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Like many children, we grew up with stories

of big heroes and mighty deeds.

Among those stories
there was a boy and his pet,
learning to live together in each other’s world

while doing their best to make it a better place.

It created a lasting impression on us
and its message still carries on decades later.
We wish to do our part to share that same
essage of friendship, companionship

and care for the world.

We made this book for you,

SO you can share untold stories

about high morale and good intentions,
to guide your children and inspire your friends

and hopefully, bring a better insight about

-g your dreams and the responsibility
of building a joyful world.
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—@— Inbroducbtion

Welcome to Pokémon the Role Playing Game! A book
about building your own story to bring your characters
and Pokémon to life in ways you never imagined before.

B What'’s a Role Playing Game?

A Role Playing Game is similar to being an actor in a
theatrical play.

Picture it like the way you used to play with toys when
you were a kid. You picked one of your action figures
or dolls and made them talk through you, made
them jump, ride cars or go through all kind of silly
and awesome adventures.

It’s the same principle.

The only difference is that this game will provide some
basic rules so everyone knows what’s allowed and what
is not. Finally, there will be a Storyteller in charge of
setting the game and the adventure.

B What does a Storyteller do?

As the name implies, he or she is the narrator of the
story. He will write an adventure, make the setting and
place the spotlight on the players.

He is in charge of bringing this world to life through
narrative and will act as the non-player characters such
as citizens, villains and Pokémon.

It’s a common mistake to think that a Storyteller is a
God-like entity on the story and the players are but
powerless pawns. That’s not true, this role is more like
the Director of a play.

He still has to make the events plausible, but most
importantly, it is his duty to make sure that everyone is
having fun.

B What’s a Pokémon?

Pokémon are to this world what animals are to ours.
They are creatures with amazing powers that take the
place of the flora and the fauna.

Some of them are pets and others are too wild and
dangerous to be approached. While most of them are
well known, they are cloaked in a veil of myth and
wonder.

B Where do | fit in as a player?

Before the game begins, you will have to make a New
Character.

It’s like creating your avatar for the adventure. He
or she may be anyway you want: tall, strong, smart,
noble, childish, eccentric etc. The best part is that you
won’t be alone. You will have the help of your friends,
your Pokémon and even non-player characters as allies.

B How to use this book

You will be provided with rules for creating stories,
situations, characters, Pokémon, and basic information
about this world and how it may unfold.

However, you must remember that you can complement
the marvelous world of Pokémon as you and your players
feel appropriate.

The main tool for this game is your imagination; with it
you will be able to truly make the impossible:

Fly across the skies! Jump from moving cars! Ride
dragons and befriend ghosts! If you can see it in your
mind, you can make it come true within the game.

The second tool you’ve got is the Character Sheets.
Use them to record the capabilities of your Character
and Pokémon companions.

The last tool you will be using are Dice. Anyone can work
wonders with enough luck, and even the greatest may
fall in a bad day.

Your fate within the game will be decided by your
abilities and that little bit of luck from the dice.
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A Whole New World of
Adventure

The people living in this world are not so different from
you and |. They have families and friends, they want
riches, love, fame, peace and excitement.

There are, however, many obvious differences with our
world and theirs. For one, the existence of Pokémon
changes almost everything.

In this world, many people travel the regions looking for
adventures, for mysteries and for the chance to be the
very best like no one ever was.

Cities are few and far between, but towns are pretty
common. Some aspects of their technology are very
advanced, while others may seem outdated.

If you want to venture through these lands you will need
a Pokémon to protect you from the many dangers ahead
in your journey.

To understand the real threats in the world of Pokémon
let’s put things into perspective:

Crocodiles are dangerous creatures, right?

Well, try to imagine a crocodile that’s fast as a cheetabh,
shooting beams from its mouth and lightning from it’s
eyes!

If that isn’t dangerous enough for you, then get ready to
jump onto the rails of the uncontrollable train of destiny!
For every step you take and every creature in your way
has a story of its own.

A few yards out of town may cause you tons of trouble
or grant you the most exciting story to be told across the
world.

But hold on! This game is not just about you, it’s about
you and your pets!

Have you ever felt like your dog would protect you
from anything? Like, even if all was wrong and danger
was coming close, you would have little Fido by your side
to carry you home safely.

That’s the real spirit of this game. A cheerful journey

about you, your loyal dog, your clever cat and your
air-headed little bird.

Pocket Monsters

The creatures that live in this universe possess incredible
abilities. They come in many different shapes and sizes
and have inhabited this world since its creation. Some of
them have already gone extinct while others have been
recently discovered.

In the dawn of humanity the most ancient and powerful
of these amzing creatures ruled the world. At first,
humans feared these entities. However, centuries later,
humans and these creatures would live side-by-side and
they would build a powerful bond of trust and loyalty.

Over time, humans learned that these creatures could
be kept safe within a pocket sized device and called out
for aid at our will. This technology led to the current
name of these mystical beings: “Pocket Monsters” or
“Pokémon” for short.

A revolutionary concept was set in motion.

People could now own and safely interact with these
creatures, and use their special abilities to shape the
world.

With this power, many people would embark on great
adventures to try to catch them all. However, you too
must realize that the world of Pokémon still belongs to
the Pokémon and most of their mysteries are yet to be
solved.

B What is “Pokémon Evolution”?

Pokémon are special not only their capacity to use amazing
powers, but also to go through a sudden, dramatic
metamorphosis to become bigger, faster and stronger.

This phenomenom is called “Evolution” and can
happen to most species of Pokémon.

This change can be triggered by a variety of different
circumstances, the most common being the Pokémon
reaching a stage of growth that allows it to evolve.
Contact with differents kinds of energy, nurturing care,
body enlargement or even a dire situation may trigger
the Evolution on certain Pokémon.

There are reports of Pokémon that never go through this
change in their lifetime, even if their species is able to
Evolve. Much research on this phenomenom still needs
to be done.

It is worth noting that many Pokémon go through a
change in demeanor after evolving.

Some of them become disobedient or wild after
acquiring more power, others become more serious,
bolder or violent. Handling a fully evolved Pokémon is a
job only the most proficient people can handle.

Life in the World of Pokémon

Humans have many theories and legends about the
origins of this world.

While not all of these stories can be confirmed as
truth, one fact that can’t be denied is that Pokémon
have existed since the very beginning. They roamed
free during prehistoric times, inhabiting the land, sea,
and sky. Battling each other for food and territory.
Fossils found today describe to us the extinct Pokémon
and their way of life long before humans came around.

When the first human groups started to settle, the
mellower species came to them for shelter, creating
a close, mutually-beneficial bond founded upon their
common will to survive.

That relationship continues to this day.

The world of Pokémon in the recent times may look like
a contradiction due to the wide use of both high-tech
gadgets and archaic alternatives.

First, remember, this is not a world of humans. They’re
so few and so weak in comparison to Pokémon to really
be the dominant species.

And second, all of the scientific and technological
advances the humans have made, has been developed
with the help of Pokémon.

People here didn’t discover how to create fire nor ways
of harnessing electricity, they simply used the help of
Fire-type Pokémon and Electric-type Pokémon.

That’s why some technology in this world could advance
at an astonishing rate while the development of society
still hasn’t had much urbanization.

Humans enjoy simple lives as they take only what they
need from nature without taking too many risks.
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They don’t need many luxuries, vacation, a complex
economy or a strong organization for law enforcement.

Humans do have, however, an excellent medical system
and extensive knowledge in the healing arts. ‘Miracle
cures’ for injuries and illnesses abound.

Although these cures appear to be quite common, no one
knows for sure where all this medicine comes from, nor
who is producing most of the technology they use.

B Human and Pokémon Interaction

In modern times, the division between human settle-
ments and Pokémon is pretty thin, but even if they
live close to each other, most humans keep themselves
secluded safely within towns or cities, with only a few
harmless Pokémon allowed to roam around.

The wildest Pokémon inhabiting the world tend to stay
hidden away from humanity.

Wild Pokémon will aggressively defend their territory if
anyone dares to trespass it. For that reason, people tend
to keep tamed or human-raised Pokémon nearby to make
their lives easier.

The Pokémon you see in towns and cities are commonly
used as personal protection or aid in many kinds of
work, others are family pets, and some are even used as
weapons by the most wicked.

Humans who dedicate their lives to catch, tame, and
teach these creatures to live along humans are called
Pokémon Trainers.

Pokemon Training, is similar to a professional sport. The
main event is a battle, formally known as “Pokémon
Battle”, wherein the main objective is to defeat the
opponent’s Pokémon using your Pokémon’s powerful
abilities.

To regulate and give order to this occupation,
The Pokémon League was created.
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Main Regions

Just like our world, the Pokémon world is divided by many
different regions and each region is a whole country.
However, these countries are not really divided by land
or water but by Pokémon Leagues.

There is an exception, though. The Kanto and Johto
regions are pieced together and share some professional
Pokémon tournaments.

All other region have their own tournaments, Pokémon
species, famous trainers and peculiarities. The Pokémon
that can easily be found in one region may be extremely
rare in others. That’s why Pokémon trainers are world
travelers, going to all the different regions to see what
they have to offer.

B Kanto

Kanto region bears similarity to modern Japan. Cradle of
science and technology, house to the world famous Silph
Corporation and birthplace of the Pokémon League.

In this region Pokémon battling is more than a national
sport, it is their lifestyle. Their league is so big that it
also hosts the Johto region registration. It’s a colorful
region full of strong trainers.

B Johto

Johto region stands next to Kanto. It’s an old place with
scarce and scattered towns, and very few cities.

This place is full of temples and legends. Life is old in here
but it has the advantage of being a very peaceful place
to live. It is house to the Ruin’s of Alph; the mysterious
remains of a city that not many dare to explore.

B Hoenn

This is the region of abundant relations. A place where
people make peace with nature and humanity and
Pokémon of any kind can live in harmony. It’s composed
by a set of islands with the most varied environments
nature can offer.

Some people say that many wonders lay deep below its
waters and within the heart of it’s volcano Mt. Chimney

B Sinnoh

It is said that Sinnoh was the first region created by the
gods. It holds an air of mystery and greatness.

It’s the birthplace of the famous Pokémon Champion
Cynthia, a woman who has scried deep into the realm
of legends searching for the origins of this world. It is
said that somewhere within this region exists a portal to
another dimension of horrors.

B Unova

Far away from all the other regions, Unova holds some
of the most exotic and peculiar looking Pokémon in the
world. It is a region with giant metropolis and great
transportation, trains and airports. Beware as people
sometimes report strange Pokémon creating all kinds
natural disasters around the region.

B Kalos

Kalos is a First-world region, rich in every sense of
the word. People here have developed a country with
modern settings and great quality of life. It is also the
biggest region geographically with many people and all
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kinds of Pokémon living on it. Lumiose city is one of the
greatest travel destinies, a beautiful city covered by
golden cobblestone with the tall Prism Tower standing
at the center.

1 Kanto Region
2> Johto Region

3 Hoenn Region
4 Sinnoh Region

5 Unova Region

6 Kalos Region

Regional League
Headquarters
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The Pokémon League

The Pokémon League is an organization that regulates
the interaction between People and Pokémon.

They are in charge of issuing the licenses that allow a
person to own and command Pokémon.

They are the highest authority in this world and their
trainers and breeders provide Pokémon to help in the
construction of a prosperous and peaceful world.

Before the existence of the Pokémon League, people
had no rules or law to protect them from evil doers who
used Pokémon to hurt people and gain power for their
own selfish reasons. A fight between Pokémon can be
extremely dangerous, so this organization was created
to establish order into an otherwise chaotic situation.
To have an established League within a region gives its
inhabitants certainty that they can count on Pokémon to
aid them on command of their Trainers. They can also
count on the Pokémon League to provide modern health
care facilities in their towns in the form of Pokémon
Centers.

The League also provides challenges to test all of their
trainers, such as the Gym Challenges and the Annual
Tournament, in which people from every part of the
region gather in a stadium to see the highest caliber
battles between trainers, Elite Four members, and the
Champion.

B Pokémon Centers

With so many dangers in the Pokémon World, all trainers
need to rest once in a while, since many of them are on
a journey away from home.

Most towns have a Pokémon Center, a place sponsored
by the Pokémon league where all registered Trainers and
their Pokémon can stay the night and receive medical
care if they need it.

The best part? It’s all for free!

Atrainer may come in the evening with an injured or tired
Pokémon party, stay the night in one of the bedrooms
available and leave by morning with their team as good
as new.

Thanks to the healing machines in the centers, surgeries
are rarely necessary. While it may take some time for a
Pokémon to recover if it sustains serious injuries, most of
the time the professional staff can get a full party of six
Pokémon ready within a couple of hours.

Inside the facilities, at the medical area there’s a
staff of nurses and healer Pokémon such as a Chansey,
Wigglytuff, or Audino; a health restoring machine, and
an emergencies room for any Pokémon that may need it.
On the second floor there’s a common room for Pokémon
Trainers to interact and bedrooms for them to spend the
night, there are also official Pokémon trading machines
for trainers to make use of them as they please.

Every Pokémon Center reports directly to the regional
Pokémon League, the people working there are League
authorities. Any trainer that acts abusive or disruptive
to any of the rules of the league may get a sanction,
their License suspended or removed by the staff of the
Pokémon center.

Trainer
Tips

When you and your companions get tired, are in need of
some medicines, or simply want information about the
town you are in, a Pokémon Center is the perfect place
to go.

B Pokémon Gyms

All Trainers want to get stronger, raise better teams
and device better strategies. After all, there’s only so
much you can learn on your own. What if there were a
place to interact, battle, share tips with other people
and even receive personal counseling from the most
proficient Trainers?

That’s what Pokémon Gyms are for.

Here you can battle to prove you are stronger or simply
watch others and learn from what you see. Every Gym
specializes in one of the many Types of Pokémon, and it
usually has thematic decoration relating to it.

The Gym is run by an outstanding Trainer called the Gym
Leader. He or she might be any Licensed Trainer that has
made a lasting impression to the Pokémon league.

How? Well, they might do research in the ocean with the
help of their marine Pokémon, maybe they run a charity
for weak and abandoned Pokémon, or perhaps they are
just very strong and experienced in battle.

The regional league recognizes these people and gives
them the title of Pokémon Gym Leader.

Any Trainer can go to a Gym and ask for counseling,
attend the lessons they may offer or directly challenge
its Leader to a battle.

It’s their duty as Gym Leaders to battle if challenged,
but you must be prepared for an intense fight since they
are extremely strong. Should you win, you’ll receive a
Gym Badge to prove your victory.

There is at least Eight Pokémon Gyms in every Region
with an established Pokémon League.

Trainers that are up for the Annual Pokémon League
Tournament need to gather a minimum of eight Pokémon
Gym Badges to get the right to enter the Championship.

o/ POKEMON LERGLE

EEE" HEE
TRAINER'S RULESET

BASIC RULES

m You must have an official license from the Pokémon League
in order to train Pokémon or participate in any of the
League challenges or contests.

= You are responsible for the actions of your Pokémon.
m Every Pokémon has the right to be happy.

BATTLE RULES

m You can only challenge other certified trainers.

m If you are challenged to an official league battle, you are
obliged to accept the challenge.

m You may use a Pokémon battle as a means to settle
disputes, the loser must yield for at least 24 hours.

m You have the right to challenge Gym Leaders. Every Gym
Leader is obliged to accept your challenge.

m The Challenger is the first to choose a Pokémon. With the
only exception that Gym Leaders and Elites always choose
their Pokémon first.

m You cannot use more than one Pokémon at a time during a
Battle. With the exception of a Double Battle, in which case
you cannot use more than two Pokémon at the same time.

BENEFITS

m The Pokémon League will give recagnition to any trainer
aiding the community by putting their Pokémon at the
service of society and promoting a good image of the
Pokémon Training lifestyle.

m Official Battles should always reward the winner with a
monetary compensation according to previous agreement.
If there's no agreement, the reward will be half the loser's
money.

m You have the right to use any of the League's Facilities for
free.

= You cannot own a Pokémon without a Pokéball.
m You can only carry up to Six Pokémon with you.

= You can only trade Pokémon using an Official Trading
Machine from the League.

m You cannot use Medicines during an Official Battle,
unless there is a previous agreement between all involved
trainers.

m Your Pokémon are strictly prohibited from wielding unofficial
weapons or items during any kind Pokémon Battle.

m Moves that may result in the death of a Pokémon are not
allowed at full power.

m It's strictly prohibited to change the official name of Moves.

m It's strictly prohibited to give confusing orders to trick your
opponent.

m It’s strictly prohibited to disrupt or attack a Trainer during
an official battle.

SHNLCTIONS

Breaking any of the league rules, even unintentionally, will
result in a sanction from the Pokémon league authorities.

m Depending on the offence, it may go from a fine of
$5000.00 and community service, to the suspension or
revoking of the trainer's license.

m Please note that the Pokémon League and Palice are two
separate institutions. An infraction in one of them has no
repercutions with the other.

The Pokémon League is informed of any rule breaking of its
registered Trainers. We know. We always know.

For more information please contact your local Pokémon Center, or make a call to: [555) 0123 - PKMN
Pokémon League HQ, Victory Road Lane #00I1 ZIP Code 09876.
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B Elite Four

As the name implies, the Elite Four is one of the highest
ranks for a Pokémon Trainer. The Elite are a team of four
members who have proved they are the best of the best
in their region.

To receive this title you must have been recognized
by the League many times before, usually as a Gym
Leader; and then be invited to participate in a special
tournament to define the new members of the Elite Four
for the season.

In this tournament, already crowned Elites defend their
title against aspiring Ace Trainers and Gym Leaders.

Even with all their status the Elite Four is not involved
in public affairs. They attend some of the events of the
league and they even participate in the most important
tournaments in friendly matches, but their private lives
are usually shrouded in secrecy and rumor.

The only thing that is certain is that their ability as
trainers is unrivaled, and the sheer displays of power
their Pokémon show in the arena leave spectators
wondering if their abilities are from this world at all.

B Champion

To be named “Champion” is to be at the top of the chain.
There is no higher rank in the world of Pokémon and it
is a very respected title among trainers and non-trainers
alike.

There is only one Champion per region and they appear
in public often as the face of the Pokémon League, their
presence evokes a majesty that leaves everyone in awe.

The Champion is the one true Pokémon Master.
No Pokémon on the region is faster or stronger than his.

It is the dream of many to be crowned as the champ but
it’s only through the hardest challenges the league has to
offer that a Pokémon Champion is born.

To defeat the members of the Elite Four in sequence is the
only way to earn the right to challenge a champion; and
by defeating the crowned champion in a all-or-nothing
battle is how you earn this title. A feat labeled by most
as impossible.

Antagonists

There is such a thing as crime and evil in the world of
Pokémon, and you should be prepared to face it.

Most people enjoy having a peaceful lifestyle but others
want to use their Pokémon for bullying, vandalism,
stealing, and even more sinister deeds.

The police can easily bring down ruffians and law breakers
such as vendors of fake Gym Badges and thieves; but
there’s also been cases of groups of organized criminals
that have been too powerful to be brought down with
ease. Some of which are:

B Team Rocket

The case started with a gang of unruly youths that were
stealing the Pokémon of weaker trainers. The suspects got
connected with a case of badge theft in a Pokémon gym;
finally they were related to a top secret technology
robbery at Silph Co. Whatever police managed to recover
had been branded with a big red “R”.

It was then that Police knew that they weren’t dealing
with just a handful of people, this was a big organization
that was just starting to show they were prepared for
trouble.

It didn’t took long before many crimes related with the
“Team Rocket” began surfacing, mostly robberies of
Pokémon and vandalizing of private property.

No matter how many “rockets” the police caught there
always seemed to be more. Some people even suspect
that Team Rocket has infiltrated the Regional Pokémon
League in Kanto.

Nobody knows who the leader is, since most of the
members caught are youngsters on their late teenage
years that got in because a friend was in, and the promise
of money and power was too tempting to refuse.

It is known that their goal is to create a crime empire
so powerful that it surpasses the boundaries of nations
and that goal is becoming a reality as reports of Rocket
grunts have started to leak from the Jotho region.

If you happen to be around the area of Kanto and
Johto you may want to go with caution or you might get
blasted at the speed of light.

B Team Aqua & Team Magma

Hoenn is a land of in the middle of the sea. Legend says
this was the place where two mighty giants fought an
incredible battle for owning both the earth and water.
Ironically, there’s still a battle for territory going on as
this two bands of thugs called “Team Aqua” and “Team
Magma” have been causing problems in that region.

It is not clear what their ultimate goal is, what is clear
is that their Leaders, Archie from Aqua and Maxie from
Magma have a huge rivalry and will have their underlings
fight and try to foil each others plans at every opportunity.

They don’t bother the civilians or trainers directly, but
there have been incidents where innocent bystanders
got caught in the middle of the crossfire of a battle from
members of this two teams.

Both teams have been caught trying to steal submarine
equipment and their attempts have been foiled by the
police who’s struggling to keep them at bay.

B Team PLASMA

In Unova, you can find them in parks and public places,
recognizing them won’t be a problem as they all have a
megaphone and angry signs that preach about the horrors
of the Pokémon League, how we’ve made Pokémon our
slaves and why we should set them all free.

This is not illegal by any means, but this team that
supposedly advocates for Pokémon rights and welfare
has a few rotten apples inside its ranks.

There have been reports of “Team PLASMA” members
that take the Pokémon of trainers and civilians by force,
saying that they are going to “liberate” them. The fate
of those Pokémon is still unknown as they have never
been seen again.

This counts as Pokémon stealing and is a serious crime in
this world, but there hasn’t been enough proof to have
any these grunts charged with it.

Their members are quite well coordinated and it seems
they have started some kind of religious sect.

The Marvelous World
of Pokémon

Some of its members claim to be the chosen bringers of
justice and through their radical and zealous methods,
they corrupt their own ideal of right and wrong.

Each day they are gaining more followers. How long
before they kidnap or steal more innocent Pokémon?

B Team Flare

On the luxurious streets of Lumiose city and the general
splendor of the Kalos Region there is a Team of very stylish
people called “Team Flare”.

A few of them have been detained and interrogated for
suspicious activities, but they always state that their
goal is just “To create a better and beautiful world”.

So they have been set free.

They are well-dressed, well-spoken and they even
smell good. It is however kind of unsettling to find such
elegant people in caves and far away from the cities just
loitering around rock formations and making phone calls.
What they carry on their briefcase may reveal a few dirty
secrets of their organization.

Right now there is a tense calm over the activities of the
people on red suits. Who knows? Maybe they only need a
little spark to flare up.

B Team Galactic

Nobody really knows where they came from. By the time
the police realized they were facing a group of organized
criminals this Team had already spread through all Sinnoh.

“Team Galactic” is their official name. They don’t
bother with petty crimes. They are known for stealing
high technology weapons, researching material for space
programs, dangerous equipment and even secret federal
property. There have been crimes in which they are
suspected to be involved, there is however no evidence
to prove it.

There is no known recruiting process as with other teams,
and the identities of those who were caught was never
discovered.




The Marvelous World
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They have been a major headache for authorities
since no one seems to have any information regarding
their plans or whereabouts.

This team lies under the radar for a long time then
suddenly delivers a quick strike and practically
disappears after that.

One thing is for sure, they are getting themselves
prepared for something big and are definitely up to no
good.

When traveling the lands of Sinnoh let’s hope you don’t
get around these guys, there might be a whole universe
of trouble lurking within their ranks.

A Quick Note on Firearms
Firearms are very rare in this world since Pokémon
are prefered for protection and police work.
They are usually not part of the setting but they do
exist and they’re outlawed for civilians.
Should you decide to include them in your story, treat
them as a Plot Device.

Becoming a Trainer

Now you know a little more about the world of Pokémon.
Its wonders and its dangers. But how does all of this
relate to you?

Within the game you’ll take the role of a Pokémon
Trainer.

In this world, Trainers are a source of inspiration for
others. They are the embodiment of leadership,
courage, friendship, and many other virtues.

You will be living inside this world and facing the trials
it may present you with. Overcoming difficulties and
dealing with crisis. Testing your abilities to command
your Pokémon, and working to get better every day.

Pokémon Trainers aspire to be the best. They are out on
a journey to become stronger, wiser, and overall grow
as persons. How they will achieve this goal is up to the
adventures they live in the world of Pokémon.
Challenging other trainers, competing in contests,
riding on the back of their most trusted Pokémon;
all while surviving in the wild and sharing all these
moments with their friends.

A whole new world of adventure is waiting for you to be
the best that you can be.

Before Starting the Game

1. Everyone must understand the setting.
Players and Storyteller must be in the same tune
regarding what’s a Pokémon and how this world
works. You can add your own details to enrich your
experience, but everyone must be aware of them.

2. Be sure everybody has the time.

A Role-playing session can last more than a few
hours. Choose a day where all players have time to
enjoy the full session.

3. Read the next chapter carefully.
All the basic mechanics are explained in there.
Character creation and Storytelling is also explained.

4. Have a story prepared.
We recommend the first session you play to be the
one where all Players obtain their starter Pokémon.
You should also check the “Challenges ahead”
chapter to get ideas for your story.

5. Get your game tools ready.

You’ll need your Character and Pokémon sheets,
pencils and dice. Remember you can play music,
sound effects and use multimedia resources to help
you with storytelling.

Choosing a Starter Pokémon

To obtain a Pokémon you will need to catch it
yourself, purchase it, adopt it, or receive it as
a gift from someone else. Not every kid is the
neighbor of the world’s most famous Pokémon
Researcher, so not everyone may receive a rare
Pokémon as a starter.

It doesn’t really matter which Pokémon you
start with. What matters is that it will be your
companion for your whole journey.

To choose your starter, head to the Pokédex
section of this book. (p. 78)

There’s lots of them but for your Starter you’ll
need one that fits the next requirements:

First Stage
This means that your Starter Pokémon must be
able to evolve at least once.

Base HP of 3

These are basic Pokémon for starter Trainers.

No Disobedience (Optional)

Even 1 point on its Disobedience score may be
a challenge to new trainers. You may want to
live dangerously and disregard this advice, just
don’t say we didn’t warned you, though.
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Before you jump into adventure, you need to know the
basic points of the game.

These attributes and skills will be the tools for your
character to interact within the world of Pokémon; with
them you will be able to wrestle a Blastoise, run away
from an angry Dodrio and much more.

Mental and Physical Attributes

Attributes will be counted as Points within a Character
Sheet, each point will represent a dice you can roll for
that attribute should your action call for it.

Some of them will help you determine your Defense,
Special Defense and HP.

Attributes can be rolled on their own to perform mundane
tasks, or they can be combined with skills if you want to
do complex and incredible feats.

B strength

It determines the power to carry a heavy load, inflict
physical damage and muscle development.

You are a wimp, a strong wind could knock

you down.

Your strength is average, you could use a
o0 little exercise, though.
000 You can show off at the gym, your physical

power is something to be seen.

You could be a professional body builder
0000 or weight lifter.

You could move a big boulder out of the
00000 5

way without trouble.

The strength of an Ursaring bear, enough

000000 to tear apart a car.

B vitality

This attribute is used to determine your resistance and
tolerance to pain and weariness, it also defines the
health and vigor of the subject.

Vitality points are used to define HP, Defense and Special
Defense.

Your Defense and Special Defense
score is equal to your Vitality.
You will need them to resist

Physical and Special Attacks
respectively.

Trainer
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You look frail and get tired easily. Even a

® papercut would leave you in tears.

Small amounts of pain won't make you cry,
L J but you still can’'t endure much of it.

You could resist running a marathon or
000 even stay a few days without sleeping.

You could work as a stunt double in
0000 dangerous action movies.

You could have impersonated a dummy in
00000 a car crash.

You could resist bullet seeds with your
000000 pecs of Lairon and abs of Steelix.

B Dexterity

The agility, flexibility and coordination you have of your
body are determined by this attribute.

Standing still and preserving your balance
® may be chdllenging for you.

You can climb a tree, getting down is
o0 another matter.

You could practice parkour or rappel with

e ...

Professional dancers and athletes envy
your swift movement.

You could try pole jumping without the pole.

Your sprint could match a Jolteon’s.
000000 ° '

B insight

The ability to be aware, perceive and understand
yourself, others, and your surroundings. The power of
the mind to see beyond the mundane.

® A brick wall seems more aware to its
surroundings than you.

00 You can perceive well enough. You do a
little introspection from time to time.

Your gut feelings are right most of the time.

000

You could clearly understand what a
0000 Pokémon is trying to tell you.
00000 You feel the connection between yourself,

the others and the world.

Like Blissey, you can sense the energy and
000000 the emotions beyond the physical world.

B Special

A Pokémon’s unique ability to perform feats proper of
their species, such as throwing fire, producing electric-
ity, controling shadows, etc.

A tiny display of power. Such as a tiny ember,

® a small bubble, or a weak jolt of electricity.
The Pokémon can create and let out a
L1 decent amount of energy.
A big display of energy, enough to leave
000 g aisp! ) 9

crack marks on hard stone.

The force of the attack could stop a car

0000 on it’s tracks.
Only an explosion could compare to this
00000 display of power.
The Pokémon commands the forces of
000000

nature and they bend to its will.

Social Attributes

Most of the time you will be role playing actively
through your interactions, and you will have the social
attributes of your character to help you make your acting
a lot more convincing in-game.

Social Attributes are linked to a specific Attribute.
Whenever you buy a new point for a mental or physical
attribute, you’ll get a free point to rise the Social
attribute linked to it.

B Tough

A Tough attitude is used to command respect, intimidate
or manipulate others.

It is linked to the Strength attribute. Sometimes a
developed muscle frame is all you need to look imposing.

You are as intimidating as a cute garden lily.

It can be scary when you make an angry

L] J scowl.

Others fear and respect you.

000

You command the ultimate authority.
0000

Even a raging dragon would think twice
00000 e

about crossing your way.

B Cool

This attribute makes for a charismatic, confident
and trustworthy attitude when dealing with people
or Pokémon. It is linked to Dexterity, where good body
language is what communicates the most.

Youre kind of awkward and rarely tak to
people.

You can make new friends and be good

.‘ company.

Popularity contests are not a problem, you're
a people’s person.

Starbting
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The charisma of a superstar, everyone
admires your confidence.

B Beauty

Your looks and personal care get reflected through the
Beauty attribute linked to Vitality. A healthy body is a
beautiful body. You may temporarily enhace your Beauty
attribute with make-up, clothing and accesories.

You could take care of your appearance a
lot more.

You look good enough. A little make-up
L L wouldn't hurt.

People often compliment your appearance.

You attract the looks and favor of everyone
around.

Your Beauty belongs in a museum to be
preserved for eternity.

B Intelligence

The capacity of the mind to remember, comprehend,
and solve problems.

It is linked to Insight as you need to understand your
world to be capable of giving the best solutions.

You are usudlly in your own world. People
talking to you are just background noise.

You do dll right but you have some trouble
L L remembering the complicated parts.

Others come to you when they need
someone to explain the diff icult stuff.

Quantum Physics are easy once you get the

0000 hang of it.

Only the mysteries of the universe remain a
chdllenge for your sapience.

B Smart

A Pokémon sees the world different than humans.
They are creatures of instinct but they can learn and
improve their comprehension of the human world.

Understanding simple actions like “fetch” and
“attack” can be a challenge.

Can recognize itself and some objects by

‘. name.

Can understand simple mechanisms and
even try to solve them without using force.

Can use tools to solve day to day problems
and understand complicated orders.

A human-like cognition and comprehension
of speech.
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Bl Cute

A Pokémon’s sweet and peculiar behavior that makes
them unique, that’s why it’s linked to Special.

‘ It looks cuter without the creepy smile.

A pair of big eyes, rosy cheeks and a playful

o0 attitude.

Its sweet antics could melt your heart.
000

All the charm of cotton candy and lovel
0000 . 4

dreams.

The embodiment of innocence and purity.
00000 g

5
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Note

Skills and Specialties

You will be needing Skills to make your adventure easier
and help you go through many situations. Your Pokémon
can learn a few on their own but you can also teach them
what you know to help them grow stronger.

You could count a Skill as a varied compendium of
applied knowledge, something like the general idea of
what you are trying to do.

For example, maybe you’re not a professional actor but
you know how to make a few impersonations and fake
emotions.

For specific actions that require more training or even
years of study, there are Specialties.

Specialties are added bonuses to your skills that allow
you to perform tasks in a more proficient way.

There’s a difference between a school bully and a
martial artist, both know how to throw a punch; however,
while the bully is rough and blunt, the martial artist has a
technique added to his fighting abilities.

Skills and Specialties can only be rolled alongside an
attribute, never on their own. Each point will be a dice
added to the roll when you need more than your natural
physical, mental or social power to succeed.

Most Actions and Accuracy rolls will be labeled as:
Attribute + Skill + Specialty

Make combinations to get a dice pool that fits
the action you are trying to do.

It is also worth noting that you cannot have more points
on a specialty than what you have on you base Skill,
you’ll need to learn more about the general sense of a
skill to be able to specialize further.

B Fight Skill

From kicks and punches to bites and hair pulling, you
need to have an idea of what to do in order to win a
fight, here’s what your fighting style could be:

You flail aimlessly

) Hit the other, try to not get hit

Y ) Aim for the weak or vulnerable spots

(T 1) ook e A
e B
00000 Fighting outnumbered is a piece of cake.

@ Fight Specialties

Brawl

You focus on hand to hand combat, punches, kicks, tackles,
bites and everything related to attacking using your body
or parts of it.

Canalize

Pokémon can give a steady trajectory to anything they
shoot, using this specialty allows them to control their
ranged attacks a lot better.

Evasion

Dodging attacks is what you know best, you focus on cover,
jumping out of range or fluid movements of the body to
minimize the damage.

Melee
Combat using short-range weapons, a sword, a bone club
and even a piece of leek will be a menace in your hands.

Throw
This specialty trains your aim for shooting with a bow,
throwing stones and using projectiles.

=
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B Survival Skill

Whether you want to get around in the wild or just be on
your own, you need to know how to avoid the inclemency
of nature so you won’t fall injured, sick, or dead. Here’s
an idea of how you do it:

Try not to die, hope for the best.

o Should you eat that herb? Maybe you
shouldn't..

CY ) Nature is generous if you know what to take
from her.
You can get by, even on extreme conditions.

000

You could survive dlright in a deserted island.

Your senses have somehow heightened to
allow you to detect danger and survive.

@ Survival Specialties

Alert

This represents the acuity of your senses, it may be a good
eyesight, a great hearing, a notorious sense of smell.
Being alert helps you to react to danger a lot faster.

Athletic
Run, Climb, Jump, Swim, Walk upside down! You know
how to get the most out of your physique.

Nature

Creating a fire from scratch, knowing what kind of plants
you can eat, building shelter and knowing the cycles of
nature will aid you to use her graces in your favor.

Stealth

The best way to avoid danger is not to let it find you, you
train yourself to be swift and silent, blending with your
surroundings to go unnoticed.

B Contest Skill

This Skill covers everything you need in order to make an
excellent performance in Pokémon Contests and most
social situations, the way you act will be exacerbated by
improving this skill:

What you do may look forced or sloppy.
® Sometimes you get it right.

PV Your actions feel natural and enjoyable.

You are graceful and your presence is

000 recognized.
If you wanted, you could bring tears to
0000 people’s eyes with just the way you act.
You could be confused with royalty due to
00000

your magnificent portraydils.
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@ Contest Specialties

Allure

Pokémon will often try to make you feel like they
are interested in you, either to win your favor or prevent
being attacked, how genuine that feels to others depends
on this specialty.

Empathy
People are empathic creatures, how easily you connect

to joy or sorrow will be seen if you rise your awareness
to others feelings.

Etiquette
Some situations require good manners and elegance,

refinement, gentleness and grace, they make the
difference between the prince and the pauper.

Intimidate

Other situations will require a spiteful glare, a sharp
comment or a well-timed rise of your seat. Intimidation
is useful to force or manipulate others to do what you
want.

Perform

Dancing, Singing, Acting, Imitating, and even Bluffing!
Anything that may need to pull out a convincing act will
get better if you specialize in Perform.

B Knowledge Skill

Humans need to know a lot of things in life, while some
people just bother to learn what they teach them in
school, others will seek answers through the path of
wisdom. Here’s what you know:

You barely know how to write and read.

() You have an elemental education.
Y ) You have high-school levels of knowledge.
C T T ) You could mgjor in a specific area.
0000 ZIZIL:; knowledge is that of an expert in the
00000 You could revolutionize the knowledge of

your ared of expertise.

® Knowledge Specialties

Crafts

You can build anything with your hands, some tools and
a few materials. Drawing, sculpting cooking, repairing,
etc.

Lore

Knowledge about the different species of Pokémon, their
legends and folk’s tales about the location and origin of
the rarer Pokémon around.
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Medicine

How to take care of wounds, first aid, emergency care,
apply medicines, and even creating your own remedies
will be possible if you specialize in Medicine.

Science

Choose any science or research field you want. For
example: computers, technology, chemestry, physics,
geology, engineering, Pokémon Evolution, etc.

You can pick any field you want!

You may keep studying and add other Science fields to
specialize further.

Health Points (HP)

Health points measure the state of your character’s body.

All living beings have a Base HP that depends on
their size and even on their evolution stage, bigger
creatures have more body mass and can take more
hits before showing signs of pain.

Think of it as how something that could cause a crippling
injury to a small rodent may feel like a sting to an
elephant or a whale.

Humans have a base HP of 5

Each Pokémon base HP is listed
within its Pokédex entry.

To calculate you total HP you must add the number of
points you have in Vitality to your base HP, for example:

~ Marco is a human, his base HP is 5,
- and his Vitality score is 2.
- Marco has a total HP of 7.

- Marco’s Marowak has a base HP of

- 4 (due to it being smaller than a
- human) and its Vitality score is 4.

Marowak’s total HP is 8.

& AT

Whenever you receive damage, you will lose HP.

This HP loss is only temporary and can be recovered
with time or medicine. If you receive damage equal
your total HP, you will be unable to move and will faint.

To keep receiving damage after fainting will make that
damage become Lethal. That means your wounds will be
more severe and your life could be in danger.

Some moves performed by Pokémon may deal Lethal
Damage directly.

Receiving Lethal Damage equal to your total HP means
the character dies.

Rolling the Dice

Our lives are influenced by random factors all the time.
Luck is a part of our lives, fortune can change our future
and destiny is built on the results of our actions.

In Pokémon: The Role Playing Game all variables are
represented by six sided dice.

They are pretty easy to get and you can find them in
almost any gaming store. You may even have some from
old board games!

To play, you’ll need around 10 dice.

You will need to roll the dice to perform any action that
you can imagine.

During the course of the story, your character will
have to perform certain actions that are out of the
ordinary. Now that you have seen the attributes
and skills, it’s time to learn about how to use them.

Every Action roll is usually a conjunction of an attribute,
a skill and a specialty.

The total sum of the points your character has in those
traits is the final dice pool for the action.

Roll those dice and every dice that comes up as: 4, 5,
or 6 counts as a success.

Usually, one success is enough to perform an action,
although barely.

More successes mean that the action is done better, faster
or with more expertise.

Success Table

- The action will fail.
- The action is performed awkwardly.
- The action is performed satisfactorily.
- The action is performed skillfully.
- The action is performed with mastery
and brilliance.
- People are amazed and baffled.
6+ - It looks supernatural.

Actions that are especially complex or difficult to
perform may require more than one success in a single
roll.

For example:

Stephanie is in the Final Round of the regional
beauty contest and the judges are very hard
to impress. She has her Glaceon trained to
make a beautiful statue using Ice Beam.

If she rolls her Glaceon’s Dice Pool and only
gets 1 Success on the roll, the statue will be
made but it may not look that pretty.

She will need to get 3 or more successes for
~ the Judges to be definitely impressed by her
~ Glaceon’s ice sculpting abilities.

B Rule for 1’s

After making a dice roll, you’ll need to count the
successes on the dice; however, for every two dice that
come face up as a 1, you will remove a success from the
final count.

Starting
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This means that if you roll dice, and the result is:

000

You eliminate one success from the roll, making the
action in the example a failed one.

Another example would be if you roll dice and the result

&o

The action performed is successful as only one dice came
up as one.

Remember this:

Tra_iner will remove one success
Tips from your final count.

B Penalties

Sometimes the problem is not the action itself but the
circumstances around it. Your Pokémon may be able to
jump from one roof to another but doing so during a
storm on a wet and slippery rooftop will be way harder.
The Storyteller can impose a penalty to the dice roll,
reducing the character’s dice pool.

It all depends how the situation looks.

Penalty Table

Challenging

Hard

Very Hard
Extremely Hard
Seems Impossible

Should the players help each other, the Penalties might
be reduced.
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A complicated situation may leave you without any dice
to roll, if that happens you can always choose to roll a
Luck Dice.

B Luck Dice

You always have a chance at any action, even a clumsy
kid can get a strike of luck to impress everyone.

When a Penalty or Pain penalization reduces your dice
pool for an action to 0, you still get a shot at trying.

This is what is called a “Luck Dice”. You may decide
to try the action rolling just 1 Dice.
If it comes up as a 6, you succeed at it.

However if you roll anything less than 6 something
horrible and disastrous will happen to you and/or your
friends and Pokémon.

There is only so much luck can do for you. You’ll need to
work in your own strengths to increase your chances of
success.

Luck dice does not cover for:
e Reduced attributes
e Moves with reduced accuracy

e Will rolls
e Multiple actions

Trainer
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Will Points

Through history, people have achieved great feats that
normally would seem impossible.

A frail woman suddenly lifting a giant boulder to save her
infant son trapped underneath, or a man with a broken
leg getting up to run from a fire.

In those scenarios people used all of their might,
breaking the limits of their own physical restrictions
in order achieve something greater.

The Will attribute measures just how far your inner
strength can take you.

Every human and Pokémon starts with a total score of 3
points in Will and can get a total maximum of 10 points.

&S

Storyteller
Note

Storyteller may call for players and Pokémon to make
a roll using their Will score to overcome fear, rage, or
sadness, also as a call for conscience when attempting
misdeeds.

Will points can also be spent in some dice rolls, to ensure
a successful roll.

Here is how it works:

Before you roll to perform an Action you must
declare that you are going to spend one Will Point.
If you do this, it means your character is going to
give all she’s got to do it.

¢ Spending a Will Point adds one unremovable
success to the final result of your roll. You can
only spend one point per action.

(o] o

* Spending a Will Point allows you to ignore all
Pain Penalizations until the end of the round.

Spending Will points will only cover for actions
that the character has a pool of at least 1 dice.
Should the pool be zero dice, Will points spent
won’t have any effect.

After you spend a point, however, your character will
be worn out, if you run out of Will Points the
character will lose consciousness and faint at the
end of the Round. Just from the sheer strain of
going beyond the limit.

Pokémon and Humans do not come to this world with the
ability to spend Will Points whenever they want.

It is something living creatures would use only in extreme
situations, and even then, most people just don’t have
what it takes.

Your Trainer has to teach its Pokémon to get a hold of
this inner strength. Maybe later they will be able to use
the power of their Will.

If a Trainer is not experienced in using his or her own inner
strength, it is possible the Pokémon won’t be either.

Most of the non-player characters will not use their Will
Points as it is something only the most proficient Trainers
and Pokémon are able to do.

To recover one spent Will Point your character must rest
for a few days, feel accomplished by having achieved
something great by following his nature or get it as a
reward for good role play from the Storyteller.

Saying: “With all your might!”or
“Give everything you’ve got!”

is a good way to tell your Pokémon to
spend a Will point to endure pain or
to get an automatic success.

Trainer
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Will Points spent do not cover for non-
action related rolls such as:

e Will rolls

e Damage rolls

e Luck Dice

When using a Will Point to ignore Pain
Penalization try to do so at the start
of the round to get the most out of it.
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Experience

As time goes by, people and Pokémon get stronger,
better, faster. They grow physically and mentally.

We get more Experience with each passing day by training,
fighting and many times just by living the moment.

The constant changes in our lives and the hardships
we overcome define who we are, our strengths and
weaknesses.

When you create your character or catch a Pokémon, you
may feel it is weak, or maybe the points to allocate were
not enough to do what you wanted to do.

For that purpose, experience allows you to keep growing
with almost no limit.

The more adventures you play and the more you go out
there and live to your fullest, the more amazing and
powerful you will become. Experience is a reward for
great efforts.

B Experience Guide

There are many ways to earn Experience.

At the end of each Session

e Each Trainer earns 2 Experience Points.
e Each Pokémon used outside of battle
earns 2 Experience Points.

Facing hardships

Hardships are dire situations out of the routine.

e 1 Extra Experience Point if it was hard
to overcome.
e 2 Extra Experience Points if their life was
in danger.
e 2 Extra Experience Points if failed.
But the characters lose 2 Temporary Will Points
as they feel less confident.
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Heroism

Saving a life is symbol of greatness.
Helping others makes you noble.
e 2 Extra Experience Points for heroic deeds.

Battle

The Experience earned in battle depends on the
level of the Pokémon you encountered.

Pokémon Level
1-10
11-20
21-30
31-40
41-50
51-60
61-70
71-80
81-90
91-100

Experience Earned
1 Exp. Point

2 Exp. Point
3 Exp. Point
4 Exp. Point
5 Exp. Point
6 Exp. Point
7 Exp. Point
8 Exp. Point
9 Exp. Point

10 Exp. Point

The trainer always earns half of the Experience from a
Battle, rounded down.

Another way for Pokémon to get experience is through
Training sessions, but we’ll talk about that later.

B Experience for multiple
Pokémon in battle

Using many Pokémon at a time during a battle can result
in a sanction from the League.

However in most life-or-death situations you may need
the help of many of your Pokémon at the same time.
Otherwise you could risk a serious injury or worse.
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When using 2 or more Pokémon at the same time,
half of the experience is lost, then distribute evenly the
other half between all the Pokémon you used in battle,
rounded down. If you used 2 or more Pokémon in battle,
just not at the same time (switching out) each Pokémon
gets an even share from total experience, rounded down.

Creating a Character

In Pokémon Role Playing Game, you must create a
Pokémon Trainer, also called a Character.
This persona will be your avatar inside the story.

You’ll choose a starting Pokémon too, both are very
important choices, remember that your Pokémon are
often a reflection of your trainer’s personality and
aspirations.

When creating a character, choose something that’s fun
to play, allow yourself to dream, be silly and laugh at
your most crazy ideas.

You may want to be like a hero from a cartoon or
base your identity on someone you admire or even
be a parody of a famous character. Preferable, pick
a personality that you can perform and act easily
because you will be acting a lot.

Remember to build a character that can contribute to
the story and not one that will harm it.

B Trainer Concepts

A Trainer is anyone who has an official license to train
Pokémon, but that’s just the tip of the iceberg of you
character’s life. Think of a job or a profession your
character also executes; he or she might be a doctor,
a fisherman, a hallway monitor at school, an aspiring
model or anything that you find fun. Give your trainer a
goal and help him find the right personality traits.

You and the other players will need to decide what
kind of characters you’d like to interpret and this will
require some teamwork between you, your playmates
and the storyteller, to make a great party of players.

It won’t be enjoyable to make a party that will be
antagonizing each other due to different natures or
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occupations. A party with a serious Police officer, a Thief,
and a silly Clown wouldn’t be fun for anyone if they keep
getting in each others way while trying to have fun.

Complement your character with those of your playmates
and work alongside them to achieve your trainer’s goals.

B Personality and Background

Tell your storyteller and playmates a little bit of your
trainer’s past.

Your trainer is whatever you want him to be, flesh him
out, he’s not just an empty husk that you use to move
within the game.

He’s a character with dreams and aspirations, with flaws
and fears.

To aid you make a fleshed out and believable character
ask yourself these questions and answer them to the
storyteller as your character would.

POKEMON GYM

Starting
the Game

1. What’s your name?
2. What is your age?
3. What’s your Nature? (p. 73)
4. What’s your occupation/concept?
5. What do you expect from the world of Pokémon?
And most importantly:
6. What’s your goal in the world of Pokémon?
7. What’s your motivation for that goal?
8. How are you going to contribute to make
this world better?

Answering those questions will make the storyteller’s
job a lot easier to give your character the challenges
he or she needs, don’t forget that good communication
between players and storyteller will make the story flow
much more smoothly for everyone.

S
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Trainer Sheet

How to fill a Trainer Character Sheet

TRAINER’S CARD WINDOW

Your Character’s Picture.
Your Character’s Name.
Choose a Nature [p.73).

Your Character’'s Age.

)
(S
=
o
3
[

Your Character’s Concept. [p.2l)

5 Base Health Points for Humans.

Each point of Vitality adds 1 Health Paint.
@ Will Points. Starting Score is 3.

Starting Money is $1500.00

Starting Experience is O (see p. 24).

@@@. O@OOWEO

Active Party Window. Write down the Pokémon you

are currently carrying.

ATTRIBUTES AND SKILLS WINDOW
Attributes. Start at 1. You have 4 points to distribute.
Saocial Attributes.

Skills. Distribute 1, 2 and 3 points on them.

Specialties. Start the game with all of them at O.

@0ee®

Other Skills. Write here other Skills or Specialties your
Storyteller grants you in the story.

BACKPACK WINDOW
@ Potion’s Pocket. List how many Potions you

have and how many units remain in the bottle.

. Small Pocket.
@ Main Pocket.

@ Gym Badges Case.

(PLHYER @

@

STRENGTH
WORe

DEXTERITY
a8ea9

VITALITY

POKEMON LERGLE

Trainer's card

AGE:

@

CONCEPT:

| BERUTY

Super
Potion

Hyper , H EE RS EE
Paotion L I 5 S

Filling a Trainer Sheet

Once your Trainer’s concept is ready, you may proceed to
distribute their Attribute Points and their Skill Points.

Attributes

You start with 1 Point in each, and you have 4
Points to distribute in your character’s Attributes.
Example:

Strength Vitality Dexterity
000 0000 o0

Insight
000

Social Attributes

Add 1 point to a Social Attribute for every point you
located on the Attribute linked to it.
Example:

Intelligence
000

Tough
000

Beauty Cool
0000 [ 1 J

Skills
Distribute 3, 2 and 1 point on the skills you want.
one skill will start at zero points. Example:

Contest Knowledge
000 ( [ )

Fight Survival
0000 00000

This point distribution will result in a Trainer that’s only
just starting his or her journey.

Starbting
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B I’m not a Newbie!

Some stories are best suited for experienced trainers
who are older, have more Pokémon at their disposal and
are more skilled at what they do.

If you wish to play at a higher level, you can follow this
simple guide:

Trainer Pokémon

Trainer Level : :
Experience Experience

Starter 0 0

Beginner 15 30

Average 30 75
Ace 85 170
Professional 170 350

=

Storyteller
Note
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Creating a Pokémon

A Pokémon will be commanded by their trainer but
within the game they won’t be controlled by a player.

It’s part of the storyteller’s job to interpret and tell you
how your Pokémon reacts to its surroundings or how it
communicates with you.

Think about it as having a pet, you can tell it where to
go or not to chew the carpet but you are not really inside
its mind. You can only learn its thoughts and feelings
by interacting with it and reading its expressions and
attitudes.

&

Storyteller
Nobte

Pokémon do not need to have a concept like humans.
Each Pokémon will behave according to the instinct their
species gives them and following their Nature.

They tend to have natures that go accord to the behavior
of their species but they may vary.

That means that two Pokémon of the same species
will probably want the same things but their different
natures will change how they will try to attain them.

Happiness, Loyalty & Disobedience

These attributes will define your relationship with your
Pokémon and are among the most valuable traits in the
game since they determine how good is your relationship
with your companions.

What’s the use of a strong Pokémon when it ignores your
orders?

It’s extremely common for trainers to be attacked by
their newly caught Pokémon, since for all they know this
is just Round two. This kind of reaction depends on the
situation in which they were caught, but also depends on
the species and their nature.

Best tip we can give you: Try to start with the right foot.
Happiness and Loyalty range from 0 to 5 points.

In the wild, Pokémon usually have 2 points on each
one, but as soon as they are caught their life changes
forever.

A good trainer must know how to deal with tough

situations if he plans on building a relationship and
hopefully raise these two traits.

Filling a Pokémon Character Sheet

To fill your Pokémon Character Sheet you will need to copy the info on its Pokédex entry.

e Limits*
e Base HP

e Name & Number
e Size and Weight
e Type

e Starting Attributes e Ability

EIGHT:
- 0.4m /104"

Mouse Pokémon
Lives in smdll groups in forests but

WEIGHT:
6kg /13 lbs

DISOBEDIENCE:

4

e Disobedience score

e Moves**

* The highest score a Pokémon may have on its attributes.
** Moves with zero experience cost do not rise your Pokémon’s
Level, they may be learned at once or one by one at story

they tend to stay hidden. It stores

electricity in the electric sacs onits funoa NN Second Stage.

cheeks and uses its tail to ground

the excess charge. They can be @?

stubborn and wary of strangers. 42 #035 #0256

Tail Whip |
Play Nice

Thunder Shock I 0

teller’s discretion. Moves with cost are bought with experience.
Normal Ke/{a%l 7

Normal
Normal
Quick Attack 13

Electro Ball 24 \[s]i1s - Double Team

Normal Thunder Wave

Nuzzle 26 Bl Slam
Thunderbolt 34 W Feint
Agility 42 Discharge
Light Screen 50 Thunder

Psychic

Psychic
el Extreme Speed

Yolt Tackle

Pokemon Sheet

How to fill a Pokémon Character Sheet

POKEDEX WINDOW
@ Pokémon Picture.
@ Your Pokémon Number in the Pokédex.
@ Name for your Pokémon Species or nickname.
@ Choose a Nature [p.73).
@ Pokemon Ability. Choose one Ability on its

Pokédex entry.

QUICK REFERENCES WINDOWS

@ Base Health Points for your Pokémon are specified in
its Pokedex entry. Each point of Vitality adds 1 HP

@ Will Points. Starting Score is 3.

Held Item [p. 70.

@ Write down “Healthy” until it is inflicted with an Ailment.

@ Initiative is equal to: Dexterity + Survival + Alert.

@ Accuracy is equal to:

Dexterity + Fight + Brawl/Canalize/Melee.

Damage is equal to Strength/Special + Move’s Power.

Evasion is equal to Dexterity + Fight + Evasion.

DEF/SPDEF is equal to your Vitality score.

Starting Level is 1. [See p. 61)

Starting Experience is 0. [See p. 24)

QeE®G®

Move windows. Write down your moves here.

ABILITIES & CHARACTERISTICS WINDOW
Skills. Starters begin with all of them at O.
Specialties. Start the game with all of them at 0.
@ Your Pokémon’s size is specified in its Pokedex entry.
@ Your Pokémon’s weight is specified in its entry.
@ Happiness for your Starter Pokémon is 2.
@ Loyalty for your Starter Pokémon is 2.
@ The Type of your Pokémon is specified in its entry.
@ Weaknesses depend on your Pokémon Type (p.36).

@ Disobedience is specified in your Pokémon’s entry.

ATTRIBUTES WINDOW

@ Attributes. Starting Attributes and Limits are specified
in your Pokémon’s Pokédex entry.

@ Sacial Attributes. Start at 1, then assign one additional
point at Storyteller’s discretion to a single social attribute

appropiate for your Pokémon species.

Starting
the Game

#000

®

Name®)
Nature @

Abili

®

FIGHT SURVIVAL

ALERT
RTHLETIC
NATLRE
STERLTH

STRENGTH

DEXTERITY

VITALITY

SPECIAL

INSIGHT

CONTEST
88dee

ALLURE
ETIQUETTE
INTIMIDRATE
PERFORM

HAFPINESS
83089

LOYALTY
00000

DISOBEDIENCE:
agae®

TOUGH
20030

COoL
PeeHe

BERUTY
BEBRY

CUTE
BESBVE

SMART
BeBES
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As soon as you catch a Pokémon, reduce their Loyalty by
the same amount as the Pain penalization you inflicted
on them.

Yeah, that’s right. If you beat them to a pulp, don’t
expect them to care for you at all.

When you catch a Pokémon, reduce their happiness to
0 if you left them unconscious; or to 1 point if they are
with you against their will.

These two attributes cannot be bought with experience.
You will need to role play if you want to affect them both
positively or negatively. If you act kind and respectful,
firm and stern, or mean and unpleasant to your Pokémon
you will see the results.

@ Happiness

As the name implies, this attribute is all about being
happy and comfortable with your life. Most Pokémon are
simple creatures, they want safety, food, stability and
specially they want to feel useful.

We all share this world to make it better. Sometimes
Pokémon understand this idea in ways a human never
imagines, but other times they only want and to destroy
things around.

Always wonder if you are providing the life they want
and ask yourself what do they need.

Miserable. Your Pokémon is angry and/or
depressed. It may resent you and humans.

PY Displeased. The Pokémon doesn't like living
with you.

Comfortable. There’s food and a place to

o0 sleep, it'’s not so bad.
Satisfied. Your Pokémon enjoys the benefits
000 that come with being your companion.
Accomplished. Everything your Pokémon
0000 wanted in life has come by being with you.
True Happiness. Nothing could compare to
00000 the joy it feels when you are around.
® Loyalty

This trait measures their attitude towards you.

A low Loyalty means your Pokémon is indifferent to you
and your well-being, or worse; it wants to break free,
escape from your clutches and never look back at your
face again.

A loyal Pokémon is your best friend, it could stay by your

side in better or worst. Never underestimate what a
good friend can do.

The Pokémon will probably attack you as
soon as it comes out of the Pokéball.

o It is indifferent to your well-being. If given the
chance, it may try escape from you.

It will stay by your side, but it won't help you

L4 in life-or-death situations.

Together we fdll. Your are friends and
000 members of the same pack.

There is nothing it wouldn’t do for you.
0000 You are the most important person.

Some friendships last more than a lifetime.
QO0O®O®® o danger, no person and no distance is an

obstacle for it to be with you.

@ Disobedience

This trait is assigned on the Pokédex entry.

It takes into account mostly the species of the Pokémon,
since some are more wild or dominant than others.

The Dragon Type Pokémon along with Ghost, Psychic
and Dark Type are some of the most difficult to train,
but all types have species that are more difficult than
others.

Evolving is also a factor; a sweet and compliant Pokémon
may evolve into a rampaging beast.

Everytime you give an order to a Disobedient Pokémon
you will have to roll its Loyalty score. A successful roll
will make the Pokémon follow your command, a failed
one may bring disaster.

Disobedience score may also be assigned at story
teller’s discretion.

Disobedience affects all Loyalty and Training
rolls of a Pokémon by reducing dice on them
equal to the disobedience score of the Pokémon.

This means the Loyalty score of your Pokemon
must be higher that it’s Disobedience score if
you want a chance at controlling it.

Disobedience Points may be added or removed according
to the role playing of the characters.

The Pokémon listens to and obeys
everthing their trainer commands.

The Pokémon may be reluctant to do some
o
of the orders or act dloof.

It won't pay attention during training

L4 sessions, and may rebel when given orders.
The Pokémon will act on its own in a battle
000 and will not Train as commanded.
If the trainer intervenes or interacts, the
0000 Pokémon will react violently towards him.
The Pokémon will abandon the trainer if it has
QO00®O®® s than 8 points in Happiness and

Loyalty combined.

As you can see, a low Happiness and Loyalty along with a
naturally disobedient Pokémon are a recipe for disaster
especially if the trainer is inexperienced.

The League does not look favorably on trainers who
cannot control their Pokémon in official matches.

Tips for

Go along with the Setting

Even if you are not really inside the World of Pokémon,
use your imagination to transport you there. Stay in
character and actively role-play, so instead of saying:
“l send out my dragon pokémon and... umm...
| order it to attack or whatever...”

You act as if your character was really in the situation
and say: “Garchop, go! Charge using Dragon rush!”
See the difference? It’ll be much more fun that way.

Stay Focused

There will be times when not much is happening, or
maybe your character is not in the scene. Stay calm,
listen and stay focused. Paying attention when the
storyteller is speaking is a common courtesy. It will
make the game flow faster and smoother.

Teamwork

The other players are members of your group, you
should be friendly or at least polite to them and their
characters. You guys are a team and should work as
such. Antagonizing or even attacking your other party
members for your own amusement is disruptive and
disrespectful. Don’t be that guy.

Request Goals

Your Storyteller should make clear the goals of the
story. Are you trying to defeat the Gym leaders? Are
you investigating old ruins full of strange Pokémon?
Make characters to fit that goal. If for some reason
you are at a loss of what to do, you should ask the
Storyteller to do a retell on the important plot points,
moods or environment that could have been missed so
you can advance in the story.

Starting
the Game

Trainers who show they are incapable of controlling their
Pokémon during a tournament or an official match are
disqualified immediately.

But don’t despair just yet! Sometimes a Pokémon’s wild
instincts will result in a very disobedient Pokémon in the
eyes of other humans, but perhaps that’s just the way
they are. Trying to change them into something they are
not may result counterproductive for your purpose of
training them.

To overcome your Pokémon’s disobedience, most of the
time you will need to earn their respect and prove them
that you are the master. Though other times you’ll have
to accept the fact that you may never be able to control
them but that doesn’t mean they won’t be able to give
you their loyalty.

Aim to build a strong relationship
with your Pokémon while it’s still
at an un-evolved stage.

Creating bonds with disobedient
Pokémon will be a lot harder.

Trainer
Tips

Players

Help your Storyteller

Storytelling can be hard enough already. You can help
your storyteller by being immersed in the game. You
can also ask him to describe actions, locations, or
remind him of important clues he might have forgotten
while running the game. Don’t be confrontational, if
you want to settle something with him, wait until the
end of the session and calmly talk to find a solution.

Read the book

Fogetting what your Pokémon does or what’s its name
will take time to search in the book and thus will take
time out of the play session. Read the book at least
once so you know what your character and Pokémon
are able to do.

Do not obsess with rules and mechanics
Remember that the Storyteller will decide what’s
appropiate in the story. If there is a conflict or a stale-
mate use common sense and prioritize the storyflow
over anything else.

Be a good player

Being immersed in the game and actively participating
to make the story a success deserves recognition from
the storyteller. Extra Experience Points, Will Points
or an in-game surprise can be the reward for being a
good player.

Try out Storytelling!

Everyone has the ability to tell a story, we want to
encourage you to try it from time to time.

It’s a wonderful experience and it’s easier than you’d
think. We’re sure you can do it!




Creating a Story

Now it’s time to derail the train of destiny with some
booms and bams! Characters expect to live adventures.
When they get out looking for trouble they are gonna
find you ready.

Being a Storyteller and creating a story is not as hard as
anyone would think.
Relax and have fun with any crazy idea.

Just remember that you are here to make sure that
everyone is having fun.

To start, talk to your players and ask them how they wish
to play, what they expect from the story, and what their
perceptions of the Pokémon world are.

You have to unify their perception to make sure their
characters are being brought to life with a clear idea
about how this society works and their attitude towards
Pokémon and other humans.

You can even share a brief summary of what’s to come.

Listen to their concerns and also express your own.

Remember that it is also their responsibility to create
fun characters that can contribute to the story.
Someone who constantly makes trouble or antagonizes
other people is not doing their job as a player correctly.
Make sure no one creates a character that cannot be
befriended.

Once everyone is on the same page, it’s time to get
prepared.

B What’s the Story about?

You have to think what’s the whole point of the journey:
the moral.

What are your players going to learn from all this battle,
drama and adventure?

Remember this is NOT about what’s happening, but the
message you want to give.

When creating a story this is the first and most
important step, that message should be shown in every
single scene, directly or indirectly.

This will help you unify the story and make it feel unique.
If done right, by the end everyone will be able to notice

what this was all about.
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B What’s happening?

Now that you know what you want to say, it’s time to find
a way to say it.

You want to talk about confidence? Maybe build a story
about a Pokémon beauty contest or about an enemy with
a reckless challenge.

The possibilities are infinite and there is no right or
wrong in this drama.

Don’t feel the need to start the game creating the
ultimate epic adventure of a lifetime. Players should
always begin by knowing the game and most importantly,
by knowing their characters.

Create a mood where they care about their lives, and
keep it small. As the game progress, recurring enemies
will give sequence to the chronicle.

People usually don’t realize the difference between
What'’s the Story About? and What’s Happening? or the
fact that these two concepts even exist, but here we’re
going to give you an example:

In the movie Matrix, Neo realizes that his world is
just a computer program like virtual reality which
everyone is connected to.

The real world is a post-apocalyptic world of
machines. Neo is the Chosen One that will defeat
the evil machines and liberate humanity from this
virtual prison.

That’s what happens.

But the story is not about machines or computer
programs.
The movie is about Believing in Yourself, as Neo
refuses to believe he is really the Chosen One.

No matter what kind of problems you have in mind for
your players, always remember this is the story of their
characters, this is their character’s life, this is their
adventure. You should cheer for them even as you throw
them off a cliff.

As a storyteller your are the director of the play, you are
not their antagonist even if you portray one.

This is not You VS Them. Don’t try to win because there
is nothing to win. The real victory of the Storyteller is
when everyone works together to tell the Story.

Don’t be mad because something didn’t go as planned,
on the contrary, reward creativity!
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In a Role Playing Game there are so many possibilities
that trying to control them is only going to make you
tired and angry. You too must enjoy the craziness of the
players, their decisions and the story you make together
on the way.

Creating a story is like watching a TV Show or a movie. It
follows the same order, narrative and principles.

Once you’ve got everything figured out, this simple
time-line can help you give order to the game session.

Introduction

Initial Pictures:

Tell them where they are, this will contextualize
them.

“A beautiful morning with singing birds. The sun
rose and now it’s shining through your window”

Prelude:
First Introduce the Player Characters and Non-player
Characters. Who are they? How are they? What do
they do?

Introduction of the Problem:
This may be a far away threat which still doesn’t
affect the Players personally.

Point of Conflict:
Players now get involved with the problem. Make it
personal, something they want to solve.

Body

Development:

They may try to solve the problem but will face
challenges related to it. Write down two cool
scenarios to challenge the players and a couple of
encounters.

Point of Resolution:
The players learn how to defeat the villain or solve
the problem, but still don’t solve it.

Conclusion

Climax:

Here, players will go face the problem. They have
their Final showdown or moment of truth.

Resolution:
They may win or fail in the climax. Write down
dialogues, consequences and rewards.

Epilogue:
All the aftermaths. People say their goodbyes and
may continue on their journey or go home for now.

A game session lasts from 2 hours to 4 hours.

Take into account that during that timeframe, players
will only be able to perform 2 or 3 well described
objectives and still leave some room for character
development.

Don’t go placing 10 fights in a single session or you won’t
have time for anything else.

Battles won’t always be necessary; normal people have
troubles, tension and dire moments without having
to fight for their lives everyday. A battle is best used
as the culmination of bad decisions or very tense
circumstances.

This is a game about drama, not grinding battles for
experience points.

B The Many ways to tell a story

There are three main ways to tell a story in this game:

Episodic

Picture it like watching a TV Show, a single
session is a complete adventure on its own.

Many things could change for better or worse,
however, let it be powerful. Allow the players to
learn something from it. The fact that they can
return to their normal lives doesn’t mean they went
home empty handed.

It is possible to begin play in an Episodic way and
then throw some Chronicle elements.

Chronicle

Some stories are too long to be told in one game
session. A Chronicle is a grand adventure with one
main plot and usually one recurring villain. This kind
of story can get really epic and can take months of
gaming sessions.

It was made a common belief that this kind
of storytelling was the normal mode to play,
however it is not.

This is hard mode.

It’s common to see people start a Chronicle and
never finish it. You can do it, though.
Communication between players and storyteller
makes all the difference.

Life Events

It’s like watching a series of movies telling the
comings and goings of the Characters. It is very
similar to a normal Chronicle that is combined with
Episodic Storytelling.

Episodic and Life Events have a great advantage,
since the adventures are short and the time that
passes by is not clear, many people may take turns
to storytell.

This will provide many more kinds of adventures
because everyone has a distinctive way of thinking;
you may take a break and also play your character.
Everyone has more time to write better adventures.

Laws of Storytelling

1. Don’t create a story to win
This is not about how you are going to defeat the players.

2. Don’t fret over minuscule details

Your job is to create a mood, an atmosphere. You don’t
have to describe where every single object is. Let their
imaginations do the work, this will save time and make
the game flow uninterrupted.

3. Help the players get into their characters
Players are not really inside the Pokémon world. Don’t
expect them to perform as you imagined. Try to tell them
how their characters feel and what they are thinking.
It’s useful to place thoughts in them from time to time.

4. The game is not only about mechanics

This game is about active role playing, don’t get too deep
into the numbers and the rules and pop-up combat.

It’s never as important as the drama.

5. Actively Role-Play

This game requires active role playing. You are not only
preparing to tell a story, you are also getting prepared
for acting. The same law applies to the Players. Add
spice by describing the actions and the Moves of their
Characters and Pokémon in the game.

6. Use tools

Even if you have a beautiful voice, use appropriate music
and sound effects. You may print maps or show your
players pictures of the places they are in.

This will help everyone to be in the same tune and will
make your story a lot more interesting.
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7. Get prepared
It’s not ok to walk into the room not
knowing what you are going to say.
Improvisation can only take
you so far.

8. Use Time
Use time in your favor. You can use Flashbacks,
Fast-Forwards, or Pause the session if you need
some time to think. Taking breaks is always nice.

9. Make sure everyone is having fun

You are not their entertainer, but you have to make sure
everyone is taking part in the story. From the most talkative
and extrovert to the most shy and timid of your players.

10. Start as close to the end as possible

Long introductions are boring. Even If there is something
very important from the past, try to use exposition to
say it.

11. Make it feel real not “realistic”
To bring your adventures to life you must have fun with
the innocence and fantasy of the game.

12. Don’t create a story to win. Again.
Just to be clear.

13. The storyteller is not “God”

You’ll always have the final word, but don’t let the power
fool you. If you think you can do whatever you want,
you’ll find yourself without players very soon.

Tips on Storytelling

Improvise

There will be times your players suggest something
wild or ilogic. Try not to say “No” if they suggest
it, it must be because they find it fun. Roll with it,
improvise and try to make it fit into the setting and
story.

Prepare Random Encounters

Sometimes players get to a point you didn’t expect,
so prepare some bad dudes and their Pokémon.
This should be used only when it’s really necessary,
not as part of your story. If you don’t use this
Encounter in the game session, save it for later.

Give Emergency clues
Many times Players will miss a VERY CRUCIAL clue.
Maybe it was right under their nose, but now they

can’t go any further without it or the story will take
a bitter turn.

In such cases you may have to move the clue from
place to place in case it is needed. Maybe it’s time
to use the random encounter or have an ally appear.
Prioritize storyflow over puzzles and mechanics.

Positive reinforcement

Perhaps your Players are getting out of character or
being disruptive. Keep Calm. Talk to them.

Don’t punish your players in-game for something
that’s happening out of it. Engage them, give them
goals and reward their achievements. You may also
try converting the interactions and comments they
make outside the game to inside of it. The results
may surprise you.
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The Different Pokémon Types

All Pokémon are capable of commanding the different
energies that exist in this world.

They can transform and shape them in many ways.
Pokémon that are specially adept at controlling a certain
energy or force are labeled with a type.

Until now, 18 types of Pokemon have been discovered.

Pokémon that do not seem especially adept to
controlling a single type of energy.

Insectoid creatures that get their strength out of a
swarm-like mentdility.

Pokémon that control the power of bad emotions
and are known for commiting dishonorable acts.

Creatures of legend who use their inner rage to
destroy anything that opposes them.

Q3 . They control electric currents. They feed and
recharge out of lightning and thunder.

2 e |
%ﬁ‘*‘-"“ Elusive and michievous creatures that bring both
"~ joy and tears to those who see them.

These Pokémon learned to use their body as a
wedpon. Some materidlize their own energy into
attacks.

Pokémon that resist heat, they produce and
shape fire to burn anything on their wake.

They control the wind currents and are masters of
the sky, earth bound creatures cannot easily
reach them.

Beings from the underworld. They are lurkers in the
(clglelidl shadows who prey on the vital energy of

the living.

Pokémon with a plant-like appearance. They feed
(€/(e[538 on sunlight. Some grow flowers and others grow
thorns.

These Pokémon live below the ground.

Cicellne] They can control the movement of earth and

all of its properties.

| Ice and snow froze their bodies. They can resist
S8 and create glacial temperatures.
These creatures carry venom on their body. They

LEal bring sickness and plague wherever they go.

They feed on mental energy to use telekinesis.
37 They are some of the most intelligent beings on
the planet.

Their body is their armor, they create rock slides
and crush their enemies beneath.

Rock

A cold steel plate covers their bodies. they behave
ike an organic machine. Ruthless and cold.

Steel

Aquatic creatures that can breath under water,

Water they can call the rain and shoot mighty torrents.

Each one of these types has different powers they can
use. Some Pokémon are capable of using not just one
but two types of energy, gaining the resistances and
weaknesses of their second type as well.

B Resistances, Weaknesses,
& Immunities

During battle, there are many ways to win; you either
use your foe’s weaknesses against him or you exploit your
own strengths. A good trainer chooses the right pokémon
for the right occasion, in and out of Battle.

Pokémon Types are a common way to gain an edge in a
fight. If you happen to choose a pokémon that is resis-
tant against your foe’s attacks, it won’t be much of a
problem if your companion isn’t as strong.

Resistances

All Pokémon Types (with the exception of Normal
Type) are able to resist certain Move Types.

This kind of protection makes the damage

received Not very effective reducing 1 point
from the total damage received.

Weaknesses
All Pokémon are weak to certain Move Types.

This vulnerability makes the damage taken
Super Effective meaning the Pokémon will
receive 1 additional point of damage from the
attack, even if the damage roll is zero.

Immunities

A few Pokémon Types are Immune to other
specific Types of damage.

They will not receive any damage from
attacks of that type but may still be affected
by support moves.

Two types may share a resistance,
this means that a double typed
Pokémon may reduce up to
2 damage points from an attack
that is Not very effective against
both of its types.

Trainer
Tips

The same rule applies when receiving
a Super Effective attack. If both of the
Pokémon’s types share a Weakness,

the Pokémon will receive 2 additional
damage.

Pokémon
Battles

Resistances, Weaknesses, & Immunities Chart

RoKeIeR Resistances Weaknesses Immunity
Type receives “Not Very Effective” from receives “Super Effective” from
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How to Battle

- “You’re the pettiest bunch | ever met, but we promise
before we’re through, we’ll make a strong Trainer out
of you.” -

Battling Pokémon is the main sport in this world because
miraculous healing potions and health care prevent your
companions from getting seriously injured.

The Pokémon League tries its best to keep it as safe as
possible within official matches. It’s your choice to fight,
just remember why your Pokémon are doing it.

A Pokémon battle is divided into four simple stages:

@ Initiative

It is in this stage when the attacking order is decided:
who goes first and who goes last.

Once the order is established, it will stay that way until
the end of the fight.

Pokémon may use priority moves that help them ignore
their initiative to go first, or moves that hinder the
initiative of their foes to strategically make them go last.

® Round

A round is a period of 6 seconds approximately, within
that timeframe the Pokémon and Trainers perform their
actions and attacks. It is composed of turns.

If a Pokémon is fast and experienced it may only need a
few seconds to perform many attacks in the same round.
A Novice Pokémon might take the whole round to charge
only one attack.

® Turns

A turn is a fraction of the round in which a Pokémon is
performing its actions. Once every Pokémon and trainer
in the fight has had all their turns the round finishes.

If one or more of the fighters declared to take Multiple
Actions at the beginning of the Round, another set of
turns is added in which only those who declared multiple
actions may have another turn and so on until nho more
multiple actions are left.

@® End of the Round

Once all players and Pokémon have made their
respective actions and everything has been resolved the
Round finishes.

Some Moves and Status Conditions have effects at this
point of the fight.

B Battling Step by Step

Step One: Initiative

Choose your Pokémon. Roll 1 dice and add its Dexterity
and Survival score to the final result.

Alert specialty may raise the Initiative even higher.
Whoever got the higher Initiative may act first, whoever
got the second best initiative goes second and so on.

- “Pokémon, | choose you!” -

Step Two: Give the order

When it’s the turn of your Pokémon to act, order it to use
a Move. You may change your order to an Evasion.

- “Pikachu, use Thunderbolt!” -

Step Three: Make your Move

Make the Accuracy Roll of the Move you called for.

If the roll is successful, the Attack is going to hit unless
it gets evaded.

Scoring 5 successes in the

accuracy roll of a damaging move
will turn the attack into a Critical

Trainer Hit, adding 2 bonus dice to the
Tips Damage Pool.

Step Four: Evasion (optional)

Roll Dexterity + Fight + Evasion.

The defender may Roll to evade at the cost of one of his
actions for this round.

Every success the defender scores will reduce 1 success
from the Accuracy Roll of her foe. If the Accuracy Roll is
reduced to 0 successes, then the attack is evaded.

Here is an example:

Michael’s Roselia is fighting against a wild Zangoose,
Roselia goes first by initiative order.

—“Roselia! use Mega Drain!” — Orders Michael.
Roselia starts to gather energy and Zangoose sees an
opening to charge using Quick Attack.

Michael realizes this and quickly screams

—"0ut of the way!”—

as a trigger for an evasion action. Roselia will stop
doing whatever it was focusing on, to move out of
the way.

Zangoose scores 3 successes on his roll to hit Roselia
using Quick attack.

Roselia gathers its Dexterity + Fight + Evasion.
Roselia scores 3 successes in the Evasion roll, meaning
it was able to react quickly enough to evade

Zangoose’s attack, but Roselia used its action
evading and couldn’t use Mega-Drain.

Step Five: Gather your Damage Pool
If the attack hits, gather the damage pool stated on the
move. Usually the pool will be:

Strength/Special + Power of the Move.

Then subtract dice from this Damage Pool equal to the
Defense or Special Defense of the foe.

Damage Pools cannot be reduced below one dice, as
any attack may deal at least some damage.

The battle continues; Michael’s Roselia against
Zangoose.

Zangoose just landed a hit on Roselia using the
move Pursuit.

Zangoose’s Strength is 3
Roselia’s Defense is 2

Pursuit is a Dark type move with power 2, if we
translate those numbers to dices we’ll know
zangoose’s damage pool:

G (- :=-%

Zangoose’s Strength  Pursuit’s Power  Roselia’s Defense Damage Pool

If your Pokémon uses a move
that shares the same type with
it, You’ll get 1 Bonus Dice to its

Damage Pool.
This is called: Ti
Attack Bonus” or STAB. Ips

“Same Type Trainer

Step Six: Damage Roll
The attacker rolls the remaining dice from its
Damage Pool. Each success inflicts 1 Damage to the foe.

Zangoose’s Rolls its damage pool scoring:

O

Roselia receives 2 damage.

O

~ Do not remove succeses from Damage Rolls.

Step Seven: Next!
It’s time for the next character in line to act.

Step Eight: Trainer actions

At this point all Pokémon have performed their action
from the first to the last.

Trainers using a Pokémon may now have their own
actions as they were focused on watching the fight,
analyzing the situation and issuing commands.

Trainer actions, such as applying
Potions or taking cover are
performed after all

always
Pokémon have had their action.

Trainer
Tips

Step Nine: Multiple Actions (optional)

Once everyone in the fight performed their action,
whoever announced would perform Multiple Actions may
get another turn to do it. The order in which everyone
takes this next extra turn is the same as their original
order of initiatives.

Let’s Rewind the battle to see how Michael could’ve
better handled the situation against Zangoose.

Roselia goes first by initative order.

—“Roselia, Three Actions! Use Mega-Drain first!” —
Orders Michael at the beginning of the Turn.
Zangoose sees the opening to use Quick attack.
Michael realizes and quickly screams

—Out of the way!—

Roselia evades at the cost of one of her actions but
she still has the remaining two actions of the round
to perform Mega-Drain and to evade Zangoose’s
Pursuit attack.

The mechanics of how Multiple Actions work will be
explained later in the chapter so they can be completely
clear.

Step Ten: End of the Round
The Round finishes. The battle may continue in a new
Round.




B Using Multiple Pokémon

You may use more than one of your Pokémon during a
fight. There are rules in the league for Double Pokémon
Battles in which two Pokémon are commanded by a single
trainer or a team of two trainers commanding one
Pokémon each.

A single person commanding two Pokémon at the
same time will not be impaired on her focus; but
penalties may be applied for confusing orders given to
the pokémon.

If a Pokémon trainer is commanding 3 or more
Pokémon at the same time, the Pokémon may
not understand to whom he is ordering.

Pokémon must roll Insight and score at least

2 successes in order to perform the actions
commanded.

Penalties may be added if the fight is very
crowded and noisy.

Peter and his friends are Battling against a wild
Pokémon that is very strong.

His friends are only using one Pokémon each, but
Peter decides to call his three Pokémon into the
battle at the same time.

A Sandshrew,a Chimchar and a Stunky.

Peter yells — Chimchar use fury swipes, Stunky,
use Poison Gas, Sandshrew use Defense curl!—

Chimchar fails it’s insight roll, the fight is crowded
and it got distracted watching another Pokémon.
- Stunky succeeded on its roll but used the move
- fury swipes as it was the first thing it heard.
~ Sandshrew failed it’s roll, it heard “poison
gas” and it’s a move it doesn’t know. It starts
- scatering dust all around the place in an effort
- to please its master.
~ Well... that didn’t go as expected.

At Storyteller’s discretion the Pokémon may stand
their ground waiting, run away, act following their
nature or even perform poorly if they were not issued an
order or couldn’t understand what their trainer wanted.

At the end of the fight experience will be halved and
then distributed evenly among all pokémon of the trainer
that participated.

B Switching Pokémon

All Trainers have two Pokéball movements each round,
these two movements are free to be used at any point
during the round. Making an extra Pokéball movement
on the round will come at the cost of one of the actions
of the trainer.

Each time a Pokémon is switched in the
middle of the fight, it will be startled and
disoriented as it’s coming out from a safe
environment within the Pokéball and into a
chaotic battlefield.

It will stay looking at it’s surroundings and
may become the target of an attack.

For a Switched Pokémon to get out of this
dazed state it will need a few seconds to
digest all that is happening, this means
the Pokémon will need to stay out of its
Pokéball from a Beginning of the Round to
an End of the Round.

In official League matches where switching is allowed,
your must recall your Pokémon at the end of the round
and make the switch; the fight will be paused for a few
seconds to allow your new Pokémon to start its turn
without being startled.

Damage

Every time you or your Pokémon are hit by an attack,
you are likely to receive damage, only a failed damage
roll would prevent this from happening and chances are
you are getting at least one damage point per attack.

If you receive damage your Trainer and Pokémon are able
to heal 1 HP every 8 hours.

You need to minimize your Pokémon’s intake of damage

if you want to stay fighting for a long time, otherwise you
will suffer the consequences.

pokémon center
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B Pain Penalizations

When your body is injured you will feel pain.

Both human and Pokémon feel distressed by wounds.
Whenever you or your Pokémon receive damage your
movements and overall performance will be impaired

due to the pain. This is what we call Pain Penalization.

You will lose 1, 2 or 3 dice depending on how badly your
character is injured.

To measure the amount of pain you’re in, you must take
into account your total HP and follow this simple chart:

HP State AN Body State
Pendlization
Full HP O No pain or discomfort.
A mild amount of pain in a
2 Damaqe _] region of the body.
A great amount of pain, you
Half HP S [ o< ith difficulty.

(Rounded down)

You can barely feel your
body: you are about to fall
unconscious.

1HP. ol
remaining

Pain Penalizations will be applied to all the actions you
make while injured. Attributes will also be affected,
the only exceptions being Vitality, Will, and the rolls
including them.

These kind of penalizations will be removed as soon as
you recover your HP. If you cannot recover HP, you can
also spend a Will Point to ignore the penalizations until
the end of the round.

S

Storyteller
Note
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B Fainting

Getting Damage equal to your total HP will make you
lose consciousness and faint.

When fainted you cannot move or have an action, you’ll
be at the mercy of your surroundings.

Anyone who faints will stay out for an average of 8 hours.
After that time, their body will automatically cure itself
1 Damage and the character may regain consciousness
although they’ll still be in pain.

The item Revive allows you to recover from fainting
in a few seconds. A regular healing Potion will cure
damage made to the body and may prevent the wounds
from getting more serious, but the character will remain
unconscious.

Fainting is a bad experience for a Pokémon, if you
regularly order them to keep fighting until they
collapse this will eventually strain your relationship
with them by reducing their happiness and loyalty.

It is not too wise to risk your trainer character to faint
in a battle. If a Pokémon faints, it can be recalled into
its Pokéball and stay secure until it can get treatment;
but a fainted trainer will need the aid of other humans
to get back on his feet as Pokémon companions cannot
apply medicine.

Wild Pokémon will usually cease to attack if the trainer
faints and is no longer a menace. But staying out cold
completely helpless may put at risk your character’s life.

B Lethal Damage

If you or a Pokémon fall unconscious and keep receiving
damage, that damage will become Lethal Damage.

Some Pokémon can learn devastating moves able to
inflict Lethal Damage directly.

Unlike regular damage that heals itself over time, to
receive Lethal damage involves getting a serious injury
that will worsen if left unattended.

If a character receives even just 1 lethal damage to their
HP, every hour within the game they will receive another
lethal damage and so on until either medical attention
arrives or their body cannot resist any longer and the
character dies.




Lethal damage moves are banned within official League
matches, but your Pokémon may still use them if it
restrains the full force of the attacks to deal regular
damage.

A move labeled with this Icon:

Will deal Lethal Damage unless it is consciously restrained.

Staying Safe

If you get Lethal Damage equal to your total HP
your character will die. To prevent this from
happening you will need to take measures to keep
you and your companions safe from harm.

Here are some tips you can follow:

1.- Spare no expense in Healing items.
Potions can be expensive but the life of your
Pokémon companions has no price.

2.- Teach your Pokémon healing moves.

If a Pokémon is able to learn a move that allows it
to recover a little health maybe you should give it
priority over learning a damaging move.

3.- Have your trainer learn medicine.

There will be times when the potions run out.
Having a Trainer in the party who knows how
to find and make medicine out of herbs and
berries can be a life saver!

4.- Evade attacks and find cover.

Pokémon battles can have lots of flames and
energy beams flying everywhere, find a safe place
where your trainer can stay out of harm.

Multiple Actions

This is where you get fast and furious. You can abuse
your speed and intellect to divide your attention and
perform multiple tasks at the same time.

Most common use is in battle; you can attack, dodge and
support your allies, but Multiple Actions are not limited
to fights.

Maybe you want to read a book while driving a car, or
maybe you want to catch a ball and kick your foe while
dodging bullet seeds. I’m not saying that everything is
possible, but you can at least try!

Worst case scenario: You die.

Here’s how you make multiple actions:

Step One: Gather the dice pool for your action.

e.g. Dexterity + Fight + Canalize

Step Two: Subtract dice equal to the number of
Multiple Actions vou are performing and Roll.

For example:
Mareep’s total dice pool to perform her action is 7
dice but it will be performing 3 actions this turn:

& - & -&

Mareep’s Dice Pool Number of Actions Mareep’s First Action

DicePool

Step Three: Repeat Step Two while substractin
one extra dice for every one action after your
first.

Making multiple actions gets harder and harder the more
you push your skills. For every one action after your first,
you will be taking out dice one by one from your total
pool, in addition to the dice representing the number of
actions you declared. NOTE: You cannot perform more
actions than you declared you would do.

If you grow your attributes, skills and specialties, you’ll
be able to do more actions; however, you must have a
Dice Pool of at least of one dice to be able to perform a
Multiple Action. If you run out of Dice Pool, the action is
impossible for you.

Trainer
Tips
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Acharacter can only make its next action after everybody
else had a chance to act, the only exception being the
Successive Actions, Evasion and Priority Moves.

If you make lots of actions it means that you are moving
really quick. Running, jumping, dodging and attacking
in an impressive manner.

Master Multiple Actions to master Pokémon Battles.

Strategies to Win

It isn’t always the strongest, the fastest, or the highest-
leveled Pokémon that wins the fight.

How can you defeat a giant rock-snake with only the help
of a small fire-breathing lizard?

Well, that’s where having a strategy comes to save the

day. In this section, you will learn the many tricks and
techniques to win almost any fight.

Learn them all and any Pokémon at your side will be
champion material.

Bl Single Action

Every round lasts for about 6 seconds, and while some
will use of that time to make as many multiple actions
as possible, you may also choose to make a single action
this round.

You will have more time to focus and strike.

If you declare you’ll be making a single action
this round, you will receive a bonus of 2 extra
dice for your accuracy roll.

You’ll get 1 bonus dice if you are using that
single action to perform an Evasion.

You may also want to hold your single action until the
time is right to strike.

B Holding Action

When you declare to hold your action your character will
remain immobile looking at the foe, this will seem like an
invitation for the foe or someone else to act before you do.

You may use the action you were holding at any point
during the round.

If both you and your foe hold action the round will end
with no further actions.

It means that both sides paused the fight to stare at each
other...

Someone would need to make a move for the round to
continue normally.

B Evading & Taking Cover

It is always a smart move to get away from danger. You
may do this by evading attacks or finding cover.

To Evade an attack you simply have to give the order
“Evade it!” or “Dodge!” or a similar phrasing.

Your Pokémon will understand that danger is coming its
way and will react as fast as possible.

An Evasion action can be triggered regardless of
initiative order. You just need to gather your current
pool of:

Dexterity + Fight + Evasion

Every success the defender scores, will reduce 1 success
from the Accuracy Roll of the foe. If the Accuracy Roll is
reduced to 0 successes, then the attack is evaded.

If it is not the attack will hit.

Evading it’s an all-or-nothing kind of action, you either
reduce the foe’s accuracy roll to zero or receive the full
damage. Take this into account when the foe strikes a
Critical Hit in its accuracy roll.

Cover on the other hand will a help you resist damage
against ranged attacks.

4 Body Coverage: reduce 1 dice to the foe’s Damage Pool
2 Body Coverage: reduce 2 dice to the foe’s Damage Pool
Full Body Coverage: reduce 3 dice to the foe’s
Damage Pool. You may not receive any damage at story
teller’s discretion.

B Same Type Attack Bonus (STAB)

All Pokémon can control different types of energy.

A Fire-Type Pokémon will be able to create bigger and
hotter flames than any other type would, and a Grass-
Type can control plants as if it was it’s own body unlike a
Normal-type trying to use a Grass-Type Move.

It’s the same for all the other types, the energy they
control will come out naturally stronger from them than
from a Pokémon controlling energy that it’s not from it’s
main type.

Pokémon
Battles

While all Pokémon learn moves that do not share types
with them, they will benefit a lot more if you use the
moves that matches their own type.

Whenever a Pokémon performs an Attack
that matches one of its types you’ll get
the “Same Type Attack Bonus” or STAB

for short.

This adds 1 Bonus Dice to the
Damage Pools of matching type
attacks.

Dual-Typed Pokémon will have
2 types to give them STAB!
But this may come at the price

Trainer of also having more weaknesses!

Tips

B Accuracy Down

Some moves are so powerful that controlling the sudden
explosion of energy is hard for any Pokémon.

The dice pool you get when performing an attack is your
accuracy pool, and it may be reduced if you perform a
move labeled with a sign like this:

AccuracylAccuracy lAccuracy
T Ri2 @43

This decrease in accuracy may go from 1 to 7 dice
reduced from the pool you had for your attack.

Accuracy

33

Accuracy

Accuracy

i3



If your dice pool becomes zero by a reduced accuracy
move, you will not be able to perform it. You will have to
make another action or pass your turn instead.

This means that your Pokémon is not ready, is too tired
or is simply not skilled enough to control this move.

The power might sound tempting, but you’ll need a lot
more than powerful moves to win your battles.

If your foe is relying on this kind of moves don’t be scared,
make their advantage become their disadvantage.

Outside of battle,though. Your Pokémon may use these
moves freely, as there is more time to focus.

B Attributes: Increase & Reduction

You will notice that some moves are marked with this
kind of icons:

16 (363

Most of them don’t deal damage but increase or reduce
the attributes of a Pokémon instead.

It is easy to assume that you should avoid these moves
and focus on getting the powerful stuff as soon as
possible, but don’t be hasty, young trainer!

=)

It is a valid strategy to reduce the attributes of your foe
to give you an advantage over them. If you combine this
with increasing the attributes of your own Pokémon, you
will be on the right path to victory.

Amove may increase or decrease an attribute temporarily
by 1, 2 or 3 points depending on which move is used.

These points do not stack on the same attribute, but

instead only take into account the single move that has
the highest impact.

A Shellder with a Defense of 5 used the move
Withdraw as its first action.

Its Defense will be increased 1 point making it a
total of 6.

On its next action, Shellder used the move Iron
Defense, which increases its Defense by 2 points.
Its Defense will now be 7. The effects of Withdraw
are replaced.

If Shellder uses Iron Defense once again the next
round, its Defense would remain unchanged.

The same rule applies for decreasing the attributes of a
Pokémon, with the only exception that once an attribute
is decreased to just 1 point, it cannot be decreased
further.

Some Held Items will directly affect the attributes of a
Pokémon but their effects will not stack along with the
effects of a move and you will take into account only the
highest modifier.

Temporal increments of attributes can only make
a Pokémon reach a maximum of 10 Points.

That means that if your Pokémon already has
a score of 10 in an attribute it won’t be able to
increase it further.

If your Pokémon has reached the limit score on
its attribute, and increases it using a move or ability,
as long as it keeps it on 10 or less it will be able
to do so without problems.

Temporal increments and reductions of

stats can be stacked on top of an ability

the Pokémon has to achieve incredible
boosts of Power, Defense and Speed.

Take these examples of combining moves and abilities to
increase your own attributes or reduce your foe’s:

Your Floatzel has 4 points on Dexterity. Its ability is
Swift Swim, which increases Dexterity by 2 Points
during the Rain weather.

It is raining at the moment and Floatzel uses the
move Agility in its turn.
This move adds 2 Points to the user’s Dexterity.

Floatzel ends up with 8 total Dexterity Points:

4 points are its own, 2 from its ability and 2 more
from the move it used.

Its Dexterity attribute just doubled thanks to the
right conditions and moves, it is more than ready to
move faster than any human!

Your little pink Snubull goes into battle against a
wild and aggressive Tyranitar with a Strength score
of 4.

Fortunately, Snubull has the ability Intimidate,
which reduces by 1 point the Strength of all foes.

On its turn Snubull uses the move Charm, which
means a further reduction of 2 points for the foe.
By the end of Snubull’s turn Tyranitar only has 1
point on its Strength Attribute.

Now that doesn’t sound too menacing!

All these Power ups and downs are only temporary.
They will last for a scene or until the Pokémon is
removed from battle.

It is illegal to go into an official match of the league with
your Pokémon already buffed. You’ll have to put it back
into its Pokéball and let it out when the match begins.

Remember that a well timed power up can make all the
difference you need to win your battle.

Some attacking moves even have the added effect of
increasing your attributes or decreasing your foe’s.
Make sure you combine them!

B Critical Hit

To land a Critical Hit you need to score 5 successes in
the accuracy roll of your move.

This will add you a bonus of 2 extra dice in your Damage
Pool.

Archen is fighting Amaura. Using a single action it
managed to land a Critical-Hit with the move Crunch.
This will be Archen’s Damage Pool:

@u +®B+®a—®a

Archen’s Strength  Crunch’s Power Critical Hit Bonus  Amaura’s Defense

Amaura is at risk of receiving a serious amount of
damage from Archen’s Attack!

Also, Moves maked with this Icon:

3le

Are called “High-Critical” moves.
If you score 4 Successes in the Accuracy Roll, you’ll get
a Critical hit!
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B Healing In-Battle

There are three ways to heal a character in-battle:

e By applying healing items, such as Spray Potions or
medicine on them. One unit of Potion heals 1 damage, 2
units heal 1 lethal damage.

e By using a held item such as a Berry.

e By using moves that restore your health. These moves
may require the user to spend 1 Will Point to get the
benefits.

Humans cannot use healing moves but can have Pokémon
use some of their moves on them, they also can’t have
a held item but they are free to use a berry or medicine
and apply it on themselves or their Pokémon.

Now, while the healing in this world can be miraculously
fast, the 6 seconds a round lasts are still too little time
to make a full recovery from some wounds.

When you are in battle you can only
heal a maximum of 3 HP per round.
This is because medicine and healing

moves need time to make a full effect
on your wounds.

Some Pokémon are able to learn moves that restore
health. They are identified with this icons:

Basic Heal
Restores Half the Pokémon’s HP rounded down.

Complete Heal
Restores the Pokémon’s HP to full health.

“== Regular Damage.

For example: Heal up to 2 Damage.

Lethal Damage.
For example: Heal up to 2 Lethal Damage.

GO + B+

If your Pokémon makes the roll to activate a move
labeled with any of these icons and succeeds, you need
to spend 1 Will Point in order to get their benefits. If
the roll fails you don’t need to spend the Will Point.

If your Pokémon has a low Will
score it won’t be able to perform
many healing moves.

Don’t forget to always carry
Potions in your backpack. Tips

Trainer

You may only heal 3 HP points per round, but Spray
Potions and moves identified with this icons

bl -+

may carry on healing over several rounds. For example,
if you healed 5 HP with a Potion or Heal move you’ll heal
3 HP this round and the remaining 2HP on the next one.
You may not use another heal move or apply another
potion until you finish recovering from the previous
one or its effects may be lost.

If your Pokémon reaches a full HP, the recovery stops
and any remaining healing is lost.

Take this example:

B Holding Back

Sometimes you’ll win more if you contain the full force
of your Pokémon attacks.

Perhaps a move is extremely powerful but it may
hurt your allies as well, maybe you are fighting a wild
Pokémon you want to catch and do not want it to faint.
Or it could be that you are participating in an official
League Tournament and you cannot use your favorite
move by going all out.

For those cases, you give the command to “Hold Back” in
order to do either of the next options:

e Deal Half Damage.

You make your damage roll normally but only inflict half
of the damage rounded down to those affected by your
attack.

e Deal Regular Damage instead of Lethal Damage.
If your order your Pokémon to use a move that would
deal Lethal Damage:

You can also add the order: “Restrain yourself!”, “Don’t
use full force!” or something along the lines so the
damage your Pokémon inflicts will not need a trip to the
emergency room ...or the graveyard.

If your Pokémon has points on
Disobedience, you’ll need to roll
its Loyalty in order for it to do as

you command and really restrain Trainer
its attacks. Tips

B Priority and Low Priority

Many actions and Moves are quick and abrupt or slow
and complex. Priority and Low Priority are terms to
indicate which Moves get into effect outside of the normal
Initiative order.

They are labeled by these signs:

Priority Priority

They represent Priority, which allows a Pokémon to act
right away even if it’s not its turn yet.

And Low Priority, in which the Pokémon will use it’s move
after everyone has had their turn, evenif it goes first in the
Initiative order.

Here’s an example of what you can do with Priority
moves:

Pokémon
Battles

Take into account that once you announce your Pokémon
will be performing a Priority Move, your foe may change
his order/action to Evade or even use a different Move
to counter you!

In case two Pokémon are using a Priority
move at the same time, the move with
higher Priority number will be resolved

first. In case both have the same priority
number, the initiative order will determine
who resolves it first.

Low Priority is the exact opposite and will take effect
until the End of the Round.

It is recomendable to announce them as your last action
of the round if you performed multiple actions.

B Shield Moves

There are some moves labeled with this icon:

2

Their effects may differ from one another but they all
have one thing in common, they are actions that involve
using the body as a shield against an incoming attack.
Unlike evading, Pokémon using these moves receive the
attacks head on with certainty that they’ll come out
practically unscathed, as Shield Moves are the only kind
of moves capable of reducing a Damage Pool to zero.

There’s a catch, though. You can only use one shield
move per round. If you want to use more than one in
the same round or one after the other, you’ll add an
extra reduced accuracy to the accuracy roll, increasing
the chances of failure for every shield move you use in
succesion.



For every Shield Move you make in the same round
you’ll be adding an extra reduced accuracy into
them. That means:

First Shield Move
Accuracy
Second Shield Move

Accuracy
+ i 4
Third Shield Move

And so on if you keep using them uninterruptedly.

B Successive Actions

Multiple Actions are handled per turn. But some moves
have the special property of unleashing all actions at
once, these are called “Succesive Actions”

Moves marked with this symbols:

Mean that you can unleash from 2 to 5 multiple actions
in a single attack!

Meowth will use the move Fury Swipes, which is
a successive action move.

For it’s accuracy roll, Meowth will roll following
the multiple actions rule for dice pools, only
this time the actions called will be released all
at once.

Trainer calls for 2 multiple actions to be used on

fury swipes:

Meowth’s first Swipe:

G-0-%-%

Meowth’s Dice Pool Move Accuracy Multiple Actions First Swipe pool

Meowth’s second swipe:

@ A --=8
¥2 B 80 "B
Meowth’s Dice Pool Move Accuracy Multiple Actions Second Action Second

Swipe pool

~ All of this means that Meowth performed two

attacks in a single turn, and if its Dice pool grows
~ with some training, Meowth will be capable of
-" "",_r_nakin_g up to 5 attacks in a single turn!

Weather Conditions & Scenario

Pokémon, their moves, and abilities can be enhaced or
diminished by weather conditions.

Harsh Sunlight, Rain, Snow and Sandstoms take an
important role in the habitat of many Pokémon.

Remember that most of the fights will be located in the
wild. From forests and jungles, to volcanoes and tundras
and even underground or underwater.

This can turn the battleground into a shifting scenario,
not just an empty arena. Daytime and location can affect
your chances of victory.

There are four main weather conditions.

Sunny Weather
Typical in deserts, plains and tropical areas.

’ Rain Weather
A8 Common in rainforests, lakesides and marshes.

WEF Sandstorm Weather
= 3 .
Common on arid regions and barren lands.

Hail Weather
Typical in areas close to cold and snowy places.

There are Pokémon capable of summoning these weather
conditions using special moves. Other Pokémon have
been reported to have the incredible ability to summon
the weather change at will.

You may find other types of weather or battlefield
conditions that may make the battle easier or harder
depending on how well you can adapt to it.

For example:

Fog
Reduces visibility and makes enemies harder to locate.

Difficult terrain
Such as mud or falling rocks. Places where you cannot
move freely.

=
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Sunny Weqther A harsh sunlight shines bright through the arena. It's hot you feel thirsty
and tired, the light is hurting your eyes.

e No Pokémon can be affected by the Frozen Status
Condition.

o All Fire-type moves have 1Extra Dice to their
Damage Pools.

e All Water-type moves get ther total damage
reduced by 1

A heavy downpour. You are soaking wet There’s deep puddles and it

feels like this will grow into a raging storm any second, sk

Rain Weather

e All Water-type moves have 1Extra Dice to their
Damage Pools.

® All Fire-type moves get ther total damage
reduced by 1

® Moves that become Complete Hedl with Sunny
weather wil only restore 1HP instead.

Sandstorm
Weather

A raging wind is blowing sand all over. You can barely open your eyes, it's
had to breath and little sharp rocks pierce your skin.

e Deal 1 damage to all non Rock, Ground or Steel
Type Pokémon in the field at the end of the round.

@ Increase 2 Points to the Special Defense of all Rock
Pokémon in the field.

® Moves that become Complete Hedl with Sunny
weather wil only restore 1HP instead.

Heavy ice shards are falling from the sky. It's cold, it's snowy and one of
those ice pieces may fall right in your head

Hail Weather

e Deal 1 damage to all non Ice-Type Pokémon in the
field at the end of the round.

e Increase 2 Points to the Defense of dll Ice
Pokémon in the field.

® Moves that become Complete Hedl with Sunny
weather will only restore 1HP instead.



Status Conditions

There are conditions that change or impair the normal
state of humans and Pokémon, they are called Status
Conditions or Status Ailments.

They may be painful or disruptive effects such as burning,
or paralizing.

Some of these effects will disappear in a few minutes,
but others can be so severe that will need urgent medical
attention.

There are Pokémon types immune to certain ailments,
others are immune if the source is something they resist,
but you should still keep some medicines and heal items
with you at all times.

Here is the list of this Status Conditions and their effects:

A ,oar't of your body catched fire!

Effect: Inflict 1 point of damage at the end of each
round. Fire-type Pokémon are immune.

Resist: At the end of each round. Roll Vitality -2.
Each success reduces 1 point of damage.

Duration: Instead of your action, make a Roll of Dexterity +
Survival, add up the successes of these rolls until you get 5. *
Outside of battle others can help extinguish the fire.

"_‘;..-_Y_ou-ar-e. cofnpletely enguifed by fire!

Effect: Inflict 3 points of Lethal damage at the end
of each round. Fire-type Pokémon are immune.

"R‘eis'ist At the end of each round. Roll Vitaiity 6.
Egch success reduces 1 point of dquqe

Ihsteod of your octlon moke aRoll of Dexterlty + Surqul
add up the successes of these rolls until you get 8. *
Outside of battle others can help extinguish the fire.

Effect: For the duration of this status, the subject loses 2
points in Dexterity and moves at hdlf it's speed or can’t
move qt qII Electrlc-type Pokemon are immune.

When your Pokémon gets a Status
Ailment you should treat it as fast
as possible. Always carry some

Trainer Healing Items with you or hurry to

Tips the nearest Pokémon Center.

Rising your Survival Skill will help you find
berries or herbs to help you. Knowledge and
Medicine will help you to treat an emergency
so your Pokémon can hold on until you get
to the hospital.

At least half of your bodly is in flames!

Effect: Inflict 2 points of Lethal damage at the end
of each round. Fire-type Pokémon are immune.

Resist: At the end of each round. Roll Vitality -4.
Each success reduces 1 point of damage.

Duration: Instead of your action, make a Roll of Dexterity +
Survival, add up the successes of these rolls until you get 5. *
Outside of battle others can help extinguish the fire.

You've been trapped in a block of ice!

Effect: The subject cannot perform any action.
Ice-type Pokémon are immune.

Resist: The block of ice has 5 HP with a Def. & Sp, Def. score
of 2. At the end of the round the subject may try to break
the Ice with a Strength Roll, or may use a move that is _suoe,r
effective against Ice to break it immediately.

Duration: Until the ice is broken or findlly melts on its own
after a few hours. If the frozen subject is left to thaw on its
own there will be repercutions at storyteller’s discretion.

You feel s:ck andnauseaus ap e i
e everything hurts.

Effect Inﬂlct 1 point of damqqe at the eﬁd of each turn.
Poison-type and Steel-type Pokémon are immune.

Poison and Badly Poison Status will
continue dealing damage outside of battle.

Every hour within the game these status

conditions go without healing you will make

your roll to resist their effects.

If you fall unconscious from Poison or Badly
Poison damage you’ll start receiving Lethal

Damage and your character is at risk of dying.

Staying within the Pokeball does NOT
prevent these effects.

Youre burning in fever and suffering
horrible pain all over your body.
Effect: Inflict 1 point of damage at the end of each

round. Poison-type and Steel-type Pokémon are

immune.
Resist: At the end of the round roll Vitdlity -2, adding an

~extra -2 each passing round (-2, -4, -6 and so on). If

“successful, you do not receive the damage this round.

Duration: Until you receive medical attention or until you
body can't resist any longer.

Dld someone just order you to hit
K ~ yourself?
Effect The subject becomes disoriented. If it fails any
action, it may hurt itself at Storyteller’s discretion.

{Resnst- The subject rolls Insight -2 before taking any
~act|on lf the roII succeeds it mqy act normally.

urqtlon Flve actlons of the subject or until it is
switched out.

Pokémon
Batbles

It is possible for Status Conditions to stack into each
other, that means that you or your Pokémon can be
asleep, poisoned and burned at the same time.

Only a Full Heal, Full Restore and a Lum Berry are able
to cure more than one condition at the same time, if you
do not have any of these items you’ll have to cure each
condition one by one or do it the old school way; Stop,
drop and roll.

Official League Matches may restrict the stacking of
status conditions in Pokémon, for example if one of your
opponent’s Pokémon is already poisoned or asleep the
League officials may prevent you from adding another
condition into it or sanction you if you do.

*You may only make one of these rolls per round.

Your eyes feel so heavy..maybe you
should just ..zzz

Effect: The subject falls unconscious in a deep slumber.
Grass-type Pokémon are immune if the source is a Grass-
type Move.

Resist: If the subject is in Batte or under stress, it can make
a roll of Insight at the end of each of its turns, the subject
wakes up after adding up 5 successes.

Duration: 5 minutes.

Disable

Something is preventing you from
using your attack!

Effect: The subject cannot perform a disabled move.
Only one move can be disabled at a time.

Resist: Can't be resisted.

Duration: One scene.

Youll profect your belovedl whqt s :

“was her name aqq/n‘? RN ;-*.‘f
Effect The subject refuses to take an agressive
action against the foe or the foe’s dllies.

Same qender ond qenderless Pokémon are immune.

Duration: 24 hours.

Durqtlon Untll you recewe medlcql dttentlon or untll
you body can't resist any longer.

Duration: 1 Action.

.-IDuratlon ‘One scene or untll the subJect is SW|tched
out.



10 Tips for Successful Battles

1. Train Your Pokémon.
Instruct them for new skills, improve their
attributes and teach them new moves. It is no
secret that if you want to be a strong Trainer
you need strong Pokémon.

2. Use your advantages.

Not only type advantages, consider what your
Pokémon is good at and how you will exploit
that in your favor.

3. Use or create weaknesses.

If the foe is too strong or fast, what will you
use to counter it? Perhaps the foe is using a
move with low accuracy that can be evaded,
and an attribute reduction will surely hinder

6. Use Multiple Actions.

We said earlier that mastering multiple
actions is a key to mastering Pokémon Battles
and it still stands.

7. Adapt to your opponent’s strategy.

If you keep doing the same you’ll keep getting
the same result. If something isn’t working
you’ll need to adapt or lose.

8. Strike at the right time.

Be patient, keep your cards in your hand.
Don’t strike too early and risk to reveal them,
don’t strike too late and miss your chance to
do what you wanted.
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4. Know your moves 9. Be decisive \ i
Learn the Power, accuracy and effects of the Don’t make the battle drag on forever by ~
) >

B>

taking too much time to decide what action
you’ll take.

moves you’ll be using regularly to get the
most out of them.

'_”..";,‘r}‘v -
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5. Evade and Cover

Unless you are sure you’ll withstand the hit,
evade attacks as much as you are able to,
keep your damage intake per round as low as
possible.

As you can see, Pokémon battles are quite an exciting
yet dangerous event.

Don’t be disheartened by a battle you lost. Defeat is part
of the road to success. Take one step at a time.

As a trainer you’ll need to understand just how much
you can ask from your Pokémon, and they will need your
guidance to push ther limits.

The secret to achieving a victory every time will be
finding the right time to make your strikes.

There will be occasions in which you will need to
endure a hit or two and you’ll have to choose which hits
your Pokémon definitely needs to evade; other times
you’ll have to risk everything in a single all-or-nothing
attack.

And when things can’t get any worse, you may need to
call for a Luck Dice and let fate decide.

10. Keep Trying.

You and your Pokémon are a team, together
you share victory and you share defeat.

The road to success is built around failures.
Don’t lose heart, and keep trying!

It is a long way for a trainer to master the many
battle strategies, but having your friends beside you will
make it a lot easier if you all learn from each other.

In any case you’ll learn a lot more from experience, so
go out there and live your own Pokémon battles!

5
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There is a significant difference between human-raised
Pokémon and wild ones. Most Pokémon you find in
towns and cities are the descendants of wild Pokémon
that were domesticated by trainers generations ago.
They have been bred and taught to be friendly, loyal,
and obedient; in other words, Pokémon that became the
tRerfeckiPets™s

But Pokémon that live in the wild can be either
domesticated Pokémon that turned feral after being
abandoned or Pokémon that have lived with almost no
human contact all their lives.

Whatever the case, both kinds of wild Pokémon are
distrustful and even jealous of humans and their Pokémon
companions. Some will flee in fear, others will get
aggressive and do everything in their power to protect
themselves from what they see as a threat to their
survival.

Keep in mind that most Pokémon give warnings before
attacking; unless you make yourself look like a good and
easy meal, they probably won’t attack you first.

Why endanger yourself and go looking for wild Pokémon,
you say?

Well, first of all, wild Pokémon have honed skills of
survival and characteristics that human-raised Pokémon
do not have. Second, there are species that have not
been tamed or cannot be domesticated. If you catch one
of these specimens you’ll have an advantage that the
other trainers do not.

And last but not least, they can teach you as much about
teamwork, nature and following your instincts as you can
teach them about the human world.

The world of Pokémon is big, if not bigger than ours.
There are places where certain kinds of Pokémon
are drawn to, and there are Pokémon that can only be
found in certain parts of the globe.

Experienced Trainers don’t go around the world throwing
Pokéballs at everything that moves. They study the
habitats of the Pokémon and seek for a specimen that
seems good natured. They will try to gain the trust and
respect of a Pokémon that seems specially wary.

Around the world, there are Pokémon that do not fit
within their species stereotypes. While every Pokémon
is unique, these Pokémon have special qualities to them
that make them literally one in a million. Traits like a
different color pattern, a bigger size and even moves or
abilities that defy nature.

Shiny Pokémon

These Pokémon have a different coloration in their fur,
hide, feathers or scales. While all Pokémon can have
a light differentiation in tone and markings, and some
can even change their color based on the food they eat;
the so called “Shiny Pokémon” are distinguished by the
sparkles they leave behind as if they were covered in a
glittery dust.

Their exotic look makes them highly appreciated by
contest participants and breeders around the world.
People will pay incredibly high amounts of money to get
their hands on one.

This unique coloration however does not affect the
attributes, moves, or abilities of the Pokémon.
It’s just a matter of aesthetics.

Overgrown Pokémon

Most Pokémon have a standard size and weight, but there
are reported cases of Pokémon that could be considered
giants within their own species. Overgrown Pokémon
are usually around 30% to 60% bigger than their
regular-sized counterparts but they are very rare to
find. Their main characteristic is that they grow both in
size and weight keeping proportion.

Many trainers have overfed their Pokémon with the hopes
of making them bigger, only to end up making them fatter.
An overgrown Pokémon is born that way. Even if at birth
it has a normal size, it will keep growing until it reaches
maturity.

Overgrown Pokémon have more Base HP than their regular
sized counterparts. To calculate just how much more HP
they get use this simple formula:

Size in Ft. x Size Percentage = Base HP
(rounded down)

Brann has just capturedan Overgrown Ursaring.

The regular size in feet of an Ursaring is 6’00”
and this one looks about 40% bigger than the
others. The formula is:

6. x 1.4

Feet Size Size Percentage

- 8.4

The new Urasing’s Base HP will be 8.

If the Base HP of the Overgrown Pokémon is less than the
HP in the Pokédex, use the HP stated in the Pokédex.
While the Pokémon can be considered overgrown it is
still too small to make a difference on its species natural
capabilities.

Hidden Moves and Abilities

There are records in this world’s history that depict
certain Pokémon using powers and abilities different
from those normally seen on them.

Only a few proficient trainers like Gym Leaders and Elites
are known for owning at least one of this Special Pokémon.
However it is unknown if they captured their Pokémon
with those rare abilities already or somehow they worked
with them to attain them.

If you want to catch a Wild Pokémon, you are gonna need
Pokéballs. You can buy them at any Pokémart. Greatballs
and Ultraballs can be more expensive than a regular
Pokéball but in the end they can save you money by not
breaking apart when you need to capture a powerful
Pokémon.

When you capture a Pokémon within a Pokéball, the chip
will be branded with your Trainer’s ID. That way other
Trainer’s Pokéballs won’t be able to trap your Pokémon
to steal it.

Catch Rate

When a Pokémon is caught within a Pokéball for the first
time, it will try to break the seal to free itself. To do
this, the pokémon will make a contested roll using it’s
Will score against the Pokéball’s Seal.

If the roll from the pokéball is greater than the Will roll
of the Pokémon, it will be caught successfully.<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>