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Terms
Power Roll: The die roll and number added to it that is based on the power of the move used.
Level Add: The number that is added to your damage (equal to half the Pokémon’s level, rounded
down).
Initial Damage: The power roll and level add combined.
Total Damage: Initial damage, STAB, critical hits, type multipliers and items all together.
Total [STAT]: The base and all additive and multiplicative permanent modifiers combined. Does not
include temporary status buffs.
Total Roll: The roll after all additions and multipliers have been added to it.
Total Experience: The experience given after all multipliers and divisors have been applied. Ex. Gym x5
or Pokémon outnumber x0.9. This is also after splitting experience among Pokémon
Type: The type of Pokémon, Ex. Fire, water, poison, etc.
Battle Party: The group of 6 Pokémon who are currently useable in combat.
Inactive Party: The 2 extra Pokémon that can be carried around with a trainer that are not a part of the
battle party.

Game Rules and Conversions
This game is built on the Pathfinder rules system, and unless otherwise specified, assume that rules
function as they do in that system. D&D 3.5 can also be used, but one or the other should be for
consistencies sake, not both.
There are 4 character sheets used for
this system. They can all be found in
Appendix 3.
1)
2)
3)
4)

Trainer Sheet
Item Sheet
Skills Sheet
Pokésheet

The Trainer Sheet contains all the
information about trainer statistics,
visuals, age, perks, level, experience,
health, name, etc.
The Item Sheet contains space for all the players’ items, everything from key items like bikes to HM’s
and TM’s.
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The Skills sheet is a modified Pathfinder skills sheet that contains the trainers’ proficiency with various
skills.
Finally, the Pokésheet contains all information about a single Pokémon. You will need one of these for
each Pokémon you have.

Trainer Creation
Use a point buy system (25 points) to determine trainer stats. Determine the modifier for each stat by
subtracting 10, dividing by 2 and rounding down.
HP is 4+CON modifier. The trainer receives an additional 4+CON modifier each level.
Current experience is 0, next level is 1000.
The player selects 2 trainer perks from the perk list in the
“Perks” section. The trainer receives an additional perk every
odd level.
The trainer also receives an additional stat point to put onto
their character sheet every even level.
Trainers start with (2 + INT modifier) * 4 skill points to
distribute how they wish. They receive 2 + INT modifier skill
points each level. If the trainers INT modifier changes, they
add skill points retroactively. There is a cap of (Trainer Level + 3) to the max skill ranks that can be put
into any one skill.
Unless otherwise specified, trainers start with 3,000. It is highly recommended that the first session
involves selecting each players starting Pokémon, receiving a Pokédex from a professor and introducing
the professor character. Otherwise players start with a Pokédex and one starting Pokémon.

Pokémon Creation
This section will walk you through how to
record a Pokémon’s stats on the Pokésheet
provided in Appendix 3.
First, record the Pokémon’s species, level
nickname and type. This is all information
that you should have initially.
Now go onto Bulbapedia and search the
Pokémon. Roll the Pokémon’s gender based on the %’s on the right, and roll their special ability with
even probability between all special abilities (including hidden) and record both.
Unless otherwise specified, current experience is (level*level*level * 4/5) and next level is ((level+1) *
(level + 1) * (level + 1) * 4/5).
Unless otherwise specified, the Pokémon is not wearing any equipment.
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Scroll down on Bulbapedia to the moves and give it all moves that it would know until its current level.
-The name is the name of the move.
-The type is the elemental type of the move.
-Phys/Spec is whether it is physical or special type. If it is a status effect put status in here.
Anything else put other.
-For each 5% less than 100% the accuracy is, put a -1 in the accuracy column. Ex. A move has
accuracy 100%, put a +0. Ex. A move has accuracy 85%, put a -3.
-Range is mostly based on DM discretion. As a general rule, attacks that require melee range
are melee, short range ranged attacks are 30ft, medium range (most of them) are 60ft and long range
are 120ft. Ex. Vine whip is 30ft, Thunder Shock is 60ft, Teleport is 120ft and Tackle is melee.
-Damage is calculated with the power to damage roll algorithm below. You then add half the
Pokémon’s level, + the STAB calculation (1.5x the damage if the move is the same type as the Pokémon),
any critical hits or super effectiveness.
-PP is ignored, unless it is 10 or below, in which case it must be kept track of in notes.
-Other things that go in notes are any additional details about the move not recorded already.
Ex. The % chances for a multi-hit on an attack like Double Slap.
Now go to https://pokemonshowdown.com/damagecalc/ and select your Pokémon’s species, and select
blank set. Type on the level and read the number to the right of the boxes. Divide the health by 2
(rounded down) and put it into the base column. Divide everything else by 10 and put them into the
base column. The added column is for trainer perks, and the reason for added column is for a brief note
on where each + in the added column comes from.

Pokémon Combat
The turn order is dynamically decided based on the total speed of each Pokémon, without a roll. If there
is a tie, the Pokémon who goes first is decided randomly. If a Pokémon’s speed drops or raises, they
move up or down in the turn order.
Each trainer chooses the move their Pokémon will use before
the turn begins, then all Pokémon go through the turn order
doing their moves.
Each turn involves a standard action (which is used for moves)
and a move action (which is used for movement). A
Pokémon’s standard movement is 30ft for everything except
quadrupeds, and 50ft for quadrupeds. This movement speed
should be decided on a per Pokémon basis.
In addition, each turn order, each trainer has one move. This is typically used to administer potions or
other items to their Pokémon.
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To use an attack move, a Pokémon rolls a d20 and adds either their total attack or total special attack
(depending if the move is physical or special type) and subtracts the moves accuracy, where the DC is 10
+ the opponents total defense or total special defense matching the attack stat used by the attacking
Pokémon. If it hits, roll the appropriate number of dice and add all necessary modifiers, and deal that
much damage.
To use a status move, a Pokémon rolls a d20 and subtracts the moves accuracy, where the DC is a flat
10.
In both of the above cases, a move hits if it ties or beats the DC.
If a Pokémon is taken below 1 health, it faints. Killing a Pokémon requires significant effort beyond this
with the intent to kill, and as such will almost never happen accidentally.
At the end of a combat, calculate how much experience your team gets from each Pokémon your team
defeated, then split it among all of your Pokémon who participated in the combat. Add the total
experience to your trainer sheet too. If the battle was a sanctioned trainer battle, the victor is awarded
Pokédollars based on the difficulty of the fight. Experience is awarded even if you caught the Pokémon
to end the fight.

Special Rules
A trainer can only carry around a battle team of 6 Pokémon, plus an inactive team of 2 Pokémon at any
one point. A trainer cannot use more than 6 Pokémon in a battle for any reason, sanctioned trainer
battle or not. Trainers cannot catch Pokémon if both their battle and inactive teams are filled. At least 1
Pokémon from one of the teams must be left in a PC before more Pokémon can be caught.

Special Items
Trade Stone: This item is used in place of trading a Pokémon to evolve it. It can be purchased for 2,100
in any major city. This is in addition to any other items or costs to evolve, and otherwise functions as
any other evolution stone.
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Special Moves
Fly: Any Pokémon who can fly normally can fly around
with or without the move. They can carry any Pokémon
they would realistically be able to carry while they fly as
normal. However, without the move fly, a Pokémon
can only carry a human while flying for up to 2 minutes
a day. Once they have the move fly, however, they can
carry up to 1 human for up to 8 hours a day. While
they can never carry more than 1 human at a time
regardless of their size or strength, they can carry a
human and any number of Pokémon they would
realistically be able to carry.
Teleport: Teleport can be used as a short 120ft teleport, taking the Pokémon and any willing creatures
(and all objects) touching along with them. This cannot be used frequently, however, as it quickly tires
the Pokémon out. The Pokémon is completely accurate with its teleportation, but can only teleport to
somewhere that it can see. Teleport can also be used to take all creatures and objects touching the
Pokémon back to the last Pokécentre that the teleporting Pokémon rested at1.
1

When a Pokémon is withdrawn from a PC, it is counted as having rested at the Pokécentre that it was
withdrawn from.
Surf: Similar to fly, any Pokémon who can swim normally can swim with or without the move. However,
unlike fly, without the move they cannot take any passengers, Pokémon or human. With surf, the
Pokémon can take any number and combination of Pokémon and humans that it could realistically carry
on the water for up to 18 hours a day, before it needs to sleep for at least 8 hours.
Dig: Similar to fly and surf, any Pokémon who can dig normally can dig with or without the move. They
cannot make tunnels that other Pokémon and humans can move through, however, as the tunnel they
dig collapses behind them. No matter the size of the Pokémon, the size of the tunnel produced by dig is
the same, a 10ft diameter hole. Furthermore, a Pokémon with dig can use it to create a tunnel from
anywhere in a cave or building to the front entrance whenever they are not in combat.

Calculations and Algorithms
Experience Gain Calculation: Pokémon’s base experience1 * Pokémon’s level / 7.2
1

Base experience in Gen I (or the earliest Gen the Pokémon shows up in) according to Bulbapedia.

2

Additional multipliers:
1) Times 5 the total if it was a gym battle.
2) Take 10% off for each Pokémon you outnumbered the opponent by at any one point in the
combat. Note, the reverse it not true.

Pokémon Level Up Experience Calculation: (Level + 1) * (Level + 1) * (Level + 1) * 4/5
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Power to Power Roll Algorithm: Divide the power of a move by 5. Divide the result by 7. Round down.
Multiply by 2. That is the number of d6’s that are rolled + the remainder before you rounded and
multiplied by 2. 1 2
1

Ex. A move has a power of 50. Dividing by 5 gives you 10. Dividing by 7 gives 1 remainder 3. 1 * 2 d6’s
gives 2d6 + the remainder of 3. The damage is 2d6 + 3.
2

Ex. A move has a power of 90. Dividing by 5 gives you 18. Dividing by 7 gives 2 remainder 4. 2 * 2
d6’s + the remainder of 4. The damage is 4d6 + 4.
Pokémon Catch Calculation: To get the DC of a Pokéball throw, start with a 20, subtract the catch rate
(on Bulbapedia)/251. Subtract 4 if the Pokémon has a status condition other than sleep2 or paralyze and
subtract 8 if the Pokémon is asleep3 or paralyzed. Subtract another 4 if the Pokémon is at or below 50%
health, and another 4 on top of that if the Pokémon is at or below 33% health. Add an extra 1 for each 5
the catch rate (on Bulbapedia) is below 50.
DC = 20 – Catch Rate/25 – Status Condition Modifier – Health Modifier + Hard Catch Modifier4.
1

Rounded down.

2

This list is only: Burn, Freeze, Paralysis and Poison. Other effects such as Confusion and Flinch do not
count as having a status condition.
3

Natural sleep, sleep inflicted by a Pokémon move or ability, and fainting all count as asleep. You can
catch a Pokémon who has fainted.
4

Additional hard catch modifiers apply to legendaries, and those are up to DM discretion.

Trainer Next Level Algorithm: Add 1,000*Current Level to required experience for next level. 1
1

Ex. You level up to level 4. Your previous required experience was 6,000. You add 1,000*4 = 4,000
experience. To level up to 5 takes 10,000 experience.
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Pokémon Equipment Slots
Weapons
Each Pokémon has specific weapon slots specified in
the chart in Appendix 2. These slots can either be
unnatural weapons1, or natural weapons2. Weapon
slots are used for active moves and damage increases.
Weapons can be augmented by adding a TM to the
weapon. This requires 3 things:
1)
The weapon itself. For a natural weapon this is
just the Pokémon. For an unnatural weapon, this
involves crafting or purchasing the weapon. The cost
is typically 2,000 or 500, a DC 20 craft weapons roll
(failure destroys the materials), and 2 hours of time.
2)
The TM to be added to the weapon. This can
either be from an actual TM3, or killing another
Pokémon who knows the move naturally4, 5, 6.
3)
A general crafting fee of 5,000.
All 3 are required. Furthermore, you must have the
Craft Weapons perk in order to make your own
weapons.
An augmented natural weapon adds +10%7 to the total damage dealt by any moves of the same type by
that Pokémon, and an additional +20%8 to the total damage dealt by the move itself. It does not,
however, grant the move if it is not already know it.
An augmented unnatural weapon functions the same as an augmented natural weapon, except that it
also allows the Pokémon to use the move regardless if they could learn it or not.
Unnatural weapons can typically be purchased for 14,000 + the cost of the TM without the perk.
Natural weapons cannot be purchased.
1

Right and Left Hand only.

2

All other weapons.

3

TM only, not HM.

4

This does not count if the Pokémon learned the move from a TM or HM.

5

This consumes the TM.

6

Signature moves cannot be placed onto unnatural weapons.

7

Take the total damage and add 10%.

8

Take the total damage and add 20%.
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Armor
Each Pokémon has specific armor slots specified in the chart in Appendix 2. Armor slots are used for
passive bonuses. These slots can have a different effect based on the slot and the type of bonus used.
Offensive bonuses are increases to attack and special attack. Defensive bonuses are increases to
defense and special defense. The armor slots are:
1) Head: Offensive – Critical hits your Pokémon
deal do x3 instead of x2 damage. Defensive –
Your Pokémon cannot be critically hit.
2) Body: Offensive – Attacks from your Pokémon
deal 10% more damage. Defensive – Your
Pokémon takes 20% less damage.
3) Hands: Offensive – Your Pokémon’s attacks
automatically hit on a critical success.
Defensive - Your Pokémon’s attacks do not
automatically miss on a critical fail.
4) Legs: Offensive – Whenever your Pokémon
takes damage it deals 20% of the damage
taken back at the attacker. Defensive – This
Pokémon cannot be paralyzed.
5) Feet: Offensive – Your Pokémon’s attacks
flinch on a die roll one below a crit. Defensive
– Negates the speed penalty of this piece of armor.
6) Other: All stat bonuses from this piece of armor are doubled.

Armor can be augmented by adding a TM to the armor. This requires 3 things:
1) The armor itself. This involves crafting or purchasing the armor. The cost is typically 2,000 or
500, a DC 20 craft armor roll (failure destroys the materials), and 2 hours of time.
2) The TM to be added to the armor. This can either be from an actual TM1, or killing another
Pokémon who knows the move naturally2, 3.
3) A general crafting fee of 5,000.
All 3 are required. Furthermore, you must have the Craft Armor perk in order to make your own armor.
All moves added to armor must increase a stat4 and grants that bonus as long as the Pokémon wears the
armor, as well as an extra effect as per the type of armor. Each piece of armor lowers the total speed of
the Pokémon wearing it by 1. If a Pokémon has only 1 total speed, it cannot wear any more armor.
Armor can typically be purchased for 14,000 + the cost of the TM without the perk.
1

TM only, not HM.

2

This does not count if the Pokémon learned the move from a TM or HM.
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3

This consumes the TM.

4

If it decreases a stat, it still decreases a stat.

Trinkets
All held items that are not on use are now placed in the trinket slots. Consumable held items take up
their own separate slot.

Perks
Combat
Combat perks are perks that allow the player to do something unusual in combat scenarios. These perks
typically aim to alter how the player approaches combat in general, and give them advantages in specific
scenarios. These perks will appeal to players who want to pull off unorthodox strategies or otherwise
differentiate themselves from the combat styles of others. These perks will also appeal to players who
have a specific goal in mind, and plan on using perks to handle specific challenges that they can see in
the way of their goal.
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Achieve the Impossible
Once each battle, when a move used by a Pokémon
would not affect an enemy Pokémon, it instead deals
damage as if it were double super effective1, 2, 3. It
also applies status effects as if the Pokémon were
not immune4.
1

Take the total damage and multiply it by 4.

2

If a Pokémon is immune to an attack from one type,
and weak or strong against the attack from another
type, it still deals times 4 damage.
3

You must declare you are using Achieve the
Impossible before you roll to hit.
4

This effect supersedes all other abilities, including special abilities, moves and other perks.

Asbestos-Skinned
All Pokémon you control gain the “Guts” special ability in addition to their regular special ability. Guts
increases the damage you deal by 50%1 when burned instead of decreasing it.
1

Take the total damage and add 50%.

Breeders Apprentice
Potions you use on Pokémon over-heal as temporary bonus health that lasts 10 minutes1. Only 1 bonus
health pool can be active at a time. Adding a new one overwrites the last one2.
1

Ex. You have a Charmander with 22/30 health. You use a regular potion that restores 20 health on the
Charmander. With this perk, the Charmander now has 42/30 health. When 10 minutes pass,
Charmander loses any remaining bonus health.
2

This overwrite is not optional, the old shield must be replaced by the new one, even if the old one was
bigger. The 10 minute timer does reset.

Careful Strike
You may command your Pokémon to strike carefully1. This deals 3 less initial damage but adds +1 to the
roll to hit. This can be used multiple times on one attack2.3
1

You must declare how many times you are activating Careful Strike before you roll to hit. If you do not
declare anything, it is assumed that you are using Careful Strike 0 times this attack.
2

Each time is -3 initial damage and +1 to hit.

3

This can be used any number of times in any number of combats.
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Expert Baton Passing
When one of your Pokémon faints, you may choose to pass on all of its current temporary stat changes1
and status effects2 to the next Pokémon you send out3, 4.
1

This does not include permanent stat changes such as Wanderlust or
Evolutionist.
2

This includes both negative and positive stat changes and status
effects. You can either pass on either all of the effects or
none of the effects. You must pass along both the stat
changes and the status effects if you chose to pass on
the effects.
3

This does not chain. Ex. Your first Pokémon
gets a +1 to attack, then faints. You pass it to
your second Pokémon. When your
second Pokémon faints, it cannot
pass that +1 attack to the third
Pokémon. It can, however, pass along any stat adjustments it has made itself.
4

This effect only applies when a Pokémon faints and then another one is sent out. This does not
function in any other scenario, such as when you have multiple Pokémon out and one of them faints.
Unless you send another one out after the first faints, none of your Pokémon get the benefit from
Expert Baton Passing.

Insomniac
Your Pokémon are immune to sleep effects1, 2.
1

This effect replaces being put to sleep. Any effects that trigger on being put to sleep do not activate.

2

Your Pokémon are also immune to putting themselves to sleep. In addition, any time a certain amount
of sleep is required (Ex. Surf), the time required is halved.

Move Rotation
Whenever one of your Pokémon uses a move that has not been used in a combat yet1, that Pokémon
gains +2 to a stat of your choice2 until the end of the combat.
1

The move must not have been used by anybody, either themselves, friend or foe in this combat for Skill
Rotation to trigger.
2

Cannot be used on health.
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Natural Remedy
Whenever a Pokémon you own and control uses a held item1 during combat, it retrieves the item at the
end of combat.
1

This does not apply to potions. It only applies to held items that the Pokémon themselves use, such as
berries.

Reflection
Whenever one of you Pokémon would be affected by a status effect caused by an opposing Pokémon1,
roll a d6. On a 5 or a 6, the Pokémon who attempted to cause the status effect is affected instead of
your Pokémon2.
1

After it has already successfully rolled it’s to hit roll.

2

This effect replaces being affected by the status effect. Any effects that trigger on the status effect do
not activate on your Pokémon.

Tandem Tactics
When one of your Pokémon successfully hits a target1, 2, the next
Pokémon you own and control that attacks that target this round hits
as well3, 4, 5.
1

You must deal damage for this to count. Hitting an immune Pokémon
does not activate Tandem Tactics.
2

This does trigger off of abilities which hit automatically. Ex. Swift.
3

This does not chain. The third Pokémon to attack that target this round must
hit as normal. However, if the third Pokémon hits, then the fourth can also
automatically hit.
4

If the second Pokémon would critically hit with the roll obtained by the first Pokémon, then the attack
is a critical hit.
5

Area of effect attacks grant the automatic hit buff, but cannot consume the buff. This means that area
of effect attacks cannot automatically hit with this ability.

Training your Friends
Choose two Pokémon you own and control1 when you select this perk. Teach one of them a move the
other knows2, 3.
1
2

You must have the Pokéball (or other ball) that the Pokémon resides in, with you.

This move can be learned regardless of any other factors. Ex. You choose a Pidgeot who knows Fly and
a Metapod. You can give the Metapod Fly. This allows the Metapod to use the move Fly, both in and
out of combat.
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3

In the case of a move that has a realistic out of combat use (Ex. Teleport or Fly) the Pokémon can use
that out of combat use as normal. Ex. The Metapod in annotation #2 can now fly even outside of
combat.

Unconscious Aid
Your Pokémon can use moves1 from the last Pokémon you control that fainted in this battle2.
1

This effect supersedes all other rules and effects. The second Pokémon can use the first Pokémon’s
moves regardless of whether or not it could learn them normally.
2

This effect only applies when a Pokémon faints and then another one is sent out. This does not
function in any other scenario, such as when you have multiple Pokémon out and one of them faints.
Unless you send another one out after the first faints, none of your Pokémon get the benefit from
Unconscious Aid.

Exploration
Exploration perks are perks that aid the player in exploring
the world and its inhabitants. These perks will typically
allow the player access to more places or objects, and in
many cases well out of the intended order. These perks
will appeal to players who like driving their own story and
love using lateral thinking to solve problems, rather than
overwhelming force, but don’t mind luck having luck play
a role in their story.

Back Off
You may decline up to 1 sanctioned trainer battle each
day1, 2.3
1

Without Back Off, you must battle any trainer who challenges you.

2

This must be used before you send your first Pokémon into combat. If you have not chosen to send in
a Pokémon, this is still useable.
3

This does not prevent the opposing trainer from going beyond the scope of the law and attacking you.
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Foreign Exchange Student
You may start with a starter Pokémon of your choice from any generation1. Can only be taken at first
level.
1

You may choose from: Bulbasaur, Charmander, Squirtle, Pikachu, Chikorita, Cyndaquil, Totodile,
Treecko, Torchic, Mudkip, Turtwig, Chimchar, Piplup, Snivy, Tepig, Oshawott, Chespin, Fennekin or
Froakie. With DM permission you may begin with another Pokémon.

Kleptomaniac
Whenever you enter a new zone1, 2 roll a d100. Gain an item corresponding to the roll and the level of
the Pokémon you have leading your party3, 4.
1

You only need to set foot into a zone in order to trigger Kleptomaniac.

2

Zone is defined as every label on the map Appendix 1.

3

DM discretion what the item is, but an item that can be found around the zone is typical.

4

The higher the roll and level of the Pokémon in the first spot in your party, the better the item.

Market Connections
You can order any1 item2, 3 from anywhere in the world. It takes 1d4 days to arrive from somewhere in
the same region as you, and 2d4 days to arrive from other regions4.
1

You can order any item that is in the Pokémon games. You can also order every non-unique natural
object, but the price may be astronomical depending on the item requested.
2

The price will be paid when you order the item, not when it arrives.

3

The price will be higher than it would be in a store. The price is up to DM discretion if it would not
realistically be available in a store.
4

The item arrives wherever you are on the morning of the day after the waiting period is over.

Master Cartographer
Within mapped regions1, you can consult your maps2 for 10 minutes
and determine the nearest 3 lake, stream, river, town, cave or other
geographic landmark4.
1

The major regions are mapped regions.

2

Do not actually need maps.

3

Note that it is only the nearest, not any nearby. There is also no
assurance that the landmark is nearby, but it frequently will be.
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4

DM discretion as to what constitutes a nearby geographic landmark.

See the Underground
Gain greatly enhanced vision anywhere without light1. This includes but is not limited to all caves and
underground regions.
1

You can see normally in the light, but also see better in the dark than others do in the light.

Tinfoil Hat
Upon entering a zone1, you learn about a rumor or legend in the area2.
1

Zone is defined as every label on the map in Appendix 1.

2

You will get a rumour in every zone. The exact rumour is up to DM discretion.

General
General perks are perks that do not fall under another category. These perks do not fit a particular
mold, instead functioning as additional options and supplements to the other categories.

Craft Weapon
Gain the ability to craft weapons, see Weapons
earlier in Codex.txt.

Craft Armor
Gain the ability to craft armor, see Armor earlier in
Codex.txt.

Diplomats Child
Begin the campaign with 30,000 instead of 3,000. Can only be taken at first level.

Extreme Psychosis
Choose a Pokémon you own and control1 when you select this perk. You gain a psychic link with this
Pokémon and are able to transmit coherent thoughts to each other2, 3, 4.
1

You must have the Pokéball (or other ball) that the Pokémon resides in, with you.
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2

This does not raise the intelligence of a Pokémon. If a Pokémon could not think coherent thoughts
before this, it cannot respond to you with coherent thoughts. However, it can and will accurately and
completely relay any and all information it can sense with any of its own senses back to you. It will also
obey even the most complex of instructions if it would obey them verbally. This does not require them
to be able to understand them verbally, just the willingness to obey.
3

The communication is instant, and 2 way. There is no distance limit. At any point you can see through
this Pokémon’s senses in real time, and the reverse.
4

It cannot translate any more than it could before. Ex. A Vulpix is talking to an Extreme Psychosis Ditto
transformed into a Vulpix. The trainer and the Ditto can understand each other fully, as can the Ditto
and the Vulpix. However, the Ditto cannot pass along coherent thoughts if the Vulpix is not capable of
expressing them verbally.

Pokéball Escape
You1 gain the ability to use Pokéballs2 in your inventory as a range projectile attack3. If you hit, the
Pokéball breaks4 and the target becomes dazed for 1 round5.6
1

The trainer, not your Pokémon.

2

Or other types of balls.

3

Instead of using your action to use an item, in battles you can use your action to throw a Pokéball at a
target. Use your dexterity modifier as your attack stat.
4

As if it failed to catch a Pokémon. Remove it from your character sheet.

5

The target is unable to act normally. A dazed target can take no actions, but is not considered helpless,
and takes no penalty to AC.
6

This is not allowed in a sanctioned trainer battle. It is, however, perfectly acceptable in the wild, or in
trainer battles that are beyond the scope of the laws of trainer battles.

Unarmed Strike
You1 are treated as having the move “Tackle”2.3
1

The trainer, not your Pokémon.

2

Instead of using your action to use an item, in battles you can use your action to use the move tackle
on a target. Use your strength modifier as your attack stat. You receive STAB and deal level add
damage based on your level.
3

This is not allowed in a sanctioned trainer battle. It is, however, perfectly acceptable in the wild, or in
trainer battles that are beyond the scope of the laws of trainer battles.
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Skill
Skill perks are perks that affect the trainer as opposed to the Pokémon the trainer controls. These perks
aim to raise the power of the trainer so that the player can feel like they are part of a team with their
Pokémon, as opposed to them being their Pokémon. These perks will appeal to players who want to
back up their trainer’s roleplay personality with mechanics. They will also appeal to players who want to
feel more of a personal presence in their team.

Drill Sergeant
Whenever a Pokémon under your control would be put under the effect of
a sleep, infatuation or confusion status effect, you can attempt to snap
them out of it1 with a Handle Pokémon check. The DC is 15 + (the level
of the Pokémon that inflicted the status effect/10)2, 3, 4.
1

This can only be done when the Pokémon is initially affected by the
status effect, but it does not take up the trainers turn, and can be done even in
sanctioned trainer battles. If the roll fails, you cannot try again with the same
ailment.
2

Rounded down.

3

Ex. An opposing Bellsprout, level 25, attempts to put your Dratini to sleep.
You may roll a DC 15 + 25/10 = DC 17 Handle Pokémon check. If you
succeed, your Dratini was never put to sleep. If you fail, the Dratini is put to
sleep as normal, and you cannot attempt to reroll to remove this sleep
effect.
4

This effect replaces being affected by the status effect. Any effects that
trigger on the status effect do not activate.

Educated
Gain a +10 to knowledge checks when identifying a Pokémon, its type or information about it1.
1

At DM discretion, can learn information that would typically require a Pokédex without needing one.

Professional Hugger
Gain a +10 to Handle Animal.

Tech-Savvy
Gain a +10 to Use Poké-Device.
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Trainers Arm
Add a +3 to a roll to catch a Pokémon in a Pokéball1. Critical fails are not guaranteed to fail anymore.
1

Or other type of ball.

Urban Child
Gain a +10 to perception and gather information when searching for Pokémon and Pokémon items
inside towns and cities1.
1

Abandoned manmade structures are only considered part of towns or cities, if they are contained
within a town or city. Ex. Cinnabar Island Mansion, Lavender Ghost Tower are considered inside of a
town or city.

Wild Child
Gain +10 to perception and survival when searching for Pokémon and Pokémon items outside of towns
and cities1.
1

Abandoned manmade structures are considered outside of towns and cities, as long as they are not
contained within a town or city. Ex. The Power Plant, or the Rock Tunnel are considered outside of
towns and cities.

Statistical
Statistical perks are perks that increase the static numbers
associated with a players Pokémon. These perks typically aim
to minimize the random elements of challenges. These perks
will appeal to people who like to number crunch and eek every
advantage out of a system. These perks will also appeal to
people who like to drive a character with a specific identity,
such as the fast trainer, the defensive master, or a specific
Pokémon trainer, and want to back this theme up
mechanically.

Accurate Strikes
Increase the attack stat and special attack stat of all your Pokémon by 1.

Advantageous Disadvantage
Whenever Pokémon you control are outnumbered1, all Pokémon in your battle party gain +2 to each
stat except health.
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1

Ex. You are out in the wild with your Jigglypuff and Doduo and you are attacked by 3 Seels. Both
Jigglypuff and Doduo get +2 to each stat except health. Once one of the Seels faints, the bonus goes
away, returning your Pokémon to their normal stats.

Aim for the Horn!
Pokémon you control have x2 critical hit range1, 2 and critical hits automatically hit.
1

Ex. Rattata uses Tackle. Without Aim for the Horn! Rattata would critically hit on a 20. With Aim for
the Horn! Rattata critically hits on a 19-20.
2

Ex. Machop uses Karate Chop. Without Aim for the Horn! Machop would critically hit on a 17-20. With
Aim for the Horn! Machop critically hits on a 13-20.

Androgyny
50% increase to capture chance1, damage dealt to2, and damage dealt by3, genderless Pokémon4.
1

Add 50% to the total roll when attempting to catch any genderless Pokémon.

2

Whenever a Pokémon you control deals damage to a genderless
Pokémon, add 50% to the total damage.
3

Whenever a genderless Pokémon you control deals damage, add 50% to
the total damage.
4

A Pokémon who has transformed using the Transform move or
Imposter ability is treated as the gender of the Pokémon it has
transformed into.

Black Belt
Increase the attack stat of all your Pokémon by 2.

Evolutionist
For each evolution each of your Pokémon1 has past their unevolved form2, 3 you give one of their stats
+34.5
1

This applies to each Pokémon separately for each evolution they have.

2

Ex. A Bulbasaur would get no bonus. An Ivysaur would get a +3 to one stat. A Venosaur would get a +3
to two stats, or a +6 to one stat.
3

This does not count the baby form. Ex. A Pikachu would get no bonus, despite Pichu coming before it,
and a Raichu gets a +3 to one stat because Pikachu came before it. This applies even if you evolved the
Pikachu from a Pichu.
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4

Cannot be used on health.

5

This applies retroactively to Pokémon that you own and control that have already evolved.

Experienced Trainer
Gain 10%1 more experience for your Pokémon2.
1

Take the total experience number for each Pokémon separately, and add 10% to it.

2

Does not give the trainer experience.

Gym Legend
When you are in a Gym
battle or fighting the
Elite 41, 2. For each stat
on each of your
Pokémon, for every 5
total stat that Pokémon
has, add 1 total stat to
that stat. This functions
recursively4.5
1

This applies to both
sides in Gym battles. If a
Gym leader uses this
perk, they also receive
the bonuses.
2

Also applies to fighting the champion after the Elite 4. Members of the Elite 4 and the Champion count
as Gym Leaders for the purpose of Gym Legend.
3

Ex. You have a Grimer with 9 total attack before applying Gym Legend. Grimer adds 1 total attack
because it has at least 5 total attack. Grimer now has 10 total attack. Grimer adds 1 more total attack
because it have at least 10 total attack. Grimer now has 11 total attack.
4

Ex. You have an Arbok with -

30 health, 6 attack, 4 defense, 9 special attack, 5 special defense, 17 speed
You apply Gym Legend. Arbok’s health stays the same at 30. Arbok gains +1 total attack putting it at 7
total attack. Arbok gains +0 total defense, putting it at 4 total defense. Arbok gains +1 total special
attack putting it at 10 total special attack, which gives it another +1 total special attack, putting it at 11
total special attack. Arbok gains +1 total special defense putting it at 6 total special defense. Arbok
gains +3 total speed putting it at 20 total speed, which gives it another +1 total speed, putting it at 21
total.
Arbok’s new stats are –
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30 health, 7 attack, 4 defense, 11 special attack, 6 special defense, 21 speed

Hardy Trainer
All of your Pokémon gain an additional health per 3 levels1, 2.
1

Rounded down.

2

Ex. A level 26 Poliwrath has 46 health without Hardy Trainer. You apply Hardy Trainer. The Poliwrath
gets 26/3 = 8 more health, and now has 54 health. If the Poliwrath was level 27, they would get 27/3 = 9
more health, and have 55 health.

Long Term Thinker
All of your Pokémon get an additional +1 to a stat of your choice every 10 levels1, 2.
1

Rounded down.

2

Ex. A level 19 Onix has 2 special defense without Long Term Thinker. You apply Long Term Thinker, and
choose to give it an additional defense. Onix now has 3 special defense. If the Onix was level 20, you
could either add a second point to special defense, or put the second point in another stat.

Magikarp Fanatic
For each stat on each of your Magikarp, for every (10/the number of other Magikarp that you have in
your battle party) 1, 2 total stat that Magikarp has, add 1 total stat to that stat3. This functions
recursively4, 5. If you have 6 Magikarp in your battle party, they all gain hyper beam6, 7, 8.9
1

Rounds down. If you have no other Magikarp, there is no stat bonus.

2

A Pokémon who has transformed into a Magikarp using the Transform move or Imposter ability is
treated as a Magikarp.
3

Does not affect health.

4

Ex. You have 4 Magikarp in your battle party, including one Magikarp with 9 total special defense
before applying Magikarp Fanatic. Magikarp adds 3 total special defense because it has at least 9 total
special defense. Magikarp now has 12 total special defense. Magikarp adds an additional 1 total special
defense because it has at least 12 total special defense. Magikarp now has 13 total special defense.
5

Ex. You have 3 Magikarp in your battle party, including one Magikarp with -

30 health, 6 attack, 4 defense, 9 special attack, 10 special defense, 17 speed
You apply Magikarp Fanatic. Magikarp’s health stays the same at 30. Magikarp gains +1 total attack,
and therefore has 7 total attack. Magikarp gains +0 total defense, putting it at 4 total defense.
Magikarp gains +1 total special attack putting it at 10 total special attack. Magikarp now has at least 10
total special attack and therefore gains another total special attack, putting it at 11 total special attack.
Magikarp gains +2 total special defense because it has at least 10 total special defense putting it at 12
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total special defense. Magikarp gains +3 total speed putting it at 20 total speed, which gives it another
+1 total speed, putting it at 21 total.
Magikarp’s new stats are –
30 health, 7 attack, 4 defense, 11 special attack, 12 special defense, 21 speed
6

All Magikarp in your battle
party gain the move Hyper
Beam for as long as your
whole battle party contains
Magikarp. Once that is no
longer true, they forget
Hyper Beam. If they knew
Hyper Beam beforehand,
they still know it.
7

This effect supersedes all
other rules and effects. The
Magikarp learn Hyper Beam
regardless of the fact that
they cannot typically learn it.
8

If a Magikarp has started a
Hyper Beam, and your battle party contains less than 6 Magikarp before it has completed, it finishes the
move the next turn, and then forgets the move Hyper Beam unless it already knew Hyper Beam
beforehand. Ex. A Magikarp dies (not faints) or one was a Ditto who transformed into something else.
9

Fainted Magikarp still count towards the number in your battle party, but dead ones do not.

Paired Shielding
All of your Pokémon get defense and special defense equal to half of the other stat1. This is not
recursive.2
1

Rounded down.

2

Ex. You have a Golem with 10 defense and 5 special defense without Paired Shielding. The Golem gets
5/2 = +2 total defense giving it a total defense of 12. The Golem gets 10/2 = +5 total special defense
giving it a total special defense of 10.

Pokéfanatic
For each stat on each of your Pokémon, for every (10/the number of other Pokémon of the same type
you have in your battle party) 1, 2, 3 total stat that Pokémon has, add 1 total stat to that stat4. This
functions recursively5, 6. If all 6 Pokémon in your battle party share a type, they gain access to all moves
of that type7, 8, 9, 10.
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1

Ex. A water/ground and a grass/ground type share the ground type. They also both share a type with a
pure ground type.
2

Rounds down. If you have no other Pokémon of the same type, there is no stat bonus.

3

A Pokémon who has transformed using the Transform move or Imposter ability is treated as the type
of the Pokémon it has transformed into.
4

Does not affect health.

5

Ex. You have 4 normal type Pokémon in your battle party, including a Snorlax with 9 total defense
before applying Pokéfanatic. Snorlax adds 3 total defense because it has at least 9 total defense.
Snorlax now has 12 total defense. This gives Snorlax an additional +1 total defense, giving him 13 total
defense.
6

Ex. You have 3 grass type Pokémon in your battle party,
including one Oddish with 30 health, 6 attack, 4 defense, 9 special attack, 10 special
defense, 17 speed
You apply Pokéfanatic. Oddish’s health stays the
same at 30. Oddish gains +1 total attack, and
therefore has 7 total attack. Oddish gains +0
total defense, putting it at 4 total defense.
Oddish gains +1 total special attack putting
it at 10 total special attack. Oddish now
has at least 10 total special attack and
therefore gains another total special
attack, putting it at 11 total special
attack. Oddish gains +2 total special defense because it has at least 10 total special defense putting it at
12 total special defense. Oddish gains +3 total speed putting it at 20 total speed, which gives it another
+1 total speed, putting it at 21 total.
Oddish’s new stats are –
30 health, 7 attack, 4 defense, 11 special attack, 12 special defense, 21 speed
7

They gain all of these moves for as long as your whole battle party shares a type. Once that is no
longer true, they forget all moves that they had access to from this. If they knew a move beforehand,
they still know that move even if they got it from this effect too.
8

This effect supersedes all other rules and effects. The Pokémon learn all signature moves, and other
restricted moves. It also learns moves it could not otherwise learn.
9

If a Pokémon has started a move that takes 2 turns or more to complete, or can otherwise not stop
using the move that they are currently using, and your battle party contains less than 6 Pokémon of the
same type before it has completed, it finishes the move as normal, and then forgets the unless it already
knew the move beforehand. Ex. A Pokémon dies (not faints) or one was a Ditto who transformed into
something else.
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10

If a Pokémon is using a move outside of combat that it only knows due to Pokéfanatic (Ex. Fly) and
your battle party contains less than 6 Pokémon abruptly (Ex. A Pokémon dies, not faints), then the
Pokémon immediately goes towards the nearest place it can safely stop using the move, and once safe it
will forget the move. It will not cause harm to either the Pokémon or anyone or thing else associated
with the move, however the Pokémon will not listen to any other commands until it has stopped using
the move.

Special Master
Increase the special attack stat of all your Pokémon by 2.

Trainers Affinity
Choose a type of Pokémon. Your Pokémon of the chosen type deal 30% more damage1. Can be taken
multiple times, but can only be applied to each type once.
1

Take the total damage and add 30%.

Track Star
For every 5 total speed on each of your Pokémon, add 1
total speed. This functions recursively1. Your Pokémon win
all speed ties2.
1

Ex. You have a Sandshrew with 9 total speed before
applying Track Star. Sandshrew adds 1 total speed because
it has at least 5 total speed. Sandshrew now has 10 total
speed. Sandshrew adds 1 more total speed because it has at
least 10 total speed. Sandshrew now has 11 total speed.
2

If both you and your opponent have Track Star, speed ties are randomized again.

Wanderlust
Whenever you enter a new zone1, 2 you may give a single one of your Pokémon a +1 to one stat of your
choice or +5 health.
1

You only need to set foot into a zone in order to trigger Wanderlust.

2

Zone is defined as every label on the map in Appendix 1.
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Appendix 1 – Map of Kanto Region
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Appendix 2 – Generation 1 Pokémon Weapon, Armor and Trinket Slots
Name

Weapon Slots

Armor Slots

Bulbasaur

Bite

Ivysaur

Bite

Venusaur

Bite

Charmander

Bite, Claws, Tail

Charmeleon

Bite, Claws, Tail,
Right Hand, Left
Hand

Head, Body, Legs,
Feet
Head, Body, Legs,
Feet
Head, Body, Legs,
Feet
Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves, Legs, Feet

Charizard

Bite, Claws, Tail,
Right Hand, Left
Hand

Head, Body,
Gloves, Legs,
Feet, Wings

1

Squirtle

Bite, Claws

1

Wartortle

Bite, Claws

Blastoise

Bite, Claws

Caterpie
Metapod
Butterfree

Tail

Weedle
Kakuna
Beedrill

Horn, Tail

Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves, Legs, Feet
Head, Body
Body
Head, Body,
Gloves, Feet,
Wings
Head, Body
Body
Head, Body, Legs,
Feet, Wings
Head, Body,
Wings
Head, Body,
Wings
Head, Body,
Wings
Head, Body, Feet
Head, Body, Feet,
Gloves
Head, Body,
Wings

Pidgey
Pidgeotto

Bite

Hand Stingers,
Stinger
Beak, Claws

Rattata
Raticate

Beak, Claws,
Wings
Beak, Claws,
Wings
Bite
Bite, Tail

Spearow

Beak, Claw

Pidgeot

Trinket
Slots
1

Bite/Head

Max
Slots
5

1

Bite/Head

5

1

Bite/Head

5

1

Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves,
Claws/Left Hand,
Claws/Right Hand
Bite/Head,
Claws/Gloves,
Claws/Left Hand,
Claws/Right Hand
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves

6

1

1
1
1
2
1

Exclusive Slots

Bite/Head

8

9

5
5
5
4
3
6

1
2
1

4
3
8

1

5

1

Wings/Wings

6

1

Wings/Wings

6

1
1

Bite/Head
Bite/Head

4
7

1

6
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Fearow
Ekans
Arbok
Pikachu

Beak, Claw,
Wings
Bite, Tail
Bite, Tail
Bite, Tail, Claws

Raichu

Bite, Tail, Claws

Sandshrew

Bite, Tail, Claws

Sandslash

Bite, Tail, Claws

Nidoran-F
Nidorina

Bite
Bite, Claws

Nidoqueen

Bite, Claws, Tail,
Right Hand, Left
Hand

Nidoran-M
Nidorino

Bite
Bite, Horn

Nidoking

Bite, Claws, Tail,
Horn, Right
Hand, Left Hand

Clefairy

Bite, Claws, Tail

Clefable

Bite, Claws, Tail

Vulpix

Bite

Ninetales

Bite, Tail

Jigglypuff

Bite, Claws

Wigglytuff

Bite, Claws

Zubat
Golbat

Bite
Bite, Wings

Oddish
Gloom

Bite
Bite, Claws

Vileplume

Bite, Claws

Paras

Bite, Claws

Head, Body,
Wings
Head
Head
Head, Body,
Gloves, Feet
Head, Body,
Gloves, Feet
Head, Body,
Gloves, Feet
Head, Body,
Gloves, Feet
Head, Body, Feet
Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves, Legs, Feet

1

Wings/Wings

6

2
2
1

4
4
7

Head, Body, Feet
Head, Body, Legs,
Feet
Head, Body,
Gloves, Legs, Feet

1
1

Bite/Head
Bite/Head
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves
Bite/Head
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head
Bite/Head

10

Head, Body, Legs,
Gloves, Feet
Head, Body, Legs,
Gloves, Feet
Head, Body, Feet,
Tail
Head, Body, Feet,
Tail
Head, Body,
Gloves, Feet
Head, Body,
Gloves, Feet
Head, Wings
Head, Wings, Feet

1

1

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head, Claw/Gloves,
Head/Body
Bite/Head, Claw/Gloves,
Head/Body
Bite/Head

1

Bite/Head

6

1

Bite/Head, Head/Body

5

1

Bite/Head, Head/Body

5

1
1

3
4

Head, Feet
Head, Body,
Gloves, Feet
Head, Body,
Gloves, Feet
Head, Body, Feet

1
1

Bite/Head
Bite/Head,
Wings/Wings
Bite/Head
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves
Bite/Head

1
1
1
1
1
1

1

1

1
1

7
5
5
4
6
9

4
6

6
6
5

3
5
5
5
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Parasect
Venonat

Bite, Claws
Bite, Claws

Venomoth

Bite, Claws,
Wings

Diglett
Dugtrio
Meowth

Bite, Claws, Tail,
Right Hand, Left
Hand

Head, Body, Feet
Head, Body,
Gloves, Feet
Head, Body,
Wings
Head
Head, Head, Head
Head, Body,
Gloves, Legs, Feet

1
1

Head, Body, Feet
Head, Body,
Gloves, Feet
Head, Body,
Gloves, Legs, Feet

1
1

1
1
1
1

Persian
Psyduck

Bite, Claws, Tail
Bite, Claws, Tail

Golduck

Bite, Claws, Tail,
Right Hand, Left
Hand

Mankey

Claws, Tail,
Right Hand, Left
Hand
Claws, Right
Hand, Left Hand

Head, Body,
Gloves, Legs, Feet

1

Head, Body,
Gloves, Legs, Feet

1

Growlithe
Arcanine
Poliwag
Poliwhirl

Bite
Bite, Tail
Tail
Bite, Tail, Claws

1
1
1
1

Poliwrath

Bite, Tail, Claws,
Right Hand, Left
Hand

Head, Body, Feet
Head, Body, Feet
Head, Feet
Head, Gloves,
Feet
Head, Gloves,
Feet

Abra

Tail, Claws,
Right Hand, Left
Hand
Tail, Claws,
Right Hand, Left
Hand
Tail, Claws
(Feet), Right
Hand, Left Hand
Bite, Claws,
Right Hand, Left
Hand

Head, Body,
Gloves, Legs, Feet

1

Head, Body,
Gloves, Legs, Feet

1

Head, Body,
Gloves, Legs, Feet

2

Head, Body,
Gloves, Legs, Feet

1

Primeape

Kadabra

Alakazam

Machop

1

1

Bite/Head
Bite/Head,
Gloves/Claws
Bite/Head,
Wings/Wings

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head
Bite/Head
Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand

5
5
4
2
4
8

6
6
9

9

8

4
5
4
5

8

8

10

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand

8
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Machoke

Bite, Claws,
Right Hand, Left
Hand

Head, Body,
Gloves, Legs, Feet

1

Machamp

Bite, Claws (1),
Claws (2), Right
Hand (1), Left
Hand (1), Right
Hand (2), Left
Hand (2)

Head, Body,
Gloves (1), Gloves
(2), Legs, Feet

1

Bellsprout

Bite

1

7

Weepinbell
Victreebel
Tentacool
Tentacruel

2
2
1
1

5
6
3
7

Head, Gloves

1

Bite/Head, Claws/Hand

4

Head, Gloves,
Feet

1

Bite/Head,
Claws (1)/Right Hand,
Claws (1)/Left Hand

7

Head, Body,
Gloves, Legs, Feet

1

Bite/Head, Claws/Right
Hand, Claws/Left Hand

8

Ponyta

Bite
Bite, Tail
Tentacle
Tentacle (1),
Tentacle (2),
Tentacle (3),
Tentacle (4)
Bite, Hand,
Claws
Bite, Right
Hand, Left Hand
Claws (1), Claws
(2)
Bite, Right
Hand, Left
Hand, Claws
Bite

Head, Body,
Leaves, Legs, Feet
Head, Leaves
Head, Leaves
Head
Head, Body

1

Bite/Head

5

Rapidash

Bite

1

Bite/Head

5

Slowpoke

Bite, Tail

1

Bite/Head, Tail/Tail

6

Slowbro

Bite, Tail, Claws

1

Bite/Head, Tail/Tail

7

Magnemite
Magneton

Screw, Magnets
Screw (1), Screw
(2), Screw (3),
Magnets (1),
Magnets (2),
Magnets (3)
Beak, Right
Hand, Left Hand

Head, Body, Legs,
Feet
Head, Body, Legs,
Feet
Head, Body, Legs,
Feet, Tail
Head, Body, Legs,
Feet, Tail
Head
Head (1), Head
(2), Head (3)

2
2

5
11

Head, Body,
Wings, Legs, Feet

1

9

Geodude
Graveler

Golem

Farfetchd

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head,
Claws(1)/Gloves(1),
Claws(1)/Right Hand(1),
Claws(1)/Left Hand(1),
Claws(2)/Gloves(2),
Claws(2)/Right Hand(2),
Claws(2)/Left Hand(2)

8

11
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Doduo

Beak (1), Beak
(2)

Dodrio

Beak (1), Beak
(2), Beak (3),
Tail

Seel

Bite, Horn, Tail

Dewgong

Bite, Horn, Tail

Grimer

Bite, Right
Hand, Left Hand
Bite, Right
Hand, Left Hand

Muk
Shellder
Cloyster
Gastly
Haunter

Krabby

Horn
Bite
Bite, Claws,
Right Hand, Left
Hand
Bite, Claws,
Right Hand, Left
Hand
Bite, Horn, Tail
Bite, Claws,
Right Hand, Left
Hand
Bite, Claws,
Right Hand, Left
Hand
Bite, Claws

Kingler

Bite, Claws

Gengar

Onix
Drowzee

Hypno

Voltorb
Electrode
Exeggcute
Exeggutor

Bite
Bite
Bite (1), Bite (2),
Bite (3)

Cubone

Claws, Right
Hand, Left Hand

Marowak

Claws, Right
Hand, Left Hand

Head (1), Head
(2), Body, Legs,
Feet
Head (1), Head
(2), Head (3),
Body, Legs, Feet,
Tail
Head, Body,
Flippers
Head, Body,
Flippers, Tail
Head, Body

1

8

1

Tail/Tail

10

1

Bite/Head

6

1

Bite/Head, Tail/Tail

6

2

Bite/Head

6

Head, Body

2

Bite/Head

6

Body
Body
Head
Head, Gloves

1
1
2
2

Head, Gloves,
Legs, Feet

2

Head
Head, Body,
Gloves, Legs, Feet

2
1

Head, Body,
Gloves, Legs, Feet

1

Head, Claws,
Legs, Feet
Head, Claws,
Legs, Feet
Head
Head
Head
Head (1), Head
(2), Head (3),
Body, Legs, Feet
Head, Body,
Gloves, Legs,
Feet, Tail
Head, Body,
Gloves, Legs,
Feet, Tail

1

Bite/Head
Bite/Head, Claws/Right
Hand, Claws/Left Hand,
Claws/Gloves
Bite/Head, Claws/Right
Hand, Claws/Left Hand,
Claws/Gloves
Bite/Head
Bite/Head, Claws/Right
Hand, Claws/Left Hand,
Claws/Gloves
Bite/Head, Claws/Right
Hand, Claws/Left Hand,
Claws/Gloves
Bite/Head, Claws/Claws

1

Bite/Head, Claws/Claws

2
2
2
1

1

1

Bite/Head
Bite/Head
Bite (1)/Head (1), Bite
(2)/Head (2), Bite
(3)/Head (3)
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand

2
3
3
6

8

5
8

8

5
5
3
3
3
7

9

9
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Hitmonlee

Claws, Right
Hand, Left
Hand, Right
Foot, Left Foot

Body, Gloves,
Legs, Feet

1

Hitmonchan

Right Hand, Left
Hand
Tongue, Claws,
Tail
Bite
Bite (1), Bite (2),
Bite (3)

Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves, Legs, Feet
Head
Head (1), Head
(2), Head (3)

1

Rhyhorn

Bite, Horn

1

Rhydon

Bite, Horn, Tail,
Claws, Right
Hand, Left Hand

Head, Body, Legs,
Feet
Head, Body,
Gloves, Legs,
Feet, Tail

Chansey

Bite

1

Tangela

Bite, Tentacles

Head, Gloves,
Feet, Tail
Head, Feet

Kangaskhan

Bite, Claws, Tail,
Right Hand, Left
Hand

Head, Body,
Gloves, Legs,
Feet, Tail

1

Horsea

Suction

1

Seadra

Suction, Fins

Goldeen
Seaking
Staryu
Starmie
Mr. Mime

Bite, Horn
Bite, Horn

Head, Body, Tail,
Fins
Head, Body, Tail,
Fins
Head, Fins, Tail
Head, Fins, Tail
Body
Body
Head, Body,
Gloves, Legs, Feet

Scyther

Bite, Scythes,
Claws, Wings
Bite, Claws,
Right Hand, Left
Hand

Head, Body, Legs,
Feet, Wings
Head, Body,
Gloves

1

Lickitung
Koffing
Weezing

Jynx

Bite, Horn,
Claws, Right
Hand, Left Hand

Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand, Right
Foot/Feet, Left
Foot/Feet

8

8

1

Claws/Gloves

8

2
2

Bite/Head
Bite (1)/Head (1), Bite
(2)/Head (2), Bite
(3)/Head (3)
Bite/Head

3
5

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand,
Tail/Tail
Bite/Head

10

Bite/Head,
Tentacles/Head
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand,
Tail/Tail

4

1

1

6

4

9

6

1

Fins/Fins

6

1
1
1
1
1

Bite/Head
Bite/Head

5
5
2
2
9

1

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head, Claws/Feet,
Wings/Wings
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand

7
6
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Electrabuzz

Bite, Claws,
Right Hand, Left
Hand, Tail

Head, Body,
Gloves, Legs,
Feet, Tail

1

Magmar

Bite, Claws,
Right Hand, Left
Hand, Tail

Head, Body,
Gloves, Legs,
Feet, Tail

1

Pinsir

Bite, Claws,
Right Hand, Left
Hand, Pincers

Head, Gloves,
Legs, Feet

1

Tauros

Bite, Horn, Tail

Magikarp
Gyarados
Lapras

Bite
Bite, Spikes, Tail
Bite

Head, Body, Legs,
Feet, Tail
Head, Tail
Head
Head, Body,
Flippers

Ditto
Eevee

Bite

Vaporeon

Bite, Tail, Horn

Jolteon

Bite

Flareon

Bite

Porygon
Omanyte
Omastar

Kabuto
Kabutops
Aerodactyl

Snorlax

Bite
Bite, Tentacles
(1), Tentacles
(2)
Claws
Scythes, Bite,
Tail
Bite, Claws (1),
Claws (2),
Wings, Tail,
Right Hand, Left
Hand, Horn
Bite, Claws

Head, Body, Legs,
Feet, Tail
Head, Body, Legs,
Feet, Tail
Head, Body, Legs,
Feet
Head, Body, Legs,
Feet, Tail
Head, Body,
Tracks, Tail
Body
Body

9

1

Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand,
Tail/Tail
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand,
Tail/Tail
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head,

1
2
1

Bite/Head
Bite/Head
Bite/Head

3
5
4

2
1

Bite/Head

2
6

1

Bite/Head, Tail/Tail

7

1

Bite/Head

5

1

Bite/Head

6

9

8

8

2

6

1
1

3
5

Body, Feet
Head, Body, Legs,
Feet, Tail
Head, Body,
Gloves, Legs,
Feet, Tail, Wings

1
1

Claws/Feet
Bite/Head, Tail/Tail

3
7

1

11

Head, Body,
Gloves, Legs, Feet

1

Bite/Head, Claws
(1)/Gloves, Claws
(1)/Right Hand, Claws
(1)/Left Hand, Tail/Tail,
Wings/Wings, Claws
(2)/Feet
Bite/Head,
Claws/Gloves

6
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Articuno
Zapdos
Moltres
Dratini
Dragonair
Dragonite

Mewtwo

Beak, Wings,
Tail
Beak, Wings,
Tail
Beak, Wings,
Tail
Tail
Bite, Horn, Tail
Bite, Horn, Tail,
Wings, Claws
(1), Claws (2),
Right Hand, Left
Hand

Head, Body, Legs,
Wings, Tail
Head, Body, Legs,
Wings, Tail
Head, Body, Legs,
Wings, Tail
Head
Head, Body, Tail
Head, Body,
Gloves, Legs,
Feet, Wings, Tail

3

Wings/Wings, Tail/Tail

9

3

Wings/Wings, Tail/Tail

9

3

Wings/Wings, Tail/Tail

9

Right Hand, Left
Hand, Tail

Body, Gloves,
Legs, Feet, Tail

5

1
2
1

Mew

3
6
11

Bite/Head, Tail/Tail
Bite/Head, Tail/Tail,
Wings/Wings, Claws
(1)/Gloves, Claws
(1)/Right Hand, Claws
(1)/Left Hand, Claws
(2)/Feet
Tail/Tail

12

12

12

Later Generation Pokémon
Name

Weapon Slots

Armor Slots

Deino

Bite

Zweilous

Bite (1), Bite (2)

Hydreigon

Bite (1), Bite (2),
Bite (3), Tail

Togepi

Bite

Togetic

Bite

Togekiss

Bite, Wings

Shinx

Bite

Luxio

Bite, Tail

Luxray

Bite, Tail

Cyndaquil

Bite, Claws

Head, Body, Legs,
Feet, Tail
Head (1), Head
(2), Body, Legs,
Feet, Tail
Head (1), Head
(2), Head (3),
Body, Legs, Tail,
Streamers
Head, Gloves,
Feet
Head, Body,
Gloves, Legs,
Feet, Wings
Head, Feet, Tail,
Wings
Head, Body, Legs,
Feet, Tail
Head, Body, Legs,
Feet, Tail
Head, Body, Legs,
Feet, Tail
Head, Body,
Gloves, Legs, Feet

Trinket
Slots
1

Exclusive Slots

1

Bite (1)/Head (1), Bite
(2)/Head (2)

7

2

Bite (1)/Head (1), Bite
(2)/Head (2), Bite
(3)/Head (3), Tail/Tail

9

1

Bite/Head

4

1

Bite/Head

7

1

5

1

Bite/Head,
Wings/Wings
Bite/Head

1

Bite/Head, Tail/Tail

6

1

Bite/Head, Tail/Tail

6

1

Bite/Head,
Claws/Gloves

6

Bite/Head

Max
Slots
6

6
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Quilava

Bite, Claws

Typhlosion

Bite, Claws,
Right Hand, Left
Hand

Poochyena

Bite

Mightyena

Bite

Honedge
Doublade

Sword
Sword (1),
Sword (2)
Sword, Claw,
Horn
Sword, Horn

Aegislash
(Sword)
Aegislash
(Shield)
Phantump
Trevenant

Claws, Horn (1),
Horn (2), Horn
(3), Right Hand,
Left Hand

Beldum
Metang
Metagross
Ralts

Spikes
Spikes, Horn
Bite

Kirilia
Gardevoir
Gallade

Steelix
Rhyperior

Right Hand, Left
Hand
Right Blade, Left
Blade, Horn,
Spikes
Bite, Spikes, Tail
Bite, Horn(1),
Horn (2), Tail,
Claws, Right
Hand, Left Hand

Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves, Legs,
Feet, Tail

1

6

1

Bite/Head,
Claws/Gloves
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand
Bite/Head

Head, Body, Legs,
Feet, Tail
Head, Body, Legs,
Feet, Tail

1

Bite/Head

6

1

9

6

2
2

3
4

Shield

2

6

Shield, Wings

2

6

Head, Horns,
Body, Gloves
Head, Body,
Gloves, Horns,
Legs, Feet

2

6

Head, Body
Head, Legs, Feet
Head, Legs, Feet
Head, Body,
Gloves
Head, Body,
Gloves, Legs, Feet
Head, Body,
Gloves
Head, Body,
Gloves, Legs, Feet

2
2
1
1

Head
Head, Body,
Gloves, Legs,
Feet, Tail

1

Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand, Horn
(1)/Horns, Horn
(2)/Horns, Horn
(3)/Horns
Feet/Spikes
Head/Bite

11

5
6
4
4

1

6

2

7

1

Gloves/Right Blade,
Gloves/Left Blade
2
1

Bite/Head
Bite/Head,
Claws/Gloves,
Claws/Right Hand,
Claws/Left Hand,
Tail/Tail

9

5
11
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Appendix 3 – Character Sheets
The sheets appear in the following order on separate pages:
-Male Trainer Sheet
-Female Trainer Sheet
-Item Sheet
-Skills Sheet
-Pokésheet
In order to print them, copy and paste the image into Paint, and print them in portrait.
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