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sushiman17	In	the	past	there	has	been	a	lot	of	discussion	on	which	mob	grinder	is	the	"best".	I	would	like	to	compare	these	mob	grinders	based	off	of	the	most	efficient	version	possible	(I	will	update	if	a	more	efficient	version	of	a	grinder	is	created	or	if	I	have	missed	something).	Before	I	begin,	I	would	like	to	define	a	mob	grinder	as	a	Skyblock
mechanism	utilizing	mob-spawning	minions	in	order	to	kill	a	mob	after	one	minion	action,	as	opposed	to	a	minion	killing	a	mob	in	two	minion	actions.	First	off,	I	would	like	to	establish	that	I	am	judging	all	mentioned	mob	grinders	based	off	of	the	following	categories;	these	categories	were	chosen	because	I	found	them	to	be	the	most	relevant	aspects
of	a	mob	grinder	in	the	eyes	of	the	Skyblock	community:Efficiency:	How	quickly	the	mob	grinder	can	kill	the	mobs	spawned	in	it.	Obviously,	a	large	part	of	this	will	have	to	do	with	the	specific	minions	being	used	and	their	tiers,	so	that	is	why	I	will	only	judge	a	mob	grinder	by	how	long	it	takes	to	kill	a	mob	AFTER	it	spawns.	*Please	note	that	times
may	differ	slightly	depending	where	your	minions	are	in	your	mob	grinder.Durability:	How	well	it	functions	with	large	amounts	of	minions.	Most	grinders	on	this	list	should	work	fine	with	20+	minions,	however	some	grinders	tend	to	perform	much	worse	with	large	amounts	of	minions.Compactness:	How	much	space	it	takes	up.	This	would	really	only
be	important	if	you	care	how	it	looks,	however	there	seem	to	be	a	great	deal	of	people	who	play	this	game	that	do	seem	to	care	about	that	above	efficiency,	so	I	am	adding	this	too.	I	suppose	it	could	be	an	issue	if	you	are	running	out	of	available	space	on	your	island	to	build	a	grinder,	but	let's	be	honest	VERY	few	people	legitimately	have	that	issue.	*I
will	rate	this	on	a	scale	of	1	to	5,	with	1	being	the	least	compact	and	5	being	the	most	compact.Perks/Flaws:	Basically	everything	you	need	to	know	when	deciding	on	whether	or	not	to	use	a	grinder	on	this	list.	This	would	include	benefits	of	choosing	a	specific	grinder	over	other	types	of	grinders,	or	fatal	flaws	that	severely	impact	functionality.	Well,
here	you	go:	--------------------------------------------------------------------------------------------------------------------------------Standard	Fall	Grinders:Efficiency:	Approximately	1.5	seconds	(can	vary	by	a	few	tenths	of	a	second	depending	on	fall	height).	If	there	is	a	water	stream	carrying	the	mob	to	the	fall,	then	this	will	probably	take	around	15	seconds	or	so.Durability:	No
issues	whatsoever.Compactness:	1Perks:-	Kills	mobs	very	quickly	after	they	are	spawned	compared	to	every	other	grinder	on	this	list.Flaws:-	Very	large	due	to	the	nature	of	how	it	kills	mobs.	-	Slayer	mobs,	flying	mobs,	and	fall-damage	immune	mobs	cannot	be	killed	by	this	grinder	due	to	their	very	high	health.	In	case	you	have	no	idea	how	to	make
this,	here	is	one	example:	--------------------------------------------------------------------------------------------------------------------------------Drowning	Grinders:Efficiency:	2	to	8	seconds	to	reach	drowning	area	(depending	on	design	of	drowning	grinder),	10+	seconds	for	the	mob's	"breath"	level	to	reach	zero	(mobs	cannot	take	drowning	damage	until	this	occurs),	and	THEN
finally	5	damage	per	second	until	death.	Obviously	if	you	want	this	grinder	to	kill	mobs	fast	this	is	not	the	way	to	go.Durability:	So-so	(can	crowd	up	fast	do	to	small	size,	as	well	as	amount	of	time	it	takes	for	mobs	to	run	out	of	breath	to	start	the	process	of	drowning).Compactness:	4	-	5Perks:-	Capable	of	killing	some	mobs	that	cannot	be	farmed	by
other	mob	grinders,	such	as	blazes	and	slayer	mobs	(although	the	slayer	mobs	will	take	a	very	long	time	to	die).	-	The	most	compact	grinder	on	this	list	(at	least	Timedeo's	is).Flaws:-	Due	to	the	fact	that	mobs	have	to	run	out	of	breath	before	they	start	to	drown,	there	is	a	10+	second	delay	before	they	begin	to	take	damage.	-	Extremely	slow	in	killing
mobs	(can	take	as	long	as	1	minute	and	a	half	for	a	single	kill).	-	This	farm	is	incapable	of	farming	endermen	(they	just	teleport	out	of	the	grinder	as	soon	as	the	touch	water).	~	~	~	~	~	~	~	*Please	note	that	due	to	the	large	variety	of	designs	for	this	type	of	grinder,	I	based	the	stats	of	this	category	off	of	the	most	efficient	version	to-date,	Timedeo's
drowning	grinder.	It	can	be	found	below:	--------------------------------------------------------------------------------------------------------------------------------Lava	Grinders:Efficiency:	Around	~0.25	to	15	seconds	to	reach	lava	(~0.25	seconds	if	the	mobs	are	spawned	on	signs	placed	directly	over	the	lava	pit,	and	20	seconds	or	so	if	they	are	spawned	on	a	stream	of	water	that	carries
them	over	to	the	lava	pit),	then	5-8	seconds	to	kill	the	mob.Durability:	No	issues	whatsoever.Compactness:	2	-	4Perks:-	Due	to	Skyblock	mechanics,	this	mob	grinder	does	NOT	produce	items	such	as	cooked	pork	when	it	kills	animals.	That	being	said,	this	can	be	a	very	useful	mob	grinder	for	attempting	to	obtain	the	Pigman	sword.	-	This	grinder	is	able
to	kill	mobs	fairly	quickly,	making	it	one	of	the	more	efficient	mob	grinders	on	this	list.Flaws:-	Cannot	kill	mobs	immune	to	lava/fire,	flying	mobs,	medium	or	small	slimes/magma	cubes,	and	slayer	mobs.	-	Endermen	will	immediately	teleport	out	of	this	grinder	upon	contact	with	the	lava.	*In	case	of	any	confusion,	this	grinder	does	NOT	burn	anything
dropped	by	any	killed	mobs.	Just	so	you	get	a	good	idea	of	what	this	grinder	is,	here	is:	--------------------------------------------------------------------------------------------------------------------------------Cactus	Grinders:Efficiency:	1-20	seconds	to	reach	cactuses,	then	5	damage	per	second	until	death.Durability:	So-so	(if	there	are	20+	large	cubes	in	a	smaller	sized	cactus	area	not
all	of	the	cubes	will	be	able	to	touch	the	cactuses	and	take	damage).Compactness:	2-3Perks:	-	By	FAR	the	best	and	most	effective	grinder	for	slimes	and	magma	cubes.Flaws:-	Not	a	very	efficient	option	for,	nor	is	it	intended	for,	any	other	mob.	-	If	the	walls	are	not	2	blocks	thick	slimes	and	magma	cubes	can	sometimes	glitch	out	of	the	grinder.	*Here
is	a	relatively	efficient	version	of	the	grinder:	--------------------------------------------------------------------------------------------------------------------------------Suffocation	Grinders:Efficiency:	5	damage	per	second	until	death.Durability:	Extremely	low	(only	one	minion	can	fit	per	grinder	module).Compactness:	Depends	on	how	many	modules	are	added	to	the	grinder.	One	to
three	modules	would	probably	be	a	4-5,	whereas	10+	modules	would	be	a	2	and	anything	above	15	modules	is	a	solid	1.Perks:-	Best	way	to	farm	ghasts,	which	can	be	a	pain	when	trying	to	to	create	a	mob	grinder	for	them.	-	Fairly	compact	if	there	aren't	too	many	modules,	although	a	large	amount	of	modules	can	change	that	very	quickly.Flaws:	-	Only
one	ghast	minion	can	be	put	in	each	grinder	module,	meaning	if	you	want	to	have	20+	ghast	minions	utilizing	this	grinder	you	would	have	to	make	20	individual	grinder	modules.	-	If	the	side	walls	of	each	module	are	not	two	blocks	thick,	the	ghast	will	occasionally	glitch	out	of	the	module	and	wreck	havoc	on	your	island.	-	Does	not	work	for	any	other
type	of	mob,	so	this	mob	grinder	is	only	useful	for	ghast	farming.	*Here	is	what	this	grinder	is	going	to	look	like	once	complete:	--------------------------------------------------------------------------------------------------------------------------------Blaze	Grinders:Efficiency:	5	damage	per	second	until	death.Durability:	No	issues	whatsoeverCompactness:	3-4Perks:	-	Great	way	to	farm
blazesFlaws:-	Doesn't	have	the	ability	to	kill	any	other	type	of	mob	*Here	is	what	they	are	going	to	look	like	basically.	--------------------------------------------------------------------------------------------------------------------------------	*I	WILL	ADD	MORE	GRINDERS	AND	UPDATE	CURRENT	ONES	IN	THE	FUTURE*	Thoughts?	What	grinder	do	you	think	is	the	best?	sushiman17
Oceanos05	Thanks	for	this	guide,	it	cleared	a	lot	of	questions	I	had	about	which	type	of	grinder	i	should	make	for	a	future	pig	grinder	sushiman17	pigeonneau	I'd	just	go	extreme	and	build	the	spawning	floor	so	that	it's	within	a	few	blocks	of	the	max	build	height,	then	AFK	with	my	head	24	blocks	below	touching	the	bottom	of	the	floor...xP	But	if	we're
being	both	serious	and	conservational	here,	then	remember	that	mobs	despawn	immediately	when	128	blocks	away.	(They	actually	can	spawn	in	any	loaded	chunk	[for	the	most	part],	and	some	chunks	are	loaded	farther	away	than	that,	however	they	will	immediately	despawn	so	no	worries.)	Mobs	will	not	spawn	within	24	blocks	of	a	player,	and	will
stop	moving	when	farther	away	than	32	blocks.	So	if	you	are	using	pitfall	or	water	canals	depending	on	the	mobs'	voluntary	movement,	AFK	between	24	and	32	blocks	away,	but	if	the	mobs	are	automatically	pushed	or	sucked	to	their	doom,	then	you	can	AFK	between	24	and	128	blocks	away.	Just	make	sure	that	you	are	at	least	128	blocks	away	from
any	spawning	surfaces	other	than	the	internals	of	your	farm,	such	as	the	ground,	the	inside	of	a	cave,	the	top	of	your	house	if	improperly	lit,	etc.	One	of	the	builds	is	on	a	1.12.2	server	and	the	iron	farm	definitely	produces	as	long	as	there	is	one	player	logged	in	anywhere	in	the	world.	My	first	attempt	at	a	mob	farm	seems	to	have	been	too	close	to	the
ground.	I	wasn't	getting	very	many	mobs.	When	I	killed	mobs	at	ground	level,	more	mobs	would	spawn	in	the	mob	farm.	How	tall	should	I	build	the	next	one	so	that	it	isn't	affected	by	mobs	on	ground	level?	0	Mob	grinders	are	among	the	best	beginner	farms	that	a	Minecraft	player	could	set	up	in	a	new	survival	world.	They	allow	players	to	get
essentially	unlimited	drops	from	creepers,	skeletons,	zombies,	and	occasionally,	spiders.	These	mobs	have	incredibly	useful	drops,	such	as	bones,	arrows,	and	gunpowder,	all	of	which	are	vital	for	late-game	survival	worlds	and	farms.	However,	which	is	the	best	and	most	efficient	way	to	build	a	Minecraft	mob	farm?	This	article	details	the	best	height	to
build	a	generic	mob	farm's	drop	chute,	both	for	players	wanting	an	XP	farm	and	those	who	just	want	resources.	We	also	look	at	how	to	increase	farm	efficiency	to	speed	up	the	grind.	How	tall	does	one	need	to	make	a	Minecraft	mob	grinder?22	blocks	should	leave	mobs	with	roughly	half	a	heart	of	health	(Image	via	Mojang)	Unfortunately,	there's	no
true	"one	size	fits	all"	answer	for	a	precise	height	to	build	a	mob	farm.	This	is	because	zombies	have	built-in	armor,	and	along	with	skeletons,	they	can	both	spawn	with	extra	armor.	This	includes	armor	with	some	of	Minecraft's	best	enchantments,	like	featherfall,	making	it	even	harder	to	find	the	perfect	height.	Additionally,	the	height	of	the	farm	will
depend	on	whether	you	want	to	use	it	as	a	way	to	passively	gather	resources	or	as	a	Minecraft	XP	farm	as	well.If	the	farm	needs	to	be	short	enough	to	leave	mobs	alive,	the	best	height	to	build	the	drop	chute	would	be	roughly	22	blocks.	This	will	drop	most	Minecraft	mobs	that	fall	into	the	farm,	outside	of	the	rare	armored	mob,	to	low	enough	health
that	they	can	quickly	be	dispatched	with	a	sword.	However,	if	this	version	of	the	classic	Minecraft	mob	farm	is	being	used	entirely	as	a	means	of	collecting	resources,	this	needs	to	be	increased.	Adding	two	or	three	extra	blocks	of	fall	damage	should	be	enough	to	handle	the	large	majority	of	mobs	that	fall	in.	Adding	more	should	help	take	care	of	the
rare	armored	mobs.	Other	important	mob	farm	informationBuilding	the	farm	up	in	the	sky	might	be	ugly,	but	it's	the	most	efficient	spot	(Image	via	Mojang)Besides	knowing	how	far	to	drop	mobs,	there	are	a	few	other	tips	vital	for	setting	up	efficient	Minecraft	farms.	The	first	is	to	build	over	an	ocean	biome,	as	it	offers	a	flat	surface	to	start	from.	Also,
make	sure	to	build	up	128	blocks	from	wherever	the	build	is	starting.	This	should	ensure	that	there's	no	spawnable	ground	within	the	player's	spawn	radius	other	than	the	farm,	essentially	forcing	all	spawns	into	one	area.	This	will	dramatically	increase	the	farm's	efficiency.	About	the	author	Quick	LinksEdited	by	Dinesh	Renthlei	You	are	using	an	out
of	date	browser.	It	may	not	display	this	or	other	websites	correctly.You	should	upgrade	or	use	an	alternative	browser.	Thread	starter	TheGlassFrog	Start	date	Mar	16,	2020	You	are	using	an	out	of	date	browser.	It	may	not	display	this	or	other	websites	correctly.You	should	upgrade	or	use	an	alternative	browser.	Status	Not	open	for	further	replies
because	of	inactivity.	TheGlassFrog	I	can	remember	and	I	can	find	anything	to	know,	but	are	Mob	grinders	allowed	or	are	they	outlawed	or	something	along	those	lines.	You	must	log	in	or	register	to	reply	here.	Status	Not	open	for	further	replies	because	of	inactivity.	You	are	using	an	out	of	date	browser.	It	may	not	display	this	or	other	websites
correctly.You	should	upgrade	or	use	an	alternative	browser.	Thread	starter	ItsNadiPlays	Start	date	Mar	30,	2021	You	are	using	an	out	of	date	browser.	It	may	not	display	this	or	other	websites	correctly.You	should	upgrade	or	use	an	alternative	browser.	Status	Not	open	for	further	replies	because	of	inactivity.	ItsNadiPlays	I	am	building	a	vanilla	mob
farm	on	the	private	island	so	I	can	level	up	my	bestiary	in	the	private	island	so	I	made	a	dark	room	under	y40	(Cause	I	heard	that	slimes	spawn	under	y40)	and	blocked	with	repelling	candles	every	area	except	the	dark	room	using	the	10	and	50	block	radius	in	the	repelling	candle	menu	(I	did	not	use	infinite	range)	and	the	mobs	are	literally	spawning
everywhere	else	(The	nether	wart	farm	to	be	more	specific	even	though	there	is	light	there)	but	the	dark	room,	if	you	can	help	me	fix	the	issue	I	will	really	appreciate	this.	Here	is	a	screenshot	You	are	using	an	out	of	date	browser.	It	may	not	display	this	or	other	websites	correctly.You	should	upgrade	or	use	an	alternative	browser.	Thread	starter
FelixDKGamer	Start	date	Oct	20,	2020	You	are	using	an	out	of	date	browser.	It	may	not	display	this	or	other	websites	correctly.You	should	upgrade	or	use	an	alternative	browser.	My	first	attempt	at	a	mob	farm	seems	to	have	been	too	close	to	the	ground.	I	wasn't	getting	very	many	mobs.	When	I	killed	mobs	at	ground	level,	more	mobs	would	spawn	in
the	mob	farm.	How	tall	should	I	build	the	next	one	so	that	it	isn't	affected	by	mobs	on	ground	level?	0	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of
Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	This	article	is	about	farms	that	spawn	mobs	in	natural
conditions.	For	single-species	farms	built	around	a	spawner,	see	Tutorials/Spawner	traps.Mob	farms	are	structures	built	to	acquire	mob	drops	more	easily	and	in	larger	numbers.	They	usually	consist	of	two	components:	a	large,	dark	room	to	spawn	mobs,	which	are	funneled	into	a	central	location,	and	a	mob	grinder	to	kill	them	quickly	and	efficiently.
Locations[]The	purpose	for	the	farm	is	to	provide	a	large	area	that	is	a	viable	spawn	position	for	the	intended	targets,	and	to	kill	the	mobs	quickly.	Due	to	the	rules	Minecraft	applies	to	spawning	mobs,	this	makes	the	choice	of	a	location	for	the	mob	farm	a	difficult	problem.Farms	placed	on	the	surface	can	provide	good	drop	rates	during	the	day,	when
it	is	one	of	the	few	spots	of	dark	ground,	but	has	a	sharp	drop	in	effectiveness	during	nighttime,	when	the	entire	surface	is	dark	enough	to	support	mob	spawning.Farms	built	underground	have	a	time-independent	drop	rate,	and	remain	within	your	personal	spawn	range	for	hostiles	when	you	go	mining,	but	their	effectiveness	depends	on	the	amount
of	unlit	caverns	in	your	vicinity,	which	provide	alternative	places	for	mobs	to	spawn.Farms	floating	high	in	the	sky	can	achieve	the	best	spawn	rates	during	the	day	and	night	and	you	are	far	away	from	caves,	as	they	represent	the	only	viable	spawn	ground.	However,	building	one	in	survival	is	rather	dangerous,	and	due	to	their	height	they	stop
working	completely	when	you	descend	underground	to	mine	resources.	To	produce	loot,	you	must	stay	at	the	height	of	the	farm.Farms	constructed	under	an	ocean	can	provide	the	best	during	day	and	night,	as	the	ocean	limits	the	viable	spawn	locations	to	open	areas	underground	except	for	drowned,	which	spawn	underwater.	You	can	also	locate
your	base	below	it	to	ensure	that	you	are	always	close	enough	to	spawn	monsters.	Superflat	worlds	provide	higher	spawn	rates	than	other	worlds,	as	the	missing	air	pockets	underground	reduce	the	amount	of	dark	places.The	Nether	is	difficult	to	farm,	as	water	evaporates	and	most	mobs	are	immune	to	fire.	This	reduces	the	amount	of	functioning
farm	designs	considerably.	One	could	try	to	funnel	the	mobs	through	Nether	Portals	to	circumvent	the	restrictions.Drops[]What	a	mob	farm	produces	depends	on	location	and	the	type	of	grinder	used	to	kill	the	mobs.	Automatic	killing	prevents	certain	drops	and	experience,	but	is	safer	as	the	player	is	not	required	to	be	near	the	mobs.	The	following	is
a	table	of	mobs	that	can	be	effectively	farmed	and	their	usual	and	player-caused	drops.	Player-caused	drops	and	experience	can	be	obtained	only	when	the	monster	is	killed	directly	by	the	player	or	a	tamed	wolf.Note	that	zombie,	skeleton,	and	creeper	heads	drop	only	if	killed	by	a	charged	creeper.	Wither	skeletons,	however,	have	a	small	chance	to
drop	theirs	no	matter	the	cause	of	death,	but	still	always	drop	them	when	killed	via	charged	creeper.MobNormal	dropsPlayer-caused	dropsSpawnNotesBlazeNoneBlaze	RodSpawns	in	Nether	fortresses	and	at	spawners.Cave	SpiderStringSpider	EyeSpawns	at	spawners	in	Mineshafts.Wall	climbing	may	clog	passages.Can	fit	through	spaces	0.5	blocks
tall.CreeperGunpowderMusic	DiscsCreeper	HeadNoneSpawns	in	the	Overworld	when	dark.Music	Discs	drop	only	when	a	skeleton	or	stray	kills	the	creepers,	requiring	special	setup	beforehand.DrownedRotten	FleshCopper	IngotNautilus	ShellFishing	RodCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawn	in	rivers	and	most
ocean	biomes.Drowned	drop	tridents	and	nautilus	shells	only	if	they	spawned	with	these.EndermanEnder	PearlBlock	they	hold	NoneSpawns	in	the	Overworld	when	dark,	in	the	End	and	sometimes	in	the	Nether.Does	not	work	with	most	water	based	farms	as	it	teleports	out	upon	taking	damage.Can	break	farms	with	randomly	taken	or	placed
blocks.Best	farmed	in	the	End	or	Warped	Forest.Ender	DragonNoneNoneSpawns	in	the	end	when	the	player	first	enters	the	end,	and	can	be	respawned	using	end	crystals.At	500	xp	per	respawned	dragon,	the	Ender	Dragon	is	the	largest	renewable	source	of	experience	in	the	game.By	using	an	unload	chunk	and	TNT	duplication	bug,	it	is	possible	to
farm	this	on	a	large	scale	in	certain	Minecraft	versions.EndermiteNoneNoneHave	5%	chance	to	spawn	when	ender	pearl	lands.Endermen	attempt	to	kill	endermites	that	spawn	from	ender	pearls.EvokerTotem	of	UndyingOminous	BannerEmeraldSpawns	during	raids	or	in	woodland	mansions.Evoker	can	summon	evoker	fangs	or
vexes.GhastGunpowderGhast	TearNoneSpawns	in	the	Nether.GuardianPrismarine	ShardPrismarine	CrystalsRaw	Cod/Cooked	Cod	if	the	guardian	is	killed	by	fire.NoneSpawns	in	Ocean	monuments.HuskRotten	FleshIron	ShovelIron	SwordRandom	ArmorCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawns	in	desert	biomes.Husks
do	not	burn	in	sunlight.A	husk	that	is	submerged	in	water	for	30	seconds	converts	to	a	normal	zombie.HoglinLeatherPorkchopCooked	Porkchop	if	the	hoglin	is	killed	by	fire.NoneSpawns	in	Crimson	Forest	biome.Hoglins	avoid	warped	fungi	(including	in	a	flower	pot),	nether	portals,	and	respawn	anchors.Magma	CubeMagma	CreamNoneSpawns	in	the
Nether.Magma	cubes	cannot	be	hurt	by	fall	damage	or	burning.PhantomNonePhantom	MembraneSpawns	in	the	night,	rain,	or	thunderstorm	if	the	player	hasn't	slept	in	3	days.The	phantom	is	an	undead	mob.PillagerOminous	BannerItems	that	drops	during	raids:	[Bedrock	Edition	only]EmeraldEnchanted	BookIron	PickaxeIron	AxeIron	ShovelIron
SwordIron	HelmetIron	ChestplateIron	LeggingsIron	BootsCrossbowArrow[Bedrock	Edition	only]Spawns	in	patrols,	around	pillager	outposts	and	during	raids.If	the	player	kills	a	pillager	wearing	a	banner	on	its	head,	the	player	receives	the	Bad	Omen	status	effect.RavagerSaddle[Java	Edition	only]Saddle[Bedrock	Edition	only]Spawns	during
raids.SilverfishNoneNoneCan	be	farmed	at	stronghold	spawners.The	ability	to	hide	in	blocks	could	potentially	damage	the	farm	if	it	is	made	of	stone.They	can	fit	through	spaces	0.5	blocks	tall.SkeletonArrowBoneBowSkeleton	Skull	BowRandom	ArmorCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawns	in	the	Overworld	when
dark,	Skeleton	Dungeon	spawner,	Soul	Sand	Valley,	and	sometimes	in	the	nether	fortress.SlimeSlimeballNoneSpawns	in	Swamp	biomes	or	in	slime	chunks	below	y	level	40.Large	slimes	could	clog	smaller	passages.SpiderStringSpider	EyeSpawns	in	the	overworld	when	dark	or	from	spawners	in	Dungeons.Wall-climbing	can	clog	up
passages.StrayBoneArrowWither	Skeleton	SkullArrow	of	SlownessBowCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawns	under	the	sky	in	Snowy	Tundra,	Snowy	Mountains,	Ice	Spikes,	Frozen	River,	Frozen	Ocean,[BE	only]	Deep	Frozen	Ocean[BE	only]	and	Legacy	Frozen	Ocean[BE	only].VexNoneNoneCan	be	summoned	by
evokerThey	are	capable	of	flying	through	the	air,	and	can	freely	pass	through	any	block,	including	water	and	lava,	without	taking	damage.VindicatorOminous	BannerItems	that	drops	during	raids:	[Bedrock	Edition	only]EmeraldEnchanted	BookIron	PickaxeIron	AxeIron	ShovelIron	SwordIron	HelmetIron	ChestplateIron	LeggingsIron	BootsAxeSpawns
in	woodland	mansions,	during	raid	or	in	patrols	[Bedrock	Edition	only].A	vindicator	named	Johnny	is	hostile	to	every	mob	except	ghasts	and	illagers.Wither	SkeletonCoalBoneWither	Skeleton	SkullWither	Skeleton	SkullStone	SwordCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawns	in	Nether	fortresses.	On	normal	or	hard
difficulties,	the	wither	spawns	4	wither	skeletons	when	below	half	health	[Bedrock	Edition	only].When	wither	skeleton	attacks	an	entity,	the	entity	is	inflicted	with	the	wither	effect	for	10	seconds.WitchGlass	BottleGlowstone	DustRedstone	DustSpider	EyeStickSugarGunpowderPotion	of	HealingPotion	of	Fire	ResistancePotion	of	SwiftnessPotion	of
Water	BreathingSpawns	in	Swamp	huts,	anywhere	in	the	Overworld	when	dark,	during	raids	or	when	villager	struck	by	lightning.Witches	cannot	open	doors	or	use	cauldrons.ZoglinRotten	FleshNoneSpawns	when	a	hoglin	has	been	in	the	Overworld	or	the	End	for	300	game	ticks	(15	seconds).Zoglins	attack	every	player,	armor	stand	and	every	mob
except	creepers,	charged	creepers	and	other	zoglins.ZombieRotten	FleshZombie	HeadIron	IngotCarrotPotatoIron	ShovelIron	SwordRandom	ArmorCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawns	in	the	Overworld	when	dark,	from	Zombie	Dungeon	spawner,	during	siege,	or	converted	from	huskBaby	zombie	variant	is	twice
as	fast	and	1	block	tall;	a	zombie	farm	should	account	for	this	to	prevent	escapes.When	converted	drowned,	they	can	also	drop	nautilus	shells.Zombified	PiglinRotten	FleshGold	NuggetGold	IngotGolden	SwordCarved	Pumpkin[Java	Edition	only]Jack	o'Lantern[Java	Edition	only]Spawns	in	the	Nether	and	in	the	Overworld	near	Nether	Portals,	when	a
Piglin	is	in	the	overworld	for	15	seconds,	or	when	pig	struck	by	lightning.Baby	pigman	are	twice	as	fast	and	1	block	tall,	similar	to	baby	zombies.If	a	Zombie	Pigman	dies	while	targeting	the	player,	it	drops	experience.	This	mechanic	has	been	used	to	create	xp	farms.Designs[]When	planning	a	mob	farm,	one	should	consider	the	size	of	the	spawnable
area.	The	maximum	spawnable	area	depends	on	where	one	plans	to	be	in	relation	to	the	farm.	If	you	plan	to	be	directly	beneath	the	center	of	the	farm,	waiting	for	the	items,	then	the	radius	in	which	mobs	can	spawn	can	be	used	to	calculate	the	maximum	size	of	the	spawnable	area:	floor(	sqrt(Spawn	Radius^2	-	(Spawn	Floor	Height	-	Collection	Floor
Height)^2	))	=	Spawnable	AreaIn	Java	Edition	the	spawn	radius	is	128	blocks.	In	Bedrock	Edition	the	spawn	radius	is	roughly	96	blocks	for	simulation	distances	>	4.	For	simulation	distance	4	in	Bedrock	Edition	the	spawn	radius	is	44	blocks.In	practice,	however,	it	is	rarely	worthwhile	to	fill	the	maximum	spawnable	area	with	a	single	farm	that
delivers	mobs	to	central	location.	For	example,	if	you	plan	to	spend	your	time	in	a	less	defined	position,	it	might	be	easier	to	repeat	a	simple	design	several	times,	ensuring	that	at	least	some	areas	are	in	the	spawn	range	while	limiting	complexity.	Moreover,	transporting	mobs	long	distances	for	killing	makes	a	farm	less	efficient	because	of	caps	that
limit	spawning	based	on	the	number	of	mobs	already	in	the	loaded	areas	around	the	player.	The	impact	of	caps	is	especially	important	in	Bedrock	Edition,	which	has	caps	that	limit	population	densities	as	well	as	a	global	cap	that	counts	mobs	around	every	player	loaded	in	the	world.If	you	are	making	a	room	that	relies	on	darkness	to	spawn	mobs,	cave
sounds	and	bats	are	good	signs	that	your	spawner	is	dark	enough	to	let	hostile	mobs	spawn.Spawning	tower[]One	of	the	most	popular	overworld	designs	for	a	general	mob	farm	is	based	on	a	tower	of	spawning	pads	that	are	periodically	flushed	with	water	to	push	the	mobs	off	so	that	they	die	from	fall	damage.	The	water	comes	from	a	central	pillar	of
dispensers	and	observers	that	cascade	a	clock	signal	between	platforms.	This	type	of	farm	is	known	for	its	high	production	rates,	simplicity,	reliability,	and	ease	of	build.	Starting	in	1.19.3,	mobs	no	longer	spawn	on	scaffolding.	In	this	case,	just	build	the	spawning	platforms	with	top	slabs	instead	of	scaffolding.	The	central	signal	tower	of	observers,
dispensers,	scaffolding	blocks	remains	the	same.Using	observer	blocks[]The	designs	shown	in	the	YouTube	videos	above	are	somewhat	resource	intensive,	but	this	design	requires	only	the	following	materials:	In	addition	to	being	inexpensive,	it	is	also	easier	to	build.	The	design	uses	three	different	layers	that	are	repeated	with	a	redstone	clock	added
to	the	top	layer.The	layers	are	as	follows:Top	layer:	An	observer	block,	facing	up	observing	the	dispenser	it;	the	rest	of	this	layer	is	air.Middle	layer:	This	layer	is	completely	air	(once	the	dispenser	is	triggered,	it	becomes	filled	with	water	taking	the	block	above	the	dispenser	at	its	center).Bottom	layer:	The	dispenser	(facing	up,	surrounded	by	opaque
blocks	(e.g.	cobblestone)	to	hold	the	water.	Fill	the	dispensers	are	filled	with	a	bucket	of	water.For	layer	one,	the	blocks	must	hold	all	of	the	water,	so	go	out	seven	blocks	in	each	direction,	then	fill	in	diagonally.Optionally,	you	can	surround	these	blocks	with	signs	to	prevent	spiders	from	climbing	up.	However,	this	would	be	a	large	amount	of	work	for
little	benefit.This	mechanism	can	cascade	downward	through	quasi-connectivity.	When	the	top	dispenser	is	triggered	the	observer	see	the	state	change	and	signals	down	to	the	air	gap	above	the	dispenser	below,	activating	it	through	quasi-connectivity.This	cascades	down	through	all	of	the	layers	(make	as	many	as	you	like,	but	anywhere	between	3
and	10	should	be	plenty).To	start	this	cascade,	the	topmost	dispenser	needs	to	be	activated.	It	is	recommended	to	do	so	using	an	Ethonian	hopper	clock	with	about	ten	items	in	it.	You	can	trigger	the	topmost	observer	using	the	redstone	output	from	one	of	the	emplacement	the	redstone	block	could	be	in	the	clock.It	is	also	recommended	to	make	the
layer	on	which	you	place	the	clock	bigger	than	the	other	the	hide	the	layers	under	from	the	sun,	and	to	place	torchs	on	it	to	prevent	mob	spawn.Sinkhole[]The	easiest	possible	design	consists	of	a	large,	empty	area	of	simple	shape,	with	one	or	more	holes	in	the	ground	for	the	mobs	to	drop	through.	The	edge	of	each	hole	has	to	be	lined	with	opened
trapdoors	or	gates	to	trick	the	Mob	AI	into	believing	the	hole	to	be	solid	ground.	Trapdoors	can	also	be	controlled	with	redstone,	so	one	could	shut	off	the	farm	by	closing	the	holes	remotely.The	whole	room	is	closed	by	a	roof	to	create	a	minimal	light	level.	A	roof	height	of	3	allows	Endermen	to	spawn,	while	a	roof	height	of	1	would	restrict	the	farm	to
spiders.Sinkhole	farms	have	limited	effectiveness,	as	the	chance	for	a	mob	to	wander	into	a	hole	is	small,	and	zero	when	the	player	is	so	far	away	that	the	mobs	freeze.[Java	Edition	only]	But	they	can	be	built	quickly	and	cheaply,	and	works	in	the	Nether	(unlike	other	designs	requiring	water	because	you	can't	place	water	in	the	Nether).Canal-style[]
Example	layout	of	a	38x38	Canal-style	farm	To	improve	the	chances	of	a	mob	falling	into	the	holes,	one	can	add	channels	filled	with	flowing	water,	leading	to	the	central	hole.	The	channels	are	lined	with	open	trapdoors	to	trick	the	mobs	into	falling	in,	and	the	water	transports	them	into	the	grinders.	Such	a	design	requires	a	bit	of	planning	to	ensure
that	there	is	no	stationary	water	in	which	the	mobs	might	get	stuck,	reducing	effectiveness.Because	the	system	uses	water	to	transport	mobs,	it	cannot	capture	Endermen,	which	teleport	away	when	touching	water.	Therefore,	the	roof	of	the	cavern	should	be	2	blocks	above	the	ground	to	prevent	griefing	of	your	farm	by	Endermen	taking
blocks.Compact	canal	design[]	Compact	Canal	design	An	easily-built	design	can	be	made	in	a	2020	area,	using	eight	water	source	blocks	to	fill	the	channels,	which	are	exactly	eight	blocks	long	so	that	the	water	stops	exactly	at	the	edges	of	the	central	hole.	The	design	can	be	easily	stacked	or	placed	next	to	each	other	to	increase	the	effectiveness.
This	design	can	be	made	even	smaller	as	shown	in	the	video	(1414	area).	Shrinking	the	design	can	be	done	by	using	signs	to	cut	off	the	water	flow	at	the	edge	of	the	sinkhole,	forcing	the	mobs	to	fall	into	the	central	hole.Minimal	canal	design[]	Minimal	Canal	design,	using	glass	to	show	the	flow	of	water	If	there	is	not	enough	space	for	larger	designs,
this	might	be	used.	Its	small	size	of	10x10	or	20x20	(inner	area)	makes	it	able	to	be	incorporated	into	larger	construction	projects	without	trouble.	It	uses	four	water	source	blocks,	one	in	each	corner,	with	the	water	flowing	around	3x3	squares	of	building	material	to	the	central	hole.	The	parts	of	the	water	between	the	wall	and	the	blocks	is	closed
over	to	provide	more	spawning	area.Large	chamber	fully	automatic	design[]	Large	Chamber	Fully	Automatic	This	is	a	large	farm	that	requires	significant	resources.	It	has	6	spawn	chambers	in	each	building,	and	redstone	controlling	it.	It	outputs	4	waves	of	average	10-15	mobs	every	16	or	so	seconds.Water	pans[]If	you	have	mobs	coming	in	from
multiple	sources,	you	may	need	a	water	pan	(a.k.a.	water	tray)	to	collect	mobs	from	a	large	area	to	a	central	dropshaft.	A	basic	99	(not	counting	the	walls)	water	tray	works	well	for	zombie	or	skeleton	spawners,	or	when	gathering	together	the	output	of	several	dark	areas.	Simply	put	water	sources	at	the	corners	of	the	square,	and	they	flow	to	drop
the	mobs	into	a	hole	in	the	central	square.	For	spiders	or	iron	golems,	you	must	expand	this	to	1010,	which	allows	for	a	22	hole	in	the	middle	(for	spiders,	you	must	also	line	the	chute	with	glass).For	a	few	cases	(notably	Overworld	gold	farms),	a	2727	water	tray	(counting	the	walls!),	with	two	levels,	may	be	needed.	Start	with	a	classic	9x9	pan
surrounding	the	drop	chute.	Move	up	a	level	to	surround	it	with	the	rest	of	the	large	pan	slabs	or	blocks	suffice	for	most	of	it	(put	real	blocks	at	the	boundary,	so	you	can	place	water	on	them),	but	the	outer	ring	should	be	a	2525	square	of	fences	on	the	same	level	(that	is,	you'd	have	a	half-step	up	from	the	outer	pan	to	the	fences).	Surround	this	with
the	2727	outer	wall.	The	inner	pan	gets	a	water	source	at	each	corner,	which	should	send	the	flow	in	to	surround	the	hole.	For	the	outer	pan,	water	sources	go	every	other	block	on	top	of	the	fences	(place	them	against	the	outer	wall),	but	not	in	a	complete	ring.	Place	the	sources	every	other	space	along	two	opposite	walls;	the	water	should	flow
exactly	to	the	edge	of	the	inner	pan.	Now,	if	you	fill	in	the	entirety	of	the	other	walls,	you	get	extra	water	sources	forming	from	the	corners,	and	your	current	becomes	a	sheet	of	mostly-still	water.	For	the	other	two	walls,	put	only	five	sources	each	covering	the	middle	that	is,	one	at	the	midpoint,	and	two	on	each	side	(still	every	other	space).	This
sends	the	water	flow	to	the	other	edges	of	the	inner	pan.The	large	pan	could	also	be	expanded	to	2828	with	a	1010	inner	pan,	but	this	requires	some	experimentation.Active	mob	displacement[]The	Canal-Style	System	still	suffers	from	the	mobs	freezing	when	outside	a	certain	range	around	your	character	in	Java	Edition,	and	from	the	limitations	of	low
population	density	caps	in	Bedrock	Edition.	Active	Systems	can	correct	that	problem.	One	example	is	using	Redstone	and	Dispensers	filled	with	a	Water	bucket	to	flood	the	spawning	grounds	repeatedly,	flushing	all	mobs	into	the	channels	to	be	transported	to	the	grinders.	Thus,	the	farm	provides	area	for	the	mobs	to	spawn	in,	but	does	not	rely	on
mob	movement	to	get	them	into	the	grinder.	Using	this,	one	can	omit	the	trapdoors	needed	for	the	other,	passive	designs.In	Bedrock	Edition	placing	water	on	top	of	scaffolding	provides	an	efficient	means	of	active	transport.	Land	mobs	spawn	with	their	feet	inside	of	the	scaffolding	and	their	heads	inside	of	the	flowing	water.	The	mobs	are	then
immediately	transported	to	a	drop	chute	or	other	killing	area.	Spiders	and	baby	mobs	present	a	challenge	for	water-on-scaffolding	designs	because	they	spawn	entirely	inside	of	the	scaffolding	and	cannot	be	moved	by	the	water	until	they	randomly	climb/jump.	Several	methods	have	been	invented	to	deal	with	this:	buttons	placed	every-other	block	in
every-other	row	prevents	spiders	from	spawning	at	all;	villagers	can	be	used	to	lure	baby	zombies	(see	below);	snow	golems	can	be	used	to	knock	mobs	upward	and	into	the	flowing	water;	or	cascading	water	down	a	funnel-shaped	spawn	floor	can	be	used	to	pull	babies	and	spiders	into	the	water	flow	at	every	block.Other	designs[]Instead	of	using
water	to	transport	mobs,	there	are	various	other	methods	to	make	them	move	toward	the	grinder,	each	of	which	may	work	better	with	certain	mobs	but	with	other	tradeoffs.Sunlight	mob	farm:	Undead	mobs	seek	protection	from	sunlight.	A	roof	three	blocks	above	the	ground	can	provide	a	shady	area	to	lure	undead	mobs	into	a	pit	lined	with	open	trap
doors,	leading	into	a	grinder.	The	disadvantage	of	the	farm	is	that	it	attracts	only	zombies	and	skeletons.Villager:	Only	zombies	and	drowned	are	attracted	to	villagers.	This	method	works	by	having	one	or	more	villagers	trapped	(but	protected	from	actual	attack).	Any	nearby	zombies	go	toward	the	villagers.	You	can	make	a	maze	that	the	zombies	have
to	go	through	so	that	you	need	only	one	trap.	However,	there	should	be	some	sort	of	trap	that	the	zombies	fall	into	to	get	to	the	villagers	(e.g.	a	ton	of	soul	sand	in	water	or	in	air,	fall	damage,	etc.).Turtle	eggs:	This	method	works	on	zombies,	drowned	and	zombified	piglins.	turtle	eggs	attract	all	variations	of	zombies,	which	want	to	trample	them.
Turtle	eggs	can	be	used	in	combination	with	open	trapdoors	above	a	drop	to	lure	any	zombie-variant	mobs	into	a	killing	chamber.	It	is	a	popular	choice	for	zombified	piglin	farms	in	the	nether,	and	can	be	used	as	a	method	to	lure	zombies	away	from	other	mobs	in	a	standard	mob	farm.One-way	doors:	Relying	on	the	random	movement	of	mobs,	One-
Way	Door	Designs	use	doors	or	pistons	to	prevent	the	mobs	from	wandering	backward.	Making	several	sets	of	doors	can	increase	the	speed	with	which	the	mobs	move	toward	the	hole.The	easiest	configuration	consists	of	a	wall	of	iron	doors	or	fence	gates	(you	can	use	wooden	doors	if	you're	not	on	Hard	difficulty)	with	a	row	of	pressure	plates	in	front
of	them.	When	the	mobs	walk	onto	the	pressure	plates,	the	door	opens,	letting	them	through,	but	once	on	the	other	side,	they	can't	open	the	door	since	there	is	no	switch.With	pistons,	the	arrangement	is	reversed,	with	the	pressure	plates	on	the	desired	side,	and	the	pistons	pointing	upward,	so	that	they	block	the	path	of	the	mobs	when	extended.
This	design	works	only	with	a	2-block	high	roof	to	prevent	the	mobs	from	jumping,	and	even	then	might	fail	on	spiders.	However,	it	requires	considerably	more	common	ingredients	than	the	iron	door	variant.Such	systems	can	also	be	used	to	"store"	mobs	after	gathering	them	from	the	farm,	so	that	they	later	can	be	killed	for	the	rare	drops	and
experienceSlime:	This	farm	design	uses	large	slimes	to	push	mobs	off	ledges.	The	simplest	way	to	get	these	slimes	are	through	a	slime	farm.	As	for	the	rates,	it	gets	over	20,000	items	per	hour,	as	said	in	the	video	title.Cats:	Creepers	flee	from	cats.	This	can	be	used	to	redirect	the	creepers	away	from	other	mobs,	and/or	to	their	own	killing	chamber.
Similarly,	skeletons	and	wither	skeletons	flee	from	wolves.	Transporting	mobs[]After	collecting	the	mobs	from	the	farm,	it	might	be	beneficial	to	transport	them	to	a	different	location	before	grinding	them,	so	that	you	can	access	the	items	more	easily	while	remaining	at	a	close-to	optimal	position	for	the	spawning	of	your	farms.Horizontal
transportation[]Horizontal	Transportation	can	be	done	easily	using	flowing	water,	with	a	drop	of	1	block	vertically	for	every	8	block	traveled	horizontally.	Build	a	tunnel	with	a	height	of	3	blocks	and	a	width	equal	to	the	size	of	your	gathering	holes	(usually	2).	Mine	forward	to	a	length	of	8	Blocks,	so	that	water	placed	at	the	start	ends	exactly	at	the
drop.	Repeat,	but	one	block	lower,	so	that	the	mobs	fall	from	one	funnel	part	to	the	next.	Mine	out	the	roof	at	the	higher	level	for	2	or	3	more	blocks	to	prevent	spider	clinging	to	the	walls	from	clogging	up	the	funnel.	Spider	grinder	Alternatively,	one	can	use	a	cactus	to	grind	the	spiders	immediately.	To	do	this,	make	the	first	funnel	part	only	7	blocks
long	and	place	one	water	source	block	instead	of	two.	Place	a	sand	block	and	a	cactus	on	top	on	the	same	side	as	the	source	block.	To	place	the	cactus,	you	have	to	mine	out	the	block	next	to	it.	To	ensure	the	water	flow	on	the	next	part,	mine	out	the	wall	block	next	to	the	sand	and	add	the	water	sources	there	and	next	to	the	sand,	where	there	would
usually	be	one.Downward	transportation[]Transporting	mobs	and	items	downward	is	trivial,	simply	let	them	drop	down	a	chute	with	a	water	brake	at	the	bottom.	Or	omit	the	water	brake	when	you	want	the	mobs	to	die	from	fall	damage.Upward	transportation[]Upward	transportation	uses	the	fact	that	nearly	all	mobs	attempt	to	swim	in	water,	moving
upward.	Therefore,	to	get	the	mobs	moving	upward,	one	must	provide	a	column	of	water	with	enough	air	holes	to	prevent	them	from	drowning.	This	can	be	done	by	arranging	signs	or	ladders	and	water	source	blocks	in	the	following	vertical	configuration:	This	can	be	repeated	indefinitely	in	any	direction	for	a	mob	elevator.	When	arriving	at	the	right
height,	flowing	water	on	top	of	the	topmost	ladder	is	enough	to	dislodge	them.	Slimes	do	not	swim	in	versions	prior	to	Java	Edition	1.8,	which	can	be	used	to	separate	them	from	other	mobs.As	of	Java	Edition	1.13	and	Bedrock	Edition	1.5.0,	a	block	of	soul	sand	can	be	placed	at	the	bottom	of	a	column	of	water	source	blocks	to	force	entities	quickly
upward,	while	also	supplying	air	for	long	distances.	If	soul	sand	is	not	used,	undead	mobs	can	be	separated	from	the	others	because	they	do	not	swim	upward.Grinding[]Main	article:	Tutorials/Mob	grinderThe	last	part	of	a	mob	farm	is	to	kill	the	gathered	mobs	and	collect	their	items.	This	can	be	done	in	different	ways,	using	the	variety	of	damage
available	in	Minecraft,	like	falling,	suffocating,	drowning,	burning,	sunlight	(for	undead),	touching	cacti,	simply	player-applied	damage	from	weapons	or	lava.	Passive	systems	do	not	change	to	kill	the	mobs,	they	rely	on	constantly	available	damage	sources.	Traditional	mob	grinders	used	"Lava	Blades"	and	"Drowning	Traps"	while	newer	models	use
magma	blocks	to	kill	mobs	above	the	minecart/hopper	retrieval	system.Active	systems	have	to	change	configuration	to	actually	kill	mobs,	usually	in	the	form	of	redstone	devices.	The	most	known	might	be	the	"Piston	Grinder",	which	applies	suffocation	damage	by	pushing	an	opaque	block	into	the	head	of	the	mob.	While	possibly	faster	than	passive
systems	in	killing,	active	systems	usually	have	a	limited	capacity,	and	higher	amounts	of	mobs	might	clog	or	even	jam	the	system.	The	"Minecart	Grinder"	uses	Minecarts	to	carry	the	mobs	into	one	block	high	space,	suffocating	them.	This	method	can	jam	up	too,	but	is	fairly	amusing.	You	could	also	use	lava	to	burn	mobs.	Make	sure	to	have	hoppers
below	so	you	get	the	loot	before	the	loot	burns	automatically.XP	farms	are	systems	that	capture	and	soften	up	the	mobs,	but	rely	on	the	player	to	deliver	the	killing	blow,	so	that	the	rare	drops	and	experience	can	be	gathered.	An	example	would	be	a	nearly-lethal	falling	height,	which	would	reduce	the	majority	of	mobs	to	half	a	heart,	easily	killed	even
without	a	weapon.	However,	such	systems	are	only	as	good	as	the	player	using	them,	and	in	constant	danger	of	being	destroyed	by	creepers	if	not	built	out	of	obsidian,	or	if	the	player	is	out	of	sight	of	the	creeper,	in	which	case	it	does	not	explode.	Also	on	bedrock	edition	one	can	make	a	piston	push	a	trident	back	and	forth	for	AFK	xp.	Hoppers	make
it	easy	to	collect	the	dropped	items,	even	without	player	involvement.	This	makes	fully	automatic	mob	farms	possible	where	the	loot	is	deposited	into	a	chest	for	easy	accessibility.Video[]	Performance	concerns[]See	also:	TickGame	tick	You	should	clear	out	the	entire	chunk	where	the	mob	farm	is	by	placing	torches.	The	game	has	a	limit	on	the	number
of	hostile	mobs	based	on	the	number	of	loaded	chunks,	so	it's	a	good	idea	to	make	sure	all	of	them	spawn	in	the	farm.You	may	need	a	somewhat	beefy	computer	to	operate	the	farm,	since	mob	AI	can	be	taxing	on	the	server	component	of	the	game	program.	Check	the	TPS	indication	if	you	are	on	singleplayer,	or	ask	about	the	server	host	for	rules	on
multiplayer	servers.	The	quicker	mobs	are	killed,	the	less	likely	AI	is	going	to	be	a	problem.	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,
personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Hi,	in	a	realm	I	used	Gnembon's	tutorial	to	build	a	mob	farm	in
a	deep	ocean	with	10	spawning	floors	starting	at	Y	=	65	and	up	to	Y	=	92.	I	have	the	roof	at	y	=	96	I	have	AFK-spot	at	Y	=	146	and	one	at	191,	but	if	I	go	afk	for	a	bit	i	haven't	gotten	any	loot	at	all.	But	when	i	fly	around	it	a	lot	of	mobs	spawn.	What	is	the	optimal	afk	height?	Do	i	have	to	light	up	the	caves	around	even	though	its	deep	ocean?	Can	it	be
due	to	a	poor	redstone	clock?	That	they	fall	down	to	Y	=	8?`	That	I'm	standing	at	the	same	block	and	not	moving	around?	Thanks	Gnembon's	tutorial	that	I	used:	To	post	a	comment,	please	login.	My	first	attempt	at	a	mob	farm	seems	to	have	been	too	close	to	the	ground.	I	wasn't	getting	very	many	mobs.	When	I	killed	mobs	at	ground	level,	more	mobs
would	spawn	in	the	mob	farm.	How	tall	should	I	build	the	next	one	so	that	it	isn't	affected	by	mobs	on	ground	level?	0	Snoobaa	I'm	making	a	mob	grinder	and	just	wondering	how	high	it	needs	to	be	to	kill	the	mobs.	If	someone	could	help	me	out	it	would	be	greatly	appreciated	I'm	making	a	mob	grinder	and	just	wondering	how	high	it	needs	to	be	to	kill
the	mobs.	If	someone	could	help	me	out	it	would	be	greatly	appreciated	dont	build	a	fall	grinder	look	at	time	deos,	he	has	a	drowning	one	that	takes	way	less	space	Asoex	high	ping	cats	POTATO	SENIOR	sushiman17	dont	build	a	fall	grinder	look	at	time	deos,	he	has	a	drowning	one	that	takes	way	less	space	could	u	post	a	link	please?	I	have	been
trying	to	create	the	most	efficient	mob	grinder	possible,	but	most	of	the	good	ones	require	slime	block	machines.	I	cannot	build	slime	block	machines	in	Skyblock	since	the	have	not	added	the	recipe	to	observer	blocks	yet	(or	maybe	they	will	never	add	them).	I	have	tried	making	versions	of	mob	drowning	grinders	myself,	however	I	have	found	that
they	are	only	efficient	with	blazes.	Other	mobs	take	too	longs	to	kill	with	them,	and	endermen	just	straight	up	teleport	out	of	the	machine	(although	I	already	have	an	aspect	of	the	end	so	farming	endermen	is	of	my	least	concern	at	the	moment).	From	my	knowledge,	dropping	grinders	are	by	far	the	most	efficient,	since	they	kill	a	mob	every	action
(normally	a	minion	would	kill	one	every	two	actions)	within	5-6	seconds	after	the	action	is	performed	(the	drowning	machines	I	have	created	take	up	to	a	minute	to	kill	the	mobs,	aside	from	blazes	which	take	around	10	seconds	or	so	to	kill).Maybe	the	one	that	this	"time	deo"	person	works	better	than	my	attempts	did,	which	is	why	I'd	like	to	take	a
look	at	their	design.	Again,	could	you	please	post	the	link,	as	I	am	very	curious	to	see	the	design?	sushiman17	don't	build	a	fall	grinder	Fall	grinders	are	the	most	efficient	mob	grinders,	as	they	are	very	effective	against	all	mobs	except	ghasts,	blazes,	chickens,	slimes,	and	magma	cubes	(None	of	which	are	really	worth	farming;	the	most	useful	mobs	to
farm	are	the	skeleton,	cave	spider,	and	pig).	They	kill	a	mob	every	action	(the	mobs	fall	as	soon	as	they	are	spawned),	as	opposed	to	the	normal	two	actions	without	the	use	of	a	machine	(the	mob	is	spawned	in	one	action	and	killed	in	a	second).	They	are	very	efficient,	and	can	house	several	different	minions	in	the	same	grinder	by	stacking	minions
(the	stack	can	be	three	minions	high,	or	four	if	the	highest	minion	has	the	minion	expander	upgrade).	Overall,	they	run	very	smoothly.	I	have	not	found	a	better	design	for	grinding	mobs	that	works	on	Skyblock	to	date.	i_cO	Dungeon	Scouts	BST	Member	Fall	grinders	are	the	most	efficient	mob	grinders,	as	they	are	very	effective	against	all	mobs
except	ghasts,	blazes,	chickens,	slimes,	and	magma	cubes	(None	of	which	are	really	worth	farming;	the	most	useful	mobs	to	farm	are	the	skeleton,	cave	spider,	and	pig).	They	kill	a	mob	every	action	(the	mobs	fall	as	soon	as	they	are	spawned),	as	opposed	to	the	normal	two	actions	without	the	use	of	a	machine	(the	mob	is	spawned	in	one	action	and
killed	in	a	second).	They	are	very	efficient,	and	can	house	several	different	minions	in	the	same	grinder	by	stacking	minions	(the	stack	can	be	three	minions	high,	or	four	if	the	highest	minion	has	the	minion	expander	upgrade).	Overall,	they	run	very	smoothly.	I	have	not	found	a	better	design	for	grinding	mobs	that	works	on	Skyblock	to	date.	fall
grinders	are	not	effecient	on	hypixel	skyblock.	(if	we	are	talking	passive	hostile	mob	spawn)the	passive	hostile	mobs	increase	in	lvl	the	higher	your	combat	skill	lvl	gets.	this	increases	the	fall	height	they	need	to	be	at	in	order	to	die.	at	some	point	you	do	not	have	any	space	left	between	you	->	the	block	distance	for	passive	mob	spawns	to	trigger	->	the
fall	height	needed	->	the	despawn	limit.i	hat	a	grinder	running	in	the	very	beginning...	but	had	to	take	it	down	since	it	stopped	working	at	some	point.	Nuggomed	Fall	grinders	are	the	most	efficient	mob	grinders,	as	they	are	very	effective	against	all	mobs	except	ghasts,	blazes,	chickens,	slimes,	and	magma	cubes	(None	of	which	are	really	worth
farming;	the	most	useful	mobs	to	farm	are	the	skeleton,	cave	spider,	and	pig).	They	kill	a	mob	every	action	(the	mobs	fall	as	soon	as	they	are	spawned),	as	opposed	to	the	normal	two	actions	without	the	use	of	a	machine	(the	mob	is	spawned	in	one	action	and	killed	in	a	second).	They	are	very	efficient,	and	can	house	several	different	minions	in	the
same	grinder	by	stacking	minions	(the	stack	can	be	three	minions	high,	or	four	if	the	highest	minion	has	the	minion	expander	upgrade).	Overall,	they	run	very	smoothly.	I	have	not	found	a	better	design	for	grinding	mobs	that	works	on	Skyblock	to	date.	no	timedeos	vid	on	mob	grinders	where	you	drown	the	mob	is	the	most	efficient	farm	Drowning
mobs	is	the	most	efficient	design	as	it	is	tight	and	compact	and	can	scale	and	still	work	no	matter	how	high	your	combat	level	is.	It	is	also	expandable	the	TimeDeo	version	with	just	a	littler	tinkering.	SpookyBoo32	A	forty	blocks	fall	works	for	me	sushiman17	fall	grinders	are	not	effecient	on	hypixel	skyblock.	(if	we	are	talking	passive	hostile	mob
spawn)the	passive	hostile	mobs	increase	in	lvl	the	higher	your	combat	skill	lvl	gets.	this	increases	the	fall	height	they	need	to	be	at	in	order	to	die.	at	some	point	you	do	not	have	any	space	left	between	you	->	the	block	distance	for	passive	mob	spawns	to	trigger	->	the	fall	height	needed	->	the	despawn	limit.i	hat	a	grinder	running	in	the	very
beginning...	but	had	to	take	it	down	since	it	stopped	working	at	some	point.	If	by	passive	mobs	you	mean	the	ones	that	aren't	spawned	by	minions,	then	you	probably	aren't	reading	any	of	the	comments	on	this	thread....You	can't	even	make	a	legitimate,	reliable	grinder	that	farms	the	non-minion-spawned	mobs	lmao	smh	Page	2	sushiman17	To	be
honest	I	still	think	that	the	fall	grinders	are	better...	I	built	time	deo's	grinder	and	it	is	actually	slower	than	fall	grinders...In	my	opinion,	it	should	not	matter	if	a	grinder	does	not	look	appealing	or	takes	up	a	lot	of	space;	the	only	thing	that	actually	matters	is	how	fast	and	efficient	at	collecting	mob	loot	it	is.	sushiman17	Just	noticed	something	that
makes	this	farm	useless	compared	to	the	fall	grinder.	Only	one	mob	per	minion	can	die	at	a	time	(if	I	place	a	spider	and	a	skeleton	minion	in	the	farm	only	one	skeleton	and	one	spider	can	be	drowning	at	any	moment),	meaning	that	the	farm	design	is	much	slower	than	the	video	suggests.	sushiman17	wdym,	it's	just	as	good	as	a	fall	grinder	but	way
more	compact	Being	compact	has	absolutely	nothing	to	do	with	how	efficient	a	mob	grinder	is.	It	does	not	matter	how	much	space	a	grinder	takes	up,	simply	because	that	is	just	cosmetic	as	opposed	to	being	related	to	the	actual	efficiency	of	the	grinder.	It	is	all	about	how	quickly	it	is	able	to	kill	a	mob.	If	you	are	equating	how	compact	a	mob	farm	is
to	how	useful	it	is,	you	are	completely	******ed	(no	offense).	Since	the	drowning	grinder	from	the	video	can	only	kill	one	mob	for	each	minion	in	the	grinder	at	once,	it	is	not	going	to	be	killing	mobs	very	quickly	at	all.	In	addition,	the	drowning	grinder	takes	a	fair	amount	of	time	to	kill	a	mob,	causing	the	grinder	to	fill	up	to	the	point	where	a	minion
has	two	mobs	living	in	the	machine	at	any	given	time.	For	instance,	if	there	is	a	spider	minion	in	the	grinder,	once	there	will	almost	always	be	two	to	three	spiders	in	the	machine	(and	only	one	can	be	drowning	at	any	given	time.	This	means	that,	when	the	machine	has	its	maximum	number	of	minions	present,	the	machine	is	going	to	fill	up	very
quickly	while	at	the	same	time	not	killing	enough	mobs	to	clear	up	some	space.	Fall	grinders,	however,	are	able	to	kill	every	mob	spawned	by	a	minion	within	5-6	seconds	of	the	action,	which	prevents	the	machine	from	being	too	crowded.	The	mobs	that	are	drowning	in	the	drowning	grinder	even	occasionally	stop	taking	damage	for	a	second	or	two
during	the	actual	process	of	dying...	Plus	if	you	think	about	it,	the	fall	grinder	was	much	more	efficient	anyways	because	it	kills	mobs	much	faster	than	drowning	grinders	do.	Drowning	grinders	deal	5-6	damage	to	a	mob	every	second	until	the	mob	dies,	which	can	take	a	fairly	long	time	compared	to	how	the	fall	grinder	causes	the	immediate	death	for
mobs	5-6	after	they	are	spawned.All	in	all,	fall	grinders	are	much	more	efficient	and	effective	than	drowning	grinders.	sushiman17	that	is	a	false	statement.	and	that	is	a	false	statement	as	well.	Sure	a	drowning	grinder	will	spawn	like	4	mobs	per	minion	at	the	same	time,	before	the	first	dies,	but	that	dont	affect	any	pace	at	all	(?)	PLEASE	READ	ALL
OF	THIS	AS	IT	IS	BECOMING	EVIDENT	THAT	YOU	ARE	ONLY	READING	FRAGMENTS	OF	WHAT	I	AM	SAYING	AND	SKIPPING	OVER	THE	FACTS	AND	REASONING...	1)	What	do	you	mean	"can	only	kill	one	mob	for	each	minion	in	the	grinder	at	once"	is	a	false	statement?	Either	my	wording	was	a	bit	unclear	or	you	haven't	actually	tested	this
grinder	recently...	2)	If	you	are	going	to	claim	that	"All	in	all,	fall	grinders	are	much	more	efficient	and	effective	than	drowning	grinders."	is	a	false	statement	as	well,	you	kinda	have	to	back	your	statement	up	with	facts	and	reasoning...	I	had	already	explained	why	fall	grinders	are	more	efficient	/	effective	than	drowning	grinders	in	my	post	that	you
quoted	fragments	of.	Either	you	are	only	quoting	parts	you	are	able	to	refute	due	to	an	absence	of	reasoning	on	your	part,	or	you	aren't	actually	reading	everything	that	I	am	saying;	neither	of	those	things	are	ok	if	you	are	going	to	try	to	refute	my	arguments.	I	will	say	it	one	more	time.	Mobs	drown	at	a	speed	of	somewhere	between	5	and	6	damage
per	second	(it	is	around	5.5	but	I	am	not	sure	exactly)	in	Skyblock.	In	addition	to	the	fact	that,	in	Skyblock,	drowning	mobs	seem	to	occasionally	pause	this	drowning	for	a	second	or	so,	this	machine	is	only	killing	mobs	at	a	speed	of	one	death	per	minion	every	20+	seconds	depending	on	the	health	of	the	mob	being	killed.	Fall	grinders,	on	the	other
hand,	kill	mobs	within	5-6	seconds	of	the	action	that	spawned	them	being	performed,	which	is	much	faster	than	the	20+	seconds.	3)	It	will	in	fact	affect	the	pace	of	the	grinder	because	if	there	are	several	minions	in	the	grinder	at	once,	the	machine	will	become	very	crowded.	Keep	in	mind	that	for	a	mob	to	die	in	this	machine	they	have	to	be	in	that	3
by	2	by	2	area	with	the	water.	Since	mobs	cannot	move	through	each	other,	only	a	certain	number	of	mobs	can	fit	in	that	space.	If	you	have	different	types	of	minions	in	the	drowning	grinder,	there	will	be	a	time	when	the	3	by	2	by	2	space	is	full	and	a	certain	type	of	mob	is	not	in	that	drowning	space.	This	means	that	the	minion	that	spawns	that
specific	mob	will	keep	placing	more	of	that	mob	until	there	are	five	of	that	mob	in	the	grinder.	It	doesn't	even	have	to	be	a	different	mob	from	the	other	mobs	filling	up	the	drowning	space,	it	just	has	to	be	a	group	of	mobs	spawned	by	a	different	minion	from	the	minions	that	spawned	the	mobs	filling	up	the	drowning	space	(not	necessarily	a	different
type	of	minion[such	as	a	skeleton	minion	and	a	zombie	minion],	just	a	different	minion[two	separate	spider	minions]).	What	all	of	this	means	is	that	once	the	small	space	used	for	drowning	mobs	fills	up,	mobs	will	start	to	crowd	up	the	rest	of	the	spawning	area	for	the	grinder.	These	mobs	will	now	be	killed	by	the	actual	minions,	which	means	that
these	minions	are	being	killed	once	every	two	actions.	In	other	words,	some	mobs	are	dying	every	two	actions	(killed	by	minion)	while	others	are	dying	every	20	or	so	seconds	after	one	action	(drowning).	Until	the	point	where	the	drowning	spot	crowds	up	for	the	drowning	grinder	(which	happens	very	fast	if	you	are	within	5	minions	of	the	maximum
number	of	minions	that	this	drowning	grinder	can	have	at	once),	the	machine	works	fine,	although	no	matter	how	well	it	is	working	it	will	always	kill	mobs	slower	than	a	fall	grinder.	sushiman17	no,	the	minions	spawns	mob	1,	after	16	secs	it	spawns	mob	2,	after	another	16	secs	mob	3.and	the	mobs	die	as	soon	as	thei	reach	0	hp.	as	long	as	the
message	"I	cannot	reach	any	mobs",	it	is	at	max	efficiency.	First	off,	I	am	not	sure	why	you	included	the	part	about	minions	spawning	mobs	every	16	seconds,	as	(1)	that	would	completely	depend	on	the	minion	being	used	and	the	tier	of	the	minion,	(2)	I	am	not	arguing	about	how	long	it	takes	a	minion	to	spawn	a	mob,	I	am	arguing	about	how	long	it
takes	the	mob	to	die	as	well	as	how	efficiently	the	mobs	are	being	killed,	and	(3)	Given	that	you	said	"no"	at	the	beginning	of	this	statement	you	seem	to	be	trying	to	refute	anything	I	said.	However,	since	I	never	discussed	how	often	a	minion	performs	an	action	(I	did	not	mention	it	because,	obviously,	the	action	times	for	different	minions	and	different
minion	tiers	all	vary),	I	am	not	sure	what	exactly	you	are	refuting...	From	there,	you	noted	that	mobs	die	as	soon	as	they	"reach	0	hp".	This	is	fairly	obvious	and	I	do	not	think	you	really	needed	to	add	that	as	it	is	a	given.	When	you	said:	"as	long	as	the	message	"I	cannot	reach	any	mobs",	it	is	at	max	efficiency.",	I	was	a	little	confused.	Is	the	message
that	you	refer	to	as	"I	cannot	reach	any	mobs"	a	message	that	appears	when	a	minion	cannot	spawn	any	more	mobs	but	cannot	reach	any	mobs?	With	the	ways	both	the	fall	grinder	and	the	drowning	grinder	are	set	up,	that	will	never	be	possible.	When	a	mob	is	out	of	the	reach	of	a	minion	in	the	drowning	grinder,	it	has	been	caught	up	in	the	stream
that	will	lead	it	into	the	drowning	area;	when	a	mob	is	out	of	reach	of	a	minion	in	the	fall	grinder,	it	is	already	falling	to	its	death.	Thus,	this	message	should	not	be	possible.	Correct	me	if	I	am	mistaken,	however	please	actually	explain	why	I	am	mistaken	this	time.When	you	said	"as	long	as	the	message	"I	cannot	reach	any	mobs",	it	is	at	max
efficiency",	you	seem	to	be	still	avoiding	what	I	had	explained	about	only	one	mob	per	minion	can	be	drowning	at	any	given	time,	as	well	as	the	part	where	I	discussed	how	mobs	are	able	to	fully	fill	up	that	drowning	space	while	there	still	being	mobs	unable	to	be	drowned.	Given	that	at	this	point	you	are	trying	to	argue	about	when	the	drowning
machine	is	at	its	max	efficiency	or	not,	I	am	going	to	assume	that	you	understand	why	fall	grinders	are	better	than	drowning	grinders.	If	that	is	the	case	I	am	just	going	to	start	ignoring	you	since	you	seem	to	also	be	just	trying	to	start	fights	where	there	don't	need	to	be	any.	sushiman17	not	true	can	kill	multiple	per	minion	bcuz	so	much	water	space
You	obviously	have	no	clue	what	you	are	talking	about.	Go	ahead	and	test	the	minion.	After	a	minute	or	so	there	will	be	at	least	2	mobs	per	minion	in	the	grinder.	However,	once	the	mobs	reach	the	drowning	area,	you	will	notice	that	only	one	of	the	mobs	is	drowning	per	minion.	Multiple	mobs	can	be	drowning	at	the	same	time,	however	they	have	to
come	from	different	minions.	The	other	minions	will	not	take	any	drowning	damage	until	it	is	their	turn	to	die.	It	is	that	simple.	It	has	nothing	to	do	with	the	amount	of	"water	space".	Don't	believe	me?	Test	it	yourself...	If	you	have	not	used	this	grinder	recently,	either	make	one	and	test	it	now	or	leave	this	discussion.	If	you	do	not	know	what	you	are
talking	about	and	yet	still	make	attempts	to	refute	others'	arguments,	then	you	are	inevitably	spewing	out	assumptions,	guesses,	and	second-hand	information.	None	of	those	three	things	are	acceptable	as	factual	evidence.	EDIT:I	am	noticing	that	occasionally	(around	every	4-8	mob	deaths,	two	mobs	of	the	same	grinder	can	drown	at	the	same	time.
However,	since	this	is	a	more	rare	occurrence	that	seems	to	only	occur	when	a	mob	pushes	up	on	an	already	drowning	mob	in	a	top	corner	of	the	drowning	area,	this	cannot	be	counted	towards	efficiency.	Last	edited:	Oct	27,	2019	catgirlhyacine	Catgirl	Haven	MEOW	Officer	PLEASE	READ	ALL	OF	THIS	AS	IT	IS	BECOMING	EVIDENT	THAT	YOU	ARE
ONLY	READING	FRAGMENTS	OF	WHAT	I	AM	SAYING	AND	SKIPPING	OVER	THE	FACTS	AND	REASONING...	1)	What	do	you	mean	"can	only	kill	one	mob	for	each	minion	in	the	grinder	at	once"	is	a	false	statement?	Either	my	wording	was	a	bit	unclear	or	you	haven't	actually	tested	this	grinder	recently...	2)	If	you	are	going	to	claim	that	"All	in	all,
fall	grinders	are	much	more	efficient	and	effective	than	drowning	grinders."	is	a	false	statement	as	well,	you	kinda	have	to	back	your	statement	up	with	facts	and	reasoning...	I	had	already	explained	why	fall	grinders	are	more	efficient	/	effective	than	drowning	grinders	in	my	post	that	you	quoted	fragments	of.	Either	you	are	only	quoting	parts	you	are
able	to	refute	due	to	an	absence	of	reasoning	on	your	part,	or	you	aren't	actually	reading	everything	that	I	am	saying;	neither	of	those	things	are	ok	if	you	are	going	to	try	to	refute	my	arguments.	I	will	say	it	one	more	time.	Mobs	drown	at	a	speed	of	somewhere	between	5	and	6	damage	per	second	(it	is	around	5.5	but	I	am	not	sure	exactly)	in
Skyblock.	In	addition	to	the	fact	that,	in	Skyblock,	drowning	mobs	seem	to	occasionally	pause	this	drowning	for	a	second	or	so,	this	machine	is	only	killing	mobs	at	a	speed	of	one	death	per	minion	every	20+	seconds	depending	on	the	health	of	the	mob	being	killed.	Fall	grinders,	on	the	other	hand,	kill	mobs	within	5-6	seconds	of	the	action	that
spawned	them	being	performed,	which	is	much	faster	than	the	20+	seconds.	3)	It	will	in	fact	affect	the	pace	of	the	grinder	because	if	there	are	several	minions	in	the	grinder	at	once,	the	machine	will	become	very	crowded.	Keep	in	mind	that	for	a	mob	to	die	in	this	machine	they	have	to	be	in	that	3	by	2	by	2	area	with	the	water.	Since	mobs	cannot
move	through	each	other,	only	a	certain	number	of	mobs	can	fit	in	that	space.	If	you	have	different	types	of	minions	in	the	drowning	grinder,	there	will	be	a	time	when	the	3	by	2	by	2	space	is	full	and	a	certain	type	of	mob	is	not	in	that	drowning	space.	This	means	that	the	minion	that	spawns	that	specific	mob	will	keep	placing	more	of	that	mob	until
there	are	five	of	that	mob	in	the	grinder.	It	doesn't	even	have	to	be	a	different	mob	from	the	other	mobs	filling	up	the	drowning	space,	it	just	has	to	be	a	group	of	mobs	spawned	by	a	different	minion	from	the	minions	that	spawned	the	mobs	filling	up	the	drowning	space	(not	necessarily	a	different	type	of	minion[such	as	a	skeleton	minion	and	a	zombie
minion],	just	a	different	minion[two	separate	spider	minions]).What	all	of	this	means	is	that	once	the	small	space	used	for	drowning	mobs	fills	up,	mobs	will	start	to	crowd	up	the	rest	of	the	spawning	area	for	the	grinder.	These	mobs	will	now	be	killed	by	the	actual	minions,	which	means	that	these	minions	are	being	killed	once	every	two	actions.	In
other	words,	some	mobs	are	dying	every	two	actions	(killed	by	minion)	while	others	are	dying	every	20	or	so	seconds	after	one	action	(drowning).	Until	the	point	where	the	drowning	spot	crowds	up	for	the	drowning	grinder	(which	happens	very	fast	if	you	are	within	5	minions	of	the	maximum	number	of	minions	that	this	drowning	grinder	can	have	at
once),	the	machine	works	fine,	although	no	matter	how	well	it	is	working	it	will	always	kill	mobs	slower	than	a	fall	grinder.	1.	before	the	first	one	dies	another	one	is	drowning	unless	it's	a	slow	minion	or	cactus	killing2.	the	"much	more"	is	a	false	statement.	They	are	only	about	0.01*	better	bc	the	difference	between	that	and	a	fall	grinder	is	basically
the	same	for	1	hour	of	afking	and	20	hours	of	afking3.	it's	not	overflowing	unless	you	have	more	minions	than	you	need	sushiman17	false	statementalso	false	statement	Just	saying,	"false	statement"	isn't	going	to	cut	it.	For	the	first	part	of	my	post	that	you	quoted,	you	may	want	to	recheck	that	by	building	the	drowning	grinder	and	test	it	out	yourself.	I
have	tested	it	out	with	every	single	mob	the	that	video	told	me	was	ok	to	use	in	it.	So	unless	your	drowning	grinder	is	working	completely	different	from	mine	(assuming	you	actually	made	one	and	aren't	basing	this	off	of	the	video),	you	are	making	assumptions.	If	you	are	basing	everything	you	are	saying	off	of	the	video,	that	would	explain	why	you
are	claiming	these	things.	The	video	was	from	the	End	update.	I	started	noticing	that	only	one	mob	per	minion	can	drown	at	any	given	time	a	little	while	after	the	Dungeon	update	came	out.	Due	to	this,	the	cause	of	my	observations	are	most	likely	due	to	a	technical	change	to	how	minions	function	that	was	made	in	the	Dungeon	update.	Unless	you
were	stupid	enough	to	be	making	your	arguments	based	off	of	a	version	of	the	drowning	grinder	that	you	made	before	the	Dungeon	update,	an	update	in	which	there	were	heavy	changes	to	the	functions	of	minion	and	the	technical	details	behind	them,	you	were	getting	all	of	your	information	from	the	video.I	will	say,	for	the	first	thing	you	quoted,	I
have	noticed	(I	added	this	to	my	previous	post)	that	there	is	a	very	small	chance	that	two	mobs	of	the	same	minion	can	drown	at	once	when	certain	conditions	are	met.	This	does	not	mean	that	my	statement	was	false,	however,	since	this	is	just	appears	to	be	a	bug	in	the	a	server	plugin	involving	minions	and	is	nothing	official.	You	can't	count
something	unofficial	as	factual	for	obvious	reasons.	For	instance,	saying	that	a	custom	wooden	sword	made	with	a	Badlion	client	that	deals	999	million	damage	is	the	best	sword	in	Skyblock	is	false,	since	it	is	the	product	of	something	out	of	order	/	not	meant	to	be;	in	fact,	the	best	sword	in	game	is	a	Midas	Sword	bought	for	50	million	coins	or	more	in
the	Dark	Auction.	I	hope	that	you	can	see	what	I	mean	from	that	example.	sushiman17	1.	before	the	first	one	dies	another	one	is	drowning	unless	it's	a	slow	minion	or	cactus	killing2.	the	"much	more"	is	a	false	statement.	They	are	only	about	0.01*	better	bc	the	difference	between	that	and	a	fall	grinder	is	basically	the	same	for	1	hour	of	afking	and	20
hours	of	afking3.	it's	not	overflowing	unless	you	have	more	minions	than	you	need	1)	Why	are	you	talking	about	"cactus	killing"?	That	isn't	a	drowning	grinder,	that	is	a	cactus	grinder...	Also,	I	am	testing	this	with	various	minions	and	I	am	not	ever	seeing	(except	for	with	that	one	in	4-8	fluke	that	I	talked	about)	a	mob	starting	to	drown	before	the
previous	minion.	I	have	tested	minions	of	various	speeds	(all	at	tier	6	as	a	constant	for	the	experiment)	that	are	allowed	to	be	used	with	this	specific	drowning	grinder,	including	the	fastest	(sheep	minion	at	20	seconds	per	action)	and	the	slowest	(creeper	minion	at	23.5	seconds	per	action),	and	still	I	have	yet	to	experience	this	happening	aside	from



that	1	in	4-8	fluke	(which	again	cannot	be	counted	because	it	is	not	consistent	or	guaranteed).	2)	Not	sure	where	this	0.01%	is	coming	from.	Could	you	show	me	the	math	behind	this,	since	if	you	are	going	to	be	including	actual	numerical	values	in	your	explanation	they	kinda	have	to	actually	have	some	factual	background	of	some	sort?	The	second
part	of	this	statement	is	a	bit	hard	to	understand	due	to	the	wording	of	it.	What	you	appear	to	be	saying	is	that	the	difference	between	the	amount	of	loot	produced	by	the	fall	grinder	and	the	drowning	grinder	will	be	roughly	the	same	for	1	hour	a	well	as	20	hours.	This	is	not	true,	however	you	are	very	welcome	to	try	and	prove	that	you	are	correct.	I
outlined	some	of	the	basics	for	an	experiment	that	you	could	do	for	this	in	the	paragraph	bellow	this	one.	Anyways,	since	a	fall	grinder	kills	the	spawned	mob	within	6	seconds	or	so	of	it	being	spawned,	it	is	mathematically	much	faster	than	the	drowning	grinder,	which	only	kills	mobs	at	a	speed	of	at	least	20	seconds	(approximately	5.5	hp	per	second)
per	death.	That	is	of	course	not	taking	into	account	the	several	seconds	it	takes	for	the	first	mob	to	get	into	the	drowning	position,	however	since	that	is	only	20	or	so	seconds	out	of	potential	hours	of	farming	I	am	going	to	choose	to	not	count	that.	Either	way,	the	fall	grinder	is	killing	a	mob	within	approximately	six	seconds,	which	is	literally	less	than
a	third	(	6/20	to	be	exact)	of	how	long	the	drowning	grinder	is	taking.	So	no,	the	"much	more"	was	not	a	false	statement,	since	the	fall	grinder	is	killing	mobs	at	a	little	over	3	times	the	speed	of	the	drowning	grinder.	That	is	not	"0.01%".	It	is	300%.	For	an	experiment	like	this,	however,	you	would	obviously	need	to	use	the	same	minion	with	the	same
tier,	the	same	number	of	these	minions	if	multiple	minions	are	being	used	(I	would	not	recommend	using	too	many	minions	as	that	will	make	things	hard	to	keep	track	of),	allow	for	the	exact	same	time	for	both	minions	to	produce	resources	(do	not	just	leave	them	both	at	work	overnight	and	then	collect	the	loot	from	one	before	the	other	in	the
morning).	These	things	are	necessary	in	order	to	ensure	that	the	experiment	is	as	accurate	as	possible.	Video	proof	would	be	necessary	for	obvious	reasons.	You	will	need	to	afk	for	exactly	one	hour	in	a	spot	just	blocks	away	from	the	grinding	machine,	and	when	the	hour	is	almost	up,	get	into	a	spot	where	you	are	able	to	pick	the	minion	up	as	soon	as
the	hour	ends.	Then	count	the	resources	gathered	(leave	them	separate	from	the	other	grinder).	Do	this	once	for	each	grinder,	and	do	not	do	both	grinders	at	the	same	time.3)	When	you	said	"it's	not	overflowing	unless	you	have	more	minions	than	you	need",	you	seem	to	be	assuming	that	if	people	are	putting	a	large	number	of	minions	in	the	grinder,
such	as	the	maximum	number	allowed	for	instance,	they	are	using	more	minions	than	they	need.	This	is	not	always	the	case;	what	if	someone	is	farming	Leaping	Swords	to	sell	on	the	auction,	or	is	grinding	for	a	Pigmen	Sword	that	they	are	trying	to	get	within	two	weeks?	The	only	time	when	there	are	more	minions	than	you	need	is	when	you	have
more	minions	in	the	grinder	than	the	amount	that	is	allowed.	In	addition,	I	already	explained	when	and	how	the	mob	grinder	overflows	in	a	previous	post,	whereas	this	just	seems	to	be	a	claim	backed	up	by	an	assumption.	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By
accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more
information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	The	biggest	issue	is	location.	Here's	a	snippet	from	the	Wiki.	The	purpose	for	the	farm	is	to	provide	a	large	area	that	is	a	viable	spawn	position	for	the	intended	targets,	and	to	kill	the	mobs	quickly.	Due	to	the	rules	Minecraft	applies	to	spawning	mobs,	this	makes	the	choice	of	a	location
for	the	mob	farm	a	difficult	topic.	Farms	placed	on	the	surface	can	provide	good	drop	rates	during	the	day,	when	it	is	one	of	the	few	spots	of	dark	ground,	but	has	a	sharp	drop	in	effectiveness	during	nighttime,	when	the	entire	surface	is	dark	enough	to	support	mob	spawning.	Farms	built	underground	have	a	time-independent	drop	rate,	and	will
remain	within	your	personal	spawn	range	for	hostiles	when	you	go	mining,	but	their	effectiveness	depends	on	the	amount	of	unlit	caverns	in	your	vicinity,	which	provide	alternative	places	for	mobs	to	spawn.	Farms	floating	high	in	the	sky	can	achieve	record	spawn	rates	in	both	night	and	day,	as	they	represent	the	only	viable	spawn	ground.	However,
building	one	in	survival	is	rather	suicidal,	and	due	to	their	height	they	will	stop	working	completely	when	you	descend	underground	to	mine	resources.	To	produce	loot,	you	have	to	stay	at	the	height	of	the	farm.	Farms	constructed	under	an	ocean	can	provide	the	best	of	all	worlds,	as	the	ocean	limits	the	viable	spawn	locations	to	open	areas
underground,	and	there	are	fewer	natural	caves	to	compete	with.	You	can	also	locate	your	mine	below	it	to	ensure	you	will	always	be	close	enough	to	spawn	monsters.	Superflat	worlds	will	provide	higher	spawn	rates	than	other	worlds,	as	the	missing	air	pockets	underground	reduce	the	amount	of	parasitic	dark	places.	The	Nether	is	difficult	to	farm,
as	water	evaporates	and	all	mobs	are	immune	to	fire.	This	reduces	the	amount	of	functioning	farm	designs	considerably.	Lava	cannot	be	used	for	transport	because	mobs	are	not	pushed	by	it.	One	could	try	to	funnel	the	mobs	through	Nether	Portals	to	circumvent	the	restrictions.	After	that's	out	of	the	way,	go	for	a	design	like	this.	Two	more	notes.
One,	you	can	build	a	mob	farm	underground	but	all	blocks	in	a	128x128	area	must	be	lit	up.	Two,	mobs	will	only	spawn	if	the	player	is	greater	than	32	blocks	away.	To	post	a	comment,	please	login.	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you
agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see
our	Cookie	Notice	and	our	Privacy	Policy.	This	story	is	available	exclusively	to	Business	Insider	subscribers.	Become	an	Insider	and	start	reading	now.	To	make	a	mob	farm	in	Minecraft,	you'll	need	stone,	trapdoors,	chests,	hoppers,	slabs,	and	water.	Your	mob	farm	will	automatically	spawn	enemies	and	collect	them	into	a	single	location	with	low
health.	You	can	make	mob	farms	in	any	version	of	Minecraft,	but	you'll	need	a	lot	of	resources	to	do	it	in	Survival	mode.	Even	with	the	best	armor	and	weapons,	grinding	for	XP	in	Minecraft	can	take	ages.	You've	got	to	either	wait	for	nighttime	or	go	spelunking	in	a	random	cave,	neither	of	which	is	very	efficient.	But	like	most	things	in	Minecraft,
there's	a	shortcut.	With	the	right	tools,	you	can	build	a	massive	mob	farm,	which	will	spawn	and	collect	enemies	for	you.	They'll	be	reduced	to	almost	no	health	as	well,	perfect	for	quick	XP	grinds.	All	their	drops	will	be	automatically	collected	into	a	treasure	chest,	and	the	XP	orbs	will	sit	there	for	you	to	collect.	Here's	how	to	build	and	use	a	"compact
canal"	mob	farm	in	Minecraft.	How	to	make	a	mob	farm	in	Minecraft	You	can	build	a	mob	farm	in	either	version	of	Minecraft,	Java	or	Bedrock.	And	you	can	be	playing	in	Survival,	Creative,	Adventure,	or	Hardcore	mode	but	doing	it	in	anything	but	Creative	will	take	a	lot	of	time	and	resources.	Quick	tip:	You	might	want	to	consider	switching	to
Creative	mode	to	build	the	mob	farm,	then	switching	back	to	Survival	or	Adventure.	To	build	your	mob	farm,	you'll	need:	At	least	25	full	stacks	of	cobblestone	(1600	units	in	total)	One	full	stack	of	trapdoors	Four	hoppers	Four	treasure	chests	Four	slabs	of	any	material	Two	buckets	filled	with	water	Torches	(optional)	Scaffolding	(optional)	A	"full
stack"	refers	to	64	units	of	an	item.	And	you	don't	have	to	use	cobblestone	it	can	be	any	solid	block	but	cobblestone	is	quick	and	easy	to	gather.	Building	the	mob	grinder	We'll	start	from	the	bottom	of	the	mob	farm	and	work	upwards.	First,	we'll	build	the	"mob	grinder"	that	hurts	and	holds	the	mobs	you	spawn.	1.	Dig	a	2x2	hole	in	the	ground.	It	only
needs	to	be	one	layer	deep.	Dig	a	small	hole	for	your	grinder.	Cathrine	Jaber/Insider	2.	Place	your	four	treasure	chests	into	the	hole,	all	facing	the	same	direction.	When	you	place	two	chests	next	to	each	other	in	the	same	direction,	they'll	merge	into	a	"large"	treasure	chest.	3.	Place	your	four	hoppers	on	top	of	the	treasure	chests.	Make	sure	to	crouch
while	you	place	them,	or	you'll	just	keep	opening	the	treasure	chests	instead.	Put	the	hoppers	on	top	of	the	chests.	Mojang;	Cathrine	Jaber/Insider	4.	Place	your	slabs	on	top	of	the	hoppers.	Again,	you'll	want	to	crouch	while	you	do	it.	If	you've	done	it	correctly,	you've	now	got	a	three-layer	mob	grinder.	Next,	we'll	build	the	well	and	bridges.	Building
the	well	This	is	the	space	that	will	hold	mobs	at	low	health	until	you	can	come	kill	them.	Quick	tip:	This	part	requires	building	high	in	the	air.	If	you're	not	in	Creative	mode,	we	recommend	using	scaffolds	to	safely	climb	up	and	down	the	structure.	1.	Using	your	cobblestone	blocks	(or	whatever	solid	material	you	chose),	build	walls	around	the	mob
grinder,	rising	up	22	blocks	into	the	sky.	Make	sure	the	wall	is	floating	off	the	ground	two	blocks	higher	than	the	grinder,	and	that	it's	wider	than	your	grinder	too.	To	get	your	wall	off	the	ground	like	this,	you'll	need	to	build	it	up	and	then	destroy	the	bottom	pieces.	Mojang;	Cathrine	Jaber/Insider	2.	Once	you've	built	your	wall,	head	to	the	top	and
build	2x8	bridges	on	all	four	sides.	3.	Enclose	each	of	these	bridges	with	a	two-block-high	wall.	These	walls	will	turn	the	bridges	into	canals.	Mojang;	Cathrine	Jaber/Insider	Now,	we'll	build	the	structure	that	automatically	spawns	enemies.	Building	the	spawner	room	It	might	seem	like	above	ground,	enemies	only	spawn	when	it's	nighttime	out.	But
the	truth	is	that	they'll	spawn	anywhere	that	it's	dark,	including	small	caves	and	even	dimly	lit	houses.	Here,	we're	going	to	create	a	massive	room	with	no	light	inside.	This	will	trick	the	game	into	spawning	mobs	inside	of	our	mob	farm	as	if	it	were	a	cave.	1.	Using	the	cobblestone,	connect	your	bridge	walls	by	creating	large	flat	platforms.	Your
finished	product	will	look	a	bit	like	a	giant	screw.	Mojang;	Cathrine	Jaber/Insider	2.	Give	each	platform	a	two-block-high	wall	of	its	own,	then	build	a	roof	over	all	of	it	one	block	higher.	3.	With	the	roof	built	and	the	wells	and	bridges	totally	enclosed,	head	inside	the	structure.	You	might	need	to	temporarily	break	a	piece	of	the	roof	to	get	in.	You'll	need
to	leave	a	space	open	to	get	in	and	out.	Mojang;	Cathrine	Jaber/Insider	This	is	your	spawner	room	it's	where	zombies,	skeletons,	and	more	will	appear	before	you	kill	them.	The	way	you're	going	to	kill	them	is	by	dropping	them	down	the	well	in	the	center.	When	they	hit	the	slabs	you	placed	at	the	bottom,	they'll	take	massive	damage,	leaving	them
with	only	a	heart	or	two	of	health	left.	A	few	attacks	will	take	them	out	and	leave	you	with	the	spoils.	(Unfortunately,	you	have	to	be	the	one	to	hit	the	final	blow.	If	you	make	the	well	taller	so	the	enemies	die	as	soon	as	they	fall,	they	won't	drop	XP	or	as	many	items.)	But	to	do	this,	we	need	to	build	a	way	to	force	them	into	the	well.	This	is	where	the
trapdoors	and	water	buckets	come	in.	Quick	tip:	While	working	inside	of	the	spawner	room,	you	might	want	to	light	the	room	with	torches.	This	will	help	you	see	what	you're	doing	better.	4.	Take	your	trapdoors	and	place	them	over	each	of	the	bridges.	You'll	need	16	trapdoors	for	each	bridge,	eight	on	either	side.	5.	Make	sure	your	trapdoors	are
opened,	so	you	fall	through	when	you	walk	on	them.	Minecraft	enemies	see	opened	trapdoors	as	solid	ground,	so	they'll	readily	walk	into	them	and	fall.	Open	up	all	your	trapdoors.	Mojang;	William	Antonelli/Insider	6.	Use	your	water	buckets	to	place	running	water	at	the	ends	of	your	bridges,	against	the	wall.	If	you	spaced	it	correctly,	the	water
should	flow	down	the	bridges	and	stop	right	at	the	edge	of	your	well.	Make	sure	the	water	doesn't	flow	down	the	well	this	will	save	the	enemies	from	fall	damage.	The	water	should	stop	at	the	edge	instead	of	flowing	down.	Mojang;	William	Antonelli/Insider	You've	now	built	a	fully	functional	mob	farm.	Destroy	the	torches	if	you	placed	them,	then	leave
and	plug	up	any	holes.	Putting	on	the	finishing	touches	Now	that	you	have	a	mob	farm,	there	are	only	a	few	steps	left.	First,	place	enough	torches	on	top	of	the	mob	farm	to	illuminate	the	large	flat	surface.	This	ensures	that	mobs	will	spawn	inside	of	the	farm	instead	of	on	top	of	it.	Next,	make	an	"AFK	room."	This	will	be	a	space	for	you	to	safely	wait
while	the	mobs	spawn	and	hurt	themselves.	Your	AFK	room	can	technically	be	anywhere	within	128	blocks	of	the	spawner	room.	But	the	best	place	to	put	it	is	high	up	into	the	air,	approximately	80	blocks	above	the	roof	of	the	farm.	Since	mobs	can't	spawn	in	midair,	going	this	far	into	the	sky	makes	your	spawner	room	the	only	place	they	can	possibly
appear.	If	you're	not	in	Creative	mode,	this	is	where	you'll	really	want	scaffolding,	since	it	lets	you	easily	climb	up	and	down.	Use	the	scaffolding	to	rise	up	80	blocks	from	the	center	of	your	mob	farm.	Once	there,	make	a	small	room	for	yourself	out	of	any	material.	This	AFK	room	is	made	out	of	glass.	Mojang;	Cathrine	Jaber/Insider	How	to	use	your
mob	farm	There's	a	good	chance	that	mobs	have	already	started	appearing	in	your	spawner	room.	Wait	at	least	five	minutes,	then	climb	down	from	your	AFK	room	and	head	back	to	the	very	bottom	of	the	mob	farm.	If	you	built	it	correctly	and	waited	long	enough,	you'll	find	multiple	enemies	stuck	together	on	top	of	the	stone	slabs.	You'll	just	barely	be
able	to	see	them	only	their	legs	should	be	visible.	Once	you've	gathered	enough	enemies,	swing	a	weapon	at	their	legs	to	kill	them.	They	should	only	take	one	or	two	hits	each.	The	mobs	will	drop	XP	orbs	for	you	to	collect,	and	their	other	drops	(like	armor	and	weapons)	will	get	sucked	into	the	treasure	chests	below.	Feel	free	to	open	the	chests	and
retrieve	the	drops	whenever	you	want.	XP	orbs	and	drops	will	spill	out	from	the	well.	Mojang;	Cathrine	Jaber/Insider	Head	back	up	to	your	AFK	room	and	repeat	this	process	for	as	long	as	you	want.	William	Antonelli	Freelance	Writer	ExperienceWilliam	joined	Business	Insider	in	2019	to	help	found	Tech	Reference,	a	vertical	dedicated	to	answering
the	internets	most	common	questions	about	the	gadgets	they	buy.	In	that	role,	he	helped	grow	the	vertical	into	a	powerhouse	that	attracted	over	20	million	pageviews	a	month.	He	also	wrote	and	edited	one	of	Business	Insiders	most	successful	stories:	How	to	take	a	screenshot	on	Windows.William	later	became	one	of	Business	Insider's	lead	consumer
tech	reporters,	writing	roundups	and	reviews	about	gadgets	ranging	from	smartphones	to	gaming	PCs.	He	also	established	key	industry	contacts	at	brands	like	Apple,	Google,	Nintendo,	and	more.	Hes	also	cited	on	the	Wikipedia	page	for	Among	Us,	an	honor	above	all	others.Williams	work	for	Business	Insider	has	included	reviewing	thebest	gaming
laptops,	publishing	previews	of	new	Nintendo	games	and	consoles,	and	comparing	Apples	latest	releases	so	readers	know	whats	worth	their	money.	Across	all	assignments,	hes	been	praised	for	his	depth	of	knowledge	and	research	skills.In	addition	to	his	work	at	Business	Insider,	Williams	writing	has	appeared	in	outlets	like	The	Guardian,	Polygon,
Thomson	Reuters	Context,	and	more.	He's	also	a	regular	guest	on	TV	stations	like	CBS	and	NBC,	where	he	provides	expert	analysis	on	AI,	consumer	tech,	and	Silicon	Valley	moguls.Why	you	can	trust	WilliamWilliam	believes	the	goal	of	journalism	should	be	to	tell	the	truth,	not	sell	products.	In	his	reviews,	William	never	hesitates	to	call	out	a	products
flaws,	but	he	also	has	no	issue	complimenting	features	that	genuinely	add	value.When	reviewing	a	product,	William	doesnt	test	it	in	a	vacuum.	He	tries	to	incorporate	each	product	into	his	daily	routine	to	get	a	better	sense	of	how	itll	work	for	the	everyday	user.	And	when	writing,	he	focuses	on	reader	comprehension.	Hes	talented	at	explaining
complicated	concepts	in	ways	that	all	readers	can	understand,	without	losing	depth	or	nuance	or	his	distinctively	engaging	voice.ExpertiseArtificial	Intelligence	(AI)Consumer	Technology	(Laptops,	PCs,	video	games	and	gaming	consoles,	smartphones,	more)Social	Media	(TikTok,	X,	Meta,	more)Internet	Culture	(Memes,	influencers,	viral
trends)DisinformationEducationWilliam	graduated	from	the	State	University	of	New	York	at	Geneseo	in	2018.	There,	he	studied	English,	communications,	and	adolescent	education,	alongside	reporting	news	for	the	universitys	radio	and	TV	stations.Outside	workWhen	hes	not	reporting,	you	can	usually	find	William	biking	through	Central	Park,	playing
video	games,	or	at	home	listening	to	music	and	writing	fanfiction.	Hes	also	a	co-manager	of	the	New	York	Mandolin	Ensemble,	one	of	NYCs	premier	string	orchestras.You	can	contact	him	at	w.antonelli322@gmail.com,	visit	his	official	website	at	williamantonelli.com,	or	follow	him	on	Twitter	@DubsRewatcher	and	BlueSky	@wantonelli.bsky.social.
Read	more	Read	less	Ive	been	diving	into	the	world	of	Minecraft	and	I	recently	got	obsessed	with	building	a	mob	farm.	I	want	to	maximize	efficiency,	but	I	keep	getting	mixed	info	about	the	ideal	height	for	constructing	one.	Some	players	say	it	should	be	way	up	in	the	sky,	while	others	argue	its	better	to	build	it	closer	to	the	ground.	Its	driving	me	a
little	crazy,	honestly!Ive	tried	a	couple	of	designs,	and	while	theyve	worked	okay,	Im	not	getting	the	yield	I	was	hoping	for.	I	read	that	if	a	mob	farm	is	built	too	low,	mobs	may	just	spawn	everywhere	else	around	me,	which	makes	total	sense	because	they	seem	to	pop	up	in	random	patches	when	Im	trying	to	grind.	But	then	Im	also	concerned	about
placing	it	too	high	how	will	I	be	able	to	collect	loot	safely	without	falling	to	my	doom?	Whats	the	scoop	on	the	optimal	height?	Ive	heard	that	128	blocks	is	a	magic	number	and	some	sources	swear	by	24	blocks	above	the	ground.	But	why	is	height	even	important?	Is	it	about	reducing	the	spawn	rate	of	other	mobs	or	ensuring	that	hostile	mobs	spawn
but	the	ones	I	dont	wantlike	the	ones	I	cant	reachdont?	Also,	how	do	you	balance	that	with	the	need	to	be	close	enough	for	the	loot	to	collect?	I	imagine	a	build	thats	not	too	high	but	still	gets	the	job	done;	is	there	a	sweet	spot?	Plus,	are	there	any	tips	for	ensuring	that	the	area	is	well-lit	to	keep	the	spawning	rates	up	for	my	intended	mobs?	I	know
there	are	loads	of	tutorials	out	there,	but	I	kind	of	want	to	hear	from	people	who	have	actually	tried	and	tested	different	heights	in	their	farms.	What	worked	for	you?	Any	disastrous	fails	I	should	avoid?	I	really	want	to	get	efficient	so	I	can	stock	up	on	resources	and	move	on	to	bigger	and	better	builds.	Looking	forward	to	hearing	your	thoughts!	

How	to	build	a	skyblock	mob	farm.	Mob	farm	skyblock.	How	many	blocks	tall	should	a	mob	farm	be.	Mob	farm	height.	How	to	make	skyblock	mob	farm.	Mob	farm	skyblock	hypixel.	Mob	farm	minecraft	skyblock.
Mob	farm	minecraft	hypixel	skyblock.
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