag
			12000
			5P-8A
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Giraffe stag
			12000
			5P-8A
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Horned hercules
			12000
			5P-8A
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Scarab beetle
			10000
			11P-8A
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Giant stag
			10000
			11P-8A
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Tarantula
			8000
			7P-4A
			On ground
			Nov-Apr
			May-Oct
	

	
			Scorpion
			8000
			7P-4A
			On ground
			May-Oct
			Nov-Apr
	

	
			Goliath beetle
			8000
			5P-8A
			Palm trees
			Jun-Sep
			Dec-Mar
	

	
			Cyclommatus stag
			8000
			5P-8A
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Horned atlas
			8000
			5P-8A
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Horned elephant
			8000
			5P-8A
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Rainbow stag
			6000
			7P-8A
			Trees
			Jun-Sep
			Dec-Mar
	

	
			Banded dragonfly
			4500
			8A-5P
			Flying quickly
			May-Oct
			Nov-Apr
	

	
			Emperor butterfly
			4000
			5P-8A
			Flying
			Jun-Sep; Dec-Mar
			Jun-Sep; Dec-Mar
	

	
			Queen Alexandra's birdwing
			4000
			8A-4P
			Flying
			May-Sep
			Nov-Mar
	

	
			Great purple emperor
			3000
			4A-7P
			Flying
			May-Aug
			Nov-Feb
	

	
			Agrias butterfly
			3000
			8A-5P
			Flying
			Apr-Sep
			Oct-Mar
	

	
			Dung beetle
			3000
			24H
			On ground
			Dec-Feb
			Jun-Aug
	

	
			Rosalia batesi beetle
			3000
			24H
			On stumps
			May-Sep
			Nov-Mar
	

	
			Atlas moth
			3000
			7P-4A
			Trees
			Apr-Sep
			Oct-Mar
	

	
			Rajah Brooke's birdwing
			2500
			8A-5P
			Flying
			Apr-Sep; Dec-Feb
			Jun-Aug; Oct-Mar
	

	
			Madagascan sunset moth
			2500
			8A-4P
			Flying
			Apr-Sep
			Oct-Mar
	

	
			Peacock butterfly
			2500
			4A-7P
			Flying near rare flowers
			Mar-Jun
			Sep-Dec
	

	
			Wasp
			2500
			24H
			Shake hardwood & cedar trees
			All Year
			All Year
	

	
			Orchid mantis
			2400
			8A-5P
			On white flowers
			Mar-Nov
			Sep-May
	

	
			Jewel beetle
			2400
			24H
			On stumps
			Apr-Aug
			Oct-Feb
	

	
			Giant water bug
			2000
			7P-8A
			On water
			Apr-Sep
			Oct-Mar
	

	
			Saw stag
			2000
			24H
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Tiger beetle
			1500
			24H
			On ground
			Feb-Oct
			Aug-Apr
	

	
			Horned dynastid
			1350
			5P-8A
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Paper kite butterfly
			1000
			8A-7P
			Flying
			All Year
			All Year
	

	
			Man-faced stink bug
			1000
			7P-8A
			On flowers
			Mar-Oct
			Sep-Apr
	

	
			Hermit crab
			1000
			7P-8A
			Shore
			All Year
			All Year
	

	
			Miyama stag
			1000
			24H
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Blue weevil beetle
			800
			24H
			Palm trees
			Jul-Aug
			Jan-Feb
	

	
			Diving beetle
			800
			8A-7P
			On water
			May-Sep
			Nov-Mar
	

	
			Walking leaf
			600
			24H
			Ground near trees
			Jul-Sep
			Jan-Mar
	

	
			Bagworm
			600
			24H
			Shake from trees
			All Year
			All Year
	

	
			Spider
			600
			7P-8A
			Shake from trees
			All Year
			All Year
	

	
			Migratory locust
			600
			8A-7P
			Hopping
			Aug-Nov
			Feb-May
	

	
			Walking stick
			600
			4A-8A,5P-7P
			Trees
			Jul-Nov
			Jan-May
	

	
			Evening cicada
			550
			4A-8A,4P-7P
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Mole cricket
			500
			24H
			Buried
			Jan-May
			Jul-Nov
	

	
			Damselfly
			500
			24H
			Flying
			Nov-Feb
			May-Aug
	

	
			Giant cicada
			500
			8A-5P
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Violin beetle
			450
			24H
			On stumps
			May-Jun; Sep-Nov
			Mar-May; Nov-Dec
	

	
			Bell cricket
			430
			5P-8A
			Hopping
			Sep-Oct
			Mar-Apr
	

	
			Mantis
			430
			8A-5P
			On flowers
			Mar-Nov
			Sep-May
	

	
			Waker cicada
			400
			8A-5P
			Trees
			Aug-Sep
			Feb-Mar
	

	
			Citris long-horned beetle
			350
			24H
			On stumps
			All Year
			All Year
	

	
			Firefly
			300
			7P-4A
			Flying
			Jun
			Dec
	

	
			Common bluebottle
			300
			4A-7P
			Flying
			Apr-Aug
			Oct-Feb
	

	
			Centipede
			300
			4P-11P
			From hit rocks
			Sep-Jun
			Mar-Dec
	

	
			Earth-boring dung beetle
			300
			24H
			On ground
			Jul-Sep
			Jan-Mar
	

	
			Robust cicada
			300
			8A-5P
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Pill bug
			250
			11P-4P
			From hit rocks
			Sep-Jun
			Mar-Dec
	

	
			Snail
			250
			24H
			On rocks & bushes during rain
			All Year
			All Year
	

	
			Brown cicada
			250
			8A-5P
			Trees
			Jul-Aug
			Jan-Feb
	

	
			Tiger butterfly
			240
			4A-7P
			Flying
			Mar-Sep
			Sep-Mar
	

	
			Darner dragonfly
			230
			8A-5P
			Flying
			Apr-Oct
			Oct-Apr
	

	
			Honeybee
			200
			8A-5P
			Flying near flowers
			Mar-Jul
			Sep-Jan
	

	
			Long locust
			200
			8A-7P
			Hopping
			Apr-Nov
			Oct-May
	

	
			Ladybug
			200
			8A-5P
			On flowers
			Mar-Jun; Oct
			Apr; Sep-Dec
	

	
			Wharf roach
			200
			24H
			Rocks near shore
			All Year
			All Year
	

	
			Drone beetle
			200
			24H
			Trees
			Jun-Aug
			Dec-Feb
	

	
			Red dragonfly
			180
			8A-7P
			Flying
			Sep-Oct
			Mar-Apr
	

	
			Common butterfly
			160
			4A-7P
			Flying
			Sep-Jun
			Mar-Dec
	

	
			Yellow butterfly
			160
			4A-7P
			Flying
			Mar-Jun; Sep-Oct
			Mar-Apr; Sep-Dec
	

	
			Rice grasshopper
			160
			8A-7P
			Hopping
			Aug-Nov
			Feb-May
	

	
			Grasshopper
			160
			8A-5P
			Hopping
			Jul-Sep
			Jan-Mar
	

	
			Monarch butterfly
			140
			4A-5P
			Flying
			Sep-Nov
			Mar-May
	

	
			Mosquito
			130
			5P-4A
			Flying
			Jun-Sep
			Dec-Mar
	

	
			Moth
			130
			7P-4A
			Flying around lights
			All Year
			All Year
	

	
			Cricket
			130
			5P-8A
			Hopping
			Sep-Nov
			Mar-May
	

	
			Pondskater
			130
			8A-7P
			On water
			May-Sep
			Nov-Mar
	

	
			Stinkbug
			120
			24H
			On flowers
			Mar-Oct
			Sep-Apr
	

	
			Ant
			80
			24H
			Spoiled turnips
			All Year
			All Year
	

	
			Flea
			70
			24H
			On islanders
			Apr-Nov
			Oct-May
	

	
			Fly
			60
			24H
			Spoiled turnips & trash
			All Year
			All Year
	

	
			Cicada shell
			10
			24H
			Trees
			Jul-Aug
			Jan-Feb
	





Appendix: Complete Fish Table

This is information available on the Animal Crossing Wiki, but is presented here for easy access.


	
			Name
			Sell Price
			Location
			Shadow
			Times
			Northern
Hemisphere
			Southern
Hemisphere
	

	
			Barreleye
			15000
			Ocean
			Small
			9P-4A
			All Year
			All Year
	

	
			Coelacanth
			15000
			Ocean
			Huge
			24H
			All Year
			All Year
	

	
			Stringfish
			15000
			River (high)
			Very Large
			4P-9A
			Dec-Mar
			Jun-Sep
	

	
			Golden Trout
			15000
			River (high)
			Medium
			4P-9A
			Mar-May; Sep-Nov
			Mar-May; Sep-Nov
	

	
			Dorado
			15000
			River
			Very Large
			4A-9P
			Jun-Sep
			Dec-Mar
	

	
			Great White Shark
			15000
			Ocean
			Huge w/ fin
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Whale Shark
			13000
			Ocean
			Huge w/ fin
			24H
			Jun-Sep
			Dec-Mar
	

	
			Saw Shark
			12000
			Ocean
			Huge w/ fin
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Sturgeon
			10000
			River (mouth)
			Huge
			24H
			Sep-Mar
			Mar-Sep
	

	
			Blue Marlin
			10000
			Pier
			Huge
			24H
			Nov-Apr; Jul-Sep
			Jan-Mar; May-Oct
	

	
			Arowana
			10000
			River
			Large
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Arapaima
			10000
			River
			Huge
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Oarfish
			9000
			Ocean
			Huge
			24H
			Dec-May
			Jun-Nov
	

	
			Hammerhead Shark
			8000
			Ocean
			Huge w/ fin
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Tuna
			7000
			Pier
			Huge
			24H
			Nov-Apr
			May-Oct
	

	
			Mahi-Mahi
			6000
			Pier
			Very Large
			24H
			May-Oct
			Nov-Apr
	

	
			Gar
			6000
			River
			Very Large
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Giant Snakehead
			5500
			Pond
			Large
			9A-4P
			Jun-Aug
			Dec-Feb
	

	
			Blowfish
			5000
			Ocean
			Medium
			9P-4A
			Nov-Feb
			May-Aug
	

	
			Snapping Turtle
			5000
			River
			Medium
			9P-4A
			Apr-Oct
			Oct-Apr
	

	
			Barred Knifejaw
			5000
			Ocean
			Medium
			24H
			Mar-Nov
			Sep-May
	

	
			Ranchu Goldfish
			4500
			Pond
			Small
			9A-4P
			All Year
			All Year
	

	
			Giant Trevally
			4500
			Pier
			Very Large
			24H
			May-Oct
			Nov-Apr
	

	
			Koi
			4000
			Pond
			Large
			4P-9A
			All Year
			All Year
	

	
			Saddled Bichir
			4000
			River
			Large
			9P-4A
			Jun-Sep
			Dec-Mar
	

	
			Ocean Sunfish
			4000
			Ocean
			Huge w/ fin
			4A-9P
			Jul-Sep
			Jan-Mar
	

	
			Char
			3800
			River (high) Pond
			Medium
			4P-9A
			Mar-Jun; Sep-Nov
			Mar-May; Sep-Dec
	

	
			Soft-shelled Turtle
			3750
			River
			Large
			4P-9A
			Aug-Sep
			Feb-Mar
	

	
			Red Snapper
			3000
			Ocean
			Large
			24H
			All Year
			All Year
	

	
			Angelfish
			3000
			River
			Small
			4P-9A
			May-Oct
			Nov-Apr
	

	
			Ray
			3000
			Ocean
			Very Large
			4A-9P
			Aug-Nov
			Feb-May
	

	
			Football Fish
			2500
			Ocean
			Large
			4P-9A
			Nov-Mar
			May-Sep
	

	
			Betta
			2500
			River
			Small
			9A-4P
			May-Oct
			Nov-Apr
	

	
			Piranha
			2500
			River
			Small
			9A-4P; 9P-4A
			Jun-Sep
			Dec-Mar
	

	
			Mitten Crab
			2000
			River
			Small
			4P-9A
			Sep-Nov
			Mar-May
	

	
			Moray Eel
			2000
			Ocean
			Thin
			24H
			Aug-Oct
			Feb-Apr
	

	
			Pike
			1800
			River
			Very Large
			24H
			Sep-Dec
			Mar-Jun
	

	
			King Salmon
			1800
			River (mouth)
			Huge
			24H
			Sep
			Mar
	

	
			Nibble Fish
			1500
			River
			Tiny
			9A-4P
			May-Sep
			Nov-Mar
	

	
			Suckerfish
			1500
			Ocean
			Huge w/ fin
			24H
			Jun-Sep
			Dec-Mar
	

	
			Goldfish
			1300
			Pond
			Tiny
			24H
			All Year
			All Year
	

	
			Pop-eyed Goldfish
			1300
			Pond
			Tiny
			9A-4P
			All Year
			All Year
	

	
			Guppy
			1300
			River
			Tiny
			9A-4P
			Apr-Nov
			Oct-May
	

	
			Sea Horse
			1100
			Ocean
			Tiny
			24H
			Apr-Nov
			Oct-May
	

	
			Sea Butterfly
			1000
			Ocean
			Tiny
			24H
			Dec-Mar
			Jun-Sep
	

	
			Cherry Salmon
			1000
			River (high)
			Medium
			4P-9A
			Mar-Jun; Sep-Nov
			Mar-May; Sep-Dec
	

	
			Surgeonfish
			1000
			Ocean
			Small
			24H
			Apr-Sep
			Oct-Mar
	

	
			Butterflyfish
			1000
			Ocean
			Small
			24H
			Apr-Sep
			Oct-Mar
	

	
			Bitterling
			900
			River
			Tiny
			24H
			Nov-Mar
			May-Sep
	

	
			Sweetfish
			900
			River
			Medium
			24H
			Jul-Sep
			Jan-Mar
	

	
			Olive Flounder
			800
			Ocean
			Very Large
			24H
			All Year
			All Year
	

	
			Catfish
			800
			Pond
			Large
			4P-9A
			May-Oct
			Nov-Apr
	

	
			Tilapia
			800
			River
			Medium
			24H
			Jun-Oct
			Dec-Apr
	

	
			Rainbowfish
			800
			River
			Tiny
			9A-4P
			May-Oct
			Nov-Apr
	

	
			Salmon
			700
			River (mouth)
			Large
			24H
			Sep
			Mar
	

	
			Clown Fish
			650
			Ocean
			Tiny
			24H
			Apr-Sep
			Oct-Mar
	

	
			Ribbon Eel
			600
			Ocean
			Thin
			24H
			Jun-Oct
			Dec-Apr
	

	
			Pond Smelt
			500
			River
			Small
			24H
			Dec-Feb
			Jun-Aug
	

	
			Squid
			500
			Ocean
			Medium
			24H
			Dec-Aug
			Jun-Feb
	

	
			Neon Tetra
			500
			River
			Tiny
			9A-4P
			Apr-Nov
			Oct-May
	

	
			Freshwater Goby
			400
			River
			Small
			4P-9A
			All Year
			All Year
	

	
			Black Bass
			400
			River
			Large
			24H
			All Year
			All Year
	

	
			Sea Bass
			400
			Ocean
			Very Large
			24H
			All Year
			All Year
	

	
			Loach
			400
			River
			Small
			24H
			Mar-May
			Sep-Nov
	

	
			Carp
			300
			Pond
			Large
			24H
			All Year
			All Year
	

	
			Yellow Perch
			300
			River
			Medium
			24H
			Oct-Mar
			Apr-Sep
	

	
			Dab
			300
			Ocean
			Medium
			24H
			Oct-Apr
			Apr-Oct
	

	
			Zebra Turkeyfish
			500
			Ocean
			Medium
			24H
			Apr-Nov
			Oct-May
	

	
			Killifish
			300
			Pond
			Tiny
			24H
			Apr-Aug
			Oct-Feb
	

	
			Napoleonfish
			10000
			Ocean
			Huge
			4A-9P
			Jul-Aug
			Jan-Feb
	

	
			Pufferfish
			250
			Ocean
			Medium
			24H
			Jul-Sep
			Jan-Mar
	

	
			Dace
			240
			River
			Medium
			4P-9A
			All Year
			All Year
	

	
			Pale Chub
			200
			River
			Tiny
			9A-4P
			All Year
			All Year
	

	
			Anchovy
			200
			Ocean
			Small
			4A-9P
			All Year
			All Year
	

	
			Crawfish
			200
			Pond
			Small
			24H
			Apr-Sep
			Oct-Mar
	

	
			Bluegill
			180
			River
			Small
			9A-4P
			All Year
			All Year
	

	
			Crucian Carp
			160
			River
			Small
			24H
			All Year
			All Year
	

	
			Horse Mackerel
			150
			Ocean
			Small
			24H
			All Year
			All Year
	

	
			Frog
			120
			Pond
			Small
			24H
			May-Aug
			Nov-Feb
	

	
			Tadpole
			100
			Pond
			Tiny
			24H
			Mar-Jul
			Sep-Jan
	





Appendix: Complete Sea Creature Table

This is information available on the Animal Crossing Wiki, but is presented here for easy access.



			Name
			Size
			Sell Price
			Times
			Northern
Hemisphere
			Southern
Hemisphere
	

	
			Gigas giant clam
			Huge
			15000
			All day
			May-Aug
			Nov-Feb
	

	
			Giant isopod
			Medium
			12000
			9A-4P; 9P-4A
			Jul-Oct
			Jan-Apr
	

	
			Spider crab
			Huge
			12000
			All day
			Mar-Apr
			Sep-Oct
	

	
			Sea pig
			Small
			10000
			4P-9A
			Nov-Feb
			May-Aug
	

	
			Vampire squid
			Medium
			10000
			4P-9A
			May-Aug
			Nov-Feb
	

	
			Red king crab
			Large
			8000
			All day
			Nov-Mar
			May-Sep
	

	
			Umbrella octopus
			Small
			6000
			All day
			Mar-May; Sep-Nov
			Mar-May; Sep-Nov
	

	
			Snow crab
			Large
			6000
			All day
			Nov-Apr
			May-Oct
	

	
			Spiny lobster
			Large
			5000
			9P-4A
			Oct-Dec
			Apr-Jun
	

	
			Venus flower basket
			Medium
			5000
			All day
			Oct-Feb
			Apr-Aug
	

	
			Lobster
			Large
			4500
			All day
			Apr-Jun; Dec-Jan
			Jun-Jul; Oct-Dec
	

	
			Tiger prawn
			Small
			3000
			4P-9A
			Jun-Sep
			Dec-Mar
	

	
			Pearl oyster
			Small
			2800
			All day
			All Year
			All Year
	

	
			Mantis shrimp
			Small
			2500
			4P-9A
			All Year
			All Year
	

	
			Horseshoe crab
			Medium
			2500
			9P-4A
			Jul-Sep
			Jan-Mar
	

	
			Gazami crab
			Medium
			2200
			All day
			Jun-Nov
			Dec-May
	

	
			Slate pencil urchin
			Medium
			2000
			4P-9A
			May-Sep
			Nov-Mar
	

	
			Abalone
			Medium
			2000
			4P-9A
			Jun-Jan
			Dec-Jul
	

	
			Dungeness crab
			Medium
			1900
			All day
			Nov-May
			May-Nov
	

	
			Chambered nautilus
			Medium
			1800
			4P-9A
			Mar-Jun; Sep-Nov
			Mar-May; Sep-Dec
	

	
			Sea urchin
			Small
			1700
			All day
			May-Sep
			Nov-Mar
	

	
			Mussel
			Small
			1500
			All day
			Jun-Dec
			Dec-Jun
	

	
			Sea pineapple
			Small
			1500
			All day
			Apr-Aug
			Oct-Feb
	

	
			Firefly squid
			Tiny
			1400
			9P-4A
			Mar-Jun
			Sep-Dec
	

	
			Sweet shrimp
			Small
			1400
			4P-9A
			Sep-Feb
			Mar-Aug
	

	
			Scallop
			Medium
			1200 [Pascal]
			All day
			All Year
			All Year
	

	
			Octopus
			Medium
			1200
			All day
			All Year
			All Year
	

	
			Oyster
			Small
			1100
			All day
			Sep-Feb
			Mar-Aug
	

	
			Spotted garden eel
			Small
			1100
			4A-9P
			May-Oct
			Nov-Apr
	

	
			Whelk
			Small
			1000
			All day
			All Year
			All Year
	

	
			Turban shell
			Small
			1000
			All day
			Mar-May; Sep-Dec
			Mar-Jun; Sep-Nov
	

	
			Sea grapes
			Small
			900
			All day
			Jun-Sep
			Dec-Mar
	

	
			Flatworm
			Tiny
			700
			4P-9A
			Aug-Sep
			Feb-Mar
	

	
			Seaweed
			Large (many bubbles)
			600
			All day
			Oct-Jul
			Apr-Jan
	

	
			Moon jellyfish
			Small
			600
			All day
			Jul-Sep
			Jan-Mar
	

	
			Sea slug
			Tiny
			600
			All day
			All Year
			All Year
	

	
			Acorn barnacle
			Tiny
			600
			All day
			All Year
			All Year
	

	
			Sea cucumber
			Medium
			500
			All day
			Nov-Apr
			May-Oct
	

	
			Sea star
			Small
			500
			All day
			All Year
			All Year
	

	
			Sea anemone
			Large (many bubbles)
			500
			All day
			All Year
			All Year
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