











Nuggets of Wisdom

Little things can sometimes make a big difference. With a game as gigantic as Animal Crossing, a few strategy gems can
reveal some significant and unexpected facets. You'll find fascinating tidbits strewn throughout the guide book.

Write Away, Right Away 138 Reset Reflexes 150

Complete the Catalog 139 Eeek! What's That?! | 161
Buy, Buy, Buy! 140 Return to Sender 162
Garden of Earthly Delights 141 A Reel Fish Story 163
When Moods Collide 142 Hey, Play the B-Sides! 154
Never Get Lost Again 143 Pete’s Draggin’ 165
Cockroach: Pest or Collectible? 144 Too Many Teeth 156
Spy Before You Buy 145 Sunshine on My Shoulders Hurts a Lot 167
Don’t Make Nook Break Your Thumbs. . . 146 A Visit from Resetti 158
Use the Power of Feng Shui 147 Saucy Sable 159
Do You Feel Lucky, Punk? 148

Animal Crossing Controls

L + R + 2 Buttons < Start/Pause or Y Button
@ Quit playing an NES game l 4 Open/close the Inventory Menu

Control Stick X Button
# Open/close the Town Map
@ Move your character (when carrying one)
@ Move the cursor
A Button

@ Talkto a villager
@ Enter adoor

B Button — # Shakeatree
@ Pickup anitem C Stick @ Read asign
@ Return to the previous menu  Adjust the camera view @ Useanitem

€ Rn(@+©) (in your house)




Making a New Start

You're finall\l leaving the comforts of home to forge an exciting life on Vour own. Having vjour
own place provides Vou with the freedom qou've ulwmi; wanted but also demands respomibilit\l.
You'll need a little helping hand from the many friends \10u'|| meet. Your actions and relationships

You are greeted first by K.K. Slider. The guitar-
strumming pup will allow you to set options such
as the rumble feature, sound settings and the
sound villagers make when they speak. You may
modify the options later when you enter the
game. After speaking with K.K. Slider, hop on the
train to meet Rover, the strange but friendly cat.
How you answer Rover’s curious questions will
determine your character’s appearance.

@ Dare anp Tive

Poor Rover travels on the train so much that he’s
lost track of the day and time. Set Rover straight
by entering the real date and time. Animal
Crossing is a real-time game, which means it
follows the actual date and time unless you
alter things. You may change the date and time
whenever you enter the game.

@ T Name Game

Once you've made your new friend, Rover will
want to know your name and the name of the
village to which you're moving. Enter the name

you'd like everyone to know you by and the [

name of your village. Make sure you like the
names—anyone visiting your village will see
them and you cannot change them.

@ Curious Car’s QuesTions

During your chat with Rover, he’ll ask you some
other questions. How you answer his curious
questions will determine your character’s

appearance—including his or her gender. There |

are many faces, hair colors and outfits you
could get, but the village is not affected by your
answers.

with the villagers impact vour home village greatl\', so do vour best to build a happy community!

KK,

So, you've decided to move
out? Get your own place?
See the world?

Rover

Could you help me out?
Is it Let's see now..
12:43 p.m. on Friday,
July 26th, 2002?
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So, what ar.  » I'm moving.

Franklin for®

KK,

Cool. We can change your
settings.

12243 on  Friday,
July 26, 2002 OK
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Rover

Hrmm... Mov. g
I hate movint » Leave me alone!
unpack boxes. 11 ve... .

Say! Where's your new place"




Making a New Start
i

‘Fun with Faces

There are eight unique faces for boys and girls. If you don't like the face you're given, start the game |
again and vary the answers you give to Rover’s questions. Boys” and girls’ eye color and girls’ hair g
color will change, depending on the face. The outfit you begin with is determined randomly.

Rover makes a helpful phone call on the train
to his good friend, Tom Nook, after hearing that
you need a place to live. Tom is a friendly fel-
low who will aid all newcomers. The entrepre-
neurial raccoon owns a general store named

Nook’s Cranny, as well as some real estate. Tom : i
Excuse me! Hey hey! But I ramble! My name is

. h . .
offers you a warm greeting at the train station R, v AR Yescvonl Yo NoSkS LN i the
upon your arrival. He also offers you one of " store here in town. I'm quite

four sparkling new houses to call your own. pleased to meet you, yes?




Buying a House

The first step in moving out on vour own is to find vourself a home. The generous store owner, Tom Nook,

will offer vjou one of four brand-new houses. To live in the village, ou must choose one of the houses as
viour own. The other three houses will remain empty until three of viour friends come live in your village. Once
a house is inhabited, no one else may live there but visitors may look inside.

After you hop off the train, Tom Nook will offer to sell you a
house. There are four vacant houses in the village, all nestled
in a cozy group together. Step into each house to check out
the interior, then let Tom Nook know when you've decided
on the one you want to live in. Keep in mind that you will
change the interior of the house, so focus instead on the loca-
tion of the house when making your final choice. Each house

comes with a few free housewarming gifts. Don't worry too much about the
interior of the house at first.
You'll be redecorating with your
own personal flair soon enough!

Well? What . > I like it!
How was it, h t's O

Upper Left Upper Right

The upper-left house has a “Stone Wall”
and “Slate Flooring.” The roof of the
house is red. All four houses come witha
free Radio Cassette Player, Orange Box
and College Rule notebook.

The upper-right house has “Wood Paneling”
and “Steel Flooring.” The roof of the house
is orange. Each of the four houses has a
mailbox and personal Gyroid assistant, who
may help you with many different things.

The lower-right house has a “Concrete
Wall” and “Charcoal Tile” flooring. The roof
of the house is light green. The town bul-
letin board is conveniently located in the
center of the four houses so you and your
friends can communicate easily and without
straying far from the comforts of home.

The lower-left house has a “Shanty
Wall” and “Birch Flooring.” The roof of
the house is yellow. The view varies
from house to house, but each of the
four houses has a potentially spacious
garden area surrounding it.

Neighbors Working Together

Each village has four houses. Up to four players may live in one village, however,

only one player may visit a village at a time. Get your family and friends to create

characters in each other’s village for a unique gaming 8l )

experience. Build the perfect village together! Leave e Y
]

messages for other players to read on the bulletin /ﬁp-' «

board. Design clothing for one another. Write letters
to each other. The villagers will remember and
befriend everyone who visits or lives in the village. —
Check out page 54 for more multiplayer info.

By the way, what wi

*I'm new




Tom Nook will be kind enough to sell you a house, even
though you're sorely short on Bells. Be a good friend and
repay your debt to him as promptly as possible. Check in
with Tom Nook at his shop—he’ll give you a part-time job.
Throw on the snazzy uniform he hands you then run his
small errands. If you do a good job, Tom will knock a few
Bells off the total sum you owe toward your house. In the
process, you'll get to know the village better, too!

Now you can start working
off the remaining

18,800 Bells you owe on
your house. Hurrah! v

wThen here's what we'll do!
You can work part~time at my
shop to pay off the rest!

Yes, that's acceptable! v

Earning Bells is a pretty easy task. Initially, Tom :
5 5 . . )N gL % : N Your Funds

Nook will employ you to work part-time in his . i § e 5 g 2885 Bills l

shop. The jobs consist of everything from plant- | . : =

ing flowers to writing a shop flyer to making

deliveries. Once you complete all the tasks Tom

Nook has for you, collect items on your own to

sell back to your boss. See page 10 for more First off, I want yo: ;;) 90 You ;i'shhto?sell > Al

: s / plant some trees and flowers a coraly hm Just one.
details on the side jobs at Nqok 5 shop, and S thind myahon: Vit have
check out page 48 for Bell-earning ideas. You'd like to sell them all?

@ Post Orrice Deposits

For Tom Nook to receive payments on your
house debt, you must make deposits at the Post
Office. Speak with Pelly during the day or Phyl- ; !
lis at night. Choose “Deposit,” then enter the ¥ 1,286 Bells

amount you wish to pay. Once you pay off your ¥ 3 Jhyae B Payment: 001,400 Beits
loan, the area that reads “You still owe” will > { >

show zero Bells. See page 16 for more detailed N @) {| E Youstill owe: 18,000 Bells
Post Office information. :

Cheer and celebrate! You've finally paid off
your debt, so your time is once again all yours.
Check in with Tom Nook once you've paid off
the loan—he’ll offer to expand your house for
you. A bigger house means you can fit more of
the great stuff you love, like furniture, in your
home, but it also means you’ll owe Tom Nook
for the expansion. Everything comes at a cost,
but that’s part of the fun of life on your own.





















































































































































































































































































































































































































































































