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MAP KEY:
. Story Dungeons . Extra Dungeons

 Story
Dungeons
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WORLD MAP

After you complete the story dun-
geons, you can unlock the following
extra dungeons through the series
of events chronicled on pages 86
and 87.
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BASIC CONTROLS

The intricate battle system of Pokémon Mystery Dungeon has
dozens of functions, but a series of helpful button combinations
will allow you to access most options without having to wade

through a lot of menus. Study up before your quest begins!

Game Boy Advance Controls

The Red Rescue Team version of Pokémon Mystery Dungeon was built

‘ for the Game Boy Advance.

~ LButton

| USE THE LEADER'S SET MOVE:
Press L and A simultaneously.
EXPAND THE MESSAGE LOG:
Press L and B simultaneously.
THROW A SET ITEM:
Press L and R simultaneously.

Control Pad

MOVE YOUR CHARACTER

6 NINTENDO PLAYER'S GUIDE

Select Button

VIEW THE FLOOR MAP:

Enter or exit the map screen.

Press the A Button to toggle
your position on or off.

Starting a Game, Saving, and Continuing

After you choose to begin a new game you'll receive a short personality test that determines which Pokémon you
will become. You may then choose a partner who, after a brief tutorial dungeon, will show you to your new home
and team base. Approach the bed at any time to save your game. There is also a quicksave option in dungeons.

Start Button

ENTER ROTATE MODE:

Use the Control Pad to adjust
the direction your leader is
facing. Press the B Button to
return to the game.

R Button
ENFORCE DIAGONAL MOVEMENT: '
Hold the button to restrict movement

to the diagonal axis. See page 30 for
details on diagonal movement.

THROW A SET ITEM:

Press L and R simultaneously.

A Button
TALK !
CHOOSE MENU OPTIONS ’
PERFORM A BASIC ATTACK

REST:

Hold A and B to rest on your turn.

USE THE LEADER'S SET MOVE:

Press L and A simultaneously.

B Button

CANCEL MENU OPTIONS

OPEN OR CLOSE THE MAIN MENU
RUN:

Hold B and press the Control Pad to
run.

REST:

Hold A and B to rest on your turn.



Nintendo DS Controls

The Blue Rescue Team version of Pokemon Mystery Dungeon
was designed for the Nintendo DS. You may use the upper
screen to display your map or character status, and an

aptional control scheme allows you to play by using

the DS stylus.

L Button

SELECT MULTIPLE ITEMS
USE THE LEADER'S SET MOVE:

Press L and A simultaneously. _—

EXPAND THE MESSAGE LOG:
Press L and B simultaneously.
THROW A SET ITEM:

Press L and R simultaneously.

Control Pad

MOVE YOUR CHARACTER

Touch Screen

You can use the stylus and the
touch screen to play the game.
See “Using the Stylus™ below
for details.

Stylus

You can use

junction with the stylus to move your
character, select menus, and more. See
“Using the Stylus™ below for more.

the touch screen in con-

RASICONTROL

Top Screen

The content of the top screen can be
determined by the Display mode in
the Game Options Dungeon Mend.

X Button

Start Button

GET INFO/SUMMARY:

In menu screens, bring up the
description of the highlighted
entry.

Using the Stylus

- Touch a destination to have your
leader walk to that spot.

« Touch an item to have your
leader pick it up.

« Touch the stylus to the leader
and hold it there to change the
direction it faces.

= Tap an enemy once to attack or

twice to use the leader's set move.

= Tap your leader twice to have it
run in the directionitis facing.

+ Tap any menu item to select it.
Tap outside of the menu to cancel
a selection,

Select Button

VIEW THE FLOOR MAP:
Enter or exit the map screen.
Press the A Button to toggle
your position on or off.

If you tap a spot on the ground, your
leader will automatically move to that
spot. Press and hold the stylus on your
leader to change its facing direction.

Y Button

ENTER ROTATE MODE:

Lise the Control Pad to adjust
the direction your leader is
facing. Press the B Button to
return to the game.

The tabs at the bottomn of the screen

allow you to throw your set item or open

the Moves, Items, or Team menu with a
single tap.

OPEN THE MAIN MENU
CHOOSE MENU OPTIONS

R Button

SELECT MULTIPLE ITEMS
DESELECT MOVES

ENFORCE DIAGONAL MOVEMENT:
Hold the button to restrict move-
ment to the diagonal axis.

THROW A SET ITEM:

Press L and R simultaneously.

A Button

TALK

CHOOSE MENU OPTIONS
PERFORM A BASIC ATTACK
REST:

Hold A and B to rest on your turn.
USE THE LEADER'S SET MOVE:
Press L and A simultaneously.

B Button

CANCEL MENU OPTIONS
OPEN OR CLOSE THE MAIN MENU
RUN:

Hold B and press the Control Pad

to run.

REST:

Hold A and B to rest on your turn.
EXPAND THE MESSAGE LOG:
Press L and B simultaneously.

Tap an adjacent enemy with your stylus
to use your basic attack against that
enemy. Tap it twice to use your set move

POKEMON MYSTERY DUNGEOM 7




WHO ARE YOU?

If you answer the quiz questions honestly, you’ll be assigned the Pokémon

that best matches your nature. Not happy with that one? Use the answer list

here to get your favorite!

L]
Choosing a Character [resonmiiyrye | [pokémon  Boyd @9
At the beginning of the game, you'll be asked nine of Brave Bulbasaur DOCILE AL
over 50 possible questions. Each answer affects your Calm Charmander HarDy BRAVE
score in 13 personality types. At the end, the persanality Chikorita R DOCILE
type that has the highest score determines which of the Docile
; : E Cubone LONELY  IMPISH
16 hero Pokemon you will become. (You will then be Ha m s
allowed to choose one of the remaining Pokémon to be C‘fl’lda'lll.lll TIMID -
your partner.) Hasty Eevee - NAIVE
If you want to be a specific Pokémon, check the chart : Macho
to the right to see what personality type you need to Impish P SRWE -
pretend to be when you take the guiz. This is an impor- lﬂ“'f Meowth QUIRKY -
tant decision, so consider your answers carefully! Hudkip CALM TIMID
R ' : Lonely Pikachu IMPISH HARDY
! i . |Naive Psyduck
i RELAXED  LOMELY
- Boyor Girl? _ Povd
i { 1 - HASTY
. Pokemon of different genders have different per- Qu I‘k\' 3 ‘I:fl
| sonality types, so the same answers will resultin .~ | Relaxed quirtie ol =
. different Pokémon for each gender. Only girls can Torchic HASTY SASSY
| get Eevee, Chikorita, and SKitty, while only boys -~ | Sassy Totodile NAIVE JOLLY
- 'can get Meowth, Machop, and Cyndaquil. ;
R PR O 7T Timid Treecko SASSY  QUIRKY
The Quiz Questions
To get a specific Pokémon, look up the questions you're asked, and choose whichever answer P T N
matches that Pokéman's nature. For example, to get Skitty, choose answers that give you points ity-Type Points Allotted
for the Hasty type, and pick Girl at the end of the quiz. The questions you're asked are random, so ~
you may have to restart several times before you're asked questions with passible Hasty answers. 0 S a -
= £ - ™, ) o =~ o, - >
Questions (in alphabetical order) Possible Answers Rt - %
A delinquent is hassling a girl on a busy street! Help without hesitation 3
What will you do? Help, even if scared F] 2
Call the police 1 1 1
Do nothing out of fear F]
A foreign person has started up a conversation Haha! Yes. Very funny!
with you. To be honest, you don't have a clue Um ... Could you say that again? 2
what this fellow is saying. How dao you reply? Right ... Well, | gotta go 2
A friend brought over something you'd forgotten. Say thank you regularly 2
How do you thank your friend? Say thanks with a joke 1 1
Say thanks, but be cool 2
A human hand extends out of a toilet! Scream and run 2
What would you do? Close the lid without a word 2 1
Shake hands with it 1 2
A test is coming up. How do you study for it? Study hard 2
At the last second 2
Ignore it and play
Are there many things you would like to do? Yes 1
No 2 1
Are you a cheerful personality? Yes 1
No 1 1
Are you often late for school or meetings? fes 1 2
No 2 1

8 NINTENDO PLAYER'S GUIDE




- WHOAREYOU?

Personality-Type Points Allotted
Wy
- . =
. . . = ) ~ = - 0
Questions (continued) Possible Answers ot daey . : gy O
Can you focus on something you like? Yes 2 1
Mo 2
Can you go into a haunted house? Mo problem 3
Uh...N-No...
with someone | like 2
Can you sincerely thank someone Yes 2
when you feel grateful? No 1 2
Do you dream of lounging around idly s
without much excitement? Mo 2
Do you fall asleep without noticing? es 2
No 2
Do you hate to be the last person to leave s 2
class at the end of the day? Mo i 3
Do you like groan-inducing puns? Love them! 3 1
A little 2
Spare me 2
Do you like pranks? Yes 2
No 1 1
Do you like to imagine things for Yes 2
your own amusement? Mo 2
Do you like to noisily enjoy yourself Yes 1 2
with others? MO
Do you often yawn? Yes 1
No 1 2
Do others often call you childish? Yes 2 1
MO
Do others tell you to watch what you say? Yes 2 1
No
Do you feel lonesome when you are alone? Yeg 2
No 2
Do you get the feeling you've slowed Yes 2
down lately? No 2
Do you like to fight? Yes 1
NO 1
Do you occasionally consider yourself Yes 1
to be dull and overly cautious? No 2
Do you sometimes run out of things s 2
to do all of a sudden? No 2
Do you tend to laugh a lot? Yes 1 2
No F
Do you think you are cool? Yes 2
Be honest. No 2
Grab any digit on your left hand with your Thumb
right hand. Which digit did you grab? Index finger 2
Middle finger F]
Ring finger 2
Little finger 2
Have you ever made a pitfall trap? Yes 1 2
No
How quickly do you respond to email? Reply right away 1 1
May reply, may not 2
Too much trouble 5
It's a pleasant day at the beach. This feels great! 2
How do you feel? Snare . .. 2
| want to go home soon! 2
It's a weekend, but no one will play with you ... GO on atrip i 1
what do you do? Hang around vacantly 2
Huddle in a corner 3
It's the summer festival! Love them! 2
Do you like Carnivals? Don't care 1 1

POKEMON MYSTERY DUNGEON 9
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Questions (continued) Possible Answers ~ < g
It's the summer holidays! Where would you The beach! 2
like to go? Spas 2
Anywhere 2
0n vacation outings, you wantto . .. Go alone 1 1
Go with others 1 1
Ssomebody calls you “weird but funny.” Happy! 1
How does that make you feel? Not happy 1
The road forks to the right and left. Instantly go right 2
You are told there is a treasure on the right. It's a trap! Go left
What do you do? Choose either side 2
There is a bucket. If you put water in it, Full 2
how high will you fill it? Half 2
A little 2
There is a person you like _. . but there is Bravely declare my love 1 3
no opportunity to get close. What do you do? Might say hello 2
Pull a prank to get attention 2
Look from afar 2
There is a scream from behind a door! Yank open the door 1 2
How will you react? Scream in unison
There is a wallet on the side of the road. Turn it in to the police 2
What do you do? Yay! Yay!
Iz anyone watching . . . 2
There is an alien invasion! What will you do? Fight* * Chooosing “Fight” results in the follow-up question below
Run 2
Ignore it
You valiantly fight the Aliens . . . but you are Rule with the Aliens
defeated . ... An Alien says to you “You have Refuse 4
impressed us. It was a pleasure to see you.
Join us and together we shall rule the world.”
How do you reply?
What do you do with your room’s light Leave it on 1 2
when you're going to bed? Turn it off 2
When the going gets tough, do you get going? Yes 2 2
No 2
You are offered a choice of two gifts. Big box 2
which one will you take? Small bax 2 1
You are suddenly locked inside a pitch-black Kick the door 2
room! What do you do? Cry 2
Clean it 1 2
You broke a rotten egg in your room! Open a window right away 2 1
What do you do? Take a sniff first
You come across a treasure chest! Open it right away! 2
What do you do? Mo...ltcouldbeatrap... 2
It's going to be empty ...
You receive a gift! But you don't know what's in it. Open it now 2
You're curious, 5o what do you do? Open it later 2
Get someone 1o open it 2
You win a lottery! What do you do with Spend it now 1 2
the money? Save it i 1
Give it away ] 2
Your country’s leader is in front of you. Speak calmly 2
How do you speak to him or her? Speak nervously 2
WHATEVER!
Your friend fails to show up for a meeting at Become irritated 1 2
the promised time. What do you do? Wait patiently
Get angry and bail 3
Your friend is being bullied! What do you da? Face up to the Bully 3
Caution the Bully from afar 2
Heckle the Bully from behind 2
You're going bungee jumping for the first time. Yes 3 1
Since it's scary, you decide to test the rope No 1 2
with a doll. . .. The bungee cord snaps!
Will you still try to make the jump anyway?

1 0 NINTENDO PLAYER'S GUIDE




i WHO ARE YOU? / STARTING POKEMON
vou APPEAR TO BE ... DOCILEC’/CALMQ

BULBASAUR

HP bbb Special Attack Be=-D-[>[>

L Ability: Overgrow Attack >-B-B=C> Special Defense bbb
TYPE: GRS PSN Terrain Ability: Ground Defense b=-b=p-p= Size [

« The arrows represent each stat’s growth
rate. (See page 148 for details.)

What to expect as Bulbasaur

Grass-types can have a tough time with the many Fire-, Ice-, Flying-, and Poison-type Pokémon 1
in the first half of the game. Fortunately, Bulbasaur excels at dishing out heavy Special Attack i ]
damage and can use Poisonpowder and Sleep Powder to great effect against bosses. ARl i

RECOMMENDED LINK MOVES:
Growl +Vine Whip NRM + GRS

Weaken your foes’ Attack score and follow
up with a vicious Grass-type attack.

Razor Leaf + Sleep Powder GRS + GRS
Razor Leaf targets a distant foe while Sleep
Powder keeps nearby enemies at bay.

 RECOMMENDED PARTNERS:

Choose a strong partner
who can take on lce-,
Fire-, and Flying-type
bosses while Bulbasaur
hangs back and uses
ranged attacks. Electric-
type Pikachu or any
water-type will do nicely.

AVAILABLE PARTNERS i
Charmander 1 11‘.1"
Cyndaquil t
Mudkip
Ay Y Pikachu

i 1 LAEE squirtle
Squirtle Torchic
Type: WTR Totodile

Rescue-Team Base Friend Area

. This is what your team base will look like BEAU PLAINS—This Friend Area will be
when it's completed (see pages 77-78). given to Bulbasaur heroes and partners.

— g
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@ YOU APPEAR TO BE.... HARDYQC'/BRAVEQ

CHARMANDE

HP  p-b=B-[> Special Attack B>p-p-[>
Ability: Blaze Attack B=B=B=B= Special Defense BB
Tvee: FIRE |

Terrain Ability: Magma Defense B>-p>p-p> Size B IT7]

= The arrows represent each stat’s growth
rate. (See page 148 for details.)

What to expect as Charmander

Charmander hits the ground running, learning great attacks like Ember and Metal Claw
early. After that, you'll need to rely on TMs to learn any new offensive moves
before Level 31. The ability to cross lava terrain is a plus.

RECOMMENDED LINK MOVES:

Scratch + Growl NRM + NRM
Link up this simple attack-and-defend combo
as soon as the Link Shop opens.

Metal Claw + Rage STL+NRM
This is a great boss combao that ensures your
Attack score rises significantly every turn.

RECOMMENDED PARTNERS:

The Ground- and Rock-
type foes in Magma
Cavern will be trouble
for Charmander. Pick a
Water- or Grass-type
partner who can shatter
them easily.

AVAILABLE PARTNERS
Bulbasaur

Chikorita

Mudkip

Pikachu

Squirtle

Totodile

Treecko

Rescue-TeamBase  Friend Area

This is what your team base will look like ' M. CLEFT—This Friend Area will be given
when it's completed (see pages 77-78). to Charmander heroes and partners,

1 2 NINTENDO PLAYER'S GUIDE




o YOU APPEARTO BE.. . JOLLYC/RELAXEDQ

SQUIRTLE

Ability: Torrent
Tvee: WTR Terrain Ability: Water

What to expect as Squirtle

Squirtle has great Defense and Special Defense scores and several Defense-boosting

moves, making it a fairly safe choice. Lots of good Water-type moves combine well with
Rain Dance later in the game, and the ability to cross water terrain is very valuable.

RECOMMENDED LINK MOVES:
Tail Whip + Tackle NRM +NRM

Lower your target’s Defense before swinging
with this basic attack move.

Bubble + Withdraw WTR + WTR

Hit bosses from afar with Bubble while boost
ing your Defense for when they reach you.

RECOMMENDED PARTNERS:

Squirtle is vulnerable to
Grass-types, so a Fire-
type partner is the obvi-
ous choice. Also consider
Bulbasaur, who can fight
Grass with Poison and is
better against enemy
Water-types.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita

Cyndaquil

Pikachu

Torchic

Type: FIRE Treecko

Rescue-Team Base

This is what your team base will look like
when it's completed (see pages 77-78).

Friend Area

TURTLESHELL POND—This Friend Area will
be given to Squirtle heroes and partners.

STARTING POKEMON

2 62 S

HP B> Special Attack  be-pe-po- >
Attack === Special Defense b=
Defense B> Size T 1

« The arrows represent each stat's growth
rate. (See page 148 for details.)

POKEMON MYSTERY DUNGEON 1 3



YOU APPEAR TU BE... IMPI‘SHCfl /HARDYQ

PIKACHU

rvee: ELC

What to expect as Pikachu

Pikachu doesn't have many direct attacks, but its versatile list of moves includes Quick Attack
and several attacks that can paralyze foes. Pikachu doesn't have a lot of HP or great Defense
scores, but as a rare Electric-type starter, it doesn’t have many bad matchups to worry about.

RECOMMENDED LINK MOVES:
Quick Attack + Growl NRM + NRM

Link ranged moves together for best results.

Thunder Wave + Thundershock ELC+ELC

This combo gives you two chances to para-
lyze a foe. Use it to immobilize bosses while
your friends dish out damage.

RECOMMENDED PARTNERS:

Pikachu can choose from
. among nine partners.

Aim for a versatile part-
ner whose abilities com-
bine well with Pikachu's.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita
Cyndaquil
Mudkip
Squirtle
Torchic
an @ Totodile
Chikorita Treecko
Type: GRS

Bulbasaur
Type: GRS-PSN

Rescue-Team Base

This is what your team base will look like
when it's completed (see pages 77-78).

1 4 MINTENDO PLAYER'S GUIDE

Friend Area

ENERGETIC FOREST=This Friend Area will
be given to Pikachu heroes and partners.

Ability: Static
Terrain Ability: Ground

e NN | g
L o 4
.- e - ~
v?- 3%3-' :w

HP BB Special Atfack -0
Attack =p=p=p= Special Defense B=p=p=p-
Defense B=B=B=p= Size 11

« The arrows represent each stat's growth
rate. (See page 148 for details.)



YUU APPEAR TO B QUIRKYCJ”

MEOWTH

Tvee: NRM

What to expect as Meowth

Meowth has solid stats, and its mostly Normal- or Dark-type moves should be useful in
any situation. As a bonus, the Pickup ability and Pay Day move will produce extra loot.
Seek out TMs like Shadow Ball, Toxic, or Thunderbolt to improve Meowth's move diversity.

RECOMMENDED LINK MOVES:

Scratch + Bite NRM + DRK
If this double hit doesn’t KO its target, the
Bite cringe effect may make it lose its turn.

Screech + Pay Day NRM +NRM
Lower your target’s Defense so you can get
the KO with Poké-producing Pay Day.

RECOMMENDED PARTNERS:

Meowth has 10 partner
choices, but you should
consider only Water- or
Grass-types who can help
defeat Rock-type foes.

Tatodile AVAILABLE PARTNERS
Twne-wtp  Bulbasaur
TpEEt Charmander
Chikorita
Cyndaquil
Mudkip
Pikachu
Squirtle
Torchic
Ireecko  Totodile
Treecko

Rescue-Team Base Friend Area

This is what your team base will look like ENERGETIC FOREST—This Friend Area will
when it's completed (see pages 77-78). be given to Meowth heroes and partners.

Ability: Pickup
Terrain Ability: Ground

STARTING POKEMON

HP B-p- - Special Attack -
Attack  B=p=P=> Special Defense ===
Defense b=p=p>> Size |

« The arrows represent each stat's growth
rate. (See page 148 for details.)
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@ YOU APPEAR TO BE ... RELAXEDO'/LONELYQ

PSYDUCK

TYPE: WTR

What to expect as Psyduck

Psyduck has good offensive stats, can cross water terrain, and comes with two great abili-
ties that protect the party from certain traps and bad weather. On the other hand, Psyduck
has poor HP and Defense scores and is hampered by a shortage of attack moves.

RECOMMENDED LINK MOVES:

Tail Whip + Scratch NRM + NRM
This is a simple combo that lowers a foe's
Defense right before the attack connects.

Confusion + Screech WTR + NRM
If this combo doesn’t confuse its target, it will
at least leave it damaged and weakened.

RECOMMENDED PARTNERS:

Choose a partner that
excels at offense to com-
pensate for Psyduck's
shortage of damage-
dealing attack moves.
Any of the three Fire-
Charmander types should fit that bill.
Type: FIRE

AVAILABLE PARTNERS
| Bulbasaur
| Charmander
Chikorita
Cyndaquil
Pikachu
. sl Torchic
Torchic Treecko
Type: FIRE

Rescue-Team Base Friend Area

This is what your team base will look like TURTLESHELL POND~—This Friend Area will
when it's completed (see pages 77-78). be given to Psyduck heroes and partners.
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Ability: Damp/Cloud Nine

Terrain Ability: Water

Hp BB Special Attack BB
Attack =B Special Defense b
Defense b=b=p=p> Size | I

= The arrows represent each stat’s growth
rate. (See page 148 for details.)




STARTING POKEMON

YOU APPEAR TO BE . .. BRAVEC

- MACHOP

HP B> Special Attack BB

Ability: Guts Attack  B=B=B>[> Special Defense B=p=p=p>
TYPE: FTG Terrain Ability: Ground Defense B> Size . EEN

+ The arrows represent each stat’s growth
rate. (See page 148 for details.)

What to expect as Machop |

Machop's mighty Attack scores and Fighting-type moves will make most battles a breeze,
especially with the exceptional Guts ability doubling your Attack whenever you have a sta-
tus condition. However, the game’s many Flying-type bosses will give Machop fits.

RECOMMENDED LINK MOVES:
Focus Energy + Karate Chop NRM +FTG

Few foes can survive a critical hit from a
deadly Machop Karate Chop.

Low Kick + Seismic Toss FTG+FTG
If Low Kick fizzles against a foe with no feet,
at least Seismic Toss is a sure bet.

RECOMMENDED PARTNERS:

Pikachu is the best
choice to help Machop
beat Flying-types, but
Water- or Fire-types also
" make decent partners.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita
Cyndaquil
Mudkip
Pikachu
squirtle
Torchic
Totodile Totodile
Type: WTR Treecko

| -
Rescue Team Base Friend Area
This is what your Team Base will look like MT. DISCIPLINE—This Friend Area will be
when it's completed (see pages 77-78). given to Machop heroes and partners.
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@ YOU APPEARTO BE ... LONELYCS'/IMPISHQ

UBONE

What to expect as Cubone

It takes a while for Cubone to learn any good attacks (the first comes at Level 9), but when it
does, look out! Cubone gets incredibly powerful moves, from cringe-inducing Bone Club and
Headbutt to Bonemerang (at Level 25), a long-range, high-power move that hits twice.

RECOMMENDED LINK MOVES:

Tail Whip + Bone Club NRM + GRD
Lower your target’s Defense before you
swing with a mighty physical attack.

Focus Energy + Bonemerang NRM + GRD
This ruthless combo can KO bosses before
they even reach you.

RECOMMENDED PARTNERS:

As a Ground-type,
Cubone has a lot of vul-
nerabilities. Choose a
resilient partner who can
protect you.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita
Cyndaquil
Mudkip
Pikachu
Squirtle
Torchic
Totodile
Treecko

Rescue-Team Base

This is what your team base will look like
when it's completed (see pages 77-78).

1 8 NINTENDO PLAYER'S GUIDE

Tvpe: GRD

Friend Area

MT. DEEPGREEN-This Friend Area will be
given to Cubone heroes and partners.

Ability: Rock Head/ Lightningrod
Terrain Ability: Ground

HP BB Special Attack -
Attack BB Special Defense b=
Defense B> Size |

» The arrows represent each stat’s growth
rate. (See page 148 for details.)
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STARTING POKEMON

YOU APPEARTO BE. .. NAIVEQ

EEVEE

Ability: Run Away
Tvre: NRM Terrain Ability: Ground

What to expect as Eevee

Eevee has a weak selection of moves, and can use only a few TMs. It can evolve into one of a
number of great Pokémon later in the game, though, so Eevee fans and experienced play-
ers may enjoy it. But beginners who get Eevee as a starter may want to take a second try.

RECOMMENDED LINK MOVES:

Tail Whip + Tackle NRM +NRM
Lower your foe's Defense and strike.

Helping Hand + Baton Pass NRM + NRM
Helping Hand gives a great stat boost to all
of your allies, then Baton Pass swaps your
positions to put them on the front line.

RECOMMENDED PARTNERS:

Eevee has good Defense
and HP scores, so choose
an offense-oriented
partner to round out

your party.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita
Cyndaquil
Mudkip

| Pikachu

| Squirtle
Torchic
Totodile
Treecko

' Rescue-TeamBase Friend Area

- This is what your team base will look like ‘ #' TRANSFORM FOREST—This Friend Area
- when it's completed (see pages 77-78). . will be'given to Eevee heroes and partners.

HP  B=b-B-[> Special Attack B>D-b-b>
Attack B=B=B=B= Special Defense bbb
Defense B=B=b=B= Size T

» The arrows represent each stat’s growth
rate. (See page 148 for details.)
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@ YOU APPEARTO BE...DOCILEQ

CHIKORITA

HP B b Special Attack bbb

Ability: Overgrow Attack BB Special Defense bbb
TYPE: GRS Terrain Ability: Ground Defense B>-B>D=p> Size [

« The arrows represent each stat’s growth

rate. (See page 148 for details.)

What to expect as Chikorita

You can't beat Chikorita for versatility. Reflect is a great defensive move, Poisonpowder is
an effective antiboss tactic, and Synthesis is a solid healing move. Chikorita doesn't learn
many direct attacks, so playing it effectively will require a bit of creativity.

RECOMMENDED LINK MOVES:
Reflect + Poisonpowder PSY + PSN

Reflect will reduce incoming damage, buying
you time while the poison eats away at foes.

Synthesis + Solarbeam GRS + GRS
The HP boost of Synthesis will help you sur-
vive Solarbeam’s one-turn delay.

RECOMMENDED PARTNERS:

Choose a partner with a
wide variety of direct
attack moves to take the
offensive lead while
Chikorita blocks enemy

- attacks with its effective
Defensive moves. w
AVAILABLE PARTMNERS

Charmander
Cyndaquil

Mudklp r

Pikachu ﬂ
Squirtle .
Torchic

Totodile

Rescue-Team Base Friend Area

This is what your team base will look like BEAU PLAINS—This Friend Area will be
when it's completed (see pages 77-78). given to Chikorita heroes and partners.
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What to expect as Cyndaquil

Cyndaquil offers strong Defense stats without sacrificing the Special Attack that powers
its Fire-type moves. You won't learn the basic Fire-type move Ember until Level 12, but

YOU APPEAR TO BE ... TIMIDG

CYNDAQUIL ¥

STARTING POKEMON

HP B Bp=> Special Attack B[
Ability: Blaze Attack ®>=B>p>C> Special Defense BB
TYPE: FlRE Terrain Ability: Magma Defense B=B=B=p= Size [ .

- The arrows represent each stat’s growth
rate. (See page 148 for details.)

after that Cyndaquil will learn powerful attacks regularly. : '

RECOMMENDED LINK MOVES:
Leer + Smokescreen NRM+NRM

Striking at both Defense and Accuracy will
take any boss down a notch.

Tackle + Ember NRM+FIRE

Link these two low-power, high-PP moves to
make a solid staple attack.

RECOMMENDED PARTNERS:

A Grass-type partner is
the best way to deal
© O with the Pokémon that
-~ @ Fire can't beat. Pikachu is
also worth considering,
b [ 142 asits Paralyze-inflicting
Pikachu moves will add some
Type: ELC versatility.

AVAILABLE PARTNERS
Bulbasaur

Chikorita

Mudkip

Pikachu

Squirtle

Totodile

Treecko

Rescue-Team Base

This is what your team base will look like
when it's completed (see pages 77-78).

Friend Area

SCORCHED PLAINS—This Friend Area will
be given to Cyndaguil heroes and partners.
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YOU APPEARTO BE... NAIVEC'/JOLLYQ

TOTODILE

HP  B=B=B=[> Special Attack B=B=B=-[>
Ability: Torrent Attack B>B>P>[> Special Defense bbb
rvee: WTR ty

Terrain Ability: Water Defense B P[> Size | I

+ The arrows represent each stat’s growth
rate. (See page 148 for details.)

What to expect as Totodile

Totodile has the best defensive stats among the Water-type Pokémon. It learns a wide
assortment of attacks, but relatively few of them are Water-type, limiting its offensive
prowess early in the game. The ability to cross water terrain is a definite plus.

RECOMMENDED LINK MOVES:

Leer +Scratch NRM + NRM
Reduce your foe's Defense before striking.

Scary Face + Bite WTR + DRK
Scary Face causes your foe to get fewer turns,
and Bite's cringe effect could cost it its next
turn.

 RECOMMENDED PARTNERS:

Totodile’s moves are
solid but simple, so it
can benefit from a versa-
tile partner that can
inflict status conditions
as well as damage.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita
Cynadaquil

. Pikachu

. Torchic

Treecko

Friend Area

| Tnisiswhat your team base will look like ~  RUB-A-DUB RIVER—This Friend Area will
L when it's completed (see pages 77-78). ' be given to Totodile heroes and partners.
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@ YOU APPEAR TO BE ... SASSYC' /QUIRKYQ

STARTING POKEMON

HP B> Special Attack B

Ability: Overgrow Attack B>-B>p-B> Special Defense B>
TYPE:GRS Terrain Ability: Ground Defense =P Size |

» The arrows represent each stat’s growth
rate. (See page 148 for details.)

What to expect as Treecko

Treecko's series of HP-draining moves (Absorb, Mega Drain, and Giga Drain) allows it to KO
foes while keeping itself at full health. However, bosses can exploit Treecko's weak Special
Defense score to KO it with powerful special attacks.

RECOMMENDED LINK MOVES:

Leer + Pursuit NRM + DRK
Kick off every long fight by weakening your
foe and setting Treecko up to reflect all
incoming damage.

Absorb + Pound GRS+ NRM

steal some life and pound away the rest.

RECOMMENDED PARTNERS:

Choose a resilient part-
ner who can step for-
ward in tough boss
fights where Treecko’s
weak Special Defense

; makes it a liability on
Cyndaquil the front line.

Type: FIRE

AVAILABLE PARTNERS
Charmander
Cyndaquil

Mudkip

Pikachu

Squirtle

¥ Torchic

Totodile

Rescue-Team Base Friend Area

This is what your team base will look like OVERGROWN FOREST-This Friend Area
when it’s completed (see pages 77-78). will be given to Treecko heroes and partners.
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TORCHIC

Tvee: FIRE

YOU APPEAR TO BE ... HASTYC/SASSYQ

~ What to expect as Torchic

Whereas the other Fire-types excel at raw power, Torchic's strength is its versatility. Its
aftacks may not be very powerful, but a wide array of move types can give Torchic an offen-
sive edge. Torchic is a good choice for careful type-matchers.

RECOMMENDED LINK MOVES:

Focus Energy + Scratch NRM + NRM
Scratch’s power is effectively boosted by 500

' sandAttack + Ember GRD + FIRE

when it follows Focus Energy.

These two moves can strike diagonally, and
they have similar PP scores.

RECOMMENDED PARTNERS:

Chikorita pairs well with
just about anyone. To
complement Torchic’s
versatility, choose a
Grass-type like Chikorita.
Squirtle is a good choice
if you'd rather add some
raw power to your team.

AVAILABLE PARTNERS
Bulbasaur
Chikorita
Mudkip
AT Pikachu
LR M squirtle
Squirtle Totodile
Type:WTR Treecko

Rescue-TeamBase  Friend Area

_555 This is what your team base will look like  SCORCHED PLAINS~This Friend Area will
| ‘when it's completed (see pages 77-78). | j' be given to Torchic heroes and partners.

Ability: Blaze
Terrain Ability: Magma

HP  B=B-BC> Special Attack  B>D>D>-p>
Attack  B>>B>-B> Special Defense B> p-p-

Defense p-p-p-[> Size

« The arrows represent each stat’s growth
rate. (See page 148 for details.)
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STARTING POKEMON

YOU APPEAR TO BE. .. CALMC/TIMIDQ

MUDKIP

HP B=b=p-[> Special Attack  B=p>-De-p

Ability: Torrent Attack  B=B=B>[> Special Defense BB
Tvee: WTR Terrain Abiliy: Water Deferse B> Size .

« The arrows represent each stat’s growth
rate. (See page 148 for details.)

~ What to expect as Mudkip

Mudkip grows into a Water-and-Ground-type when it evolves, and this destiny allows it to use
Ground-type moves like Mud-Slap and learn the excellent TM Dig. Mudkip learns many good
moves in the first 10 levels, but after that you'll need to rely largely on TMs and HMs.

RECOMMENDED LINK MOVES:
Mud-Slap + Water Gun GRD + NRM

This is a pair of strong moves with similar PP
amounts and the ability to strike diagonally.

Tackle + Whirlpool NRM +WTR
Link Whirlpool to any move for a bit more
damage and a chance to immobilize the foe.

RECOMMENDED PARTNERS:
S

Like Mudkip, Torchic
evolves into a dual-type
Pokémon, giving you
access to four types of
moves later in the game.
If you prefer a more
focused partner, Treecko
is a good choice.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita

Cyndaquil

Pikachu

Torchic

Treecko

Rest'ue-Team 'Base Friend Area

This is what your team base will look like ! | PEANUT SWAMP—This Friend Area will be
- when it's completed (see pages 77-78). - given to Mudkip heroes and partners.
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YOU APPEARTOBE. .. HASTYQ !

SKITTY

What to expect as Skitty

Easily the strangest of the starters, Skitty can't do much damage until it reaches high levels.
Instead, Skitty relies on condition-inflicting moves and its Infatuated-causing Cute Charm
ability. Skitty is a good choice for players who are looking for something different.

WP BB SpecialAttack B-B-BD>
Ability: Cute Charm Attack === Special Defense B
Tvee: NRM Terrain Ability: Ground Defense B>B>B>-B> Size C mm-

+ The arrows represent each stat’s growth
rate. (See page 148 for details.)

RECOMMENDED LINK MOVES:
Tail Whip + Tackle NRM + NRM

These moves form a simple combo that low-
ers a foe's Defense before damaging it.

Attract +Sing NRM + NRM
Charm a foe or sing it to sleep; either way,
you'll stop it in its tracks.

RECOMMENDED PARTNERS:

Choose a partner who
can deal the most dam-
age to the foes Skitty
has charmed or put to
sleep.

AVAILABLE PARTNERS
Bulbasaur
Charmander
Chikorita
Cyndaquil
Mudkip
Pikachu
Squirtle
Torchic
Totodile
Treecko

Rescue-Team Base Friend Area |

This is what your team base will look like ENERGETIC FOREST—This Friend Area will
when it's completed (see pages 77-78). ! be given to Skitty heroes and partners,
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~ The Life of a Rescue-Team Leader

RESCUE-TEAM BASICS

Pokémon Mystery Dungeon stars all of the Pokémon you know and love, but has a rad-
ically different structure from previous games. Your rescue-team training begins here!

The goal of a rescue team is to help your fellow Pokémaon, either by taking simple rescue jobs from friends and bulletin-
board postings, or by pursuing a long-term quest to put an end to a recent spate of natural disasters. These jobs will take

your team into the depths of nearly 50 different dungeons, where you'll recruit new friends, solve mysteries, and find hun-
dreds of items. The diagram below shows what happens in a typical day, and the pages that follow discuss how to acquire,

prepare for, and successfully complete rescue jobs.
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Team Base
Dungeon
Missions

You can visit dun-
geons to accomplish
storyline objectives,
save Pokémon in
optional rescue jobs,
or simply hunt for
items, Exp. Points,
and new rescue-team
recruits.

Overworld
Map

Leave town via the
west exit to visit your
teammates in their
Friend Areas and give
them gummis or add
them to your party.
Leave town via the
south exit to travel to
any unlocked dungeon.

Pelipper Post Office

Go to the post office to take rescue jobs off
the bulletin board or fulfill rescue requests
for your friends.

This is the hero’s home and base of opera-
tions. After completing any dungeon, you
will return here to rest and begin a new day.

Check
Your Mail

Check your mail
every day 5o you can
read the Pokémon
News and rescue-job
requests. Be sure to
store the Pokémon
News after you read it
so you'll have space
for more.

Pokémon
Square

Head into town to buy
items and Friend
Areas, link moves,
bank extra cash, and
put excess items into
storage. You can also
chat with other
Pokémon to learn
about new story
developments.
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TARTRG POKEVON | RESCUIETEAM BASKS

Q. What happened
to the Trainers?

A You won't find any in this world! In

* Pokémon Mystery Dungeon you play as a
Pokémon in a world of Pokémon. Your team will
consist of the friends you make during your guest
and the wild Pokémon you recruit along the way.

Q.How do I catch
Pokémon?

You don't. Instead, you recruit wild
*®  Pokémon by defeating them in combat and
impressing them with your strength. The higher-
fevel you are, the easier this will be. You can
recruit wild Pokémon only if you already own
their Friend Area (see page 46) and have enough
room for them in your current party.

Q. What is a rescue team?

A The world of Pokémon is full of perilous

* dungeons where innocent Pokémon can
become trapped or KO'ed. When that happens, a
call is sent out for a rescue team to save them,
bring them an item, or escort a friend to them.
Same rescue jobs are posted on the bulletin
hoard outside of Pelipper Post Office, and others
are mailed directly to rescue-team bases. There is
a nearly infinite number of potential rescue jobs,
so you'll never run out of things to do in Pokémon
Mystery Dungean.

0. What are dungeons?

all of the action takes place in “dungeons”
® of between 3 and 99 floors. (The name is

somewhat of a misnomer, as many are above
ground or underwater.) The layout of dungeons is
randomly generated, so each time you enter, the
map will change! Placement of items and enemy
Pokémon is also random, so everyone who plays
will have a slightly different experience.

Q. How is combat
different in this game?

A Combat takes place in the same overhead
* perspective you use while exploring dun-
geans, and each Pokémon can now move freely
on the battlefield. While Pokémon have the same
moves they always had, those moves have new
attributes, such as range and area of effect, that
are very important. See page 35 to learn more.
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Each starting Pokémon has a unique base that will be reno-
vated as your guest progresses, custom-built to match that
Pokémon's preferred environment. Whenever you leave a
‘ dungeon after succeeding or failing at a job, you will return

~ Home Sweet Home

to your base automatically and be given an opportunity to
save your game. Your HP and PP will be completely refilled,
and all status conditions will be cleared. If you'd like to save
again, simply approach your bed,

SAVE GAME

Special Deliveries

As long as your mailbox isn't full, Pelipper will visit each day to drop off
rescue-job requests and new issues of Pokémon News. Check the mail each
day and free up space by storing old issues of Pokémon News.

You may alsa select Job List to review the jobs you've accepted and select
Take Job if you're ready to begin, Suspend if you want to put it off for another
day, or Delete to cancel it entirely. You can also select PKMN News to read
stored back issues of every rescue team’s favorite newspaper.

CHECK MAIL JOBLIST POKEMON NEWS

When you wake up and see Pelipper fly-
ing by, you know something new will be
waiting in your mailbox.

Pokemon Square

Pokémon Square is the center of Pokémon civilization in this
game. You'll want to visit before each job to catch up on the
latest gossip, buy supplies and Friend Areas, store excess
items, link moves, and deposit your extra cash, Turn to page
55 for full coverage of these resources.

FELICITY BANK GULPIN LINK SHOP
| KECLEONSHOP ~ WHISCASH POND ‘
‘ MAKUHITADOJO  WIGGLYTUFF CLUB |

KANGASKHAN STORAGE

The Makuhita Dojo is
just south of
Pokémon Square.
When it opens, you
can visit to train

your Pokémon
against certain

types of foes.

You'll find full cov-
erage on page 57.

Buying Friend Areas
from Wigglytuff is
essential to recruiting
new teammates. If
you have extra
money on hand,
this should be
the first place

] you visit!

W T T
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tactics for?

A In battle, you control only your party leader

* ' directly. All other Pokémon act independ-
ently, based on their personal 1Q and the tactics
you assign to them. IQ increases as Pokémon are
fed gummis, leading them to learn basic strategic
principles such as not using moves that are low
on PP, or targeting weaker foes before targeting
stronger-ones. Tactics are the general orders you
give each party member in combat, such as “Go
after foes” or “Keep your distance.” See page 42
for more information.

Q. How many Pokémon
can | have in my party?

The maximum is four, but there are a few
catches. First, you can énter most dungeons
with only three Pokéman, so you'll need to recruit
the fourth during the job. Second, you can have
only six size points’ worth of Pokémon in your
party. Most Pokémon have a size of one; but there
are a few larger Pokémon. So a team of one
Groudon (Four points) and one Salamence (two
points) wouldn't leave room for other members.

Q. How do | change my
rescue-team roster?

A Until you complete the game's main story-
* " line, you won't be able to remove your herg
or partner from your party. To add a third
Pokémon that you've already recruited, visit that
Pakémon'’s Friend Area, speak to the Pokémon,
and select Join Team. After completing the game,
you will also gain the Make Leader option and will
be able to put any recruit at the front of the pack.
Note that your party members will return to their
Friend Areas at the end of each day, so you must
reassemble your party before every rescue job.

Q. Is type-matching
stillimportant? |

A Yes. The types interact the way they have in

®' past.games, but the effects have been ;
slightly muted. For example, Fire-type attacks are '
still supereffective against Grass-type Pakémon, '
but instead of doing double damage, they now do
one-and-a-half times the damage. See page 36
for details.

Q. How are the moves
different in this game?

A All the usual moves appear in Pokémon
* 'Mystery Dungeon, but those moves may be

stronger or weaker than you remember. Now that |
range is a factor, some moves have the ability to
hit targets across the room or affect a room full of |

enemies. Old-school Pokemon fans should take
the time to reevaluate moves they've dis-
missed in the past—those moves may be

much stronger now.



Looking for Work?

Pelipper Post Office is where you can receive 505 Mail from

other players or send Thank-You Mail to the players who have
kindly rescued you. It's also where you'll find the
bulletin board, your main source of optional
rescue jobs. Read each entry carefully and

accept the jobs that look interesting and
have lucrative rewards. You can

accept eight jobs at once,
and you should try to
take as many jobs in any
one area as you can. That
way you can fulfill four or
five jobs in a single trip
and come home to a bevy
of grateful clients.

The Pelipper Post 0ffice bulletin board is
updated regularly, and old jobs will be

replaced with newer and more-challenging
ones as your rank rises and you unlock new
dungeons. If you see a mission with a good

RESCUE REQUESTS reward, accept it even if you don't intend
to do it right away. You can keep up to
THANK-YOU MAIL eight missions on your job list, and
they won't go away until you delete
BULLETIN BOARD them.

The world outside of Pokémon Square contains a small region of tranquil Friend Areas surrounded by vast wildlands that
contain nearly 50 different dungeons. Ta visit the Friend Areas, leave your team base via the west exit, where you'll be
prompted to choose the friend you wish to visit. When you're ready to challenge a dungeon, leave your team base via the
south exit: you'll be presented with a list of unlocked dungeons.

FRIENDAREAS  POKEMON TOWN

DUNGEONS

You aren’t allowed to explore the world
freely. Instead, you'll need to unlock
dungeons by beating other dungeons,
acquiring certain Friend Areas, recruit-
ing rare allies, or completing certain
storyline-related rescue jobs. Once
you've unlocked a dungeon, you can
revisit it any time you want, although
certain dungeons can be entered only
by certain Pokémon types or Pokémon
who know a particular HM move.

Entering a dungeon is a commitment, and you won't be allowed to leave until you succeed at your job or get KO'ed.
(withdrawing voluntarily is the same as a defeat, but an Escape Orb will allow you to leave early.) Before you visit each dun-
geon, make sure you have both accepted the job you want and selected Take Jobin the Job List menu. You may also visit
dungeons simply to explore and recruit, but if you do you won't be able to leave until you've completed the dungeon.

COMPLETE JOBS RECRUIT POK&MON DEFEAT BOSSES COLLECTITEMS

In optional rescue jobs, your
goal is to find a particular
Pokémon on a specified
floor. When you do, you'll be
given the option of using
your Rescue Team Badge to
return to Pokémon Square in
triumph. Opt to continue if
you have other jobs to do or
you just want to explore.

RESCUE-TEAM BASICS

Q. How is the item
system different?

A Your team's Toolbox (inventory) can hald 20
® ' jtems at a time, while each Pokémon can
hold a single item. The game features scores of
new items, including seeds and orbs that have
special effects on the battlefield, and damage-
dealing projectiles that you can throw at foes.
since you will find dozens of items in every dun-
geon, inventory management is a crucial aspect of
the game. You can’t pick up new items if your
inventory is full, so deposit unneeded items dili-
gently at Kangaskhan Storage in Pokémon Square.

0. What happened to the
Pokemon Center?

A The Pokémon Center does not exist in this

* game. You won't need its healing services,
since all Pokémon return to full health whenever
you return to your team base. The PC item stor-
age has been replaced with Kangaskhan Storage,
and you now read mail at Pelipper Post Office. It
is not possible to trade Pokémon out of Pokémon
Mystery Dungeon or challenge other players to
team-vs.-team battles.

0. So what multiplayer
features are there?

A Depending on which versions of Pokéman

*® Mystery Dungean you own, you and a friend
may be able to trade items, send each other res-
cue johs, find rare items with Tag mode and even
appear in each others’ games. Best of all, if your
team is KO'ed on a rescue job, you can ask a
friend's team to rescue you so you don't lose your
items and money. See page 60 for all the details.

Q. Howdo I raise and
evolve Pokemon?

Pokémon still level up by gaining Exp.

* Points in combat. You can also increase
their stats with items such as Iron and the new
gummis, which boost stats as well as 1Q if they're
fed to Pokémon who are in their Friend Areas.
However, it is not possible to evalve any Pokémon
until you've completed the game’s main storyline.
after that, Pokémon will be able to evolve at
Luminous Cave in Pokémon Sqguare. See page 45
for more information.

Q.Can I recruitall
386 known Pokémon?

A Yes! It won't be easy, but if you acquire

* every Friend Area and evolve all of your
Pokémon, you can acquire all 386 Pokémon in
Pokémon Mystery Dungeon. There are five
Pokémon that do not naturally appear ineach
version, but they can be recruited with a bit of
help from a friend who has the other version. See
“Wonder Mail” on page 60 to learn how to do this.
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DUNGEON EXPLORATION

Wild Pokémon are only one of the perils you'll face in your dungeon forays. Brace g
yourself for deadly traps, impassable terrain, harsh weather, and a rumbling belly. 5

Taking Turns and ovmg

At its core, Pokémon Mystery Dungeon is a
turn-based RPG. Every time you take a
step, use an item, or make an attack,
you've taken a turn. Each of your friends
gets to act next, then each of the floor's
wild Pokémon. At the end of every turn the
food in your belly decreases and you regain
HP, but only in fractional amounts—you
must take several turns before you see a
change in your HP or belly.
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Movement isn't just about getting around.
Take advantage of the eight directions of
movement when positioning yourself to
target enemies.

The Benefits of Diagonal Movement

You generally want to move through dungeons as quickly as possible to keep your
belly full and avoid unnecessary combat, Take advantage of your ability to move
diagonally to clear floars quickly and efficently.

| 6Moves 23
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-

If you are having trouble moving diagonally within a dungeon,
hold down the R Button to restrict your movement to diagonal
directions only. This will eliminate any possibility of accidental-
ly pressing the wrong direction.
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Skipping Turns to Heal

Since you regain a lost hit point every few
turns, you may be tempted to wander around
just to regenerate health. There's no need to
do this, since you can stand in one place and
zip through turns any time you like by holding
down the A and B Buttons. You'll gain health
quickly, but time will go on, which means
enemy Pokémon will keep moving. Time will
return to normal speed as So0n as any enemy
enters the room.

Fast Movement

If you want to zip through a floor you've
already cleared or a long hallway, hold down
the B Button when you press the Control
Pad to move. You'll do a superfast dash
in the direction you push, stopping auto-
matically when you come within one square
of an enemy, item, staircase, or hallway
entrance. This is a great way to get through areas quick-
ly, but it won't give you much time to prepare for enemy
encounters.

Keeping Your Stomach Filled

Each turn you take will consume a bit of the =
food in your party leader’s Belly. Additionally,
every Pokémon consumes a hit of food when
it uses a move (more if the move is linked) or
performs other actions. When your Belly hits
zern, you'll be weakened and you'll lose 1 HP
every turn. Starving allies won't lose HP, but
they won't be able to move, and can do only 1
point of damage. It's best to eat Apples to refill
your Belly, but other items can do in a pinch.

L ]
A Bigger Belly
You can eat three sizes of Apple. Not only do Big Apples and
Huge Apples fill you up more than the normal-size ones, but
they can also increase the size of your Belly, boosting the
amount of food it can hold by roughly 10%. However, this
increase will last only until you leave the current dungeon.

Edible Items
hpplES Apples are the game's main source of food and come in various sizes. :
Berries Berries heal status conditions and fill Pokémon bellies slightly.
Seeds Seeds strengthen or weaken Pokémon and fill their bellies slightly. ,
Drinks Drinks like Calcium improve base stats and fill Pokémon bellies slightly. :
Gummis Gummis raise Pokéman IQ and fill their bellies slightly.

Moving Around as a Team

When your teammates are set to the “Let's
go together™ tactic, they'll attempt to fol-
low in your exact footsteps. But getting
multiple allies to step exactly where you
want them to be can be tricky, especially
when trying to maneuver them over items,
into enemy range, or away from traps.

Open-Area Movement

When following their leader, team-
mates will stay where they are as long
as they're no more than one space
away from you. Note how in this exam-
le Magnemite does not move until you
step two squares away.

Independence - e L ' | |

Even when teammates are told to

follow you, they may get separated
from the flock during combat or
when stuck behind impassable ter-
rain. They're not very good at finding
their way back; so use your map to
catch up with them, or use the stairs,
which will make them rejoin you at
the start of the next floor.

Flip-Flop

Whenever you move into a space a
teammate is occupying, you will swap
places. This is a great way to pull a vul-
nerable ally out of combat, as Geodude
does for Rattata in this example.

Specific Positioning
When you want to put an ally some-
where specific, like on this Wonder
Tile, walls can get in the way. Move
down to pull Totodile into the tile,
switch places with Totodile, then with
Magnemite. Now you're all cured!
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Reading the Dungeon Map

You'll draw a map of each dungeon floor as you explore, recording not just the terrain but
the exact positions of items, stairs, traps, and Wonder Tiles. The map also functions as a
radar so you can keep track of your teammates and nearby foes.

MAP KEY:

. Leader . Teammate Enemy . Item

D Stairs Trap @ Wonder Tile

Adjust Your Map and Data Options

In Blue Rescue Team, you can divide the map and team data between the two screens
in six different ways. While in a dungeon, select Others from the main menu, then
choose Game Options. Select Dungeon and experiment with the six display modes until
you find the one you like.

The clear map display is a
popular choice since it
doesn’t obstruct the action.
But it can be hard to see in
light-colored areas, so don’t
forget that you can switch to
a shaded map at any time.
Alternatively, you can press
the Select Button to display
only the map.

Tracking Lone Teammates

When your teammates split up, the
default option is to switch the camera's
facus to a Pokémon whenever it gets
into combat. Switching back and forth
between far-flung allies can be jarring,
soyou may want to select Self for Far-
Off Pals in the Dungeon option screen.
This will keep the camera onthe leader
at all times.
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Dungeon Terrain

If you have the right ability, you can cross any type of terrain—even solid walls! Some
Pokérnon types have the ability to cross unusual terrain types, but any Pokémon that has
a high enough 1Q can learn how to cross any terrain with advanced All-Terrain Hiker and
Super Mobile skills. However, crossing special terrain can be dangerous in a mixed-type

party, since doing so will separate you
from allies who lack the ability to cross
that terrain type. In these situations,
use your terrain ability only to run to
stairs, grab items, or get the jump on an
enemy. Note that if you try to return to
ground terrain on a square where a
friend is standing, that friend will be

warped to a random spot in the dungeon,

Pokémon Types

Typically, Water-types have the abil-
ity to cross water, and Fire-types
have the ability to cross magma.
Flying-types can soar aver any-
thing, even chasms, but be very
careful about using them in magma
stages, since the lava spurts will
randomly cause the Burn condition
to anyone flying overhead. Since
there's no easy way to make Flvil'lg-
type allies avoid flying over magma
in a large dungeon, you may want
to leave them at home.

Breaking Walls

There are several ways to break
dungeon walls. The HM Rock
Smash is one, but the best is the
Super Mobile 1Q skill that allows
any Pokémon to punch through
easily. Ghost-types can pass
through walls, but it will take a toll
on their bellies.

H GROUND

a

B WATER

M FLOAT

Terrain and the Map

The onscreen map will show only ground terrain surfaces, so
water, magma, and float terrain will be indistin-
guishable from dungeon walls. You'll need to
focus on the terrain around you if you warnt to
find opportunities to take shortcuts or

reach seemingly inaccessible areas.

Ground terrain is the
basic dungeon-floor
surface that any
Pokémon can travel on.

Water is the most com-
mon special terrain
type, appearing in
roughly half of all
dungeons.

Float terrain has deep
chasms that appear in
certain dungeons. It is
fairly rare.

The world’s hot spots
have dungeons that
contain dangerous
lava pits.

Walls look different in
each dungeon. Break
them if you can—some
conceal rare items!




Dungeon Tiles

In addition to five terrain types, you'll find three special
types of tiles with unusual properties. Stairs appear in all

dungeons, while Wonder Tiles and the shopkeeper’s carpet

are rare treats.

DUNGEON EXPLORATION

Kecleon Shops

Sometimes the Kecleon take their stock on the road and set up shop in dungeons, giving
you a welcome opportunity to pick up needed items and sell extra stock. To make a pur-
chase, take an item and step off of the carpet. Make sure you have the cash to pay forit, or

M STAIRS

Locating the stairs is the main goal on
each dungeon floor. Stand on the
stairs and select Proceed to move to
the next floor. All stairs are one-way,
so there's no way to backtrack.

Dangerous Trap Tiles

The game's post-ending dungeons have scores of nasty
traps that you won't see until you step on an otherwise-
normal-looking square of terrain. You can reveal traps
with certain held items and

orbs, with 1Q skills like
Trap Seer, and by throw-
ing items onto them or
using basic attacks

from adjacent squares.

Unless you've
used a spedial
item, you won't
know where the

sturnble onto
them. Traps
appear only in
rooms, usually
near items or

hallways.

Revealed traps
can trigger multi-
ple times, so
make sure you

member onto a
trap after your
leader triggers it.

of team move-

B CHESTNUT TRAP

damage to any Pokémon who step on
thern.

M EXPLOSION TRAP

points of damage to wild Pokémon.

traps are until you

stairs, but never in

don't lead a party

Review the basics

ment on page 31.

Spiky Chestnut Traps do a flat 10 points of

When Explosion Traps blow up, they dam-

age each Pokémon within two squares. To
each ally it deals damage roughly equal to
half of that ally's remaining HP. It deals 80

you'll be branded a thief, and an army of Kecleon will appear to administer justice.

M WONDER TILE

its head, it means a move or trap has
lowered the Pokémon’s stats. Have
each affected Pokémon step on a
Wonder Tile to return to normal.

M GUST TRAP

A Gust Trap will send you flying 10
squares in any direction. If you hit a
wall or a Pokémon, you'll take a
small amount of damage.

M MUD TRAP

Mud Traps knock all of your basic
stats (Attack, Defense, Special
Attack, Special Defense) down by
one level.

W PITFALLTRAP

If your party leader steps on a Pitfall
Trap, it will take five points of dam-
age and fall to the next floor. If an
ally steps on the trap, it will be
removed from the dungeon entirely.

W POISON TRAP

A Poison Trap will inflict the Paison
condition on any Pokémon who steps
on it.

H POKEMON TRAP

When you step on this trap, all
unclaimed items in the current room
turn into enemmy Pakémaon of the
types that appear naturally on that
floor.

M PP-ZERO TRAP

When a Pokémon steps on a PP-Zero
Trap, a random move in its move list
will be reduced to 0 PP. Bring lots of
extra Max Elixirs to dungeons where
these are common.

Il SEALTRAP

Seal Traps seal one of the Pokémon's
known moves at random, preventing
it from being used until you reach a
new floor or use an item or ability to
cure the condition.

B SELFDESTRUCT TRAP

When Selfdestruct Traps blow up, they
damage adjacent Pokémon. To each
ally they deal damage roughly equal to
half of that ally’s remaining HP—40
points of damage to wild Pokémon.

If a Pokémon has a yellow arrow over

B CARPET

Carpet tiles
compose the
floor of Kecleon Shops. If you

set an item on the carpet, Kecleon will
buy it from you.

M SLOWTRAP

Slow Traps reduce a Pokémon’s movement
rate by 1, causing it to take turns less fre-
quently than other Pokémon.

M GRIMY TRAP

When you step on a Grimy Trap, an edible
item in your inventory will be transformed
into Grimy Food. You can eat Grimy Food,
but it will give you negative status condi-
tions, so eat it only near stairs.

M SLUMBER TRAP

Any Pokémon wha step on this trap will be
afflicted with the Sleep condition.

B SPIKED TILE

Spiked Tiles do a flat 20 points of damage
to any Pokémon who step on them.

M SPIN TRAP

Spin Traps inflict the Confuse condition. It’s
hard to avoid leading your allies onto the
same trap when you're confused, so rest of
use basic attacks until the condition wears off.

M STICKY TRAP

B SUMMON

sticky Traps cover the Pokémon’s held item
or a toalbox item with gunk. You can not
use or remove a sticky item. The item will
return to normal if you use a Cleanse Orb
or leave the dungeon.

TRAP

A sweet aroma spreads, spawning
between one and four enemy Pokémon
(of the type that occur naturally on that
floor) in the squares adjacent to the trap.

B WARP TRAP

When you step on a Warp Trap, you'll be
sent to a random location on the floor.
Warp Traps can actually be useful when
you're searching for the stairs.
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Your Vision inside Dungeons

Some dungeons are darker than others,
restricting your vision to a few squares.
While you'll still be able to see terrain, the
darkness prevents you from detecting
other Pokémon until they wander into the
light. This isn't much of an issue in rooms,
where you can view the entire room and
one square of connecting hallway in any
lighting condition. But hallways can be
extremely dangerous, since you won't be
able to see your enemies coming. In the
darkest lighting conditions, they won't be
visible until they're a single square away!

Dark Lighting

i1 R

ROOM
Darkest Lighting
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The Effects of Weather

Weather affects different Pokémon in different ways, empowering some while harming others. Most dungeons have Clear weather (which
has no special effects), but some areas have special weather conditions that occur at random an a floor-by-floor basis. Within dungeons,
you can check the weather at any time by pressing the X Button.

HALLWAY

HALLWAY

Sunny weather gives Fire-type moves a
50% damage bonus, but it cripples Water-
type moves by cutting their power in half.

Fog's thick haze cuts the efficacy of
Electric-type moves by half. It provides no
bonus to moves of any type.

Hail Sandstorm
- 'i_ ‘é
% :“‘* "t L %
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More weather only an Ice-type could love!
Hailstorms deal five points of damage to
all non-Ice-type Pokémon (including ene-
mies) every 10 turns.

Like Hail, Sandstorms deal five points of
damage to all Pokémon every 10 turns.
Rock-, Ground-, and Steel-types are
immune to the damage.
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Ice-type Pokémon love a good snowfall. It
increases their movement rate, allowing
them to move faster and act more often.

Rain boosts Water-type moves by 50%
while cutting the efficacy of Fire-type
moves in half. The damp weather also
prevents explosions from traps and
moves like Selfdestruct.

In dark lighting, you can see foes two
squares away in hallways, giving you a sin-
gle turn to use thrown iterns or ranged
maoves before theyre upon you.

Your vision in rooms remains the same, but
in the darkest lighting you'll be able to see
only Pokémon who are immediately adja-
cent to you in hallways.

Weather Control

Certain moves, items, and Pokémaon
abilities can alter the weather, allow-
ing wily strategists with themed par-
ties to get a major advantage. (For
example, you can use the Rain Dance
mave to boost a party full of Water-
types.) You can prevent damage from
weather effects with the Weather
Band or Psyduck’s Cloud Nine ability.

Cloudy weather casts a pall over all spe-
cial moves, reducing their damage by
25%. Only Normal-type moves deal dam-
age normally.




 DUNGEON EXPLORATION/ DUNGEON COMBAT |

UNGEON COMBAT

Ranged attacks, linked moves, and a refined type-matching chart are only a few of the twists
in Pokémon Mystery Dungeon’s new battle system.

Pokémon Attack Range

In the past, moves were judged solely on their attack power and effect, but the new range
factor has turned the system on its head. Moves that can hit multiple targets or attack from
far away are incredibly valuable, and even the simple ability to cut corners is significant.
Select Info on the Move menu to see each move's range.

..... [5[ ] W FOEINFRONT

@ _ The Foe in Front range limits you to hitting adjacent foes only. You can strike
| diagonally, but you'll miss if you are even partially blocked by a wall.

H USER

[ Moves with this range affect only the Pokémon who use them, typically
| boosting their strength, recovering HP, or causing a positive status condition.

M POKEMON WITHIN X-TILE RANGE

Most of these moves hit all adjacent targets, but a few damage everyone
within a two-square range. Note that some affect only enemies or allies.

M CUTS CORNERS R d h
o . . | - These moves hit every target in a room and any targets on the nearest
#::;e:;:":i:m ;Sg?jﬁl:[a"e';':i:'at%?:ig e""s"f ILE?::-?;:‘E{MED:}{M by a wall. = square of a connecting hallway. If used in a hallway, they hit targets
1 9 Sl e sl L2 within two squares. Note that some affect only enemies or only allies.

B STRAIGHT LINE

Like thrown items, these long-range moves fly straight and can hit a target

from up to 10 spaces away (including diagonals). Aﬁect“lg | Whole Dlll’lgEOﬁ Flﬂor

B 3 TILES DIAGONALLY AND IN FRONT A few moves can affect the entire floor! These include mass-healing moves like

o ) ) Morning Sun and Moonlight, weatherlike effects such as Mud Sport, and the occasion-
Moves with this range are fare but can be devastating to foes in Monster al attack move like Teeter Dance.

Houses and Pokémon who attack as a group.
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Know Your Pokémon’s Stats

Five simple stats determine how much damage your Pokémon can deal and how much it can endure, While stats may not be as memorable
as flashy maves or abilities, they can be the difference between success and failure. View the summaries of an ally’s stats before determin-
ing if the ally is worth using, and boost the stats when possible with gummis and items like Calcium and Zinc.

HP When a Pokémon is damaged, it loses HP. When its HP runs out, it faints and can no longer be used.
Attack The higher a Pokémon’s Attack stat, the more damage it inflicts with physical attacks.
Defense The higher a Pokémon’s Defense stat, the less damage it suffers from physical attacks.

ial Attack ] ) . T ; . To view the stats of your Pokémon, select
Specia ac The higher a Pokémon’s Special Attack stat, the more damage it inflicts with special attacks. Team, choose a Pokémon, and select
Special Defense The higher a Pokémon’s Special Defense stat, the less damage it suffers from special attacks. Summary.

Pokemon Tvpes and the New Modlfers

Each Pokémon has one or two types that
determine what move types it specializes
in and what mave types it's vulnerable to.
Pokémon veterans should be aware that
the modifiers have changed significantly in
Mystery Dungeon; the penalty for vulnera-
bilities has been particularly lessened,
making defense-oriented Pokémon types
like Steel and Dragon less valuable,

Physical Attacks vs. Special Attacks

You exploit weaknesses by using moves with an advantageous type. Moves can be divid-
ed into two categories: physical attacks that deal damage based on your Attack Score
and the target's Defense score, and special attacks that deal damage based on the
user's Special Attack score and the target's Special Defense score. Physical attack types
are shown in black on the chart; special attacks appear in green.

Dual-Type Pokémon

What happens when you use a Bug-type move against a dual-type Pokémon like
Grass-and-Poison-type Bulbasaur? Bug-types are strong vs. Grass but weak vs.
Poison, and in the past the two effects would cancel each other out to do normal
damage. But now the “weak vs.” penalty is -10%, while the “strong vs.” bonus is
+60%, so the two average out to a damage bonus of +35%! (100% damage - 10%
weak vs. penalty = 90% damage. 90% + 50% strong vs. bonus = 135% total bonus.)

Damage Multipliers

Despite the changes, type-matching is still far and away the most effective tactic you can
use against foes. Here are a few examples:

+ A Grass-type attack will deal 50% extra damage to a Rock-type Pokémon.

* A Grass-type attack will deal double damage to a Rock-and-Ground-type Pokémon.

+ A Grass-type attack from a Grass-type Pokémon will deal 125% damage to a Rock-type
Pokémon and 200% damage to a Rock-and-Ground-type Pokémon.

« If the user has the Type-Advantage Master IQ skill, a Grass-type attack has a 40% chance
of scoring a critical hit against a Rock- or Rock-and-Ground-type Pokémon. (The usual
rate is 12%.) A successful critical hit will deal an additional 50% damage.

+ A Dark-type attack will deal 10% less damage when used against a Fighting-type Pokémon.
* A Ghost-type attack will deal 50% less damage to Normal-types.

Damage Multipliers

x1.5 (+50%) Damage for + attacks
X1.5 (+50%) Extra damage from randomly occurring critical hits
X1.5 (+50%) Damage when attack type matches the attacking Pokémon's type
X0.9 (-10%) Damage for - attacks
X0.5 (-50%) Damage for = attacks
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Your Attack Type
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Every Pokémon Has Built-in Attacks

One new feature in Pokémon Mystery Dungeon is the basic attack. You can unleash this

move at any time by pressing the A Button, and since it has no PP cost, you can use it as
often as you like. |t doesn’t do much damage, but hey, it's free! You have one other built:
in attack, which is called Struggle. You can use it only when all of your moves have zerg

PP. To unleash it, hold the L Button and press A. it will do heavy damage to its target but
ahout 25% of the damage will be reflected back at you.

The major drawback to using
.. basic attacks is that you earn far
= fewer Exp. Points than you

% would with other attacks. You
. need only to use a single move
against an enemy Pokémon to
earn the bonus Exp. Points, so
always try to use at least one
move against each enemy.
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Move Statistics ‘ Learning and Managing Moves

A ¢ -
Moves have their own set of properties I.'EVE' up HMS and T“S

and statistics, which you can view if

you select Team, choose a Pokémaon, You'll gain most of your moves by leveling The other way to learn moves is from TMs and HMs. TMs are commonly found in dungeons
and select Moves. You'll find a descrip- | up. Generally speaking, Pokémon learn the or at the Kecleon Shop, and there's no limit to the number of times you can find or buy the
tion of the move's effect, range, and same moves at the same levels that they same TM. You'll find HMs only in special dungeons after completing the game's storyline,
type. However, not all stats appear on have in past games. Evolving your and they can be used to teach any number of Pokémon the same move.

the Moves screen. Important stats like | Pokémon will cause them to learn new There is nothing stopping you from using

Basic Attack and Accuracy can be moves more slowly.
found on our moves list, which begins |

TMs to learn superpowerful moves early in
the game. You'll find some of the best TMs
only after you've played for a few hours,
although finding the right one for your
Pokémon will take some serious luck. To
give yourself an edge when starting out,
ask a friend to trade you an extra TM.
Experienced players are likely to have lots
of extra TMs in storage.

on page 136.

Recvclihg Used TMs |

L] -
Il DESCRIPTION Move Limit When you use a TM, it doesi't disappear. Instead, the item
When viewing descriptions in the Each Pokémon can know only f“”"_ Used TM remains in your inventory. If you learn the Recycle
Moves menu, you'll notice that some moves at c!nce. When you learn a fifth move (available to Mr. Mime, Porygon, and Porygon2), you
move descriptions have names of other move, you'll be prompted to forget can use it to refresh all of your Used TMs, allowing you to use
moves or status conditions hlghllght(’_"d one of the five. If you later decide you the same TMs over and over again! Note that you can't leave
in blue. To get a definition of the high- | want that move back, you can relearn used TMs in storage, but you can discard them in dungeons.
lighted term, press the A Button. i it at the Gulpin Link Shop.
W RANGE .
You can learn about possible move Li“k'ng Moves 5
ranges on page 35. In the Moves | Asignificant new feature in Pokémon Mystery Dungeon is the ability to link moves together. Linking moves connects a move in your move ;
menu, pay close attention to whether | list to the move below it, allowing you to use both moves in a single turn. In fact, you can link all four moves in the list together if you want, '
area-effect moves may harm your | although you'll run out of PP quickly this way (and certain moves cannot be linked at all). Linking moves is a great way to get some use out

allies. When a move says “All of moves that lower or raise stats, since it can be hard to justify spending a turn to use them in combat. For best results, link moves that
Pokémon” instead of “All foes,” you have the same range and a similar number of PP. When linking moves for your friends, it's best to put an attack as the top move in the link,
run the risk of friendly-fire casualties. | gjnce the game's Al considers only the top move when choosing its action for the turn. If you begin with a stat-increasing move like

| withdraw or Focus Energy, the Al will use that move outside of combat, wasting the PP of the attacks linked to it.
M BASIC ATTACK POWER (BA) | i _ i

Watch Your PP

The major downside to linking moves
is that using the linked move deducts
PP from both moves, causing you to
run out of PP twice as fast. If you use a
linked mowve until one runs out of PP,
the moves will break apart and you'll
need to relink them later.

A move's Basic Attack Power deter-
mines the base amount of damage it
inflicts. This number is then modified
by the Pokemon's Attack or Special
Attack (depending on the move's
type) and type modifiers to deter- AT
mine the move’s effectiveness. . S
Generally, you should replace low-BA ; i6173
moves with high-BA moves whenever | [ S

you have the opportunity. | 4 FNH;*EFWM&

I ACCURACY (AC)
Accuracy determines the base chance

- - L]
et sone oot L@@V the Linking to Gulpin
success may be altered by Pokémon
abilities, held items, or status conditions.

For a mere 150 Poké, Gulpin in Pokémon Square will link as many moves as you want for as many Pokémon as you
want, provided they're in your party at the time. Gulpin will also allow those Pokémon to remémber any moves

M POWER POINTS (PP) - they have learned naturally (by leveling up) and since forgotten.

PP reflects the number of times you . + B
can use each move. This is an especial- | '
ly important consideration for your

lead Pokémon, who will use moves far

* > Ay e You can also link moves by using

# 521~ Llink Boxes, rare items that you'll
find occasionally in dungeons. But
Link Boxes allow you to link

more frequently than its friends will. [ M moves only for a Sil:lgle
Make sure your leader knows a few | & Pokémon, and don't let you
high-PP moves! The PP of all of your L ls rememi:e: lost nwves."l’uu
moves will be refilled whenever you I ES just can't beat the service

| you get from Gulpin!

leave a dungeon, are revived with a
Reviver Seed, or drink a Max Elixir.
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Status Conditions

Status conditions are both a major threat to
your party and a significant weapon in your
arsenal. Thanks to wide ranges that may
affect multiple foes and the ability to link
status-condition-inflicting moves so that they
no longer take a turn to use, moves that
cause offensive and defensive status condi-
tions have never been stronger.

Most status con-
ditions cause
special icons to
appear over the
heads of afflict-
ed Pokémon.

OFFENSE

B HARMFUL MOVES

If you're in for a tough battle, inflict-
ing status conditions is a great strate-
gy. Immobilize your target with Sleep,
Infatuated, or Paralysis, sap its
strength with Poison or Cursed, and
weaken its Defense or Special

Defense to increase the damage it will
take from your attacks.

B HARMFUL ITEMS

You can throw seeds like the Stun
Seed and Totter Seed at foes to inflict
negative conditions. Orbs like the
Petrify Orb, Slumber Orb, and Silence
0Orb can do all sorts of nasty stuff to
your foes.

W HARMFUL ABILITIES

Many Pokémon have abilities that can
inflict status conditions on anyone
who attacks them. Beware of
Pokémon with Cute Charm, Effect
Spore, Poison Point, or Static.
Pokémon with the Synchronize ability
can reflect status conditions dealt to
them back to the user.

Condition
Burn

Effect on Afflicted Pokémon

Takes 5 points of damage every 20 turns

Confuse Rrandomly changes direction before moving or attacking, possibly striking friends

Cringe Can't attack or use moves or certain items for a turn
Frozen Can't take any action and can take damage only from Fire-type moves
Infatuated Can't take any action
Paralysis Movement slowed and can't attack or use moves or certain items
Poison Takes 4 points of damage every 10 turns and can't regenerate HP
Sleep Can't take any action

MOVES

M OTHER USEFUL MOVES

Moves like Pursuit and Counter allow you

to reflect damage back at your foes as
you attack normally.

ITEMS

ABILITIES

Analyzing Your Conditions

If you can't tell what bug your
Pokémon has caught, open the Team
menu, select the afflicted Pokémon,
bring up its Summary screen, and
press right to view the Status page.
You can then select any status condi-
tion and press the A Button to bring
up detailed information about the
condition’s effects and duration.

38 NINTENDO PLAYER'S GUIDE

U s

The chart above shows the most common status conditions you'll encounter, but there
are nearly 100 different status conditions in Pokémon Mystery Dungeon. You can see the
full list, with treatment and prevention options, on page 143.

DEFENSE

M PROTECTIVE MOVES

Protect your Pokémon from negative
status conditions with Safeguard or
Magic Coat, and from damage with
Light Screen or Reflect. Moves like
Endure and Protect are better than
ever, because the user can rely on its
friends to take down foes while it
soaks up enemy attacks.

M PROTECTIVE ITEMS

Orbs like the Evasion Orb, Invisify Orb,
and Rebound Orb can give your
Pokémon defensive status conditions.
Certain held items may apply positive
conditions or prevent negative ones.

M PROTECTIVE ABILITIES

Many Pokémon have abilities that
prevent negative status conditions
(Immunity, Insomnia, Limber) or mini-
mize their effects (Early Bird, Shed
Skin). Abilities like White Smoke and
Clear Body prevent stat reductions.

1Q SKILLS

As their IQ rises, Pokémon will learn

skills to minimize the effects of nega-
tive status conditions. Nontraitor will
stop Confused Pokémon from attack-
ing their friends, Nonsleeper will pre-

vent the Sleep condition, and Self-
Curer will allow the Pokémon to

recover from any timed-duration sta-
tus condition more quickly. When

you're using status conditions offen-

sively, Status Checker will make sure a
Pokémon teammate does not try to
inflict a condition on a Pokémon that
already has that condition.

Curing Ailments

Once a Pokéman has been afflicted
with a status condition, there are
several ways to remove it.

Moves

A few moves, like Aromatherapy,
Heal Bell, and Refresh, can be used
to cure status conditions. These
moves are as rare as they are valu-
able; take good care of the
Pokémon that learn them!

Items

Berries can cure most common sta-
tus conditions. You can either eat
the berries when needed, or give
them to Pokémon to hold so they’ll
trigger automatically. (To use them
to cure a friend, throw themn at that
friend.) There are also bands, rib-
bons, and scarfs Pokémon can hold
to prevent feared status conditions.

Wonder Tiles

When you step on a Wonder Tile, all
of your boosted or lowered stats
will return to normal.

Time

Most immuobilizing status conditions
clear up after a few turns. Sleep,
Cursed, Frozen, and Infatuated typi-
cally fade within five turns, but
Confused is a little bit nastier, last-
ing for up to 10 turns.

Stairs

Poison, Burn, and most stat-boost-
ing or stat-lowering conditions
won't fade over time. The only way
to reset them without using a move
or item is to head to the stairs—no
status condition will carry over to
another floor.




" The Turn-Based Battle System

‘ You'll be badly outnumbered during your dungeon forays, but you have one huge
| advantage: Your entire team gets to strike first in combat. This allows careful strate-
gists to defeat their enemies without ever giving them a chance to fight back!

STEP1:
1 ]
OPEN WITH RANGED ATTACKS
With long-range attacks or thrown items, Pokémon can
attack each other from up to 10 squares away. You can't
see that far, but enemies within that distance may

appear as red dots on your map. If you don’t strike at the
earliest opportunity, your enemy might!

STEP 2:
THE LEADER STRIKES FIRST

When your foes are within range of your standard
attacks, the true battle begins. The player-controlled
leader kicks off combat by taking a single action.
Changing the direction the leader is facing and tweaking
settings such as friends’ moves, 1Q skills, and tactics will
not use up your turn, but the following actions will.

H MOVE

You may move one square per turn, even diagonally.
As a general rule you should never move toward a foe
who is one square away, or you'll give it the opportu-
nity to attack you on the same turn.

M ATTACK

Use a basic attack or any move to damage your foe.

W USE ITEM

The leader may use any item in the toolbox, but its
friends may use only the items they're holding. To use
an item (such as a berry) on a friend, you must face
that friend and throw the item.

M REST

Press A and B together to simply rest for the turn. This
is a good move when there is one space between you
and a foe, since it forces that foe to waste its turn
approaching you if it doesn’t have a ranged attack.
However, moving sideways or diagonally to bring a
friend into combat range is often a better use of your
turn in this situation.

STEP 3:
EVERYONE GETS A TURN

Friends act next, but if they're using the *Let's go togeth-

er” tactic and haven't been maneuvered onto the front
lines, they may have nothing to do. Enemies act last, and
will usually move closer if they have no ranged attacks.

STEP 4:
VICTORY

When someone from your team defeats a foe, everyone
in the party will earn an equal amount of Exp. Points. If
your leader landed the final blow, was adjacent to the
target, and has the appropriate Friend Area, the defeat-
ed Pokémon may ask to join your rescue team.

Jumping the Gun
Teammates who have long-range
attacks will often use them when-
ever there is a target in range.
This is usually a good thing, but if
you're fleeing or trying to avoid
waking sleeping Pokémaon, you
may want to deselect your friends’
long-range moves.

Speedy Pokémon

A Pokémon that has had its speed
doubled by a move or item (like a
Quick Seed) will get to act twice
each turn. A Pokémon that has
had its speed cut in half will get to
act only every other turn.

Throwing Items

Special items like Gravelerocks,
Sticks, and Iron Thorns deal heavy
damage when thrown, allowing
you to attack effectively at long
range without using any moves.
You can also give these items to
allies—they’ll throw them at foes if
they have the Item Master 1 skill
turned on. Some seeds will have
special effects when thrown at
other Pokémon.

Foes Respawn

You can battle enemies all day,
but you'll never clear the floor.
After enemies are defeated, new
ones will appear. So don't dawdle
after combat—get moving!

- DUNGEON COMBAT

Aiming Your Attacks

While holding the ¥ Button you can use the Control Pad to
rotate your character without maving. This will also make a
series of colored titles appear, allowing you to tell exactly
how far away each Pokémaon is and if there is a target
directly in your path. Check to see if an enemy ison a red
tile before you throw an item or use a long-range attack.

L] -
Don’t Hit Your Friends
Yol can't hit friends with close-range moves or basic
attacks, but long-range attacks and thrown items will
damage friends if they're in the way. However, items
' like Gravelerocks that fly in an arc will soar over
. friends and even walls to hit their targets.

i If You're Defeated

When your leader faints in a dungeon and you don’t have a
Reviver Seed to bring it back, your mission will end in fail-
ure. You'll then lose all of your gold, all of your party’s held
itemns, and half of the items (chosen at random) in your
toolbox. You'll awaken in your team base.

If your friends are KO'ed, they'll drop their held item and
return to their Friend Area, unless they were recruited on
the same job in which they (or you) were KO'ed. In that
case, they'll be gone for good.

Call for Help

If you can't stand the thought of losing your progress
and items, there is hope. You can send out a distress
call to any friend who is capable of entering the same
dungeon with his own game. If your pal can save you,
you'll be restored to full health on the floor where you
fainted. See page 60 for details.
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Preparing Your Rescue Team

Early in the game, you'll have little freedom when it comes to crafting your team—you will always journey with your hera and your
partner, with only the third slot available (sometimes) for a Pokémon of your choice. After you've beaten the game, however, you'll

M POKEMON TYPE

The Pokémon in many dungeons share a
common type. Figure out what that type
is for the current dungeon, and choose
Pakémon whose moves have an advan-
tage against it.

gain the ability to craft teams out of any of
your recruits, with any leader you like. Read
up on a job before you set off on a journey;
the right members can spell the difference
between success and failure. Consider these
factors when drafting your roster:

I TERRAIN ABILITIES

Many dungeons have some form of spe-
cialized terrain, like water or magma. In
later dungeons you'll find items surround-
ed by specialized terrain, so a Pokémon
that can cross that terrain is a must.

Supplies and Held Items

You'll find many items on the dungeon floar,
but you won't necessarily find all of the items
you need to survive. Fill your toolbox with
staple supplies before every journey: Apples
to refill your belly, berries to restore your
health, Max Elixirs to recover lost PP, and
Escape Orbs in case you need to get out ina
hurry. Reviver Seeds and throwing items
aren't a necessity, but they come in mighty
handy.

Fighting as a Team

W RECRUITMENT OPPORTUNITIES

If a dungeon is full of Pokémon you'd like
to recruit, bring your highest-level
Pokémon to serve as the leader (which
will make recruiting easier) and leave
plenty of open slots for new teammates.

B DUNGEON SIZE

M JOB TYPE

For long dungeons, choose high-level
Pokémon with a lot of attack moves and
plenty of PP. Smaller dungeons are better
for Pokémon who you're trying to level
up, or who have limited attack options.

Some rescue jobs involve escorting a low-
level Pokémon through a difficult dun-
geon. In those cases, bring as many
members as you can to deflect attacks
away from your vulnerable client.

Don’t forget about held items for you
and your teammates. If you don’t have
anything specific to protect against, an
Oran Berry is always a good choice. For
dungeons in which a particular status
condition is common, it’s a good idea
to outfit your Pokémon with the berry
that cures the condition or, better yet,
the scarf that prevents it entirely.

Size Considerations

At no point is your team allowed to
have more than six size points’ worth
of Pokémon. Many of the game's
strongest Pokémon have a size of
four—those Pokémon will need to fly
solo or with no more than a single
size-one friend if they hope to recruit
any wild Pokémon.

The only Pokémon you can control directly is your team leader. Al of your friends behave independently, but by assigning a
tactic and setting up moves lists and 1Q skills you can give them guidelines that affect their behavior.

Setting Moves

Your friends aren’t always great at judging when to use a
move, and may actually harm your party by going over-
board with moves like Earthguake and Selfdestruct.
Fortunately, you can enter your friends’ moves screens and
select or deselect any move they know. Pokémon will use
only their selected (starred) moves.

Tacticsand I1Q

The basic order you give your allies is called a tactic. Tactics
range from pursuing foes aggressively to avoiding combat
entirely (see page 42 for more). In combat you can change
your Pokémon’s tactic at any time, allowing you to pull
wounded friends out of combat or direct a friend to wait at
a certain spot to block incoming foes.
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Quick-Set Moves

You can set a single move for your leader, That allows
you to use the move at any time without entering the
menu screen, simply by holding the L Button and
pressing A.
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Adjust a Pokémon’s 1Q

A Pokémon's 1Q consists of a set of tricks and skills it
has learned to improve its behavior. You gain new skills
as your IQ improves, but you can't use them all at once.
Select the best 1Q skills for each dungeon situation.,

Healing Allies

It's important to keep track of your friends’ hit points, since
they won't alter their behavior without orders from you. To
heal wounded allies, throw them Oran Berries, give them
Heal Ribbons to hold, or rest by holding the A and B Buttons
until they recover naturally. If you can't do any of these
things in the heat of battle, change your allies’ tactic to “Get
away™ and hope for the best.

Reviving Allies

When a friend is KO'ed, it will automatically help itself
to a Reviver Seed in your toolbox. If you'd rather save
your seeds than revive an expendable ally, turn off
that friend’s Item Master 1Q skill.




Open-Room Combat

Fighting in open rooms will give you space
to maneuver your friends onto the front
lines. But just as these rooms allow your
allies to gang up on foes, the reverse is also
true. When you enter a room with multiple
foes, stay near walls or hallways to make it
difficult for multiple foes to surround a sin-
gle ally.

Monster Houses are tough, but they do
give you an opportunity to deal massive
damage with moves and items that have
a room-wide effect.

Hallway Combat

In hallways your leader will usually be the
only Pokémaon capable of attacking, but at
least it will have only one foe at a time o
worry about. Use aggressive moves against
enemies who can inflict status conditions,
because if the leader is afflicted, no one will
be ahle to pick up the slack.

DUNGEON COMBAT

Monster Houses

Seemingly empty rooms that contain
many items may be Monster Houses.
When you enter these rooms, wild
Pokémon will fall from the sky, leaving
your leader facing difficult odds. If you
intend to fight, your first priority
should be to push farther inward,
making an aggressive diagonal move-
ment that will pull a friend into the
room. Any friend who can't handle the
heat should be assigned the “Wait
there” tactic.

Switching Position
Although hallways limit you to one-on-
one combat, they do make it easy to
rearrange your team. If the friend
behind you has more advantageous
MOves or you want to get your wound-
ed leader off of the front lines, move
into a friend's square to switch places.

Catching Your Foes Napping

You'll often encounter wild Pokémon that are sleeping peacefully
in dungeon rooms. You can get the jump on them while they're
dozing (use long-range moves, since they'll awaken when you
approach them), but it's best to leave them be to avoid unneces-

sary combat and prevent a new foe from appearing.

Achieving Your Dungeon Goals

Once you enter a dungeon, you have three ways to get out with your inventory intact: finish
a rescue job, complete the last floor of the dungeon, or use an Escape Orb. If you use any of
these methods you'll be allowed to keep everything you've earned on your foray, including

Poké, items, and new recruits.

M BEATING THE DUNGEON

You'll usually be introduced to a new dun-
geon as part of a storyline quest. To
advance the storyline and unlock future
dungeons, you'll have no choice but to
reach the last floor to witness an event or
battle a difficult boss.

B COMPLETING A RESCUE JOB

If you're on an optional rescue job, you'll
be searching for a certain Pokémon on a
specified floor. When you find it (look for
the yellow dot of an ally on your map)
you'll have the option of leaving with the
client or continuing to explore.

Advanced Combat Tips

In the first several dungeons, concentrate on learning the basics of movement and
combat. Once you've mastered the fundamentals, experiment with a few of the
advanced combat strategies below.

Adjust Positions While You Brace for Enemies

Most wild Pokémon don't have access to ranged attacks, and it’s always best to let
such foes come to you so you can have the first attack. While you wait, adjust
your team so that when your foe does arrive, it will be within range of two allies
instead of one. In a team of two, use a diagonal backstep to put yourself in line
with the friend behind you. In larger teams, move perpendicular to the approach-
ing foe to pull forward a friend from the back row.

Tell Your Friends What Not to Do

While there is no way to directly order a friend to take a certain action, you can
get the same results by forbidding it from doing anything else. When you want it
to use a certain move, deselect all of its other moves and select the Exclusive
Move-User 10 skill. If it lacks a usable item, it will have no other option!

Exploit the Special Properties of Throwing Items

Itemns like Gravelerocks, Sticks, and Iron Thomns ¢an be useful in a number of sur-
prising ways. Not only do they allow you to strike at distant foes, but you can use
them as normal when you're confused or paralyzed and can take no other effec-
tive action. They deal fixed amounts of damage regardless of type, and even pen-
etrate immunity abilities like Shedinja’s Wonder Guard. Iterns that fly in an arc,
like Gravelerocks and Geo Pebbles, can fly over allies and walls to hit targets, and
can even hit Ghost-types that are imbedded within walls.

Defeat Tough Foes by Using Status Conditions

While most video games forbid players from using status conditions against
strong foes like bosses, that isn’t true of Pokémon Mystery Dungeon. You can
bring down virtually any boss by using moves that cause Paralysis or other nasty
effects—in fact, this is one of the strongest strategies you can use in boss fights.

Play Hot Potato with Bad Held Items

0n your quest you'll find several held items that seem to have purely negative
effects. You may be tempted to sell or discard them, but it’s far more effective
(and fun) to use them as weapons. If you throw an item to an enemy Pokémon
that isn’t holding an item, it will usually catch it (Pokémon may also pick up items
that are placed in their paths). 5o if you toss a Warp Scarf at a foe, it will randomly
warp every few turns and provide nonstop comedy as it struggles in vain to reach
you. For an obscenely easy way to beat any boss who isn't holding an item, throw
a Diet Ribbon—it will zero out the boss’s Belly, making it immobile and incapable
of doing more than one point of damage!

Pokémon News

If you leave space in your mailbox, you'll receive issues of the
Pokémon News on a daily basis. Many issues contain gameplay tips
and may remind you of important game strategies.

Quicksaves and Giving Up

If you can't complete a dungeaon inone
sitting, you can use the Quicksave
option (in the Others menu) to save
your pasition until the next time you
play. If you're in over your head and
don’t have an Escape Orb, selecting
Give Up will allow you to leave the dun-
geon, but at the cost of your held
items, Poke, and half of your toolbox
items.
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TACTICSANDIQ ¢

You can’t directly control your party members in dungeon combat, but
you can give them sage guidance with the new tactics and 1Q systems.

Adjusting Your Tactics

Tactics are the basic orders that direct a

friend’s strategy. A friend will never dis- i Iiﬂk nﬁﬂlpﬂﬂll \i R T mmed atw |
obey its tactic, no matter the situation. All I.et‘smtmther | The Pokémon will try to stay with the leader. 1
Pokémon begin with LEt_'s g0 m_gethf}r,.“ | Gotheoﬂlerm The Pokémon will go off on its own, heedless of the Ieader %
o arlter IDes A i [_he ity ; Go after foes " The Pokémon will head stra;ghttuward any foeltspots 1
and will learn the other tactics as they gain - o i
levels, up to Level 40, Moidtheﬂrstlnt The Pokémon mlltnrtﬂ avoid being attacked first. Iiafoe -:omes tlose the Pokémon will attack. 1)
You can switch a friend’s tactic at any ' Avoid trouble The Pokémon will try to avoid foes if its HP is low. 15
time. The default “Let’s go together” tactic Bepatient The Pokémon will stop moving if its HP is low. T [ 20
o g Keep mrdktam:e The Pokémon wil tryto keepits distance from foes while mmrmg - Ty
want to switch to “Go after foes” for bosses ST —
or “Get away” if a friend is wounded, for m ﬂm The mkemnn WIII stap m'r'g' {B“t n mllcuﬂtlnuetuattal:ka{!jacent foes.:l ............................. 3% 15 2
example. The Pultmn will flee from others whether they are friendly or not. The Pokémon wafl not be ahle touse any items. 10

Pokémon 1Q Skills

Each Pokémon's IQ scores gives it access to a variety of skills that improve its behavior. For [hoosing the Best ﬂptions

example, an 1Q skill can prevent a Pokémon from trying to use moves that are out of PP, or
teach it to attack wounded foes first. Skills learned later will even give Pokémaon new abili-
ties, such as improving its critical-hit rate against foes who are weak to its type, and allow-
ing it to cross terrain that would be an obstacle otherwise.

A Pokemon cannot use all of its 10 skills at once, so as Pokémon learn new IQ skills you will
be forced to choose between different skills within the same category. Before you set off on
a mission, consider each Pokémon’s role in your team and what you expect from the dun-
geon ahead, and adjust your skills accordingly.

Learn New Skills as Your I1Q Rises M LEADERSHIP SKILLS M OFFENSIVE/DEFENSIVE SKILLS
The only way to raise a Pokémon’s 1Q is to feed it gummis. When a Pokémon eats enough Certain skills, like Energy Saver and House  Friends who are assigned offensive tactics
gummis to go up an 1Q level, it will gain a star in the 1Q section of its summary screen and Avoider, are truly useful only for party should be given 1Q skills to match, like
learn new 1Q skills. All newly learned 1Q skills default to being off, so adjust them before you leaders. Switch them on when you put a Type-Advantage Master and Weak-Type
head into combat. Pokémon at the head of the team, and Picker. Weaker Pokémon should protect
replace them with more more generally themselves with Quick Dodger and

Feed your best Pokémon (likely your hero
or partner) gummis regularly. While 1Q is
important for everyone, having at least
one Pokémon with an extremely high IQ

will ultimately be more useful than having Eating and FEEding Gummis

several Pokémon with average 1Qs.

useful skills if you switch leaders. Dedicated Traveler.

You increase your Pokémon's 1Q by feeding them gummis. Each

type of Pokemon prefers a certain flavor of gummi, but any

gummi will give any Pokémon at least a slight 1Q boost. Some J

Pokémon gain mare 1Q from gummis than others do, so pay attention

to your quick learners—they may have leadership potential!
Manage the 105 of your Pokémon carefully
before you set out on an adventure. Use
the charts on the next page to see which
10 skills fall into which categories, because
it isn't always clear that when you turn on
one skill, you may be turning off another.

When you give a gummi to a
Pokémon in its Friend Area, it will
often gain a small stat boost, espe-
cially from a favorite flavor. You can
eat qummis in dungeons (and feed
friends by throwing gummis at them),
but Pokémon will not get the stat
boost this way. Still, eating gummis
on the go is better than wasting them
because you lack toolbox space.
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TACTICSAND IQ

1Q Type Breakdown LEARNING ORDER:
All 1Q skills fall into one of eight categories. You can use any number of basic skills at once, but ;‘ :;Tnmgffﬂnéngm :‘0_ Egg‘gﬂﬂ%" :;, E:E: Eﬁfﬂ;&“
i ; i i : i 3 19. ALL-TER
in each of the other categories you can activate only a single skill at a time. The IQ level of each T LER e EWARIER e elachl L)
skill below shows how many IQ stars (out of a possible 12) are required to learn the skill. 5. EXCLUSIVE MOVE-USER 13. WEAK-TYPE PICKER 21. TRAP SEER
6. PP CHECKER 14, TRAP AVOIDER 22. HOUSE AVOIDER
7. EFFICIENCY EXPERT 15. NONSLEEPER 23. SUPER MOBILE
i - 8. STATUS CHECKER 16. EXP. GO-GETTER
Basic Skills
[ AARE BT TR ERS P Ty s 04 138 A A T 175 —_— TETTTTEIT
Technique  IQLevel ' Description
Item Catcher - | The Pokémon can catch and hniq_ _E_l__t_l‘_l_l'_i?‘_l_\‘_n item. It can't make a catch if it is alread\r hulﬁmg an item. It also can't catch seeds or drink items.
Course Checker 5 - | WmemkmhasammrgetedluammmammnmmmllcmﬁtstfwwallsammmrpukémnmatmwgammewayItmllstnmfﬂ'lemsanuhstade
' Item Master ' - | The Pokémon will use or throw its held item. [Thls skill also allows Pokémon to use Re'.rwer Seeds from your toolbox.)
Status Checker . *x2 Ifthg_ Pokémon's target has a status problem, the Pukemun will not use moves that cause the same status problem.
llnntrailm' i Jx2 If the Pokémuﬂ hecumes Cuniused or |5 Euwermg. |t5 n\nldlg.l thrnwn attasks '.mII m:-t hﬂ frlends
Combat Skllls
hednﬂque 1QLevel l Descripion. i L
m:e-.ldvantagl! Master *x4 Illg_!i_gkemun 's critical-hit rate is boosted when atla;kmg fnes_vgﬂp_ have a type dlsadvantage ________
Qﬂ(ﬁ_ Ilodpr | Jx4 The Pokémon becomes better at wadlng attacks and moves. {43401 s I il
Sure-HIt Mtacker * X9 The Pukem-::-ns regular attacks never miss.
Move-lisage Skllls
1L s s R A T T - ~
Technique IQ Level E Description
Exclusive Move-User - The Pokémon will use only moves. It will not use its regular attack. _ o
PP Checker *x1  The Pekemun will stop using linked moves that are on the verge of delinking. It alsostops using moves withno PP left.
Mobility Skills
Technique e
HI-Temm Hiker *x8 The Pokémon gams the ilblhhf to walk on water, nagma, and chasms.
mper Mobhile | *XMAX | The Pokémon gains the: abllihj tu walk on water, magma, and chasms. It can also dlg ns swaythroughwalls.
Tactlcal Skllls
Tm i Il.’l I.enl I Dmhﬂon _____________ i
Dedicated Traveler 2 The Pokémon will focus on traveling. It it will use moves and |tgnl_*§_l__e§§_qﬂen B
Efficiency Expert " %x2 | When battling several foes, the ?_pkemon will first target Pokémon with the lowest HP.
Weak-Type Picker | * x4 When battling several foes, the Pokémon will first target Pokémon that have a type dlsaduantage o B
Exp. Go-ﬁntter i I__ *x6 | When hatﬂmg several toes the Pukemun wlll ﬁrst  target I_’_oké_lmn that are \\‘Dl'ﬂ‘l lhe most Exp. Pumts,_ i s i 1
Avoidance Skllls
; Tudllime T IQLevel Description b NN i i l
 Trap Avoider : * x4 | The Pokémon often avoids stepping on visible traps.
(MouseAvoider | xil | ThePokémon avoids monster houses. di
Constitution Slulls
Technique a Il.'l I.H'!I Description L st
Self-Curer . %x3 | The Pokémon recovers more IJIUII:I(I\" from status pmhlems
 Nonsleeper | %x5 | The Pokémon resists sleep from e A o
Energy Sawr ¥ x6 The Pakémon 5 Bellyr emptles more slowly
Evasion SIuIIs
Tedlm ‘ IQLevel  Description il
Lava Evader | _ *x7 | ThePokémonwill avoid fiery magma. |
Trap Seer * %10 If lhe Pukemon isonan undisq:o\rered trap, upon taking astep ﬂ mll make the trap'nsihle wthg it nff IR
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RECRUITMENT AND GROWTH

It’s time to hit the dungeons and scout new members for your rescue team. The process of level-
ing up and evolving your team members may be familiar, but the recruiting process is all new.

Recruit a Pokémon to Your Team

A few Pakémaon will join your rescue team as part of story events, but to build a diverse and powerful team, you'll need to recruit from the
packs of wild Pokémon that attack your team in dungeons. While you can ultimately acquire all 386 Pokémon in this game, note that many
can be acquired only through Evolution; rarely can you recruit evolved forms of Pokémon, Here are the requirements for recruitment:

1. A Place for It to Live 2. Space in Your Party 3. Victory against It

Everyone needs a place to live, so you can't You can’t recruit a Pokémon unless you The final step is to impress wild Pokémon
recruit a Pokémon unless you have its have room in your party for it. To recruit by defeating them in combat. To have a

Friend Area. Visit the Wigglytuff Club regu- most wild Pokémon, that simply means chance at recruiting a Pokémon, you'll
larly and purchase Friend Areas as oftenas  traveling with a party of three or fewer. But need to make sure that your party leader
you can afford to. Check each stocked some large Pokémon take up more space (not a friend) scores the final blow and is
Friend Area’s Info screen so you can buy and can be recruited only by a party with directly adjacent to the target. You can’t
the highest-occupancy ones first. no more than two one-star-size members. recruit from a distance!

3
Brd el O A Al ad Pk A A

You can recruit nonlegendary Pokémon
multiple times, which means you can col-
lect several versions of a certain Pokémon
or get all the Eevee Evolutions, for exam-
ple. But each Friend Area does have a
maximum capacity, and recruiting a new
Pokémon may require releasing an old
one. (There is enough space for at least
one of each Pokémon, however.)

Sweeten Your Chances

The greater the difference in levels between your leader and a
Pokemon you defeat, the mare likely you are to recruit it. You

can further boost your odds of success by wearing a Friend Bow, a
rare item that you can find in Mt. Faraway.

Raising Your New Pokémon

since the Pokémon you'll recruit will almost always be at a lower level than your party

Stat-Raising Supplements

leader, it may take some work to get them into fighting shape. You can strengthen them Gummis may provide a random stat boost, but the classic
with certain items, and boost their stats and IQ by feeding them gummis in their Friend Pokemon mineral drinks can't be topped—they now boost stats by ‘
Areas, but nothing is a substitute for real combat experience. a fixed three points per swig! Ginseng and Sitrus Berries can also {
rant significant boosts to your favorite Pokémon, '
I RESCUE MISSIONS B DOJO TRAINING e ,
Low-level Pokémon are an ideal choice for  The Makuhita Dojo allows Pokémon to Zinc ; / :
bulletin-board rescue jobs that take place  earn Exp. Points quickly without taking Boosts a Pokémon’s Special Defense score by three points.
in dungeons that were unlocked much any real risk. Send newbie Pokémon to a Protein
earlier in the game. These jobs may have dolln full of the types itis strong against Boosts a Pokémon's Attack score by three points.
great rewards and the dungeons may so it can succeed at defeating higher-level
contain useful items, so you can earn loot  foes for greater amounts of experience. iron
as you whip new recruits into shape. Boosts a Pokémon's Defense score by three points.
Calcium
v . Boosts a Pokémon's Special Attack score by three points.
All Pokemon Sh Points ;
émon Share Exp. e e

In previous games, Pokémon would need to actually participate to earn a full share of
the Exp. Points won in combat. In Pokémon Mystery Dungeon, the Exp. Points are /
shared among the entire rescue team, so even a low-level Pokémon who flees all bat- Ginseng

tles with the “Get away™ tactic will receive an equal share of the winnings, Boosts the power of a single move of your choice by one or three points.

Boosts a Pokémon’s max HP by two points if eaten when at full HP.
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Pokémon can never Evolve during the game’s main storyline,
but when you've solved the mystery of your past and prevent-
ed a grave threat to the world, an area known as Luminous
Cave will open in Pokémon Square. If any Pokémon enters the
cave by itself, it can evolve if it meets all of the requirements.
In other words, you will not be prompted to evolve; you must
take the initiative to make it happen. While many Pokémon
evolve as they did before, there are also several new ways to
evolve familiar Pokémon.

Methods of Evolution

RECRUITMENT AND GROWTH

Check the Info page of a Pokémon's Summary screen to see if evolution is possible and if the Pokémon is ready for it. If you
can't figure out how to evolve a particular Pokémon, refer to the Pokédex in this book. However, just because you can evolve
a Pokémon doesn't mean that you should; there are both advantages and disadvantages to Evolution.

M LEVEL EVOLUTION

Most Pokémon can evolve when they hit a certain level.
At that time, all you need to do is send the Pokémon
alone into Luminous Cave.

M ITEM EVOLUTION

To Evolve a Pokémon that requires an Evolution item,
give that item to the voice in Luminous Cave. (All
Evolution items can be found in the extra dungeons.)
Evolution items also provide a method for evolving
Pokémon who formerly needed to be traded (you now
use the Link Cable item) or evolved based on beauty
(you'll need the Beauty Scarf item).

EVOLUTION PROS

B GAIN A STAT BOOST

When Pokémon evolve they gain more HP and get
an across-the-board increase to their basic stats.

M LEARN EXCLUSIVE MOVES

Evolved Pokémon, especially ones that gain a second
type, can often learn powerful new moves that they
could never learn in their unevolved forms.

I OTHER POSSIBLE ADVANTAGES

Evolved Pokémon may gain a second type, allowing
them to do more damage with moves of that type.
They may also learn a more powerful ability
(Shedinja’s Wonder Guard, for example) or gain the
ability to cross different types of terrain.

Trading and Version-Exclusive Pokémon

How Trade-Based Evolutions Work

You can't directly trade
Pokémon with friends who are
playing Pokémon Mystery
Dungeon, but players of the
Blue Rescue Team version can
send a “helper Pokémon” to
friends that they save in a
Friend Rescue job. You may
also trade passwords to unlock
Pokémon from the version
you're not playing.

M IQ EVOLUTION

Pokémon that formerly evolved based on their Friendship
level now evolve based on 1Q. Togepi, Chansey, and
Pichu, for example, will now need minimum IQs of four
to six stars to evolve.

Traditionally, some
Pokémon evolve when
traded. That is no longer
possible, but you can now
evolve those Pokémon by
taking them to Luminous
Cave and giving the voice
a Link Cable. You may
then provide a second
Evolution item.

Many Pokémon, including starters Torchic and Mudkip,
gain a new type when they evolve. While this has been a
mixed blessing in the past, the small team sizes in
Pokémon Mystery Dungeon make having a variety of
types in a single Pokémon very valuable.

EVOLUTION CONS

I GAIN LEVELS MORE SLOWLY

The rate at which Pokémon gain levels varies from
Pokémon to Pokémon, but typically, evolved forms
require more Exp. Points to level up.

I LEARN MOVES MORE SLOWLY

Evolved Pokémon typically learn new moves at high-
er levels than they would in their unevolved forms.
They may also miss out on moves that only their
unevolved forms can learn. |

B OTHER POSSIBLE DISADVANTAGES

In some situations, gaining a second type may
be a disadvantage. And a few Pokémon (like
Wailmer) grow in size when they evolve, making

it harder to fit them into parties.

Recruiting Pokémon from Other Versions of the Game

Ten Pokéman are exclu-
sive to either the Red
Rescue Team or Blue
Rescue Team version of
the game. See “Wonder
Mail” on page 60 to
learn how a friend can
let you recruit Pokémon
that wouldn't appear in
your version otherwise.
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FRIEND AREAS

On the outskirts of Pokémon Square are 57 Friend Areas. The sooner you acquire these
prime pieces of real estate, the sooner you can recruit the Pokémon who live there.

Unlocking Friend Areas

The Wigglytuff Club will open early in the game, and Wigglytuff will give a few free Friend Areas to your rescue team. From that
point on, you should spend most of your Poke buying other Friend Areas, lest a good recruitment opportunity slip through your
fingers because you can't offer the Pokémon a home. However, not all Friend Areas can be purchased.

Wigglytuff Club Recruiting Bosses Rescue-Job Rewards

The Wigglytuff Club sells most of the Certain boss Pokémon live in highly spe- Check the rescue job requests sent to

game's Friend Areas. Check back after you cialized environments that cannot be pur- your mailbox and posted on the Pelipper

beat the game—you’ll find lots of new stock chased. Fortunately, these Pokéemon will Post Office bulletin board—somehavean £ = " O
available, but the second wave of Friend give you free access to their Friend Areas exclusive Friend Area as a reward. Don't

when you manage to recruit them. miss an opportunity!

s

Wigglytuff Club

The Wigglytuff Club is in Pokémon
Square. Wigglytuff is both a merchant
and a leading authority on Friend
Areas, and it can give you extensive

information before you buy.

Managing Your Teammates
After you purchase a Friend Area you can visit it to check H JOIN TEAM fSTﬁNDBYf MAKE LEADER
up on the Pokémon who live there, feed th_em ez and Select Join Team to add a friend to your roster, and Stand By to Team Discussions
add them to your team or send them packing. Simply leave  ramove it from the roster and send it back to its Friend Area. !
your team base to the west (Ieft) to make a list of your Remember that most dungeons have a three-Pokémon limit. See While on a dungeon mission, you can chat i
friends appear. Select a name on the list to travel to its the Making a Pokémon the Leader box for details on that option. with your companions whenever you like.
again or roam freely among your Friend Areas. The possi- W GIVE GUMMI et Al A Btk intid 6F atiading
ble Friend Area commands are listed to the right. Giving gummis to your Pokémon while they're in their Friend you Il 2K Biow theéy'ré Boire.

Areas will boost their 1Q and maybe raise a stat as well! R m——— ” ;

M GIVE

Give your friend any item from your inventory to hold. If it already
has an item, that item will return to your toolbox.

W TAKE

Take an item from your Pokémon so you can store it or give it to
another Pokémon.

M SAY FAREWELL

“Say Farewell” to a Pokémon to kick it out of its Friend Area per-
manently and remove it from your rescue team.

Each Pokémon has a variety of things it
can say, depending on how healthy it is. If

B SUMMARY it's wounded or near fainting, it will let
Check a friend’s type, size, stats, held item, 10, ability (with you know!
3 . description), Evolution status, and history.

Makinga Pokemon the Leader ...

After you beat the game, you will be able to put any of Check a Pokémon's moves list to see if it’s up to the challenge

your friends in charge of a rescue team. To do 5o, visit ahead.

your chosen Pokémon, select Join Team, and then

select Make Leader. You will control that Pokémon M CHECK1Q

directly on your next dungeon foray. View a list of your friend’s known 1Q skills. You can switch them on

and off here so you won't have to do it in a dungeon.
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Friend Area Details

The following pages list the game's Friend Areas in alphabetical order. Each entry
includes information on how to unlock the Friend Area, who lives there, and its cost (if
applicable).

Friends of a Feather

Each Friend Area typically appeals to Pokémon who share a certain type. If you plan on

going recruiting in an underwater dungeon, increase your recruitment odds by purchas-

ing water-themed areas like Bountiful Sea.

Ask Wigglytuff’s Advice

If you're wondering what
Friend Area a specific
Pokémon lives in,
Wigglytuff will be happy to
help. You can ask it about
any Pokémon you've
encountered, and it will tell
you what Friend Area the
Pokémon calls home. If
Wigglytuff comments that
the Friend Area is not in
stock, there's a good
chance it will be later.

When Wigglytuff Doesn’t Know

If Wigglytuff admits it can’t get a specific Pokémon's Friend Area or is stumped by
your question, you'll need to get the Friend Area through other means, such as
recruiting a boss or earning it as a rescue-job reward.

Beau Plains

Bulbasaur and Chikorita heroes and partners
receive this Friend Area for free; otherwise you
can purchase it at the Wigglytuff Club.

AREA RESIDENTS (12)

Bulbasaur  Taillow Skiploom  Meganium
Chikorita  Ivysaur Swellow  Jumpluff
Hoppip Bayleef Venusaur  Roselia
Boulder Cave

Offered as a prize for completing certain bul-
letin board and mailbox rescue jobs.

AREA RESIDENTS (4)
Diglett Steelix Dugtrio  Onix

Bountiful Sea

You can purchase this area at the Wigglytuff
Club after heating the game.

Aged Chamber AN

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (14)

UnownA  UnownE Unown | Unown M
UnownB  UnownF Lnown J Unown N
Unown C Unown G Unown K

UnownD  UnownH  Unownl

Aged Chamber 0?

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (14)

Unown 0 Unown S UnownW  Unown!
Unown P Unown T Unown X Unown ?
Unown Q Unown U Unown Y

Unown R UnownV  UnownZ
Ancient Relic

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (6)
Aerodactyl Baltoy Claydol
Regirock  Regice Registeel

AREA RESIDENTS (9)

Tentacool  Tentacruel Slowpoke
Slowbro Shellder Cloyster
Staryu Starmie Slowking
Crater

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (7)

Magmar Torkoal Numel Camerupt
Maghy Slugma Magcargo

Cryptic Cave

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENT (1)
Mewtwo

Darkness Ridge

You will receive this area when you recruit
Absal.

AREA RESIDENTS (13)

Vulpix Absol Duskull Dusclops
Haunter Ninetales  Gastly

Sneasel Gengar Misdreavus

Banette Sableye Shuppet
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Decrepit Lab

You can purchase this Friend Area at the
Wigglytuff Club.

Energetic Forest

Pikachu, Skitty, and Meowth heroes and partners
receive this Friend Area for free; otherwise you can pur-
chase it at the Wigglytuff Club after beating the game.

AREA RESIDENTS (7)
Abra Porygon2  Ditto Porygon
Mr.Mime Kadabra  Alakazam

AREA RESIDENTS (15)

Pikachu  Slaking Slakoth Aipom
Persian Raichu Skitty Vigoroth
Snorlax Mankey Meowth  Delcatty
Stantler  Pichu Primeape

SFEE RN PRSI S
1

Final Island

You can purchase this area at the Wigglytuff
Club after beating the game,

Deep-Sea Current

You will receive this Friend Area when you
recruit Lugia.

AREA RESIDENT (1) AREA RESIDENT (1)
Lugia Mew
Deep-Sea Floor Flyaway Forest

You can purchase this area at the Wigglytuff
Club after beating the game.

You can purchase this Friend Area at the
Wigglytuff Club.

AREA RESIDENTS (12)

Omanyte  Huntail Cradily Lanturn
Kabutops Omastar  Gorebyss  Clamperl
Lileep Chinchou  Kabuto Relicanth

AREA RESIDENTS (12)

Pidgey Murkrow  Natu Togepi
Hoothoot  Pidgeotto  Swablu Xatu
Togetic Moctowl  Pidgeot  Altaria

Dragon Cave Frigid Cavern

Offered as a prize for completing certain bul- ' PR L You can purchase this area at the Wigglytuff
letin board and mailbox rescue jobs. g u'sh o Club after beating the game.

AREA RESIDENTS (3) I AREA RESIDENTS (7)

Bagon Shelgon Salamence [ Jym Glalie Smoochum  Snorunt

Delibird Swinub Piloswine

" Furnace Desert

You can purchase this area at the Wigglytuff
Club after beating the game.

Echo Cave

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (11)

Zubat Mawile Exploud Whismur
Wobbuffet Golbat Wynaut Nosepass
Loudred  Dunsparce Crobat

AREA RESIDENTS (7)

Sandshrew Cacturne  Flygon Cacnea
Vibrava  Sandslash Trapinch

:"! A

\ “1'
il

Enclosed Island

You will receive this Friend Area when you
recruit Deoxys.

Healing Forest

You will receive this Friend Area when you
recruit Celebi.

i

AREA RESIDENT (1)

AREA RESIDENT (1)
Deoxys i

Celebi
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FRIEND AREAS__I__

Ice Floe Beach Mt. Deepgreen

You can purchase this area at the Wigglytuff Cubone heroes and partners receive this Friend

Club after beating the game. Area for free; otherwise you can purchase it at
the Wigglytuff Club.

AREA RESIDENTS (5) AREA RESIDENTS (12)

Seel Dewgong  Spheal
Sealeo Walrein

| Geodude  Spoink Teddiursa  Gligar
|  Cubone  Graveler Grumpig  Ursaring
| Shuckle  Marowak Golem Spinda

Mt. Discipline

Machop heroes and partners receive this Friend
Area for free; otherwise you can purchase it at
the Wigglytuff Club.

Jungle

You can purchase this Friend Area at the
Wigglytuff Club.

AREA RESIDENTS (13)

Oddish Tropius Sunkern  Sunflora
Bellsprout  Gloom Vileplume

Exeggcute  Weepinbell Victreebel

Bellossom  Exeggutor Tangela

AREA RESIDENTS (11)

Machop Meditite =~ Makuhita  Tyrogue
Hitmonlee Machoke  Medicham Hariyama
Hitmontop  Hitmonchan Machamp

Mt. Moonview

Offered as a prize for completing certain bul-
letin board and mailbox rescue jobs.

Legendary Island

You will receive this Friend Area when you
recruit Articuno, Zapdos, or Moltres.

AREA RESIDENTS (3)

‘ AREA RESIDENTS (6)
Articuno  Zapdos Moltres -

Clefairy Clefable  Cleffa
Lunatone  Solrock Jirachi

Magnetic Quarry Mushroom Forest
You can purchase this Friend Area at the You can purchase this Friend Area at the
Wigglytuff Club. Wigglytuff Club.

| AREA RESIDENTS (7)

AREA RESIDENTS (3)
‘ Beldum Metang Metagross Paras Breloom  Shiftry Shroomish

Nuzleaf Parasect Seedot

Mist-Rise Forest  MysticLake

You will receive this Friend Area as a gift when You can purchase this area at the Wigglytuff

the Wigglytuff Club opens. | Clubafter beating the game. |
| |

AREA RESIDENTS (14) AREA RESIDENTS (4) “

| Caterpie  Cascoon  Silcoon  Yanma
| Weedle Metapod  Dustox Beautifly
 ledyha  Kakuna Butterfree
| Wurmple Ledian Beedrill

Lapras Dragonite  Dratini Dragonair

Mt. Cleft

Charmander heroes and partners receive this
Friend Area for free; otherwise you can pur-
chase it at the Wigglytuff Club.

Overgrown Forest

Treecko heroes and partners receive this Friend
Area for free; otherwise you can purchase it at
the Wigglytuff Club.

AREA RESIDENTS (9)

Charmander Charmeleon Charizard
Larvitar Pupitar Tyranitar
Aron Lairon Aggron

AREA RESIDENTS (9)

Scyther Pinsir Sudowoodo
Scizor Heracross  Treecko
Grovyle Sceptile Kecleon
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Peanut Swamp

Mudkip heroes and partners receive this Friend
Area for free; otherwise you can purchase it at
the Wigglytuff Club.

AREA RESIDENTS (7)
Wooper Whiscash ~ Swampert  Barboach
Marshtomp Quagsire  Mudkip

Poison Swamp

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (6)
Grimer Muk Koffing
Weezing  Gulpin Swalot

Power Plant

You will receive this Friend Area as a gift when
the Wigglytuff Club opens.

AREA RESIDENTS (6)
Magnemite Magneton Voltorb
Electrode  Electabuzz  Elekid

Rainbow Peak

You will receive this Friend Area when you
recruit Ho-0h.

AREA RESIDENT (1)
Ho-Oh

Ravaged Field

You can purchase this Friend Area at the
Wigglytuff Club.

AREA RESIDENTS (5)

Spearow  Fearow Skarmory
Houndour  Houndoom

Rub-a-Dub River

Totodile heroes and partners receive this Friend
Area for free; otherwise you can purchase it at
the Wigglytuff Club.

AREA RESIDENTS (7)
Goldeen lllumise Feraligatr  Volbeat
Croconaw  Seaking Totodile
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Sacred Field

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (3)
Raikou Entei Suicune

Safari

You can purchase this Friend Area at the
Wigglytuff Club.

AREA RESIDENTS (15)

Nidoran @  Phanpy Kangaskhan Rhyhorn
Nidorand® Nidorina ~ Donphan  Tauros
Doduo Nidorino  Nidogueen Miltank

Rhydon Dodrio Nidoking

Scorched Plains

Cyndaquil and Torchic heroes and partners receive this
Friend Area for free; otherwise you can purchase this
area at the Wigglytuff Club after beating the game.

AREA RESIDENTS (10)

Growlithe  Blaziken  Torchic Combusken
Rapidash  Arcanine  Ponyta

Typhlosion Cyndaguil Quilava

Seafloor Cave

You will receive this Friend Area when you
recruit Kyogre.

AREA RESIDENT (1)
Kyogre

Secretive Forest

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (9)

Venonat  Venomoth Spinarak
Ariados  Pineco Forretress
Nincada  Ninjask  Shedinja

Serene Sea

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (4)
Qwilfish Wailord Mantine Wailmer




Shallow Beach

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (5)
Krabby Kingler Corsola
Wingull Pelipper

Sky Blue Plains

Offered as a prize for completing certain bul-
letin board and mailbox rescue jobs.

AREA RESIDENTS (13)

Jigglypuff  Gardewoir  Ralts Kirlia
Chansey  Wigglytuff Lickitung

Snubbull  Igglybuff  Girafarig

Blissey  Granbull  Smeargle

Southern Island

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (2)
Lafias Latios

Stratos Lookout

You will receive this Friend Area when you
recruit Rayquaza.

AREA RESIDENT (1)
Rayquaza

Tadpole Pond

You can purchase this Friend Area at the
Wigglytuff Club.

AREA RESIDENTS (9)

Poliwag Poliwhirl  Paliwrath
Politoed Lotad Lombre
Ludicolo  Surskit Masquerain
Thunder Meadow

You can purchase this Friend Area at the
Wigglytuff Club.

AREA RESIDENTS (11)
Sentret Castform  Plusle Electrike
Flaaffy Furret Chimecho  Minun

Manectric  Ampharos Mareep

Transform Forest

Eevee heroes and partners receive this Friend
Area for free; otherwise you can purchase it at
the Wigglytuff Club.

AREA RESIDENTS (6)
Eevee Vaporeon  Jolteon
Flareon  Espeon Umbreon

FR'E“DAREASI

Treasure Sea

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (10)

Horsea Luvdisc Anorith Armaldo
Octillery ~ Seadra Remoraid

Sharpedo  Kingdra Carvanha

Turtleshell Pond

Squirtle or Psyduck heroes and partners
receive this Friend Area for free; otherwise you
can purchase it at the Wigglytuff Club.

AREA RESIDENTS (10)

Squirtle  Crawdaunt Azurill Corphish
Psyduck  Wartortle Blastoise

Azumarill  Golduck Marill

Volcanic Pit

You will receive this Friend Area when you
recruit Groudon.

AREA RESIDENT (1)
Groudon

Waterfall Lake

You can purchase this area at the Wigglytuff
Club after beating the game.

AREA RESIDENTS (4)

Magikarp  Milotic Gyarados  Feebas

Wild Plains

You will receive this Friend Area as a gift when
the Wigglytuff Club opens.

AREA RESIDENTS (13)

Rattata Seviper Linoone Zangoose
Arbok Raticate  Ekans

Hypno Farfetch'd  Drowzee

Zigzagoon Poochyena Mightyena
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ITEMS AND ITEM USE

There’s no point hoarding items on your dungeon forays, since you’ll find more items than you
can possibly hold. Use them freely to defeat foes, heal friends, and fill your belly. '

Basic Dungeon Items

Most of the items that you'll find on your journey can be used only within dungeons, and
will disappear after a single use. Dungeon items include food to fill your belly, berries to
heal wounds, seeds that may help or harm, and orbs that do all sorts of zany things.

Food Items

Whenever your leader
MOVes Or USes a move, it
will consume a bit of the
food in its Belly. If the Belly
hits zero, the Pokémon's attack strength
will drop and it will lose HP every turn. Eat
food (mostly Apples) whenever your Belly
gets low. Certain food items may even
increase the amount your Belly can hold.

Weapons

Items like Gravelerocks, Sticks,
and Iron Thorns can be thrown at
foes to deal damage from
long range. Most ignore
the target's type and
some do fixed amounts of
damage regardless of the situation. These
items come in large quantities but only
take a single toolbox slot.

Seeds

Helpful seeds can revive a fainted
Pokémaon, make a Pokémon breathe fire,
or even boost a Pokémon's max

HP, while harmful seeds can

cause Sleep or Confused

or completely drain a

Pokémon's Belly. Eat

the good ones and

throw the bad ones at

your foes!

Other Items
Poké

Poke is the currency of Pokémon Square and is accepted in all shops.

Link Boxes

Berries

All berries have restorative properties,
recovering lost HP or curing conditions like
Paralysis, Confused, and Poison. When you
give berries to a Pokémon to
hold, the Pokémon will
use them automatically
when its HP gets low or
it gets hit with the rele-
vant status condition.

Orbs

0rbs have all sorts of
wacky effects when used.
They may stun all foes in
aroom, change the
weather, make the user
invisible, or warp your team

back to its team base. If used in the right
situation, orb effects will always be to your
team’s advantage.

Drinks

The most common drink you'll find is the
Max Elixir. This beverage refills the lost PP
of all of a Pokémon's moves,
and is absolutely essential in
long dungeons. Buy every
Max Elixir you see and
bring a few on each of
your dungeon forays in
case you don't find any
on the ground.

Link Boxes allow a single Pokémon to reorder, link, and delink any of its moves in the mid-
dle of a dungeon foray. Link Boxes disappear after one use.

Evolution Items

Evolution items are among the rarest dungeon treasures.

These items must be taken to Luminous Cave to evolve certain
Pokémon. The most commaon Evolution item is the Link Cable,
which is needed for any Pokémon that traditionally evolves via trading.
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Pokémon Enhancement Items
TMs & HMs

You can teach new moves to Pokémon with TMs and HMs, which
appear as blue and gold discs, respectively. You can use each TM
disc only once (unless you can use the Recycle move to revive it),
but you can find and purchase copies of the same TM multiple
times. You can use HMs any number of times, and to enter certain
dungeons you will need to bring a Pokémaon that knows the HM's
move, or bring the HM itself in your toolbox,

Stat-Enhancement Drinks

Other drinks are rare, but no less valuable. When consumed, Iron, Protein, Zinc,
and Calcium will permanently boost one of a Pokémon's base stats by three
points. Such drinks are among the game's rarest items.

Gummis

Pokémaon love to eat gummis. These
strange foods boost a Pokémon's 1Q
and can even hoost their stats if eaten
in a Friend Area. Each Pokemon type
has a favorite flavor that gives it an
extra boost, so check
the description on
each gummi to see
which Pokéman it will
help the most.

Held Items

Items like ribbons,
bands, and scarfs
give a boost to the
Pokémon that holds
them-quicker heal-
ing, boosted stats, or
immunity to a status condition, for
example. Some, like the Friend Bow or
X-Ray Specs, are effective only when
held by the party leader.

Keys and Key Items

Certain dungeons have key items that trigger events within the dungeon, such as
the Buried Relic's Music Box or the Wish Cave's Wish Stone. You will also find literal
Keys, which are used to unlock treasure rooms (any key will fit any lock) and are
used in several different dungeons.



Collecting Items

The three standard ways to get items are to
find them in dungeons, purchase them
from Kecleon Shops, and earn them as
prizes from rescue jobs.

Random Dungeon Finds

when generating each floor and placing
items randomly, each dungeon draws from
a different list of items. For example, TMs
may be common in one dungeon, rare in
another, and not appear at all in a third. As
you play, take note of which items appear
commonly in which dungeons so you'll know ‘
where to go to seek particular items.

Trawl Orbs

When exploring dungeons, you'll
often find the stairs immediately. If
you use a Trawl Orb in such situa-
tions, you can pull all of a floor’s
items directly to your team. You can
then take the stairs and know that
you didn’t miss a thing.

Pokémon Square

A Kecleon Shop in Pokémon Square sells

many useful items. Speak to the Kecleon on

the left to buy staples like berries, Apples,

and Max Elixirs, and speak to the Kecleon |
on the right to buy more-exotic items, like

orbs and TMs. The shop stock changes

daily, so visit often.

Stealmg frdm
Kecleon

Certain dungeons host random
Kecleon Shops, where all of the
shop’s stock appears on special car-
pet tiles. If you try to steal items by
taking them without paying, you'll be
banned from using Escape Orbs, and
be assaulted by an endless stream of
high-level Kecleon that will make

' reaching the stairs extremely diffi-

- cult. If you want to steal the loot, use
an Escape Orb after you take all the
items but before you step off the car-
pet, or make your way to the stairs
and then use a Trawl Orb to pull all

ITEMS AND ITEM USE

The Basics of Item Management

You'll have different commands for managing and using your inventory when you're in Pokémon Square, a Friend Area, or a dungeon.

Here are the basic methods of using, exchanging, and disposing of items.

Use an item

some items can be used only in dungeons, while a few (like
HMs) can be used only outside of dungeons. If an item can
be used in your current location, the Use option will appear
when you select it from an item menu.

When selecting food, berries, and drinks, the Use option
is replaced by Eat or Ingest. This should remind you that
the item will affect only your leader.

Throw an item

In a dungeon, you can throw any items. This is obviously
maost useful for offensive items like Gravelerocks and
Hunger Seeds, but you can throw any item to deal one point
of damage or to simply get it out of your toolbox.

Throwing Items at Friends

If you throw a consumable item like an Oran Berry,
Max Elixir, or gummi at a friend, the friend will con-
sume that item on contact. If you throw a nonconsum-
able item like a ribbon at a friend who has the Item
Master 1Q skill, it will catch and hold it. But if it's
already holding an item, the item you throw will deal
one point of damage and be destroyed on contact.

Trash an Item

Qutside of dungeons, you can “Trash” any item in your inventory to get
rid of it permanently. If the item has any value, however, you'd be bet-
ter off selling it at the Kecleon Shop.

Place an Item

You can't select Trash for items in dungeons, but you can throw them
wildly or select Place to set that item on the ground. If you place an
itern in an enemy’s path, the enemy may pick it up and use it.

Using Items on the Ground

You can't pick up the items you step on if your toolbox is full, but you
can still interact with them by choosing “Ground” from the main menu.
The Switch command will let you swap that item with an item in your
toolbox, the Throw command will let you hurl it as if you were holding it,
and the Use or Eat command will let you consume it right off the floor.

Give an Item to a Friend

Each Pokémon can hold one item that does not count toward your 20-
item toolbax. You can transfer an item to a Pokémon with the Give

command, or take it back by pressing left or right on the item list until
you find that Pokémon’s inventory, then selecting the Take command.

Friend Area Item Use

Outside of dungeons you can use the Give and Take commands
only by selecting a Pokémon in the Team menu or by visiting it in
its Friend Area, Visiting a Pokémon in its Friend Area will also
allow you to feed it gummis for the maximum possible effect.
Friend Area item options are listed below.

M GIVE GUMMI

You can feed Pokémon gummis in dungeons, but Pokémon
will get a stat boost from gummis only when you use the Give
Gummi command in their Friend Areas.

M GIVE

While you're speaking to a Pokémon in its Friend Area, you can
give the Pokémon an item to hold.

I TAKE

If you want to reclaim a Pokémon’s held item, you can do so
by visiting it at its Friend Area. There’s no need to add the
Pokémaon to your team first.
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Managing Your Toolbox

Each Pokémaon rescue team gets a toolbox as part of its welcome kit. Since the size of your
toolbox can never be expanded and you'll find hundreds of items in large dungeons, it is

important to manage your inventory very carefully.

Drop off Items with
Kangaskhan

It's a good idea to visit Kangaskhan
Storage before every dungeon foray,
even if your inventory contains only
a single unneeded item. Make a
habit of dropping off everything you
won't need and resupplying yourself
with whatever recovery items you
were forced to use in the previous
dungeon.

Use Seeds and Orbs
with Abandon

Your toolbox will fill up fast in dun-
geons where seeds and orbs are
common. You can't take them all
home with you, so use them regular-
ly to keep open slots in your toolbox.
Using a Petrify Orb to stun only a
single foe may feel like a waste, but
it's better than not using it at all.

Space in Your Toolbox is Limited to 20 Items

Your toolbox has only 20 item slots, so you'll need to make the most out of them.
Conserve space by bringing only one type of projectile (if you find more, they'll be

stored in the same slot rather than taking up a new slot), bringing Huge Apples
instead of multiple smaller Apples, and leaving extra recovery items at home.

Losing Items in Dungeons

Don't get too attached to the items you find or buy, since there are plenty of ways that you could lose them on your travels. Many
lost items can even be used against you, since your foes share the ability to use and hold items.

Fainting in a Dungeon

If your leader faints in a dungeon, you’ll lose all of your
team’s held items and half of your toolbox items, chosen at
random. You may be tempted to reset, but consider all the
Exp. Points you've gained before you reach for the switch.

Call for Help

There is one way to get your items back if you faint:
send a distress call to a friend and wait for your pal to
save you. See page 60 for details.
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Enemies Stealing Items

Enemy moves like Knock Off can knock a held item out of a
Pokémon's hands, while moves like Thief can steal it and put it
into the attacker’s inventory. Hunt down these enemies and knock
them out to get your items back.

Enemies Finding Items

Enemies will pick up items they step on, allowing them to snatch
valuable treasures before you even see them. Whenever this hap-
pens, a message will appear telling you what foe found what item.
If it's worth retrieving, hunt down every Pokéman of the offending
species to reclaim what should be yours.

Enemies Catching Items

When you throw items like Gravelerocks and harmful seeds,
there’s a chance your target will catch the item instead of being
damaged by it. That foe can then use the item against you and
your team.

Items You Want to Lose

Of course, not every loss is a tragedy. As you travel, your invento-
ry may fill up with useless items like Used TMs (useless if you don’t
have the Recycle move, that is) and the Plain Seeds that are left
behind when a Reviver Seed is used. Toss these to save space.

Equip Yourself and
Your Team with Items

Don't forget that every Pokéman on
your team can hold a single item.
Even if the item has no effect when
held, like an orb or TM, you can pass
it off to new recruits or friends who
have already eaten their berries,
just to make use of the extra inven-
tory space.

Use and Eat Items off
the Ground

When your toolbox is completely
full, you'll often see berries, orbs,
and seeds that aren't worth freeing
up an inventory slot for. If the item
has any small positive effect, like
filling your belly slightly, use the
Ground menu to eat or use the item
right off the ground.

Sticky Items

When a Pokémon steps on a Sticky Trap its

held item or a random toolbox item will get
coated with goo. Sticky items have an X by

their name and cannot be used. When held
items become sticky, they lose their effects
and cannot be removed or replaced.

FIXING STICKY ITEMS

There are only two ways to clean up sticky
itemns. One is to use a Cleanse Orb, which
will remove the stickiness from all held and
toolbox items. The other method is simply
to carry the sticky item out of the dungeon
with you.



ITEMS AND ITEM USE / POKEMON SQUARE

POKeMON SQUARE

Pokémon Square is the hub of your adventure. You will return here at the end of every mis-
sion to save your game, visit shops, look for work, and chat with the townsfolk.

Pokémon Square Locations

The businesses in Pokémon Town will be shuttered at the start of the game, but all
will open their doors within the first few hours of play. One of the most important
areas in Pokémon Square is the humble tiled plaza at its center, where Pokemon
meet to discuss interesting rumors and the recent developments in their world.

TO FRIEND AREAS KECLEON SHOP
see page 46 RESCUE-TEAM BASE sod page 58

TO DUNGEONS

Over 40 dungeons will be

unlocked during the

course of the game, and

you'll reach them all via KANGASKHAN STORAGE

this path. On the dungeon see page 56

list, an envelope icon rep-

resents an accepted rescue

job, while a “G0" icon

indicates an important sto- MAKUHITA DOJO
ryline objective. see page 57

Your Team Base

Your hero begins each new day inside your rescue team’s base, and on most days
you'll find your partner waiting just outside. Resources include the bed where you
can save your game at any time, and the mailbox where you'll find a steady supply
of news and job offers.

LUMINOUS CAVE
see page 45

FELICITY BANK
see page 56

WIGGLYTUFF CLUB

Customize Your Pad

The status of your rescue team
will quickly outgrow your hum-
ble dwelling. Fortunately, you
can renovate your base as your
guest continues, ultimately
transforming its exterior into
the shape of your hero's head.
You can also redesign your
team flag and acquire decora-
tive statues by completing spe-
cial rescue jobs, clearing the
Makuhita Dajo, or attaining the
Lucario rank (see page 59).

see page 46
GULPINLINKSHOP  PELIPPER POST OFFFICE
see page 56 see page 56
B UPGRADE YOUR TEAM BASE

The Punish Bad Mankey quest is the first step on the road
to a complete team-base renovation. See page 77 for
more details, or see the final results for each Pokémon in
the Starting Pokémon section (pages 11-26).

B REDESIGN YOUR TEAM FLAG

if you can rescue Smeargle from
Howling Forest (see page 78) it will
thank you by redesigning your flag
whenever you ask. Smeargle can ulti-
mately design 15 different flags.
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Kecleon Shop and Kecleon Wares

The Kecleon Brothers each sell different items from the same staorefront. The green

brother sells basic staples, including Apples, seeds, throwing items, and some held |
items. The purple brother stocks
TMs and orbs. The shop stock
changes regularly, and you
should stop by to check it out
every day. Even if you aren’t
looking for anything specific,
you don’'t want to miss a
chance at an invaluable item
like a Reviver Seed or Joy Seed.

Kecleon Shops in Dungeons

The Kecleon Shop is a “nationwide chain™ that includes several small shops locat-
ed in dungeons. These shops sell everything from basic staples to rare held items,
and offer an invaluable opportunity to sell excess inventory during a quest.
However, the shopkeepers are very strict about shoplifting, so don't pick up any-
thing you can't pay for.

Felicity Bank

When your leader faints in a dungeon, all the
Pokeé you have on hand will be wiped out.
That's why you should visit Felicity Bank
after completing the day’s shopping to
deposit your remaining Pokeé. Try to keep at
least a few thousand Poké in the bank for when
a treasure pops up at the Kecleon Shop.

Whiscash Pond

Whiscash is among the oldest and wisest
residents of Pokémon Square. When you
can't figure out what to do next, pay
Whiscash a visit—it may be able to point
you in the right direction.

:i'ﬂ

. "
m—

Evolve Pokémon in Luminous Cave

After you beat the game, a strange pit will appear on the island in Whiscash Pond. !
That pit leads to Luminous Cave, where you can evolve eligible Pokéman. |
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Kangaskhan Storage

You can hold only 20 unique items in your toolbox, but there's
no limit to the number of items Kangaskhan will allow you to
store for free. Pay Kangaskhan a visit before every mission

to unload excess inventory and pick up the gear you'll
need on your next job.

Selecting Multiple Items

You can transfer large numbers of items to or from your storage by moving the cursor
to each item and pressing the L or R Button to highlight it. When you're done, select a
highlighted item and press the A Button to execute the transfer.

Gulpin Link Shop

For a flat fee of 150 Pokeé, Gulpin will allow you to link any number of moves for any mem-
ber of your party. Just put the moves in order (by holding the R Button and press-

BIR

S CIiYE)

Remembering Lost Moves

Without charging an additional fee, Gulpin can allow any Pokémon to replace a known
move with a move it forgot when it leveled up. Whenever you recruit a new Pokémon
that has a full move list, bring it to Gulpin to see what moves it may have forgotten.

Pelipper Post Office

The Pelipper Post Office allows Pokémon in different worlds to com-
municate with each other. It's here that you can receive
the 505 Mail that marks the beginning of a Friend
Rescue mission (see page 60), and send or receive
Thank-You Mail and A-OK Mail. The bulletin board out-
side is a great place to look for rescue jobs.

Bulletin Board

The bulletin board is updated with new
rescue reguests on a daily basis. The
rescue-job parameters are generated
randomly, so some jobs may offer great
rewards for simple tasks!




~ Makuhita Dojo

~ The Training

You'll find the Makuhita Dojo south of Pokémon Square. There you can train your Pokémon in mazes that consist of two levels of
standard combat and a third level in which your team will sguare off against an enemy team. All of the mazes have a theme
hased on a Pokémon type, so you'll know exactly what you're getting into when you step inside.

In the Training Grounds

You can earn Exp. Points in the Makuhita Dojo, but you
won't find any items, and recruiting is strictly forbidden.
The mazes are short, so you shouldn’t need to worry about

running out of PP ar food.
. @ F (517

Unlocking More Training Courses

The Makuhita Dojo opens with six simple mazes, and
new ones are added as the game's storyline progresses.
The final wave of new mazes will be unlocked after you

beat the game.

Courses

The key to beating each training course is
to consult the type-matching chart on
page 36 and make a party of Pokémon
that are super effective against each
maze's type. If your Pokemaon have a type
advantage, you can run Pokémaon that
are much lower-level than the Pokémon
in the dojo, earning relatively large
amounts of Exp. Points and leveling up
quickly. The mazes are presented in the
order in which they appear in the menu,
not the order in which they're unlocked.

Grass Wi
Ma:ze 102 Exeggcute
Your foes’ strategy

is to paralyze your m ;}RSv’Iﬁ'f 2
Pokémon or put

them to sleep, then 191 Sunkern
slowly drain their e GRS
health. Bring a large  Lever:1 e 12
party and give 285 Shroomish
everyone offensive

tactics so they can TvPE: GRS
come to the e
defense of any 331 Catnea
Pokémon that is TvPE: GRS
disabled by such LEVEL 3 He: 52
trickery.

Rewards

“team” maze in the final wave. That's five bottles in all!

Makuhita will reward diligent trainers with bottles of
Ginseng. You'll get one bottle for beating all 17 mazes in the
first three waves and an additional bottle for beating each

Normal
Maze

Most Pokémon
should worry about
Raticate’s Hyper
Fang move, but the
bigger concern for
Fighting-types is
Farfetchd’s Flying-
type Peck attack. In
the boss room, con-
centrate on Furret,
as its Fury Swipes
move makes it the
biggest threat.

Electric
Maze

Electrike will
attempt to paralyze
all comers with the
Thunder Wave
move and its own
Static ability. Protect
yourself with a
Persim Band or use
long-ranged moves
and items so it can’t
get close enough to

try.

Boss Battle

83 Farfetch'd

Tvre: NRM-FLY
LeveL: 10 we: 40

162 Furret

Tvee: NRM
LEVEL: 14  HP: T2
263 Zigzagoon
Tvre: NRM
LEVELS WP 25

Fire
Maze

The Pokémon here
are fairly high-level,
s0 type-trumping
them with a Water-
type will be essen-
tial. Wear items that
protect against
Sleep if you have
them, as Slugma is
fond of the sleep-
inducing Yawn
move,

Boss Battle

100 Voltorh (x2)

Tvpe: ELC
LEVEL: 3 e 20

309 Electrike (x2)

Tvee: ELC
LEVEL: 12 wp: 53

Ice
Maze

Most of your foes
use Normal-type
attacks, with
Snorunt’s Powder
Snow as a notable
exception. Powder
snow will hit every-
one on your team,
s0 in the boss fight
you'll want to elimi-
nate Snorunt as
quickly as possible,

Boss Battle

77Ponyta
Tree: FIRE
Level: 30 We: 75
218 Slugma
Tvee: FIRE
LEVEL: 16 HP: 66
240 Maghy

Tvee: FIRE
LEvEL: 17 wP: 64

Boss Battle

220 Swinub

rvee: [ICE-GRD
LEVEL: 8 HP: 35

221 Piloswine

rvee: ICE-GRD
LEVEL:16 WP 75

361 Snorunt

mvee: ICE
LEveL: 20 we: 70

A Special Reward for Clearing the Dojo

If you complete all 21 standard dojo mazes (exempting the “extra maze™ that requires both versions of the game),
Makuhita will place a statue of an as-yet-undiscovered Pokémon outside your team base.

Water
Maze

You'll face only
Poliwag in this
maze, but their
assortment of
moves will provide
plenty of challenge.
Hold Sleep-prevent-
ing items to guard
against Hypnosis,
and try to avoid giv-
ing them a clear
shot with their
long-range Bubble
attack.

Fighting
Maze

Your Flying- and
Psychic-types will be
unstoppable here,
but you won't be
able to exploit that
weakness easily
until you've beaten
the game.
Concentrate on elim-
inating Hitmonlee
with thrown items
and ranged attacks,
as it is by far the
greatest threat.

POKEMON SQUARE

Boss Battle
60 Poliwag (13)

mee: WTR
LEVEL: 10 we: 40

Boss Battle
236 Tyrogue

Tvee: FTG
LEvEL 6 WP 30

TveE: FTG-PSY
LEve: 6 He: 30

106 Hitmonlee

Tvee: FTG
LEVEL: 22 HP: 65
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Ground
Maze

The damage dealt
by Diglett’s
Magnitude move
varies randomly,
and an unlucky
break can leave
your party obliterat-
ed. Give your party
members aggres-
sive tactics so
they’ll fan out and
KO the Diglett pair
before they can
harm the leader.

Bug

Maze

Weedle's long-
range String Shot
move will slow
down your
Pokémon, allowing
Beedrill to get close
and KO you with
Fury Attack. Try not
to let Weedle get a
clear shot, and use
ranged moves and

items to eliminate
Beedrill early.

Dark

Maze

Poochyena flee
when their HP gets
low, so use
Graveleracks or
ranged attacks to
hit them as they
run, and claim your
Exp. Points. Beware
of Murkrow’s
Pursuit move; if you
can't deal enough
damage to KO it,
throw an item
instead of attacking.

Team
Hydro

Although your foes
are roughly equal in
terms of offensive
power, you should
focus on eliminating
Blastoise before it
can boost itself too
high with Protect.
Bring plenty of
Grass- and Electric-
type Pokémon who
are set to use only
moves of those

types.

Baoss Battle

50Diglett (x2)

mvee: GRD
LEVEL: 20 e 57

231 Phanpy (x2)

Tvee: GRD
LEVEL: 14 We: 55

Boss Battle

13 Weedle
Tyee: BUG-PSN
LEVEL: 8 Hp: 31
15 Beedrill
Tvpe: BUG-PSN
LEVEL: 10 Hp: 55

127 Pinsir

mvee: BUG

LEVEL: 6 He: 30

Boss Battle

261Poochyena (x2)

TvPe: DRK
LEvEL: 3 HP: 28

198 Murkrow (x2)

Tvee: DRK-FLY
LEVEL: 14 wp: 48

Boss Battle
9 Blastoise

vee: WTR
LEVEL: 38  we: 153
160 Feraligatr

Tvee: WTR
LEVEL: 32 HP: 100

260 Swampert

TvPe: WTR-GRD
LEVEL: 37 HP: 168
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Flying

Maze

This is a good area
in which to level up
new recruits. Doduo
is the biggest
threat, knowing
both the damage-
reflecting Pursuit
move and the
potentially fatal
Fury Attack. Hit it
from a distance or
disable it with a sta-
tus condition as
soon as it gets close.

Maze

Sudowoodo will
generally stay put,
allowing you to
defeat the more-
agqressive attackers
and then KO it at
your leisure. (You
are here for the Exp.
Points, after all.) If
any of your allies
have Bubble, make
sure they're set up
to use it!

Steel
Maze

This is a good place
to bring new Fire-,
Fighting-, Water-, or
Electric-type recruits
for training. When
battling Beldum, try
to KO it with a sin-
gle attack, or it may
KO itself with recoil
from the Take Down
move and deprive
you of the Exp.
Points.

Team
Rumblerock

All the foes in this
maze will focus on
area-effect
Magnitude and
Selfdestruct moves.
Use ranged attacks
like Bubble,
Bubblebeam, and
Bullet Seed to KO
them from afar, or
linked attacks to KO
them in one turn
when they
approach.

Boss Battle |

16 Pidgey

TvPe: NRM-FLY
tevel:1 W 10

84 Doduo

TvPE: NRM-FLY
LEVEL: 14  He: 50

83 Farfetch'd

TYpe: NRM-FLY
LEVEL: 10 we: 40

Boss Battle

74 Geodude

Tvpe: RCK-GRD
LEVEL:5  He: 30
185 Sudowoodo

Tvpe: RCK
LEVEL: T WP 35

247 Pupitar

mvpe: RCK-GRD
LEVEL: 17 HP: 66

Boss Battle 5

304 Aron (x2)
Tvee: STL-RCK
LEVEL: 6 HP: 26
374 Beldum (x2)
TYPE: STL-PSY
LEVEL:H  HP: 24

Boss Battle :

75 Graveler (x2)

1vpe: RCK-GRD
LEVEL: 22 WP 77

76 Golem

Tvpe: RCK-GRD
LEVEL: 15 He: B4

Psychic
Maze

Wobbuffet’s assort-
ment of defensive
moves makes this
maze a true puzzle.
If Wobbuffet uses
Mirror Coat, use
physical attacks. If it
uses Counter, use
special attacks. If it
uses Destiny Bond,
you have no choice
but to avoid combat
until the Destiny
Bond effect fades.

Ghost
Maze

The Ghost-type abil-
ity to pass through
walls makes this
one of the toughest
mazes. Bring plenty
of Gravelerocks, as
they can fly over
walls (and even into
walls) to damage
Gastly. If you catch
Gastly in the open,
use special attacks
instead of Normal-
type ones.

Team
Shifty

Lower floors hold
only low-level
Nuzleaf, so this
maze doesn’t truly
begin until the boss
fight. Shiftry is the
big threat, as its
Nature Power move
will cause Paralysis.
Make sure everyone
in your party can
attack independent-
ly to keep the battle

going.

Teams

To open the final training
ground you must be playing
the Blue Rescue Team version
(DS) and have a friend with the
Red Rescue Team version
{GBA). Insert your friend's Red
Rescue Team game into the
DS's GBA-Pak slot. Start your
game and choose Receive
Team from the opening menu.
Your friend’s active team will
become the bosses in a new

dojo maze!

Boss Battle

202 Wobbuffet (x3)

TvPe: PSY
LEVEL: 30 we: 100

Boss Battle

92 Gastly (x3)

Tvpe: GHO-PSN
LEVEL: 23 WP 4

Boss Battle

274 Nuzleaf (x2)

Tvpe: GRS-DRK
LEVEL: 10 Hp: 68
275 Shiftry

Tvee: GRS-DRK
LEVEL: 20 HP: 95

Visiting

Poison
Maze

It's hard to avoid
getting Poisoned
here, as both
Nidoran have the
Poison Point ability
that can inflict the
condition on attack-
ers. Use Pecha
itemns to counteract
the poison or high-
HP Pokémon who
can finish the maze
before the poison
brings them down.

Dragon
Maze

Dragon-types are
worth a lot of Exp.
Points, making this
a great place for
even experienced
Pokémon to level
up. If you can't
exploit their lce-
type weakness, at
least refrain from
using Water-, Fire-,
Grass-, and Electric-
type attacks, which
they're resistant to.

Team
Constrictor

You begin this boss
battle far apart,
staring down

Octillery’s Octazooka

and Tentacruel’s
Bubblebeam. Set
your team to use
long-range attacks
of their own instead

of advancing; if they

get too close they’ll
be disabled by
Confuse Ray and
Constrict.

Boss Battle
29 Nidoran ¢ (x2)

TvPE: PSN
LEVEL: 4  HP: 14

32 Nidoran o (x2)

Tvee: PSN
LEVEL: 12 Hp: 52

Boss Battle
371Bagon (x2)

Tvee: DRG
LEVEL: 16  He: 5l

372 Shelgon (x2)

Tvee: DRG
LEVEL: 19 HP: 66

Boss Battle
73 Tentacruel

mvee: WTR-PSN
LEVEL: 33 Hp: 125

224 Octillery

Tvee: WTR
LEVEL: 30 we: 150

346 Cradily

Tvpe: RCK-GRS
LEVEL: 45 He: 160

The first two floors
will be populated
by low-level
Pokémon like
Pidgey and
Rattata.

0On the final floor,
you'll face off
against your
friend’s Pokémon,
which will now be
controlled by the
computer.



Rescue Team Jobs

Random rescue requests will appear in your mailbox and
on the post office bulletin board. While these guests are
almost always optional, it's important to do as many as you
can to raise your rescue team’s rank, earn rewards, and
level up your Pokémon. Many storyline events take several
days to unfold, and there is no better way to spend the days
between events than attempting optional rescue jobs.

T <27l

Pelipper Missions and the Bulletin Board

When selecting rescue jobs, consult both your mailbox and the post office bulletin board. If you find a job that looks

promising, accept any other jobs that take place in the same
other jobs are available in the same dungeon, you may want

Reading Rescue Requests

some jobs offer great rewards for little effort, while
others will require more effort for lesser prizes.

I OBJECTIVE

Some jobs require you to escort a weak Pokémon or
bring a Pokémaon a valuable item. These jobs are hard
but do not necessarily offer proportionate rewards.

M LOCATION

When possible, select jobs that take place in areas
that have good items or recruitment opportunities.

M DIFFICULTY

Mission difficulty is ranked E-D-C-B-A-S-4, with
being the hardest. The higher the difficulty, the more
Rescue Team Points you will receive,

B REWARD
This is the most important part! Be sure to leap at
jobs that offer Friend Areas as rewards.

¥

u

area so you can kill two (or more) birds with one stone. If no
to leave the job in your job list and check back later.

Managing Your Job List

Once you accept a job, it goes to your job list, which is
accessible via the main menu. To begin a job, you must
select it from your job list and choose Take Job. If you've

lost interest, delete it to make space for other jobs.

POKEMON SQUARE / RESCUE TEAM COMMUNITY | !

RESCUE-TEAM COMMUNITY

Being a rescue-team leader is a responsibility as well as a privilege. When stranded ina
dungeon, friends and strangers alike may call for your help. Don’t let them down!

S

If you happen ta complete the right
rescue job, you may find one of
these special statues in front of your
team base. Don't miss a chance at
these rare rewards!

Rescue-Team Rank

Whenever you complete a rescue job, you'll be awarded
Rescue Team Points based on the job's difficulty. As you
reach higher ranks, new types of jobs (such as escort mis-
sions and item-fetch quests) will begin to appear.

Il NORMAL RANK
0-49 Rescue Team Points

I BRONZE RANK

50-499 Rescue Team Points

I SILVER RANK
500-1,499 Rescue Team Points

Il GOLD RANK |
1,500-2,999 Rescue Team Points

M PLATINUM RANK
3,000-7,499 Rescue Team Points

Il DIAMOND RANK
7,500-14,999 Rescue Team Points

I LUCARIO RANK

15,000 Rescue Team Points

Lucario Statue

P Once you reach the highest rank,

you'll find a statue of Lucario in
‘ front of your rescue-team base.

I ! ! | I 1

Dai o
ﬂ“ﬁl Sl 1| who might this mysterious
A

Pakémon be?

Pt
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Complete the Adventure Log ADVENTURE LOG 1 ADVENTURELOG2  ADVENTURELOG3 ADVENTURELOG 4

W Reached the Hill of the Ancients. W #of Friend Rescues successful. M Moltres joined the team. M Kyogre joined the team.

The adventure logs in the opening menu record your many achievements mTook to the road as fugitives. | # of Pokémon evolved. W Zapdos joined the team. W Groudon joined the team.
in Pokémon Mystery Dungeon. You'll earn many of the entries as \ RETSEBRMISS I W SEUEN: | ||| SN ACEONS e ton. (N T A SRy .

ystery Dunge v g m Broke the curse on Gardevoir W # of thieving attempts Succeeded. W Deoxysjoined the team.  MLugia joined the team.

progress through the game’s story, but later achievements will require W The rescue team base was completed. 2 of Floors were explored. M Entei joined the team.  Celebi joined the team,

recruiting boss Pokémon and even-more-challenging tasks. Making all 386 IBEHH;FSMTHM lﬂ:&mﬂmmnﬁ- M Raikou joined the team. M Mew joined the team.
: W Spotted Munchlax. ] émon were made leaders. M Suicune joined the team. W Mewtwo joined the team.

"
Pokémon a party leader for at least one dungeon foray? That could take B st s il &8 All Poksnon ioied the teim. B Ho-0h joined the team. I ivachi joined the team,

some effort. The full list of entries can be found to the right.

Friend Rescue

If your leader faints in a dungeon, you

can send a distress call to a friend either wirelessly, through a Wonder Mail password,

or via the DS Dual Slot function. The friend that takes the job can then enter the dungeon where you collapsed, and battle to
your position to provide aid. Instead of losing your Poké and items, your team will be revived at full health.

CLIENT TEAM

I SEND A DISTRESS CALL

When your team is defeated
you'll be given the option to send
a distress call. If you choose to do
so, you'll return to the opening
menu. Select the Friend Rescue
option, choose Get Help, and
select Send 505 Mail. Confirm the
details of where your party was
knocked out, then choose a
method by which to send your
plea for help.

I RECEIVE A-OK MAIL

Receive the A-OK Mail then select
Revive Team from the opening
menu. You will find yourself on the
floor where you fainted, but you'll
have full health and maybe a new
Pokémon on your team.

I SEND A THANK-YOU

The next time you visit town,
show your gratitude by sending
your friend a Thank-You Mail
from the Pelipper Post Office. You
can attach one item from your
inventory as a reward.

RESCUE TEAM

M RECEIVE A DISTRESS CALL

In the opening menu under Friend Rescue (and then
505 Go Rescue), or at the Pelipper Post Office, select

Receive 505 Mail. Prepare your team, then choose

Leave for Rescue and select your friend’s S0S Mail.

B RESCUE THE CLIENT TEAM

=7 %M Enter the dungeon where your
friend fainted and reach his posi-
tion, which is marked with a red
flag. This flag will always be in a
Monster House, so be prepared!

I SEND A-0K

After you rescue your friend’s team, collect a reward of
A-OK an item and some Rescue Team Points at the Pelipper
Post Office, and send an A-OK Mail to your friend. If
you are communicating wirelessly you can attach a
Helper Pokémon to the mail. Your friend will gain the
Pokémon as a recruit, but you will not lase it.

B RECEIVE THANK-YOU MAIL

When you open the Thank-You Mail from your friend,
THANK-YOU you'll receive more Rescue Team Points, as well as
any item that was included in the message. If you do
a lot of rescues, be sure to delete your old Thank-You
and 505 Mails so you'll have room for more later.

Wireless vs. Password Communication Helper Pokémon

Blue Rescue Team players can do all
of their communication wirelessly,
but they may wish to use password-
based Wonder Mail to request help
from friends over the phone or via
e-mail. (Red Rescue Team players
have no other choice.) Blue Rescue
Team players can also save time by
using the DS stylus to input the
passwords they receive.

When players are communicating
wirelessly, they'll have the option of
adding a Helper Pokémon to their A-
OK Mail so that Pokémon can help
the client through the rest of the
dungeon. However, you can receive a
Helper Pokémon only if you have an
open slot in your party. Note that the
game will not transfer the held items
of Helper Pokémon.

Unknown Dungeons

When you don't intend to play for a while, select the Unknown Dungeon option on the opening menu and close your DS
(without turning off the power). Your game will enter Unknown Dungeon mode, and if there is another player in Unknown

Dungeon mode within wireless range,

your Pokemon will ostensibly go off on adventures together. If this happens, when

you next open your DS you'll receive a rare item that your Pokémon found on its journey!
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Trade Items

Players with the Blue Rescue Team version of the game
can exchange items from their Kangaskhan Storage by
selecting Trade Items on the opening menu.
T T .| This feature is
| available only
when both play-
ers are playing
Blue Rescue
Team.

Receive Teams

Use the Nintendo DS Dual Slot function to transfer the
team from a Red Rescue Team game into the Makuhita
Dojo of a Blue Rescue Team player. (See page 58.)

Wonder Mail

Wonder Mail allows players to share rescue jobs with
each other. Each rescue job posting has a password,
which another player can input via the opening menu's
Wonder Mail option. If you find a job that has great
rewards, use this function to let a friend do the job too.

Write down the
password and
give it to a friend.
That friend can
input the pass-
word into his
game, and that
rescue job will
appear in the
mailbox outside
your friend’s team
base.

Recruit Missing Pokémon

Each version of Pokémon Mystery Dungeon has
five Pokémaon that are exclusive to that version, If
you see a job posting in which one of the exclusive
Pokémon is named in the client or objective field,
send it to friends who are playing the other ver-
sion to let that Pokémon appear in your friends’
version of the game!



STORY
MODE

Your adventure in the world of Pokémon begins
when your hero and its partner form a rescue team.




STORY MODE CHECKLIST

Establish a rescue team, unlock the first series of dungeons, and solve the

mystery of how you became a Pokémon.

Your Adventure Begins

After answering a few personality questions and
choosing a partner, you'll awaken in an unfamiliar
body and in an unfamiliar land. The world of Pokémaon
is in crisis—are you the solution? Or the cause?

TINY WOODS P.64

GREAT CANYON

M Fight through 12 floors to reach the Hill of the Ancients, where
Xatu lives. Learn how the disasters may be related to you.

B Speak to Whiscash in the lake north of Pokémon Sguare.

M The next day, visit Pokémon Square again and witness the
event involving Gengar and Alakazam.

B The next marning, prepare for your long journey. When
you're ready to leave, tell your partner.

W Fight through three floors to reach Caterpie and escort it home.
B visit your new team base, where you can save your game.

B Check your mail for a rescue team kit that includes a Toolbox, a Team Badge, and
some useful advice. Your first job is to rescue Magnemite in Thunderwave Cave.

THUNDERWAVE CAVE

M Fight through five floors to rescue the two Magnemite.

P.64

B Take a tour of Pokémon Square, where most shops have now opened. Complete at
least two jobs found on the Pelipper Post Office bulletin board.

B when you awaken the day after completing the second job, Dugtrio will visit your

team base and ask you to save Diglett in Mt. Steel.

MT. STEEL

B Fight to the top of Mt. Steel and defeat Skarmory to save Diglett.

P.65

LAPIS CAVE P.70
M Flee through 14 floors of Lapis Cave to escape your pursuers.

ROCK PATH (optional) P.71
M visit the short Rock Path area to earn Exp. Points and find basic items.

MT. BLAZE AND MT. BLAZE PEAK P.7172

M Fight through 12 floors of Mt. Blaze to reach Mt.
Blaze Peak, where you can save your game.

M Clear two floors of Mt. Blaze Peak and battle the
legendary Moltres to win passage to the Frosty Forest.

B Visit the Wigglytuff Club to receive a few free Friend Areas.
One is Power Plant, which will allow Magnemite to join you.

B Speak to Alakazam and other Pokémon in Pokémon Square.
Learn about the Makuhita Dojo.

B Complete at least three rescue jobs.

B Gengar's team will appear and steal all of your mail.
B Complete at least two additional rescue jobs.

SINISTER WOODS

B Clear 12 floors then battle Gengar's Team Meanies to rescue Metapod.
M Vvisit Pokémon Town Square and witness the commotion involving Shiftry’s team.

W when Shiftry fails to return from a rescue job, Jumpluff will visit your team base and
ask your team to investigate the Silent Chasm.

MT. THUNDER AND MT. THUNDER PEAK

SNOW PATH (optional) P.73
B visit the short Snow Path area to earn Exp. Points and find basic items.
FROSTY FOREST AND FROSTY GROTTO P.73-74

B Fight through nine floors of Frosty Forest to reach Frosty Grotto,
where you can save your game.

B Clear four floors of Frosty Grotto, and battle the legendary
Articuno. Convinced that you are on the same side, Absol will
join your rescue team.

M Gardevoir will appear outside of the dungeon and tell you
that Minetales can be found at the nearby Mt. Freeze.

SILENT CHASM P.67

M Battle through nine floors to save Jumpluff. But you'll be too late to save Shiftry—you
must follow Zapdos to Mt. Thunder first.

P.67-68 |
M Fight through 10 floors of Mt. Thunder to reach M. |
Thunder Peak, where you can save your game.

B Clear two floors of Mt. Thunder Peak and battle the
legendary Zapdos to save Shiftry.

B Confer with your partner at the team base and agree to
seek out Xatu at the Hill of the Ancients.
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P.75-76

MT. FREEZE AND MT. FREEZE PEAK

M Fight through 15 floors of Mt. Freeze to reach Mt Freeze Peak, where you can save
your game.

B Clear four floors of Mt. Freeze Peak. At the end you will be
attacked by Alakazam's team, but saved by Ninetales, wha
will clear your name,

W Return to Pokémon Square and the life of a rescue

team leader. Complete at least three rescue jobs.

B The next day, Wynaut and Wobbuffet will visit your

team base, After speaking with them, accept the Punish

Bad Mankey! guest from the bulletin board.




HOWLING FOREST

B Complete the 14 floors of Howling Forest to save Smeargle.
Smeargle will then join your rescue team.

UPROAR FOREST

B Fight through nine floors to reach the Mankey gang.

search for Chestnuts on the ninth floor.

B Hire the Mankey gang to renovate your team base.
They'll finish the job in exchange for three Chestnuts.

B Check your mail and the bulletin board for quests that
give Friend Areas as a reward. Complete a quest o receive

the Sky High Plain area.

B After completing the Friend Area guest and finishing your team

base, check the post office bulletin Boa
job to unlock Howling Forest.

W complete at least four rescue jobs.

B After the earthquake, visit Pokémon Square and watch as
Blastoise assembles a team to save Alakazam.

B Complete at least two more rescue j

B After waking to another earthquake, return to Pokémon Square
to hear Blastoise's report. Agree to take on the task, and tell your part-

ner when you're ready. You will then be

rd. Accept the Smeargle's Desperate Plea rescue

obs.

able to travel to Magma Cavern.

Reading the Walk-Through Pages

Each dungeon in the game has one walk-through section. Refer to each dungeon's section
to see a list of which Pokémon appear there, descriptions of the items that can be found
inside, and tips on how to unlock the dungeon and survive its perils.

Strategy Points

Each page's strategy is broken
into three sections. The Job
Description section summa-
rizes your mission, The
Preparation section tells you
how to unlock the dungeon
and provides advice about
which friends and items you
should bring. The Dungeon
section offers tips for com-
pleting the dungeon safely.

Events

Some dungeons end with a
hoss battle, but others end
with an event scene in which
friendly Pokémon give you
advice or provide other sup-
port. When you see a blue box,
you know that a friend awaits
vou at the end of the dungeon.

MAGMA CAVERN AND MAGMA CAVERN PIT

M Fight through 23 floors of Magma Cavern to
reach Magma Cavern Pit, where you can save

your game.

B Rescue Alakazam's team in Magma Cavern
Pit, and battle Groudon to stop the earthquakes.

B Return to Pokémon Square, where you will be
contacted telepathically by Xatu. Tell your partner
when you're ready to travel to the Sky Tower.

B After a late-night visit from Gengar, Gardevoir will appear to explain your destiny. In
the morning you will be able to travel to Sky Tower.

SKY TOWER AND SKY TOWER SUMMIT

e

P.79-80

P.81-82

B Select Sky Tower from the dungeon list to travel to the

Hill of the Ancients, where Xatu and Alakazam will tele-

port your team into the Sky Tower.

M Fight through 25 floors of Sky Tower to reach Sky
Tower Summit, where you can save your game.

B Complete the eight floors of Sky Tower Summit, then
prove your mettle by defeating Rayquaza in a battle

that will decide the fate of the world.

Area Introduction

Each area begins with the name of
your destination dungeon and a brief
description of your mission. For more
details on how to unlock the area,
read the Preparation section of the
strategy text.

Pokémon Charts

The green arrow boxes indicate which
Pokémon appear on which floors of each
dungeon. Select a floor number on the
left side of the chart, then follow its line to
the right. If it intersects with a box, that
Pokémon will likely appear on that floor.

# | MANKEY GANG

Fr -r..---.—p-“!
ity
™

Terrain

The Terrain box lists any special ter-
rain (such as water or magma) that
you may find within the dungeon, plus
the dungeon's number of floors and
the maximum number of Pokémon
you can bring into the dungeon.

Items Lists

The Items to Bring box lists a

few common items that you

should bring into the dun-

geon. The Items to Look For a
box contains information on |
which items may appear ran-

domly within the dungeon.

Boss Battles

Notable Pokémon

Certain Pokémon appear only in either the
Red Rescue Team or Blue Rescue Team ver-

sion of the game. Notes like this one tell
you which Pokémon will appear in your

version. Additionally, these boxes provide
extra information about certain Pokémaon.

Each boss battle is covered in a
red box that contains detailed
strategy, the boss's Pokédex
number, and stats for all of the
participants. Before you enter
a dungeon that holds a boss,
make sure you have the friends
and items you'll need to beat it!
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TERRAIN: = fHE: ITEMS
TOBRING: TO LOOK FOR:
| GRO“ND You don't have the option to The only items available in

bring anything into this dun- this dungeon are life-recover-

FLOORS: | E2U ing Oran Berries, poison-cur-
ing Pecha Berries, and Poké
coins.

: TEAM MAX-

You awaken in a different world, in a different body.
No fime for questions—Caterpie needs your help!

W JOB DESCRIPTION: Most of the Pokémon in this dungeon use
Caterpie has fallen into an underground fissure. You and your partner must save it. e only the basic Tackle move, so type-match-
ing isn’t much of a concern. The only real
B PREPARATION: threat in the lower floors is Sunkern, which
There's no time for preparation, so you'll have to jump right in. can damage Water-type Pokémon with its !
Absorb move. On the last floor (B3F), rare |
B INSIDE THE DUNGEON: Exeggcute Pokémon may use the sleep-

The Pakémaon in this dungeon are low-level and don't use many advanced moves, so you
can afford to take your time and experiment with the battle system. You can’t recruit any
Pokémon here, so focus on battling foes, exploring the area, and gathering items. At this
! point, you and your partner can each hold anly one item; so if you're lucky enough to find a
: berry you'll equip it automatically. If you find anather, lead your partner tao it.

inducing Hypnosis move. Try to position
your team so your partner can attack if your
hero is caught napping.

@ lEansMICEI!H

NRM-FLY

EIEGG{U'IE

GRS PsY

| TERRAN: | mEMs -
GRO“ND + ORAN BERRY In addition to Oran Berries,
and Pecha Berries, you'll

* PECHA BERRY

AVE Fm"}“ﬁs“ « RAWST BERRY
c | |

A _ TEAM MAX: |
You're officially in the rescue business, and a

request from your first clientis already on the way.

. m DESCR“’““H: = N =] AL

m wul whe W
Separate the two Magnemite that have been fused together at the bottom of Thunderwave Cave, 3

Check your mailbox after Pelipper visits; you'll find your first request. When you accept the job you’ll head
to the dungeon automatically, with the berries you received from Butterfree already in your Toolbox,

4
M INSIDE THE DUNGEON: N RN
Opponents in this dungeon will use moves like Growl to lower your stats, The effect won't fade until you E
use a staircase or step on a Wonder Tile. Electric-type Pokémon abound here, but Water-types needn't

Fafaaia, "M’m
B PREPARATION: _v«‘m‘m‘eﬂfa‘w‘*

S ) S B
Pafad oy olat's

worry, since they rarely use Electric-type moves. Unlike in Tiny Woods, you can recruit opponent Pokémaon
here, but not until you've bought Friend Areas later in the game.

find paralysis-healing Cheri
Berries. Blast Seeds, Sleep
Seeds, and Gravelerocks can
be used against particularly
difficult foes, and Apples will
fill your belly if you get hun-
Bry.

“Set” Gravelerocks in the
Itern menu so you can throw
them at distant foes merely
by pressing the Land R
Buttons. Gravelerocks let you
get in early hits at distant
foes or finish off cowardly
Pokémaon like Poochyena that
flee when their HP gets low.

In the Red Rescue Team version

of the game, you'll encounter

U B W R e

e el el

RAIT!.TA OHIDOHM? %1 @EH\'ENA Plusle in this dungeon. In Blue
1 Rescue Team, you'll encounter
Minun instead.
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ML
STEEL

Complete a bulletin board job, then scale Mt. Steel
to free Diglett from Skarmory’s clutches.

M JOB DESCRIPTION:
After completing some bulletin board jobs, rescue Diglett by scaling Mt. Steel and defeating
Skarmory.

Il PREPARATION:

Your mailbox is empty, so you'll have to do a bit of legwork. Visit the Pelipper Post Office, where you
can select missions from the bulletin board. To earn multiple rewards, accept all the missions for a
given dungeon and try to complete them all in one trip.

Before you depart, visit the shops at Pokémon Square. Link your stat-lowering moves to attack
mioves at the Link Shop, store your extra items at kangaskhan Storage, and deposit your cash at
Felicity Bank for safekeeping. Bring only a few items (see our suggestions in the Items to Bring list)
and leave the rest so you'll have plenty of inventory space. Be sure to open the Job List menu and
select Take Job on your jobi(s), before you head south from your team base to your chosen dungeon.
Once there, complete the joh(s) by locating your target Pokémon and speaking to it withthe A
Button.

After you complete two jobs, Dugtrio will appear with a new mission. Before you depart, visit
Kangaskhan Storage to pick up Blast Seeds, an Apple, and a Reviver Seed if you've left them there.
Otherwise, get them from a Kecleon Shop.

M INSIDE THE DUNGEON:

The largely Rock-type Pokémon in this dungeon use a lot of Defense-boosting moves like
Harden and Defense Curl. If you can't beat them before they beef up, remember that
Gravelerocks do a fixed 20 points of damage and won't be affected by high Defense scores.
The Wigglytuff Club isn't open yet, so you can't do any recruiting on your first visit. But if you
return after buying the Mt. Deepgreen Friend Area, you may be able to recruit a Geodude.

The enemies get harder
once you reach the fifth
floor, so don't use up your
special moves on the first
few floors. Get an early
jump on distant foes by
throwing the plentiful
Gravelerocks to help con-
serve your PP. A tough boss
fight awaits on 9F, so heal
up with an Oran Berry or by
holding the A and B Buttons
before you take the 8F
stairs.

(1) SKARM

Dt

TINY WOODS / THUNDERWAVE CAVE / MT. STEEL

i

| TERRAIN: |
GROUND

FLOORS:

9 ¥ * REVIVER SEED

TEAM MAX:

[ 9F ©» 11 RF a447

You begin all boss battles one space
away from your foe, so you can get
in the first hit by throwing a
Gravelerock while Skarmory

comnes toward you. Skarmory will
try to lower your detense with
Sand-Attacks before going

in for the kill with Peck.

Fire- and Electric-type

moves work well, but if

you don’t know any,

try using Blast Seeds

for a burst of flame.

1 SPEAROW TIGZAGOON 304) ARON BALTOY
HRM-FLY NREM STL-RCK GRO-PSY
2
3
4
5
6
7
8 \/
9 (GI)XARMORY
[E fEatd T R L R A A A L R STy R v

ITEMS
TOBRING:
* APPLE

+ BLAST SEED
+ ORAN BERRY

ORY

l TYROGLE ﬁufmlm v
FTG FTG-PSY

ITEMS

TOLOOK FOR:
10-boosting gummis are
amang the most-precious
items in the game, and you
can find Orange Gummis and
White Gummis in Mt Steel,
You'll also find the first orbs—
Escape Orbs are particularly
common (and useful). Max
Elixirs are equally valuable,
but much rarer.

| STLFLY
T Y

A N

.ﬁ

Q

() PSR .
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ITEM
TERRAIN: * fli5- 70 L0OK FoR:
WATER . APPLE A wide variety of gummis

» BLAST SEED appear here, making this a

| ! great area for gummi hunting.
FLOORS * CHERI BERRY Max Elixirs and Reviver
§ 410 - escape ore Seeds are rare ut valuable
« PECHA SCARF treats, and Oran Berries and
- les shouldn't be hard t
| i TEAM MAX: e
Bolster your ranks with wild Pokémon before you

race Gengar’s rescue team to a stranded Metapod.

I JOB DESCRIPTION:

Get to Metapod before Gengar and its rescue team do, or Caterpie’s family will have to cough up their exorbitant fee.

I PREPARATION:
The first order of business is to acquire Friend Areas so you can begin recruiting enemy Pokémon. When you visit the Friend
Area shop in Pokémon Square, Wigglytuff will give you three freebies (including Power Plant, which will allow Magnemite to
join your team). If you have extra money on hand, buy as many other Friend Areas as you can. Then, after witnessing the
events in the sguare, talk to all the Pokémon in town (including the Caterpie in the area north of the square), pay a visit to
Makuhita Dojo to the south, and complete at least three bulletin board jobs to trigger the next event.

The following morning you'll have a visit from Gengar before Pelipper brings a random rescue quest straight to your
mailbox. Complete two more jobs, then Caterpie will appear with a mission to Sinister Woods, If you want to take
Magnemite along, pay it a visit in the Power Plant Friend Area and add the Pokémon to your team.

M INSIDE THE DUNGEON:

There are Grass-type Pokémaon that will use the Grass-type Absorb and Leech Life moves, so keep your Water-type
Pokémon at full health and off the front lines, if possible. On the first few floors, foes like Sudowoodo, Cascoon, and Silcoon
will stand mationless, allowing you to move around them and avoid combat. The Pokémon on later floors are much more
aggressive, and the status conditions they can inflict lead to some dangerous situations. Use Gravelerocks and ranged
moves like Quick Attack to take out threats like Exeggutor and Shroomish early.

Shroomish’s Stun Spore attack can paralyze a character for
multiple turns, setting up the victim for damaging attacks
from other Pokémon. Equip your leader with a Cheri
Berry to cure the condition automatically.

() TEAMMEANIES |

3 LA i o7 1777 It'srescue team versus rescue team on the final floor of Sinister — [rvpee | e
' Woods! Gengar is your priority target, since its Curse can do a lot of | GHO-PSN PSN

damage. Gengar is very resistant to Normal-type attacks, so use | |
attacks of other types (Ground-, Psychic-, and Dark-type movesare | V& 15
ideal, but fairly rare at this point in the game). If you don’t have I we: 80 | HP:
any effective moves, you can always rely on fixed-damage items AT
like Gravelerocks and Blast Seeds. To make sure your party mem-
bers are using the best possible moves, go into their moves lists
and deselect every move except for the ones that will do the most
damage.

LVL:

ODDISH

1 GRE-PEN

2 192) SUNFLORA

3 (161 SENTRET

4 (268) CASCOON :

5

6 @ ER;MHISH

7 (364)LNOONE LEDYBA
8 . SOUPER

9
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SINISTER WOODS/ SILENT CHASM / MT. THUNDER |

TERRAIN:

SILENT
CHASM

TEAM MAX: |
Shiftry hasn’t returned from his rescue job— | ;
investigate and pick up a few great prizesontheway. | =

ITEMS
TOLOOK FOR:

Though they're rare, you can
find the first permanent held
items here: the valuble stat-
boosting Power Band and
Special Band. You can also
find a variety of gummis, the
usual assortment of berries
and orhs, and the occasional
Max Elixir.

ITEMS
TO BRING:

* APPLE
* BLAST SEED
+ PECHA BERRY

+ PECHA SCARF

I JOB DESCRIPTION: Things get tougher in

Go to Silent Chasm to save Jumpluff and see what happened to Shiftry’s team. thts.dungenn,' as foes
begin using Fire-,

B PREPARATION: Water-, Grass-, and

Poison-type special
attacks. When facing
a bad type matchup,
don’t be afraid to hide
behind a more effec-
tive ally.

Equip your lead Pokéman with a Pecha Scarf to protect against the Poison condition, and bring a few Pecha Berries
for the team. Take Magnemite along so you can put its Steel-type Poison immunity to good use.

M INSIDE THE DUNGEON:
Absarb-using and Poison-spewing Gloom is a major threat here, especially to Water- and Grass-types, so don't be
afraid to eat a Blast Seed for a quick win. If you get poisoned and don't have a Pecha Berry, make a run for the stair-
case—the condition will be erased at the start of the next floor. Upper floors feature wet terrain that Water- and
Flying-types can cross, but don't et it split up your team; abandaned allies could be wiped out by high-level foes.

() 208

T\ WEEDLE FARFETCHD

1 BUG-PSN NREM-FLY EEE.& @ IERE]I“RSA
.
3 -
4 i
5 POLIWAG HOUNDOUR
WTR DRK-FIRE
6 ) TRAPINCH . SPINARAK
7 PARAS
BLUG-GRS
8
9 S () BEEDRLL

TERRAIN:

MI.

GROUND

ITEMS

TO BRING:

« APPLE

« CHERI BERRY

ITEMS ;

TO LOOK FOR:

Rare but spectacular TMs like
Dig. Toxic, Giga Drain, Bullet
Seed, Shadow Ball, and

FLOORS:
10

TEAM MAX: |

+ ESCAPE ORB

* GRAVELEROCKS
+ PECHA BERRY

* REVIVER SEED

Aerial Ace are the highlight of
this dungeon. You can also
find Gold Ribbons (which can
be sold for 2,000 Poké) and
Link Boxes that let you link
moves on the go.

THUNDER

This mission isn’t for beginners! You’ll have to face | 3 ‘
the legendary Zapdos if you scale Mt. Thunder.

i JOB DESCRIPTION:
Follow Zapdos to Mt, Thunder to free Shiftry from its clutches.

Il PREPARATION:
Zapdos is a Level-25 Pokémon with 300 hit points, so you would be wise to buff up your team by doing rescue jobs from the bulletin board until you've risen to at
least Level 15. If possible, try to recruit a Ground-type like Geodude in Mt. Steel (note that this requires the Mt. Deepgreen Friend Area).

[ INSIDE THE DUNGEON:
This dungeon is rife with Electric-type Pokémon, many of which use attacks that paralyze their foes. If you see a Beedrill, destroy it from a distance: its Fury Attack
can be instantly fatal if it hits five times in succession. Bring an Escape Orb and use it if you get in over your head or find a rare TM you don’t want to lose.

1 Eggay e gg%f?ffﬂ )
2
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4

5 BEEDRILL (125) ELECTABULZ STANTLER

6 E.EFHAIIUS
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9 GROWLITHE

w

_TeRRA: | T0 BRING: 000K FOR:

WATER You don't have the option fo Oranneni_es:nlastSeeds,

access Kangaskhan Storage and Max Elixirs appear fre-

: FLOORS: before this dungeon. quently, giving you one last
! chance to gear up before the

| 3 | boss. Gummis (particularly
g Electric-type-boosting Yellow
! Gummis) are extremely com-

. | TEAM M.ﬂ.}(: : mon, 5o scour this small dun-
Zapdos isho push over. Prove your worth as a rescue i geon carefuly.

team by triumphing over the legendary foe.

il JOB DESCRIPTION: SYF T DDm— T ] Paralysis prevents you from

Defeat Zapdos to rescue a captive Shiftry. attacking or using special
moves, but it can’t stop you

B PREPARATION: from throwing items like

Gravelerocks. If possible,
step back to put an unpara-
lyzed partner on the front
line, and throw rocks from
the back row until the effect
fades.

After completing the 10th floor of Mt. Thunder you'll have an opportunity to save at the
Kangaskhan statue. Your HP and PP will be refilled before you enter the peak, which fea-
tures only two floors of combat before you reach Zapdos's perch.

I INSIDE THE DUNGEON:
Gather all the gummis you can on the first two floors of the dungeon, then heal up and
equip your best held items (hands and Oran Berries) before you take the second staircase.

ZAPDOS

If you're a Grass-type (vulnerable to Peck) or pure Water-type (vulnerable to
Electric-type moves), this is going to be an espedially tough fight. Fall back and
use Gravelerocks or long-range moves while your partners do the heavy lifting.
Ground- and Rock-type moves like Mud Sport work great, and moves that lower
..... A  stats, like Leer, are
e | unusually effective
| in this long brawi.

ELE-FI.\‘

w: 25|
HP: 300 |
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GREAT
CANYON

It’s time to confront the riddle of how you became a

Pokemon. Perhaps Xatu can help?

M JOB DESCRIPTION:
Fight your way through the Great Canyon to speak to Xatu at the Hill of the Ancients.

I PREPARATION:

You may want to revisit an old area in hopes of recruiting a Fire-, Flying-, or Poison-type ally
that can make things easier. Blast Seeds are another way to give your team a bit of firepow-
er, 50 you might as well empty your stores and use them while they still make a difference.
Bring a few Cheri and Pecha Berries to deal with moves like Stun Spore and Poison Sting.

i INSIDE THE DUNGEON:

The enemies in the first part of the Great Canyon are primarily Grass-types and Flying-
types. Moves like Leech Seed and Mega Drain will make life tough on Water-types like
squirtle, Mudkip, and Totodile, so they should focus on ranged and physical attacks or sim-
ply avoid difficult foes such as Breloom and Cacturne. Things will get easier for the Water-
types in the second part of the dungeon, since there are no Grass-types past the eighth
floor.

XATU

Xatu will give up its secrets without a fight, although
it may require some tickling. Its hints are vague, but
they do imply that there’s a connection between the
recent spate of natural disasters and your mysterious
transtormation. Unfortunately, a lurking Gengar will
overhear the whole thing, and it’s a safe bet that
Gengar isn’t there to offer moral support. Head back
to town and speak with the residents of Pokémon
square before you plot your next move.

| FLOOR
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MT. THUNDER PEAK / GREAT CANYON

rerrai: | LEI
WATER pFSEE:
« CHERI BERRIES
~ ESCAPE ORB

P8 - oRAN BERRY

FLOORS: |

» PECHA BERRIES

TEAM MAX: |

ITEMS

TOLOOK FOR:

This dungeon is one of the
best places to pick up extra
Power Bands and Special
Bands, which will become
increasingly valuable as you
recruit more friends. You can
also find random gummis and
TMs, as well as handy Link
Boxes and Max Elixirs.

Both Murkrow and Doduo

know the Pursuit move,

which allows them to count-

er all of your attacks for

equal amounts of damage.
When you see the blue

shield icon over an enemy’s
head, strike only with long-
range attacks and thrown

items (which can’t be coun- |
tered) until you can get your |
target into KO range. |

NRM-FLY
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ITEMS
TO LOOK FOR:

Explore every floor of the cave
thoroughly to turn up some
rare items including TMs,
gummis, Pecha Scarfs,
Stamina Bands, Power
Bands, and Gold Ribbons.
Staple items like Apples,

LAPIS  WiATER'
CAVE

* GRAVELEROCKS
* LINK BOX

B - ORAN BERRY
LR G « PECHA SCARF

FLOORS: |
14 ‘  MAX ELIXIR
The only one who needs rescuing now is you. Flee
through Lapis Cave to escape your pursuers!

I JOB DESCRIPTION:
Lapis Cave is the first in a series of areas you'll have to run through to escape other rescue
teams. Your only objective is to get out alive.

I PREPARATION:

After speaking to Xatu, you'll return to Pokémon Square just in time to catch the tail end of
Lombre's conversation. Follow up by heading north to speak to Whiscash, who will tell you
the entire sordid story. That night, a strange dream will give you a disturbing surprise, but
it's nathing compared to what awaits you in Pokémon Square. Gengar has turned the town
against you, and even Alakazam is ready to join the mob! Alakazam may not be willing to
give you the benefit of the doubt, but it will grant you a full day’s head start.

The next morning, tell your partner you're “not set” if you have business in Town Square.
Everyone's half-asleep, but all the businesses are open, allowing you to link moves, buy
items, and access your storage. Bring all the staples: Apples, Oran Berries, a Max Elixir, and
either Pecha Berries or a Pecha Scarf. Don't bother trying to visit friends—this quest is for
you and your partner alone. You won't be able to do any new recruiting at any time while
you're on the run.

M INSIDE THE DUNGEON:

The first nine floors of this dungeon are fairly small and populated by only a few enemies.
Mearly all of them are capable of using either Grass-type Absorb or Bug-type Leech Life to
drain your HP, so be very careful if you're a Water-type or Grass-type, respectively. Don't
forget that you can hold down A and B simultaneously to wait and restore your health, a
move that shouldn't be overly risky in this sparsely populated dungeon.

Things get trickier on the 10th floor, where Tangela can pull off a devastating Sleep
Powder/Absorb combo to wipe you out of the game. There's no good solution to Sleep-
inducing moves at this point, so save your Gravelerocks, Blast Seeds, and ranged attacks for
Tangela. An equipped Oran Berry will give you a fighting chance at survival.
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berries, and Gravelerocks
are fairly plentiful.

Before you set off on your
journey, stock up on iterns at
the shop as the rest of the
town sleeps. Although this
will be your last chance for a
while to visit the Kecleon
Shop, you will have access to
your inventory at various
points in your journey, and
most staple items can be
found along the way.

The Nidorina and Nidorino in
this cave all have the Poison
Point ability, which may
inflict the Poison condition
on anyone who attacks
directly. Protect yourself
with a Pecha Scarf if you
can, but don’t worry if
you've lost it—on Lapis
Cave's small floors you're
never far from a staircase.

GOLBAT

PSN-FLY




LAPIS CAVE / ROCK PATH / MT. BLAZE

e | [ET
GRO“ND « PECHA BERRY Big Apples (which completely
fill you up) are plentiful here.

* PECHA SCARF

f FLOORS: You can also find basic items
| i like Gravelerocks, berries,
| 4 and the occasional Max Elixir.
| ! There are no valuable items,
| but you may find a rare Trawl

TEAM MAX: | umadara
Having trouble? Stock up on basic items and Exp. Orb or Scamner Orh
Points in this optional four-level dungeon.

Before entering the Rock Path, drop off

i JOB DESCRIPTION: :

You can visit this small dungeon as often as you like to gain Exp. Points or gather basic nearly all of your items at the Ke!ngafkhan

— 'statue. ﬁ_tll you peed is a few anﬁl-pqison
items, since poisonous Zubat, Nidorina, and

W PREPARATION: Nidorino are plentiful. Of course, you can

always take your chances and simply make

i Your partner will give you the option of entering the Rock Path if you get KO'ed in Lapis ;
[ a run for the stairs.

Cave. You will also be able to visit the Rock Path before you enter Mt. Blaze.

M INSIDE THE DUNGEON:
This is a fairly easy dungeon, but the enemies provide plenty of Exp. Points. Since the Rock
Path has only four levels, you can use your most-powerful moves with abandon.

Dl l . [i!‘-.!ﬂ“" T‘! 7)o
N TSRS S S S PE A LT SAALEL TU e | TV PR T T DR E RIS r A Y P R R vasiaeinn a0k s wett i A L a TR L D Taseiii 0 L et S B L e S T 23 P T F | P R R S R 3 PR M RS T S T F

[  TEMS ITEMS
| LALLLE Y TOBRING: TOLOOK FOR:
L] ; MAGMA *BIG APPLE Gummis are very abundant

« PECHA BERRY here, and come in a wide vari-

I'
- ety of flavors. You're likely to
FLOORS: | B PECHA SCARF find many Red Gummis,
12 + POKé Orange Gummis, Pink
. 8 < RAWST BERRY Gummis, Brown Gummis,
. | Grey Gummis, Black

/ TEAMMAX: | pEEiagias Gamens, and Shiver
The rescue teams are hot on your trail, and your : | Gummis. Keep an eye out for

only hope is to lose them in the fires of Mt. Blaze. Thts as well

STV S

Mt. Blaze is home to the first in-dun-

I JOB DESCRIPTION: h hich beqi
Flee your pursuers while surviving assaults from formidable Fire-type Pokémon. QEN MM, WG LY SEQN Sppeiy
ing after 3F. In the shops, you can buy
B PREPARATION: items and even sell excess inventory |

by using the Place command to drop

| them on an empty square. If you don't
have cash or high-value items on
hand, you're welcome to try stealing,
but don't chance it if you haven’t
saved recently. The Kecleon don't treat
shoplifters kindly.

Save at the Kangaskhan statue and visit the Rock Path if you're running low on basic items. Fire-
type Pokémon abound in Mt. Blaze, so Rawst Berries will finally come in handy. Don't dump your
Pecha gear, though, since Magby and Slugma love to use the Poison-inflicting Smog move. If you
don't have a lot of cash for shops, bring a high-value item (like a TM or a Gold Ribbon) from storage.

M INSIDE THE DUNGEON:

You'll begin encountering magma terrain on the fourth floor. Fire- and Flying-types can cross it
freely, but it's not a good idea to separate from your partner unless you're making a run for the
stairs. Most of your foes can walk on lava, so keep an eye out for ambushes.
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MI. BLAZE
PEAK

You can’t get over Mt. Blaze until you’ve defeated
Moltres at the peak. Prepare for a heated battle!

I JOB DESCRIPTION:
Fight your way to the peak and battle Moltres.

I PREPARATION:

You can save your game after the 12th floor of Mt. Blaze, but this Kangaskhan statue won't
let you access your inventory. Travel conservatively through the two floors of the peak so
you'll still have Oran Berries and plenty of PP for the boss.

I INSIDE THE DUNGEON:

There are only two Pokémon in the peak area: Arcanine and Fearow. If one of your
Pokémon is a Fire-type, deselect your Fire-type maves—they'll only boost Arcanine's power,
thanks to its Flash Fire ability. Fearow's Fury Aftack is the biggest threat here, so keep your
HP up and destroy Fearow from a distance if possible.

Arcanine’s Roar move will
knock you backward, either
into your partner (taking HP
from both of you), orinto a
wall. Make your way back

your partner isn't stranded.

FLOOR . il
1 FEAROW ARCANINE

NRM-FLY FIRE
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into combat range quickly so

RAPIDASH

FIRE

ITEMS
TO LOOK FOR:

You'll find plenty of Red
Gummis here, so Fire-types
should scour the area. You can
also find plenty of Poké.

TERRAIN: |
MAGMA

FLOORS:

3

ITEMS
TO BRING:
You don't have the option to

access Kangaskhan Storage
before this dungeon.

is a tough fight for Grass-types, since Moltres’s best Fire- and Flying-type
may KO you instantly. If you've wisely chosen a Fire-, Electric-, or Water-
type partner, back up a square and edit your partner’s moves so it'll be using
its best attack exclusively. Help out by using ranged attacks or throwing items
like Sleep Seeds and Gravelerocks. If it's your partner that has the mismatched
type, give it an Oran Berry and protect it as best you can.

Fe
FIRE-FLY
32
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MT. BLAZE PEAK / SNOW PATH / FROSTY FOREST

| rerram: | FHE s
_ WATER + ORAN BERRY The Snow Path has the same

assortment of basic items like

’ FLOORS: Gravelerocks and berries
you found on the Rock Path,
4 although you'll now have to
content yourself with regular
| | Apples instead of Big Apples.

TEAM MAX: |
A tough battle awaits ahead, so prepare by gather-
ing Exp. Points and basic supplies in the Show Path.

Pineco's Selfdestruct will deal heavy dam-
age to everyone around it, including Pineco
itself (but it won't necessarily be K0%ed).
This blast is so powerful it will even destroy
dungeon walls! If a Pineco is approaching,
make sure everyone in your party is at or
near full health.

i JOB DESCRIPTION:
Like the Rock Path near Mt. Blaze, the Snow Path gives players a chance to find staple items
and gather Exp. Points in a fairly easy optional dungeon.

B PREPARATION:
save your game and access your storage at the Kangaskhan statue. From there you can
choose to visit the Snow Path or move directly to Frosty Forest.

‘ ¥ INSIDE THE DUNGEON:

| Although this dungeon is short, the Pokémon inside aren’t total pushovers. Furret can deal
some serious damage with Fury Swipes if it scores all five hits, and Pineco's Selfdestructis a
major threat.

| L |
| b NOSEPASS

3 e
4

TERRAIN: | Fy--19 Y0 LDOK FOR:
WATER « BIG APPLE This area has good held items

« BLAST SEED like Pecha Scarfs, Stamina

] . Bands, Power Bands, and

| LSRN - GRAVELEROCKS ey

| ¢ I - ORAN BERRY Shops may sellnew ¥-Ray
Wi i « POKé Specs (an exceptional item)

; TEAM MAX: i and Insomniscopes. You can

also find rare gummis and

Today’s forecast is for heavy snow, with a 100% | TMs, as well as the occasional
chance of Articuno blasts later in the day. | : Link Box.

M JOB DESCRIPTION: Inits true form, Ditto has only the Transform

Chase down the mysterious Absol in Frosty Forest. move that allows it to become a copy of
another Pokémon who appears on the floor.

B PREPARATION: Ditto is much easier to defeat when it's in its

natural state, so if you catch one napping,
try to KO it with a long-range move before it
can morph inta something tougher.

You don't need to worry about status conditions in this dungeon, so you can free up a lot of
space and focus your preparation on the Articuno battle ahead. Blast Seeds are effective
against Ice-types, and Oran Berries are always handy. There are Kecleon Shops here, which
often sell valuable Reviver Seeds, so bring plenty of cash or valuable items.

[ INSIDE THE DUNGEON:
Oddly, Ice-type Pokémon don't rule the forest, Rock- and Ground-types are just as common,
so Water- and Grass-type moves are effective throughout the dungeon.
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TERRAIN: | TO BRING: TOLOOK FOR:

WATER You don't have the option to Most of the great held items in

M access Kangaskhan Storage Frosty Forest are gone, but

i L2 Eal0] TR before this dungeon. your odds of finding Clear

5 Gummis and Blue Gummis
| 5 have risen. Occasional

| Reviver Seeds and Max

Elixirs will help you defeat

TEAM MAK: { Articuno.

When you reach the end of Frosty Forest, you'll be
met by both a deadly foe and a loyal friend.

Il JOB DESCRIPTION:
Fight your way deep into the forest and battle Articuno. i U T — Metang attacks primarily
J with the Take Down move,

H PREPARATION: by - which deals 9 HP to Metang
You'll have to fight through four floors this time, so do your preboss prep on 4F, l-:‘ LY ; reqardless of the amount

PR oy the move deals to you. If
i INSIDE THE DUNGEON: . o Ry, & o you're low on PP, use regular
The snowy weather boosts Ice-type Pokémon, but you won't find any in this dungeon. ni ;

A b o bt i
: j ' ; i . . attacks and let Metang KO
Instead, Frosty Grotto is four straight floors of Ground-and-Rock-type Rhyhorn and Steel- gk & W ;“3 ; AB aile itself gradually.
and-Psychic Metang. Save plenty of PP and resources for Articuno, but take out as many of b Ll " >
the Rhyhorn and Metang as possible to put yourself up a level or two first.

(44) ARTICUNO T R

Articuno’s Mist move will prevent any moves that might lower its stats, negat-
ing a common and effective boss strategy. You can still set up a long-term
advantage with status conditions like Poison or damage-bouncing moves like
Pursuit, however. The Ice-type Powder Snow attack can be instantly fatal to
Grass-types, but hiding won't help—it can hit you anywhere in the room. If
you're vulnerable, focus your efforts on taking out Articuno quickly.

TveE: | |
ICE-FLY |
ii."-:'i_: 33
| HP: 450:

- i
RHYHORN
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FROSTY GROTTO / MT. FREEZE

ITEMS

TERRAIN: | {43

WATER

FLOORS:

15

ITEMS

TO LOOK FOR:

Mt Freeze features plenty of
Iron Thorns and several dif-
ferent gummis to collect. TMs
and Link Boxes make occa-
sional appearances, as do new
held items such as Heal
Ribbons, Special Ribbons,

= APPLE
* BLAST SEED
* LINK BOX

* MAXELIXIR
* ORAN BERRY

FREEZE

After all that snow, you’re probably ready for a nice
tropical island. Too bad—it’s only getting colder!

TEAM MAX: |

and Insomiscopes.

H JOB DESCRIPTION: .. — Wach t:ut for vigoroth and
At Gardevoir's request, fight your way up Mt. Freeze to speak with Ninetales. ¥ SIE'l_'“"g s Encore move,
'Y which forces you to repeat

I PREPARATION: by ¢ % | your last move for the next
Absol has joined your quest, giving you a long-awaited third team member. Absol's moves i i ": d* three to Sh}' tur_ns. Also, be
are on the weak side, but the excellent Dark-type Bite move is on the way at level 21. If you o Tttt '-_; -1 | waty of using linked moves
have a Link Box, bring it along, wait for Absol to learn Bite (replace Taunt), and then link 9 g My e W with low PP, or you cnulld be

i i ' ' ' 1 1Y < Tedil L | forced to use them until
Bite, Leer, and Scratch (in that arder) into one mighty supermove. Make sure you give Absol ; _ -
an Oran Berry or Power Band as well. Apples are getting rarer, so bring a few along or equip ey 1 they come apart.

yourself with a Stamina Band to alleviate your hunger pangs. Bring a Max Elixir too—this is
a long dungeon, and Vigoroth's Encore move can wreak havoc on your PP. Note that you will
have the option of visiting the Snow Path again before challenging Mt. Freeze.

i INSIDE THE DUNGEON:

This dungeon has 15 large floors, so getting through it will test your party’s endurance.
None of the enemies are particularly difficult, but they can wear you down if you don't bat-
tle efficiently. Use thrown items such as the new Iron Thorns effectively, and make sure
your party members have their best attacks at the ready. Your foes use plenty of moves

The Iron Thorn is a new
throwing item. It deals a
solid 30 points of damage,

but unlike a Gravelerock, it
can fly only in a straight
line. That means you can't
throw Iron Thorns over walls
or party members, so switch
back to the Gravelerocks if
you're ever caught in the
back row—your friends will
thank you for it.

that cause the Sleep condition or restrict your actions, so you'll often need to rely on your
friends to finish fights or protect the group against attackers coming from behind.
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MI. FREEZE
PEAK

Are you really the human in Whiscash’s tale? Learn
the truth straight from the source—Ninetales itself.

i JOB DESCRIPTION:

Speak with Ninetales to learn the truth about Gardevoir and the Ninetales curse.

B PREPARATION:

Save your game at the Kangaskhan statue, where your PP will be refilled for free. There's no
boss to worry about, so use your Fire-, Fighting-, Rock-, and Steel-type special moves
aggressively against the four straight floors of Glalie Pokéman.,

¥ IN THE DUNGEON:

Glalie doesn't have Articuno’s high Special Attack score, so its Powder Snow wan't be able
to do significant amounts of damage, even to Grass-types. But it does have a chance of
freezing its targets, which could set them up for several unopposed strikes. Blast Seeds
come in doubly handy here: You can use them to toast Glalie or to defrost frozen allies.

N (38) NINETALES

‘ Alakazam’s team has caught you, and they can't be talked out of their mission. just
when it looks like you'll have a triple boss brawl on your hands, Ninetales appears
to break up the fight. Not only is Ninetales friendly, but it has important informa-
tion for you—you're not the human in the legend, and the calamities have nothing
to do with you. That’s a relief, but it still doesn't explain who you are and what
you're doing here. At least you've won the trust of Alakazam’s team, and can now
continue your guest with all the residents of Pokémon Square behind you,

@ I(EEL!I.lIE

1
2
3
4
5

a NINETALES
FIRE

TERRAIN: |

WATER

ITEMS
TO BRING:

You don't have the option to
access Kangaskhan Storage
before this dungeon.

FLOORS: |

TEAM MAX:

O W EOW TOF O

ITEMS
TO LOOK FOR:

Asis typical of peak dungeons,
the most common prizes are
gummis, which can be found
in 2 wide variety of colors. You
can also pick up occasional
Reviver Seeds and Max
Eliirs.

Glalie uses the move Double
Team often, giving it a sig-
nificant Evasion boost. Target
it from afar before it can
approach you, or cancel its
boost with Haze or Foresight.
If you're having trouble hit-
ting a boosted Glalie at close
range, maneuver your team
50 everyone can take a
swing at it. Eventually you'll
crack it!
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MT. FREEZE PEAK / UPROAR FOREST

| EERRAIN LU= TOLOOK FOR:
GROlIND * GRAVELEROCKS This dungeon is full of Green

« IRON THORN and Grass Gummis, so you'll

| r be able to fill up your storage
FLOORS 3« PECHA BERRY in anticipation of future Bug-
' lo + PECHA SCARF and Grass-types. Besides the
gummis, all you'll find are
Apples, berries, and the

TEAM MAX: | ultravalua
Vindicated at last! Leave the big-picture stuff to 3 o s

Alakazam and take on bulletin board jobs instead.

M JOB DESCRIPTION:

Calm down the Mankey gang that has been wreaking havoc in Uproar Forest.

M PREPARATION:
Your days as a fugitive are over, and you can now return to your rescue-team duties. Avail I

yourself of the resources in Pokémon Square, and accept some jobs from either the bul-
letin board or your mailbox. Keep an eye out for jobs that have exclusive Friend Areas as
a reward—one will pop up soon.

After you've completed at least three rescue jobs, you'll have another dream about
Gardevoir. In the morning, you'll be approached by Wynaut and Wobbuffet, who have post-
ed the Punish Bad Mankey! job on the bulletin board. When you accept it, you'll unlock the
new Liproar Forest area. Before you visit, grab a Pokemon with good Fire-, Flying-, Ice-,
Poison-, or Bug-type moves, any of which will be extremely effective against the Grass-
types in Uproar Forest.

I IN THE DUNGEON:
Uproar Forest gets a lot of strange weather, from hail to sandstorms. Both will damage your MAN KEY GANG
party continuously, but only enough to negate your natural healing abilities. The bad
weather affects your foes as well, so if you can tolerate the damaging conditions, you'll be
be able to gain lots of Exp. Points easily by KO'ing severely wounded foes.

The most dangerous wild Pokémon is Venonat, who can use the Supersonic and Disable
moves to cause Confuse and Paralyze conditions, either of which could leave you severely

disabled in a monster room. Scour BOF carefully for Chestnuts before you take the stairs to
the 10th floor, where the Mankey gang awaits. Chestnuts appear only on B9F, and usually

The Mankey gang members are no tougher than regular Mankey Pokémon, and
they start far enough away that you can KO them with ranged attacks before they
can get close enough to unleash their Fighting-type moves. Once defeated, the
Mankey gang will come to work on your base, doing renovations in exchange for
Chestnuts. You'll need to give them three Chestnuts to complete the job.

only once per visit.

This dungeon is the first that
contains Monster Houses,
where lots of enemy
Pokémon drop in from the
ceiling and surround your
party. Use moves that can
damage multiple foes if you
have them, and try to push
your way in from the
entrances so your party
members can fight as well.
Watch out for Seedot here;
they may have the
Earthquake move.

HOoR il - - In Pokémon Red Rescue Team, i
1 VENONAT 190) AIPOM 973 SEEDOT you'll encounter Aipom in this
9 T Ly - r)m dungeon. In the Blue version,
2 you'll encounter Roselia instead.
3
4 @ GRS-PSH I
5 NUZLEAF ;
GAS-DREK |
6
7
8 waweY
9 \\/
10 (2 MANKEY
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LA | TOBRING: TOLOOK FOR:
WATER i - APPLES There are lots of new orbs,
seeds, and berries on this

* GRAVELEROCKS

|
. ! floor, but many, like
| i * IRON THORN Trapburst Orbs, aren't worth
| 15 * MAX ELIXIR using yet. The best prizes are
« ORAN BERRIES T™s, which now include some
of the game's strongest

H t i i TEAN MAX: moves. Flamethrower,
Another special bulletin-board job will lead toanew | | Earthquake, Psychic, and

dungeon and an unexpected rescue-team recruit. ' solarbeam are highlights.

i JOB DESCRIPTION:

Rescue Smeargle, whao is lost in Howling Forest.

i PREPARATION:
There are several tasks to pursue after the Mankey gang begins renovations on your base. You can revisit Uproar Forest to
get the final Chestnut, or scour the usual places for rescue quests with Friend Areas as a reward. After you've completed
the renovations and won the Sky Blue Plains Friend Area (Smeargle's home), you'll find the Smeargle’s Desperate Plea job
on the bulletin board. Accept it to unlock the Howling Forest dungeon.

This dungeon gets a lot of strange weather that will empower certain Pokémon types. Snow is pretty commaon, 5o you
may want to bring an Ice-type ally. Bring more Apples than you usually do, since they are very rare here,

M IN THE DUNGEON:

The first eight floors of this dungeon are fairly easy, but you'll be facing the much tougher evolved forms of the same

Pokémon from 9F on. Save plenty of PP for the tougher floors, and don't let your HP drop far! Psychic-type Spoink and

Grumpig are among the mast dangerous foes, as both can deal Psychic-type damage at long range with the Psywave Loudred’s Uproar move will give all of

move. That's reason enough to leave any Fighting- or Poison-type allies at home, the floor's wild Pokémon the

sleepless condition. Sleep Seeds

are usually a good weapon to

have in Monster Houses,

@ SMEARGLE but if you see the yel-

low eye icons over

ARt _ i your foes” heads,

You'll find Smeargle on the 15th floor of | iy ik i 11 . don‘t bother using

Howling Forest, and it will join your party g Radiy it §i - o the seeds.

thereafter. You can then visit Smeargle atits = | £

Sky Blue Plains Friend Area, where you can

either ask it to redesign your flag or invite it

ta join your party. If you commission a

redesign, Smeargle will come up with some-

thing and have it waiting the next time you

return from a quest.
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MAGMA
CAVERN

TEAM MAX;

Groudon’s rampage continues unabated. Can you
succeed where Alakazam and Blastoise have failed?

M JOB DESCRIPTION:

Rescue Alakazam's team and silence Groudon in the depths of Magma Cavern.,

I PREPARATION:

After you complete at least four more rescue jobs, you'll be awakened by another earthquake. Visit Pokémon Square,
where Shiftry has called a town meeting to discuss Alakazam?’s fate. There’s no place for you on the rescue team.. . . yet.
Complete two more rescue jobs, then return to Pokémon Square and listen to Blastoise's report. If you think you're up to
the task, raise your hand and volunteer for the toughest rescue job yet. You'll spend one mare night in town befare you can
depart for Magma Cavern, and even then you'll be free to pursue other jobs first.

Your party members’ levels should be in the mid 20s, although Electric-type and Normal-type heroes may need to be at
slightly higher levels. If your hero isn't a Water- or Grass-type, bring a friend who is; you'll be facing primarily Rock- and
Ground-type Pokemon. Fire-types are strong too, since Poison- and Steel-type foes are fairly common.

You'll have to survive 24 floors before you can challenge Groudon, which makes this your longest trip yet. Apples are
extremely rare and recovery items like berries and Max Elixirs are nonexistent (except in Kecleon Shops), so you'll need to
bring a lot of of them with you. Eat gummis as you find them to save inventory space.

M IN THE DUNGEON:

The first eight floors are heavy on Rock- and Ground-types, but the poison tips of Nidogueen and Nidoking may be the
biggest threat—wear a Pecha Scarf until B&F if you have one. Fire-types begin to appear around BSF, and you’ll also begin
to see magma on the ground, so watch out for ambushes. Rock-and-Ground-types reemerge on the final eight floors, espe-
cially B22F and B23F, where you'll encounter nothing but Onix. Type-trumping special attacks are an absolute must against
these deadly, high-Defense foes. Ranged attacks like Bubble, Bubblebeam, and Bullet Seed are ideal, since Onix often hang
back and strike from afar with the Dragonbreath move.

3

. TERRAIN: |
MAGMA |

FLOORS: |

HOWLING FOREST / MAGMA CAVERN |

ITEMS
TO BRING:

* HUGE APPLE
*|RON THORN

* MAX ELIXIR

* ORAN BERRY
* PECHA SCARF
* RAWST BERRY
* REVIVER SEED
* SPECIAL BAND

ITEMS
TO LOOK FOR:

This dungeon won't occupy
your inventory space with a
Iot of junk. Besides ever-useful
throwing items (including new
Silver Spikes), you'll mostly
find high-guality TMs and
held items like Heal Ribbons,
Stamina Bands, and X-Ray
Specs. Link Boxes are also
fairly common.

You'll face multiple Monster Houses in Magma Cavern, all
stocked with foes that are much tougher than usual.
Moves that can hit multiple targets (like Thunderbolt,
Bullet Seed, and Bonemerang) are absolutely fantasticin
these situations, as are defensive moves like Protect and
Pursuit. When your friends can handle the nearby tar-
gets, use Silver Spikes to get an early shot at distant foes.
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il  ITEMS ITEMS
A  TERRAIN: " TOBRING: TOLOOK FOR:
i ' MAGMA You don't have the option o The only items you'll find lying
access Kangaskhan Storage around are scattered Poké.

FLOORS: before this dungeon. Everything else is hidden
{ inside the walls, so you'll need
3 [ Super Mabile (the ultimate
. 10 skill) or a Mobile Orh to
| getat them.

. TEAM MAX:
Delve into the deepest reaches of Magma Cavern to 3 |

save Alakazam’s team from Groudon!

M JOB DESCRIPTION:

Battle the awakened Groudon and save Alakazam's team. GRO“DON

B PREPARATION:

Save your game at the Kangaskhan statue and breathe a sigh of relief that your HP and PP Groudon is a tough cookie, but you have several advantages. It begins the fight

have been refilled completely, There is only one floor of enemies between you and several squares away, giving you plenty of time to do heavy damage with long-

Groudon, so you don't have far to travel. Although the dungeon has three floors, you'll range moves like Bubble or Bullet Seed, or at least to throw several Silver Spikes.

encounter only a quick scripted event on level 2F. Many of its early moves will lower your stats or change the weather, giving you a
few free turns to use effective Water-, Grass-, and Ice-type special attacks.

M IN THE DUNGEON:

Onix and Steelix are both dangerous, but they are worth buckets of Exp. Points. After you
locate the staircase, you may still want to hang out and battle them just to level up, but
keep an eye on your PP to make sure you have enough juice left over for Groudon. Water-,
Fighting-, and Ground-type moves are utterly fantastic versus either Onix or Steelix, and
should result in an instant KO. (Grass-type moves are really effective only against Onix. Onix
and Steelix look very similar, so check the text box so you know who you're fighting!) If you
don't have any moves that will give you an edge against these foes, a quick run for the stairs
is your best bet.

69

The Rage skill allows Onix or Steelix to boost its
Attack score every time it's hit, giving the
Pakémon an edge in a long fight. If you can’t
beat your adversary quickly with a type-trumping
special attack, you'll be in for a tough battle.

%) ONIX 508 STEELIK

RCK-GRD STL-GRD

3 (oo
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MAGMA CAVERN PIT / SKY TOWER .55

. FI-OAT « GRAVELEROCKS Sky Tower is a dreamland for

« HUGE APPLE item hunters, featuring large

FLOORS: | quantities of held items like X-
| SAEEI - wAX ELIXIR S
p L9 - ORAN BERRIES Detect Bands, and Persim
¥ . PERSIM BAND Bands, any of which will be
useful immediately. Link

AN TRTEVEN - ReVIVER SEED
You’ve defeated Groudon, but a new peril has
emerged. You must convince Rayquaza to help.

I JOB DESCRIPTION:

Convince Rayquaza to stop the shooting star and save the world.

Il PREPARATION:

After beating Groudon, you'll return to a hera's welcome. But the party won't last long—a
new threat is imminent, and yours is the only team that’s up to the challenge. Hit the stores
and storage, being sure to bring plenty of Reviver Seeds, Huge Apples, and Max Elixirs for
the ultimate challenge. Gravelerocks may seem obselete, but bring a few—unlike Iron
Thorns and Silver Spikes, Gravelerocks can hit Ghost-type enemies within walls. Special
items like X-Ray Specs, Heal Ribbons, and Persim Bands come in handy, but leave plenty of
inventory space for the excellent items you'll find.

M IN THE DUNGEON:

Boxes and gummis are plen-
* X-RAY SPECS tiful, and you'll find a few TMs
as well,

This dungeon is full of great
items, but they often come
at a price. Use your X-Ray
Specs to reveal a floor's
items, and be wary of
approaching rooms that con-
tain three or more items, a
tip-off that it's a Monster
House. If you decide to go
for the items, put on a
Persim Band before you step
inside. Confuse effects are
common, and can prove fatal

when you're surrounded. |

| The first part of Sky Tower is full of Ghost-type Pokémaon who can travel within the walls. If

| they'rein awall, your moves won't be able to hit them, but they’ll still be able to attack you!
Fortunately, items that are thrown in an arc (like Gravelerocks) can still hit them, and are
powerful enough to KO weak Ghost-types like the Bug-and-Ghost-type Shedinja easily. Try to
defeat the Ghost-types early, or they’ll steal all your PP with the Spite move. Another popular

| move is Selfdestruct (used by Forretress and Koffing), which can take off 50 or more HP con- [

I sistently. Confuse effects are common, so put on a Persim Band when facing multiple foes.
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AN ITEMS
TERRAIN: TOLOOK FOR:
FLOAT You don't have the option fo Sky Tower Summit has most of
arcess Kangaskhan Storage the same great held items and

1 010 ]S E before this dungeon. TMs as Sky Tower, but they
appear less frequently. You'll
9 find mostly Poke.

TEANI MAX:
Rayquaza would rather fight than help. Knock some
senseinto it before the shooting star hits!

M JOB DESCRIPTION:

The only way to convince Rayquaza to help you is to defeat it in combat.
@ PREPARATION:

Be sure to save at the Kangaskhan statue, since you're going to have a difficult team reaching
Rayquaza with your supplies intact. Wear a Persim Band to protect yourself from the Confuse-
inflicting moves of Metagross and Aeradactyl.

M IN THE DUNGEON:

Maost of the Sky Tower Summit floors have a similar layout, with a circular central hallway and
dozens of little rooms branching out. You'll need to do a lot of searching to find the stairs, and
the constant enemy attacks will take their toll. Quality items appear much less frequently
than they did in Sky Tower, so there isn't much point exploring—it's best to take the stairs as
5000 a5 you spot them.

RAYQUAZA

Rayquaza has a lot of HP and a combination of types that is hard to exploit. If
you're lucky enough to have access to Ice-type moves, you'll be in for an easy
victory, but otherwise you'll need to prepare for a long fight. Set up effects
that protect your party, reflect damage, and weaken Rayquaza. Status condi-
tions like Paralyze work too, but they won't last long—the incredible Speed
boost provided by Rayquaza’s Dragon Dance will allow it to recover quickly.
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EXTRA
DUNGEONS <A

Continue your career as a rescue team leader in
the game’s challenging post-ending dungeons.




EXTRA-DUNGEON FLOW CHART

After the main storyline is over, there’s a lot left to do. Unlocking the remain-

ing 24 dungeons may not be easy, but it will surely be rewarding.

STORMY SEA .89 SOLAR CAVE .93
B0SS: KYOGRE

NORTHERN RANGE i
BOSS:LATIOS
BURIED RELIC L
SPECIAL RECRUIT: MEW
PITFALL VALLEY =
EVENT 4
SILVER TRENCH =
| BOSS: LUGIA
METEOR CAVE e
BOSS: DEOXYS
| EVENT 8
! WISH CAVE -
| BOSS: JIRACHI
‘ EVENT9
MURKY CAVE 1l
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EXTRA-DUNGEON FLOW CHART I

a8
Additional Dungeons

You can reach these eight dungeons only by using certain HMs or acquiring certain Friend
Areas. They have no connection to any story subplot, and can be visited at any time after
you meet the entry requirements. These dungeons have no specific goals but do contain
rare Evolution items and recruitable Pokémon.

WATERFALL POND
You need the Waterfall HM to enter this dungeon (see p. 93).

P.108

GRAND SEA Ll
You need the Serene Sea Friend Area to unlock this dungeon, and the

; Dive HM to enter it (see p. 86).
| % FAR-OFF SEA P.110 ‘

You need the Serene Sea Friend Area to unlock this dungeon, and the

FIERY FIELD P.100 | Dive HM to enter it (see p. 86).
BUSSRNIE: DESERT REGION o O
l You need the Furnace Desert Friend Area to unlock this dungeon. i
e DARKNIGHT RELIC p.122 |
P.101 You need the Secretive Forest Friend Area to unlock this dungeon. :
BOSS: RAIKOU |
UNOWN RELIC i
Vou need the Aged Chamber AN and Aged Chamber 0? Frend Areas o
| un ungeon.
| 1 NORTHWIND FIELD = e — i
| S0 You need the Dragon Cave Friend Area to unlock this dungeon.
l SOUTHERN CAVERN e
T You need the Boulder Cave Friend Area to unlock this dungeon.
= P.104
| BOSS: HO-OH
| WESTERN CAVE =
‘ BOSS: MEWTWO | |
‘  PURITY FOREST e JOYOUS TOWER pio

| SPECIALRECRUIT:CELEBI
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EXTRA-DUNGEON EVENTS

You must complete a series of nine unrelated quests to unlock the majority of

the extra dungeons.

Tales of the Stormy Sea

When you load your game after watching the ending, your new quest will begin with an
event at Whiscash Pond. Learn about the Evolution process, then head to the dungeon
exit. Your partner will explain how to change leaders; you can then switch leaders and tell
your partner to leave the party, allowing you to evolve any Pokémon who is ready.

Next talk to Medicham, who is hanging around near the team base. Visit Lombre in
Pokémaon Square to hear its side of the story, then follow up with Whiscash. Whiscash will
give you the Dive HM, which will allow you to enter Stormy Sea. Whiscash will also unlock
the Solar Cave area, where you can find other HMs and a replacement copy of the Dive
HM in case you need it.

@015 Buried Relic Dlscovered

A few days after completing the Stormy Sea
dungeon, you'll find an article titled “Buried
Relic Discovered!” in your mailbox. Talk to
Shiftry in Pokémon Sguare. It will tell you all
you need to know to reach the Buried Relic
dungeon, which also contains several HMs—hut
enter only if you have several extra Keys on
hand. Buried Relic is also home to Mew, who
may appear between levels 38 and 98 if you
have the Music Box in your toolbox (see p. 90).

Robbery in Progress

To trigger this event you'll need to have purchased the Southern Island Friend Area from
Wigglytuff (at 9,500 Poke, it's the priciest one) and retrieved the Surf HM from Solar
Cave. On the first day after both conditions are met, you'll be awakened by a commotion
outside your base, told about a high-profile robbery, and given access to the Northern
Range area. After you complete that dungeon, you'll speak to Latios in Pokémon Square
to learn how to reach Pitfall Valley. You'll speak to Latios again after completing that
dungeon to receive the quest's ultimate reward. You will also unlock Purity Forest and
Joyous Tower.

F, r
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The Guardian of the Sea

It will take a fair amount of legwork to trigger Event 4. In addition to completing the
Pitfall Valley dungeon (Event 3), you'll need to return to Mt. Thunder, Mt. Blaze, and
Frosty Forest to recruit Zapdos, Moltres, and Articuno respectively (see the box below for
tips on how to recruit the Legendary Pokémon). When you've completed all the tasks,
speak with Alakazam in Pokémon Square—it will ask you to visit the Legendary Island
Friend Area and investigate a colossal tornado. Visit any of the three Legendary birds to
receive the Vortex Stone, the key to the Silver Trench area. You must recruit Lugia at the
end of the Silver Trench to trigger Event 5.

How to Recruit a Boss

You need to fight through an entire dungeon simply to get a chance at recruiting the
Legendary birds, so double-check that you're doing everything right.

= Your party needs to have room for a 4-star-size Pokémaon. That means you can use
either two 1-star Pokémon or a single 2-star Pokémon (you can see their size on the
Summary screen). If you're using a larger party, enter the Team menu and use the
Farewell command to send extra teammates home before you fight the boss.

= Level up! The higher your leader's level, the better your odds.

= Your leader must strike the final blow in the boss fight and be adjacent to the
Pokémon you're trying to recruit,

» A bit of good news: You won't need (and can't get) the bosses’ Friend Area in advance.
When you recruit Zapdos, Moltres, or Articuno, it'll give you its Friend Area.

= Get the Friend Bow to increase your odds of success (see p. 104).

= Persistence is key. You can do everything right and still fail. Buck up and try again!

Otherworldly Pokémon

After recruiting Lugia in Silver Trench, you'll return to your team base to find Xatu wait-
ing. Clearly it has something important to say ... or maybe not. Fortunately, Blastoise will
come wandering by with some actual info: It has discovered Meteor Cave, a new dun-
geon created when Rayquaza destroyed the falling star. According to Blastoise, the area
is crawling with Pokémon that resemble nothing anyone has seen before,

Recruitment

To recruit Lugia, fol-
low the tips for
recruiting the three
Legendary birds

in Event 4.




@I The Mirage Pokémon

Visit Pokémon Square sometime after completing Solar Cave—you'll witness an event in
which Spinda stumbles into town. Take Spinda to your base, where it will tell you a legend
about a mirage Pokémon and give you the Clear Wing item (note that it will not appear in
your toolbox). After Spinda leaves, bring the Clear Wing to Xatu at its home in the Hill of
the Ancients, which you can reach by clearing the Great Canyon dungeon. Xatu will tell
you about an island known as the Three Fields and unlock the Fiery Field area. Complete
that to unlock the Lightning Field, and complete the Lightning Field to unlock the
Northwind Field. When you've conguered all three fields, you'll gain access to Mt.
Faraway. Don't forget to return to town and talk to Spinda after you've completed Mt.
Faraway.

@Z1ED Created for Battle

After completing Event 6 and recruiting Ho-Oh from Mt. Faraway, you'll awaken to an
event in which Blastoise and Charizard are attacked while exploring a newly discovered
cave. Later they'll return to town to report their failure and confirm the rumor of a super-
powerful lab-created Pokémon who was bred anly to fight., Sound familiar? Longtime
Pokeémon fans should have a pretty good idea what to expect at the end of the 99th floor
of the newly unlocked Western Cave.

Recruitment

To recruit Ho-Oh, follow the tips for
recruiting the three legendary birds
in Event 4.

Where Wishes Come True

There are two prerequisites to trigger Event 8. First, you must have earned the Sky Blue
Plains Friend Area as a reward for a random bulletin-board quest. Secand, you must have
completed both Northern Range and Pitfall Valley in Event 3. After fulfilling both tasks,
wait a day then visit Whiscash Pond, where you'll see Medicham and Ekans planning
something sneaky. They'll run off when you join in the conversation, but they'll be back
for a chat on the next day. On the third day you'll find anly Ekans near Whiscash Pond,
and on the fourth day Ekans will have moved to the bulletin board by the Pelipper Post
Office. Talk to Ekans one last time; it will direct you to a bulletin-board posting from a
stranded Medicham. Accept the job to unlock the Wish Cave dungeon.
i ' H T — i =

EXTRA-DUNGEON EVENTS

@00 The Curse of Ninetales

To begin this event, you must first rescue Medicham from Wish Cave (see Event 8). Then visit
the post office bulletin-board area and speak with Medicham and Ekans, who will ask about
Gengar. Wait a day, then locate the pair again in Pokemon Square. They'll mention that
Gengar went to Mt. Freeze, but don't try to track it down there yet. Instead, go about your
normal business and wait for Gengar to pay a visit to your team base the next morning.
i TP T On the third day of the quest, Gengar will

[ T appear at your base and ask for help. Agree
to escort it to Mt. Freeze even if you don't
plan to do so immediately—Gengar will
wait at the Mt. Freeze entrance until you're
ready to take on the job.

Mt. Freeze isn't any tougher than it used to
be, but it's still harsh enough to present a
threat to a Level-15 Gengar. Lead Gengar up
15 floors to the top, then through five floors
of Mt. Freeze Peak. Ninetales will grant
Gengar an audience and give it a 9-Tail
Crest that unlocks Murky Cave.

Once again, Gengar will turn to your team
for an escort. Agree to help—you'll find
Gengar waiting outside Murky Cave. See
p. 115 for details on how to clear Murky
Cave.

After you've completed Murky Cave, Gengar
will visit your team base to thank you and
give you the invaluable Mobile Scarf. The
next day you can recruit Gardevoir in
Pokémon Square.
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EXTRA-DUNGEON BASICS

The ability to take full control of your party roster opens up a whole new layer
of strategy. You'll need to use it—the jobs ahead only get tougher.

After Story Mode Pokémon Prep

You're now free to evolve your Pokémon, compose new rescue teams withaut your hero or In the difficult dungeons to come, it's all the more important that you enter each dun-
| partner, and pursue many new subplots that lead to several extra dungeons. The Wigglytuff | geon with the right Pokémaon and the right supplies. Spend some time leveling up with
Club has been restacked with scores of new Friend Areas, and you can backtrack to old rescue jobs so you'll have the strength and tactics necessary to survive,

areas to recruit hosses and rare wild Pokémon.

New Tactics for New Challenges

: .

| C]’IOOSIHg d I'eader As your Pokémon reach higher levels they'll Iearn a few helpful new tactics. If you're

| When talking to a Pokémon in its Friend Area, you can now use the Make Leader command trying to catch up with a Pokemon, or want to use it to cover you while you flee from

I to put it at the head of the roster. Many of the new dungeons allow you to switch leaders on hattle, the Wait There command (learned at Level 15) is handy. Another tactic, Avoid [
the fly by selecting a friend, and choosing Leader in the Team menu. Trouble (learned at Level 35) instructs your Pokémon to avoid combat only when |

they're low on health, which should keep them from wasting your Reviver Seeds. [

Evolving Your Pokémon . |
Boost Your IQ to New Heights |

Now that you'll begin encountering traps with alarming regularity, boosting your IQ isa
top priority. Trap Avoider (at four-star 1Q) is a key move that prevents allies from stepping
on exposed traps, and Self-Curer (at three-star 1Q) will help them recover quickly from the
effects. In long dungeons, the six-star Energy Saver is a good choice for your leader, espe-
cially if the dungeon rules prevent you from bringing items or switching leaders. In the
long run, aim to learn Trap Seer (nine stars) and Super Mabile (at max) for your best
Pokemon. Note that gummis aren't as common in the new dungeons as they were in some
of the late Story-mode dungeons, so you may need to backtrack to find them.

| The first event after you've complet-
ed the game takes place near
Whiscash Pond, where Luminous
Cave reopens to allow Pokémon to
evolve. Pokemon can evolve only if
they're alone, so put the Pokémaon
you want to evolve in charge and

| tell everyone else to stand by. Some
Pokémon require items to evolve,
and those items can be found in the
| dungeons to come. See page 45 to
read more about Evolution.

Special Items

You now have access to many powerful items, but you're still limited to the same few

Team Manage ment . inventory slots. Manage your inventary carefully!

Changing leaders isn't just a great way to have fun with the moves and abilities of other AdvanCEd HEId items
Pokémon—it's also a key strategy for beating some of the difficult dungeons ahead and '

obtaining some very important items.

It's time to put the berries aside and make sure every Pokémon
has a held item that boosts its most important stat. But the

3 leader won't have that luxury—held items like the X-Ray
Cha“gmg LEE\dEI'S | Specs (which reveal items and enemy locations), Tight Belt
Switching leaders on the fly allows you to exploit all sorts of new strategies. For example, {which prevents your belly from shrinking), and Friend Bow
you can override your party members manually to maneuver them away from traps they're {which increases your odds of recruiting wild Pokéman) are |
about to blunder into, or take control to lead them back to the flock when they get separat- impartant tools for achieving your post-ending goals of finding key |
ed. Additionally, you can switch to a new leader when the current one starts to get hungry items, clearing 99-floor dungeons, and recruiting new members.

(but not when it’s losing HP—then it's too late). By switching out every hungry Pokémon in
turn you won't need to bring as much food.

Crossing Terrain with Your Leader

| Bring teammates with the ability to cross a wide variety of terrain, and switch between

| them as needed. Crossing terrain isn't just for shortcuts anymore—you'll now encounter
great items that are surrounded by moats or sealed behind thick walls. Not every dungeon
allows you to switch, so begin stockpiling gummis to teach your best Pokémaon the Super
Mobile 1Q skill. Consider this a long-term goal; learning Super Mobile may require hundreds
of gummis.

Permanent Stat-Boosters

Work hard to find items that will permanently boost the stats of impor-
tant Pokémon. In addition to the classic stat-boosters like Calcium
(which boosts Special Attack), Iron {(which boosts Defense), Protein
(which boosts Attack), and Zinc (which boost Special Defense), [
you can find Sitrus Berries that raise your Max HP if eaten when
your HP is full. Seek out Ginseng, a common reward for complet- [
ing advanced Makuhita Dojo levels, to boost the power of your
best moves permanently.

Keys

-

: | Keysare now some of the most important items you can find in dun-
i ;"{‘;F A geons. Many of the dungeons to come have fixed items—excellent

e | treasures like HMs, Evolution items, and extremely powerful held

items that are sealed behind locked doors. You won't always find Keys
near the locks, so scour the few dungeons where Keys randomly appear
and save extra Keys in storage. The walk-through that follows will tell
you where to find them and when you'll need them.
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EXTRA-DUNGEONBASICS / STORMY SEA

- . | ITEMS ITEMS
AL TOBRING: TOLOOK FOR:
-~ WATER g Oran srres an s
' « ESCAPE ORB and gummis of all flavors are

flooes: | ETCONE BRI
40 Bl tems ike the Scope Lers and
With a little help from Whiscash, you can now dive
into the Stormy Sea and battle the mighty Kyogre.

* MAX ELIXIR X-Ray Specs, as well as detri-
. mental ones like the Patsy

TEAM MAX: LRAN BERRY Band and Warp Scarf. Read
* REVIVER SEED anitem’s info before you

equip it!

i JOB DESCRIPTION:

The lord of the sea has awakened! Defeat Kyogre and try to recruit it.

i PREPARATION:

Complete Event 1, Tales of the Stormy Sea (see page 86), to unlock the Stormy Sea and
receive the Dive HM. You'll need either to use that HM to teach a party member Dive (which
typically only Water-types can learn) or to have the HM in your toolbox when you enter the
dungeon. Bring along a Water-type Pokémon, as well as your best Electric- and Grass-type

members to battle the dungeon's endless parade of Water-type foes. {iom size worth of party members and make your strongest
"4 fighter the leader so it can deliver the final blow. With a

i IN THE DUNGEON: bit of luck, Kyogre will hand over the Seafloor Cave Friend
Your Water-types will be effective against the many Rock-types that are vulnerable to ~ Area and join your team.

Water-type attacks. You'll also begin to encounter groups of treasures that are surrounded
by a deep moat that only a Water- or Flying-type Pokémon can cross. Remember that you
can make the Water-type your leader at any time to get the loot.

L
(382 KYOGRE -

Kyogre is a snap if you have a good { LVL: 25
Electric- or Grass-type attacker. The true ' HP: 600
challenge is in recruiting it; before the ~ ~—
fight, say “Farewell” to all but two-stars’-

You'll encounter lots of weird sta-
tus conditions here and in the
dungeons to come. Stockpile
gummis and give them to your
best Pokémon so they can learn
the Self-curer 10 skill. That will let
them recover from any status con-
dition more quickly.
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FLOOR from page 89

23 (3a) PHEN L ) SR

24

25 J RARRRS

26

27 348) ARMALDO

28

29 =

0 (MEM (s

31 (73 TENTCRUEL
32

33 \/

3 o
36

37

38

9 R T e

RELIC

There’s a lot happening in this vast dungeon: three

hosses, four HMs, and maybe even a visit from Mew.

¥ JOB DESCRIPTION:

Explore a newly discovered dungeon to find exclusive HMs and Pokémaon.

B PREPARATION:

You'll get mail about the Buried Relic a few days after completing the Starmy Sea, and Shiftry in
Pokémon Square will unlock it for you. But don't rush in yet; there are several things you need to
bring with you to get the most out of this dungeon. If you want to get the TMs, you'll need to bring
some of the Keys that appear randomly (but rarely) in Solar Cave, Western Cave, and Desert
Region. If catching Mew is your plan, buy the Final Island Friend Area first. Whatever your goal,
bring lots of Huge Apples, Max Elixirs, and Reviver Seeds, An Escape Orb is a must, since there's no
real reason to complete the dungeon. Take what you want and warp out.

¥ IN THE DUNGEON:

You'll face enemies of all types, and although they're not likely to be tougher than you, they
have the advantage in numbers. Beware of Monster Houses and traps, particularly Pitfall
Traps—it won't be a problem if the leader triggers them, but they're fatal to your friends.

The TMs are in treasure rooms on fixed floors. B45F holds the Rock Smash HM, but you'll
need a Key to get it. The Strength HM on B60F is surrounded by rock, but since you can’t
learn Rock Smash from within a dungeon, you'll need to come back later, use a Mobile
Orb, or switch to a Ghost-type. On B70F you'll find the Flash HM in a locked, indestructi-
ble treasure room, and on B8OF you'll need a Key, the ability to smash or pass through
walls, and the ability to cross water terrain to get the Cut HM.

90 NINTENDO PLAYER'S GUIDE

TERRAIN: |
WATER
FLOORS:

99 i

TEAM MAX:

ITEMS

TO LOOK FOR:

Comrmon items like Apples
and Oran Berries are wel-
come finds in a 99-floor dun-
geon, but Sitrus Berries are
better still, since they increase
your max HP when eaten on a
full stomach. If you use the
Rock Smash HM, you may
find rare TMs and drinks like
Iron by smashing walls.

ITEMS
TO BRING:

*» ESCAPE ORB

* FRIEND BOW
* HEAL SEED

* HUGE APPLES
< KEYS

* MAX ELIXIRS
= ORAN BERRY
* REVIVER SEED

N5 |
You'll battle boss Regirock on B15F, Regice on B25F, and Registeel on B35F. Each will
drop an item when beaten, and when you collect all three items they’ll combine to form
a Music Box. If you use the Music Box it will be destroyed, so simply keep it in your tool-
box as you wander the dungeon. These bosses are tough, specializing in Defense-boost-
ing moves and Selfdestruct attacks, so save your best items and attacks for them.

As long as you have the Music Box in
your toolbox, there's a very small
chance Mew will appear between

will pop up between levels 94 and 98.

Mew may be in disquise (it has the
Transform move) so defeat every
enemy you can! If you beat Mew and
have the Final Island Friend Area, it
may offer to join you.
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Mew may appear if you have the Music Box in your
toolbox. See page 90 for further details.
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BURIED RELIC/ SOLAR CAVE

| Ll TOBRING: TOLOOK FOR:
WATERI « CLEANSE ORB Keys are the most important
random items, since this dun-

_ FLOORS: | * HUGE APPLE geon contains two locked
| I * KEYS {reasure rooms. Sun Stones
| 20 ETETE and Moan Stones appear
. ORAN BERRY here regularly, allowing you to
_ - : IR LT TTOIE - xRy specs Besdes et expec
Exclusive HMs and evolution items make this | lots of unusual orbs and the
Psychic-type-infested cave a must-visit area. | e
" M JOBDESCRIPTION:
| Retrieve Waterfall, Surf, and Dive HMs, as well as Link Cable Evolution items.
M PREPARATION:

You'll gain access to Solar Cave when you unlock Stormy Sea, and you can visit it anytime thereafter.
Every single Pokémon you'll encounter here is a Psychic-type, so make a party out of Bug-, Ghost-, or
Dark-type Pokémon with levels that are at least in the mid 20s, or out of any Pokémon with good Dark-
type moves like Bite. Once again you'll want Water- or Flying-types, since certain treasures are sur-
rounded by moats. Seriously consider bringing X-Ray Specs for your leader—they won't show you where
the treasure rooms are, but they will make items such as Keys show up on your map.

= IN THE DUNGEON:

Two of this dungeon’s three fixed prizes are stuck behind locked doors, which makes Keys far and away
the most important items you can find. Use your X-Ray Specs and check out every blue item dot, but be
forewarned that even then there’s no guarantee you'll find any. If you come up empty, try again or make
a point of returning after you acquire some in a later dungeon. The enemies shouldn't be too tough if
you have the right types on your team, but beware of Claydol that Selfdestruct when approached.

You'll find the first locked treasure
room on B10F—it will contain the Dive
HM if you've lost it, or a Link Cable if
you haven't. The locked room in B15F
always holds the Waterfall HM. The
surf HM is on B20F, and although no
Key is required, it is surrounded by
water terrain.
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NORTHERN
RANGE

Latios has taken all the TMs from the Kecleon Shop
and fled to the Northern Range. Bring it to justice!

& JOB DESCRIPTION:

Reclaim the items that were stolen from the Kecleon Shop.
B PREPARATION:

Your Pokémon should have levels in the low-to-mid 30s before you chal-
lenge this dungeon, but you can get away with being a bit lower-level if
you can put together a party of good Electric-, Ice-, or Rock-type
Pokémon. Except Seviper, every wild Pokémon in this dungeon flies, so
Electric-, Ice-, or Rock-type moves will be consistently powerful,

¥ IN THE DUNGEON:

The Beautifly on the first six floors are among the toughest foes in this
dungeon, thanks to the incredible Silver Wind move. This Bug-type attack
damages everyone in the room heavily while potentially boosting the
user’s stats, and Beautifly can use it several times before you can get
within range to use standard attacks, Leave Dark-, Psychic-, and Grass-
type Pokémon at home and choose a leader with a good long-range
attack to take Beautifly down from afar. In later levels, the main threat is
Togetic, who knows many moves with random effects. You never know
when Ancientpower or Metronome will unleash a devastating blow.

TERRAIN:

ITEMS
TO BRING:

= CLEANSE ORB

ITEMS
TO LOOK FOR:

The Northern Range isn't a

good place to hunt for items,
since good stuff like held
items and TMs (the usual

WATER
* HEAL SEED

REETRE . HUGE APPLE

PLRE - MAXELIXIR

* ORAN BERRY

TEAMMAX: | RS
p J -FevveRseeD

assortment) appear only
rarely. Instead, you'll find
plenty of seeds and orbs, so
stock up on Reviver Seeds,
Heal Seeds, and Trawl Orbs.
Kecleon Shops also appear.

| DRG-PSY
latiosuses alotof | LVL: 30

defensive moves | HP: 600 ‘
and basic attacks
that aren’t much of

a threat. Aim for a quick victory with
Dark-, Bug, or Ice-type moves before
Latios can use Protect to drag out the
battle. Don’t worry about trying to
recruit it, since it won't be possible at
this point in the game.
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NORTHERN RANGE / PITFALL VALLEY

| * ITEMS ITEMS
LU TO BRING: TOLOOK FOR:
WATER L « CLEANSE ORB Pitfall Valley features the
exact same assortment of

* HEAL SEED

i ] . items as Northern Range, and
'_ FLOORS: i * HUGE APPLE in the exact same frequencies.
| PRl - MAXELIXR Keep your eyes open for held
| ™ « ORAN BERRY items, TMs, and useful orbs

| | and berries, but don't let the

‘ : ey < | TEAMMAX: | B POKE slim picking;dislractyuu
Latios has failed in its quest to save Latias. * REVIVER SEED from your quest.

Perhaps your rescue team is up to the challenge?

B JOB DESCRIPTION: Latios and Latias have no money to repay
Traverse Pitfall valley and use your Teleport Gem to save a wounded Latias. your kindness, so they'll uffey t‘u reward you

the only way they can—by joining your res-
¥ PREPARATION: cue team. Note that Latios is a Level-30

two-star-size Pokémon, while Latias is a

pitfall valley is no more difficult than Northern Range was, and continues that dungeon’s
Level-28 one-star-size Pokémon.

Flying-type theme, Whatever party you used to clear Northern Range will surely be able to
handle this extremely similar area. The only difference this time is a heavier emphasis on
moves and traps that inflict status conditions like Confuse and Sleep, so now might be a
good time to raid your storage and hand out the gummis in hopes that your troops will
learn skills like Nonsleeper and Trap Avoider. Remember that you'll need to switch on 1Q
skills manually before they'll take effect.

¥ IN THE DUNGEON:

Butterfree, Masquerain, Skiploom, and Aerodactyl are all capable of inflicting nasty status
conditions, 5o eliminate them from afar if possible. You'll natice enemies are beginning to
travel in larger groups, so if a move or trap stuns you, attackers may overwhelm you guick-
ly. Keep your party together so you'll have allies to protect you if your leader catches some-
thing nasty. Remember that you can always switch leadership if your friends don’t seem
capable of handling the responsibility themselves.
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T s
‘ WATER * CLEANSE ORB You'll find the usual TMs and
| held items here, but don’t

= DIVE HM

= : . waste space on anything you
' R - ESCAPE ORB won't use. Supplies like seeds
99 » HUGE APPLES and Max Elixirs stop coming
8 « MAX ELIXIRS after B20F, and the Blue
; ; | Gumnmis and Grimy Food

; s | LISV ER © PERSIM BAND stop at B3OF. Fortunately,
The Guardian of the Sea does not welcome visitors, + PETRIFY ORB ot 20 feowingilens o

and has thrown 99 floors of obstacles in your way. § ‘ * REVIVER SEED be found on all 99 floors

¥ JOB DESCRIPTION: silver Trench features both ran-

Travel to Silver Trench to recruit Lugia. dom Monster Houses and fixed
monster houses that take up the

¥ PREPARATION: entirety of B35F, B55F, and B75F.

Bring Petrify, Slumber, or Totter

Orbs along with you so you can

set one off and run for the stairs
on the nightmarish floors.

You'll need to recruit Zapdos, Moltres, and Articuno, then complete Event
4 to unlock Silver Trench. Load up your toolbox with staples before you set
off on your journey; this dungeon will tear into your supplies like no other.
Not only do you have to contend with 99 floors, but an endless stream of
Sludge Traps and Sticky Traps will ruin your items one by one just as PP-
Zero Traps make Max Elixirs all the more necessary. Because of that, it's
best not to challenge this dungeon until you have a Pokémon with the Trap
Seer IQ skill to lead your force. If you're going to try anyway, bring plenty
of Reviver Seeds, Cleanse Orbs, and Max Elixirs. Bring a Water-type

Pokémaon (with Electric- and Grass-type backup) and either teach it the : s T — | After all you've gone through,
Dive HM or bring the HM along. Confuse-inflicting moves are comman, 50 | | you don't want to blow your
Persim Bands are a good accessory choice. | - chance to recruit Lugia, so say

o farewell to all but two one-star-size Pokémon.
¥ IN THE DUNGEON: - v For an easy fight, try to paralyze Lugia before it
The Pokémon in this dungeon start out easy, but you'll be dealing with fully | | can use Safeguard, but don't despair if you fail at
evolved Pakémon with levels in the 35-40 range by the end. There aren't 5 A | that and all of your best moves are out of PP.
enough Max Elixirs to compensate for the PP-Zero Traps, so throw items - ; | Lugia’s only offensive move is the fairly weak
and use basic attacks whenever you can get away with it. Recruit wild ' S et | Gust, so it will mostly rely on weak basic attacks.

Pokemon as you travel, use up their best moves, and set them free. (You
can't keep them anyway, if you hope to recruit four-star-size Lugia.) All
you'll find to eat here is Grimy Food, but don’t worry about it; just eat it
when you're near the stairs so the resulting status conditions will be cleared
immediately. The food stops coming after B30F, so bring plenty to spare.
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maove against your enemies.

Don't turn your back on Dratini, or they'll blast you
with long-range Dragonbreath. KO them at close
range so you can recruit them and use that great
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Octillery have powerful long-range attacks, but can
often be caught napping. Don’t waste an opportu-
nity to KO them—they’re worth record amounts of
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SILVER TRENCH / METEOR CAVE

T " mEms ITEMS
UZLLLT - TOBRING: TO LOOK FOR:
WATER « REVIVER SEEDS There are no items in Meteor
Cave, only Poke. The lack of

* TIGHT BELT

. ¥ hooty is all the more reason to
‘ Av l R - xRaY SPECS hang out and let Deoxys come
| toyou.

Blastoise was right—the Pokémon in Meteor Cave
are like nothing you’ve ever seen before.

¥ JOB DESCRIPTION: X-Ray Specs will allow you to find

Defeat Deoxys in the strange cave that was unlocked in Event 5. Deoxys without a lot of searching, |
but it's hard to justify using an

# PREPARATION: inventory slot. Instead, find the

metal plate that marks the stairs
and rest (hold A and B) until
Deoxys comes to you. Beat Deoxys
to open the stairs.

You're allowed to bring only one Pokémon and no more than three items
(plus a held item) into Meteor Cave. Ideally, your Pokémon should be a
level-40-plus Dark-type that knows several Dark-type attacks and the
Trap Seer 10 skill, but a level-50-plus Pokéman with strong attacks is a
solid plan B. You'll have both belly and PP issues in this dungeon, so the
bulk of your four-item inventory should be filled with the only thing that

cures both: Reviver Seeds. You may also want to bring a Tight Belt for
your Belly, or X-Ray Specs to track Deoxys's movements. DonYs (normal forme) P‘fp \fc HIC

B IN THE DUNGEON: — R ‘Wt: 35 |
we: 950

Each of the 20 floors contains a single, semitransparent Deaxys in one of | face Deoxys in its powerful (but
three forms. From left to right, the three forms are Speed, Attack, and | recruitable) normal forme ' fiiict
| orme.
|

Defense. Speed can attack twice per turn, but both it and Attack will | Unless you have access to the
crumble under a good Dark-type Bite. Save your best moves for the A | Haze move, you'll have to strike
Defense form; if the fight is allowed to run long, it will boost its defensive ’ ; | hard and fast with your best
stats to the point where your moves become completely ineffective. | & | Dark-type moves to outrace the
: Defense and Spedial Defense
boosts Deoxys will earn by
using Cosmic Power repeatedly.

280) DEOKYS

L= T - - T I = T ) I R TS I

20 () Noxs
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| TERRAIN: | B T0LOOK FOR:
MAGMA « CLEANSE ORB You can find a wide variety of
| seeds, orhs, and held items

* HUGE APPLE

ORS: | here, including the new Joy
i * MAXELIXIR Ribbon. You may also find
| 30 = « ORAN BERRY rare stat-boosting Zine, Iron,
| = «RAINY ORBS Protein, and Calcium drinks.
| 0On the 29th floor you'll find

f f e TEANM MAX: | RS only e e Fire Stones I
This field of magma is the first destination in the | you sedloweorevoaion,

four-part Mirage Pokémon quest. | REIEEE SRS W

¥ JOB DESCRIPTION:
Defeat Entei to transform the Clear Wing into the Red Wing.

B PREPARATION: Entei is quick and LiL: 45 |

To reach the Three Fields you'll need the Surf HM from level B20F of Solar

Cave, and to have activated Event & (see p.87). You can bring it in your toolbox,

but you might as well have one of your Water-types learn it, since it will be
very powerful against the Fire-type Pokémaon here. The wild Pokémon range

aggressive, but the - 600
Water-, Rock-, and Fepemrereci it
Ground-type Pokémeon that got you this
far will make short work of it. Blast it

from Level 30 to 40, but since nearly all are Fire-type, a Water-themed party

g : B with Bubble then finish the job with a
can claim victory at a much lower level. Bring extra food and Max Elixirs (or a

3 : g b i few uses of Surf or Dig. Entei will
few Cleanse Orbs), as you'll encounter plenty of Sludge and Sticky Traps. o idh B - oA i 8 reward your effort by transforming the
/ (i e e d Clear Wing into the Red Wing and
M IN THE DUNGEON: i it y B  unlocking Lightning Field.

You'll encounter Fire-type-boosting sunny weather on floors that end with a
multiple of 5, so use Rain Dance or a Rainy Orb on those floors, or make a
quick dash for the stairs. If you or your allies use moves that inflict status con-
ditions, deselect them when the Machoke begin to appear on level 18, or you'll
risk triggering their Attack-doubling Guts ability.

FHIIRL

If you have a non-Fire-type
Pokémaon that can cross magma
(such as Flying- and certain Ghost- or
Psychic-types), leave it at home!
This dungeon is full of narrow pas-
sages over magma pools, and flying
or floating non-Fire-type Pokémon

FLOOR
1 () T e oy
2
3
4
5 (4 EII:JE.RHANIJER
6
|7
8
9 ) TORKOAL
10 (75) RAPIDASH w)Ti0 Tog) FLAREON
| 1
o»
| 13
14 |
15 156) JUILAVA e

Z
<

s
9
§
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FII'IE RCK

FIERY FIELD / LIGHTNING FIELD

from page 100

W G (GO
22
23
24
25

26
27
28
29
30

LIGHTNING
FIELD

The Mirage Pokémon quest continues in the light-
ning-ravaged field where Raikou makes its home.

i JOB DESCRIPTION:
Defeat Raikou to transform the Red Wing into the Sunset Wing.

i PREPARATION:

Once again you'll need to Surf your way to the Three Fields. Obviously
Water-types won't be as useful in this Electric-type playground as they
were in the last dungeon, so you may want to bring the Surf HM and leave
the surfer at home. (Ground- and Grass-types are a far better choice for
this dungeon.) You'll face a lot of Paralyze and Confuse effects here, so
pull the Cheri and Persim Berries out of storage, and try to fill your roster
with Pokémon that know the Self-Curer 10 skill.

™ IN THE DUNGEON:
You'll face a flurry of Sonic Boom moves here, and even Pokémon who
lack ranged attacks will compensate by grabbing the many Gravelerocks
and Sticks found here and throwing them with abandon. Use ranged
attacks to take out the would-be snipers before they can pick off your
weak members. Save some long-range PP for the Electrode, however, as
they'll use Explosion as soon as they can get within range.

FLOOR
o) MAGNEMITE

ELC-3TL

309) ELECTRIKE

(79) MAREEP

=

256" COMBUSKEN

FIRE-FTG

CHARMELEON

FIRE

QA

ITEMS ITEMS
TO BRING: TOLOOK FOR:

= CHERI BERRY Sitrus Berries, Protein, and

i the like are scattered across
HEREARE the dungeon floors, and more

*MAXELIXIR exotic items (rare orbs , gum-

* ORAN BERRY mis, and Ginseng) can be

« PERSIM BERRY found within the walls if you

* REVIVER SEED

TERRMN
WATER

FLOORS:

have Super Mobile or a Mobile
Orh, or want to use Rock
Smash a lof. Thunderstones
are everywhere on 29F.

TEAM MAX:

Rock- and Ground-
type Pokéemon will
dominate here, pro-
ided you can keep them from bei
d. If you lack good type-trump-
Stun Seed or Electric-type
moves of your own to paralyze Raikou.

In Red Rescue Team, you'll encounter
Plusle in this dungeon. In Blue Rescue
Team, you'll encounter Minun instead.

D00 =1 O U B W N e
E<

<< 120) FLAAFFY Ga) PLUSLE 522) MINUN
JOUTEON . !
W -: .:E & =!.
10 B itk fﬁ&
n () ACTURNE A
12 e
o page 102
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FLOOR from page 101

13 . FLAAFFY @LP&USLE 312) MINUN (135) JOLTEON CACTURNE
14 ~

15 (ot ELECTRODE 339) ELEKID

16 )P0
17
18

19 R R

20 (w MAGNETON 357 TROPIUS

ELCSTL GRS-FLY

2 ol

22 T
23
24

25 f0) MANECTRC . :

RAICHU Tropius are solid Grass-type Pokémon and are already
26 ELC at a respectable Level 30. If you lack good Grass- | ]
27 types, put a Fire- or Bug~?ype Pokémon in the lead so
28 \_/ you can defeat and recruit one for the next dungeon.
29 \/

ﬂﬂllﬁﬂu
LT

30

» HEAL SEED assortment of items as in the

. FLOORS: | previous two fields. including
* HUGE APPLE the rare gummis and orbs

30 * MAX ELIXIR sealed in the walls. Two differ-

I « ORAN BERRY ences: Key-holders can graba

Lunar Ribbon on 20F, and
E TEAM MAX: * REVIVER SEED an',roa:e an fi:dngeveralan

The third and final of the Three Fields is a wet and Water Stones o1 29F.
icy wasteland ruled by the mighty Suicune.

| " mEms ITEMS
l WATER «CLEANSE ORB This dungeon has the same
F

M JOB DESCRIPTION:

Defeat Suicune to transform the Sunset Wing into the Rainbow Wing,

There’s no way to get into the treasure room on
20F without a Key, and there’s no way to find a
Key within this dungeon. Fortunately, the Lunar
Ribbon inside is of limited use to most teams—
its only function is to evolve Eevee into
Umbreon.

¥ PREPARATION:
Ice seems to be the theme here, but you'll face more Water-types than
Ice-types. Go ahead and bring back your surfer, as plenty of rain falls
here and it can benefit you too—just don't target Politoed and Poliwrath
foes with any Water-type maoves, or you'll end up restoring their lost HP.
Leave the Water-type enemies to the Electric- and Grass-type friends that
should compose the bulk of your team.

There is a single locked treasure room on 20F, but unless you're |wp[ THE
specifically trying to evalve Eevee into Umbreon, the Lunar Ribbon isn't | WATER
worth spending a Key on. |

~ | Don't enter the 30th
floor with a leader

8 IN THE DUNGEON: that's weak to Water-

You will encounter a lot of Sleep-inflicting moves and Slumber Traps ! b5 #hed i type attacks, or you'll allow Suicune to
here, so turn on your team members’ Monsleeper 1Q skills. That will help | _ % _ 40 £ score a turn-one KO with a rain-empow-
alot, but it won't stop Delcatty’s Infatuated-causing moves and abilities. [ : [ Ly + f- ered Bubblebeam. Blast Suicune with
Use ranged attacks and special moves to keep Delcatty at bay. i ai e e ' P R Ll Electric- and Grass-type attacks until it

agrees to upgrade your Clear Wing to its
final form and unlock this quest’s final
| destination, Mt. Faraway.

1 02 NINTENDO PLAYER'S GUIDE
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ICE-PSY BUG

2)
32

@ &WZEMMHLL

Blast Delibird with long-range Fire-, Grass-, or Electric-
347) CRAWDAUNT type moves if you can. While most are harmless,
every now and then one will give you a lethal
Present worth 120 HP of damage, regardless of your
stats.
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Politoed know the powerful Perish Song move, which

affects the entire floor and inflicts a condition that

KO's Pokémon within a few turns. If your team mem-
55 E,,“&“““‘ bers catch it, eat a Heal Seed immediately.
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e  ITEMS ITEMS
TO BRING: TOLOOK FOR:
- 8 .« CLEANSE ORB You may find a few basic
| seeds and berries on ML

* HUGE APPLES

: Faraway, and an occasional

g * KEY TM in a Monster House, but

5 * MAX ELIXIR other than that you'll find only
I« POKE Poké. There's nothing wrong
! with that-you can useit to

i : TEAM MAX: *REVIVER SEED buy items like Calcium,
Mt. Faraway is home to both the rumored Mirage | J « TRAWL ORB Prodal e e

Pokéemon and the rare and valuable Friend Bow. * X-RAY SPECS geon's Kecleon Shops.

™ JOB DESCRIPTION: This is the one and only place in the game
Recruit Ho-Oh to prove its existence to Spinda and unlock Western Cave. where you can find the Friend Bow, a held
itemn that you can give to your leader to
M PREPARATION: increase your odds of recruiting wild .

Pokémon. Remember to equip it before
you battle Ho-0Oh!

you'll definitely want to bring a Key with you this time, as the Friend Bow
locked away in 30F will make all Pokémon easier to recruit, including this
dungeon’s difficult boss. Since Mt. Faraway contains almost nothing
except Poké (although monster houses may hold other items as rewards),
you can fill nearly your entire inventory with supplies. Bring plenty of
Poke too, since you can buy stat-boosting items in Kecleon Shops. If you
don't have a lot of cash, bring Trawl Orbs and use them at the stairs to
rob the shop blind, or take all the loot on the carpet and use an Escape |

Orb to flee before you step off the carpet and Kecleon asks you to pay. FIRE-FLY

i T ¥ Be sure to quaff a Max Elixir | LVL: 50|
- I" TII.'E DUNGEON: ; y . . before yuuqfaw off with Ho-0h; | HP: 800 |
Considering all the trouble it took to unlock this dungeon, you'd expect it . S W its Pressure ability will quickly =~ ——————
10 be a bit tougher. The mostly Level-20-to-30 Pokémon on the first 30 . AL :. drain the PP of your best moves. Water- and .
floors shouldn't be much of a challenge to teams that conquered the 7 i Rock-type attackers are best, since they have |
Three Fields, but there are a few serious threats on the last 10 floors. . T 4 both advantageous moves and partial resistance :
Glalie is at Level 45 and can seriously damage your party with Hail or N to Ho-Oh's powerful Fire Blast. Dismiss everyone |
Powder Snow, while Dugtrio like to sneak up and use Magnitude, a move . else to get your party down to a size of two stars |
that may randomly devastate your entire party. Parasect and Weezing AT or less, and don't forget to equip your Friend

aren't too much of a threat solo, but the status conditions they can inflict Hideaes _ Bow!
can set you up for a beating, especially if you're inside a Monster House : .
(they're extremely common on the 14th and 29th floors).

. mHﬂH[HﬁH | @ E'JE‘;EE'"E :m)%ﬂﬂllﬂ'l

Dbt
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|

21 (o gﬂﬁﬂ%&ﬂ ) EﬁTFﬁRH ERRN;EHBIJLL
22
23
24

MLESEAY I WESTERCAE,

25

In addition to inflicting status conditions, Weezing
26 can Explode at will. Eliminate them from a distance

27 whenever possible.

28

zgv v

30 ~__— (f)Nsmo 110) MEEZING

@ %ﬂﬂﬂ

@&ﬂﬂélﬂhﬁli 6 %MIE

31
32
33

34 Pay careful attention to the actions of
Dugtrio. If they use Dig, step back

35 diagonally to prevent the damage to
36 bath your leader and your friends.

37

38 "

39 B ill

40

. AZUMARILL

HO-0H

[FIRE-FLY

WESTERN
CAVE

99 grueling floors you’ll have to cross to reach it.

i JOB DESCRIPTION:

Explore a newly discovered cave in search of a rumored Pokemon.

= PREPARATION:

You'll need to recruit Ho-Oh to open this cave, but you shouldn’t enter until you have the
Cryptic Cave Friend Area. Mewtwo is the big draw here, and you wouldn't want to get all the
way to it only to realize you can't actually recruit it! There is a wide variety of Pokémon in
Western Cave, so bring your most versatile and highest-level teammates. If you can't field a
team of three Pokémon that are Level 45 or higher, you may not be ready for this dungeon
yet. Consider your toolbox carefully: This is a very long dungeon and there are no basic sup-
plies to find. Fill up your toolbox with food, Max Elixirs, and Reviver Seeds. Bring X-Ray
Specs for your leader and equip a Weather Band for an ally.

M IN THE DUNGEON:
The first 50 floors are fairly easy, but the difficulty climbs rapidly after that. Floors 51 to 60
are constantly swept by sandstorms, so put on a Weather Band if you can. By floor 61, the
levels will be getting larger, preventing quick progress. Monster Houses are common, 50 be
wary whenever your X-Ray Specs reveal three or more
treasures in a single room; it will nearly always be a
trap. Speaking of traps, expect to encounter a lot of
them, and unless everyone knows the Trap Avoider 1Q
skill, you'll need to maneuver carefully to avoid trig-
gering them repeatedly with your allies. You won't find
any food, but the berries and stat-boosting drinks will
fill your belly a bit. Consume every one that you find.

Mewtwo is tough, but nowhere near as tough as the

TERRAIN:

WATER

FLOORS:

RIS e * REVIVER SEEDS

| For all the buildup, Mewtwo isn't so ' LVL: 40
»| tough. It knows primarily defensive ‘we: 900
=1 maoves and will boost its stats and use TET s
§ Haze while you chomp away with Dark-
type moves like Bite. You need only one
empty slot to recruit Mewtwo, so dis-
miss someone before the fight.

ITEMS ITEMS
TO BRING: TOLOOK FOR:
« (LEANSE ORB The items you'll find here are
. mostly berries, seeds, Max
HEAL SEED Elixirs, and drinks like
& + HUGE APPLES Protein and Calcium. The
99 &+ MAX ELIXIRS stat boosters are more com-
« POKe man here than anywhere else,

as are Keys. Rare Kecleon
Shops sell gummis and
Reviver Seeds, 5o bring a few
Poke.

* TIGHT BELT
* X-RAY SPECS

There is one treasure room on B59F,
but the item it contains (a Beauty
scarf, needed to evolve Feebas) isn't
nearly as precious as the dozens of ;
Keys you can find in the dungeon. i
Open up plenty of inventory slots so '
you can take at least a half-dozen

Keys with you.

' PSYCHIC
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Swalot use Toxic to inflict doubly damaging Poison,
which can be a major problem if you aren’t near
the stairs. Self-Curer won't cure Poison, so bring a

Heal Seed or two, just in case.
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WESTERN CAVE

FLOOR fram page 106

51 (3 ) VENUSAUR &) ALAKAZAM 160) FERALIGATR MILTANK () TYRANITAR

\\v/
60 (59)ARCANINE () MIETANK i~

62 m!:l:l-lﬂill]ﬂ

60 S~ G5

70 1 NNFILES

71

72

73

74 Machamp are already strong, and if you trigger
their Guts ability, they’ll be K0'ing machines. Send

75 your Fire- or Electric-type Pokémon running with

76 the Get Away tactic so there’s no chance of inflict-
ing a burn or paralysis.

77

78 \/

79 e (260) SWAMPERT
80 @ mmm @gg@mmu

87 (h08) TEELIX

89 (Dyguan (5 st

— rd an ominate the last 10 floors.

92 Charizard and Blastoise dominate the | fl

93 Charizard is the power hitter, but Blastoise’s

Defense will allow it to stall until reinforcements
arrive. Avoid these tough fights whenever possible.

% ive. Avoid these tough fights wh ibl

99 150 Lkl
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WATERFALL
POND

Use your Waterfall HM to enter this bountiful pond

where many rare Pokémon make their home.

i JOB DESCRIPTION:

There is no particular goal here, but this is a good place to recruit rare Pokémaon.

i PREPARATION:

Gaining access to Waterfall Pond will take a bit of effort, but once you're inside you'll find it
to be one of the easiest extra dungeons and an ideal location for raising weak Pokémon. To
get in, find a Key in Solar Cave or Western Cave and take it to B15F of Solar Cave, where you
can unlock a treasure room to earn the Waterfall HM. Teach that move to a party member
or bring the HM with you when you enter.

M IN THE DUNGEON:

Grass- and Electric-type Pokémon will enjoy continuous success here, although your Water-
type Pokemon may be stymied by the ability of Wooper, Quagsire, and the Poli-Pokémon to
absorb Water-type moves. Keep an eye out for Geo Pebbles, a slightly more powerful ver-
sion of Gravelerocks that appears in large quantities only in this dungeon, The recruitment
oppartunities include a pair of game-version-exclusive Pokemon (Magikarp for Red Rescue
Team and Feebas for Blue Rescue Team) that can be found nowhere else.

In case your party is short on good Water-
type Pokémon, you'll find plenty in
Waterfall Pond, and they'll all be at low
enough levels to make recruitment easy.
Amaong the best are potential starters
Squirtle and Mudkip, and the Grass-and-
Water-type Lotad. Red Rescue Team players
| can recruit a Magikarp, and Blue Rescue

0 Team players can recruit a Feebas, both of
. which have very formidable evolved forms.

TERRAIN:

FLOORS: |

19

TEAM MAX: |

ITEMS
TO BRING:
* APPLE

* MAX ELIXIR
* REVIVER SEED

* ORAN BERRY
* WATERFALL HM

ITEMS
TO LOOK FOR:

Staple items like Oran
Berries, Heal Seeds, and
Max Elixirs are common
here. Qutside of that, all you'll
find is Geo Pebbles (a new
type of projectile) and Poké.

1 @ﬂﬂﬁll“ 70 mﬁ:?as %0 w&m‘lﬁ @ E?meEN ﬁﬁ_ﬁﬂgg{H
2
3
4
5 \// \/
6
7 H%ﬁlK&R‘P
8 mIRTI.E
9 0 w'ﬁHIHL
10
11
12 (284) MASQUERAIN
13 - LOMBRE
14
15 In Blue Rescue Team, you'll
encounter Magikarp in this
16 MAIH dungeon.
17
18
19
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In Red Rescue Team, you
encounter Feebas in this
dungeon.
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WATERFALL POND / GRAND SEA

| ITEMS © ITEMS

' | TO BRING: TOLOOK FOR:

{ WATER = «DIVE HM You can find a lot of rare orbs .
i and seeds here, including fun

* HUGE APPLE

_. .'.'_' ™) i W | mt m I
A « MAX ELIXIR amibossreami?kimr
£ 1 BN - ReVIVER SEED Seeds and slumber Seeds.
| ‘ « X-RAY SPECS You can also find a few TMs
‘ i and held items (including

Dive deeper into the ocean to collect a pair of rare 3 | Do st e

evolution items and other great treasures. om floes EIEF:an 25K

i JOB DESCRIPTION:

Retrieve two rare Evolution items and possibly a rare Pokémon,

I PREPARATION:

To enter this dungeon you'll need to purchase the Serene Sea Friend Area and have either a Pokéman with the
Dive skill or the Dive HM itself (found on BLOF of Solar Cave). Bring a Pokémon that can cross water terrain so
you can retrieve this dungeon’s two prizes, and Electric- and Grass-type allies to provide security.

 INSIDE THE DUNGEON: ' e |
Dragonite appears occasionally on floors BSF, B1OF, BI5F, and B25F, and its Dragon Rage ability (which deals a There are two Evolution items in this dungeon: the Deepseascale on
flat 65 points of damage) can be a threat. There’s no boss, but Red Rescue Team players can try to capture a B15F and the Deepseatooth on B25F. They can be used (along with a
rare Mantine on the final floor. Mantine is a two-star-size Pokémon, so if you have a four-star Pokémon in the Link Cable) to evolve Clamperl into Gorebyss and Huntail, respectively.
group, you'll need to send it home. If you need a Link Cable, come back after claiming the Deepsea items.
FLOOR
D@ |
: |
3
4
5 o) KATD ) (RS |
6 OF e |
7 \
8 :
9 ‘\/ \/
10 ) ORSEA (i) IRAGONTE
1 |
12 ‘
13 v "\//
14 i 347) ANORITH
15 (o8)KRABBY (20) STARYU 149) DRAGONITE
16 |
17 ‘
18 |
19
20 L OO T~ |
21 7 ) IENTACRUEL ‘
22 ‘
23 _~ .
- 24 (o) ae8 ) KT
o S RN RGN
26 In Red Rescue Team, you'll |
27 ‘SHDHA encounter Mantine ;n this
28 dungeon.
29

30 (B2) APOREON (RE)UNTHE | f Gl il
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TERRAIN: | | ITEMS
T0 LOOK FOR:
- ;
FAR 0 F F | WATER « CLEANSE ORB This s a good place to search

« HEAL SEED for held items, as rare gear

| FLOORS: | lie Tight Belts and Joy

i . ° HUGE APPLE Ribbons appear fairly fre-

| 75 * KEY quently. After BSIF you may

§ » MAX ELIXIR stumble upon Clamper! evolu-
| tion items Deepseatooth and

i TEAMMAX: | Ml e
A pair of TMs that teach brand-new moves are the ] 3 « REVIVER SEED Enwumem_ . and ever-wel
big prizes in this 75-floor underwater trench. B . STAMINA BAND

i JOB DESCRIPTION:

Retrieve two new TMs from treasure rooms and recruit rare Pokéman.

= PREPARATION;

Far-Off Sea has the same Serene Sea Friend Area and Dive HM prerequisites as Grand Sea. Electric-type
Pokémon make the best allies this time, since you'll run into a lot of Ice-type moves that will heavily damage
the Grass-type Pokémon that are usually so good underwater. Double up on the Huge Apples or bring a held
item like the Stamina Band or Tight Belt—there is not a scrap of food to be found here,

8 IN THE DUNGEON: You'll find a treasure room that holds the Wide Slash TM on B50F, and
If you're playing the Blue Rescue Team version of the game you'll find the ever-useful Lapras prowling another that holds the Vacuum-Cut TM on B72F. Keys don't begin
between B45F and BSOF. If you're not, you'll still find plenty of promising recruits, like Spheal and Clamperl. appearing until B51F, after the first treasure room, so bring at least
Beware of Monster Houses that appear on B14F, B29F, B46F, and B64F, often in the first room of the floor! one with you.
|
1 (LR GomeT Gy
2
3
4
5
6 79 ) SLOWPOKE (1) SEEL Ice-and-Water-type Spheal are not particularly strong
7 here, but they're easy to recruit and can ultimately be
evolved into a mighty Walrein. If you can't catch a
8 v Lapras, this is a nice alternative.
9 \/
10 \/ @ir:::m
11
12 !
13 ‘
14 \\/ \/ RCK-BUG
15 .
16 |
17 ‘
18 ?

<

20 (B4 1P0RO4 Ol ) TR
21
22
23 v
24 Carvanha don't have particularly great moves, but
their Rough Skin ability is extraordinarily powerful; if
25 you damage a Carvanha from an adjacent position, it
26 ﬂmm-m will reflect half that damage back to you. If you can’t
7 KO Carvanha in a single type-trumping special attack,
| use ranged moves from a safe distance.
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41 , Lapras will appear only in the Blue

42 Rescue Team version.
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DEWGONG OCTILLERY

55 9w @m Walrein know the Ice Ball move. It isn‘t very accurate, '
56 but it will hit continually until it misses, increasing in |
57 power with each strike. An unlucky break can spell
doom, especially to a Grass-, Ground-, Flying-, or
58 Dragon-type Pokémon.
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Wailord aren’t particularly strong foes if you have a
n type-trumping Pokémon, but they do provide mas-
73 sive amounts of Exp. Points. If your party still has
some energy on the final floors, roam around and
7 knock out Wailord to level up.
75 \\/ \/
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‘WISH
CAVE

This bizarre dungeon reduces your entire party to
Level 1, but offers great rewards in return.

M JOB DESCRIPTION:

Rescue Medicham from Wish Cave, then return to meet Jirachi.

= PREPARATION:

At the start of this dungeon your rescue team will be reduced to Level-1 Pokémon with only
their starting moves and a 1-point 1Q. (The effect isn’t permanent, and everyone will return
to their previous condition when you leave.) For the strongest possible party, bring fully
evolved three-stage Pokéman, since they will have higher stats than most other Pokéman
and a good selection of moves at Level 1. Charizard, Salamence, Walrein, Raichu, Poliwrath,
and Vileplume are standouts. Whatever roster you choose, bring an Escape Orb so you can
warp out and try again if your Pokémon turn out to have bad moves at Level 1. You can
bring extra TMs to improve your move selection, but don’t use anything extremely precious
since your Pokemon will forget the moves at the end of the dungeon.

You can't bring Poké, so bring a high-value item or two to sell for money at the shops. Joy
Ribbons are a good way to level up quickly, but don't waste your Joy Seeds in an area where
the effects won't be permanent. Don't forget the Gravelerocks—remember how good those
were at Level 17 You can find Link Boxes inside Wish Cave, but if you have extras, you should
bring one to use right off the bat. Also bring plenty of Reviver Seeds and a few Max Elixirs,
but don't worry about food; you'll find plenty inside.

¥ IN THE DUNGEON:

After rescuing Medicham at B20F, your party will warp out and your stats will be reset to
normal. That task isn't overly tough, but completing all 99 floors ta reach Jirachi is. If you
intend to do so, follow the advice above and make an effort to clear out nearly every floor
in the cave, as that's the only way to level up enough to complete the upper floors. Not
every enemy is worth fighting, however; foes like Machop and Skarmory on the early floors
and Kadabra and Voltorb on the later floors are best avoided.

You are here on a rescue mission, so your first foray
will end at 20F when you reach Medicham (you can't
recruit it). If you choose to challenge Wish Cave
again, bring the Wish Stone Medicham gave you. But
don’t despair if you lose it; you can always find a
replacement on B50F (no Key required). If you still
have the first Wish Stone, you'll get a Link Cable
instead.

Defeating Jirachi won't be
much of a challenge. If you
still have the Wish Stone on
you, your reward for victory
will be a single wish. Note
that if you recruit Jirachi
(which requires the Mt.
Moonview Friend Area) you
won't get to make a wish.

1 1 2 MINTENDO PLAYER'S GUIDE

WATER

FLOORS: |

99 '.

TEAM MAX

*ESCAPE ORB

* GRAVELEROCK
* HUGE APPLE

« JOY RIBBON

* LINK BOX

* REVIVER SEED
*TM

« WISH STONE

ITEMS
TOLOOK FOR:

Oran Berries, Blast Seeds,
and Huge Apples are com-
mon, as are throwing items of
all types. You'll also find a
wide variety of seeds and
orbs, many of the game's best
offensive TMs, and nearly any
held item except for the Joy
Ribbon, which, ironically,
would help the most.

When you defeat Jirachi and
fail (or refuse) to recruit it, it
will offer you one of the five
wishes detailed below.

Wishes

Lots of Money Jirachi offers piles of cash, usually between 10,000
and 18,000 Poké.

Lots of Items The room fills up with items that appear randomly
in Wish Cave,

A Friend Area Jirachi will buy you an as-yet-unpurchased Friend
Area from the Wigglytuff Club.

More Strength The room fills up with Joy Seeds and
stat-boosting drinks.

Something Good! The next day, Jirachi will either raise your rescue-

team rank to the next level, or give you an as-yet-
unrecruited nonboss Pokémon. If you don't have that
Pokémon's Friend Area, Jirachi will throw that in too.
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Porygon2 will appear only in the Red Rescue

Team version.
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WISH CAVE / MURKY CAVE

- ITEMS ITEMS
UALELE TOBRING: TOLOOK FOR:
WAER = «GRAVELEROCK The only item you'll find in the
| | Murky Cave is Poke, although

= HUGE APPLE

| : | find other prizes
FLOORS: | RTTEET el
19 * PETRIFY ORB
« REVIVER SEED

TEAM MAX: | BLULTEIUN
The final chapter in the tale of Gardevoir and the
Ninetales curse will be written in Murky Cave.

¥ JOB DESCRIPTION: Protecting Gengar is priority one.
! Escort Gengar to Murky Cave and free Gardevair from its curse. Focus on finding the stairs, but
| don't try to evade any foes, lest
& PREPARATION: they slip behind you to get at

Wwith all the work it’s taken to reach this point, there's no doubt that your
team is up to the challenge of Murky Cave. Gengar, hawever, is not. At
only Level 15, Gengar is unlikely to survive more than a turn or two of
combat, so you'll want to bring plenty of Reviver Seeds to protect it.
Ghost-type allies that can protect Gengar within walls make for good
companions, as do Pokemaon with room-wide attacks like Heat Wave and
Vacuum-Cut. Bring plenty of Gravelerocks or Geo Pehbles, both to throw
at Ghost-types within walls and to KO Shedinja.

¥ IN THE DUNGEON:

The only item that appears naturally here is Poké, so if you see a TM or
held item it means you're about to enter a Manster House, and should
look for a different route. Also watch very carefully for Pitfall Traps,
because if Gengar steps on one, you'll fail the quest instantly!

Gengar. Many of your foes can
pass through walls, so fight them
with Gravelerocks and your own
Ghost-types.

Even after you rescue

Medicham, there are sever-

al steps involved in trigger-

ing the event in which After you complete the 19 floors of Murky Cave, Gengar will reach the room with Gardevoir's remains. An
Gengar asks for your help. unseen spirit will take Gengar to task for its crimes, and your team leader will be called as the only wit-

See Event 9 on page 87 for ness. If you answer truthfully about Gengar’s sketchy past and dubious intentions, everything will work I
a detailed summary of how out and you'll be rewarded with the Mobile Scarf. The Mobile Scarf gives it holder the ability to pass [
to bring Gengar back into through walls or over any terrain.

your life.
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: You'll find most of the game's
. random items here, with the

- FLOORS: | exception of gummis. Virtually

| every held item is in the mix,

; 99 as are most useful TMs.

- Apples (or at least Grimy
Food) are plentiful, and you'll

. . . - TEAM MAX: find more weird orbs than
To recruit Celebi, a single Pokemon must start at | you know what to do with. Use

Level 1 with no items and conquer 99 floors. them with abandon!

18 JOB DESCRIPTION:

Reach the 99th floor and recruit Celebi.

¥ PREPARATION:

You'll have to do this quest solo (even recruitment is impossible), and if you dare to bring any Poke or items, even a held item, they will be
destroyed upon entry to the forest. Therefore, the only real preparation is to choose your Pokémon. As with Wish Cave, we suggest the third
Evolution of a three-stage Pokémon. Charizard is a particularly good choice, since its Heat Wave move can clear a Monster House in a single blast.

B IN THE DUNGEON:

If you explore each floor thoroughly, claiming every item and defeating every foe, you'll gain enough Exp. Points to survive and find an adequate
supply of Apples, throwing items, and berries. Max Elixirs are slightly less common, so rely on basic attacks when you can, and replace spent
weaker moves with TMs when necessary. When filtering your inventory to make space, hold onto the highest-value items so you can sell them at

Kecleon Shops. If you see a Reviver Seed on the carpet, do whatever it takes to get it—they don't appear naturally in the forest. You'll find Celebi waiting on the
with only one character, there's always the possibility of a fluke KO. The biggest threats are Pokémon whao inflict status conditions, so use 99th floor. There’s no boss fight
ranged items and moves to KO charmers like the various forms of Clefable and lllumise, as well as any Grass- or Bug-type foe. (Electric-types may this time—Celebi will simply ask
cause Paralyze, but at least you can still throw items.) Equally dangerous are Pokémon who use multihit moves like Fury Attack. Culprits include if you would like to recruit it,
Beedrill, Fearow, Doduo, Swablu, and Hitmonchan. and if you agree, it will hand
over the Healing Forest Friend
There is a possibility of running into 2 Monster House on any Area and join your team. If only
floor, but floors 29F, 46F, 64F, and 86F are particularly dangerous. the other 98 floors were as easy!

Fortunately, Kecleon Shops are common, and sell not just simple
supplies but Joy Seeds, held items, and TMs as well. Even if the
stock doesn’t contain anything good, sell off all your unneeded
items so you'll have cash on hand when the good stuff does
appear. Shops are especially commaon on floors 7F, 23F, 38F, 55F,
and 75F, so don't exit those floors without a thorough search.

In Red Rescue Team,
you'll encounter Plusle

in this dungeon. In Blue
Rescue Team, you'll [N
1 9 sl 9 JGLYPUNF _ w i73) (LEFFA encounter Minun instead.
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PURITY FOREST

from page 116
@ggNFL[IM @ ?;Vilﬂlblﬂ 2% gsﬂmulﬂl @ E&ETFURH
o~ -~ (@)
we (@) o
@ e
EE]E.EQ“'"*
(193) YA GRTIL | || S
27 (6) FEDOVURSA 269) DTN
28
29
30 '\/ \\\/ 309 W
3 @O @ () @one (@
) \/
33 E.E.ﬂlﬂ]z.l
35 v \// @m
36 (u) 5000 128) TAUROS o
37 B CUNER
38
3 @ o fm s~ (@
40 T~ ) ACTURNE
41
a2 168) ARIADDS (1) HIPLOOM
s - @
44 S~ (BN
45
46 o ol .
. o OO s Ol
" TANGELA
49 () LLLMSE
50 @ ﬁ"‘"“‘ \/ \v/ v
51 o) ECTRODE(3) FORRETRESS 22) FEAROW 753) SHUCKLE ) ATUONEE ) IONCHAN
52 \/
53 240) MAGBY
54 () NUMEL el 351) LASTFORM
55 \/ \\// v
56 (3 E'Ii'l;l'ﬂ @FW 262 DH*EHTTEIM \_/
57 78 ) RAPIDASH 324) TORKOAL
58 rorhe 1) Ay
59 \/
60 24) ARBOK Rl 3 SHORST
61 @ Ol
62 iy T T
63 \// (04) PINECO
64 \./
o @UM  @uAN G @l G
66
67
68 \/
69
i < ENSRN GG (GoToM AN
to page L8

POKEMON MYSTERY DUNGEON 1 1 7




FLOOR from page 117

7 (& Emuu[ @ g‘ﬂ?f"“" @ Zwﬁlﬂﬁ . EAMETFUIIH %LIE DSH'UP"FFIHG 19 !a!ni.tﬁntg!lﬁﬂ

72 MAGBY

73 RYDON
74 MEEH

75

76 e

7 OO
78
79 v ~\/ @ mmm

80 (R0

DL I -
81 A |
82 In Red Rescue Team, you'll encounter
Porygon2 in this dungeon.
83 PONYTA
FIRE
84
85

\

86 LEDIAN FORRETRESS SOLROCK ) VENOMOTH ) WEEZING
87

88 ALTARIA
89

90 22) SC7OR (356) DUSCLOPS (351) CASTFORM

271

92

93

94 FLYGON AFROOATV.

95 57 TROPLS ) METAGROSS lllll

926

97 sl

98 V C)%%Em \/ \/
99 E)CELER

1 1 8 NINTENDO PLAYER'S GUIDE



PURITY FOREST / JOYOUS TOWER

e
, & ITEMS ITEMS
| -~ TOBRING: TOLOOK FOR:
| WATER = CLEANSE ORB You don't need to worry much
| | about food and projectile

* ESCAPE ORB

» weapons; Big Apples and
_ FLOORS: .~ " FRIEND BOW throwing items are common
99 i + J0Y RIBBON here. In additional to the
: ., LINK BOX usual stock, Kecleon Shops
may sell Joy Seeds, Joy

| TEAMMAX: | RS Ribbons, and even an occa-
You won’t find anything at the top of this difficult l * REVIVERSEED sional Friend Bow.

tower, but you may spot a Chansey on your way up. B g " *RAYSPECS

I i JOB DESCRIPTION: At this point you should have a good idea how to
| You have na specific goal here, but you can recruit several rare Pokémon. proceed in dungeons thatl reduce you to Level 1.
Since your goal this time is recruitment, you may
B PREPARATION: want to use the Joy Seeds you can find and buy (in

Kecleon Shops) to level up your lead Pokémon. Do so
only immediately after you level up naturally; that
way you won't waste any Exp. Points. Go ahead and
use the stat-boosting drinks on your leader if you
begin running out of toolbox space, but don’t waste
them on allies, since you'll probably want to send
the allies home early to make space for valuable
new recruits.

This is yet another dungeon that reduces your heroes to Level 1 and
drains your gold upon entry. However, there are no restrictions on the
size of your party or the items you can bring with you.

¥ IN THE DUNGEON:

This dungeon is the only place you'll encounter Chansey and its evolved
form, Blissey, both of which are hard to find but fairly easy to recruit.
Chansey lurks on 50F, 60F, and 77F, while Blissey can be spotted on 88F,
To recruit these rare Pokémon, wear a Friend Bow, hang out on the floors
where they appear, and make sure you have the Sky Blue Plains Friend
Area. If you recruit one of the Pokémon, you may want to flee with an |
Escape Orb to ensure your new recruit’s safety.

In Red Rescue Team, you'll
encounter Plusle in this dungeon.
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JOYOUS TOWER / DESERT REGION

FLOOR from page 120
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DESERT
REGION

Dropped Keys and Kecleon-sold gummis are among
the highlights of this sandstorm-swept area.

& JOB DESCRIPTION:

You have no specific objective in this dungeon.

 PREPARATION:

You'll unlock this dungeon when you purchase the pricey Furnace Desert
Friend Area from the Wigglytuff Club. At only 20 floors, it won't require a
lot of preparation, but you should give some thought to the weather con-
ditions. Ground-, Rock-, and Steel-type Pokémon will be immune to the
sandstorms, but everyone else you bring should protect themselves with
a Weather Band. Bring several Gravelerocks as well so you can easily KO
the Shedinja on the early floors,

M IN THE DUNGEON:

TERRAIN: |

WATER
FLOORS:

|

20

TEAM MAX: |

ITEMS
TO BRING:

*BIG APPLE

« CLEANSE ORB

* GRAVELEROCK
« ORAN BERRY

» PECHA BERRY

* POKe

» REVIVER SEED

= WEATHER BAND

ITEMS

TOLOOK FOR:
Fundamental held items like
Power Bands, Stamina
Bands, and Heal Ribbons are
very common finds here, as
are many TMs. Take such
items even when you don't
need them so you can sell
them at the Kecleon Shops
and buy lots of Gold Gummis
and Silver Gummis.

. The sandstorms aren't painful until they're combined with Poison from
attacks like Sandshrew's Poison Sting. Then you'll effectively be taking
triple damage as Poison both injures you and turns off your natural
regeneration ahilities.

The sandstorms will hurt them, but Water- and
Grass-type Pokémon are so effective in the Desert
Region that you'll want to bring one along. Protect
it with a Weather Band if you have one.

FLOOR

| (U GO M (o)
’ — e
3

to page 122

Keys appear only on the 19th and 20th floors.
Expect to find only one Key on average each time
you visit.
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GRO-FLY

I B TeMs ITEMS
UAUSE  TOBRING: TOLOOK FOR:
WATER ¢ ESCAPE ORB Ifyou go pounding through

|
|
1
I « GRAVELEROCK the walls in this dungeon you

| - can find all sorts of exotic
FLOORS: * HUGE APPLE TMs, including such rarities as

-' j LB - MosILE SCaRF Overheat, Bulk Up, Iron

. & . ORAN BERRY Tail, Water Pulse, and Skill

. . , Swap, as well as several
TEAM MAX: | REVIVER SEED uncommon orhs. Outside of

Don’t let the floor count fool you—15 floors of Ghost- | 3 | A the valsyou'lfind mostly
types can be murder on an unprepared rescue team. __[ theowing items and seeds.

B JOB DESCRIPTION: S5 10 U 7 1 o3 ) R R

You have no specific objective in this dungeon.

¥ PREPARATION:

You'll need to purchase the Secretive Forest Friend Area to unlock
Darknight Relic, but you shouldn't attempt the dungeon until you have a
Mohile scarf, the Super Mohile ahility, or a good Ghost-type Pokémaon to
lead your team. Enemy Pokémon will attack constantly from within walls.
Since passing through walls drains your belly quickly, bring lots of food.
Load up on Gravelerocks too, since they can hit foes anywhere.

M INSIDE THE DUNGEON:
Since the Ghost-type is super effective against other Ghost-types, the
Ghost-type Pokémon you bring in will be in constant peril. If you've come  This dungeon is full of long hallways, and the mini-  B3F, BSF, B7F, BSF, B12F, and B15F all contain items

to recruit, use an Escape Orb to warp out when you find your quarry. If mal light conditions won't allow you to see your that are hidden deep within walls. Use the Super
you've come to conquer, bring lots of Reviver Seeds to keep your Ghost- foes until they're upon you. If you can’t pass Mobile ability or a Mobile Orb to devastate entire
types alive (or rather, undead). through walls, you won't be able to hit them back. floors in your search for rare TMs.
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DESERT REGION / DARK NIGHT RELIC/ UNKNOWN RELIC

FLOOR from page 122

6 (DU musews  Qdom Gur Ewe
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15 R N SO

_ TERRAIN: | 17+ 70 LOOK FOR:
| WATER « APPLE This is a good place to stock

» CLEANSE ORB up on generally useful items

= like Oran Berries, Heal
| FLOORS: | pesvenm itk SN
11 Qo Orbs,an Max Elirs. Poké
| is by far the most common
| find.

TEAM MAX: |
Unless you’re a poor speller, you’ve probably '
already guessed what you’'ll find in Unown Relic.

HAUNTER
GHO-PSN

! M JOB DESCRIPTION:

You have no specific objective in this dungeon.

i PREPARATION:

You'll gain access to Unown Relic when you purchase both Aged Chamber
Friend Areas. The dungeon doesn't offer much in the way of treasure, so
the only reason to visit is to recruit Unown. They're easy to beat (all are at
Level 20 and know only the Hidden Power move), and the dungeon has
only 11 floors, so you won’t need to bring many supplies. A Friend Bow
will come in handy, however.

¥ IN THE DUNGEON:

Collecting Unown can be tricky; it isn’'t always apparent which letter is
associated with each Unown (the letter does not appear in its name). Use Bring only your single highest-level Pokémon to Unown Relic so you'll have room for new recruits and
the chart below to figure it out by the process of elimination. Getting have the greatest chance of recruitment success. If you aren’t sure what letters you're missing, go to the
every Unown will be tough, since they can be tricky to recruit. Aged Chamber Friend Areas and use the Info command—the ones you've caught will appear in blue.
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ITEMS
TOLOOK FOR:

Throwing items and Poké
make up the bulk of this dun-
geon's items, but you can find
decent TMs and held items at
times. Dragon Scales appear
randomly on the last two
floors, and can be used to
evolve Seadra into Kingdra.

e | [
WATER

FLOORS: |

TOBRING:

« CLEANSE ORB
« ESCAPE ORB
* HEAL SEED

* HUGE APPLE

H I LL 30 e
TEAMMAYK: | RIVGEUT

Claim the Fly HM and a few rare evolution items 3 {8 - REVIVER SEED
from this heavily defended dragon roost. ' [ * TRAP SCARF

M JOB DESCRIPTION:

Claim the Fly HM, which will allow you to return to Sky Tower.

¥ PREPARATION:

Only those striving to evolve
Eevee into Espeon should bother
with the Sun Ribbon on 20F. But
everyone should try to get the Fly

HM on 30F: It will allow you to
return to Sky Tower. There you can

To unlock Wyvern Hill you'll need to receive the Dragon Cave Friend Area |
fill your toolbox with gummis and I
|

as a reward for a random rescue job. lce-types make the best team mem-
bers here, and non-Dragon-type Pokémon with Dragon-type moves will
also be very effective. Moves like Dragon Rage present a risk to even high-
level Pokémon, so bring plenty of Reviver Seeds. Both the Sun Ribbon and
the Fly HM are locked in treasure rooms, so bring a pair of Keys.

recruit the mighty Rayquaza.

¥ IN THE DUNGEON:

As if dragons weren't trouble enough, you'll have to contend with tons of
annoying traps and random weather conditions on every fourth floor, The
Dratini-Dragonair-Dragonite family is the biggest threat here, since all
three can use Dragon Rage to deal a flat 65 damage to an adjacent target.
Use moves like Ice Beam and Powder Snow ta KO them from afar.

The Kecleon Shops in Wyvern Hill
sell a few staple items like Max
Elixirs, but specialize in scarves and
ribbons. You won't find anything
particularly rare, but the Kecleon
Shops are a good place to buy
defensive items for new recruits.
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FLOOR from page 124
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SOUTHERN
CAVERN

This is a long, hard slog through a trap-strewn cave,
but treasures await those who persevere.

“30) FLYGON

i JOB DESCRIPTION:

You have no specific objective in this dungeon.

¥ PREPARATION:

To unlock Southern Cavern you'll need to receive the Boulder Cave Friend
Area as a reward for a random rescue job. The dungeon is quite tough, but
your foes are almaost entirely Ground- and/or Rock-type Pokémon, allow-
ing your Water- and Grass-type Pokémon fo wreak havoc. Don't bother
leaving space in your roster for new recruits, since good recruitment
opportunities are rare; early levels have only very comman Pokémon and
later levels are full of evolved forms that can’t be recruited. Do bring plen-
ty of Huge Apples and Max Elixirs (which never appear here), as well as a
few Cleanse Orbs to protect your inventory from Sticky Traps.

¥ INSIDE THE DUNGEON:

This dungeon’s biggest threats are Selfdestruct Traps and area-effect
moves like Magnitude. I all your Pokémon can take care of themselves, use
the Go the Other Way tactic to fan out, preventing those moves from devas-
tating the entire party. You'll also find the stairs more quickly this way.

scarf item.

TERRAIN: |

GROUND

FLOORS:

50

TEAM MAX:

Traps are very common in Southern Cavern, and
the PP-Zero Traps are particularly devastating since
there are no Max Elixirs to be found. You may want
to hold off on visiting this dungeon until you have

a Pokémon with the Trap Seer 10 skill or a Trap

ITEMS

TO BRING:

« CLEANSE ORB

* ESCAPE ORB

* HEAL SEED

* HUGE APPLES
* MAX ELIXIRS

* REVIVER SEED
* STAMINA BAND
* TRAP SCARF

ITEMS
TOLOOK FOR:

If you're searching for com-
mon but powerful TMs like
Giga Drain, Ice Beam, Toxic,
and Psychic, this is ane of the
best places to look. Food is
less common and Max Elixirs
are nonexistent, but you can
expect to find plenty of Oran
Berries, Heal Seeds, and
orbs of many varieties.

The big prize at the end of Southern Cavern is the
Metal Coat, which appears randomly but very fre-
quently on B49F and B50F. Hang out until you can
grab two, because you'll need Metal Coats to
evolve both Onix (into Steelix) and Scyther (into
Scizor).
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rescue team.

Never take a Golem lightly. The moves
Explosion and Earthquake form a devastating
one-two punch that can eradicate your entire
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GAME
DATA

Here you'll find a complete list of the items, moves,
abilities, and status conditions in the game.




POKeMON ITEMS

You can acquire items by finding them randomly in dungeons,
purchasing them in Pokémon Square, or as rewards for complet-
ing missions. Your inventory capacity is limited—spend time
planning out which items you think you’ll need before every trip
into a dungeon.

Thrown Objects

A thmwmg |tem that flies i inanarc to clear obstacles and strike the target 1t is, nntaffected h'.r Plen:e or Lnng Tnss statuses

I'I' EM BESCRIP'I'ION

Cacnea Snllce A threwmg item that inflicts damage if it hits.

mrsola Twig ' A throwing ltern that 1nfllct5 damage if it hits.

GoldFang | Athrowingitem thatinflicts damageifithits.
Iron Thorn A throwing ltem that mflu:ts damage if |th|t5.“ it

Silver Spike A thrnwlng item that |an|cts damage if :t hltS.l o

Stl?ei__“ j “A thmwmg :tem that mfhcts damage |f it hlts.

s £

Gravelerock

A thruwmg 1tem that flles inan arc tu ciear ohstacies and strlke the target It is nol aﬂ'e-:ted tw Plen:e or Long Tuss statuses

Evolutlon Tools

'nescmpﬂon

It enables Elamperl te evnlve mle G“"Eh'fss

It enables tlamner! te evuive mto Huntalt

l:lng'snnd:

I.eaf Stone

Link Cable

mnarnihhnn S —

Metal Coat

-'It enables the following Evolutmns ﬂnlx mtn Steellx and S-:-,«ther mtu Scizor.

It enables Seadra to emlue into ngdra

It enables theieltow;ng E\relutmns Vu!pu: mta Nmetaies Erowilthe mtu Arcanme and Eevee mte Flareun

It enables the felluw:ng Evc-lutmns Pullwmrl into Politoed, and Sluwpnke mto Slnwkmg

- -It enables the following Euc-lununs Gloom mtu '-.'lieplume Weeplnhell mt-:- wctreel:lel Exeggcute into Exegguter, and Nuzleaf into Shlftnr

It enables the following Evolutions: Kadabra into Makazam Machoke into Machame. Era\reler into Gelem Haunter into Gengar Paliwhirl into Politoed (Klng 5 Rni:k]'

Slowpoke into Slowking (King's Rock), Onix into Steelix (Metal Coat), Scyther into Scizor (Metal Coat), Seadra into Kingdra (Dragon Scale),
Purvgnn into Poregunz (Upgrade), Elamperl mtu Huntall {Deepseammh} and [Iamper! into Gorehv,rss (Deepsea;caie]

A ribbon fliled with moonlight. It enahles Eevee te evulve 1ntn Umbreen

mstuue

It enables the follnwmg Ev-:alulmns Nld-:lrma into Nsﬂeqeeen Nidorino mte Hldukmg, Clefalrr into Clefable, Jigglypuff into wlggt'ﬂuﬁ and Sklth,r mtn Delcatty.

Sun Ribbon

A ribbon infused with sunshlne It enables Eevee to evolve mtu Espeen

Sun Stone

Thunderstone N

WaterStone

It enal:ltes the foilewmg Evofutmns Gloom into Bellossum and Sunkern into Sunflora.

It enables the fu{lewmg Evulutluns Plkachu mtn Rau:hu and Eevee mtn Julteen

It enahFes Pnrvgnn to evuhfe into Poregcmz

It enables the following Evolutions: Pc-liwhlrllntu Poliwrath, Sheildersntu l:levster. Starvu into Starmm Eeeeemte '-.-'apc-reen and Lombre mtn Ludmoln -
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Alert Specs
Beautr Stiu'i
Bounce Bantl

_tllrueitand

Def. Scarf
Detect Band
Diet Ribbon

Friend Ilnur

:_Gnggle Specs . K

Gold Ribbon

HealRibbon

Ihsomnlscope
Joy Ribbon
Lockon Specs

Hn-Stlr.kt:ap ]

Pass Scarf

Patsy Band
Pecha Scarf
Persim Band
-I'ierce Band

| I'Iam Rtbbon" -
m:r Band
Rat:ket Band

Sr.ope Lens
sneak Scarf
' special Band
] stamtila Band

t. hetd |tem that prevents the Pnkemnn frnm feellng the effects of the weather

ZincBand

Held Items

”A held item that bnusts the Pukemcn 5 Defense

! "-A held item that housts the Pukem-::-n s Evasion

A held ltem that pretrents am,r thrnwn rtem fmm hlttmg the Pnkemon

5 A hetd |tem that earnsthe Pc-kemuh Exp Pemts wheﬁ taklng damage
A held item that raises the accuracy of |tems thrnwn at foes h',r the Pokémon.

Pekemnn s Belly deplete.

B A held item that preventstraps from ga:ng off if the Pﬂkemun steps on them

THROWN OBJECTS / EVOLUTION TOOLS / HELD ITEMS

A held item that pre'.rents the Pnkemon trnm havmg its held item snatched away or swatted down.

A fashmnabte accessory for dressmg up It enahtes Feehas tu e\.-nlve mtn Mtlmtt

A held item that makes thruwn items huunte oﬁ the Pokemnn

A held item that makes thrown items huunte utf walls and fI\r 5|dewavs It has no etfe-:t |f the Pnkemnn sstatus is Pierce or ifa rock |s thmn Wit

When held hv the team Ieader thls |tem makes |t easier to recruit defeated Pokémon to the rescue team

A held item that improves the Pokémon's vision. It reveals hldden traps and tn\rlsmle Pokemnn

Anitem that has no effect even if it is held tnr a Pukemun It can be sold for agnt:d prlce

A held |tem that speeds up the Pukemun 5 natural HP regeneratmn The Pukemon 5 Belhr mll empt',t faster hnwever

A held item that mahles the Pokémon to move and attack thr-::ugh walls and on magma, etc. The Pokémon's Bellv 'II'I|| emptyr fasterwhlle traveling through walls, however.

A held item that sltghtl'.r housts the Pﬂkemnn 5 .ttttack and Speﬂal t!tttack Ht:-wetrer |t alsn makes the Pukemun 5 Bellv ernat'f faster

A held item that causes items thrown hv the Pukemun tu fh_f mltthr |n anf dlrettlon

A held |temthat prevents the Pokémon's items from hecurnmg stlclw and gurhmeti up

"h held |tem that can enahle the Pokémon to pass off the effects of attaclts and certain Iunds ut hosttle m-::tves to a Pokémon next to it. I-tuwetrer. rt alsa maltes the

A held item that boosts the Pokémon's chances of takmg trltlcal hits from enemy moves and attacks

Aheld lterh that prevents the Pukemun frum hemg Pmsohed nr Badlt,r Pmsoned

A held item that prevents the Pnkemen frnm hecummg Euntused

An item that has no effect, even ifit is held by a P'Dkemun
A held item that boosts the Pokémon's Attack.
A held |tem that helps awaken hostile sleepmg Pnkemcn !t wurks unltr agamst Pukemonthat were asieep fmm the start

A held |tem that huusts the Pukemon s critical-hit rate for moves s and attacks. |

A held |tem that prevents the Pokemnn from awakemng sl

n helct |tem that I:mnsts the Pukemnn 3 Spenal .tttack

tt held item that slows hm-.r quackly the Pnkemon s Belty em |:-t|es

A held item that prevents the Pokémon's Belly from depletlng eath turn

Aheldltemthat preventsthePukemnhshttackand Speual httaclttrmhgomgduwn

h held |tem that nccasmnetlv warps the Pokémon to anether piate on the same floor.

n held item that prevents |tems thrown by the Pokemun trnm hlttmg annther Pokemnn.

A held item that enables the Pokémon to see the Iocatluns of ftems antt foes

A held item that boosts the Pokémon's Special Detens&
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Big Apple
Chestnut
-Gnmv Food .
Huge Apple

ITEM

calcium

niscmﬂln'u

A rare fuﬂd |tem that sumewhat fills the Pokémon's Belly. Eating this when its Belly is full will slightly enlarge its Belly 5|ze Itis uccasmnallvfound |n5|-:IE walls

n fnﬂd item that amply fills the Pokémon's Belly. Ealmg this when its i:helll.r is full will sllghtlv enlarge its Bellv size.

A food item that somewhat fills the Pokémon' s Be!l',r Hankev love to eat Ihls

-A drmk thatcampl:etely restores the PP of aII the Pokémon's moves. It also slightly fills the Pokémon's Bellv

A food item that somewhat fills the Pokémon's Belly. Huweuer it will cause a vanet\r of status prohlems o
A food item that completely fills the Pokemnn s Belly. It also enlarges the Belly size.

IJESCRIPTION
A drmk that huosts the Pnkemun 5 Speclal Atzatk It alsn shghth,r flllsthe Pokémon' s Bell',a

A drink that boosts the Pnkemun 5 Detense Il alsn 5I|ghtlv fllls the Pnkémnn s Belly

A dnnk that boosts the Pnkémnn s Attack, It also sllghti',r fills the Pokémon's Belly.

Adrink that boosts the Pokémon's Special Defense. It also slightly fills the Pokémon's Belly.

Berries & Seeds

e £

BlastSeed

. n“nmm ST

' Cheri Berry
Chesto Berry

DESCHIPTION
A h:u:ud 1tem thatgwes the Pokémon Cross- E\red stalus It also S|Ighﬂ|ﬂl||5 the Pnkemun 5 E-elly

A food item that makes the Pokémon breathe highly damaging fire. It also sllghtlv.r fills the Pokémon's Belly.

A fancl |tern that gives the Pokémon Blinker status. It makes other Pokémon, unclaimed items, and the ground IleJ'SSIhle o see. h alsc silghtl\r fi lls the Pokemun 5 Bell*.r
A food item that heals the Pukemon from Parahr5|5 Italso slightlv flils the Pukeman 5 Belh.r
A food item that causes the Pokemon tu hecnme Sieepless The Pokemon will not he ahJe tn gu tn sleep It alsn sllghtiv fI"S the Pnkemon s BeII\r

A food item that changes the Pokémon's status to Eyedmps it reveals hidden traps and im.-|5ihle Pokémon. it also shghth,rfl!]s the Pakemnn s Beily

138 Muud |tem that heals aII 5tatus prahlems It alsc- slightly fills the Pokémon's Belly.

Mnnd ltem thal slsghtlv shrinks the Pokémon's maximum Belly size. If used by a Pnkemun utherthan the leader, its status changes to Hurlgr',r Pal.
It also 5||ghth,rhlls the Pokémon's Belly.

A food |tem that raises the Pokémon's level by one. It also shghtl-,f fills the Pokémon's Belly.

I.lfe Seed

OranBerry

Pecha Ilerrv |
I'Iam Seed

Rawst Berr'f

hevivar Seed
Sitrus Berry
Sleep Seed

‘StunSeed

Warp Seed

nfood |tem that slightly boosts the Pokémon's Maximum HP Italsn sllghth,r hlisthe Pc-kemnn s Belh,l
A food item that restores HP It also sllghtlv fl!ls the Pnkem |:-n s Betl'.r

Mood |tem that heals the Phkemon when Pmsnned or Badlv Pmscned Itaisl:- shghﬂyhlls the Pnkemon s Eelly

A food item that has no specsal eﬁect It dues shghtlv fill the Pnkémun 5 Belh,r

Mm:-d |tem that bnnsts the Pohemon s Mowement Speed by one level, It alsn sllghtlv fills the Pokémon's Belly.

Mond |tem that heals the Pukemc-n s Burn. Italso sllghﬂ-,r fills the Pukemon 5 Bellv
.em item that could revive a fainted Pokémon. It hecomes a Plain Seed after use. tf held |t revwes cmhr the hulder It can he used hv an Item Master crnl',r

Mood |tem that causes the Pnkemon tn hemme Petrified, The Pokémon will !:-e unable to do anything until it takes damage It alsn shghtlvhlis the Pukémnn s Bell-,r
A food item that makes the Pokémon Confused. The Pokémon's muuemems turn erratic, and its attacks and moves may hit fnends It alsu slightly fills lhe Pckémun s Belly.
.ﬂ. thod ltem Ihat warpsthe Pokémon to a different floor. It also slightly fills the Pokémon's Belly.
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Gummis

FOOD / DRINKS / BERRIES & SEEDS / GUMMIS

| nlackaummi

Blue Gmnml

Brown Gummi
I:Iear Gumml

Gnid Gumlm

HEHSSGIIH'II'III

| Erae ﬁum mi
Green Gummt

Drange Gttmmt

Ilmlt Gummi
I'urple Gumml
Iled Eumml

.Iln';al Gummi

5“\"E|'GI.II'HII'II gl

SI(e Gummi
\\‘Ilite Gllmml

TEHWGIIIIITIII

.Et fnud |tem that semewhat f ls the I-Jukemen s Belly. When gwen tu a rescue team member |t rarses the Pokemun 5 llJ IJark -type Pnkemun ||ke |t the best

A fcmd rtem that sumewhat tllls the Pekemon 5 Beill,r Wherr gwen to a rescue team mernher |t rarses the Pekemnn 5 il:l Grnund -type Pokémon like it thE hEﬁi

i Mead |tem that sumewhatﬁllslhe Pakémun s Belhr When gwentnerﬁcueteam memher |tra|5esthe Pultemen s IQ F|re t\rpe Pukemnn Irke |t the hest ANRIGH

: A fuod rtem that somewhat fI"S the Pnkemtm s Beile tl'.'hen gwerr to arescue team memher |t ra,rses the Pﬂkemun s I{J Ice t','pe Pekémun like it the best.

A fum:l |tem that 5omewhat hlls the Pukemon 5 Bellv,r When gwen ta arescue team member rt ralses the Pukemnn s Iu Psvthnt tvpe Pnkemon ||ke it the best.

A food item that semewhat f|l|5 the Pokem-::-n's BeII\r When gwen ta arescue team memmr rt raises the Pelremun 5 I[J Grass t\rp-e Peltemnn Ilke |t the hest_ 5

i A food item that somewhat fills the Pokémon" s Bellv.r When gwen fo arescue team memher |t rauses the Pekemnn 5 tu Bug tepe Pokerrmn Ilke |t the besL

. A iond |tem that sumewhat f IIs the Pukemc-n s Bell'.r When given tu arescue team memher. it ralses the Pekemnn 5 Iu Flghtmg type Pukemen hke |t the hest

Afo tm:ld item that somewhat fills the Pokémon’ 5 BeII\r When gwen te a rescue team member it ralses the Pokémon' s IIJ Pnlmmtwe pokémon like it the best.

A teod |tem that snmewhat hils the Pnkemon s Eellv When gleen Io a rescue team memher ﬂ ralses the Pekemun siu Ghnst t»,rpe Pnkemun Ilke |t the hest

A teed |tem that sumewhat FIIs the Pokemerr 5 Belly. when gwen toarescue team memher it ralses the Pnkemen 5 It] Dragun nrpe Pukémun Iike :t the hest.

A food item that somewhat fills the Pokémon’ s BeIJ\r When gwen toarescue team memher it ralses the Pokémon's s 10 Steel Steel- -type Pukemen Iike tt the I:lest

0 A t{md ttem that sumewhat ﬂls the Pekemen 5 BeII‘,r When gwen toa rescue team member |t ralses the Pnkemen 5 1. Fhrmg t‘ftJ'E Pekemun |l|tE it the best

”A tmd |tem that sumewhat fllts the Pcrkemen s Belh,r When gwen tu arescue team memher. it ralses the Pokermn s I(} Nnrmat—t',rpe Pokémon like it the best.

_Mmd |tem that sumewhatfrllsthe Pnkemen 5 Belly. When gwentua rescue team member |tra|sesthe Pokemen s I(} Electn-: type Pokemun Ilke |tthe hest

Gummi Chart

Pokémon prefer certain gummis over others depending the Pokémon's type, but all gummis
will have a positive effect on a Pokémon’s IQ and Belly size. Check out the chart to see how
much each gummi will improve the different Pokémaon types.

-]
(=]
-
2
=
]
=
™

= 2 |12|z|2|g|¥ S
HMEEEMEHEEEHEREEEEE
Z2 aEljlg(a|l¥c|la|lv|c|la|d|e|s|a|la|n
BLACK | « |= [« ||| =|A|l=]| MM |- |W *| A
BLUE | » |mm|dc| |« | = || |M[« || |m|[*|&|"*]" 1; il
BROWN |+ |m|- |a|(m|+ |« |m|o/x| |a/m|-|-| |m | » il
CLEAR | * |A|A|(H|- ||| |H| W |~ ||| H| ~|aA
GOLD |+ ||| || |m|m| ||| -]|-|mM[-|X]|A ;
GRASS | o |A|BW[d| || |A|lm|Al:|A|m| |a|l-]|aA
GRAY |+ W[+ || |m|A|l-|a|m|:|m afefe]a
GREEN | * |A |- M| |- |A(A[-|A| W |- |A|- H A é% i
ORANGE | M|+ |+ |+ |+ |m|%k|al+|a|a|a/m|x||mm . = — 5‘__;,;1{"‘1“’ e
PINK oo (Mmoo || de|a|ls]| | |A|A]s]]Nx S "H- :
PURPLE X o oo o]o]a]a]a]ls|m|s]=|d|=|AlaA b 4
RED | » |Yc |k |[m|« W[« [« |+|«|« B A|+|A&|l|®E
ROYAL e oo ||| ||| ]e]e]a]]|W]||A
SILVER VA IEEN Y IR IS
SKY [ |c|+|m{a|-|m| ||| |m[af[<[]-|aA
WHITE || = | = oo oo ]s|a|Xx]|]«|a
VELLOW | = | = |mm| & (o] =« || X |m|«fe|«]+|af=]- B g

10 Increase—Strongest to Weakest:
Belly/HP Increase Percentage:

Y>M>c cA>X

% 60% m30% -+ 25% A20% X 5%
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e _ DESCRIPTION N ... |
| Blowback Orh | Knocks a distant target flying. If the target hits a wall or another Pukemuﬂ |t sustams damage Straight line ’
(Cleanseor | Cleansessticky,gummed-up tems of grime, makingthemusableagan. | iteammembersonthefloor |
| Decoy Orh Changes the status of the target to Decoy, making it the target of its fellow Pokémon. Foe in frent

Lmﬂﬂl ----------------- Drai ﬁgﬁateramdmgmafmmmedungmnﬂmr i) Speuai
Escape Orb Allows the rescue team to escape iram the dungenn : R All team members on the floor |
brasionorh | e theusers vasion by e e, T R
FllI-In Drb Makes water or magma in front of the user turn into a solid floor tile. Special
'Hallurb Changﬁthedungeun sfioorweather toHail for several tuns. i MIPokénmnnntheﬂuor ------------------
Hnrl orb Hurls the target at anntherfoetn inflict damage ) 1 FoeinFront

ldentlfv orb Reveals if Pokémon on the floor are hultlmg Rt || e R | All pokémon on the floor

lnﬂsihf ob Makes the user invisible to other Pokémon. User

Itemizerorh i * Turns meta:get PASTR O N R T roeinfromt
5 | Lob Orb Inflicts damage on the target up to 2 tiles away. 2 tiles

lomgtossOrh | Changestheusrstats o Lo Ts. s o by heser iy e i wllor Pokérn. er
| Luminous Orb Reveals the entire floor to the user. i User

'Mobileorh Changes the user's status to Huh'lle enahllngittu move and atlack through walls and on magma, water, and clouds. i T user

Mug Orh Inflicts daniege onthe target italso snatches the t-erget's-he’sfl |tem tu rnake |t the user 5. ) Foe in front

Observerorh  Changes thestatus o the target to Paused, making t incapable of action. Foein front

Une-ﬂoom ﬁrb Destroys all walls on the floor, turning the floor intoone vast oom. Sp-eual ________________________________
_' One-ShotOrb T, T e Foelmfomt |
; Petrrhr Drb Changes the status of foes in the room to Petrifi e_{i_aa;kzag them mcapabie of action. | Foesin the room

Pierce Orb B '[hangesthemer'sstatustomerce Itemsthruwnwmeuserwlllﬂvthrnumwalisand Pokémon without stopping. User i i
‘PossessOrb ~ Aleader's held item that enables the leader to pns;e;ia_frlend and survive. It works only for the team leader. T
Pounce Orb | Makes the user ‘pounce on the Pukemen in front, however dlstarrt. If no Pokemun is |n the way, :he user leapsto the wall 5c|)EEI3|_ TR
Quick orb ~ Boosts the Movement Speed of the user and team members !n the rourn h!.r une Ievel All team members in the room
nadari)rh _ " Reveals the location of all foes on the floor, User

:'Ralnr orb Changes the dungeon floor's weather to Rain for several tuns. - F | 'A'I'I'I_bdé(émﬁh ontheflour T
Rebound Orb Changes the user's status to Illm Counter. An'ﬁiamage from lesmaj Attackrrmes or aregula: atla.ckls partlalhr rettsrned,“ T Sl User
ReviverOrh  Revives the Pokémon if it faints. It does not work if the holder faints from an explosion. " Holder
‘Rockyorb | Inflicts damage on the target. It also lowers the target's Movement Speed by one level. | Foeinfront _
Rolicallorh Draws all team members to the user. All team memhers on the floor
 Sandy Orh changes the dungeml ﬂwr‘s weatllertu Sam:lstnnn futseveral tﬂl’I'IS. m ‘ All Pokémon on the floor
Eannerum Revealsthelucatmnefali um:lalmed ltems nntheﬁogr S User
HSee-'I'rapM I Re\tealsallhldﬂmtrapsmthesame eroom. HHINATRN | User i
Shocker Orh Changes the target's status to Cowering, making its attacks go in the opposite direction. Foe in front h
slelte orb | Changes the status of the target to Muzzled, making it incapable of attacks or moves using| rts mouth. __]L  Foeinfront
sizebust orb | Inflicts damage on the target. The bigger the target's size, the greater the damage. | Foeinfront
_siuﬂorb 1 Lowers the Movement Speed of foes in the same room by one level. ? Foes i the room i
' Slumber Orb Changes the status of foes in the same room to Sleep, making them incapable of action. ‘ Fues |n the room
Snatch l:lrh i “Swrll:hes the user's status !e Snatch It steals the moves of P&keupun on the sameﬂuﬂ-ra ___________________________ it | I.Iser T
stairs Orb ___Re'.'eals__the I-:_m_ca_t_t_n_u_q _(_&[ gl_1e_ stairs on the floor. | User ]
Stayaway Orb | Changes the status of the target to Petrified and warps it near the stairs, | Foeinfront i
| Sunny Orb An item that changes the dungeon floor's weather to Sunny for several turns. All Pokémon on the floor
 Switcher Orh Switches the user's pusmtm mth auuthﬁ' Pukemun,, however dlstant thife 1 1l Stralght T L
Tossoru '_”"”Enablesthel-"okénm totnrumtems - |
_Toturorb i ""Ehangesthestiitusnffnesmthesamemnmtutonfused malﬂngmelratta:ksandmmnentserraﬂc | M|n@emm ____
Transfer Orbh Transforms the target into a different Pokémon. o }Fue in front -
oo e o o[ e s
| Trapper Orb Sets a trap where the user is standing. It does not work if used in a hallway User
Trawlorb | Pulls allitems on the floor to the user. Beware: if there is a shop, the user will be considered a shoplifter.
Two-Edged Orb Drops the HP of foes in the same room to one. If it hits, it also halves the user's HP. Foes in room
Warp Orh 'Harps ioes in the same room to uther places on the same ﬂour L Foes in room
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TMs & HMs

- ORBS/TMS&HMS

MM  DESCRIPTION TYPE | PP
Aerial Ace Teaches the move Aerial Ace. It inflicts damage onthe target It never n'usses - - . Flying | 8
 Attract Teaches the move Atract. It changes the target'sstatus to Infatlrated  Normal | 10
Blizzard Teaches the move ElezardltlnﬂlcEdamage on the target it ma\r also leave the target Frozen and mcapable ufactmn Ice 10
| Brick Break Teaches the mmre Brick Braak It shatters the tmget's Reflect or hgnt Screen to |an|ct damage Fighting @ 12
Bulk Up  Teaches the| mmre Bulk Up It buosrs the user srlttatk and ﬁetense hy nn{a’i{eﬁér """ Fighting = 22
Bullet Seed Teaches the. mmre Bullet 5eed lt mﬂlct_r. damage un the targeteren'atadratante 'It' hds two tu ﬁ\re tlniea peruse _________ | Grass | 10
| Calm Mind  Teaches the move Calm Mind. It raises the Pnkemen 5 Speclal Attatk and Spetlal I}etense hr_r one Ievei 5 Psychic 19
 Cut Teaches the .iiEﬁ}?tin It does not hreak but cannot be used i |n a dungeon The mo'.re damages all fnes arnund lhe user. ' Normal 10
| Dig Teaches the move Dlg The user's status becomes I}lgglng, and it attacks on the nerrt turn tt is nut pdssmle td rmk thls mwe Ground | 12
W—_—_m _Teatlles the move Dive. It does not hreak, but cannot be used ina dungedn The move makes tbe user's status Dwmg, rnak.mg itattack

strongly on the ne:d turn Water .
Dragnn claw N 'Teathes the mmre Dragdn {Iaw Il mﬂlttc. damage un the target Dragan 0
Eaﬂ:hqualre quake | Teachesther mrnre Earrhquake It damages all Pokémon i in the san're room. It |rrﬂ||:l5 dnuhte darnage onany ¢ dlgg]ng Pokémon. : Ground | 10
| Excavate R Tear:nes the mmre Excavate it dlgs thraugh Ihe waII the user rs facrng | None | 99
il-'al:ade _—m"mwTear:hesthe mmre Facade !t Iﬂﬂld‘s dam@e on the target. iftne useris l;rusuned Badlv Pnlsuned urhasaBurn its power is doubled. N-mnal | 12
'FireBlast Teaches the move Fire Blast. It inflicts damage on the target. It may also cause a Burn. t thaws and frees Frozen Pokémon. TEre 9
Tlamethrwer ' "””"'Teachesthe mnreFlamedmwer Itmﬂlcts dan'rage on thetargel even atadlstance It may also r:aus:da Burn. It thaws and frees Frozen Pdkémdn _Ere_' 12 1
Flash ”wm”Teatnesthe mn-.feFtash Itdnesndthreak hut cannutheusedinadungmn Themdveldn;erathetargefsﬁ.ccuracvtnrune level. | Normal 22
i: ______________________ ' Tear:hesthe mrrve Fhr rtdoes nnt hreak hut cannut he used ina dungeon The move niakes the user'sstatus Flying, making it attack on the next turn. | FI';rlng__Jiz 1
Focus Punch Tear:hes the move Fucus Punch The user‘s status changes td Frxus Punch and rt attacks on tne next turn Itis not possible to link this move. Fighting | 10
Frustration | Teachesthe mov Frusration.Itnfcts damage o theargetand nficts greater damagef theusr 1015w " Tvomal | 20
| Giga Drain Teaches the move Giga Drain. It inflicts damage on the target. It also restores the user's HP based on the damage it inflicted. Grass 10
Widdnpomer | Taisthemove e Pone s damageoneare s peandpoer e i e g
Hyper Beam Teaches the move Hyper Beam. It inflicts damage on the target even at a distance. However, it also makes the user Paused and incapable of action Normal | 8
'lceBeam | Teaches the move ice Beam. It inflcts damage on the target even at adistance. It may also leave the target Frozen and incapable of action. TS
' Irmt‘rarl i . featnrz_athe mcre_lrd-n_ -Tarl_l-t-mﬂlrts damage r:;n the target. It mayr Ers'b Iower the target's Defense by one level, - '"'"'"s"t;e_'é'r' o ld
ILiglnil:reerr _Tea:heslhe move Light Screen. It makes the user_;t-t-tatus Light Screen. It naines the damage from Special Attack moves. i Psvchlc i 14
| Overheat Teaches the move Overheat. It damages all foes around the user, but it also lowers the user's Special Attack by two levels and thaws Frozen Pnkemdn Fire 10
Prntect e '""Teai:hes 1he move Prelett It-changestneglrerndn-s status lu Pratect and preventsdamage fromenemyattacksand moves, | Hdrma] 1|J ----
Ps';tlnc . ""Teaches the marre esrr-chlc It inflicts damage on the target_l_tﬁr-aisu trmerthe farget's Speclal Defense by one level, - Ps','chlc 3 10
'Reflect ~Teachesthe move Reflect. It makes the user's status Reflect and halves the damage from all Physical Attack moves and regular attacks. Cpsychic | 2
nest o o fﬁe_s- dlernwe Rest. It makes the user goto steed -tlpon awakenmg. the Pnkemdn regalns HP and recovers from any status problems. — Ps',rthll:f Mlld'
ulll!tll'!l T Teaches Ihe rnwe_R_eturnalﬁct_sdamage onthe target Its power rises wlth the user'sIlJ. i ﬁnrmajmu 1:!I
‘Roar " Teaches the move Roar. It sends the target flying. If thefue hits a wall or another Pukemrm it sustains damage. o Normal B 14 |
‘RockSmash . Teaches the move Rock Smash. It does not break, but cannot be used ina dungeon The move digs through the wall the user is facing. Flghtlng |99 |
Safeguard o T Teaches the move Safeguard. It changes the status of the user and team members in the same room to Safeguard and prevents status pmhlems 0 Ndrrnal ------- 5 |
Secret Power Teaches the move Secret Power. It inflicts damage onthe target It may als-u trigger other effects depending on the terrain. I Ndrrnal I 0
SIladm\'Ball i Tea-:hes the move Shadow Ball. It |nﬂ|ct5 damage on the target evenata dlstam:e It may also lower the target's Special Defense by ane Ievel ' Ghost ] -1‘['}' »
sllnctm i Teaches the move Shock Wave. It inflicts damage on the target even at a distance. It never misses. | Electric 8
slrlll swap Teaches the move Skill Swap. It switches the user's Speqal Ability with that of the target. PS‘fChI(” 12-' )
| Sludgelnmll --------------------- feat-hes the move Sludge Bomb. It inflicts damage on tne_targﬁven_atadrgtante It may also leave the target Poisoned,

damaging it over several turns. Pmsun 10
solarbeam Teaches the move Solarbeam. The user's status becomes Solarbeam, and it attacks on the next turn. It is not possible_t-dti-n-lrtnir-.rndne:" . Grass 19
Spin Slash Teaches the move Spin Slash. It inflicts damage on all foes surrounding the user. LI [None 10
Steel Wing Teaches the move Steel Wing. It inflicts damage on the target. It may also raise the user's Defense by one level. | steel 1 0
Strength Teaches the move Strength. It does not break, but cannot be used in a dungeon. The move hurls the target at another Pokémon to mﬂltt damage Hurrnal' | il
héurf Teaches the move Surf. It does not break, but cannot be used in a dungeon. The move damages the target. Inflicts dnuhle darnage dn adnnngfoe - Water 11 ------
 Taunt Teaches the move Taunt. The targeted Pokémon's status changes to Taunted. it l}ark 20
Tﬁu_ef Teaches the move Thief. It inflicts damage on the target. It also snatches the target's held item and makes it the user'-r;-h-eid item. Dark I zd ]
Thunder Teaches the move Thunder. It inflicts damage on the target and may also cause Paralysis. Its accuracy is affected by the weather. TR T R Electric [ 9
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I'I'Ell DESCRIFT!DH TYPE PF
Ttlanderholt I Teaches the move Thunderhult It damages aII tees around the user. It may also cause paralt,r5|s which prevents attacksand moves. © Electric | 10
anment e RTIEe T Teaches the move Turrnent It prevents the targeted Pdkeman from repeating its last move while it remams on the floor. ! Dark _ lﬁ'
Toxic 'Teachesthe move Tuxlc It hadh.r pmsnasthe foe Pokémon. If a Pokémon is hadly poisoned, it sustains damage over several turns. Cpoison | 12
"I.|5ed TII il The remams uf a TH after use. It can be restured using the move Recycle. This item cannat be placed in storage. - i
.“t“"m{“t........... i -"Teachesthe move 1l.facuum Eut tt.l.rttttcts damage on all foes in the room.  None 7
‘Water Plllse“ | Teachesthe move Water Pque It mﬁu:ts damage on the target even at a distance. It may also leave the target confused. Water 12
i Watert‘all i3 "Teaches the move Wateﬂall tt dues nat break hut cannat be used in a dungeon. The move damages the target. Water n
-wide Slasll Teachesthernavewlde Slash Itinﬂlrts damage on foes on the 3 tiles diagonally and dtrect:lvm front, - None ! 10 i
Speual Items

I'I'EII DESCIIIPTIOII i
IcePart  Anitemthatwas guarded bv Reglce It mat.r 'be related to this sa\rmg ahout the Buried Relic: "Three parts guarded by three servants. When they are once again,

a mlrage shall appear to the bearer."

Key A key that unlocks a door inside a dungeon.

Link Box A marvelous box that enables the user to link and dehdtt dtaves Lmked moves I:-ecnme separated 1t their cdmbmed PP dmps to zero.

Music Box An enchanting music box that pta',rs a heautiful melddt,r It |s sald to draw samethmg saedal to it when it is ke;::t close tnr

Rock Part A mtrsterleus item that was ]E&lﬂt.lsl'f guarded hy Regirock. Hnw rt is to be used remains unknown, hewever

Steel Part A mystermus item that was guarded bt.r Reglsteel Regirock and Regice also guarded parts in 5|mtlar fashion. What is the secret behind these parts?

Swlttll Bo: A curmus hax that enahles the user to switch the rescue team's leader. Only official team members may become the team leader.

\\ftsh Stnne A m\rstennus stane 5haped like a musical note. It is said to make a wish come true if it is held whlle exntoring the depths of Wish Cave.

ABILITY DESI:RIFTIOH

Airtock Ehanges theweather toclear.

Arena Trap ~ immobilizes are,r attackerextept Flvlng t\rpe fnes and those wlth Levitate.

Battle Armor Blocks crrtr[al hItS

Blaze | Booststhe pdwer of Fire- t\rpe mtwes when HPis low.

' cnlomphvll ] dests attack frequency if the weather is sunny.

Clear Ilﬂl'f i " Prevents reduction of stats.

CloudNine changesthe weather toclear.

Color change EIRIT JE changes the Pokémon's typeto that of the move that hlt It last.

_t'.ompoundeves | Booststhe Accuract,l of moves.

_t'.ut:e t:hann G Causes attackers to be Infatuated.

- Damp | Prevents adeexpluaans on the dungeon floor.

.| 'Ehanges the weathertaralnv
' 'Drought - ' Ehanges the weather to sunny.

'Earlv Bird = Awakens quickly from Sleep.

Effect Smre Attackers are Palsened Paralyzed, or put to Sleep

Flame Body Afflicts attackers with Burn.

Flash Fire Zeroes damage from Fire- t\rpe move h|t5 and bd-nsts own Fire moves.

Forecast The Pokémon’ st‘,rpe changes with the weather.

Guts ' Boosts Attack if the Pakeman has any status pmhtems

Huge Power ' Ul:{aSIDI'tEl!ht hdusts Attack

Hustle | Boosts Attack but lowers accurac',f

nllwer tutter i  Prevents Attat:k from hemg Inwered
Muminate ~ If darnaged awild Pokémon appears on the dungeon floor.
'!mmumtr "~ Prevents becdmmg PmsanederBadiv Poisoned.
nnerFocus  PreventsC Cringing.
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Abilities (contmued)

ABILITY BBCP'IIOH

T g s'leép' ....................................................................................................

intimidate | Lowersthe Physical Attack power of atackers.
Keen Eye “Prevems Accuracy from going down.

Levitate Blocksall Ground-type moves.

“Lightningroil Attracts Electric- -type moves.

e Sy i A

llqmd onze o

llagma.lrmor

Inflicts damage on the foe if hit hya move that drains HP

Prevents FI"E'EIIHB.

“Hilgllet pull

_NaturaICure"mm
uhlimus

: FI'ESEIII'E
Pure Power
Rain Dish

Rock Head
Rough Skin
Run Away
sand Stream
sand Veil
Serene Grace
shadow Tag

‘shed Skin

Shell Armor
Shield Dust
Suundpronf

' Speed Boost

Static

'-Stencll

Immuhlllzes Steel- tvpe atlackers

Boosts Defense if there is a status problem.
Bnusts Speclal Attack |i there is a wild Pnkemnn with Pius ah ility.
Recovers qumkhrirnm status pmhlems

Preventslnfatuatmn

" Boosts the| power of Grass T‘ﬂJE moves when HP is low.

PFE‘-‘EHIS CDI‘IfUSLUﬂ

" Finds items if the Pokémon is nnt holdmg anﬂhmg
Bmsts Sneclal Attaz fthere isa wsld Pnhemon wnh Mmus ahlllnr

Poisons attacker&

If hit hv afoe’s mmre the ioe uses mure PP lhan usual
nctaslnnallw,r Imns  Attack.

Prevents damage from the remll uf moves such as Take ann

Inflicts damage on attackers.
i BECDI'I'IES lerrlfledand ﬂEES WhEH HP gEtﬁ |l]w LeadEI'SWi“ I'ESISt tms UrgE e S
" Changes the weather to a sandstorm.

Bmsts Evasmmfthermsasand;mrm e e e e

rmprnves the chance of trrggerlng the added efffects nf mnves

* Immobilizes attackers.

_Stlf-lw Hold "

Sturdy

--SII(tIIJI'I CIID‘S TR |

lS'H'ifI sﬁi'l'i'l""mmmmm'-"-Bnostsattackfmquentv lflt is ramlng

-S]rnchronize
Resistant to Flre -type and I{e t\rpe moves.

Thick Fat
anrent

Trace

Vil st
Water Absorh
Water Veil

White Smoke
\\'under Guard

Recovers easnl'.r frum status prublems '
Blocks critical hlts.

Blocks the added effects of moves.

Blocks the effects of all moves that use sound.
The Pokémon's Movement Speed accelerates.
Paralvzes attackers ik '

Prevents the Pui-:emon huld item frcm bemg taken
Blocks one-hit KO moves.

Prevents forced movement.

Boosts the power of Bug-tvpe moves when HP is Iow

Shares status pmhlems with: any| P-Jkerncn |n reath

Boosts the power of Water- :vpe moves when HP |s Iow o
Changes atuhv,r tn 1hat nf 1he fue attackmgor usmg a mm.'e
Prevents actionin your next turn after using a move or a Wnnder Drb.

Prevenrs Siaep

Restores HP if clamagel:l b\r_an_g_lgctrnc wpe move.
Restores HP if hit by a Water-type move,
Prevents Burns.

Prevents reductmﬂ of stats

' 'Onlv super effective moves can inflict damage

TMS & HMS / SPECIAL ITEMS / ABILITIES
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BATTLE MOVES

BA= BASIC hTTlCK PCIWER AC=MOVE ACCURACY PP =POWER POINTS

The BA of a move may vary The basic percentage chance a PP represents the number of times a Pokémon
based on a Pokémon’s type or move will strike its target. AC does can use a move before it must be replenished.
level. SP means the move has not include when a move’s accuracy
a unique effect; HP means it is is changed by another move. NM

a healing move. means the move will never miss.

RANGE

[ ] pHYSICAL ATTACKS

[] sPECIAL ATTACKS

The effective distance and
direction of a maove.

' MOVE 'TYPE BA AC PP | EFFECT |
' Grass 88 18 | Foeinfront Inﬁltts damage Dn thetarget It also restores the user's I-IP ‘based on the damage itinflicted.
| Acid | Poison 83 17 | Foein front, cuts corners Inﬂ n:rs damage on the target It may: alsc- Inwer the user s Defense b\r one Ievel

| MOVE TYPE |BA | AC | PP | RANGE EFFECT |
| Absorh (Grass | 1 | 88 18 Foeinfront  Inflicts damage np ;he target. It also restores the user's HP based on the damage it inflicted. f
‘add  Poson | 8 | 88 U  Feenfontaulscomers | |nﬂ|ctsdah*agéiiﬁ'thé'téf'g'éf'ii'hi}ii.r'éiﬁ&l&ﬁéi’ﬂié"&ééir'%héféﬁééB{Eﬁé'iéiél':::i_ ]
| Acid Armor (Poison | - | NM 27 | User | Boosts the user's Defense by two levels. i
AerialAce  Flying 10 | NM 8 | Foeinfront " Inflicts damage onthe target Itnevermisses. j
" Aeroblast "Fiying | 20 | 84 | 12 | Straightline Inflicts damage on the target, even at a distance. It has a high critical-hit rate. |
| Agility Psychic | - | NM | 22 | Alliesinroom ~ Boosts by one level the Movement Speed of the user and team members in the sameroom. |
| Air Cutter Fiying | 2 | 90 | 17 | Foeinfront,cutscomers  Inflictsdamage onthe target. Ithas ahigh aritical-hitrate.
Amnesia poychic | - | NM 2 User BooststheusersSpecialDefense by twolevels. |
Ancientpower Rock | 12 | 88 12 Foeinfront ' Inflicts damage on the target. It may also simultaneously raise by one level, Attack, Special Attack,

. | Defense,Special Defense, and Movement Speed.
| Arm Thrust | Fighting | 2x(2-5) | 78 17 | Foein frﬂnt Inflicts. damage onthe target. It hits two to five times in succession. ___
(Aromatherapy  Grass - | NM | 12 | Alliesinroom  Heals all status problems of the user and team members in the room. HiMA 1
Assist Normal | - NM 27 '___$_peci_a_! ______ " Makes the user randurnl',' use one move out of all the moves of the Pokémon on the floor. .
K Astonish | Ghost | 6| 88 _' o e 00  Inflicts damage on the target. It may also cause the target to Cringe, making it incapable of action.
' Attack None | SP | - - Foeinfront —; Inﬂlcts damage on 1foein front.
|Attract N-:mnal | il U 100 10 Foe in front, cuts cormers Inillctsthe Infatuated status on the target. 1
AuroraBeam ke | 10 65 17 | Straightline | Inflicts damage on the target, even at a distance. It may also halve the target's Attack.
‘Barrage  Normal 1x(25) 78 | 17 | Foein front, cuts corners " Inflicts damage on the target. It hits two to five times in succession. |
 Barrier [ Psychic - | NM 2 [user Boosts the user's Defense by two levels.
BaonPass  Nomal - | 100 | 19 | AllPokémoninroom " Successively switches the user's position with the position f other Pokémon inthe room.
m_ _ Dark — | NM | 15  Membersonfloor  Summons the team members amund the wser.
Bellv Drum | Normal | - 100 | 10  User " Boosts the user's Attack to maximum, but emptms:ts&ell‘,rtn 1ust one. it
I eyl | Ithas noeffectif the Bellyis one or less. Rl 11
‘Bide Normal SP 100 15 | User The user gains the Bide status. When Bide is released, the user o
B SN - | | looses an attack double the damage it took while waiting.
Bind Normal 4 | 78 | l?_ Foeinfront ~ Inflicts damage on {hetarget It may also cause Constriction, making the foe incapable of movement.
§hll_ile i ; __I_Z[i_l_r_l_z_____ {7 1% 19 Foeinfront T Inflicts darnage on the target. It may also cause the target to Cringe, making it incapable of action.
BlastBum Fre | 30 | 84 | 8 Foeswithinktilerange Infiicts damage on the target. However, it also inflicts the Paused status on the user.
! Ll Tl . | lItalsothawsand freesfrozen Pokémon. |
 BlazeKick | Fire 16 88 | 13 Foeinfront Inflicts damage on the target. It may also cause Burn. It thaws and frees Frozen Pokémon.
: . L G {S— — | N— It has a high critical-hit rate. ;
Blizzard (ke 24 | 84 | 10 | Foeinfront,cutscormers Inflicts damage on the target. It may also leave the target Frozen and incapable of action.
Block ‘Normal | - | 100 | 12 Foeinfront Inflicts the Leg Hold status on the target, makingitincapable of movement. '
‘BodySlam  Normal 12 90 | 17 Foeinfront | Inflicts damage on the target. It may also cause Paralysis and prevent any attack or moves. |
‘Bomemerang  Ground 102 87 14  Straightline  Strikesthe target twice, even ata distance.
 Bone Cluh  Ground | 12 8 15 Foeinfront | Inflicts damage on the target. It may also cause the target to Cringe, making it incapable of action.
Bone Rush | Ground 1x2s) 70 | 12 | Foeinfront,cutscorners | | Inflicts damage on the target. It hits two to five times in succession. '
‘Bounce Flying 16 100 | 11 | User | The user gains the Boumrxgstaius, making it attack strongly on the next turn. |
A (o121 di ' _ It may also cause Paralysis. It is not possible to link this move. __l
Brick Break Fighing 14 | 88 | 12 | Foeinfront | Shattersthe target's Reflect or nght Screen to inflict damage
| Bubble Water | 4 | 88 15 Straightline | Inflicts damage on the target, even at a distance. It may also lower the target's
‘ } ' | Movement Speed by one level.
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BATTLE MOVES

MOVE TYPE BA AC PP . RANGE EFFECT
Bubhlebeam Water 6 Straight line Inflicts damage on the target, even at a distance. It may also lower the target's
N I.Iuvement Speed by one level.
Bulk Up Fighting| - user
‘BulletSeed | Grass |1025) Straightlie Infhﬂsﬂamageonthemrget even ata distance, 1 its two 0 fivetimesinsuccession. |
Calm Mind psychic | - User '- Boosts the Pokémon's Special Attack and Special Defense by one level. '
' Camouflage  Normal - 2 User ~ Theuser's type changes to match the terrain. B )
| Charge Electric - %5 [user  Theusergains the Charging status. It boosts the power of the Electric-type move to beused next. |
' Charm Normal | - | 75 22 Foeinfront  LowerstheAftackofthetargetbytwoleves.
Clamp |Water | 6 | 78 | 17 | Foeinfront | Inflicts damage on the target. It may also cause Constriction, making the foe incapable of movement. |
Comet Punch Normal | 32-5) | 80 19 | Foeinfront  Inflicts damage on the target. It hits two to five times in succession. !
‘ConfuseRay | Ghost | - | 100 13 Foeinfrot | inflictsthe Confused status on the target, makingits attacks and movementserratic. |
| Confusion Psychic 5 " Foeinfromt " Inflicts damage on the target. It may also leave the target Confused.
Comstrict ‘Normal 2 CFoeinfrot Inflicts damage on the target. It may also lower the target's Movement Speed by one level.
Conversion Normal - | NM User  Changes the user's type nto the same type as one of its moves.
“Conversion2 ~ Normal = - 2 User | The user gains the Conversion 2 status. It changes the user's type to one that is |
strong against the move type it took last.
‘CosmicPower | Psychic - | NM User  Booststheuser's Defenseand Special Defense by one level. -
' Cotton Spore Grass | - | B Fecintrot 1 Lowersthe target's Movement Speed byoneleve. ]
Counter Fighting - Cuser The user gains the Counter status. Any damage from Physical Attack movesor
— a regular attack is partially returned. —
Covet Normal 8 | Foein front Inflicts damage uﬁtﬁﬁi’é& It also snatches the target's hold item to make it the user's.
'Crabhammer | Water 18 | Foeinfrot inflictsdamage on the target. Ithasa high critical-hitrate. )
Cross Chop " Fighting| 20 | Foeinfront | inflicts damage on the target. It has a high critical-hit rate.
cunch  [pak | 16 88 | Foeinfront  Inflicts damage on the target. It may also lower the target's Special Defense by one level.
‘CrushClaw  Normal 14 90 15 Foeinfront  Inflicts damage on the target. It may also lower the target's Defense byonelevel. |
‘Curse  Normal - CSpecal  Booststheuser's Attack and Defense by one level, but also lowers Movement Speed by one level.
A N S B A (R | If used by a Ghost-type it will never miss, the target is cursed, and theuser'sHP halved. i
| Cut Normal = 10 | Foeswithinitilerange | Damagesall foes around user. pEL A W 1L il
DefenseCurl  Normal - 27 [user  Booststheuser'sDefensebyoneleve. -
Destiny Bond Tehost | - 12 | Foeinfront, cuts corners | The user and the target gain the Destiny Bond status. The target sustains the e
i SREARINE ottt SRS samedamageastheuserlnlhlsstate __________________________
Detect | Fighting - User ' The user gains the Protect status, preventing damage from enemy attacks and moves.
' Dig Ground 12 User  TheusergainstheDiggingstatus, andit attacks on the next turn. Itis not possible to link this move.
" Disable  Normal - | Foeinfront  CausesParalysisin the target. A Pokémon a affected hy Paralysis is mcapai}le of attacking or using moves.
Dive Water | 12 user " The user gains the Diving status, making it attack strongly on the next turn.
: | Itisnotpossible to link this move. It can't be used without water. TR TR T AT
| Dizzy Punch " Normal | 6 " Foeinfront Inflicts damage on the target. It may also leave the target Confused.
_DoomDesire Steel | - | NM | n | user | Theuser gains the Set Damage status. In this state, all damage inflicted by the user will remain constant. |
Doubleslap " Normal | ax(2-5) Foeinfrot | Inflicts damage on the target. It hits two to five times in succession.
Double-Edge " Normal 15 88 7  Feeinfront  Inflicts damage on the target. However, it also damages the user.
'h[iiiiiiillé'i(iiﬁ“ " Fighting ex2  Foeinfront | Attacks the target twice in succession. |
| Double Team Normal | - | User | Booststhe user's Evasion by one level. ]
| Dragonbreath Dragon 12 Straightline Inflicts damage on the target, even at a distance. It may also cause Paralysis,
; _ ; | preventinganyattacksormoves. f
_Ilramm:lan | Dragon | 16 | 88 | 10 ' Foeinfrot | Inflictsdamage on thetarget. L IE
| Dragon Dance Dragon - N User Boosts the user's Attack and Movement Speed by one level.
 Dragon Rage Dragon SP 100 17 Foeinfront,cutscomers Inflicts asetamount of damage on the target.
| Dream Eater “Psychic 20 Foe in front ~ Inflicts damage on the target and restores the user's HP. Effective only against sleeping foes. |
Drill Peck Flying | 16  Foeinfront Inflictsdamageonthetarget.
' Dynamicpunch  Fighting 10 CFoeinfrot | Inflicts damage on the target. It also leaves the target Confused. ]
Earthquake Ground | 5 ' Mlinroomexceptuser | Damages all Pokémon in the same room. It inflicts double damage on any digging Pokémon. HHIE
Egg Bomb Normal | 10 Foe in front, cuts corners Inflicts damage on thetarget.
Ember e | 7 ' Foein front, cuts corners Inflicts damage on the target. It may also cause a Burn. It thaws and frees Frozen Pokémon.
Encore Normal - Foeinfrot Inflicts the Encore status on the target, making it capable of using onl\rlhemver‘t'!yyy_!fg _______________
Endeavor | Normal  SP Foeinfront The difference between the foe's HP and the user's HP is applied as this move's damage. |
' Endure _‘[Inrm_a_l ..... - |5 |17 User __Theuser gains the. Endurmgslatus. The user will survive any attatk with leST onehP.
Eruption ‘ Fre | 30 84 | 10 Foeinfront, cutscorners Inflicts damage on the target. The higher the user’s HP, the greater the damage.
f o It thaws and frees Frozen Pokémon. b AN
Explosion ~~ Normal  SP 12 Pokémonwithina2-tilerange  Makes the user blow up in a huge explosion, inflicting damage on all surrounding Pokémon. It also
| N — destroys surrounding items and walls,
‘Extrasemsory  Psychic 16 12 Foein front Inflicts damage on the target. It may also cause the target to Cringe, making it
' incapable of attacking or using moves.
E:tremespeed Normal | 16 Foe up to 2 tiles ahead Iniln:ts damage on atarget up tu tvm 1||es ahead
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Faade  Normal 14 84 12 Foeinfront . nflicts damage on the target. If the user is Poisoned, Badly Poisoned, or has a Burn, Iﬂ_w_r_ﬁggl_l_l;l_lgq 4
Faint Attack " Dark 6 NM | 8 | Foeinfront _ Inflicts damage onthe target. Itnever misses.
FakeOut Normal 8 | 88 | 17  Foeupto2tilesahead  Inflicts damage on the target. It may also cause the target to Cringe. It reaches up to two tiles ahead.
FakeTean ~ pak - 100 | 2  Foeeinfrot iﬁﬁi}?ﬂietarget s Special Defense by two levels.
FalseSwipe ~ Normal 40 100 15 Foeinfront ' Inflicts damage on the target. It leaves the target with one HP if its damage
_ would have made the target faint.
Featherdance ' Fl\ring_ - _100_22_Fuem front _ méﬁ-iﬁé ﬁ@ﬁ;ﬂ&éﬁtﬁﬁﬁ levels,
 Fire Blast ~ Fre 24 88 | 9 | Foeinfront,cutscomers | iInflicts damage on the target. It may also cause aBurn. It thaws and frees Frozen Pokémon.
‘FirePunch ~ Fire 14 100 | B  Foeinfront Inflicts damage on the target. It may also cause a Burn, It thaws and frees Frozen Pokémon.
FireSin ~ Fre 4 | 73 | 19  Foeinfront Inflicts damage on the target. It may also cause Constriction. It thaws and frees Frozen Pokémon.
Fissure Gound = SP 35 | 14 Foeinfront | Defeats the target in one shot-ifit hts. It has no effect on a lying foe.
CFlail  Normal 2 100 17  Foeinfront | Inflicts damage on the target. The lower the user's HP, the greater the damage.
Hanwtliﬁm' " Fre | 18 88 | 2| 'Stra|ght line | Inflicts damage on the target, even at a distance. It may also cause a burn. e
| | It thaws and frees Frozen Pokémon.
FlameWhesl | Fre | 1 | 88 | 1 | Foeinfront,cuiscomers | infictsdamage on the target, it mayalso causea Burn. i thaws and frees Frozen Pokémon.
Flash Normal - lDﬂ 3 22_ Foein front I Lowers the target'sAccuracybyoneleve.
atter ok | - 100 0 foeinont s the Confusedsatus o h age, bt o s s specil Afackbyonelevel._———
Fly Flying 14 100 12 user | The user gains the Flying Sta-t-l-l;.-ﬁ'iél-l-(-rﬁgﬁ-élﬁélzi-s-t-rﬁl-'éi;f- on the next turn.
N D — | Itis not possible to link this move.
| Focus Energy Normal | - NM 27 | User | Theuser gains the Focus Energy status, raising its critical-hit rate.
FocusPunch | Fighting| 20 100 10 = User - The user gains the Focus Punch status, and it attacks on the next turn. It is not possible to link this move.
Follow Me Normal - NM T 6| e | The user gains the Decw status, makingit the primary targetoffoes.
Furﬁlght Normal - 100 22 | Foeinfront ~ Resetsthe hnmteﬂivasmn ufthetafget Ghost- t\fpefoesbecumeupoéédm
Frenzy Plant Grass 30 84 10 | Foeinfront, cuts corners  Inflicts damage on the targEL However, it also inflicts the Paused status on the user, 1
i | _ making it incapable of action.
Frustration ~~ Normal | SP 100 20 Foeinfront | Inflictsdamage on the target. Itnflicts greater damage if theuser's IQislow.
| Fury Attack  Nomal |m@5) 70 2  Foeinfront | Inflictsdamage on the target. It hits two to five times in succession.
' Fury Cutter Buig 2 8 14  Foeinfront Attacks the target twice in succession.
Fury Swmes . Nurmala:{zs:_?sl'? Foeir o Inﬂn:t:'. damage 2 on the: t?rgﬁ_l_t_ﬁil_s two to ﬁve tlmes insuccession. i
 Future Sight Psychic - NM B | User ~ Theuser gains: the Set Damage status. In this state, all damage mfllcted h\r the user will remain constant.
_l_i_iga Drain _________: Grass 1_2_ 8_8— 10 | Foeinfrot Inflictsdamageon thetarge! Iié}sn rés'ibréé'the'ijser’s HP hased onthe damagen mﬂltted""j'
Glare Normal - 100 22 Foeinfront | Causes Paralysisin the target. A Pokémon affected by Paralysis is incapable of attacking or using moves.
' Grasswhistle _ Grass - (100 B ~ Foeinfront, cuts mrners Hakesthe targetgu to sleep, causmg sittobei |t1capahle m‘atlm H T < ¥
Growl | Normal | - 100 20 Foesin room | Lowers the Attack of all foes in the room by one level. .
Growth Normal -  NM 22 | User | Booststheuser's Special Attackbyoneleve.
'_ Erudge ._ | Ghest - NM __12_ User The user gains the Grudge status. If the user is defeated, it zeroes the t_h_e__P_P of the mnve Iast used by the foe 1
Guillotine Normal SP 35 12 | Foeinfront ~ Defeatsthetargetin oneshot-if it hits. It has no effect on a Ghost-type foe. '
Gt Fyng 4 88 19 Feimfont Inflcts damage on the target, Doubles damage on  flying o bouncing Pokémon. —
Hall e ~'Nm | B | Ppokémononfloor | Changes the dungeon floor's weather to Hail for several turns.
Warden  Nomal - WA 2 U Boost the sr's Defese by one e, R
Haze ke | - ' NM_ 13 AllPckémoninroom | Resetsthe Attack, Defense, etc., of all Pokémon on the floor whether they were boosted or lowered.
Headbutt Normal = & 90 17 Foeinfront  Inflicts damage on the target It ma\r also cause the !arget to Crmge makmg it mcapahle of action.
‘Heal Bell  Normal | - NM | 12 | Alliesinoom Healsallstatus problems of the user and team membersintheroom. i
Heat Wave Fre 10 90 15 Foesinroom _ Inflicts damage on foes in the room. It may also cause a Burn. It thaws and frees Frozen Pokémon. |
MelpingHand  Nomal - | NM | 17 Membersinroomonly | Boosts the Attackand Special Atackof team membersinthesame room byonelevel.
Hidden Power None 27 88 12 Foeinfront ' Inflicts damage on the target. Its type and power change with the dungeon.
WilmpKick | Fightig| 16 | 9 1 Foeinfront " Inflcts damage on the target, buthurts the user it misses. T
Horn Attack Normal | 8 95 18  Foeinfront ' Inflicts damage on the target,
Horn Drill Normal | SP 35 12 | Foeinfront | Dpefeatsthetargetin nneshut;lﬁ'ttiits Ithasnneﬁectunaﬁhusttypefne S A e
Huwl_ Normal = - CNM 27 | User ~ Booststhe usersﬁnacknvonelevel
'HydroCannon  Water 30 @ 84 9  Straightline ' Inflicts damage on the target, even at a distance. It also inflicts the Paused status on the user, makingit
TR EIIEL ol | incapable of action. L . ey gt
 Hydro Pump Water | 24 | 84 9  Straightline |_Inflicts damage on the target, evenatadistance.
Hyper Beam Normal | 30 | 90 8 | Straightline | Inflicts damage on the target, even at a distance. It also inflicts the Paused status on the user, making it
i ~ incapableof action.
 Hyper Fang Ngf]p_i!!__ 16 8 B Ji Foeinfront Inflicts damage onthe target Itma',r also cause the target to Cringe, making it mtapahle nfal:tlon
Hyper Voice Normal 18 | 90 | 12 | Foeinfrontcutscomers | inflictsdamageonthetarget.
Hypnosis _Ps'ﬂ:hll:- ________ 100 | 17 = Foeinfront, cuts corners | Makes thetargetgn to sleep, tausmg it to be mcapable of action. -
leBall e (-5 68 | 15  Foeinfront,cutscomers | Hitsthe target in succession until it misses. Its power rises with every hit. It may hit up to five times.
i Ice Beam | e 15 88 8 | Straight line © Inflicts damage on the target, even at a distance. It may also leave the target -
it it | SR WP ./ Frozenand incapable of action.
! Ice Punch e 14 R il Foe in front Inflicts damage on the target. It may also leave the {a:gel Frozen and incapable ufactmn
Icicle Spear ' lee 225 70 22 Fue in fmm cuts curners © Inflicts damage on the target. It hits two to five times in succession.
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| Icy Wind Ice 5 84 13 Straightline lnﬂlcts damage on the target even at adistance. It also Itrwers the target's Mwemen: Speetl by one Iem
‘imprison  Psychic - 100 15 | Foeinfrot Inflictsthe Pausedstatuson the target, making it incapable of action.
Ingrain | Grass | - | NM | 22 | User | Theuser gains the Ingrain status. The user becomes incapable of moving,
_____________________________ | , [ but regains HP over several turns. st L IR —— (| )1 112%
Iron Defense Steel - MM 17 | User . Boosts the user's Defense hy twe Ievels
wonTail  Steel 20 78 10 Foeinfront | Inflictsdamageon the target. It may alsolower the target's Defense by one level. G
umpKick  Fighting 14 95 13 Foeinfront ' Inflicts damage on the target, but hurts the user if it misses.
KarateChop  Fighting 10 | 90 18  Foeinfrot Inflicts damage on the target. It has a high critical-hit rate. ] B
‘Kimesis  Psychic - | 100 17  Foeinfront  Lowersthetarget's Accuracy by one level,
Knock Off 'Dark | - | 100 @ 2 | Foeinfront  Knocks the target's hold item to the ground. G
‘leafBlade | Grass | 14 | 88 12 Foeinfrot | Inflictsdamage on the target. It hasa high critical-hit rate.
leechlife @~ Bug | 4 | 90 19  Foeinfront " inflicts damage on the target. It also restores the user's HP based on the damage it inflicted.
‘leechSeed Grass | - - 100 17 Foeinfront,cutscorners | Inflicts the Leech Seed status on the target. The target's HP is leeched every
| | severalturnstorestoretheuser'shP.
‘leer  Normal - | 100 | 27 | Foeinfrot = _ Lowersthetarget'sDefensebyonelevel. =
lick ' Ghost | 4 | 100 22 Foeinfront ~Inflictsdamage on the target. It may also cause Paralysis and prevent any attack or moves.
‘lightScreen | Psychic - | NM | 14 | User | Theuser gains the Light Screen status. It halves the damage from Special Attack moves.
lockOn  Normal - | NM 12 User | Givesthe user the Sure Shot status, makingall its moves and attacks completely accurate.
LovelyKiss  Normal - | 100 13 Foeswithinl-tilerange | Makes all foes around the user go to sleep, causing them to be incapable of action.
Low Kick CFighting 7 90 22 Foeinfront ___ | Inflicts damage on the target. The heavier the target, the greater thedamage. |
' Luster Purge Psychic 14 88 12 Foeinfront ~ Infiicts damage on the target. It may also lower the target's Special Defense by one level.
‘MachPunch  Fighing 8 90 22 Foeupto2tilesahead  Inflictsdamageonatargetuptotwo tilesahead.
' Magicallesf  Gass 12 NM_ 8  Foeinfront,cutscomers  Inflicts damage on the target. It never misses.
Magic Coat Psychic - | NM 19  user The user éa?-fﬁ's' fﬁéiﬁg]f Coat status. The user reflects several moves rilrectlv hal:k to the foes.
‘Magnitude Ground = SP | 100 15 | Allinroomexceptuser | Damagesall Pokémon in the same room. The amount of damage varies.
it inflicts double damage on any digging Pokémon.
 Mean Look Normal - 100 12 Foeinfrot  InflictsthelegHoldstatuson the target, makingitincapable of movement.
Meditate Psychic - NM 22 User  Booststheuser'sAttackbyonelevel.
Megahorn Bug 24 84 10  Foeinfront,cutscomers Inflicts damage on the target. -
'MegaDrain  Grass 8 & [kt - U7 1 Inflicts damage on the target. It also restores the user's HP based on the damage it inflicted.
Mega Kick Normal 16 84 12 | Foeinfront Inflicts damage on the target. -
Mega Punch | Normal 16 | 88 | 12 | Foeinfrot | inflictsdamageonthetarget. |
‘Mementoe | Dark - 100 15 Foesinroom | Sharplyreducesthe Attack and Special Attack of all foes in the room. It also cuts the user's HP to one and
_ - warpsthe user toadifferent place on the floor.
‘MetalClaw  Steel 10 9 12 Foeinfront ~ Inflicts damage on the target. It may also boost the user's Attack by one level.
'MetalSound  Steel - 100 17 | Foeinfront, cuts corners  Reduces the target's Special Defense by three levels.
 Meteor Mash Steel 20 88 9 | straightine | Inflictsdamage on the target, evenat a distance. It may also boost the user's Attack by one level.
' Metronome Normal - NM 2 Special | Randomly looses a move fmm amongall the moves known to Pokémon.
Milk Drink Normal | HP | NM | 15 | Membersonflor | Restoresthe HP of the user and its team members on the floor by one quarter of their maximum HP.
 Mimic CNormal | - 100 17 | Foeinfront ~ | Makestheuser deploy the same move as the one last used by the foe facingit.
I I B . o - T
Mind Reader " Normal -  NM 12 User ~ Gives the user the Sure Shot status, making all its moves and attacks s completely accurate,
'Minimize ~~ Normal -  NM_ 27 User  Booststheuser's Evasion by one level,
I]Im‘m’tnat ~  psychic - | NM | 15 | User | Theuser gains the Mirror Coat status. The user returns the damage it takes from any Special Attack
: e UL LI U e ST S RO LD e e st U]
‘Mirror Move Fiying = — | NM 7 | User | The user gains the Mirror Move status. Any move used against the user is countered with the same move. |
Hist """""""""""""""""" e | - [ Na ] 19| wser | The user gains the Mist status. It prevents Attack, Defense, Special Attack, Special Defense, Accuracy, and
e ) ~ Evasion from being reduced.
. Mist Ball Psychic 14 88 10 Foeinfront, cuts corners ~ Infiicts damage on the target. It may lower the target's Special Attack by one level.
Moonlight ~ Normal HP | NM 12 | Membersonfioor | Restoresthe HP of the user and team members on the same floor. The amount of HP
. recmrered depends on the weather.
‘MorningSun  Normal | HP  NM 12 Membersonfioor | Restoresthe HPof the user and team members on the floor. The amount of HP
regained depends on the weather.
L I L T T T — _
' Mud Shot Ground 12 65 13 Foeinfront, cutscorners  Inflicts damage on the target. It also lowers the target's Movement Speed by one level,
‘MudSlap  Gound 4 | 84 | 16 " Foein front, cuts corners  Inflicts damage unthe target. It also Hmers the target's Accuracy by onelevel.
Mud Sport Gound -  NM | 17 Pokémonon floor | Changesthe floor's status to Mud Sport, which halves the power of Electric-type moves.
‘NaturePower  Normal | - | NM | 27 | Special Looses a variety of moves depending on the dungeon terrain.
‘NeedleArm | Grass | 12 88 1 Foeinfrot | Inflictsdamage on the target. It may also cause the target to Cringe, making it incapable of action.
Nightmare  Ghost | - 100 15 Foeinfront | Infiicts the Nightmare status on the target, making it incapable of action.
Nightshade ~  Ghost SP 100 17 Foeswithinitilerange  Damagesall foesaround user. The amount of damage depends on the user's level.
|Octazooka  Water 8 | 88 | 15 Straightline ~ Inflicts damage on the target, even at a distance. It may also lower the target's Accuracy by one level.
" Odor Sleuth Normal - 100 | 22 Foesinroom o - Resets the buosted Evasion of foes in the same room. Ghost-type foes are exposed.
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: Outrage l]ragon 13:{2«5} 78 12 | Foeinfront Hits the target two to five times in succession. However, it also makes the user Confused. '

‘Overheat  Fire 20 84 | 10 | Foeswithin-tilerange ' Damages all foes around the user, but also lowers the user's Special Defense by |

i j R T  two levels and thaws frozen Pokémon.

' Pain Split Normal | SP | 100 | 22 | Feeinfront | AddstheHPof the user and the target, then sharesitequaly,.

‘PayDay (Normal | 8 | 90 2  Feeinfont | inflictsdamage on the target. If the foe faints, it will dropmoney,. i

' Peck | Fying 4 95 2 oeiniom | | Inflictsdamageon thetarget.

‘Perishsong | Normal | - 25 | 15 | Foesonfloor | Inflicts the Perish Song status on all foes on the floor. The affected foes faint after several turns.

Petal Dance | Grass  m(@5) 8 | 17 | Foeinfront | Hitsthe target two fofive times in succession. However, it also makes the user Confused.

‘PinMissile ~~ Buz 425 78 | 17 | straight line Inflicts damage on the target, even at a distance. It hits two to five times in succession. i

 Poisonpowder | Poison | - 100 | 2 | Foeinfront Poisons the target. . If a Pokémon is Poisoned, it sustalnsdamage over several turns.

' Poison Fang poison | 10 | 88 | 15 Foeinfront ' Inflicts damage on the target. It may also leave the target Badly Poisoned, damaging it over several turns.

‘PoisonGas | Poison = - 100 27 | Foeinfront Poisons thetarget If a Pokémon is Poisoned, it sustains damage over several turns.

' Poison Sting ['Poison | 3 7B T iﬁf “Foe i front, cuts corners | Inflicts damage on the target. It may also leave the target Poisoned, damaging it over several turns.

‘PoisonTail | Poison 10 88 17 | Foeinfrot Inflictsdamage on the target. It may also leave the target Poisoned. It has a high critical-hit rate.

Pound Normal 8 | 90 | 22 | Foeinfront R e R O o R T
 Powder Snow le 4 90 | 17 | Foesinroom ~ Inflicts damage on the target. It may also leave the target frozen and incapable of action.

Present Normal | SP | 100 | 19 ' Foeinfront,cutscomers | Eitherinflictsdamageon the targetor restoresitswp. 1|
Protect Normal - 75 10 User The user gains the Protect status, preventing damage from enemy attacks and moves. i

\Psybeam | Psychic | 12 | 84 17 | Straightline ' Inflicts damage on the target, even at a distance. It may also leave the target Confused.

Psychic | psychic 18 88 10 Foeinfront ' Inﬂltrsdamage on the target. It may also lower the target's Special Defense by one level. |
Psycho Boost Psychic 28 | 90 @ 8 | Foeinfront | Inflicts damage on the target. However, it also lowers theuser's Special Attack by twolevels. |
Psych Up Normal - | NM_ 17  Pokémoninfront | CopiesthetargefslevelsforstatssuchasAttackand Defense. :

Psywave Psychic SP | 100 | 19 | Straightline  Inflicts damage on the target, evenata distance. The amount of damage depends on the user's level. |

r Pursuit Dark - NM | 17 User  Theuser gains the Counter status. Any damage from Physical Attack moves or ’

| | | | aregularattackis partially returned.

‘QuickAttack ~ Normal | 4 | 88 13 Foeuptoltilesahead | Inflictsdamage on the target up to two tiles ahead.

‘Rage " Normal | -  NM | 22 user ' The user gains the Enraged status. Its Attack rises by one level every time the user takes damage.

' Rain Dance | Water | - NM | 12 | Pokémononfloor ' Changes the dungeon floor's weather to Rain over several turns. THETRATINE
Rapid Spin Normal 4 90 17 Foeinfront 7 Inflicts: damage on the target. It also frees the user from Leech Seed, Leg Hold, Ingraln nrtnnstnc%mn

‘Razorleaf  Grass 4 | 84 | 17 | Straightline ~ Inflicts damage on the target, even at a distance. It has a high critical-hit rate.

: Razor Wind Normal | 16 100 13 Usercutscomers | Theuser g;a'iﬁs"fﬁéﬁ'a}hrw‘nd status, and it looses a powerful attack with a high critical-hit rate on the

i ' | nextturn.Itis not possible to link this move.

' Recover Normal | HP | NM 12 | User | Restores the user's HP by half its maximum HP. if|
Recycle Normal | - | NM 17 | ltems ' Repairs the item Uised TM and restoresit to s original, unused state. |
Reflect | Psychic | - | NM | 22 | User | Theuser gains the Reflect status, halving the damage from all Physical Attack moves and regular attacks. |
Refresh ~  Normal | - | NM | 17 | Aliesinroom Heals all status problems of the user and team members in the room. _ '

‘Rest  Psychic, - | NM | 10 | User The user gains the Napping status. Upon awakening, the Pokémon regains P~ ‘|

ittt SRR et il _and recovers from any status problems.

| Return Normal Z 'SP | 100 12 Foeinfront Infllcts damage on the target. Its power rises with the user's IQ

Fbﬁlge Fighting | Sp 100 12 | User | Theuser gains the Bide status. When Bide is released, the user looses an ‘

I (S ' ‘ . attack double the damage it took while waiting.

'Reversal _Fighting| 2 90 17 | Foeinfront Inflicts damage on the target. The lower the user's HP, the greater the damage it inflicts.

Roar  Normal - | 100 | 14 | Foeinfront Knocks the target flying. If the target hits a wall or another Pokémon, it sustains damage. |
RockBlast  Rock 4:'{'2”-5}' | 80 17 | Foeinfront, cuts corners Inflicts damage on the target. It hits two to five times in succession. ]

RockSlide | Rock | 14 | 90 | 13 Foeinfront j Inflicts damage on the target. It may also cause the target to Cringe, making it incapable of action.

'RockSmash ~ Fightng| - 100 99 wal | Digsthroughthewall the user is facing. -

‘RockThrow  'Rock | 5 90 | 16 | Foeinfront T inflicsdamageonthetarget.

Rock Tomb Rock | 10 60 12 Foeinfront  Inflictsdamage on the target. It also lowers the target's Movement Speed by one level.

RolePlay  Psychic | - | 100 | 17 | Foeinfront | Copies the target's Special Ability. The user regains its own Special Ability when it leaves the floor. I
Rolling Kick Figing| 12 88 | 13 | Foeinfront ~ Inflicts damage on the target. It may also cause the target to Cringe, making it incapable of action.

" Rollout Rock | 1{t-5) 68 | 14  Foeinfront " Hits the target in succession until it misses. Its power rises with every hit. It may hit up to five times.

‘Sacredfire | Fire | 20 88 | 10 Foeinfront ~ Inflicts damage on the target. It may also cause a Burn,

Saieguard | Normal | - | NM 15 | Alliesinroom | The user and team members in the same room gain the Safeguard status,

bl bl B REEIIE | which prevents status problems. N T At 0 1 G
Sandstorm | Rock - NM | 14 ' Pokémononfloor ~ Changes the dungeon floor's weather to Sandstorm for several turns. -
Sand-Attack  Ground | - | 80 | 22 | Foeinfront,cutscomers | Lowersthetarget'sAccuracybyoneleve.
sand Tomb Ground 4 73 | 17 Foeinfrot Inflicts damage on the target. It may also cause Constriction, making the foe incapable of movement. .

Saaryface Normal | - | 70 | 14 Foeinfront | Lowersthetarget'sMovement Speed byonelevel. -

Seratch (Normal 8 | 90 22 Foeinfront | nflictsdamageonthetarget. ]

Screech Normal | - 100 22  Foein front, cuts corners [ Sharply lowers the target's Defense. i

| SecretPower  Normal 14 88 | 10 Foeinfront Inflicts damage on the target. It may also trigger other effects depending on the terrain. 5
SeismicToss | Fighting' SP | 100 | 22 | Foeinfront | Inflicts damage on the target. The amount of damage depends on the user's level. |

' Selfdestruct Normal SP NM | 12 Pokémon within1tilerange  Makes the user explode, inflicting damage on allsurrounding Pokémon. Italso destroys surrounding tems.

1 40 MINTENDO PLAYER'S GUIDE



BATTLE MOVES

— = e S S =

MOVE (TYPE | BA |AC PP | RANGE | erECT

 Shadow Ball Ghost | 16 | 88 10 Straightline  Inflicts damage on the target, even at a distance. It may also lower the target's Special Defense
“ShadowPunch | Ghost 6 NM 8  Foeinfront Inflicts damage on the target. It never misses.

Sharpen e A N T R ¢ Bosstemershaiyonelesl, ‘

e e | @ | % | 2 | femfoM | Dfeassthetagetinonesot-itws, |
 Shock Wave "Electric| 7 | NM | 8 | Straightline ' ' Inflicts damage on the target, even at a distance. It never misses. il
5|gnal Beam  Bug 14 84 | 15 Straightline Inflicts ﬂaﬁiage on thetarget even at a distance. It may also leave the target Confused.
Silver Wind TBug | 12 95 13 Foesinroom | Inflictsdamage on foesin the same room. It may also simultaneously raise by one level Attack, Special

Attack, Defense, Special Defense, and Movement Speed. il R

' Sing ~Normal - 100 17 | Foeinfront, cutscomers Makes the target go to Sleep, causing it to be incapable of action.

‘Sketch Normal | - 00 | 1] [ Foeinfront  Copiesthemove last used by the target and makes it the user's. Sketch disappears after it copiesamove.

- Skill Swap Psvthlt - 100 17 Fue in front ______ Switches the user's Special Ability with that of thetarget.
Skull Bash Nomal | 10 | 100 | 15 | user | The user gains the Skull Bash status, causing it to attack strongly on the next tursn.

LAl L il SEnctpossiiate ek tisaee: . L1 L e R TR
Sky Attack Fying 30 90 9  User,cutscomers ~ Theusergains the Sky Attack status, and it attacks strongly on the next turn.
i It is not possible to link this move.

'skyUpperctt | Fighting| 16 90 | 12 | Foeinfront Inflicts damage on the target. It hits a Pokémon that s either fiying or bouncing.

SlackOff Normal HP | NM 17 [ User | Restorestheuser'sHP by half its maximum HP. S ]
Slam TNormal | 16 | 78 | 12 | Foeinfront ' Inflicts damage on the target. R AT T

‘slash - Normal 14 88 11 ‘foeinfront '_"'Infllcts:iamageunthetargel It has a high critical-hit rate. ’ ____ """"""""
Sleep Powder [ Gras | - | 100 | _iﬁ_mrueswlthm_l t_t_le'ram;e | Makesall foes around the user go tosieep, causing them to be incapable of action.

' Sleep Talk Normal - | NM_ 17 | Special Makes the user deploy one of its moves against a foe that attacks it while it is sleeping.

‘sludge | Polson i 88 2 _-__Fﬂemirunt cuts corners ~ Inflicts damage on thetargei It may also leave the target Poisoned, damagingit for severaltums.

' Sludge Bomb Poison = 18 84 | Straightline "~ Inflicts damage on the target, even at a distance. It may also leave the target Poisoned, damagingit for

| ) severalturns.

“smellingsalt ~~ Normal | 12 | 88 15 | Foeinfrot | Inflictsdamage on the target. It inflicts greater damage if the target has Paralysis,

| butitalso heals o o RN M IR RS et s AL R

'smog  Poison 4 73 17 Foeinfront | Inflicts damage on the target. It may also leave the target Poisoned, damaging it over several tums.

' Smokescreen Normal - 100 10 Foeinfront,cutsconers Inflicts the Whiffer status on the target, making it miss almost all of its attacks and moves.

‘Smath  Dak - | NM 17 User The user gains the Snatch status. It steals the moves of Pokémon on the same floor.

| Snore Nowal | & as. iS4 | If the user is attacked while asleep, it counterattacks. It may also cause the target to Cringe, makingit

. I AR et | incapable of action.
Softhoiled ‘Normal | HP | NM_ 15  Alliesinroom | Restores the HP of the user and team members in the same room by one quarter of their maximum HP.

Solarbeam | Grass 24 | 100 9 | User,cutscorners | Theuser -gains the Solarbeam status, malung it attack strongly on the next turn.

| | Itisnot possible to link this move.

r51)_nI|:l:vn_;|'t_1___ _ Normal  SP 100 22_"'S-t'fﬁi'éﬁﬁi'ﬁém””"""""”M w'Inﬂiﬂs;1s-::tam-::untuf[lamage1;||1ﬂletg!ig_e_t__eni.-enatadislamm

| Spark Electric =~ 12 88 | 15 | Foeinfront | Inflicts damage on the target. It may also cause paralysis and prwentanvatla&ormwes

| SpiderwWeb Bug = 100 | 16  Foeinfront, cuts corners [ Inflicts the Leg Hold status on the target, making it incapable of movement.

Spikes "Ground | -~ | NM | 2 | Foor | Theuserplacesspikesunderfoot. The Spiked Tile inflicts damage on foes that steponit. |
Spike Cannon " Normal | 3(25) 70 | 17 | Straightline | Inflicts damage on the target, even at a distance. It hits two to five times in succession.

st Ghest - 100 15 Foeinfront | Zeroes the PP of the move last used by the target, making it unusable.

| Spit Up "~ Normal 20 88 | 12 Foeinfront  Inflicts damage on the target. Its power depends on how often the move Stockpile was used before,

| Splash Normal - | NM | 50 @ User Makesmeuserﬂogaroundasltmves.ﬁthere is another Pokémon

. _ . | whereit lands, both Pokémon are hurt.

' Spore ._.,_..........4:. Grass | —moﬁ 19 fg._ﬁ__s___i:ﬁ'%ﬁﬁl'ﬁm 7 Makesall the foesin the room gu tosleep. R
Steel Wing | Steel 14 90 | 10 Foeinfront | Inflicts damage on the target. It may also raise the user's Defense h','onelevel
Stockpile Normal @ - NM | 17 User Stm:kplles pawerfur up to three turns. The stored power boosts the performance of the moves

. - Swallow and Spit Up. —

' Stomp Normal | 12 | 90 | 17 | Foeinfrot ~ Inflictsdamage onthe target. I Itma\falsncatﬁethetargetmmnge,malﬂnglllncapableufamm '

5trer|gtll _________________ Normal = - 100 | 12 | Foeinfront - Hurls the target at another hostile Pokémon to inflict damage.

' string Shot Big | - | 75 | 16  Straightline | Reducesthe target's Movement Speedby one level, evenatadistance.

'us'iruggle | Normal 30 | 100 | -  Foeinfront - ' Inflicts damage onthe target However, the user also takes damage one quarter ofits maximumHP.

 Stun Spore TGrass | - 100 @ 17  Foeswithin1tile range Causes Paralysis in surrounding foes. A Pokémon affected by Paralysis is incapable of attacking

L | sl S

Submission  Fighting 15 84 | 17 Foeinfront ~ Inflicts damage on the target. However, it also damages the user.

| Substitute Nurmaj - 100 | -_T_E"Pekannn infrot The target gmnstiiéﬁéﬁﬁfﬁéﬁiﬁiﬁﬁﬁﬁ ii_thetafg‘g! of its fellow Pokémon.

‘SIITDH‘! Flre . - | Nm | 12 | Pokemon on fioor | Changes the dungeon floor's weather to Sunny overseveraltums. ]

' Supersonic | Nnmaai - 100 | 10 | Foeinfront,cutscorners | Inflicts the Confused status on the target, makingits attacks and movementserratic.

‘Superfang | Normal SP 100 17 Foeinfont Halvesthetargetskp.

' Superpower Fighting| 24 | 90 11 Foeimfront " Inflicts damage on the target. However, it also lowers the user's Attack and Defense by one level.

Surf Water 18 8 11 | Foeinfront ~ Inflicts damage onthe target. Inflicts double damage on a diving foe. M
Swagger  Normal - | 100 | 18  Foeinfront Inflicts the Confused status on the target, but also raises its Attack by twolevels. ,
swallow "Normal | HP | NM | 15 | User '"iiééiﬁféé'iﬁé'ﬁéiéﬁiﬁii'fﬁé'ﬁﬁ'féfﬁ”véféd'depends on how often the move Stockpile was used before.
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MOVE TYPE BA AC PP | RANGE EFFECI' |
Sweet Kiss Normal | - 100 15 | Foeinfront ' Inflicts the Confused status on the tatget, making its attacks and movements erratic.
Sweetscent Normal | - | 100 2 Foesinroom | Lowers the Evasionof foes inthesameroom by onellevel.
Swift Normal | 10 | NM 8  Foeinfront, cutscorners Inflicts damage on the target. It never misses.
SwordsDance  MNormal | -  NM_ 7 User  BooststheusersAttackbytwolevels.
Synthesis Grass HP | NM | 12 | User . Restores the user's HP. The amount of HP regained depends on the weather.
K T 7 R R S
Tail Glow Bug = | NM | 2 | User | Booststhe user's Special Attack by two levels. NG 5 L
Tail Whip Normal - | 100 22 Foeinfrot  Lowersthetarget'sDefensebyoneleve.
TakeDown Normal | 8 | 88 | 19 Feeinfrot | inflictsdamage onthetarget, butalsohurtsthewser.
Taunt " Dark - 100 20 Foeinfront Inflicts the Taunted status on the targeted Pokémon.
TeterDance  Normal | - 100 15 | Pokémononfioor | Inflicts the Confused status on all Pokémon onthe floor, making their attacks and movements erafic.
, 'félen«‘t i Psychic - NM 15  User ' Warps the user to another spot on the same floor. '
Thief (Dark | 2 | 100 | 20 Foeinfrot | Inflictsdamage onthe target. Italso snatches the target's hold item to makeit theuser's. |
Thrash Normal | 183 | 78 12 Pukémﬂﬂ al sn:Ie Attacks three times in random directions.
Thunder Electric | 24 | 73 9  Foeinfront ~ Inflictsdamage on the target. It may also cause Paralysis. Its accuracy is affected by the weather. Iteven
_ ~_hitsaPokémon that is flying or bouncing.
Thunderholt Electric | 18 84 10  Foeswithinltilerange | Damagesall foes around the user. It may also cause Paralysis and prevent any attacks or moves.
Thunderpunch Eledric 6 88 17 Foeinfront | Inflictsdamage on the target. It may also cause Paralysis and preventany attackor moves. |
' Thundershock Electric 1 8 17 Foeinfront - Inflicts damage on the target. It may also cause Paralysis and prevent any attack or moves.
ThunderWave Electric | - | 50 | 17 | Feeinfot | CausesParalysisin the target. A Pokémon affected hvPara!rﬁ!s_-_'_s!Eﬂ!?&'i'ﬁ.@tﬂttﬂ?&!qs_?fyﬁirléjﬁi@ﬁ___'
Tickle Normal - | 100 17 " Foe in front Reduces the target's Attack and Defense by one level.
‘Torment  Dark - | 100 16 Foeinfrot  Preventsthetargeted Pokémon, while it remains on the floor, from using the last move it used.
Toxic Poison | - | 100 12 Foeinfront Badly poisons the target. If a Pokémon is Badly Poisoned, it sustains damage over several turns.
‘Transform Nomal - NM 1 User | Theusergainsthe Transformed status. The user transformsinto a hostile Pokémon that appears
SRS <31 | _onthe floor.
R Psychic = - | 100 17  Foeinfront | Switches the user's held item with the target's held item. It only works if both Pokémon hold items.
' Triple Kick _Fighting| &3 | 70 15 Foeinfront ~ Kicksthe target three times. Its power rises with every kick.
Tr| Attack Normal 6 | 100 17 Foeinfront, cutscorners Inflicts damage on the target. It may also cause a Burn, Paralws or leave the target Frozen.
Twineedle 'Bug | 6x2 | 80 15 Straightline Hits the target twice, even at a distance. It may also leave the target Poisoned, SHUAl
i ! | damaging it over several turns. .
Twistr Dragon 8 90 15 Foeinfot ~ Inflictsdamage on the target. It may also cause the target to Cringe, making itincapable of action.
el e 1 { | Doubles damage on a flying or bouncing Pokémon.
Uproar "Normal | - | NM | 17 | Alliesinroom | Theuserand team membersin the room gain the Sleepless status, so they cannot fall asleep.
IO 11 171 10 ) SISO Malsoawakens sleeping members.
| Vacuum-Cut None SP | 100 7 | Foesinroom Inflicts damage on all foes in the room.
Vicegip _?!E!!'!'!i_l_[' 6 90 s TR __Infllcmdamageunthetarget
Vine Whip | Grass 8 88 15  Foeinfront ' Inflicts damage on the target.
VitalThrow ~ Fighting - NM 17 User | TheusergainsVital Throwstatus. Foes that attack the user are hurled at other foes. i
\'olt[aj:lde Electrlc 24 84 12 Stralght |II'IE " Inflicts damage onthe target even at a distance. However, it also hurts the user.
 Waterfall  Water % |88 . D | fmekhes @ @ 0t Ini_lyg__f._l_j_q_rggggpg_mg_t_a__rgg't_ _______________________________________________________ e ]
 WaterGun Water 5 | 8 17 Foeinfront, cutscorners Inflicts damage on the target.
Water Pulse | Water | 12 | 88 12 Straightline ~ Inflicts damage on the target, even at a distance. It may also leave the target Confused.
WaterSport Water | - NM 19 Pokémon on floor r_hanges the floor s status to Water Sport, which halves the power of Fire-type moves.
Water Spout Water | 30 84 12 Foeinfront ' Inflicts damage on the target. The higher the user's HP, the greater the damage.
WeatherBall ~ Normal 10 90 15 Straightline ' Inflicts damage on the target, even at a distance, using the weather's power.
\\‘hirlpml Water 2 78 17 | Foeinfront ] Inﬂlctsdamage onthe target. It ma',ralsu cause Constriction, malungme foe lnr.apahleofmuvemem.
B | b AN OB SRSED 2L | ilcidabledunapronadhiagles,. 0 e Dot e
Whirlwind Normal | - 100 27  Foeinfront Knocks thetarget ﬁwng. Ifthe target ‘hits awall or another Pukemon it sustains damage '
‘WideSlash ' Nome | 20 88 10  3tilesinfot  nflictsdamageonfoesonthe3tiles diagonally and directlyinfront.
Willowisp ~  Fre - 100 17 | Foeinfront, cutscorners Inflicts a Burn on the target. A Burn nflicts damage every few turns.
Wingattack  Flying | 6 | 95 | 2 | Foeinfront LT e T L i it
Wish Normal | - | NM | 15  User The user gains the Wish status. It boosts the user's HP recovery rate.
“ﬁﬂlﬂﬁ’# | water | - | NM 32|.|SEI' Buus!stheusersnefemehyune icee M
Wrap Normal | - 100 22 Foeinfront The user gains the Wrap status, and the Wrapped status is inflicted on the target.
___________________________________________ Both Pokémon become incapable of action.
Yawn  Normal | - | NM | 17 | ' Foeinint ..u;__Infllctsthe‘fawnmgstatusuntiletarget AVawnlngPakémonfatlsasleepsometrmeIaterww_”______‘_‘_
Zap Cannon Electric 20 73 9 Stralght line | Inflicts damage on the target, even at a distance. It also causes Paralysis, '
; preventing any attacks or moves.
L1 L= s 2 s £ T T

1 42 MINTENDO PLAYER'S GUIDE



STATUS CHANGES

Pokémon are susceptible to many status changes while exploring the
dungeons. Typically, an opponent Pokémon will use a move to cause a
status change. Status changes can be prevented in a variety of ways,

including via immunizing moves, held items, or abilities.

Altered Stats CAUSE: Charm, Sweet Scent, Screech, Counter, Fake Tears, Double Team, Harden,
Tail Whip, Sand-Attack, Growth, Amnesia, Growl PREVENT: Twist Band, Mist,
Hyper Cutter ability, Clear Body ability, White Smoke ability, Keen Eye ability
CURE: Wonder Tile

Because of moves, special abilities, etc., the Pokémon is weakened
in terms such as Attack, Defense, Special Attack, and Special
Defense. It is possible to heal this condition with a Wonder Tile, etc.
Moving to the next floor will also heal it.

Eaﬂli’f PﬂlSOﬂEd CAUISE: Toxic, Poison Fang, Synchronize ability PREVENT: Pecha Scarf, lllmlmunit.\r
ability, PSN-type, STL-type, Safegoard condition CURE: Pecha Berry
The Pokémon takes damage every two turns. It is alsu prevented fmm

regenerating HP. This condition does not disappear over turns. Heal it
quickly by using certain moves or items, or by going to the next floor.

The Pokémon stops moving for several turns and takes hits from
foes. In the end, it will strike back to cause double the damage it
took over that time.

The Pokémon's eyesight fails. It can't see the terrain, other
Pokémaon, or items on the ground. This condition lasts a set amount
of turns.

Buuncmg CAUSE: Bounce

The Pokémon has bounced high to ready its attack. On the next turn,
it will strike down to inflict damage.

Eis
L
Wiery
Burn CAUSE: Flamethrower, Ember, Flame Body ability, Magma terrain PREVENT: Water
Veil ability, FIRE-type, Safeguard condition, Water terrain CURE: Rawst Berry

The Pokémon takes damage every few turns from its burn. A burn
can be healed by going into water, using certain moves or items, or
by going to the next floor.

Charging CAUSE: Charge

The Pokémon is chargmg electricity. It boosts the power of an\r
Electric-type move used right after charging.

W CAUSE: Confuse Ray, Supersonic, Confusion, Totter Seed, Spin Trap
PREVENT: Persim Band, Own Tempo ability, Safeguard condition
i The Pokémon's sense of direction becomes completely scrambled.

Its moves and attacks will hit even team members. This effect lasts a
set amount of turns.

BATTLE MOVES / STATUS CHANGES

Basic Ways to Cure Status Changes

There are several ways to cure status changes. The easiest way is to
take the stairs to the next floor or leave the dungeon. Many status
changes wear off naturally after a brief period, and some Pokémon
have moves that will erase status conditions. Additionally, items heal
many of the conditions; one of the hest of those items is the Heal Seed,
which cures all conditions. If a fainted Pokémaon is brought back with a
Reviver Seed, any status changes will be removed, as well. Finally, if a
Pokémon already has a status condition, it cannot get another (with
the exception of the condition Confused).

m CAUSE: Whirlpool, Clamp, Bind, Sand Tomb, Fire Spin PREVENT: Safeguard condi-
tion CURE: A move or item that changes a Pokémon's location on the grid, such as
Rapid Spin, Teleport, Blowback Orh, Switcher Orb, or Warp Orb

The Pokémon becomes immobilized and sustains damage over sev-
eral turns. These effects last a set amount of turns.

Conversion 2 CAUSE: Conversion 2

If hit by a move, the Pokémon changes its type to one that is resist-
ant to the move's type. This condition lasts a set amount of turns.

The Pokémon counters any physical attack move or regular attack,
and inflicts the same damage it took from the foe. If the Pokémon
faints, it cannot hit back. This condition lasts a set amount of turns.

Cuweriﬂg CAUSE: Shocker Orb PREVENT: Safeguard condition

FEX The Pokémon is frightened, making it launch attacks and moves
Al completely backwards. If an ally is behind it, the backward attacks
and moves will hit. This condition lasts a set amount of turns.

W CAUSE: Pursuit, Counter
} ]

w CAUSE: Snore, Rock Slide, Astonish, Bite, Sky Attack, Extrasensory, Headbutt,
Twister, Needle Arm, Fake Out, Hyper Fang, Stomp, Bone Club, Rolling Kick
PREVENT: Inner Focus ability, Safeguard condition

The Pokémon's attacks and moves will all fail. This effect lasts a set
amount of turns.

w CAUSE: Allure Sead PREVENT: Safeguard condition

The Pokémon sees hallucinations. Other Pokémon and items on the
ground take on different apperances. This effect lasts a set amount
of turns.

w. CAUSE: Curse (GHO-types will lose half of their HP when used) PREVENT: Safeguard
—_— condition

The Pokémon takes heavy damage every several turns. This effect
lasts a set amount of turns.

ﬂnmkamnﬁtmrﬁfunnedintoadem?Pukélrmand:smedasafoeh\r
team members, It also becomes likely to draw the attention of foes. There
can only be one decoy on a floor. This effect lasts a set amount of turns.

Destiny Bond CAUSE: Destiny Bond

The Pokémon that Destiny Bond is used on will take the same
amount of damage as the Pokémon that used Destiny Bond on it.
This condition lasts a set amount of turns.
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for its attack. It will strike on the next turn to inflict damage.

CAUSE: Dive

for its attack. It will strike on the next turn to inflict damage.

Double Speed

The Pokémon's Movement Speed is boosted over its usual level.

(T P e T O CAUISE: Swift Swim ahirilr.chsumph.yrll ability

The Pokeémon is sped up. Its attack frequency has been boosted.

Encore CAI:ISIE: Encore PREiI'EHT: Safeguard tunﬂitiun

The Pokémon is prevented from using anything but the last move it
used. This effect lasts a set amount of turns.

CAUSE: Endure

8 | will hold on with just 1 HP, This effect lasts a set amount of turns.

Enraged CAUSE; Rage
The Pokémon's attack rises by one level each time it takes damage.
This effect wears off in a set amount of turns.

CAUSE: Odor Sleuth, Foresight PREVENT: Safeguard condition
The Ghost-type Pokémon's identity is revealed. Its type matchup
changes, making it weak against Normal- and Fighting-type moves.

' The Pokéman gains the ability to see unsprung traps and invisible
Pokémon. This effect wears off upon moving to the next floor,

Eyedrops CAUSE: Eyedrop Seed |

Flying p e o oA

turn, it will strike from the sky to inflict damage.
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Using the move Dig, the Pokémon has gone underground to prepare

Using the move Dive, the Pokémon has gone underwater to prepare

CAUSE: Agiit, Quick Seed CURE: A movementsiowing move, rap, or em

If the Pokémon takes damage that would usually cause it to faint, it

The Pokémon is preparing to attack from high in the sky. On the next :

FoausEnergy L e .

(3 '!t The critical-hit hate of the Pokémon's maves is boosted to the maxi-
?“"i mum. This effect lasts a set amount of turns.

8

ot

The Pokémon is preparing to use the move Focus Punch. On the next
turn, Focus Punch will be unleashed.

CALISE: Powder Snow, Tri Attack, Blizzard, Ice Punch, Ice Beam PREVENT: Magma Armor
ability, ICE-type, Safeguard condition CURE: FIRE-type moves such as Ember or Heal Wave
The Pokémon becomes frozen solid. While frozen, it will not take damage
from attacks and almast all moves. Fire-type moves can thaw out the
Pokémon and may inflict damage. This condition lasts a set amount of turns.

Grudge CAUSE: Grudge

fﬁ” "o If the Pokémon is defeated, its Grudge causes the victorious foe to

ik k- completely lose the PP of its last move. Its effect wears off upon

il S moving to the next floor.

e

Half Speed CAUSE: Bubble, String Shot, Constrict, Rock Tomb, Icy Wind, Scary Face,
Bubblebeam, Mud Shot, Cotton Spore, Rocky Orb, Slow Orb, Slow Trap, Paralysis

condition PREVENT: Safeguard condition CURE: Speed-increasing item or move

The Pokémon's Movement Speed is reduced from its usual level.

Hun gry Pal CAUSE: Hunger Seed PREVENT: Self-Curer I0) skill CURE: Food

The Pokémon becomes famished and unable to move.

Identifying CAUSE: Identify Orb

The Pokémon gains the ability to identify if other Pokémon are hold-
ing items or not.

Infatuated CAUSE: Attract, Cute Charm ability PREVENT: UﬁFiviﬁusamiitv. S&fegua-fd--ibnditioﬁ' :

The Pokémon becomes infatuated with the foe and stops doing any-
thing. It recovers after a set amount of turns.

U.II‘SE. Ingrain CURE: A m'me ﬁl iteﬁ1 lI’sat t-hangl-?'-s a F-‘clkému.n's; location on the.g.fid.
such as Rapid Spin, Teleport, Blowback Orb, Switcher Orb, or Warp Orb

The Pokémon lays down roots in the ground. It becomes immobi-
lized, but regenerates HP every several turns. These effects lasta
set amount of turns.

CAUSE: Invisihility Orb

The Pokémon becomes invisible and unnoticeable to other
Pokémon. This effect lasts a set amount of turns.

Leech Seed CAUSE: Leech Seed PREVENT: GRS-type, Safeguard condition CURE: Rapid Spin
{user only)

A Leech Seed is planted on the Pokémon. The Leech Seed drains the
Pokémon's HP every several turns. This effect lasts a set amount of turns,



Leg Hold CAUSE: Spider Web, Mean Look, Block, Arena Trap ability, Shadow Tagaability,
Magnet Pull ability. Grimy Food PREVENT: Safeguard condition CURE: A move or

| item that changes a Pokémon's location on the grid, such as Rapid Spin (user only),
Teleport, Blowback Orb, Switcher Orb, or Warp Orb

The Pokémon becomes immabilized, This effect lasts a set amount of turns.

This effect lasts a set amount of turns.

Long Toss CAUSE: Longtoss orb

If the Pnkemon throws an item, it will fl'.r until it hits an nbstal:le
This effect wears off upon moving to the next floor.

m I:.I.I.ISE Pukemun is aImos: uut of HP tlIRE. Uran Berry, Sltrus Berw

_. The Pukemun 5 HP is low frnm takmg damage. It is in danger. Do
t something to restore HP!

e
Maglc Coat CAUSE: Magic Coat
AREEERE The Pokémon will hnunte hack any move 1hat causes a status prob-
lem. This effect lasts a set amount of turns.

The Pokémon counters any physical attack move or regular attack, and
inflicts one quarter the damage it took from the foe. If the Pokémon
faints, it cannot hit back. This condition lasts a set amount of turns.

foe directly around it. If the Pokémon faints from the special attack,
it can't strike back. This condition lasts a set amount of turns.

The Pokémon bounces back any move before it strikes. Moves can
only be hounced hack if the foe is directly around the Pokémon. This
condition lasts a set amount of turns.

The Pokémon is pmtected fr-::-m any re-etuctlen of the stats Anatk
Defense, Special Attack, Special Defense, Accuracy, and Evasion. This
condition lasts a set amount of turns.

The Pokemnn Can move, attack and lse moves |n5|de wal!s and on
water, lava, or clouds. Beware—it will grow hungry faster while travel-
ing through walls. Its effect wears off upon moving to the next floor.

The Pnkemun is prevented frnm usmg any moves or items that
involve its mouth. Its effect lasts a set amount of turns.

The Pokémon takes only half the damage irnm speclal attack moves.

The Pokémon bounces hack the power of any special attack used by a

STATUS CHANGES

Nappmg | CAUSE: Rest PREVENT: !nsnmnrsmpe Insomnia ability, vital Spirit ahllltv
Nunsleeuer I{} sl-ull Slee;liess cundltmn

The Pokémon falls asleep and hecumes mcapahle uf an\r il{tltll‘l
Upan awakening, the Pokémon fully regains HP and heals from any
status pruhlems

N1ghtmare uuga Hléhtrﬁém PREVENT: Insomniscope, Insomia ability, Vital Spirit ability,
Nonsleeper Il;l skill, Safeguard or Sleepless condition

The Pokémon falls asleep and becomes incapable of any action. It

also takes damage upon awakening.

Paralysis CAUSE: Disable, Thunderpunth Lick, Stun Spore  Thunderbolt, Thundershock,
Thunder Wave, Glare, Dragonbreath, Static ability, Effect Spore ability
| PREVENT: lebEriIhllll'f Saleguartl l:u-ndltmn EUIIE Smellmgsall then Berryr

MMMEMWWMMﬂmmmmm
unusabie. Wonder Orbs also won't work, but other items will tts effects kst a set amount of tums.

Paused l:llISE Frenzv Plant Hrdm Cannun vaerbeam Biast Burn Imprlson rruanl aml
lt'p' {user onl'.l) Obsenrer Drh PREVENT: Safeguard condition

The Pekemun pauses aﬂd wat{hes without dmng aﬂvthmg else Thls
condition lasts a set amount of turns.

perigh Song CAUSE: Perish 55&}; PREVENT: Soundproof abilty, Safeguard condition

Any Pﬁkémon heanng Perish Song will faint in three turns.

Petrified CAUSE: Stun Sed, Siavawav orb, Petrrfv Orb PREVENT: Safeguard condition

The Pokémon becomes ml:apahle u! anv amnn Thls effed wears -:n‘f
if the Pokémon is hit by an attack or a move.

Pierce CAUSE: Pierce Orb

Aw.' |tem thrnwn b\r the Pnkéman will fly thruugh all obstacles.
including walls, until disappearing. This will affect all Pokémon in its
path. Its effect wears off upon moving to the next floor. |

UAHS&.Polsm Gas, PﬂlSﬂﬂ Pmntahlllty, Poison I'r:u} PItE‘mﬁ Pecna Scarf. !mmunmp !
':1IJ|I|t'.l PSN-type, STL-type, Safeguard or Badly Poisoned condition CURE: Pecha Berry

Poisoned

The Pokémcm takes damage every ten turns. It is also prevented from
regenerating HP. Poison does not disappear over turns. Heal it quick-
Iy by using certain moves or items, or by going to the next floor.

The Pokémon gains the ability to pmpomt the Iul:imuns of uther
Pokémon on the floor's map. This effect wears off upon moving to
the next floor.

TIIE Pokémnn will take no damage from attacks and moves. It will
also resist effects of moves. It may take damage from rocks, explo-
sions, etc. This condition lasts a set amount of turns.

The Pokémon ls preparmg l’ﬂ use the move l!azor Wmd Gn the next
turn, Razor Wind will be unleashed.
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W CAUSE: Reflect CURE: Brick Break

The Pokémon takes only half the damage from physical attack
maves and regular attacks. This effect lasts a set amount of turns.

Safeguar[j c.llISiSafeguard -
R The Pokémon is protected against all status problems. This effect
lasts a set amount of turns.

m CAUSE: Scanner Orb

The Pokémon gains the ability to pinpoint on the map the locations of

unclaimed items. This effect wears off upon moving to the next floor.

Set Damage CAUSE: Doom Desire, Future Sight

I‘ I .

The amuunt of damage |an|cted by the Pekemen 5 moves and regu
lar attack becomes set at a certain figure, This effect lasts a set
amount of turns.

The Pokemnn is preparlng o use the move SkuII Bash. Un the next
turn, Skull Bash will be unleashed.

The Pokémon is preparing to use the move Sky Attack. On the next
turn, Sky Attack will be unleashed.

w CAUSE: Sing, Grasswhistle, Hypnosis, Sleep Powder, Effect Spore ability, Sleep
Seed, Slumber Orb, Slumber Trap PREVENT: Insomniscope, Insomnia ability, Vital

| Spirit ability, Nonsleeper IQ skill, Safeguard, Sleepless or Napping condition

The Pokémon falls asleep and becomes incapable of any action. Its
effect lasts a set amount of turns.

set amount of turns,

The Pul:emun steals the effects of moves used by other Pokémon on
the floor. This effect lasts a set amount of turns.

Solarbeam CAUSE: Solarbeam

The Pokémon is preparing to launch the move Solarbeam. On the
next turn, Solarbeam will be unleashed.

Stair Spotter | CAUSE: Stairs Orb

The Pukemen gains the ahlllty tu plnpulnt the Ie-cat:tun uf the stalrs
on the map. This effect wears off upon moving to the next floor.
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The Pokémon becomes incapable of falllng asleep Its effect Iasts a

stg[kpﬂmg CAUSE: Stockpile CURE: Swallow, Spit Up (user only)

The Pnkemen is sturmg power with the move Stuckmle The mare
power Stockpiled, the more powerful the move Spit Up becomes. The
stored power is lost if the Pokémon goes on to the next floor.

The Pukemun 5 accuracv 01 moves and attacksis imsted 50 the\r
always hit. This effect lasts a set amount of turns.

Taunted CAUSE: Taunt PREVENT: Saleguard condition

'Hhen usmg moves or Wunder Drhs the Pokemnn mll unlyr use ul‘fen
sive ones that inflict damage. This effect lasts a set amount of turns.

Terrified CAUSE: Run Awav amllt\r Avoid Trouble or Get Awae tactic (teammates nhleJ """"
Stench ability PREVENT: Safeguard condition

The Pokémon is badly frightened. it will try to flee from other Pokémon.

Trangfgrmed uuse Transform - - -

The Pukemnn transf-::-rms mte a dafferent Pnkemun appearance-
wise. This effect wears off upon moving to the next floor.

The Pokémon counters any physical attack move or regular attack by
picking up and hurling the foe. If the Pokémon faints, it cannot retal-
iate with a throw. This condition lasts a set amount of turns.

The Pokémon's accuracy of moves and attacks is minimized so they
hardly ever hit. Even sure-hit moves may miss. This effect lasts a set
amount of turns.

The Pokémon regains HP faster than usual. This effect lasts a set
amount of turns.

CAUSE: Wrap (user only) CI.II!: A move or item that changes.a Pokémon's location
on the grid, such as Teleport, Bluwha[k Orh, Smttherﬂrh or Warp Orb

The Pokémaon wraps around the foe and mfllcts damage every sever-
al turns. During that time, the Pokémon is also incapable of doing
anything else. These effects last a set amount of turns.

CAUSE: Wrap (enemy) PREVENT: Safeguard or Wrap condition CURE: A move o
item that changes a Pokémon's location on the grid, such as Teleport, Blowback
Orh, Swnch-er L‘rrh u-r\'l'arp Drh

The Pokémon lswrappedh\rafoe lthecmnesmcapahleefactmam
takes damage every several turns. These effects last a set number of turns.

Wrapped

Vawmng cms: Yawn PREVENT: Insomniscope, Insomnia ability, Vital Spirit ability,
Nnnsleeper Il',l sklll nghtmare Safeguard Sleep. Nappmg urSIeepIaess condition

The Pokémon becomes drowsy and falls asleep after several turns




POKeDEX

Complete details of all the Pokémon you can find in
Pokémon Mystery Dungeon.




The Pokédex is a remarkable callection of information about every Pokémon that you'll encounter. Use it often to get

the most from the members of your rescue team.

—l POKEDEX NUMBER AND NAME:  —# IMPROVEMENT RATE:

Every Pokémon has a corresponding Each Pokémon's relative statistics are represented on a scale from one to
number for quick reference. Pokémon four, with one being the lowest and four being the highest compared to
veterans will recognize the Pokémon other Pokémon. In this example, Charmander’s best stats are Attack,
numbering system as the National Defense, and Special Defense, while its HP and Special Attack are not
Pokédex system from previous games. quite as stellar. Note that Speed is not measured—all Pokémon move at

the same rate in Pokémon Mystery Dungeon.

Level-lip Moves

HP B>
- |
. Defense N iETAL ' !
?:::Iatgﬂ?lli:p-uagm _ Special Attack >D> > > EE%%ILEE:;N | J
3 Size: BT T | Special Defense bbb B> e |
VITAL INFORMATION: LEVEL-UP MOVES:

A Pokémon's type is most important aspect of Pokémon combat.

Additionally, Pokémon also have one or two abilities that come into play—

for example, Charmander’s Blaze ability will increase the effectiveness of
Fire-type moves when Charmander’s HP dips below 1/3 of its maximum.
All Pokémon can traverse a normal dungeon floor, as well as one other
type of terrain, indicated by its terrain ability. The size of your team
depends on your maximum allowed number of Pokemon (indicated by the
Team Max number in each mission walk-through), as well as the individual

Pokemon's sizes (shown here).

HP [ & 3 J»
; Attack [ - = et
Type: Grass-Poison Defense [

Ability: Overgrow
Terrain Ability: Ground  sjze-mr 7 1

Special Attack =B >>

Special Defense b= b=

Pokémon learn moves automatical-
Iy when they reach certain levels.
Moves listed in green are special
moves—the strength of their
effects depends on a Pokémon's
Special Attack and Special Defense.

Level-lip Moves

TACKLE GROWTH
GROWL SYNTHESIS
LEECH SEED SOLARBEAM
VINE WHIP

POISONPOWDER
SLEEP POWDER
RAZOR LEAF
SWEET SCENT

~3 FRIEND AREAS AND LIKELIHOOD OF JOINING:
Before a Pokémon can join your party, it must have a
compatible Friend Area where it can stay. Also, some
Pokémon are more inclined to join you than others—
likelihood is rated from Very Likely to Very Unlikely. If a
Pokémon cannot be obtained, likelihood will be Never.

Friend Area - ML. Cleft Likely

« Potential hero or partner Pokémon
s Fiery Field 5F-8F

HOW TO GET POKEMON:
There are several ways to have Pokémon join your party.
You can befriend the Pokémon by encountering them on
specific levels of certain dungeons. Some Pokémnon will
join you if you're at a certain level or have a Friend Bow,
which increases your chance of having a Pokémon join
you. Many Pokémon can be obtained only by catching
their pre-evolved form and evolving it.

Friend Area - Beau Plains Likely

« Potential hero or partner Pokéman
= Joyous Tower 1F-5F

© vysaur TR T
Type: Grass-Poison Attack 2
ity:Ove Def N

Ability: Overgrow efense

Special Attack  B=D=p=[>

Terrain Ability: Ground gjzp. ]

Level-Up Moves

L1 TACKLE 122 RAZORLEAF
LI GROWL L?9  SWEET SCENT
Ll LEECHSEED |L38 GROWTH
14 GROWL L47  SYNTHESIS

L7  LEECHSEED L56 SOLARBEAM
L10  VINE WHIP

L5  POISONPOWDER

115 SLEEP POWDER

Ability: Overgrow
Terrain Ability: Ground  sjze-mgr T T

Special Attack -l

Special Defense b= [>

| Special Defense p»I>[>1> |
Hp - -
: Attack BB B
Type: Grass-Poison Defense >

Level-Uip Moves

L1 TACKLE L15 SLEEP POWDER
L1 GROWL L22  RAZDR LEAF

LI LEECHSEED L29  SWEET SCENT
L1 VINE WHIP L4l GROWTH

L4 GROWL 153 SYNTHESIS

L7 LEECHSEED L65 SOLARBEAM

LI0  VINE WHIP L99 FREHZ‘-.‘P!.ANI}

L5 POISONPOWDER

Friend Area - Beau Plains Very Unlikely

« Evolves from Bulbasaur at Level 16
« Western Cave 19F-27F
« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Beau Plains Never

+ Evolves from Ivysaur at Level 32

Ahility: Blaze

Hp b
. Attack (4 J 4 2
Type: Fire Defense >

Special Attack ==L

Terrain Ability: Magma  Sjzemmr T 1

Special Defense B> b=

Level-Up Moves

L1  SCRATCH [137 SLASH

[l GROWL |L43  DRAGOMN RAGE
L7  EMBER |149  FIRESPIN
L3 METALCLAW |

L10  RAGE

L19  SMOKESCREEN |
L25 SCARY FACE |
| B1  FLAMETHROWER |

Friend Area « Mt. Cleft Likely

+ Potential hero or partner Pokémon
* Fiery Field 5F-8F : i

Hp b
Atfack T
Type: Fire Defense ~ B-B-DD>

Ability: Blaze

Special Attack -

Terrain Ability: Magma  sjze-mr T

Special Defense b

Level-Up Moves

LI  SCRATCH 138 FLAMETHROWER
LI GROWL L41 SLASH

Ll  EMBER L48 DRAGON RAGE
L7  EMBER L55 FIRE SPIN

L3 METAL CLAW
L20 SMOKESCREEN

RAGE
] LZ7  SCARY FACE

Friend Area - Mt Cleft Very Unlikely

= Evolves from Charmander at Level 16
= Fiery Field 26F-29F
+ Leader must be Level 90, or Level 50 with Friend Bow
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POKEDEX (1-14)

HP NN N Level-Up Moves Friend Area » Mt. Cleft Mever
LI SCRATCH L20  SMOKESCREEN :
Toe: Fi 4 Attack B H Eﬁ%ﬂscneau {_ﬂ va 2iCE ’ Evolves from Charmeleon at Level 36
Ve: ire-Flying Defense o L1 HEATWAVE 136  WING ATTACK
Abiity: Blaze Special Attack  BeBe == 2 puetR " |153 DRAGONRAGE
Terrain Ability: Magma  jze- oot (7 EMBER [64 FIRESPIN
201 T 2 Special Defense p-p-p-p- | | I3 METALCLAW 199 BLASTBURN

HP > Friend Area - Turtleshell Pond Likely

Attack > | | %ﬂ"hﬁnp Eﬁ] Eiﬁ*ﬁf’éf}fﬁ « Potential hero or partner Pokémon
e s Defense BB L7  BUBBLE 147 HYDRO PUMP « Waterfall Pond 8F-12F
Ability: Torrent : L0 WITHDRAW
' Special Attack >-pe-pe-[> | | L3 WATERGUN

Terrain Ability: Water ~ sjze-mr T 1 ~ o
Special Defense B> | | 123 RAPIDSP

Hp . Level-Uip Moves Friend Area + Turtleshell Pond Very Unlikely
Attack e | |l TAKE 2 e + Evolves frorn- Squirtle at Level 16

Type: Water Defense .. L1  BUBBLE L37  RAINDANCE « Northwind Field 27F-29F

Ability: Torrent il » Leader must be Level 90, or Level 50 with Friend Bow

; L7  BUBBLE 153 HYDRO PiiMP
Special Attack  B-pe-B-[> | | o R

Special Defense p- - | | L12  WATER GUN

Terrain Ability: Water  sjze.mr [ 1

119 BITE
Hp LN Level-Up Moves Friend Area - Turtleshell Pond Very Unlikely |
L TACKLE L9 BITE y
Atack o o S B B g . Evolves from Wartortle at Leve_l 36 |
Type: Water Defense >ppp | |UI BUBBLE 131 PROTECT « Western Cave 89F-98F, Makuhita Dojo 3F (Team Hydro) ;
Ability: Torrent : I A e » Leader must be Level 90 with Friend Bow i
Special Attack B>B>B>L> | |7 gyl L68 HYDRO PUMP

Terrain Ability: Water  size. o 1 1 Special Defense B>B->-B> | [ L1 WITHORAW |19 HYORO CaNNOK
L1 WATER GUN

HP LN Level-Up Moves Friend Area - Mist-Rise Forest Likely

Attack DD | [ STRiNGsHor TN Gl 8 |
Defense >0 '

Type: Bug

Abllll‘_?‘: s::.'r:mm nd \ Special Attack  B-[C>[>[>
T, Size: BT T | Special Defense b > > >
. eooo | [ 1
Attack == [l et  Evolves from Caterpie at Level 7 !
Type:Bug Defense » >0 T, Mo T i
Ability: Shed Skin : + Leader must be Level 90, or Level 50 with Friend Bow
in Abilitv: Ground X Special Attack  B>-[>[>[>
g Size: BT T | Spocial Defense > > > >
o eoos | D |
e Attack . Hn Eg::ﬂg:gn ﬁ?} S’E;’Eéﬁ:*m « Evolves from Metapod at Level 10
Type: Bug-Flying Defense B[ | |3 POSONPOWDER | L47 SILVERWIND

- LS SLEEP BOWDER
5|]ECI31 Mtatk i i L18 SUPERSOMIC i
Special Defense p»-[>[>> 123 WHIRLWIND |

Ability: Compoundeyes
Terrain Ability: Float Size: T 11

L28  GUST

' HP N Level-lip Moves Friend Area - Mist-Rise Forest Likely
Attack P ﬂ E?éfgg SSJIIJNIG » Silent Chasm 1F-6F, Mt. Thunder 1F-4F, Joyous Tower 28F-
Defense B> 34F

Special Attack  B-C>[>[>
Special Defense = [>[>>

Type: Bug-Poison
Ability: Shield Dust
Terrain Ability: Ground  Sjze.mr T 1

Special Attack _B>0>>0> |
Special Defense p»C>[>[> |

Terrain Ability: Ground  Sjze- g 7 1

Hp > Level-Up Moves Friend Area - Mist-Rise Forest Very Unlikely |

L1 HARDEN : ,

; 5 Attack | e | |17 varoe Evolves from Weedle at Level 7 |
Type: Bug-Poison Defense PO | - Joyous Tower 9F-13F i |
Ability: Shed Skin | « Leader must be Level 90, or Level 50 with Friend Bow i
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Hp RS Level-Up Moves Friend Area - Mist-Rise Forest Never
Attack Bebapepe [ i ARLATEY LI ENCRR - Evolves from Kakuna at Level 10
it gy e D5 ||l ROERE
e Special Attack  W-[>[>[> | |15 RacE
in Ability: ; U
TerrainAbiity: Float.  Size: WCTT | Spocipefonse w o> | |1 BMssue
| L4D  AGILITY
HP p[;;,[;,[:- Level-Up Moves Friend Area + Flyaway Forest Likely

s Attack B | Db |1 WRRORMOYE | - Howling Forest OF-13F
Type: Normal-Flying Dol el TR : |
Ability: Keen Eye - LI3  QUICK ATTACK | :
oAbt Special Attack  >-pepe[> | | L7 WHIRLWIND | -
Terrain Ability:Ground  Spemr T T | S L5 WING ATTACK |

Special Defense P[> | 39 ;Eﬁ[';%mﬂﬁ

+ Leader must be Level 90, or Level 50 with Friend Bow

Ability: Keen Eye
Terrain Ability: Ground  sjze-mr T 1

HP [N NN Friend Area - Flyaway Forest Very Unlikely
L1 TACKLE |134 FEATHERDANCE | . ;
Type: Flyi Attack P> | I SANDATTACK L83 AGILITY i:'ﬁl:ﬁg f:josz:dgFev atLevel 18
ype: Normal-Flying Defense . t:li gr:g_mm | 152 MIRRORMOVE | =Mt Thunder 2F-5
|

Special Attack_ B-B-I>> | | 1%y Gy ariack

i L20  WHIRLWIND
Special Defense [>[>[> e ‘ :,

Hp NN Level-Up Moves Friend Area « Flyaway Forest Never
Ll TACKLE 127 WINGATTACK | . i
H Attack . [l SANDATTACK | L34 FEATAERDANCE | Evolves from Pidgeotto at Level 36
Type: Normal-Flying Delence B | | GusT L48  AGILITY ;
Ahlllt" Keen E.'.e L1 QUICKATTACK |L62 MIRROR MOVE |

Special Attack -pe-pe-[> | | 13 SANDATTACK |
|

5 L13  QUICK ATTACK
Special Defense p»-p-C>> | | 0 QHERATEE

Terrain Ability: Ground iz mr T 1T

HP T Level-Up Moves Friend Area - Wild Plains Sometimes

Ll TACKLE Hitiit -3F, Wi i
i T e H‘ wkﬁﬁm : Thunderwave Cave 1F-3F, Wish Cave 5F-7F
: Normal Defense PP |3 HYPERFANG

Ability: Run Away/Guts
Terrain Ability: Ground  sjze- @ T

Special Attack  B=[>[=[> '[52 ;ﬂggaﬁﬂikﬁ‘fi
Special Defense - p-[=[> | | L34 SUPER FANG

L4l  ENDEAVOR |

Hp [ - Level-Up Moves Friend Area - Wild Plains Never
LI TACKLE L50 ENDEAVOR |

Attack [N . U TAILWHIP ! « Evolves from Rattata at Level 20

LI QUICK ATTACK | |
Defense P | QuickaTTACK | ’
Special Attack  Be-pepe[> | | L3 HYPERFANG |

: 130  PURSUIT
Special Defense p-p-p-[> | | B0 CEeol e

Ability: Run Away/Guts
Terrain Ability: Ground  jse. @ 1 1

Hp S Level-Up Moves Friend Area - Ravaged Field Likely
- Attack e L3 AGlLTY * Mt. Steel 1F-4F, Pitfall Valley 4F-9F
s deerse S pD ||l G

Ability: Keen Eye

i L19  PURSUIT
Terrain Abiity: Ground o Special Attack B>

L25  AERIAL ACE

: 131  MIRROR MOVE
Special Defense -p-p-[> | | L3 MIRRORM

Level-Up Moves
Attack P[> L PECK L40  DRILL PECK « Evolves from Spearow at Level 20

HP > | Friend Area - Ravaged Field Never

| lu  crowL 147  AGILITY
U LEER
Defense -1 ‘ Ry
Specal Attack ®>D>C>D> | | 115 iRy arrack

i | |26 PURSUIT
Special Defense == >> [ 1% WIRROR MOVE

Type: Normal-Flying
Ability: Keen Eye
Terrain Ability: Ground  Sjzemr T T

| wp e | Friend Area- Wild Plains Likely
; L1 WRAP L37  SWALLOW . 3

| e [ S |55 | camotcachontestencouter

| Defense > |

Special Attack P[>

_ Specialnefenseh-bbl}[ R A
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w____ el
Mak PP
Defense [ =g

Special Attack  =p[>[>
Special Defense B - P >

ACID
STOCKPILE
SWALLOW
SPITUP
HAZE

Type: Electric
Ability: Static
Terrain Ability: Ground

HP [ Ze=g
Attack (2 4 4 4
Defense b

Special Attack b

Special Defense === b=

Type: Electric
Ability: Static
Terrain Ability: Ground

| HP B B -
| Attack >
| Defense (2 2 2 2

Special Attack e

| Special Defense bbb -

Level-Lip Moves

LI WRAP 138
Ll LEER [ Laé
LI POISONSTING |Ld6
L1 BITE | 146
L8 POISON STING | 156
13 BITE

20 GLARE ;

L28 SCREECH :
Level-Up Moves

L THUNDERSHOCK | L33
LI GROWL L1
L6 TAIL WHIP L50
L8 THUNDER WAVE

LIl QUICK ATTACK

L15 DOUBLE TEAM

L20  SLAM

L26 THUNDERBOLT

AGILITY
THUNDER
LIGHT SCREEN

u
L1
L
u

THUNDERSHOCK
TAIL WHIP

QUICK ATTACK
THUNDERBOLT

Type: Ground
Ability: Sand Veil
Terrain Ability: Ground

| HP -0 |
Attack Ty
Defense (g d 4 2

Special Attack =P

Special Defense o[>

Level-Up Moves

L1

LE

L1l
L17
L23
L30
L37
L45

SCRATCH 153
DEFENSE CURL
SAND-ATTACK

PDISON STING

SWIFT |
FURY SWIPES |
SAND TOME

SANDSTORM

Type: Ground
Ability: Sand Veil
Terrain Ability: Ground

HP
Attack [ 3 3 e
Defense B b b

Special Attack P> [>
Special Defense be - b

.

Level-tp Maves

L1
11
L1
L&
L11
L17
L24
L33

SCRATCH | 142
DEFENSE CURL | L52
SAND-ATTACK | L62
DEFENSE CURL |
SAND-ATTACK |
POISOM STING |
SLASH |
SWIFT

FURY SWIPES |

SAND TOMB |

SANDSTORM

Type: Poison
Ability: Poison Point
Terrain Ability: Ground

HP | g
Attack [ _d=dndes
Defense | =gt

Special Attack  B-[>C>[>
Special Defense = p[>>>

Level-Up Moves

L1

| L1

I8
| 7

r—
=
o

| 20
| 123
130

138
L47

GROWL
SCRATCH

TAIL WHIP
DOUBLE KICK |
POISON STING
BITE i
HELPING HAND
FURY SWIPES |

FLATTER
CRUNCH

Type: Poison
Ability: Poison Point
Terrain Ability: Ground

HP [ g
Attack =0
Defense >

Special Attack  B=[=[>T>
Special Defense o= [>[>

Level-Uip Moves

|

L1

| L8
| L12

L18
L22

| L26
| L34

GROWL
SCRATCH

TAIL WHIP
DOUBLE KICK
POISON STING
BITE

HELPING HAND
FURY SWIPES

143
153

FLATTER
CRUNCH

Type: Poison-Ground
Ability: Poison Point

HP
Attack | e
Defense | =S

Special Attack  pepe>[>

Terrain Ability: Ground

| Special Defense B> >

Level-lp Moves

|11 SCRATCH

L1 TAILWHIP

{11 DOUBLE KICK
L1 POISON STING
122  BODY SLAM
143 SUPERPOWER

Type: Poison
Ability: Poison Point
Terrain Ability: Ground

HP g
| Attack | e
| Defense B>

Special Attack  BC>[>[>
Special Defense p-[>[>[>

Level-Up Moves

L1
L1
L8
L1z
L7
L20
L23
L30

L38
L47

LEER

PECK

FOCUS ENERGY
DOUBLE KICK
POISON STING
HORN ATTACK
HELPING HAND
FURY ATTACK

FLATTER
HORN DRILL

POKEDEX (15-32)

Friend Area - Wild Plains Never

= Evolves from Ekans at Level 22

Friend Area - Energetic Forest

« Potential hero or partner Pokémon

« Evolves from Pichu when 1Q reaches 6 stars

= Lightning Field 6F-10F

- Leader must be Level 90, or Level 50 with Friend Bow

Very Unlikely

Friend Area - Energetic Forest
« Evolves from Pikachu with Thunderstone

Friend Area » Furnace Desert

Likely

= Magma Cavern 1F-6F, Buried Relic 36F-59F, Desert Region
1F-6F, Joyous Tower 68F-73F

Friend Area - Furnace Desert Never

« Evolves from Sandshrew at Level 22

Friend Area - Safari Likely

» Thunderwave Cave 1F-3F

Friend Area - Safari Very Unlikely

+ Evolves from Nidoran® at level 16
« Lapis Cave 4F-8F, Wish Cave 47F-50F
+ Leader must be Level 90, ar Level 50 with Friend Bow

Friend Area - Safari Never

« Evolves from Nidorina with Moon Stone

Friend Area - Safari
= Mt. Thunder 1F-4F, Wish Cave 33F-37F

Likely
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Type: Poison
Ability: Poison Point
Terrain Ability: Ground

Type: Poison-Ground
Ability: Poison Point
Terrain Ability: Ground

Ability: Cute Charm
Terrain Ability: Ground

Type: Normal
Ability: Cute Charm
Terrain Ability: Ground

Type: Fire
Ability: Flash Fire
Terrain Ability: Magma

Ability Flash Fire
Terrain Ability: Magma

Ability: Cute Charm
Terrain Ability: Ground

Ability: Cute Charm
Terrain Ability: Ground

Type: Poison-Flying
Ability: Inner Focus
Terrain Ability: Float
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HP ==
Attack g
Defense | el

Special Attack >0
Special Defense >

Level-Up Moves

LEER L43  FLATTER
PECK L53  HORN DRILL
FOCUS ENERGY

DOUBLE KICK

POISON 5TING

HORN ATTACK

HELPING HAND

FURY ATTACK

HP [ et
Attack >
Defense | 3 e

Special Attack B>pe>0>
Special Defense >

L1
L22
L43

PECK |
FOCUS ENERGY |
DOUBLE KICK |
POISON STING |
THRASH =
MEGAHORN

HP [ g2
Mﬂ" [ _deded 2
Defense [ g s

Special Attack  B»[>[>>
Special Defense = e[ [

Level-Uip Moves

L1
L1
L5
L9
L13
L17
L21
L25

POUND L29 METRONOME

GROWL 133 COSMIC POWER |
ENCORE |37 MOONLIGHT |
SING |L41  LIGHT SCREEN |
DOUBLESLAP [ L45 METEOR MASH |
FOLLOWME | |
MINIMIZE

DEFENSE CURL

HpP ==
Attack [ 2 e
Defense [ e

Special Attack B=pe[>[>
Special Defense b= |

Level-Up Moves

L1
L1
L1
L1

SING
DOUBLESLAP
MINIMIZE
METRONOME

HP b |

Attack -
Defense B

Special Attack B b~

Special Defense i[>

Level-lUp Moves

L1
L5
L9
L13
L17
L
L25
L2

EMBER L33 SAFEGLUARD
TAIL WHIP L37 GRUDGE
ROAR L41 FIRESPIN
QUICK ATTACK

WILL-0-WISP

CONFUSE RAY

IMPRISON

FLAMETHROWER

HP | 4 Pt
Attack ot
Defense [ e

Special Attack BT[>
Special Defense B[

Level-Up Moves

|
| u
|u
| L
| L45

EMBER

QUICK ATTACK
CONFUSE RAY
SAFEGUARD
FIRE SPIN

HP [ 3 e
Attack [ g o g
Defense [ _e=dd

Special Attack >
Special Defense B [>[>[>

Level-Up Moves

L1
L4
L9
L4
LI9
L24
L29
L34

SING 1139 MIMIC
DEFENSECURL | L44 HYPER VOICE
POUND | L49 DOUBLE-EDGE |
DISABLE | |
ROLLOUT | |
DOUBLESLAP | |
REST | |
BODY SLAM | |

HP
Mack BB |
Defense |

Special Attack e[ |

Level-Up Moves

L1
L1
L1
LI

SING

DISABLE
DEFENSE CURL
DOUBLESLAP

Size: T T71 | Special Defense p»[>I>[> |
| HP SN Level-Up Moves
ek wobi (1S | e
Defense PSS | |Ll SUPERSONIC

Size: 1 17

Special Attack  B=r=[C=[>

| Special Defense »>>[>

L16
L2l
L26
L3l
Li6

BITE

WING ATTACK
CONFUSE RAY
AIR CUTTER
MEAN LOOK

Friend Area - Safari

+ Evolves from Nidorand’ at Level 16
+ Lapis Cave 4F-8F, Wish Cave 47F-50F

Very Unlikely

* Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Safari

+ Evolves from Nidorino with Moon Stone

Friend Area - M{. Moonview
« Evolves from Cleffa when IQ reaches 6 stars

+ Joyous Tower 9F-14F

Mever

Very Unlikely

» Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Mt. Moonview

+ Evolves from Clefairy with Moon Stone

Friend Area - Darkness Ridge

- Fiery Field 1F-4F

Friend Area - Darkness Ridge

= Evolves from Vulpix with Fire Stone

Friend Area - Sky Blue Plains

* Evolves from Igglybuff when IQ reaches 6 stars
« Wish Cave 1F-4F, Joyous Tower 1F-3F

Never

Likely

Very Unlikely

= Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Sky Blue Plains
» Evalves from ligglypuff with Moon Stone

Friend Area - Echo Cave

« Lapis Cave 1F-3F, Murky Cave 1IF-5F

Never

Likely



Type: Poison-Flying
Ability: Inner Focus
Terrain Ability: Float

HP >

Mtack -0
Defense B>

mmmmkpbp%
Special Defense B> >~

SCREECH | L28
LEECH LIFE | L35
ASTONISH | L42
SUPERSONIC L49
ASTONISH L56
SUPERSONIC

BITE

WING ATTACK

CONFUSE RAY
AIR CUTTER
MEAN LOOK
POISON FANG
HAZE

Type: Grass-Poison

Ability: Chiorophyll
Terrain Ability: Ground

| Special Defense B>

HP [ =g
Attack g
Defense o _ede
Special Attack B[

Type: Grass-Poison

Ability: Chlorophyll
Terrain Ability: Ground

Type: Grass-Poison
Ability: Chlorophyll

| HP -

| Attack 0>
| Defense > [>

| Special Attack B»[>I>[>

Special Defense >

L16
L18
123
132

SWEET SCENT
POISONPOWDER
STUN SPORE
SLEEP POWDER
ACID
MOONLIGHT
PETAL DANCE

Level-Up Moves
Ll ABSORB
L7

L4

ABSORB
SWEET SCENT
POISONPOWDER

L35
La4

SWEET SCENT
POISONPOWDER
STUN SPORE
SLEEP POWDER
ACID

MOOMLIGHT
PETAL DANCE

w____ P>
Attack PS> |
Defense > |

Special Mtack  B»-C>0>0>

Terrain Ability: Ground

Special Defense p»[>[> >

ABS0RB
AROMATHERAPY
STUN SPORE
MEGA DRAIN
PETAL DANCE

Type: Bug-Grass
Ability: Effect Spore
Terrain Ability: Ground

HP | o s
Attack -
Defense [ 2

Special Attack = p=-p=[>
Special Defense b b [>

SCRATCH
STLUN SPORE
POISON

LEECH LIFE
SPORE
SLASH
GROWTH
GIGA DRAIN

| 149

Friend Area - Echo Cave

POKEDEX (33-50)

Very Unlikely

= Evolves from Zubat at Level 22
= Lapis Cave 11F-14F, Buried Relic 1F-4F, Wish Cave 46F-50F,

Murky Cave 6F-10F

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Jungle

« Sinister Woods 1F-4F, Wyvern Hill 13F-20F

Friend Area « Jungle

Very Unfikely

+ Evolves from Oddish at Level 21

= Silent Chasm 1F-9F

= Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Jungle

Never

= Evolves from Gloom with Leaf Stone

Friend Area - Mushroom Forest

AROWATHERAPY | . Silent Chasm 7F-OF

1
1

Ability: Effect Spore
Terrain Ability: Ground

HP g

Attack =0
Defense [ g2

Special Attack B>

;
|

SCRATCH | L43
STUNSPORE | L51
POISONPOWDER | L59
STUN SPORE

POISON
LEECH LIFE
SPORE
SLASH

GROWTH
GIGA DRAIN
AROMATHERAPY

Ability: Compoundeyes
Terrain Ability: Ground

HP e
Attack | ey
Defense g

Special Attack  ==-C>>
Special Defense i >

TACKLE L33
DISABLE L36
FORESIGHT L41
SUPERSONIC
COMFUSION
POISONPOWDER
LEECH LIFE

STUN SPORE

PSYBEAM
SLEEP POWDER
PSYCHIC

Type: Bug-Poison
Ability: Shield Dust
Terrain Ability: Float

| Special Attack =l [>
§5MWWMQPPDD

HP g g
Attack [ g g e
Defense -

L
L7

SILVERWIND | L25
TACKLE L28
DISABLE L3l
SUPERSONIC | L36
FORESIGHT L42
SUPERSONIC | L52
COMFUSION
POISONPOWDER

LEECH LIFE
STUN SPORE
GUST
PSYBEAM
SLEEP POWDER
PSYCHIC

Type: Ground
Ability: Sand Veil /Arena Trap

HP
Mack  »D>ED
Defense | d =S

Special Attack B> |

Terrain Ability: Ground

Size: T 11

Special Defense B> > |

Level-

L1
L1
L5
L9
L17
L21
L25
L33

Up Moves

SAND-ATTACK
SCRATCH
GROWL
MAGNITUDE
DG

FURY SWIPES
MUD-SLAP
SLASH

L41
L49

EARTHQUAKE
FISSURE

Friend Area » Mushroom Forest

Never

+ Evolves from Paras at Level 24

Friend Area - Secretive Forest

« Western Cave 1F-3F, Uproar Forest 1F-5F, Murky Cave 1F-5F

Friend Area - Secretive Forest

Often

Never

» Evolves from Venonat at Level 31

Friend Area - Boulder Cave

often

« Southern Cavern 1F-7F, Joyous Tower 4F-6F
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Type: Ground
Ability: Sand Veil /Arena Trap

Type: Normal
Ability: Pickup
Terrain Ability: Ground

i . | Special Attack B>I>>[> |
gnonghoili, o T ———y

L9  MAGNITUDE
DIG
L21  FURY SWIPES

_
1 L25

TRIATTACK MUD-SLAP
Attack BP0 | [ ScrATCH 126 SAND ToMB
Ll SAND-ATTACK |L H
| Defense >y 1 U GROWL {51 EARTHQUAKE
(5  GROWL 164 FISSURE

B —
1
]
]

HP B>
Attack B
Defense [ g e
Special Attack =P >

| Special Defense == -

SCRATCH L43
L10  BITE

L18  PAY DAY

125  FAINT ATTACK

131  SCREECH

L36 FURY SWIPES

L40 SLASH

L1  GROWL L45

Level-
L1

FAKE OUT
SWAGGER

Type: Normal
Ability: Limber
Terrain Ability: Ground

| Hp b

Attack [ g e
Defense [ ¥ s

Special Attack -
Special Defense bbb

L1 SCRATCH L49
LI GROWL L35
L1 BITE L6l
L0 BITE
L18  PAY

DAY
L25  FAINT ATTACK

| 134 SCREECH
{ L42  FURY SWIPES

SLASH
FAKE QUT
SWAGGER

Type: Water
Ability: Damp/Cloud Nine
Terrain Ability: Water

HP [ 4 d Jg
Atack (J 2 4 2
Defense B - -

Special Attack b
Special Defense ===

L1 WATERSPORT |L50
L1 SCRATCH |
L5  TAILWHIP

| LI6  CONFUSION

| 123 SCREECH

[ 131 PSYCHUP

| L40  FURY SWIPES

L10  DISABLE ‘

HYDRO PUMP

Type: Water
Ability: Damp/Cloud Nine
Terrain Ability: Water

WP | d o 4
Mtack | d d 2
Defense 4 4 42
Special Attack = ===
Special Defense bbb

Level-Uip Moves

LI WATERSPORT L3l

LI SCRATCH | L44
| L1 TAILWHIP | L38
| L1 DISABLE
| L5 TAIL WHIP
| L10  DISABLE
| L16  CONFUSION

| 123 SCREECH

PSYCH UP
FURY SWIPES

HYDROPUMP |

TypeFighting
Ability: Vital Spirit
Terrain Ability: Ground

HP >0
Attack [ e
Defense | =gl

Special Attack  B[>>>
Special Defense B [>[>[>

Level-Up Moves

L1 SCRATCH | L136
L1 LEER | L41
L6 LOWKICK | L46

L1l KARATECHOP |
L16  FURY SWIPES

| L21  FOCUS ENERGY

L26  SEISMIC TOSS
L3l CROSSCHOP |

SWAGGER
SCREECH
THRASH

Ability: Vital Spirit
Terrain Ability: Ground

HP | ey
Attack [
Defense [ el s

Special Attack  B=C>[=[>
Special Defense p»-[>[>[> |

Level-Up Moves

LI SCRATCH |L26 SEISMICTOSS |
LI LEER | 128 RAGE |
LI LOWKICK |35 CROSSCHOP

LI RAGE L44  SWAGGER

L6 LOW KICK L53  SCREECH

L11  KARATECHOP |L&62 THRASH

L16  FURY SWIPES
L21  FOCUS ENERGY

Type: Fire
Ability: Intimidate/Flash Fire
Terrain Ability: Magma

| Special Defense > p»0>[> |

HP b |
Attack | e
Defense | g e

Special Attack > [>[>

Level-Up Moves

L BITE L43
Ll ROAR L49
L7 EMBER

L3

LEER
L19  ODOR SLEUTH
L25 TAKE DOWN
L3l  FLAME WHEEL
L37 HELPING HAND

AGILITY
FLAMETHROWER

WP >
Attack oo
Defense | el

Special Attack  p>[>[>

Terrain Ability: Magma

Size: T 11
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Special Defense e [

Level-Up Moves
11 BITE

1  ROAR

L1  EMBER

L1 ODORSLEUTH
149 EXTREMESPEED

Friend Area - Boulder Cave

= Evolves from Diglett at Level 26

Friend Area - Energetic Forest

= Potential hero Pokémon
» Western Cave 3F-6F

Friend Area - Energetic Forest

« Evolves from Meowth at Level 28

Friend Area « Turtleshell Pond

= Potential hero Pokémon
* Joyous Tower 9F-12F

Friend Area - Turtleshell Pond

!

= Evolves from Psyduck at Level 33

Friend Area - Energetic Forest
= Uproar Forest 8F, 9F

+ Cannot catch on first encounter

Friend Area - Energetic Forest

+ Evolves from Mankey at Level 28

Friend Area - Scorched Plains
s Mt. Thunder 9F, 10F; Mt. Thunder Peak 1F, 2F

Friend Area + Scorched Plains

+ Evolves from Growlithe with Fire Stone



Type: Water

Terrain Ability: Water

WP

>
| Attack >0
| Defense >

| SpecialAttack B>I>>>

Size: T 1 j Special Defense B>->[>[> |

Level-Up Moves

L1
L7
L1

143

BUBBLE
HYPNOSIS
WATER GUN
DOUBLESLAP
RAIN DANCE
BODY SLAM
BELLY DRUM
HYDRO PUMP

POKEDEX (51-68)

Friend Area - Tadpole Pond Somewhat Likely

« Silent Chasm 5F-9F, Northwind Field 1F-4F, Waterfall Pond
1F-5F

Type: Water
Ability: Water
Terrain Ability: Water

HP | o i
Attack | e
Defense [ _ded s

Size: BN T 11

Special Attack > I>[>[> |
Special Defense B> [>>

Level-Up Moves

L1
L1
L1
L7
L13
L19
L27
L35

BUBBLE L43
HYPNOSIS L51
WATER GUN
HYPNOSIS

WATER GLUIN
DOUBLESLAP

RAIN DANCE

BODY SLAM

Friend Area » Tadpole Pond Very Unlikely

» Evolves from Poliwag at Level 25
= Northwind Field 10F-16F, Waterfall Pond 9F-13F
+ Leader must be Level 90, or Level 50 with Friend Bow

BELLY DRUM
HYDRO PUMP

Type: Water-Fighting
Ability- Water Absorb/Damp

Terrain Ability: Water  sjze. g 1 1

Hp [ S
Attack >
Defense [ e

Special Attack B[ [>[>

Special Defense b [>[>[>

Level-Up Moves

L
L1
L1
L1
L35
L51

WATER GUN
HYPNOSIS
DOUBLESLAP
SUBMISSION
SUBMISSION
MIND READER |

Friend Area - Tadpole Pond

+ Evolves from Poliwhirl with Water Stone

Type: Psychic
Ability: Synchronize/Inner Focus

Terrain Ability: Float Size: T

| g

Hp
Mtack o
Defense [ 3 & ==

Special Attack  B-[>[>0>

Special Defense b= = - [

Level-Up Moves

L

TELEPORT

Friend Area - Decrepit Lab Likely

« Buried Relic 10F, 20F, 30F; Wish Cave 38F-42F; Solar Cave
IF-8F

Ability: Synchronize/inner Focus

Terrain Ability: Ground  Sjze. g T 1

HP | =l
Attack | g
Defense >

Special Attack  B-[>[>>

Special Defense B>

Level-Uip Moves

L1
L
L

L1&
LI8
121
123
| L25

TELEPORT L30
KINESIS L33
CONFUSION Li6
CONFUSION L43
DISABLE

PSYBEAM

REFLECT

RECOVER

Friend Area - Decrepit Lab

+ Evalves from Abra at Level 16

+ Wish Cave 46F-50F, Buried Relic 40F-49F, Solar Cave 13F-
20F

» Leader must be Level 90, or Level 50 with Friend Bow

Very Unlikely

FUTURE 51GHT
ROLE PLAY
PSYCHIC
TRICK

Type: Psychic
Ability: Synchronize/Inner Focus

Terrain Ability: Ground  Sjze- g T 1

Hp B>
Attack P00
Defense [ =S -

Special Attack  B[>[>>

Special Defense B>

Level-Up Moves

L1
L1
L1
Li6
L18
L21
L23
L25

TELEPORT L30
KINESIS L33
CONFUSION L35
CONFUSION L43
DISABLE

PSYBEAM

REFLECT

RECOVER

Type: Fighting
Ability: Guts
Terrain Ability: Ground

Size: BT | Gpocial Defense bbb b

| HP >
| Attack -
i Defense [ g J 2

| Special Attack bbb

Level-Up Moves

L1
L
L7
L3
L9
L22
L5
L3l

LOW KICK 137
LEER L40
FOCUS ENERGY | L43
KARATE CHOP | L49
SEISMIC TOSS
FORESIGHT

REVENGE

VITAL THROW

Friend Area - Decrepit Lab Never
FUTURE SIGHT . i i
e Evolves from Kadabra with Link Cable
PSYCHIC
TRICK
Friend Area - Mt. Discipline Likely

SUBMISSION ‘. i 3

et Potxl?nt!al h.lero Pukem_on

SCARY FACE « Buried Relic 4F-8F; Wish Cave 17F-19F, 21F-25F
DYNAMICPUNCH

Type: Fighting
Ability: Guts

Terrain Ability: Ground Size:l T 1

HP & 4 =g
Attack [ 2 4 g
| Defense (4 4 gvg

| Special Attack »>p-p>r>

Special Defense === |

Level-Up Moves

L1
L1
L
L7
113
L19
L22

LOW KICK
LEER

FOCUS ENERGY
FOCUS ENERGY
KARATE CHOP
SEISMIC TOSS
FORESIGHT
REVENGE

Friend Area « Mt. Discipline

« Evolves from Machop at Level 28
+ Fiery Field 17F-25F; Buried Relic 8OF-87F
= Leader must be Level 90, or Level 50 with Friend Bow

Very Unlikely

VITAL THROW
SUBMISSION
CROS5 CHOP
SCARY FACE
DYNAMICPUNCH

Type: Fighting
Ability: Guts
Terrain Ability: Ground

Size: T 1)

HP (d d d 4
Attack [ 4 J=2
Defense [ & 3 Z=2

Special Attack B>

Special Defense B == b

Level-Lip Moves

LOW KICK L33
LEER L41
FOCUS ENERGY | L46
FOCUS ENERGY | L51
KARATE CHOP | L5%
SEISMIC TOSS
FORESIGHT

REVENGE |

Never

Friend Area « M. Discipline

VITAL THROW
SUBMISSION
CROSS CHOP l
SCARY FACE |
DYNAMICPUNCH |

+ Evolves from Machoke with Link Cable
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Type: Grass-Poison
Ability: Chlorophyll

Terrain Ability: Ground  sjze. g T

HP |
Attack >0
Defense [ el s

Special Attack  B=-C>[=[>

Special Defense p->C>[> |

Level-Up Moves

L1
L6
L1
L15

3
L30

VINEWHIP | 137
GROWTH [ La5
WRAP ;
SLEEP POWDER |

POISOM

STUN SPORE
ACID

SWEET SCENT

RAZOR LEAF
SLAM

Type: Grass-Poison
Ability: Chiorophyll
Terrain Ability: Ground

Size: T 11

HP >0 |
Attack PDDD|
Defense >0 |

Special Attack  B>>C>[> i
| Special Defense p-[>[>[> |

Level-Up Moves

L1
L1
L1
L&
LIl
LI5
L7
L19

VINE WHIP L24
GROWTH 133
WRAP L42
GROWTH L54
WRAP

SLEEP POWDER
POISONPOWDER

STUN 5PORE

ACID

SWEET SCENT
RAZOR LEAF
SLAM

Ability: Chlorophyll

HP > |

Attack >
Defense B>

Special Attack  p>[>>

Terrain Ability: Ground jze.

Special Defense = [=>[>[>

Level-Up Moves

STOCKPILE
VINE WHIP
SLEEP POWDER
SWEET SCENT
RAZOR LEAF
SPITUP
SWALLOW

Type: Water-Poison
Ability: Clear Body/Liguid Ooze

Terrain Ability: Water Size: T 11

HP g gy
Attack 4 _d=gwd
Defense g g

Special Attack  B=p-[>>
Special Defense i[>

POISON STING | L49
SUPERSONIC
CONSTRICT

ACID

BUBELEBEAM

WRAP

BARRIER

SCREECH

HYDRO PUMP

Ability: Clear Body/Liquid Ooze

HP g e
Attack g =g
Defense | el g

Special Attack  B-[>[>>

Terrain Ability: Water Size: L T 1]

Special Defense B> >>

POISONSTING | L38
SUPERSONIC L47
CONSTRICT L55
SUPERSONIC
CONSTRICT

ACID

BLBBLEBEAM

WRAP

BARRIER
SCREECH
HYDRO PUMP

Ability: Rock Head/Sturdy

Terrain Ability: Ground  sjze-mr 7 1

HP | d o =g
Attack | 4 =2
Defense [ 3 3 e

Special Attack BB
Special Defense = =l

Level-lip Moves

L1
L1
L6
L
L16
L21
L26
L3t

TACKLE | L36
DEFENSE CURL | L4l
MUD S5PORT | L46
ROCK THROW |
MAGNITUDE |
SELFDESTRUCT |
ROLLOUT |
ROCKBLAST |

EARTHOQUAKE
EXPLOSION
DOUBLE-EDGE

pe: Rock-Ground
Ability: Rock Head/Sturdy

Terrain M]I'Iﬂ Ground Size:-B 1 1 ]

HP [ 3 S
Attack b
Defense [ g e

Special Attack = [>
Special Defense b=

Level-Up Moves

TACKLE L29
DEFENSE CURL | L37
MUDSPORT | L45
ROCK THROW | L53
MUD 5PORT L62
ROCK THROW
MAGNITUDE
SELFDESTRUCT

ROLLOUT
ROCK BLAST

EARTHQUAKE |

EXPLOSION
DOUBLE-EDGE

|

Type: Rock-Ground
Ability: Rock Head/Sturdy
Terrain Ability: Ground

HP B |

Attack -
Defense >

Special Attack =P

Size: T 11

Special Defense B [

TACKLE L29
DEFENSE CURL | L37
MUD SPORT L45
ROCK THROW | L53
MUD SPORT L62
ROCK THROW
MAGNITUDE
SELFDESTRUCT

ROLLOUT
ROCK BLAST
EARTHQUAKE
EXPLOSION
DOUBLE-EDGE

Ability: Run Away/Flash Fire
Terrain Ability: Magma

Size: 1T 11

HP >0 |
Attack > |
Defense [ et

Special Attack  B[>[>[>
Special Defense b [=>[>>

TACKLE Li8
QUICK ATTACK | L45
GROWL L5
TAIL WHIP

EMBER

STOMP

FIRE 5PIN

TAKE DOWN

AGILITY
BOUNCE
FIRE BLAST

1 56 NINTENDO PLAYER'S GUIDE

Friend Area - Jungle
+ Wish Cave 1F3F

Friend Area - Jungle

» Evolves from Bellsprout at Level 21

Friend Area - Jungle

- Evolves from Weepinbell with Leaf Stone

Friend Area - Bountiful Sea

Somewhat Likely

Very Unlikely

Never

Somewhat Likely

» Stormy Sea 1F-8F, Silver Trench 1F-9F, Grand Sea 1F-9F

Friend Area - Bountiful Sea

- Evolves from Tentacool at Level 30

« Stormy Sea 31F-39F, Silver Trench 35F-44F, Grand Sea 21F-
30F, Makuhita Dojo 3F (Team Constrictor)

+ Leader must be Level 90 with Friend Bow

Friend Area - Mt. Deepgreen

Very Unlikely

Somewhat Likely

+ Mt. Steel 5F-8F, Buried Relic 16F-20F, Wish Cave 12F-14F,

Southern Cavern 1F-6F

Friend Area » Mt. Deepgreen

+ Evolves from Geodude at Level 25
» Magma Cavern 5F-10F, Buried Relic 74F-79F, Wish Cave 72F-

Very Unlikely

75F, Sauthern Cavern 25F-36F, Joyous Tower 68F-73F,

Makuhita Dojo 3F (Team Rumblerock)

» Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Mt, Deepgreen

= Evolves from Graveler with Link Cable

Very Unlikely

« Magma Cavern 15F-20F, Mt. Faraway 10F-19F, Buried Relic
91F-99F, Wish Cave 76F-79F, Southern Cavern 40F-50F,

Joyous Tower 74F-79F, Makuhita Dojo 3F (Team Rumblerock)
« Leader must be Level 90 with Friend Bow

Friend Area - Scorched Plains
« Joyous Tower 57F-59F

Likely



HP S Level-Up Moves Friend Area - Scorched Plains Never
Tvoe Fi Attack e W K R - Evolves from Ponyta at Level 40
ype: kire Defense BB | |1 TALWHP 131 TAKEDOWN
i Ll TACKLE 138  AGILITY
hhﬂlq‘: Run ."“’ﬂ"'“" Fire Special Attack > p>pe[> | |12 EMBER | L40  FURY ATTACK
Terrain Ability: Magma  Sjpe: @ T 1 | oo |15 Thlwwp |13 FReBAST
Special Defense p-p»-C>[> | | 1, et
HP >0 | Friend Area - Bountiful Sea
5 Attack | ol ﬁ Eauaﬁ ti% ;?‘vrgﬁ;'(‘“‘ « Stormy Sea 11F-19F, Silver Trench 6F-14F, Grand Sea 6F-14F,
Type: Water-Psychic oloace e | | TACKLE L47 PSYCHUP Far-off Sea 6F-14F
Ability: Oblivi L6 GROWL
mmw i | 113 WATER GUN
Terrain Ability: Water e Special Attack BeB=Be[> | | 1o FONC OO
g » i L24  DISABLE
Special Defense b 135 HEADBUTT

POKEDEX (69-86)

Hp (SR I Level-Lip Moves Friend Area - Bountiful Sea
1 CURSE 129  HEADBUTT i
) Atack 2 = B ot L6  AMRESI Evolves from Slowpake at Level 37
Type: Water-Psychic Defense b | | TAGKLE 137  WITHDRAW
. [ GROWL L44  PSYCHIC
Ability: Oblivious/Own Tempo Special Attack B>pepe > | | L6, GROWL 155  PSYCHUP
Terrain Ability: Water " L13  WATER GUN
: Size: T 17 Special Defense B> p»-> | | LI7  CONFUSION
124 DISABLE
HP Level-lp Moves Friend Area » Power Plant Likely
Atack T Tt - Joins rescue team automatically after you complete
Type: Electric-Steel Defesse B[ | |16 THUNDERSHOCK (LSO ZAP CANNON Thunderwave Cave dungeon for the first time
Ability: Magnet Pull/Sturdy R T Y B SN + Lightning Field 1F-7F, Wish Cave 1F-3F
Terrain Ability: Float i7pe sl 121 THUNDERWAVE
' SN2e: T T | SpocialDefense b b o> | [ 126 SPARK

HP g e

Friend Area - Power Plant

Never

| Attack pep[=p [iH  NETHLSOUMG: (TR R « Evolves from Magnemite at Level 30
Type: Electric-Steel | Dolonce PP | | THINDERSHOCK |La4  TRIATTACK
Abil pull/Sturd | |01 SUPERSONIC |L53 SCREECH
ility: Magnet Y Special Attack B-P»[>[> | |6 THUNDERSHOCK | L62 ZAP CANNON

Terrain Ability: Float Size- W T 1

Special Defense b= [>[>

L1l
Li&
L21

SUPERSONIC
SONICBOOM
THUNDER WAVE

Hp TSI Level-Up Moves Friend Area - Safari Somewhat Likely
- Attack > | - ‘ A5 MUY + Great Canyon 1F-4F, Pitfall Valley 7F-12F, Joyous Tower 35F-
s A derse  wBD | |1 PRI -
mlltv: n:ll ndm SWUﬂI .ﬁttad-: [ Lsé TH::‘MTAEK ‘
Terrain Ability: Grow Size: B T T : 125 RAGE .
: 33 UPROAR
Special Defense b o[> | |3 oRiceeck ‘ B
-
. Attack e | (0P h (e « Evolves from Doduo at Level 31
Type: Normal-Flying Defense PO | |l PuRsUT {160 AGILITY
ey < Special Attack B>-B>[>[> | | 17, TURSUT
Terrain Ability: Ground  gjze. g 1T 1 . L3 FURY ATTACK
! Special Defense p»p»0>[> | | 121 TRIATTACK |
HP I Level-Up Moves Friend Area - Ice Floe Beach Unlikely
Attack [ T—. Eﬁﬁﬂﬁ"” | Mt. Freeze 3F-7F, Stormy Sea 9F-14F, Silver Trench 6F-14F,
ype: Thid Defense B | |7 IOvWHD Far-off Sea 6F-14F
#g::.g:.l Ahiiitvra\:‘ater 3 Special Attack_B>-D-I>C> | | 29 et |
¥ iZe: M T T | onari 141  ICEBEAM
Special Defense b - - | 1P Bnw

| wp Level-Up Moves Friend Area - Wild Plains Somewhat Likely
o e o = a1 SLAS -5 3F, Pi : :
i Mtack > > té EE%MMK 1 R Silent Chasm 1F-3F, Pitfall Valley 1F-6F, Joyous Tower 23F-27F
Type: Normal-Flying Balence s e | |l LER
Ability: Keen Eye/Inner Focus c e R e T, L16  FURY ATTACK
: Special Attack mw-[>[>[> | | L2l KNOCKOFF
Terrain Abilty:Ground eI T T | shecioe 26 FURYCUTTER
Special Defense p-p-p-[>> | | L3L - SWORDS
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Type: Water-lce
Ability: Thick Fat

Terrain Ability: Water  sjze-mr 1 1

| Mak b
{ Defense >

Special Attack >
Special Defense B>~

Level-Up Moves

SIGNAL BEAM | L29
HEADBUTT L34

ICY WIND La2
AURORA BEAM | L51
GROWL L64
GROWL

ICY WIND

AURORA BEAM

REST

SHEER COLD
TAKE DOWN
ICE BEAM
SAFEGUARD

Type: Poison
Ability: Stench/Sticky Hold

Terrain Ability: Ground  Sjze-@r T 1

Type: Poison
Ability: Stench/Sticky Hold

Terrain Ability: Ground  Sjze. g T 1

Type: Water
Ability: Shell Armor

Terrain Ability: Water Size: I T 11

HP [ g geges
LI POISONGAS |L43 SLUDGE BOMB
Attack | g iﬂi POUND 153 MEMENTO
e e | |1 e
Speclall_]efeqse B0 | S0 2GD ARMOR
up NS Level-Up Moves
LI POISONGAS |L34 ACID ARMOR
i
; L6  MEMEN
pom DD | |1 |
SqJEt!alattack | el :Hg Ehﬂ?ﬁﬁzs
Special Defense p-p-[>[> | 126 SCREECH _
Hp . Level-lip Moves
L1 TACKLE L50 ICE BEAM |
Attack | 4 d =g il-é EEEEHE%?Q. |
L ICICL AF |
Defense > %ng SUBERSONIC i
: | 122 AURQRA BEAM
Special Attack B> >C>0> o proicr 1
Special Defense p-p-[>[> | | L3¢ LEER t

Type: Water-Ice
Ability: Shell Armor

Terrain Ability: Water i@ T T

Hp -
Mtack B
Defense -

Special Attack P>

Special Defense b= >

Level-Up Moves

L1
L1
L1
L1
L36
L43

WITHDRAW |
SUPERSONIC |
AURORA BEAM ‘
PROTECT
SPIKES

SPIKE CANNON

Type: Ghost-Poison
Ahility: Levitate

HP |l ™

Attack | g
Defense | 4 _gede!

Special Attack B>
| Special Defense B p>[>[> |

Level-Up Moves

L
L1
L8
L13
Li6
L21
128
L33

HYPNOSIS L36
LICK Lal
SPITE L48
CURSE

NIGHT SHADE
CONFUSE RAY
DREAM EATER
DESTINY BOND

SHADOW BALL
NIGHTMARE
MEAN LDOK

Type: Ghost-Poison
Ability: Levitate

| HP >
| Attack g g g
| Defense >

| Special Attack B> D> p>[>
| Special Defense b=

Level-Up Moves

L
L
L1
L8
L3
L16
L1
L25

HYPNOSIS L3
LICK L39
SPITE L45
SPITE L53
CURSE L64
NIGHT SHADE

CONFUSE RAY

SHADOW PUNCH

DREAM EATER
DESTINY BOND
SHADOW BALL
NIGHTMARE
MEAN LOOK

Type: Ghost-Poison
Ability: Levitate

Type: Rock-Ground

Ability: Rock Head/Sturdy
Terrain Ability: Ground

Size: TN

1 53 NINTENDO PLAYER'S GUIDE

- Level-Up Moves
e e u HYPNOSIS L31 DREAM EATER
Mak _ BRRE |0 LT | e
T e | | O |l e
Sperltal;\ltaclc | ‘Ei' E,[,}%,}ngﬁs
Special Defense b - | 25 SHADOW PUNCH !
Hp NS Level-Up Moves
| L TACKLE | L41  SLAM

e oD | |5 B [ S, |
DEfETISE B0 | |2 ROCKTHROW |56  DOUBLE-EDGE
Special Attack BeB-C>[> | | L1 HARDEN

' | 130  DRAGONBREATH '
Special Defense p-I>D>1> | | 10 DRIGONERE

Friend Area + Ice Floe Beach

Never

« Evolves from Seel at Level 34

Friend Area - Poison Swamp

Likely

» Magma Cavern 15F-21F, Stormy Sea 20F-29F, Silver Trench
20F-29F, Wish Cave 80F-85F, Murky Cave 3F-6F, Joyous

Tower 80F-85F, Far-off Sea 20F-29F

Friend Area - Poison Swamp

= Evolves from Grimer at Level 38

Friend Area - Bountiful Sea

Never

Likely

« Stormy Sea 1F-8F, Silver Trench 1F-8F, Far-off Sea 1F-8F

Friend Area - Bountiful Sea

+ Evolves from Shellder with Water Stone

Friend Area - Darkness Ridge

Never

Somewhat Likely

« Buried Relic 9F-14F, Darknight Relic 1F-6F

Friend Area - Darkness Ridge

» Evolves from Gastly at Level 25
- Buried Relic 82F-93F, Darknight Relic 7F-11F

Very Unlikely

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Darkness Ridge

= Evolves from Haunter with Link Cable

Friend Area - Boulder Cave

Never

Somewhat Likely

+ Magma Cavern 21F-23F, Magma Cavern Pit 1F, Southern

Cavern 40F-50F



Type: Psychic
Ability: Insomnia
Terrain Ability: Ground

HP [ Jee ol
Attack >
Defense [ a2

Special Attack  B-[>T>C>
Special Defense [>T

Level-Up Moves

POKEDEX (87-104)

Friend Area - Wild Plains
+ Buried Relic 9F-14F, Solar Cave 1F-5F

Somewhat Likely

POLND |
HYPNOSIS | L4l
DISABLE | L47
CONFUSION |

HEADBUTT | |
POISON GAS | |
MEDITATE ‘
PSYCHIC | |

|L37  PSYCHUP
SWAGGER

FUTURE SIGHT

Type: Psychic
Ability: Insomnia

Terrain Ability: Ground iz 1 1

HP [ g
Attack | 4 4 e
Defense | Jededes

Special Attack B>
Special Defense b= [=>[>[>

Friend Area - Wild Plains

= Evolves from Drowzee at Level 26

NIGHTMARE L21

Type: Water
Ability: Hyper Cutter/Shell Armor

Terrain Ability: Water Size- T 1

HP | d 4 dr
Aftack [ 4 42
Defense g g e

Special Attack  pe-p-p>

Special Defense b= =

Type: Water
Ability: Hyper Cutter/Shell Armor
Terrain Ability: Water

| HP s
| Mak BB
Defense | 3 s

Size: Wl T T | Special Defense -

|l HYPNDSIS L20  MEDITATE

| LI DISABLE L35  PSYCHIC

| LI CONFUSION L43  PSYCHUP

L2 POUND L49 SWAGGER

h? DISABLE L57  FUTLIRE SIGHT

L1l CONFUSION

LI7  HEADBUTT

Level-Up Moves Friend Area - Shallow Beach Somewhat Likely
LI BUBBLE L45 CRABHAMMER .5 ¥ 20F. Far-of i
i (e s T Silver Trench 15F-24F, Grand Sea 15F-20F, Far-off Sea 1F
L12  VICEGRIP 10F

L6 HARDEN

123 MUDSHOT

127  STOMP

134 GUILLOTINE

138  PROTECT

Level-Up Moves Friend Area « Shallow Beach Never
Ll BUBBLE 123 MUDSHOT i

B IR 3 STOMP Evolves from Krabby at Level 28

Ll VICEGRIP 138  GUILLOTINE

Ll HARDEN L42 PROTECT

L2 METALCLAW | L57 CRABHAMMER

L5 LEER L65  FLAIL

L2 VICEGRIP

L16  HARDEN

Type: Electric
Ability: Soundproof/Static

Terrain Ability: Ground  sjze-mr T 1

P D> 1>

Attack [ 3 S
Defense (2 2 ges
Special Attack b b [>
Special Defense o[>

Level-Up Moves

L
L1
L8
L15
L21
L27
L32
L37

Friend Area - Power Plant
» Thunderwave Cave 3F-5F, Wish Cave 8F-10F

Somewhat Likely

L42
L46
L49

SWIFT
EXPLOSION
MIRROR COAT

CHARGE
TACKLE
SCREECH
SONICBOOM
SPARK
SELFDESTRUCT
RoLLOUT
LIGHT SCREEN

Type: Electric
Ability: Soundproof/Static

HP | 4 4 de2
Attack -
Defense -

Special Attack B> D>

Terrain Ability: Ground

Special Defense [

Level-Up Moves

L1
L1
L1
L1
L8
L15
L21
L27

Friend Area - Power Plant

CHARGE L34 ROLLOUT i i m Voltor vel
e L4 LIGHT SCREEN Evolves from Voltorb at Level 30
SCREECH L48  SWIFT

SONICBOOM | 154 EXPLOSION

SCREECH 159 MIRROR COAT

SONICBOOM

SPARK

SELFDESTRUCT |

Ability: Chlorophyll
Terrain Ability: Ground

HP | g _dedieg
Attack [ e
Defense [ 3 g e

Special Attack  B=p=>>
Special Defense b= [

Level-Up Moves

Ll
L2
L3
L7
L13
L19
L25
| 31

Friend Area + Jungle Somewhat Likely

HYPNOSIS | L37
UPROAR [ L43
BARRAGE -
REFLECT

LEECH SEED
CONFUSION

STUN SPORE

POISON

SLEEP POWDER

SOLARBEAM + Howling Forest 14F

Ability: Chlorophyll

Terrain Ability: Ground iz qmr 1 1

HP [ S
Attack [ 2 ==
Defense >

Special Attack >
Special Defense B>

Level-Uip Moves

u
Ll
Ll
Li9

| 131

Never

Friend Area - Jungle
BARRAGE i i fSton
ronie Evolves from Exeggcute with Leaf Stone
CONFUSION |

STOMP

EGG BOME |

Ability- Rock Head/Lightningrod
Terrain Ability: Ground

Size: T 1

_I:IP | g
Attack | d d =g
Defense >

Special Attack B>
Special Defense -

Level-Up Moves

L

L5

L9
L3
| L7
| L1
| L2
| 129

Friend Area - Mt. Deepgreen Likely

|

GROWL {133 FALSE SWIPE b i :
TAR WhIP |37 THRASH Potential hero Pokémon
BONECLUB  |L41 BONERUSH « Southern Cavern 5F-10F
HEADBUTT | L45 DOUBLE-EDGE

LEER

FOCUS ENERGY

BONEMERANG

RAGE
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Type: Ground
Ability- Rock Head/Lightningrod

Terrain Ability: Ground  sjze-mr T T

HP >y
Attack >
Defense | & J Jes

Special Attack -
Special Defense b=

Level-Uip Moves

GROWL 121 FOCUS ENERGY
TAIL WHIP 25 BONEMERANG
BONE CLUB 132 RAGE
HEADBUTT 139  FALSE SWIPE
TAIL WHIP |L46  THRASH

BONE CLUB 53 BONERUSH
HEADBUTT | L61 DOUBLE-EDGE
LEER

Type: Fighting
Ability: Limber

Terrain Ability: Ground Size: T 1

HP | =g
Attack [ e
Defense | el

Special Attack  -[>[>[>
Special Defense B>

Type: Fighting
Ability: Keen Eye

HP >

Attack [ gt
Defense [ =S

Special Attack p-[>[>[>

Terrain Ability: Ground

Size: [ 1|

Special Defense o> [>>

Ll REVENGE (31  MIND READER
Ll DOUBLE KICK ‘ 136  FORESIGHT
L6 MEDITATE L41  ENDURE
LIl ROLLINGKICK |L46 MEGAKICK
{16 JUMPKICK (51 REVERSAL
| 120 BRICK BREAK
| L21  FOCLUS ENERGY
| L26  HIJUMP KICK
Level-lp Moves
Ll REVENGE 132 SKY UPPERCUT
L1  COMETPUNCH |L38 MEGAPUNCH
L7 AGILITY L44 DETECT
L3 PURSUIT 150 COUNTER
L20  MACH PUNCH
126  THUNDERPUNCH
L26 ICE PUNCH
126  FIRE PUNCH

#

Type: Normal
Ability: Own Tempo/Oblivious
Terrain Ability: Ground

| WP >

Attack B>
Defense [ e

Special Attack  B>-[>[>[>

Special Defense [>[>>

Level-Up Moves

L1
L?
L12
LIB

LICK L45
SUPERSONIC L51
DEFENSE CURL
KNDCK OFF

STOMP

WRAP

DISABLE

SLAM

SCREECH
REFRESH

Ability: Levitate

HP >0 |

Attack | e g g
Defense >

Special Attack  B-[>[>[>
Special Defense [ [>[>

Level-Up Moves

L1
L1
L9
L17
L21
L25
133
| L4l

DESTINY BOND

POISONGAS | L45
MEMENTO

TACKLE 149
SM0G ;
SELFDESTRUCT |
SLUDGE -
SMOKESCREEN
HAZE
EXPLOSION

Ability: Levitate

Terrain Ability: Float Size: WL T T

HP >0 |

Attack -
Defense [ e

Special Attack  B=-p=>>
Special Defense -[>[>[>

Level-Up Moves

L1
L1
L1
L1
L9
L17

L2l
L25

POISONGAS | 133 HAZE
TACKLE HI-SM EXPLOSION

SMOG | 151  DESTINY BOND
SELFDESTRUCT |L58 MEMENTO
SM0G ‘ |
SELFDESTRUCT ,
SLUDGE ‘

SMOKESCREEN

Type: Ground-Rock
Ability: Lightningrod/Rock Head
Terrain Ability: Ground

Size: 1T 11

HP [ 3 el
Attack [ S
Defense e

Special Attack e[
Special Defense === >

Level-Up Moves

L1

L1

L1o
LIS
L24
L29
L38
L43

HORM ATTACK | 152
TAILWHIP | 157
STOMP j !
FURY ATTACK

SCARY FACE [
ROCK BLAST | [

EARTHQUAKE |
MEGAHORN |

HORNDRILL |
TAKEDOWN |

Type: Ground-Rock
Ability: Lightningrod/Rock Head
Terrain Ability: Ground

Size: B T 11

HP e
Attack | -r
Defense >

Special Attack BB
Special Defense b=

Level-Up Moves

L1
L1
L1
L1
L10
L15
L24
L29

HORNATTACK 138 HORNDRILL |
TALWHIP  |(46 TAKEDOWN |
STOMP (158  EARTHQUAKE |
FURYATTACK |L66 MEGAHORN |
STOMP : ,
FURY ATTACK | |
SCARY FACE [
ROCK BLAST _

Type: Normal
Ability: Natural Cure/Serene Grace
Terrain Ability: Ground

Size: I 1T 1 1
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HP | g2
Attack [ g
Defense [ e

Special Attack  B-[>I>>
Special Defense B>

Level-Up Moves

L1
Ll
L5
L9
L13
L17
L23

| L29

GROWL L41  DEFENSE CURL
TAIL WHIP L49  LIGHT SCREEN
REFRESH | L57 DOUBLE-EDGE
SOFTBOILED |

DOUBLESLAP

MINIMIZE

SING

POUND | 135 EGGBOMB

Friend Area - Mt. Deepgreen
= Evolves from Cubone at Level 28

Friend Area = M. Discipline

!

» Evolves from Tyrogue at Level 20 if Attack is higher than

Defense

Friend Area + Mt. Discipline

Never

+ Evolves from Tyrogue at Level 20 if Defense is higher than

Attack

Friend Area - Sky Blue Plains
= Western Cave 37F-44F

Friend Area - Poison Swamp

Somewhat Likely

Somewhat Likely

« Sky Tower 9F-16F, Wish Cave 71F-75F, Joyous Tower 65F-70F

Friend Area « Poison Swamp
« Evolves from Koffing at Level 35

Friend Area - Safari

Never

Somewhat Likely

« Frosty Grotio 1F-4F, Buried Relic 61F-73F, Wish Cave 58F-
61F, Southern Cavern 31F-39F, joyous Tower 58F-61F

Friend Area - Safari
« Evolves from Rhyhorn at Level 42

Friend Area - Sky Blue Plains
+ Joyous Tower 50F, 60F, 77F

Never

Somewhat Likely



Type: Grass
Ability: Chiorophyll

Terrain Ability: Ground  Sjzo.mmr 1 17

Type: Normal
Ability: Early Bird

Terrain Ability: Ground  Sjre. @ T 1

Hp [ 3 e
Attack | 2 2 =
Defense [ 3 s

Special Attack e[
Special Defense ===

Level-Up Moves

POKEDEX (105-122)

Friend Area - Jungle Somewhat Likely

INGRAIN 31 MEGADRAIN e 5 :
CONSTRICT  [L37  STUN SPORE Lapis Cave 9F-12F, Joyous Tower 47F-50F
SLEEP POWDER | L40  SLAM

ABSORB L46  TICKLE

GROWTH |

POISONPOWDER |

VINEWHIP |

BIND ;

HI:_ | d d Jde=g
Mack — BBI>C
Defense [ 4 2 e

Special Attack BB P>
Special Defense p- P>

Friend Area - Safari Somewhat Likely

DIZZY PUNCH = Western Cave 13F-19F

COMET PUNCH | L43
LEER | L49  REVERSAL
BITE

TAIL WHIP

FAKE OUT

MEGA PUNCH

RAGE

ENDURE |

Type: Water
Ability: Swift Swim

Terrain Ability: Water Size- B T 1

Hp [ e
Attack | g
Defense [ 3 e

Special Attack [
Special Defense b= P>

Friend Area - Treasure Sea
BUBBLE | « 5 ren F-20F, Gran 10F-20F
SMORESCREEN ! Silver Trench 10F-20F, Grand Sea 10F-20
LEER [
WATER GUN
TWISTER |
AGILITY

HYDRO PUMP
DRAGON DANCE

Type: Water
Ability: Poison Point

Terrain Ability: Water  sjzo-mmr 1 17

HP | J e
Mtack [ J 2 J»d
Defense | 3 S

Special Attack =P
Special Defense b=

Friend Area - Treasure Sea Very Unlikely

BUBBLE L40  AGILITY 5

SMOKESCREEN | L51  HYDRO PUMP Evelvesiom Hgrie a? stk

LEER L62  DRAGON DAMCE « Stormy Sea 30F-39F, Silver Trench 30F-39F, Grand Sea 27F-
WATER GUN | 30F

SMOKESCREEN

LEER . r vel 90, or Level 50 with Frien W
LB Leader must be Level 90, or Level 50 with Friend Bo
TWISTER

Type: Water
Terrain Ability: Water

HP | g
Attack [ 4 dw=d
Defense e =i

Special Attack BB
Special Defense &= p-p- =

Friend Area « Rub-a-Dub River
= Waterfall Pond 1F-5F

Likely

HORN DRILL
AGILITY
MEGAHORN

PECK L43
TAIL WHIP L52
WATERSPORT | L7
SUPERSONIC

HORN ATTACK

FLAIL

FURY ATTACK
WATERFALL

Type: Water
Aiity:Swift Swim/ Water Ve

Terrain Ability: Water  Sjpe.mr [ 1

Hp -0
Mtack 4
Defense BB

Special Attack =P
Special Defense b= ==

Friend Area - Rub-a-Dub River Never

PECK L41  WATERFALL §

1 PO La6: e Bl Evolves from Goldeen at Level 33
WATERSPORT [L61  AGILITY

SUPERSONIC  |L69 MEGAHORN

SUPERSONIC

HORN ATTACK

FLAIL

FURY ATTACK

Type: Water

Ability: Hluminate/Natural Cure

Terrain Ability: Water  Sjze.mr T 1

Special Defense == [=>[>

HP [ 4 4 g
Mak _ »»pr>
Defense [ 3 JeSes

Special Attack B> B>[>C>

Friend Area - Bountiful Sea Somewhat Likely

TACKLE L33 MINIMIZE v Gj 7 E,
et 37 LIGHT SCREEN Silver Trench 15F-25F, Grand Sea 15F-25F
WATER GUN L42 COSMIC POWER

RAPID SPIN L46 HYDRO PUMP

RECOVER

CAMOUFLAGE

SWIFT

BUBELEBEAM

Type: Water-Psychic
Ahility: Nluminate/Natural Cure

Terrain Ability: Water Size: L T 1

HP [ e
Aftack [ o 3 e
Defense [ e

Special Attack  B>-p>p-C>

| Special Defense B> >

Level-Up Moves

| L1
[ 11
| u
u
L33

Friend Area « Bountiful 5ea
= Evolves from Staryu with Water Stone

Never

WATER GUN
RAPID SPIN
RECOVER
SWIFT
CONFUSE RAY

Type: Psychic
Ability- Soundproof
Terrain Ability: Ground

HP B b =
Attack [ d Ze2
Defense B

Special Attack B>

Special Defense === b=

Level-Up Moves

L1
L5
L8
Li2
L15
L19
L19
L22

Friend Area - Decrepit Lah Somewhat Likely

BARRIER L26 ENCORE - Buri i i E
e 116 PevmEAM Buried Relic 50F-69F, Solar Cave 7F-12F
SUBSTITUTE  [L33 RECYCLE

MEDITATE L36 TRICK

DOUBLESLAP L40 ROLE PLAY

LIGHT SCREEN | L43 PSYCHIC

REFLECT L47  BATON PASS

MAGICAL LEAF | L50 SAFEGUARD
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Type: Bug-Flying
Ability- Swarm
Terrain Ability: Ground

Special Defense B> B>

Hp [ s
Attack B>
Defense [ g g e

Special Attack B>

Level-Up Moves

Ll QUICK ATTACK
LI LEER

L6  FOCUS ENERGY
LIl PURSUIT

LI6  FALSE SWIPE
L21  AGILITY

k]
| L4l
| 146

L26  WING ATTACK

L31 SLASH

SWORDS DANCE
DOLBLE TEAM
FURY CUTTER L

HP Level-Lip Moves
; 135  MEANLOOK
o ad __ wRDD | b [ e
iskfapes g Defense B0 | (L PWotatiow |37  PERISHSONG
Ahlllt]r:ﬂil_ll‘mlls Special Attack B> > > 1> T igmzzﬁchs:sz: (67 BLIZZARD
Terrain Abilty: Grownd  Size: BT T | Sppciinetense S | | 121 DouBLEsiap
125  ICE PUNCH
i e PeBD | U QUCKATIACK THUNDER
Type: Electric Delferse P | |Ll THNDERPUNGH

Ability: Static

Special Attack b -[>[>

Terrain Ability: Ground

| Special Defense > C>[>[>

]
i
LR

19  THUNDERPUNCH
L17  LIGHT SCREEN
L25  SWIFT

L36 SCREECH

L47 THUNDERBOLT

Type: Fire
Ability: Flame Body
Terrain Ability: Magma

HP |
Attack -
Defense | o g

Special Attack -
Special Defense b= >

Level-Up Moves

L1 EMBER

L1  LEER

LI SMOG

L1  FIRE PUNCH
L7 LEER

13 5SMOG

| 119  FIREPUNCH

{125  SMOKESCREEN |

SUNNY DAY E
FLAMETHROWER |
CONFUSE RAY |
FIREBLAST |

[ Special Attack B>

HP B
Attack | g
Defense =

| Special Defense bbb

Level-Up Moves

L1 VICEGRIP

L1 FOCUS ENERGY
L7  BIND

L13  SEISMIC TOSS
L19  HARDEN

L25 REVENGE

L31 BRICK BREAK
L37  GUILLOTINE

L43
L49

SUBMISSION
SWORDS DANCE

Type: Normal
Ability: Intimidate
Terrain Ability: Ground

Special Defense b= b= == ‘

Hp b |
Attack B> |
Defense BB

Special Attack ===

Level-Up Moves
Ll TACKLE
L TAILWHIP
14  RAGE

L8  HORM ATTACK
L13  SCARY FACE
L19  PURSHIT

L26 SWAGGER
L34 REST

L43
L53

THRASH
TAKE DOWN

Type: Water
Ability: Swift Swim

Terrain Ability: Water Size: T 17

HP _edegdiy
Mtack [ ey
Defense >

Special Attack B>[>[>>
Special Defense B[ [>[>

Level-Up Moves

LI SPLASH
LI5  TACKLE
L30  FLAIL

1
1

Type: Water-Flying
Ability: Intimidate

HP 4 4 2
Attack | g
Defense [ g e

Special Attack =P

Terrain Ability: Float Size: PEEEEEEE T
Hp bbhbl

Troe: Wer-ce Attack > |

AJiIiff: s L Defense |

Terrain Ability: Water

1 6’2 NINTENDO Flﬂ.‘f’ll‘fs GUIDE

Special Attack P[>
Special Defense = === }

Friend Area - Overgrown Forest

Likely

= Sinister Woods 8F-11F, Pitfall Valley 13F-18F, Joyous Tower

15F-19F

Friend Area - Frigid Cavern

« Evolves from Smoochum at Level 30

Friend Area  Power Plant

« Evolves from Elekid at Level 30

Never

Never

Friend Area - Crater

= Evolves from Magby at Level 30

Never

Friend Area + Overgrown Forest

Somewhat Likely

« Mt. Steel 7F, 8F; Western Cave 21F-28F; Joyous Tower 9F-11F

Friend Area - Safari

Somewhat Likely

- Great Canyon 10F-12F, Western Cave 10F-16F, Wish Cave

36F-43F, loyous Tower 41F-44F

Friend Area - Waterfall Lake

« Waterfall Pond 7F-11F

« Appears in Blue Rescue Team only

Level-Up Moves Friend Area - Waterfall Lake

'w;l.l THRASH

| L20  BITE

| 125 DRAGON RAGE
L30 LEER

135 TWISTER
L40  HYDRO PUMP
L45  RAIN DANCE
150 DRAGON DANCE

L55

HYPER BEAM

L1  GROWL

L1 SING

L7 MIST

L13  BODY SLAM

L19  CONFLUSE RAY
25  PERISH S0NG
131  ICE BEAM

RAIN DANCE
SAFEGUARD
HYDRO PUMP
SHEER COLD

+ Evolves from Magikarp at Level 20

Friend Area « Mystic Lake

Somewhat Likely

Never

Somewhat Likely

= Far-off Sea 45F-50F

= Appears in Blue Rescue Team only



POKeDEX (123-140)

Hp > Level-Uip Moves Friend Area - Decrepit Lab Somewhat Likely

Attack P[> | |1 TRANSFORM | Frosty Forest 4F-9F, Fiery Field 10F-20F, Buried Relic 16F-
. :: 34F, Wish Cave 53F-64F, Joyous Tower 53F-64F

Type: Normal
Ability: Limber
Terrain Ability: Ground  sjze-mr 1 1

Defense
Special Attack  B>-C>0>0> | |
Special Defense B>p>[>[> | | | ‘

Hp R Level-Uip Moves Friend Area - Transform Forest

| L1 TACKLE (L42 TAKE DOWN . i 5
Type: Normal S EEE L e il g
- L1 HELPING HAND . G
Defense PP e SaND-ATTACK

Ability: Run Away

A Special Attack B>p>p-p | | L6 GROWL
Terrain Ability: Ground Sz @ T 17 : 123 QUICK ATTACK
& L30 BITE
Special Defense = b= | 36 BATowpass
Hp [N Friend Area - Transform Forest
|11 TACKLE L42  HAZE K i
Type: Water Attack [3"8- =8 | H Lﬁélllp\m?-l " l[ ?2}, :E?R%R:'u{:fp Evolves from Eevee with Water Stone
. Defense BB 5 caND-ATIACK |

Ability: Water Absorh
Terrain Ability: Water Size: L L 11

Special Attack B-B--B> | | 130 Pl ATTAK

- 130 BITE
Special Defense B | | 0 i o BEAM

HP B Friend Area - Transform Forest Never
LI TACKLE 142  THUNDER WAVE 4 -
Type: Ele efric Attack - - U TAL WHIP 1 22:, i‘ﬁ'“[}’g : Evolves from Eevee with Thunderstone
: LI HELPINGHAND | L N
| Defense BEBP s SAND-ATTACK

Ability: Volt Absorb | SpecalAttack B>p-pop | |16 THUNDERSHOCK

Terrain Ability: Ground iz @ T 1 L 123 QUICK ATTACK

i L30 DOUBLE KICK
Special Defense BB | | 130 DN lE

Friend Area - Transform Forest Never

P g LCve U Hoves

| L1 TACKLE L42  SMOG N i i
- o § Mtack . ILJ Lﬂéllp'f'HG":‘ i [l_;‘g lEEf‘HHmER Evolves from Eevee with Fire Stone
. | 1 LPING HAN F |
Defense BB s SaND-ATTACK

Ability: Flash Fire

: | |16 Emeer
Terrain Ability:Magma  sjze-mr T 1 Special Attack_B-B>B-B- | | 53 quick armack

Special Defense p>p>-pep» | | 130 OITE_

Level-Up Moves Friend Area « Decrepit Lab Somewhat Likely
Mok PO | [l RSO0 |6 A | edicsrior
| » Appears in Red Rescue Team only
il Defense e | % Egmﬁsmn L48  ZAP CANNON Appears in Red Rescue Team only
¥ Special Attack_ B> Beb> | |12 ESYEEAM

|
Terrain Ability: Water S W LT | == il 'E
Spetlalnefensep-c;-c;-[}! E; EggE%E"N

Friend Area - Deep-Sea Floor Somewhat Likely

Hp USSR Level-Up Moves

| 149  ANCIENTPOWER ! T i A o ¥
Attack -0 (1D Wiey (L5 SDRGeme Stormy Sea 1F-OF, Silver Trench 1F-OF, Far-off Sea 1F-9F
Type: Rock Water Defense B> || HEOBITE
Ability: Swift Swim/Shell Armor | | LI9 WATERGUN
R Special Attack  be-pe[>[> | |25 MUDSHOT
Terrain Ability: Water i7p- | |31 LER
: Size: @ T T | Spocial Defense > > > | Li7  PROTECT

Hp NS Level-Up Moves Friend Area - Dee-Sea Floor Never

| 1 consTRICT 137  PROTECT .
Tyoe ey Attack BB ! : % ﬁ:“ L) t g g %EE E{ H Evolves from Omanyte at Level 40
3 7 || L ITE
Defense P00 | 11 wateRGUN [ 155 ANCIENTPOWER

Ability: Swift Swim/Shell Armor - ks Dok L AT
ferrain Abiity: Water ey | ROdAtak BRT | s wrercuy

Specialnefensebbb[::; ol e

Hp T Level-Lp Moves Friend Area - Deep-Sea Floor Somewhat Likely
L1 SCRATCH L49 MEGADRAIN |  .g; ; :
Attack = =N = L HARDEN ES.  ARcENTROMER | Silver Trench 5F-13F, Grand Sea 5F-13F

|
Defense e | |l ASSORE
Special Attack B-pepe[> | | 12 MUDSHOT |

: [37 ENDURE -
Special Defense p=p=pe-[> | | 7 LR D

Type: Rock-Water
Ability- Swift Swim/Battle Armor
Terrain Ability: Water  Sjze.mr 1T 1
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Type: Rock-Water
Ability: Swift Swim/Battle Armor
Terrain Ability: Water

Size: 1T 11

HP 2 g e
Attack [
Defense BB

Special Attack  B>B>p>-[>
Special Defense BB B>

Level-Up Moves

L1 SCRATCH 131
1 HARDEN 137
L1 ABSORB L40
L LEER L46
12 FURYCUTTER |L55
L13 ABSORB L65
119  LEER

[25 MUDSHOT

SAND-ATTACK
ENDURE
SLASH

METAL 50UND
MEGA DRAIN
ANCIENTPOWER

Type: Rock-Flying
Ability: Rock Head/Pressure
Terrain Ability: Float

Ability: Immunity/ Thick Fat
Terrain Ability: Ground

Type: Ice-Flying
Ability: Pressure
Terrain Ability: Float

WP PR Lovel-Uip Noves
Attack > %5 EG'T.“E?,’;”““
Defense bbb 122 SUPERSONIC
i Special Attack  B-p-p-[> | | 122  ANCENTROWER
ze: 1T 1] : 143 TAKE DOWN
| Special Defense B>B>B>B> | | 150 Lo EeAl
| Hp B> I Level-Up Moves
133 BODYSLAM
Attack e | s 37 SLEEPTALK
19  DEFENSE CURL
T ey | |1 a5
: Special Attack _ »>b>p>p> 153  HYPERBEAM
SEe T 1] | Secaivemse b b | |18 K
| |129 SNORE
m B B Level-Up Moves
U GUST 185 SHEERCOLD
Attack TR [ —
Defense > Hz% '&'c',?faw .
g Special Attack B=p>[>[> | | 3} MINDREADER
{29 S i | : L61 REFLECT
Special Defense p-p-C>[> | | 153 EHoO

Type: Electric-Flying
Ability: Pressure
Terrain Ability: Float

HP >
Attack | s
Defense [ =gt

Special Attack B>
Special Defense == [=>>

Level-Up Moves

L1
L1
L3
L25
| L37
L49
L61
|L73

PECK | 18
THUNDERSHOCK |
THUNDER WAVE |
AGILITY ;
DETECT !
DRILL PECK

CHARGE 5
LIGHT SCREEN |

THUNDER

Type: Fire-Flying
Ability: Pressure
Terrain Ability: Float

Hp [ 3 3 s
Attack >
Defense [ St

Special Attack B>
Special Defense B> [>

Level-Uip Moves

| L1
i LI
| L13
| L25
| L37
| L49
L&1
| L3

WING ATTACK | L85
EMBER |
FIRE SPIN

AGILITY |
ENDURE |
FLAMETHROWER
SAFEGUARD

HEAT WAVE

SKY ATTACK

Ability: Shed Skin
Terrain Ability: Water

HP | d d e
Attack 0>
Defense | e

Special Attack  B=[>[>[>

Special Defense B= B>

Level-Up Moves

!
| 1
L8
L5
L2
129
| 136
| 113

WRAP 150
LEER 157
THUNDER WAVE
TWISTER

DRAGON RAGE

SLAM

AGILITY [
SAFEGUARD |

OUTRAGE
HYPER BEAM

Type: Dragon
Ability: Shed Skin

Terrain Ability: Water Size: T 1

HP B
Attack -
Defense =

Special Attack > [>>
Special Defense BB

Type: Dragon-Flying
Ability: Inner Focus
Terrain Ability: Water

Size: NI

1 64 NINTENDO PLAYER'S GUIDE

HP (d 4 2 2
Attack =
Defense [

Special Attack B>
Special Defense ==

Level-lp Moves
L1 WRAP 138
LI LEER L47
LI THUNDERWAVE |L56
L1 TWISTER L65
L8 THUNDER WAVE
LI5  TWISTER

| 122 DRAGON RAGE

| 129 SLAM

AGILITY
SAFEGUARD
OUTRAGE
HYPER BEAM

WRAP L38
LEER L47
THUNDER WAVE | L55
TWISTER L6l

THUNDER WAVE | L75
TWISTER

DRAGOM RAGE

SLAM

AGILITY
SAFEGUARD
WING ATTACK
OUTRAGE
HYPER BEAM

Friend Area - Deep-Sea Floor
+ Evolves from Kabuto at Level 40

Never

Friend Area - Ancient Relic Somewhat Likely

= Sky Tower 21F-25F, Sky Tower Summit 1F-8F, Pitfall Valley
15F-25F, Joyous Tower 90F-99F

Friend Area - Energetic Forest

+ Howling Forest 11F-14F
+ Evolves from Munchlax at Level 40

Unlikely

Friend Area - Legendary Island

* Frosty Grotto 5F
« Cannot catch on first encounter

Likely

Friend Area - Legendary Island

+ Mt. Thunder Peak 3F
= Cannot catch on first encounter

Likely

Friend Area - Legendary Island

« Mt. Blaze Peak 3F
+ Cannot catch on first encounter

Likely

Friend Area » Mystic Lake Likely

« Silver Trench 50F-59F, Wyvern Hill 1F-5F, Far-off Sea 50F-
59F

Friend Area - Mystic Lake Very Unlikely

« Evolves from Dratini at Level 30
« Wyvern Hill 12F-20F
+ Leader must be Level 90, or Level 50 with Friend Bow

!

Friend Area - Mystic Lake

« Evolves from Dragonair at Level 55



Type: Psychic
Ability: Pressure

Terrain Ability: Ground  Sjzp.@r [ 1

HP | d 4 4 2
Attack | _d e
Defense | g e
Special Attack ===
Special Defense b= b=

Level-Up Moves

CONFUSION
DISABLE
BARRIER
MIST

SWIFT
RECOVER
SAFEGUARD
PSYCHIC

L77
L83
L99

PSYCH UP
FUTURE SIGHT
AMNESIA

Ahilié\r: Synchronize

Terrain Ability: Float Size-W [ T

HP
Attack |l
Defense g =3

Special Attack  -p->>
Special Defense bbb

POUND
TRANSFORM
MEGA PUNCH
METRONOME
PSYCHIC
ANCIENTPOWER

Type: Grass
Ability: Overgrow

Terrain Ability: Ground  Sjze-mr T 1

HP B
Aftack [
Defense g g g 2

Special Attack b b
Special Defense = ===

]
u
L&
L2
Li5
L2
129
Li6

TACKLE
GROWL

RAZOR LEAF
REFLECT
POISONPOWDER
SYNTHESIS
BODY SLAM
LIGHT SCREEN

L43
L50

SAFEGUARD
SOLARBEAM

Ahilifr. Overgrow
Terrain Ability: Ground

| Hp

| Mack  >BRD>
| Defense > bbb

Special Attack B> >

Size: N T 11

Special Defense e P b -

Level-Up Moves

L1 TACKLE

U GROWL

L1 RAZOR LEAF

Ll REFLECT

L8 RAZOR LEAF
L2 REFLECT

L5 POISONPOWDER
23 SYNTHESIS

L3l
L39

L47
L55

BODY SLAM
LIGHT SCREEN
SAFEGUARD
SOLAREEAM

Ablity: Overgrow

Terrain Ability: Ground  sjze-mr T 1

HP B b
Attack 4 4 4 2
Defense B

Special Attack oD
Special Defense bbb

Level-Up Moves

L1
L1
L1
L1
L8
L12
L5
L23

TACKLE

GROWL

RAZOR LEAF
REFLECT
RAZOR LEAF
REFLECT
POISONPOWDER
SYNTHESIS

BODY SLAM
LIGHT SCREEN
SAFEGUARD
SOLARBEAM

Type: Fire
Ability: Blaze

HP g g =
Attack =
Defense BB -

Special Attack B~

Terrain Ability: Magma

Special Defense b= |

Level-Up Moves

L1
L1
L6
L12
L19
L27
L36
L46

TACKLE

LEER
SMOKESCREEN
EMBER

QUICK ATTACK
FLAME WHEEL
SWIFT
FLAMETHROWER

Type: Fire
Ability: Blaze
Terrain Ability: Magma

HP B[
Attack e
Defense B B

Special Attack =P
Special Defense b=

Level-Up Moves

LI
L1
Ll
L6
L12
L21
L3l
L4z

TACKLE
LEER

| 154

SMOKESCREEN |

SMOKESCREEN
EMBER
QUICK ATTACK
FLAME WHEEL
SWIFT

FLAMETHROWER

Type: Fire
Ability: Blaze
Terrain Ability: Magma

HP |
Attack | g e
Defense |t

Special Attack e[
Special Defense b P ==

Level-Up Moves

L1

L21
‘ L31

TACKLE
LEER

SMOKESCREEN I

EMBER
SMDKESCREEN
EMBER

QUICK ATTACK

FLAME WHEEL |

L45
L6

SWIFT

FLAMETHROWER |

Type: Water
Ability: Torrent
Terrain Ability: Water

Defense
Special Attack BB

Size: T 1

Special Defense bbb -

Level-lp Moves Friend Area - Rub-a-Dub River Likely

| 1L
|17
|3
| 20
| 27
L3
143

SCRATCH
LEER

RAGE
WATER GUN
BITE

SCARY FACE
SLASH
SCREECH

L52

HYDRO PUMP

Friend Area - Cryptic Cave Very Likely

« Western Cave 99F
» Cannot catch on first encounter

Friend Area - Final Island Unlikely

+ Buried Relic 36F-98F
+ Leader must have Music Box

Friend Area - Beau Plains Likely

POKEDE}( 141—158)

« Potential hero or partner Pokémaon

« Joyous Tower 8F-11F

Friend Area - Beau Plains Very Unlikely

+ Evolves from Chikorita at Level 16

« Western Cave 20F-27F

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area + Beau Plains Never

= Evolves from Bayleaf at Level 32

Friend Area - Scorched Plains Likely

+ Potential hero or partner Pokémon

+ Joyous Tower 13F-17F

Friend Area - Scorched Plains Very Unlikely |

= Evolves from Cyndaquil at Level 14

« Fiery Field 15F-24F

» Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Scorched Plains Never i

= Evolves from Quilava at Level 36

+ Potential hero or partner Pokémon
« Wyvern Hill 6F-11F, Waterfall Pond 6F-10F
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Type: Water
Ability: Torrent

HP >
Attack > |
Defense b |

Special Attack  B>>-p>[> |

Level-Up Moves

L1 SCRATCH
L1 LEER
LI RAGE
L7  RAGE

L13  WATER GUN
BITE
L28 SCARY FACE

L45 SCREECH
L35 HYDRO PUMP

Terain bRity-Water Sz T T | Seiperens b b |
J

0 eerr|

Mak BB

mﬁlﬂ;ﬂmt Defense BB |
B || R SR DD B> |

Special Defense b= |

137 SLASH
Level-Up Moves
L1 SCRATCH

1  LEER

L1 RAGE

Ll WATER GUN
L7 RAGE

L13  WATER GUN
L2l BITE

L28 SCARY FACE

L38 SLASH
L47  SCREECH
L58 HYDRO PUMP

Type: Normal
Ability: Run Away/Keen Eye
Terrain Ability: Ground

Hp >0
| Attack >
| Defense B |

Special Attack  B»C>[>[>

Level-Up Moves

LI SCRATCH

L4  DEFENSE CURL
L7 QUICK ATTACK
LIZ  FURY SWIPES
LI7  HELPING HAND
L24 SLAM

131 FOLLOW ME
L40 REST

L49  AMNESIA

Type: Normal
Ability: Run Away/Keen Eye

Terrain Ability: Ground  sjze-mr T 17

Size: LT T | Gpecial Defense b0
|
| Mack | >
| Defense B>

Special Mtack  B-B-C>C> |
Special Defense p= = [>>[>~

Level-Up Moves

L1 SCRATCH

L1 DEFENSE CURL
L1 QUICK ATTACK
L4  DEFENSE CURL
L7 QUICK ATTACK
L12  FURY SWIPES
L19  HELPING HAND
L28 SLAM

L37  FOLLOW ME
L48  REST
L59 AMNESIA

Type: Normal-Flying
Ability: Insomnia/Keen Eye

Terrain Ability: Ground  sjze. g 7T 1

gw >0
gmm >0
| Defense g g e

Special Attack  B=pe[>[>
5pecial Defense b= ===

Level-Up Moves

L1 TACKLE

L1 GROWL

L6 FORESIGHT
L1l PECK

Ll6  HYPNOSIS
L22 REFLECT
L28 TAKE DOWN
L34  CONFUSION

L48 DREAM EATER

Type: Normal-Flying
Ability: Insomnia/Keen Eye

Terrain Ability: Ground  Sjze-mr 7 1

HP
| Mak B>
| Defense S e

Special Attack_ B>0>D>1>
Special Defense - -

Level-Up Moves
L1 TACKLE

11 GROWL

L1 FORESIGHT
11 PECK

L6  FORESIGHT
PECK

L16  HYPNOSIS
| L5  REFLECT

L33 TAKE DOWN
141 CONFUSION
L57  DREAM EATER

Type: Bug-Flying
Ability: Swarm/Early Bird

Terrain Ability: Float Size-l T 1

Type: Bug-Flying
Ability- Swarm/Early Bird

Terrain Ability: Float Size B T T

HP B>
Attack - - [
Defense [ g g e

Special Attack ===
Special Defense ===

Attack

Deerse __ >-»-0->

Special Attack  B>p >

Special Defense B> >

Ll TACKLE
L8  SUPERSONIC
15  COMET PUNCH
122 LIGHT SCREEN
L22 REFLECT

| 122 SAFEGUARD

| 129 BATON PASS

L43  AGILITY
L50  DOUBLE-EDGE

o IR I S———

L1 TACKLE
LI SUPERSONIC
L8  SUPERSONIC
| 115 COMET PUNCH
| L24  LIGHT SCREEN
| L24  REFLECT
| 124 SAFEGUARD
| 133 BATONPASS

L4z  SWIFT
L51  AGILITY
L60 DOUBLE-EDGE

Type: Bug-Poison
Ability: Swarm/Insomnia
Terrain Ability: Ground

Size: T 11
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HP >
Attack B>
Defense [ _Jen
Special Attack >0
Special Defense b= b= >

Level-Up Moves

| L1 POISON STING

| L2 STRING SHOT

| L6 SCARY FACE

| LI CONSTRICT

| LI7  NIGHT SHADE

{ L23  LEECHLIFE

| L30  FURY SWIPES
L37 SPIDER WEB

L45  AGILITY
L33  PSYCHIC

Friend Area + Rub-a-Dub River

Very Unfikely

« Evolves from Totodile at Level 18

« Northwind Field 27F-29F, Mt. Faraway 30F-39F
« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Rub-a-Dub River

+ Evolves from Croconaw a Level 30

Very Unlikely

« Western Cave 49F-58F, Makuhita Dojo (Team Hydra)

= Leader must be Level 90 with Friend Bow

Friend Area » Thunder Meadow

= Sinister Woods 3F-6F

Somewhat Likely

Friend Area - Thunder Meadow

* Evalves from Sentret at Level 15

Never

Friend Area - Flyaway Forest

Somewhat Likely

= Sinister Woods 10F-12F, Northern Range 1F-5F, Buried Relic

5F-OF

Friend Area - Flyaway Forest

» Evolves from Hoothoot at Level 20

Never

Friend Area - Mist-Rise Forest

Likely

- Sinister Woods 7F-10F, Pitfall Valley 1F-6F, Joyous Tower

22F-25F

Friend Area - Mist-Rise Forest

« Evolves from Ledyba at Level 18

Friend Area + Secretive Forest

Never

Somewhat Likely

+ Silent Chasm 6F-9F, Northern Range 6F-11F, Wish Cave 26F-

32F, Joyous Tower 27F-32F



Type: Bug-Poison
Ability: Swarm/Insomnia

Terrain Ability: Ground  Sjze-mr T 1

HP B> |
Attack >
Defense BB |

Special Attack BB |

Special Defense b= b= 1

Level-Up Moves

Ll POISONSTING | L34
Ll STRINGSHOT | 143
L1 SCARY FACE 153
L1 CONSTRICT L&3
L6 SCARY FACE

L1l CONSTRICT

L17  NIGHT SHADE

L25 LEECHLIFE

FURY SWIPES
SPIDER WEB
AGILITY
PSYCHIC

Type: Poison-Flying
Ability: Inner Focus

Terrain Ability: Float Cize-l T 1

WP > |

Attack > |
Defense >

Special Attack  >p>0> |

Special Defense b>b>p>[> |

Level-Up Moves

L1 SCREECH | L28
L1 LEECHLIFE 135
L1 ASTONISH L42
Ll  SUPERSONIC | L49
L6 ASTONISH L56
L1l SUPERSONIC

Lle BITE

L21  WING ATTACK

CONFUSE RAY
AIR CUTTER
MEAN LOOK
POISON FANG
HAZE

Type: Water-Electric
Ability: Volt Absorb/llluminate

Terrain Ability: Water Size- B T 1

Hp e |
Attack AN
Defense [ g =

Special Atfack = pe-[>[> |
Special Defense bbb |

Level-Up Moves

L1  BUBBLE L4l
LI  THUNDERWAVE | L49
L5  SUPERSONIC

L13  FLAIL

L17  WATER GUN

125 SPARK

L29 CONFUSE RAY

137 TAKEDOWN

HYDRO PUMP
CHARGE

Type: Water-Electric
Ability: Volt Absorb/llluminate

Terrain Ability: Water Size: @ T 1T

HP b |

Attack | o d =g
Defense [ _deded

Special Attack ===
Special Defense b |

Level-Up Moves

Ll BUEBLE L43
LI THUNDERWAVE | L50
Ll SUPERSONIC L&l
L5  SUPERSONIC

L13  FLAIL

117  WATER GUN

L25 SPARK

L32  CONFUSE RAY

TAKE DOWN
HYDRO PUMP
CHARGE

Type: Electric
Ability: Static
Terrain Ability: Ground

HP >
Attack B
Defense B B

Special Attack -

Special Defense b - |

Level-Up Moves
11 THUNDERSHOCK |
L1 CHARM '
L6 TAILWHIP

L8  THUNDERWAVE
L11  SWEETKISS
L50  VOLT TACKLE

Type: Normal
Ability: Cute Charm

Terrain Abiity: Ground  Sjze-gar T ]

HP [
Attack [ =
Defense >0

Special Attack  -[>>[>
Special Defense -[>[>[> |

Level-Up Moves
Ll POUND
Li CHARM
L4 ENCORE
L8  SING

L13  SWEETKISS
L17  MAGICAL LEAF

Type: Normal
Ability: Cute Charm
Terrain Ability: Ground

HP >
Attack | _Je=des
Defense o =2

Special Attack B>p>-[>[>

Size: T 1)

Special Defense B P -

Level-Lp Moves

1  POUND

1  CHARM

2 SING

L4  DEFENSE CURL
L9  POUND

L14 SWEETKISS

Type: Normal
Ability: Hustle/Serene Grace

Terrain Ability: Ground  jze-m T 1

HP B>
Attack [ ne g
Defense [ e

Special Attack  B-[>[>[>

Special Defense B=[=[>[>

Type: Normal-Flying
Ability: Hustle/Serene Grace
Terrain Ability: Ground

Size: 1 11

HP | P
Attack | 4 4 P
Defense |l ™

Special Attack -
Special Defense bbb >

Level-Up Moves
Ll GROWL L29
Ll  CHARM 133

L4  METRONOME | L37
LY  SWEETKISS L41
L13  YAWN |

L17  ENCORE |

21 ANCIENTPOWER |

L25 FOLLOW ME

WISH
SAFEGUARD
DOUBLE-EDGE
BATON PASS

Level-Up Moves

L1 MAGICAL LEAF | 17
L1 GROWL L21
L1  CHARM | L25
L1  SWEETKISS | 129
L2  METRONOME |133
L4 METRONOME | 137
L9  SWEETKISS L4l

| LI3  YAWN

ENCORE
ANCIENTPOWER |
FOLLOWME |
WiIsH
SAFEGUARD |
DOUBLE-EDGE |
BATON PASS |

POKEDEX (159-176)

Friend Area - Secretive Forest Never

= Evolves from Spinarak at Level 22

Friend Area - Echo Cave Never

= Evolves from Golbat when 1Q reaches 5 stars

Friend Area » Deep-Sea Floor
* Silver Trench 70F-79F

Friend Area + Deep-5ea Floor

Somewhat Likely

Never

- Evolves from Chinchou at Level 27

Friend Area - Energetic Forest
« Joyous Tower 3F-6F

Friend Area - Mt. Moonview
= Wish Cave 1F-4F

Friend Area - Sky Blue Plains

Somewhat Likely

Likely

Likely

» Western Cave 10F-13F, Joyous Tower 1F-3F

Friend Area - Flyaway Forest
= Wish Cave 5F-10F

Somewhat Likely

Never

Friend Area - Flyaway Forest

+ Evolves from Togepi when IQ reaches 5 stars
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Type: Psychic-Flying
Ability: Synchronize/Early Bird

Terrain Ability: Ground  jze. @ T 1

HP >
Attack | 4 4 ded
Defense [ e

Special Attack e[
Special Defense b B>

Level-Up Moves
1l PECK
L1 LEER

LI0  NIGHT SHADE
L20 TELEPORT
L3I0 WISH

130 FUTURE SIGHT
L40  CONFUSE RAY
L50  PSYCHIC

Type: Psychic-Flying
Ability: Synchronize/Early Bird
Terrain Ability: Ground

HP B
Attack B
Defense bbb
Special Attack BB~
Special Defense b o=l

Level-Up Moves
Ll PECK
Ll LEER

L10  NIGHT SHADE
L20 TELEPORT
L35 WISH

L35  FUTURE SIGHT
L50 CONFUSE RAY
L65  PSYCHIC

Type: Electric
Ability: Static
Terrain Ability: Ground

HP -
Attack | Jd J e
Defense [ d g Jdws

Special Attack B>
Special Defense b=

Level-lp Moves
LI TACKLE
il GROWL

| L9 THUNDERSHOCK
{ L6 THUNDER WAVE
{123  COTTON SPORE

130  LIGHT SCREEN
| 137 THUNDER

Type: Electric
Ability: Static

Terrain Ability:Ground  Sjze-mr T T

HP [ 2 Jes
Attack | 2 =2
Defense | g e
Special Attack i[>
Special Defense b= [>>

LL  TACKLE
| L1 GROWL
Ll THLUNDERSHOCK
|19  THUNDERSHOCK
| U8 THUNDERWAVE
L27 COTTON SPORE |
136 LIGHTSCREEN |
| L45  THUNDER i

Type: Electric
Ability: Static

Terrain Ability: Ground  jze.mr T T

HP | 4 d =g
Atack | d d =2
Defense | g J Je=

Special Attack B B= ==
Special Defense -

Level-Up Moves

[ Tackie L42
(1 GROWL 57
{L  THUNDERSHOK

{1 THUNDERWAVE

E 19  THUNDERSHOCK |

| Li8  THUNDERWAVE |
127 COTTON SPORE |

| B0 THUNDERPUNCH |

LIGHT SCREEN
THUNDER

Type: Grass
Ability: Chlorophyll
Terrain Ability: Ground

HP >
Attack [ e
Defense [ i e

Special Attack >
Special Defense B>

Level-Up Moves

L1 ABSORE |
L1 SWEETSCENT |
L1 STUNSPORE |
L1 MAGICALLEAF |
L44 PETAL DANCE |
155 SOLARBEAM

Type: Water
Ability: Thick Fat/Huge Power
Terrain Ability: Water

Special Attack  B=[>C>[>

Size: BN T 11

Special Defense B[>[>[>

Level-Up Moves

LI TACKLE L45
L3  DEFENSE CURL

L6 TAILWHIP

LI0  WATER GUN

L15 ROLLOUT

121  BUBBLEBEAM |

L28 DOUBLE-EDGE

L36  RAIN DANCE

HYDRO PUMP

Type: Water
Ability: Thick Fat/Huge Power

Terrain Ability: Water Size- L L 1]

Hp B [
Attack | o ges
Defense g e

Special Attack  B>-p->-[>

Special Defense ===

Level-Up Moves

LI TACKLE 124
Ll  DEFENSECURL |L34
LI TAILWHIP L45

LI WATER GUN L57
L3  DEFENSE CURL

L6 TAILWHIP

LI0  WATER GUN

LI5  ROLLOUT

BLUBELEBEAM
DOUBLE-EDGE
RAIN DANCE

HYDRO PUMP

Type: Rock
Ability: Sturdy/Rock Head
Terrain Ability: Ground

Size: N T 11
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HP >>pr |

Attack [ e
Defense [ 2 4 Zed

Special Attack P[>

Special Defense bp>-p>p> |

Level-Up Moves

LI  ROCKTHROW | L57
L9  FLAIL
L10  MIMIC
L17  LOW KICK
L25 ROCK SLIDE
BLOCK
L41  FAINT ATTACK
SLAM

DOUBLE-EDGE

Friend Area - Flyaway Forest

» Solar Cave 1F-5F, Wish Cave 13F-17F

Friend Area « Flyaway Forest

» Evolves from Natu at Level 25

Friend Area - Thunder Meadow

+ Lightning Field 1F-5F

Friend Area - Thunder Meadow
= Evolves from Mareep at Level 15

+ Lightning Field 7F-13F

Somewhat Likely

Never

Likely

Very Unlikely

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Thunder Meadow

« Evolves from Flaaffy at Level 30

Friend Area - Jungle

« Evolves from Gloom with Sun Stone

Friend Area - Turtleshell Pond

« Evolves from Azurill when IQ reaches 6 stars

« Wish Cave 4F-6F

Never

Never

Very Unlikely

* Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Turtleshell Pond

* Evolves from Marill at Level 18

Friend Area + Overgrown Forest

+ Sinister Woods 1F-4F

Never

Likely



Type: Water
Ability: Water Absorb/Damp
Terrain Ability: Water

HP | d 4 ¥
Attack | d =g
Defense | e

Special Attack B>
Special Defense B>

Level-Up Moves

LI WATER GUN

L1 HYPNOSIS

L1  DOUBLESLAP

L1  PERISH SONG
| L35  PERISH SONG

L51 SWAGGER

Type: Grass-Flying
Ability: Chlorophyll
Terrain Ability: Ground

HP | J Zedes
Attack | 4 2 e
Defense [ 2 4 Jvd

Special Attack  B»p>-[>[>
Special Defense ===

L1 SPLASH

L5  SYNTHESIS

L5  TAIL WHIP
| L10  TACKLE

[ 13 POISONPOWDER

| L15  STUNSPORE

| L7 SLEEP POWDER
L20 LEECHSEED

L25 COTTON SPORE
130  MEGA DRAIN

Type: Grass-Flying
Ability: Chlorophyll
Terrain Ability: Ground

HP [ e
Attack | 4 & _J»2
Defense | J 2 de3

Special Attack_B>p>I>>
Special Defense - b=

L1 SPLASH
LI TACKLE

| 15  SYNTHESIS

|15 TAILWHIP

| LI0  TACKLE

| L3 POISONPOWDER
| L15  STUNSPORE
| LI7  SLEEP POWDER

L22  LEECH SEED
129 COTTON SPORE
L36 MEGA DRAIN

Type: Grass-Flying
Ability: Chlorophyll
Terrain Ability: Ground

HP [ 2 e
Attack | 2 o4 Jeg
Defense [ o _Zedng
Special Attack =B
Special Defense = [>>

L1 SPLASH

L1 TACKLE
| L5 SYNTHESIS
| LS TAIL WHIP
| L0  TACKLE

| L3 POISONPOWDER
| LI5  STUNSPORE
LI7  SLEEP POWDER

L22  LEECH SEED

L33 COTTOM SPORE

L44 MEGA DRAIN

HP g

SCRATCH

L43 SCREECH

Attack g ey
Type: Normal T e e
Ability: Run Away/Pickup - ASTONISH
Torrain Abil _Ev nd \ Special Attack  >p>[>[> e ik
T el L Special Defense > [>[>  SPES

HP > >0

Attack 00> | ({5 GrowTH
Type: Grass Delesice > o>[> | | L3 MEGADRAIN
Ability: Chlorophyll - LIB  INGRAIN

Special Attack B[>[>[> | | !¢ ENDEAVOR
Terrain Ability: Ground i2p- L30  SUNNY DAY

ty Size-mC 1 11 137  SYNTHESIS

Special Defense - [>[>>

Type: Grass

Ability: Chlorophyll
Terrain Ability: Ground

142  GIGA DRAIN

Level-Up Moves

Type: Bug-Flying
Ability: speed Boost/Compoundeyes
Terrain Ability: Float

Special Attack ===

| Special Defense bbb

L12  DOUBLE TEAM
LI7  SONICEOOM
123 HYPNOSIS
L28  DETECT

L34  UPROAR

HP g
Attack . |u ggﬁ?‘%a 142 SOLARBEAM
Defense  B-D>D>D> | | [f Gi7onicas
Size: T 11 illﬁt!ai.uttatk ol EE %ﬁ"&fm
: pecial Defense b >[>> 137 35&305"&{:
HP b=
e T
Defense B | |6 QUICKATIAGK |L50 SCREECH

Type: Water-Ground
Ability: Damp/Water Absorh
Terrain Ability: Water

Size: 1T 11

Hp [
Attack [ s
Defense g =l

Special Attack  B=[>[>[>
Special Defense b= >[> |

L WATER GUN
L1 TAIL WHIP
L1 SLAM

L16  MUDSHOT
L21  AMNESIA

L31  YAWN

L36 EARTHQUAKE
L41  RAIN DANCE

Ll

L51  MIsST
151 HAZE

POKEDEX (177-194)

Friend Area - Tadpole Pond Never

+ Evolves from Poliwhirl with King’s Rock and Link Cable

Friend Area - Beau Plains Somewhat Likely

« Pitfall Valley 4F-8F

Friend Area - Beau Plains

Very Unlikely

+ Evolves from Hoppip at Level 18
« Great Canyon 1F-3F, Pitfall Valley 15F-20F, Joyous Tower

42F-46F

= Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Beau Plains

= Evolves from Skiploom at Level 27

Friend Area - Energetic Forest

» Uproar Forest 1F-6F

Somewhat Likely

« Appears in Blue Rescue Team only

Friend Area + Jungle
« Wish Cave IF-3F

Friend Area - Jungle

Somewhat Likely

Never

« Evolves from Sunkern with Sun Stone

Level-Up Moves Friend Area » Mist-Rise Forest
¥

Somewhat Likely

+ Silent Chasm 1F-8F, Pitfall vValley 9F-15F

Friend Area - Peanut Swamp

Likely

« Sinister Woods 8F-10F, Waterfall Pond 3F-6F
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HP B>

QUAGSIRE

Type: Water-Ground Attack .

b Damp/Water Absorb Def T
era S:ei?:lematk >
Terrain Ability: Water

Special Defense b= [=[>

Level-Up Moves

Ll
L
L
L6
123
L35
42
149

Friend Area - Peanut Swamp Never

MIST
HAZE

WATER GUN L&l
TAIL WHIP L6l
SLAM

MUD SHOT

AMNESIA

YAWN

EARTHOUAKE

RAIN DANCE

« Evolves from Wooper at Level 20

HP -
Attack B BB
Defense [ g g

Ability: Synchronize

Terrain Ability: Ground | Special Attack B>p>-D-D>

Special Defense === =

Level-Up Moves

u
A1
u
L8

Friend Area - Transform Forest Never

« Evolves from Eevee with Sun Ribbon and when 10 reaches 4
Stars

TACKLE L42  PSYCHUP
TAILWHIP L47  PSYCHIC
HELPING HAND |L52 MORNING SUN
SAND-ATTACK

CONFLUSION

QUICK ATTACK

SWIFT

PSYBEAM

HP
Mk e
Defense B B B B

Ability: Synchronize
Terrain Ability: Ground

Special Defense pe- b -

Special Attack bbb |

Level-Up Moves

L1
L1
L1
L8
Ll6
L23
L30
L36

Friend Area - Transform Forest Never
TACKLE 142  MEAN LOOK
TAIL WHIP 147 SCREECH
HELPING HAND |L52 MOONLIGHT
SAND-ATTACK

PURSUIT |
QUICK ATTACK ‘

- Evolves from Eevee with Lunar Ribbon and when 1Q reaches
4 stars

CONFUSE RAY
FAINT ATTACK

HpP [ 3 Jeses
Attack [ S e

Type: Dark-Flying

Level-Up Moves

L
L9

L48

Friend Area « Flyaway Forest Somewhat Likely
« Great Canyon 5F-7F, Western Cave 1F-2F, Wish Cave 39F-42F

PECK
ASTONISH
PURSUIT

HAZE |
MIGHT SHADE |
FAINT ATTACK |
TAUNT

MEAN LOOK

Abity: Insomnia ML
gl . Special Attack B [>I>[>
Terrain Ability: Ground  sjze-mr T 1 R
HP 3 Y
Type: Water-Psychic Attack BB b
siny i Defense >
“""'t?‘- MMTM ) Special Attack b=
Terrain Ability: Water Size: B T ]

Special Defense b= b=

Level-Up Moves

{u
| U1
| L1
L&
L3
L1y
L24
| 129

|

Friend Area - Bountiful Sea Never
CURSE
YAWN
TACKLE
GROWL
WATER GUN
CONFUSION
DISABLE
HEADBUTT

136 SWAGGER
| 140 PSYCHIC
L47 PSYCHUP

+ Evolves from Slowpoke with King's Rock and Link Cable

Hp >
Mak b
Defense B> [>

Special Attack B>
Special Defense e e[

Ability: Levitate

Level-lip Moves

Friend Area - Darkness Ridge
« Murky Cave 13F-19F, Darknight Relic 1F-15F

Somewhat Likely

PERISHSONG |
GRUDGE

GROWL L45
PSYWAVE L53
SPITE

ASTONISH

CONFUSE RAY

MEAN LOOK

) PSYBEAM

PAINSPLIT |

HP B
Attack = b -
Defense o 1 e

Special Attack ===
Special Defense b= -

Level-Up Moves

L1

Friend Area - Aged Chamber AN and Aged Chamber 02 Unlikely

HIDDEN POWER « Unown Relic (see below)

LF, 5F, 6F, 2F, 6F, OF, 2F

IF, 7F

1F, 7F 1F, 8F

8F, 11F 11F

2F, 5F, 8F,
11F

2F,8F,10F 3F 7F,9F, 3F.5F,9F, 3F 7F,9F, 3R 7R 9F

10F 11F 11F

4F, 8F, 11F  4F, 10F

BESE00EGEEGN00

IF, 4F, 10F, 2F, 4F, 9F, 5F, 8F, 10F,
11F 10F 11F

IF.5F, 9F 2F, 5F; 8F,

9F, 11F
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3F, 5F, 10F

IF, 6F, 8F 3F, 6F, 10F

1F, 7F 2F-7TF 2F-7F

L
6F 2F, 6F 7F



Ability: Shadow Tag
Terrain Ability: Ground

Hp [ =g
Attack B BB
Defense >

Special Attack b= = [>

Special Defense B[ >

Level-Lip Moves

L1
L1
L1
L1

COUNTER ]
MIRROR COAT |
SAFEGUARD |
DESTINY BOND |

POKEDEX (195-210)

Friend Area - Echo Cave Never

= Evolves from Wynaut at Level 15

Type: Normal-Psychic
Ability: Inner Focus/Early Bird
Terrain Ability: Ground

HP | o
Attack | 4 =g
Defense [ 3 3 e

Special Attack B[
Special Defense B -

Level-Up Moves

L1
L1
L7
L13
LI9
L25
L1
L37

TACKLE |
GROWL
ASTONISH
CONFUSION
STOMP |
ODOR SLEUTH
AGILITY

BATON PASS

L43
L49

PSYBEAM
CRUNCH

Type: Bug
Ability: Sturdy

Terrain Ability: Ground  jze.gr 7 1

Hp [ el
Attack [ 3 =
Defense >

Special Attack B>
Special Defense B [>[>[>

Level-Up Moves

L1
L1
L8
L15
L22
L29
L6
L43

TACKLE
PROTECT
SELFDESTRUCT |
TAKEDOWN |
RAPID SPIN

BIDE |
EXPLOSION |
SPIKES ,

L50

Friend Area - Sky Blue Plains Somewhat Likely
I = Solar Cave 1F-4F
1

Friend Area - Secretive Forest Somewhat Likely

DOUBLE-EDGE i « Mt. Freeze 1F-5F, Wish Cave 61F-64F, Joyous Tower 61F-64D

Type: Bug-Steel
Ability: Sturdy

Terrain Ability: Ground  size-mr T 17

HP >0
Attack g ey
Defense B

Special Attack B> [>[>[>
Special Defense p=[>[>[>

Level-Up Moves

L1
L1
L1
L8
LI5
L22
L29
L3l

TACKLE |
PROTECT

L39
L49

SELFDESTRUCT | L59

SELFDESTRUCT |
TAKEDOWN |
RAPID SPIN
BIDE

ZAP CANNON

EXPLOSION
SPIKES

Friend Area - Cryptic Forest Never

= Evolves from Pineco at Level 31

DOUBLE-EDGE |

|
|

Type: Normal
Ability: Serene Grace/Run Away

Terrain Ability:Ground ~ Sjze-@r 1 1

| Hp

B>
Attack B>
Defense B>

Special Attack  p>[>>

Special Defense B> [> >

Level-Up Maves

a1

L4

Li1
Li4
L1
L24
131
L34

RAGE

DEFENSE CURL
YAWN

GLARE
ROLLOUT
SPITE

PURSLIT
SCREECH

TAKE DOWN
FLAIL
ENDEAVOR

Friend Area - Echo Cave Somewhat Likely

- Great Canyon 1F-3F; Wish Cave 43F, 44F; Joyous Tower 43F,
44F

Type: Ground-Flying
Ability: Hyper Cutter/Sand Veil

Terrain Ability: Float Size- @ T 1

Type: Steel-Ground
Ability: Rock Head/Sturdy

Terrain Ability: Ground  gjze.

Level-Up Moves

Friend Area « Mt. Deepgreen Somewhat Likely

= Mt. Thunder 7F-10F; Mt. Thunder Peak 1F, 2F; Wish Cave
31F-35F; Desert Region 15F-20F; Southern Cavern 15F-25F;
Joyous Tower 31F-35F

HP B - =
L1 POISON STING
Attack B - - > I|:|63 ?lip&g?{mcx
e e | |3 Bt
SBeqauttack B m Erf?t?slcn
| Special Defense p-ps-p-p- | | L1} SCREECH
P Nl Level-Up Moves
| L1 TACKLE L41  SLAM
s | [ E |
L N
Defense B-B-B[> | |12 ROCKTHROW |[L56 DOUBLE-EDGE
Special Attack B=B>[>[> | | L] HARDEN
i L30 DRAGONBREATH
Special Defense b p-C>[> | | 37 2RSONECT

Friend Area - Boulder Cave Never

« Evolves from Onix with Metal Coat and Link Cable

Type: Normal
Ability: Intimidate/Run /

Terrain Ability: Ground  Sjze. @ T 1

OO ..
Mak B>
Defense [ & Jedes

Special Attack B>
Special Defense b= [>>

Level-lip Moves

L1

TACKLE
SCARY FACE
TAIL WHIP
CHARM

L43
L53

TAKE DOWN
CRUNCH

Friend Area - Sky Blue Plains Somewhat Likely

* Western Cave 1F-3F

Ability: Intimidate
Terrain Ability: Ground

Size: T 1

HP | o e
Attack P
Defense -

Special Attack BB [>[>
Special Defense b= [>>

L1
L1
L4
L8
L3
L19
L28
L3§

TACKLE
SCARY FACE
TAIL WHIP
CHARM
BITE

LICK

ROAR
RAGE

Level-Up Moves

[49 TAKE DOWN

L6l

CRUNCH

Friend Area - Sky Blue Plains Never

= Evolves from Snubbull at Level 23
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Type: Water-Poison
Ability: Poison Point/Swift Swim
Terrain Ability: Water

e >p>0> |

Attack B |
Defense [

Special Attack i[>

Size: BT 11

Special Defense ===

Level-Up Moves

SPIKES L33 TAKE DOWN
TACKLE L37  HYDRO PUMP
POISON STING | L45  DESTINY BOND
HARDEN

MINIMIZE

WATER GUN

PIN MISSILE

REVENGE

Type: Bug-Steel
Ability: Swarm
Terrain Ability: Ground

Hp >0
Attack >
Defense >0

Special Attack  -p-[>>
Special Defense B [>[>[>

L1

L26
Lil

QUICK ATTACK | 136  SWORDS DANCE
LEER L41  IRDN DEFENSE
FOCUS ENERGY | L41 DOUBLE TEAM
PURSUIT L46  FURY CUTTER
FALSE SWIPE

AGILITY

METAL CLAW

SLASH

SHUCKLE

Type: Bug-Rock
Ability: Sturdy
Terrain Ability: Ground

HP brbpj
Attack [ g gedes
Defense [ 4 4 e

Special Attack  b=[>[>

Special Defense B b=

Level-Up Moves

LL
LL
L9
L14
L23
L28
L37

CONSTRICT
WITHDRAW
WRAP
ENCORE
SAFEGUARD
BIDE

REST

Type: Bug-Fighting
Ability: Swarm/Guts
Terrain Ability: Ground

HP >0
Attack >
Defense

Special Defense p[>[>[> |

Level-Up Moves

L1
L1
Lé
L1l
L7
L23
130
L37

TACKLE L45 REVERSAL
LEER L53 MEGAHORN
HORN ATTACK

ENDURE

FURY ATTACK

BRICK BREAK

COUNTER

TAKE DOWN

HP [ 4 _gegdes
Atack | 4 4 4 2
Defense | o d d =

Special Attack BB

Special Defense il

L1
L1

Level-Up Moves
SCRATCH | L43  ICY WIND
LEER | L50 SLASH
TAUNT | L57 BEATUP

L1
| s
| LI5
| L22

L29

L34

QUICK ATTACK | L64 METAL CLAW
SCREECH |

FAINT ATTACK
FURY SWIPES
AGILITY

Type: Normal
Ability: Pickup

Terrain Ability: Ground  Sjze- @ T 1

Hp | _gdegpg
Attack >0
Defense 00>
Special Attack  B=T>[>>
Special Defense b= >

Level-Up Moves

L1 SCRATCH 143 SNORE
L1 LEER 149 THRASH
7 LK

L13  FURYSWIPES

L19 FAKETEARS

L25 FAINT ATTACK

31 REST

137 SLASH

Ability: Guts

HP | 4 4 _Jeg
Enatk | 4 4 =
Defense [ e

Special Attack B> p>>

Terrain Ability: Ground  sjze- @ 1 1

Special Defense B>

Level-Up Moves

L1

SCRATCH 1131 REST
LEER |L37  SLASH
LICK |L43 SNORE
FURYSWIPES |L49 THRASH
LICK

FURY SWIPES

FAKE TEARS

FAINT ATTACK

Ability: magma Armor/Flame Body

Terrain M]Illt'f Hagma Size- B T 1

| WP >

Attack B>
Defense > |

Special Attack D> |
Speﬂal Defense b b=

A

Level-Up Moves

YAWN L50 BODYSLAM
SMOG

EMBER

ROCK THROW

HARDEN

AMNESIA

FLAMETHROWER

ROCK SLIDE

Type: Fire-Rock
Ability: Magma Armor/Flame Body

Terrain Ability: Magma  Sjze-mr T 1
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HP -
Attack | 4 =g
Defense B>
Special Attack B>
| Special Defense - p-[>>

Level-Up Moves

L1

YAWN 136  FLAMETHROWER
SMOG 143 ROCKSLIDE
EMBER L60  BODY SLAM
ROCK THROW

EMBER

ROCK THROW

HARDEN

AMMNESIA

Friend Area - Serene Sea

« Silver Trench 1F-9F, Grand Sea 1F-9F

Friend Area - Overgrown Forest

+ Evalves from Scyther with Metal Coat and Link Cable

Friend Area - Mt. Deepgreen

Somewhat Likely

Never

Somewhat Likely

= Mt. Blaze 5F-9F, Howling Forest 7F-11F

Friend Area + Overgrown Forest

+ Great Canyon 7F-9F, Joyous Tower 39F-42F

Unlikely

Friend Area - Darkness Ridge
= Buried Relic 1F-4F

Friend Area - Mt. Deepgreen

Somewhat Likely

Likely

» Silent Chasm 1F-3F, Joyous Tower 26F-30F

Never

Friend Area - Mt. Deepgreen

« Evolves from Teddiursa at Level 30

Friend Area - Crater

« Mt. Blaze 1F-12F, Fiery Field 1F-5F

Friend Area - Crater

+ Evolves from Slugma at Level 38

Likely

Never



Type: Ice-Ground
Ability: Oblivious

Terrain Ability: Ground  jze. @ T 1

| Hp > >0
Attack >
Defense B>

Special Attack B>
| Special Defense p»[>[>[>

Level-Up Moves

TACKLE

ODOR SLEUTH
POWDER SNOW
ENDLRE

TAKE DOWN
MIST

BLIZZARD
AMNESIA

Type: Ice-Ground
Ability: Oblivious
Terrain Ability: Ground

| Hp
T
| Deense B>
s

Special Attack  >C>[>[>

Size: T 1)

Special Defense p-[>[>> |

HORN ATTACK
ODOR SLEUTH
POWDER SNOW
ENDURE
POWDER SNOW
ENDURE

TAKE DOWN
FURY ATTACK

L42
L56
L70

MIST
BLIZZARD
AMNESIA

Type: Water-Rock
Ability: Hustle/Natural Cure

Terrain Ability: Water ~ sjze-mr 1 1

HP [ g o =3
| Attack B
| Defense

B> l
Special Mtack B>-p>-I>C> |
Special Defense > =[>> 5

Level-Up Moves

L1

L&

Li2
L17
L17
L23
L28
L34

MIRROR COAT
ANCIENTPOWER

TACKLE
HARDEN
BUBBLE
RECOVER
REFRESH
EUBBLEBEAM
SPIKE CANNON
ROCK BLAST

Type: Water
Ability: Hustle
Terrain Ability: Water

HP | e
Attack B> |
Defense Bl |

Special Attack  p-[>C>[> |
Special Defense b p»p[> |

L

1
L22
L22
L22
L33
L44
L55

WATER GUN
LOCK-ON
PSYBEAM
AURORA BEAM
BUBBLEBEAM
FOCUS ENERGY
ICE BEAM
HYPER BEAM

Type: Water
Ability: Suction Cups
Terrain Ability: Water

HP | o 2 e
Attack | d 4 =
Defense [ g e

Special Attack  B=pe[>[>
Special Defense -

Ability:Vital Spirit/Hustle

Terrain Ability: Ground  sjzp.mm T 1

HP [ 3
Attack [ 3 3 e
Defense 4 4 42

Special Attack B>
Special Defense B b= b

Level-Up Moves

WATERGUN  |L70 HYPERBEAM
CONSTRICT |

PSYBEAM

AURORA BEAM |

BUBBLEBEAM |

DCTAZOOKA |

FOCUS ENERGY |

ICEBEAM |

Level-Up Moves

L1

PRESENT

Terram Ability: Float

HP | o o d
Attack bbb
Defense d d 42

Special Attack ==

Size: N T |

Special Defense b= - B

Level-Up Moves

l
u
L8
Li5
[ 122
| 129
136
| L83

TACKLE L50 CONFLSE RAY
BUBBLE

SUPERSONIC

BUBBLEBEAM

TAKE DOWN

AGILITY

WING ATTACK

WATER PULSE

Type: Steel-Flying
Ability: Keen Eye/Sturdy

Terrain Ability: Ground  sjze-mr T 1

Type: Dark-Fire
Ability: Early Bird/Flash Fire
Terrain Ability: Magma

Size: T 17

HP | 4 4 Ze
Aftack >0
Defense P

Special Attack -~
Special Defense ===

Level-Up Moves

L1
| L1
| L10
| L13
| L1&
| L26
| L29
| 132

LEER

PECK
SAND-ATTACK
SWIFT
AGILITY

FURY ATTACK |
AIRCUTTER |
STEELWING |

| L42  SPIKES
| L45  METAL SOUND

Atack
Defense g =g
Special Attack B [>[>[>
Special Defense >

Level-Up Moves

143
L49

FLAMETHROWER
CRUNCH

0DOR SLEUTH
FAINT ATTACK

POKEDEX (211—228

Friend Area « Frigid Cavern Likely

« Sinister Woods 1F-3F; Wish Cave 17F-19F, 21F-25F

Fnend Area- Frlgld Cavern

= Evolves from Swinub at Level 33

Friend Area - Shallow Beach Somewhat Likely

= Silver Trench 5F-13F, Grand Sea 5F-13F

Friend Area - Treasure Sea Somewhat Likely

* Silver Trench 50F-59F

Friend Area - Treasure Sea Very Unlikely

= Evolves from Remoraid at Level 25

« Silver Trench 60F-69F, Far-off Sea 55F-64F, Makuhita Dojo
3F (Team Constrictor)

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Frigid Cavern Somewhat Likely

+ Northwind Field 17F-25F

Friend Area - Serene Sea Somewhat Likely

-Grand Sea 30F
= Appears in Red Rescue Team only

Friend Area - Ravaged Field Somewhat Likely

« Western Cave 40F-49F, Wish Cave 18F-19F
= Cannot catch until after first encounter

Friend Area + Ravaged Field Likely

« Silent Chasm 5F-7F, Howling Forest 1F-8F, Joyous Tower
25F-2Z7F
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Type: Dark-Fire
Ability: Early Bird/Flash Fire

Terrain Ability: Magma  Sjze- g T 1

| Hp

B> >
Attack g =2
Defense >0 |

Special Attack B> |

Special Defense b [

Level-Up Moves

L43
L5l
L5%

FAINT ATTACK
FLAMETHROWER
CRUMNCH

= PP,! Ll BUBBLE L&0  AGILITY
L | |

Type: Water-Dragon e L s -
Ability: Swift Swim Special Attack B> b>[> L5 SOKESCREEN : i-
SA—— L Special Defense B> IE% i"i"%{;ﬁ”“ | |

HP >

Attack . IH ?EEC'ICFFEI.EUTH L49 DOUBLE-EDGE
Type Ground Defense el | (1 SO e |
s g | SpecalAtack B>>0> | (17 FAL T
Terrain blY:Groumd  SPERETT ] | Gecipeonemm s | |3 WU

Type: Ground
Ability: Sturdy
Terrain Ability: Ground

Ability: Trace

Terrain Ability: Water Size: L T T

Hp > ] Level-Up Moves

1  ODORSLEUTH |L49 EARTHQUAKE
Attack [ g == H Eggn‘ fmcrc
Defense B> t?? E[E,:IELNSE CURL
Special Defense p»[>[>[> | |41 RAPIDSPIN B
Hp > Level-lip Moves

LI CONVERSION2 [136 TRIATTACK
Attack P Tackie L44 RECYCLE
S o L CONVERSION | L45 24P CAKNON
Specal Attack _B-p-p-> | | 12 PIECH

. | L24  DEFENSE CURL

Special Defense b[>[>> {32 LoCK-ON ,

Type: Normal
Ability: Intimidate

Terrain Ability: Ground  Sjze-mr T 1

Hp B>
Aftack [ e
Defense [ e

Special Attack = [>>

| Special Defense o>

Level-Up Moves

L
| L7
|
L7
L1
‘ L27

L1
L7

TACKLE
LEER
ASTONISH
F‘FPNESFS

STOM
SAND-ATTACK
ROLE PLAY
TAKE DOWN

| L4l
 L47

CONFUSE RAY
CALM MIND

Ability: Own Tempo
Terrain Ability: Ground

]
i
[ |
1

| >
| Attack > b
Defense [ & _Jedes

Special Attack ==
Special Defense = [>[>

Level-Up Moves

1

L1l
L21
131
L41
L51
L6l
L7

L&1
191

SKETCH
SKETCH
SKETCH
SKETCH
SKETCH
SKETCH
SKETCH
SKETCH

SKETCH
SKETCH

Type: Fighting
Ability: Guts

Terrain Ability: Ground  Sjze-mr T 1

HP =
Attack - |
Defense [ =g

Special Attack =[0I
Special Defense B > [>[>

Level-Up Moves

L1

TACKLE ‘

Type: Fighting
Ahility: Intimidate
Terrain Ability: Ground

1 14 NINTENDO PLAYER'S GUIDE

HP [ g Je=des
Aftack [ 2 2 w4
Defense | et

Special Attack  >p>-pe->

| Special Defense b= ==

Level-Up Moves

REVENGE | L37
ROLLING KICK | L43
FOCUS ENERGY | L4%
PURSUIT

QUICK ATTACK
TRIPLE KICK

RAPID SPIN
COUNTER

AGILITY
DETECT
ENDEAVOR

Friend Area » Ravaged Field Never

= Evolves from Houndour at Level 24

Friend Area » Treasure Sea Mever

« Evolves from Seadra with Dragon Scale and Link Cable

Friend Area « Safari Somewhat Likely
« Great Canyon 1F-3F, Southern Cavern 10F-19F

Friend Area - Safari

= Evolves from Phanpy at Level 25

Never

Friend Area - Decrepit Lab

+ Evolves from Porygon with Upgrade and Link Cable

+ Wish Cave 79F-84F, Buried Relic 9F-18F, Joyous Tower 80F-
84F

= Appears in Blue Rescue Team only

Likely

Friend Area - Energetic Forest
= Mt. Thunder 5F-9F, Joyous Tower 31F-36F

Somewhat Likely

Friend Area - Sky Blue Plains Somewhat Likely

- Rescue from Howling Forest—will join party after story
event

Friend Area - Mt. Discipline
» Mt. Steel 5F-8F

Somewhat Likely

Friend Area - Mt. Discipline

+ Evolves from Tyrogue if Attack and Defense are equal at
Level 20

Never



Type: Ice-Psychic
Ability: Oblivious
Terrain Ability: Ground

|

HP
| Attack > b
Defense g g2

Special Attack =P
Special Defense = =[>[>

Level-Up Moves

POKEDEX (229-246)

Friend Area - Frigid Cavern
« Joyous Tower 21F-25F

Somewhat Likely

POUND

LICK

SWEET KIS5
POWDER SNOW
CONFUSION
SING

MEAN LOOK
FAKE TEARS

L45
L49
L57

PSYCHIC
PERISH SONG
BLIZZARD

Type: Electric
Ability: Static
Terrain Ability: Ground

Type: Fire
Ability- Flame Body

Terrain Ability: Magma  sjze-mr 1 1T

Hp [ e
Attack >
Defense [ g g e

Special Attack s>
Special Defense b= ==

HP [ g 4 e
Mtack | 2 S
Defense B>

Special Attack - [>[>
Special Defense B> [>

Friend Area - Power Plant Likely

= Thunderwave Cave 4F-5F, Lightning Field 15F-22F, Buried
Relic 41F-59F

QUICK ATTACK
LEER

THLUNDERPUNCH
LIGHT SCREEN
SWIFT
SCREECH
THUNDERBOLT
THUNDER

Friend Area = Crater Somewhat Likely

= Mt. Blaze 1F-5F; Fiery Field 6F-9F; Wish Cave 72F-76F;
Joyous Tower 46F-51F, 72F-76F

| L49

SMOG |
FIRE PUNCH
SMOKESCREEN
SLINNY DAY
FLAMETHROWER
CONFUSE RAY

FIRE BLAST

Type: Normal
Ability: Thick Fat
Terrain Ability: Ground

HP | 4 o
Attack e
Defense [ 3 3 =

Special Attack B>
Special Defense b=

Friend Area - Safari Somewhat Likely

HEAL BELL + Western Cave 10F, 20F, 30F, 40F, 50F-53F, 60F-98F

TACKLE
GROWL
DEFENSE CURL
STOMP

MILK DRINK
BIDE
ROLLOUT
BODY SLAM

| L53

Type: Normal
Ability: Natural Cure/Serene race

Terrain Ability: Ground  Sjze.mr T 1

Hp [ S
Attack [ s
Defense P

Special Attack B»>[>[>
Special Defense B[ [>[>

Level-Up Moves

I L1
L1
| L4
| L7
| Lo
| L3
| L18
| 123

Friend Area - Sky Blue Plains Never

EGG BOME ¢
DEFENSE CURL Evolves from Chansey when IQ reaches 5 stars
LIGHT SCREEN
DOUBLE-EDGE

POUND
GROWL

TAIL WHIP
REFRESH
SOFTBOILED
DOUBLESLAP
MINIMIZE
SING

L28
L33
L40
L47

Type: Electric
Ability: Pressure
Terrain Ability: Ground

HP -
Atack -
Defense [

Special Attack B>

Size: T 11

Special Defense B> b= > B>

Level-1ip Moves

| L
L1
L1t
L21
L31
L41
L51
L61

Friend Area - Sacred Field

« Lightning Field 30F
« Cannot catch on first encounter

Unfikely

THUNDER
CALM MIND

BITE

LEER
THUNDERSHOCK
ROAR

QUICK ATTACK |

SPARK |
REFLECT |
CRUNCH

|71
L1

Type: Fire
Ability: Pressure

W e
Defense B = B

Special Attack ===

Terrain Ability: Magma  jze-gm 11

Special Defense bbb |

Level-Up Moves

L61

Friend Area - Sacred Field

« Fiery Field 30F
« Cannot catch on first encounter

Unlikely

FIRE BLAST
CALM MIND

EMBER - i
R |

SWAGGER

Type: Water
Ability: Pressure
Terrain Ability: Water

HP B -
Attack -
Defense B [ Bl

Special Attack ===

L6l

Level-lip Moves
L1

Friend Area - Sacred Field

* Northwind Field 30F
+ Cannot catch on first encounter

Unlikely

L71
L81

BITE

LEER
BLBBLEBEAM
RAIN DANCE
GUST

AURDRA BEAM

HYDRO PUMP
CALM MIND

MIST
MIRROR COAT

Type: Rock-Ground
Ability: Guts
Terrain Ability: Ground

Hp [
Attack B>
Defense B>

Special Atfack  B->[C>[>

g 1
Size: BT T | Spocial Defense b b1 |

Level-Up Moves
a}

Friend Area - Mt. Cleft
= Southern Cavern 16F-26F

Likely

BITE

LEER
SANDSTORM
SCREECH
ROCK SLIDE
THRASH
SCARY FACE
CRUNCH

L50 EARTHQUAKE
L57 HYPER BEAM
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Type: Rock-Ground
Ability: Shed Skin
Terrain Ability: Ground

HP [ g
Attack | g
Defense P

Special Attack > [>[>[>

Special Defense =P >

Level-Up Moves

SCARY FACE
CRUNCH
EARTHQUAKE
HYPER BEAM

TYRANITAR

Type: Rock-Dark
Ability: Sand Stream
Terrain Ability: Ground

HP
Attack >
Defense B>

| Special Attack  B>-I>[>[>
| Special Defense p»[>[> >

L BITE |L38
LI LEER | (a7
LI SCREECH |56
{12 SANDSTORM | L65
{18  SANDSTORM |
| L15  SCREECH ,
| 122 ROCKSLIDE |
| 120 THRASH |
Level-Up Moves
11 BITE L38
11 LEER L47
L1 SANDSTORM | Lél
11 SCREECH L75
L8 SANDSTORM
115 SCREECH
122 ROCKSLIDE
129 THRASH

SCARY FACE
CRUNCH
EARTHQUAKE
HYPER BEAM

Type: Psychic-Flying
Ability: Pressure
Terrain Ability; Water

HP 4 d d =
Attack >
Defense (4 4 4

Special Attack == [>-
Special Defense b= b

Level-Up Moves

L1
L11
L22
L33
L44
L55
L66
L7?

WHIRLWIND L33
SAFEGUARD L99
GUST

RECOVER

HYDORO PUMP |
RAINDANCE |
SWIFT |
AEROBLAST |

ANCIENTPOWER
FUTURE SIGHT

Type: Fire-Flying
Ability: Pressure
Terrain Ability: Float

HP [ 3 N ¥ =
Attack S 3
Defense [ 2 2 2

Special Attack B
Special Defense b= bbb

Level-Up Moves

| L1
|
| 122
133
144
155

WHIRLWIND L&8
SAFEGUARD L99
GLUST

RECOVER

FIRE BLAST

SUNNY DAY

L6  SWIFT

L7

SACRED FIRE

ANCIENTPOWER
FUTURE SIGHT

Type: Psychic-Grass
Ability: Natural Cure
Terrain Ability: Float

Special Attack B>

Special Defense > p>-[>[>

HP B |
_Mtatk >
Defense [ 3 Jedes

Level-Up Moves

L1
L1
L1
L1
L10
120
L30
L40

RECOVER 150
HEAL BELL

LEECH SEED
COMFUSION
SAFEGUARD
ANCIENTPOWER
FUTURE SIGHT |
BATONPASS |

PERISH 50NG

Type: Grass
Ability: Overgrow
Terrain Ability: Ground

Type: Grass
Ability: Overgrow
Terrain Ahility: Ground

HP | o =g
Attack B -
Defense BB B

Special Attack b=
Special Defense = b= b= =

Level-lip Moves

I L1

—
j—
(=21

L31

POUND 136
LEER La1
ABSORB L46
QUICK ATTACK
PURSLIT

SCREECH

MEGA DRAIN

AGILITY

SLAM
DETECT
GIGA DRAIN

masmanr

§m >
| Attack >>>p
Defense b |

Special Attack > >
Special Defense B b B

Level-Up Moves

L1 POUND L23
Ll LEER 129
LI  ABSORB L35
Ll QUICKATTACK | L4l
L6 ABSORB L47
L1l QUICK ATTACK | LS3
Ll6  FURY CUTTER

LI7  PURSUIT

SCREECH
LEAF BLADE
AGILITY
SLAM
DETECT
FALSE SWIPE

Ability: Qvergrow
Terrain Ability: Ground

HP | 4 4 4 2
Attack | d 4 d 4
Defense (J 444

Special Attack ==
Special Defense b=

Level-Up Moves
1 POUND |23
[l LEER |29
LE ABSORB 1 135
(1 QUICKATTACK |L43
| L6 ABSORB 151
{ L1 QUICKATTACK |L59
{ (16 FURYCUTTER |
| LI7  PURSLHT |

SCREECH
LEAF BLADE
AGILITY
SLAM
DETECT
FALSE SWIPE

Type: Fire
Ahility Blaze
Terrain Ahility: Magma

Size- T 1
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HP g e
Aftack 2= B 2=
Defense g e

Special Attack -

| Special Defense BB~ |

Level-Up Moves

SCRATCH L34
GROWL L37
FOCUS ENERGY | L43
EMBER

PECK

SAND-ATTACK

FIRE SPIN
QUICK ATTACK

SLASH
MIRROR MOVE
FLAMETHROWER

Friend Area - Mt. Cleft

= Evolves from Larvitar at Level 30

Very Unlikely

« Mt. Freeze 3F-5F, Buried Relic 60F-70F, Southern Cavern

37F-45F, loyous Tower 62F-66F

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Mt. Cleft

= Evolves from Puptitar at Level 55

Friend Area - Deep-5ea Current

= Silver Trench 99F

Friend Area - Rainbow Peak
- Mt. Faraway 40F

= Cannot catch on first encounter

Friend Area - Healing Forest
» Purity Forest 99F

Friend Area - Overgrown Forest
- Potential hero or partner Pokémon

= Joyous Tower 1F-4F

Friend Area - Overgrown Forest
= Evolves from Treecko at Level 16

« Western Cave 38F-49F

Never

Very Likely

Very Likely

Very Likely

Likely

Very Unlikely

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Overgrown Forest
» Evolves from Grovyle at Level 36

Friend Area - Scorched Plains

« Patential hero or partner Pokémon

- Joyous Tower 11F-15F

Never

Likely



POKEDEX (247-264

Hp S Level-Up Moves Friend Area - Scorched Plains Very Unlikely
Attack | (0 con 12 SMLEINE + Evolves from Torchic at Level 16
Type: Fire-Fighting Defense [ | |Ll FOCUSENERGY |L32 QUICKATTACK « Fiery Field 22F-29F
Ability: Blaze i D ENBER wERey | Minnommove | - Leader must be Level 90, or Level 50 with Friend Bow
Terrain Ability: Magma sjze. pecalAtack BB | |53 pupeg 150 SKYUPPERCUT
! BT | Special Defense b B-p-T> | | L DOUBLE KK
HP > p. NS Level-Up Moves Friend Area - Scorched Plains
Ll SCRATCH L7 PECK :
Type: Fire-Fighting Atack > | H ?S‘&ELEMEW tsé IS; ﬁTE ]T;T:TMK Evolves from Combusken at Level 36
Ahiil'i]l' Blaze Defense P> G EBeR 132 QUICK ATTACK
{abinnn Special Attack D> p-p-P- | |12 FIREPUNCH |36 BLAZEKICK
Teran bty Magn ORI | oo i e S,
1} | E
Special Defense - B> | (16 DOUBLEKICK |159 SKYUPPERCUT

HP S Level-Up Moves Friend Area - Peanut Swamp
LI TACKLE 133 WHIRLPOOL i i :
Attack [ 3 = e |l GROWL 5 PAOIET Potential hero or partner Pokémon
fpe: Water Defense pppp- | | L& MUDSLAP L42  HYDRO PUMP » Waterfall Pond 1F-3F
Ability: Torrent | (10 WATERGUN |L46 ENDEAVOR

Special Attack p>p>p>-p> | | L3 BIDE

L24  MUD 5PORT
L28  TAKE DOWN

Terrain Ability: Water

Special Defense b= b=

@ MARSHTOHP HP (N Level-Up Moves Friend Area  Peanut Swamp Very Unlikely
Attack e | |0 DKE [T M « Evolves from Mudkip at Level 16
Type: Water-Ground Fe— P> | |l MUDSLAP  (L31  TAKEDOWN « Mt. Faraway 10F-19F, Waterfall Pond 13F-18F
Ability: Torvent el Mak B | |16 MUbsSap |id2 provecr - | *Leader must be Level 90, or Level 50 with Friend Bow
Terrain Ability: Water Size: P (10 WATERGUN [L46 EARTHQUAKE |

L15 BIDE

i | L53 EMNDEAVOR |
Special Defense p»-p-p»-0> | |12 BOE oo | |

HP .. Friend Area - Peanut Swamp Very Uinlikely
Ll TACKLE |20 FORESIGHT 3

Attack B T |55 wuoeport Evolves from Marshtomp at_level ?6
Type: Water-Ground Defense B> | | MUDSLAP |13 TAKEDOWN « West Cave 79F-88F, Makuhtita Dojo 3F (Team Hydro) _
Ability: Ll WATERGUN  [L39 MUDDYWATER i SRl |

bility: Torrent Special Attack B>B>B-> | |L6 MUDSLP  |Ld6 PROTECT Leader must be Level 90 with Friend Bow |
in Ability- Water : LI0 WATERGUN  |L52 EARTHOUAKE

Terrain Ability: W Size: BT 1] BIDE [L61  ENDEAVOR

Special Defense p-pe-p-> | | 12 BOE 0 | : |

Hp D B Level-up Moves Friend Area - Wild Plains Somewhat Likely
Attack > | | Lﬁ{i 13 TAKEDOWN - Thunderwave Cave 1F-3F, Howling Forest 1F-8F :
Type: Dark Delosp T | |10 SAND-ATTACK |L41 CRUNCH ,
Ability: Run Away _ { |w B L45  THIEF i
s Special Attack pepe-I>[> | | L7 ODORSLEUTH !
Terrain Ability: Ground | AR :

Size: BT | Special Defense b > | e

e Y L toboes
Attack > oL e - Evolves from Poochyena at Level 18 !
Type: Dark | Defense DD SAND-ATTACK (132  SCARY FACE
i - | Specal Defense > > e |l THE
W .
MGl eDDD | (U B | om | SeeliesE
Eypg:ﬂn[mal Deferse oS | |5 TALWHR L37 REST
Ability: Pickup s i R Lo HEADBUTT |L41 BELLY DRUM
Terrain Ability: Ground  sjze. @ T 1 S iEE E&%:ﬁsﬁéﬁm

HP > Friend Area - Wild Plains Never
Ll TACKLE 123 MUDSPORT i i

Attack B0 crowt S B Evalves from Zigzagoon at Level 20

Type: Normal Defense oD | (U TALWHP (L35 COVET

Ability: Pickup [l HEADBUTT  |L4 SLASH

AR Sﬂeﬁal Mtack B[>[>0> { L5  TAILWHIP L47  REST
Terrain Ability: Ground Sjze. g {19  HEADBUTT  |L53 BELLYDRUM
i ize: Special Defense p-C>[>C> | | L3 SAND-ATTACK
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Hp S Level-Up Moves Friend Area - Mist-Rise Forest Somewhat Likely
Attack B> | |1 TACKLE | +Joyous Tower IF-2F
2 STRINGSHOT , A
Type: Bug Defense PO | |5 POISONSTING | |+ Evolves randomly into Silcoon or Cascoon at Level 7

Ability: Shield Dust

ferrain Ability:Groumd U Ry | ecelAtatk BD>ED>

Special Defense B> > > | | .

cemrrre—

Hp PSSR Level-Up Moves Friend Area - Mist-Rise Forest Very Uniikely
Mtack "]-_E.—-[:} il e TS - Evolves from Wurmple at Level 7
Type: Bug Defense B>l + Sinister Woods 4F-6F
Ability: Shed Skin Sl R PO « Leader must be Level 90, or Level 50 with Friend Bow
Terrain Ability: Ground  ize:mr T 1) | T
| Hp B0 I Level-Up Moves Friend Area - Mist-Rise Forest Never
Attack B> ;f o L ERIERN » Evolves from Silcoon at Level 10
Type: Bug:Flying Defense > | L7 STUN SPORE _ “
Ability: Swarm Specal Aack B> 0> > 120 MORNING SUN
Terrain Ability: Float N 124 MEGADRAIN
PRSI (31  ATTRACT
HP ) S Level-lp Moves Friend Area - Mist-Rise Forest Very Unlikely
Attack . DMI:E-::_ 3 e ' A Evolves from Wurmple at Level 7
Type: Bug b R | «Sinister Woods 4F-6F; Murky Cave IF, 2F, 5F, 7F-9F, 11F
Ability: Shed Skin LT R | - Leader must be Level 90, or Level 50 with Friend Bow
Terrain Ability: Ground  Sjze. @ T 1 EESEEE
r HP NN Level-lp Moves Friend Area * Mist-Rise Forest Never
' Attack e I H, o tgg i + Evolves from Cascoon at Level 10
TS Defense e
Ability: Shield Dust | Special Atfack B>L>[>[> | | 120 MOONLIGHT
Terrain Ability: Float Size:-B T 11 | L24  PSYBEAM

L31  LIGHT SCREEN

| Special Defense B=C>[>[> | 127 WHIRLWIND

Hp I Level-Up Moves Friend Area - Tadpole Pond Somewhat Likely

Twe-mer.ﬁms e _.:.'D’ME:"' é %Eéﬂ:ﬂ « Waterfall Pond 1F-3F
. Defense B> | |5 NATURE POWER

Ability: Swift Swim/Rain Dish
Terrain Ability: Water  gjze. g 7 1

= T L21  MIST
Special Attack B> [> L3l RAIN DANCE

Special Defense p»p>[>[> | | L3 MEGADRAIN |

HP SRR Level-Up Moves Friend Area - Tadpole Pond Very Unlikely
L1 ASTONISH 143 UPROAR [
Type: Water-Grass = PED |G cow | Womeue fnfa'}';'fflf{ ‘SQZ"EE 01 i
. | L7 ABSORB £ 0
YDe: Defense el | L13  NATURE POWER

Ability: Swift Swim/Rain Dish
Terrain Ability: Water  sjze.

: » Leader must be Level 90, or Level 50 with Friend Bow
Special Attack B-p-p-[> | (12 FRKEOHN

Special Defense b= P | | 131 WATERSPORT

L37  THIEF

(o eeeo | S
| Attack . H 2%%'5“ = Evolves from Lombre with Water Stone
ﬂ%‘_"ﬁ’;ﬂ?ﬁm L e BBb |
Terrain Ability: Water Siem L1 Spec!al NG RN |
i Special Defense b= |

L3l  SUNNY DAY
Special Defense p»-pp-[>[> | | 143 EXPLOSION |

o~ | U BIDE 5 i ! i
s Mtack D > l[; E 335?:. | Uproar Forest 1F-9F, Southern Cavern 1F-9F
Lple - Chlorophyll/Early Bird Defense B |3 NaTURE POWER | |
o Special Attack  B-p-I>[> | | 151 MR | g

Terrain Ability: Ground iz g
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Type: Grass-Dark
Ability: Chiorophyll/Earty Bird

Terrain Ability: Ground e mr 1 1

Hp > |
Attack S
Defense >

Special Attack b
Special Defense B= = >

POKEDEX (265-282)

Type: Grass-Dark
Ability: Chiorophyll/Early Bird

Terrain Ability: Ground  Sjze. g T 1

HP 4 4 e
Atack B h l- -
| Defense | =

Special Defense BB >

Special Attack b_i-h-[;

Level-Up Moves Friend Area + Mushroom Forest Very Unlikely
L1 POUND 143  SWAGGER L
R (6 TAfEeon Evolves from Seedot at Leve'l 14 | .
L7 GROWTH + Uproar Forest 5F-9F, Makuhita Dojo 3F (Team Shiftry)
b R W * Leader must be Level 90, or Level 50 with Friend Bow
L19  FAKE OUT "
25 TORMENT
L31  FAINT ATTACK
L37  RAZORWIND
Level-Up Moves Friend Area - Mushroom Forest Very Unlikely
H Eggga‘ * Evolves from Nuzleaf with Leaf Stone
11 GROWTH » Western Cave 12F-20F, Buried Relic 68F-74F, Makuhita Dojo
LES NN 3F (Team Shiftry)
« Leader must be Level 90, or Level 50 with Friend Bow

Type: Normal-Flying
Ability: Guts
Terrain Ability: Ground

Type: Normal-Flying
Ahility: Guts

WP

[
Attack g s
Defense -

Special Attack BB [>[>
Special Defense b= B> >

Friend Area - Beau Plains

Level-Up Moves

Somewhat Likely

Ll PECK 143  AGILITY
LI GROWL

| L4  FOCUS ENERGY

| LB QUICK ATTACK

| LI3  WING ATTACK

L19 DOUBLE TEAM

L26 ENDEAVOR

L34 AERIAL ACE

+ Joyous Tower 2F-4F

HP [ e
;}jt_t_a_;_ck L d d Jes
Defense | 3 2 s

Special Attack B>

Terrain Ability: Ground

Special Defense = [> =

Friend Area » Beau Plains Mever

Level-Lip Moves

| L1 PECK | L28 ENDEAVOR N i
|0 GROWL LR ECH Sk Evolves from Taillow at Level 22
| L1 FOCUS ENERGY | L49  AGILITY
| L1 QUICK ATTACK
L4 FOCUS ENERGY
L8  QUICK ATTACK
LI3  WING ATTACK
L19  DOUBLE TEAM

Type: Water-Flying
Ability: Keen Eye
Terrain Ability: Float

HP B>
Attack B -
Defense [ d g Jl

Special Attack_ >p-p-[> |
Special Defense bbb |

Friend Area - Shallow Beach Likely

Level-Up Moves

LI GROWL | - Stormy Sea 1F-5F, Silver Trench 1F-5F, Grand Sea 1F-5F,
Ll WATER GUN

L7 SUPERSONIC

LI3  WING ATTACK

21 MisT i

131 QUICK ATTACK |

L43  PURSUIT :

155  AGILITY

Type: Water-Flying
Ability: Keen Eye
Terrain Ability: Float

b |

HP
Attack > |
Defense > |

| Special Attack »>p>-p>> |

Special Defense bbb |

Friend Area - Shallow Beach
+ Evolves from Wingull at Level 25

Never

Level-Up Moves

Ll GROWL L5 PROTECT

Ll WATER GUN L33 STOCKPILE

L1 WATERSPORT |L33 SWALLOW

LI WINGATTACK |L47 SPITUP

L3  WATERGUN L&l  HYDRO PUMP

L7  SUPERSONIC
L13  WING ATTACK
121  MIST

Type: Psychic
Ability: Synchronize/Trace

Terrain Ability: Ground  sjze-mr T 1

| Defense ‘
| Special Attack B>B>I>1> |

> |

HP |
Attack > |
> |

Special Defense b-p»-[>[> |

Level-Up Moves
Ll GROWL

Friend Area - Sky Blue Plains
+ Wish Cave 11F-13F

Unlikely

L4l
L46

HYPNOSIS
L6  CONFUSION DREAM EATER
L1l  DOUBLE TEAM

L16 TELEPORT

CALM MIND

PSYCHIC

IMPRISON

FUTURE SIGHT

Type: Psychic E
Ability: Synchronize/Trace
Terrain Ability: Ground

Size: T 1] i

| P

B>
Attack >pp-r> |
Defense | d d -

Special Mtack  B>p> o[> |
Special Defense B> [> |

Friend Area « Sky Blue Plains Very Unlikely

L1  GROWL L2l  CALM MIND .
0 CONREioN. |06 Pevoc Evolves from Ralts at Level 20
Ll  DOUBLETEAM |L33 IMPRISON * Solar Cave 10F-15F
| | i . .
5 ijé:;%ﬂi AF t:? f,f,-:%iff’m « Leader must be Level 90, or Level 50 with Friend Bow
L6 CONFUSION  |L54 DREAMEATER
L1l DOUBLE TEAM
L6  TELEPORT

-

!

Type: Psychic
Ability: Synchronize/Trace

| WP

P> |
Attack > |
Defense  B-B-B[> |

Terrain Ability: Ground ~ gjze. g T E

1

Special Attack  B>B>p>[> |
Special Defense pe - |

Friend Area + Sky Blue Plains Never

Level-Up Moves

L1 GROWL PSYCHIC

+ Evolves from Kirlia at Level 30

L1 CONFUSION 133 IMPRISON Wit !
L1 DOUBLETEAM |L42 FUTURE SIGHT + After you complete Murky Cave for the first time, Gardevoir
1 S L TR i
ll:L EH;‘EPU{%E.'- {gi} E;’;Eﬁﬁsﬁrm will join you when you speak to it in Pokemon Square

Lil DOUBLE TEAM
L6  TELEPORT
121  CALM MIND
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SURSKIT
Type: Bug-Water
Ability: Swift Swim
Terrain Ability: Water

HP | ey
Attack | o v
Defense [ =

Special Attack b=
Special Defense B>

Level-Up Moves

L1

L7

L13
L19
L25
L3l
L7
L37

BUEBLE |
QUICK ATTACK
SWEET SCENT |
WATERSPORT |
BUBBLEBEAM
AGILITY

MIST

HAZE

Type: Bug-Flying
Ability: Intimidate
Terrain Ability: Float

HP [ e s
Attack B>
Defense | & gk

Special Attack ===
Special Defense b [>>

Level-Up Moves

fu
T
u
|u

L7

Li3
L9
| L6

BUBBLE (133
QUICK ATTACK | L40
SWEET SCENT | L47
WATERSPORT | 153
QUICK ATTACK
SWEETSCENT |
WATER SPORT |
GUST

|
|

SCARY FACE

STUN SPORE
SILVER WIND
WHIRLWIND

Ability: Effect Spore

i D i
Attack | =g
Defense | et

Special Attack B>

Terrain Ability: Ground

Special Defense B [>[>>

Level-Up Moves

L1
L4
L7

| ua
2
| 28
| 36

,_
=
=

L45
154

ABSORE
TACKLE
STUN SPORE
LEECH SEED
MEGA DRAIN
HEADBUTT

POISON
GROWTH

GIGA DRAIN
SPORE

Type: Grass-Fighting
Ability: Effect Spore
Terrain Ability: Ground

HP [ el
Aftack >
Defense >

Special Attack  B[>[>[>
Special Defense b= ==

Level-Up Moves

u
L1
L1
L1
L4
L7
Li0
L16

ABSORE
TACKLE
STUN SPORE
LEECH SEED
TACKLE
STUN SPORE
LEECH SEED
MEGA DRAIN

L22
L23
L28
L6
L45
154

HEADBUTT
MACH PUNCH
COUNTER

SKY UPPERCUT
MIND READER
DYNAMICPUNCH

Type: Normal
Ability: Truant
Terrain Ability: Ground

Type: Normal
Ability: Vital Spirit
Terrain Ability: Ground

Type: Normal
Ability: Truant
Terrain Ability: Ground

[ WP RPN Level-Up oves
il ﬁ_@[}:ﬁ_____"_t_t'[ir? ﬁl EE‘;E::‘;ZH L43  FLAIL
| e | |
] H I A 4

T | s |3

3 | Special Defense m»[>[>[> | | &% Ctoicieo
| Hp RS Level-Up Moves
-
| L1 ENCORE
I Defense B> |1 Gbroar 149 REVERSAL
7 L7 NI

o mam e L

| Special Defense p»-C>C>r> | | 22 ELRVOR

Type: Bug-Ground
Ability: Compoundeyes
Terrain Ability: Ground

Type: Bug-Flying
Ability: Speed Boost
Terrain Ability: Float

WP e | Level-Lip Moves
| Attack N
1 Defense ropss L EMORE.
\ | Special Attack me-p-[>[> | | LT, ENCORE
e BT T | Spocil Defense o[> [>0> | L0 FANTATTACK
! WP RSN Level-Up bioves
Mad eS| | g
Defense  B-D>D>D> | |15 ShupuTrack
\ Special Attack B»-[>[>[> | | L3 FURYSWIES
SEe: BT | Spocil Defense - 0>>1> | | 125 FAiseswibe
Hp NN B Level-Up Moves
Attack DD | 1 awen |0 FURVCUTTER
Defense  B-B-I>D> | |1} CioATTAck |(%5  SWORDS DANCE
e | Sedalittak eC | 15 sl |1 st
Special Defense > > | o i [ RIS

1 80 NINTEMDO PLAYER'S GUIDE

Friend Area - Tadpole Pond Unlikely

« Waterfall Pond 4F-7F

Friend Area - Tadpole Pond Never

+ Evolves from Surskit at Level 22

Friend Area » Mushroom Forest Somewhat Likely
= Sinister Woods 6F-12F, Joyous Tower 21F-25F

Friend Area - Mushroom Forest

+ Evolves from Shroomish at Level 23

Never

Friend Area + Energetic Forest
« Sinister Woods 10F-12F, Joyous Tower 18F-20F

Likely

Friend Area - Energetic Forest Very Unlikely

« Evolves from Slakoth at Level 18
« Mt. Freeze 7F-11F, Mt. Faraway 10F-19F
+ Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Energetic Forest
« Evolves from Vigoroth at Level 36

Never

Friend Area « Secretive Forest Somewhat Likely

« Lapis Cave 1F-4F, Wish Cave 44F-49F, loyous Tower 45F-
49F

Friend Area - Secretive Forest

Never

« Evolves from Nincada at Level 20



() SHEDINJA

Type: Bug-Ghost
Ability: Wonder Guard

Type: Normal
Ability: Soundproof
Terrain Ability: Ground

Type: Normal
Ability: Soundproof
Terrain Ability: Ground

Type: Normal
Ability: Soundproof
Terrain Ability: Ground

Type: Fighting
Ability: Thick Fat/Guts
Terrain Ability: Ground

Type: Fighting
Ability: Thick Fat/Guts
Terrain Ability: Ground

Type: Normal
Ability: Thick Fat/Huge Power
Terrain Ability: Water

Type: Rock
Ability: Sturdy/Magnet Pull
Terrain Ability: Ground

Type: Normal
Ability: Cute Charm
Terrain Ability: Ground

| P >

Attack =0
Defense =g

| Special Attack [>[>[>[>
| Special Defense B [>[>[>

L1

L38
L45

SCRATCH
HARDEN
LEECH LIFE
SAND-ATTACK
FURY SWIPES
MIND READER

SPITE
CONFUSE RAY

SHADOW BALL
GRUDGE

HP [ g Jeges
Attack [ g Jegeg
Defense (2 4 S

Special Attack  =[>[>[>
Special Defense b=

L

L5

L1
L15
L21
L25
L31
L35

Level-Up Moves

POUND
LPROAR
ASTONISH
HOWL
SUPERSONIC
STOMP
SCREECH
ROAR

L41
L41
L45

REST
SLEEP TALK
HYPER VOICE

i Hp Level-Up Moves

R T

e pwo | (1 s |l o
SR | A RREe ||l R |

| L23  SUPERSONIC

! Hp | g =

M eenD | [fme (e

1 DEfE'"SE‘ B> t: ﬁSOIEPISH Hg EEEERBEAM
R | oMot PRDD | | e i g

L23 SUPERSONIC

HP [ =g
Attack _"b- [ b= B
Defense (4 3 4 2

Special Attack = p-[>>
Special Defense B b=

TACKLE

FOCUS ENERGY
SAND-ATTACK
ARM THRUST
VITAL THROW
FAKE OUT
WHIRLWIND
KNOCK OFF

SMELLINGSALT
BELLY DRUM
ENDURE
SEISMICTOSS
REVERSAL

HP - |
Attack | 4 4 e
Defense P o o o

Special Attack B> >

Special Defense B =-> _

Size: 1T 1

Hp >
Attack [ S
Defense e

Special Atack B> [>[>[>

Special Defense B [>[>[> |

Level-Up Moves

Ll TACKLE 122 WHIRLWIND
Ll  FOCUSENERGY |L29 KNOCK OFF
[l  SAND-ATTACK |133 SMELLINGSALT
Ll  ARMTHRUST |L40 BELLY DRUM
L4  SAND-ATTACK |L44 ENDURE
10  ARMTHRUST |L51 SEISMICTOSS
13 VITALTHROW |L55 REVERSAL
LI9 FAKEOUT

Level-Up Moves

Ll SPLASH

3 CHARM

L6 TAILWHIP

Li0 BUBBLE

L5  SLAM

L21  WATER GUN

Size:l T 11

HP .
Attack | d e
Defense [ J =2

Special Attack ===

Special Defense b= ===

> |

Level-Up Moves

TACKLE
HARDEN

ROCK THROW
BLOCK
THUNDER WAVE
ROCK SLIDE

SANDSTORM
REST

L43
L6

ZAP CANNON
LOCK-ON

Hp -
Attack B
Defense [ 2 2 2 =

Special Attack ==
Special Defense ===

GROWL |27
TACKLE 131
TALWHP |37
ATTRACT 139
SING

DOUBLESLAP |
ASSIST |
CHARM

FAINT ATTACK
COVET

HEAL BELL
DOUBLE-EDGE

POKEDEX (283-300)

Uip Moves Friend Area « Secretive Forest Never

- Evolves from Nincada at Level 20 if the Cryptic Forest

Friend Area is not full

Friend Area - Echo Cave Somewhat Likely

» Howling Forest 1F-8F, Buried Relic 4F-7F

Friend Area  Echo Cave

Very Unlikely

« Evolves from Whismur at Level 20

= Howling Forest 9F-14F

« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Echo Cave

Never

« Evolves from Loudred at Level 40

Friend Area - Mt. Discipline
+ Buried Relic 30F-34F

Friend Area = Mt. Discipline

Likely

Never

- Evolves from Makuhita at Level 24

Friend Area - Turtleshell Pond

Likely

» Frosty Forest 1F-3F, Howling Forest 1F-4F

Friend Area - Echo Cave

Somewhat Likely

« Frosty Forest 3F-6F, Desert Region 1F-6F

Friend Area - Energetic Forest

- Potential hero Pokémon
« Joyous Tower 24F-28F

Somewhat Likely

POKEMOMN MYSTERY DUNGEON 1 81




HP Level-Up Moves Friend Area - Energetic Forest Never
e Attack . H ﬁ?ﬂlﬂ = Evolves from Skitty with Moon Stone
nomal 0 | O EEE Ol | nefence | bbb LI SING
e Defense BB-BP | || DouBLESLAP

Ability: Cute Charm

ferrain Ability: Ground SlechiAid Wl |

Special Defense B == -

Size: 1 11

Hp BB Level-Up Moves Friend Area - Darkness Ridge Somewhat Likely
il e | 4 e [ A outegilcirsr
Type: Dark-Ghost Def >0 | |15 FORESIGHT  [L37  CONFUSERAY |
b Ense L9  NIGHTSHADE |L41 SHADOWBALL |
hhlllt)'.l(eg_lli\fe SpecialAltack B> D> [>0> | | L3 ASTONISH 145 MEANLOOK |
Terrain Ability: Ground  Sjpe-mr T 1 : e BKIAES |
f Special Defense b-p-C>C> | | 122 ERAETH ; |

Hp NS Level-Up Moves Friend Area + Echo Cave Somewhat Likely
s Attack BB>0> | |l ASTONSH L4l IRONDEFENSE | . Magma Cavern 8F-12F, Buried Relic 68F-90F
ype: Defense PRpD | Ll BIE |L46 SWALLOW |
ili C L16 SWEETSCENT |L46 SPITUP |
Ablllt},‘:llme_rtllterﬂmmate Special Attack B> D>-[>[> | |12 VICEGRIP |
Terrain Ability: Ground ~ Sjze. pur 1 : L6 FAINTATTACK |
i Special Defense p-po-p-p»- | | L31  BATONPASS
| 136 CRUNCH
HP [N Level-lip Moves Friend Area - Mt. Cleft Somewhat Likely
Type: Steek-Rock Attack 0 | L TAKE T TnE * Mt. Steel 1F-8F; Buried Relic 14F, 16F-19F; Wish Cave 7F-10F
pe: Steei-rRoc Defense [ | L7 MUD-SLAP 139  METAL SOUND
™~ | LI0  HEADBUTT L44 DOUBLE-EDGE
Ahmty: St!-lrdm'xk Wead Special Attack  »>p>[>T> [L13 METALCLAW
Terrain Ability: Ground ~ Sjze. @ T 1 i | L7 IRONDEFENSE |
Special Defense b= | (%5 TAKEDOWN |

Type: Steel-Rock
Ability: Sturdy/Rock Head
Terrain Ability: Ground

Type: Steel-Rock
Ability: Sturdy/Rock Head
Terrain Ability: Ground

Special Defense b= [ >

Type: Fighting-Psychic
Ability: Pure Power
Terrain Ability: Float

Size: T 1)

Hp [ e
Attack e |
Defense > |

Special Attack B>
Special Defense B B>

L13  METAL CLAW

Hp B[ Level-Up Moves
Ll TACKLE L7 IRON DEFENSE
LT el | T e
Defense B> )] HeapBUTT (129 IRONTAIL
: {4  HARDEN 137 PROTECT
S Special Attack B>B>C>I> | |17 jupsiap | 1as METAL SOUND
T 1) T 110 HEADBUTT  |L53 DOUBLE-EDGE
Special Defense p>p»-[>> | | 1Y HEROR
| HP (3 1 S
Ll TACKLE L17  IRON DEFENSE
Lo [TV T
L1 MUD-SLAP
Defense B0 | [ HeapBUTT  [129 IRONTAIL
SDE‘(iﬂJ Attack P> L4 HARDEN L37 PROTECT
; 7  MUDSLAP  |L50 METALSOUND
Size: Il 1T 1 10 HEADBUTT L63 DOUBLE-EDGE

Level-Up Moves

L1  BIDE

L4  MEDITATE

L9  CONFUSION

112 DETECT

L17  HIDDEN POWER
120 SWAGGER

25 MIND READER
128  CALM MIND

L33 HIJUMP KICK
L36  PSYCHUP
L41 REVERSAL
L44 RECOVER

308

Type: Fighting-Psychic
Ability: Pure Power

Terrain Ability: Ground ~ sjze. @ T 1

HP >
Attack B i >
Defense [ d 4 Jdws

Special Attack ===
Special Defense b= b

Level-Up Moves

Ll  FIRE PUNCH

[I  THUNDERPUNCH
[l  BIDE

[1  CONFUSION

[ DETEC

2 ICEPUNCH

ti MEDITATE

MEDITATE
L%  CONFUSION

112 DETECT

L7  HIDDEN POWER
L20 SWAGGER

L25 MIND READER
L28 CALM MIND
L33 HIJUMP KICK
136 PSYCHUP

L47 REVERSAL

156 RECOVER

Type: Electric
Ability: Static/Lightningrod
Terrain Ability: Ground

Size: 1T 11

1 82 NINTENDO PLAYER'S GUIDE

HP (=3 e
Attack B>
Defense >

Special Attack P> >
Special Defense B

Level-lp Moves

L1 TACKLE

L4 THUNDER WAVE
L9 LEER

12  HOWL |
L17  QUICK ATTACK |

L20
L25
L28

SPARK
ODOR SLEUTH
ROAR

j133  BITE
|36 THUNDER
| L&l CHARGE

|
]

Friend Area - Mt. Cleft
- Evolves from Aron at Level 32

Very Unlikely

- Frosty Forest 7F-OF, Wish Cave 62F-64F, Joyous Tower 60F-62F
« Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Mt. Cleft

Never

« Evolves from Lairon at Level 42

Friend Area « Mt. Discipline

somewhat Likely

« Mt. Steel 5F-8F, Buried Relic 17F-22F, Wish Cave 11F-14F,

Solar Cave 4F-8F

Friend Area - Mt. Discipline
= Evolves from Meditite at Level 37

Friend Area - Thunder Meadow

Never

Somewhat Likely

» Mt. Thunder 1F-4F, Lightning Field 1F-6F, Wish Cave 26F-33F



POKEDEX (301-318)

Hp . ‘ Level-Up Moves Friend Area - Thunder Meadow Never
Ll TACKLE 120 SPARK ) i
! Attack N L Tl e e Evolves from Electrike at Level 26
i e Wb | |G
Ability: Static/Lightningrod SpecialAttack B>B>pe> | |14 THINDERWAVE [L35  THUNDER
Terrain Abiity: Ground i@ T 11 | O e s | | Ll HOW. [ R
pe | | L7 QUICK ATTACK |
HP .. l Level-Up Moves Friend Area - Thunder Meadow Likely
o — | |1 GROWL L37  THUNDER . - Li ing Fi -19F
i Attack - ...[}_ | | L4 THUNDERWAVE | LSO BATON PASS Thunderwave Cave 4F, 5F; Lightning Field 7F-19F; Joyous
Type: Electric Defense P[> | | LU0 OQUICKATTACK |L47 AGILITY Tower 5F-8F
Ahilim Plus Special Attack BB Hg E&EL“E . « Appears in Red Rescue Team only
Terrain Ability: Ground Size-l T 11 L22  ENCORE
: i L28  FAKE TEARS
Special Defense b= [> | |Gt cHaReE
Hp i b | Level-Up Moves Friend Area - Thunder Meadow Likely
| |1 GrROWL 137  THUNDER ; . Lightning Ei 19F:
. Attack [, {4 THUNDERWAVE | L10 BATON PASS Thunderwave cave 4F, 5F; Lightning Field 7F-19F; Joyous
Type: Electric Defense > | | LU0 QUICKATTACK |L47 AGILITY Tower 5F-8F
Ability: Minus Special Ak D> ol + Appears in Blue Rescue Team only
Terrain Ability:Ground  sjze-mr T 1 - | L22  ENCORE
. 128 CHARM
Special Defense b>p>p>-[> | |15 Chiaoe

HP . , Level-Up Moves Friend Area - Rub-a-Dub River Somewhat Likely
| 1 TACKLE HELPING HAND ! bl Fi i)
]"|l|]e- Bug @téf_lf__ """""" ...'!:E) E i {3 E,?,ﬁ;‘ﬁﬁg i“',:‘ 37  DOOSLE EDGE MNorthwind Field 1F-6F
' Defense > |
Ability: luminate/Swarm Specal ok PSS | | QUGKATIAK
Terrain Ability: Ground 121 TAILGLOW

i | | 125 SIGNAL BEAM
Special Defense e o[> | 15 EvoeECT

Ability: Oblivious
Terrain Ability: Ground  Sjze. @ 1 1

Hp NN Level-Up Moves Friend Area - Rub-a-Dub River Somewhat Likely
L1 TACKLE 133 HELPING HAND L i - g
Mtack >0 | i EWEETMNT I o Lapis Cave 5F-8F, Wish Cave 47F-52F
[ L HARM
Defense ot e Sl |u3 MOONLIGHT

LI7  QUICK ATTACK

Special Attack  B>[>[>[> Im WISH

Special Defense B=>[>>

L25  ENCORE
L29 FLATTER

Hp (S Level-Uip Moves Friend Area - Beau Plains Somewhat Likely
'LL  ABSORE L33 GIGADRAIN : : !
: Attack P> | 5 cRowTH 137 SWEET SCENT sinbibibiniBadind i
Type: Grass-Poison Defense b o[> | |19 POSONSTING |L41 INGRAIN - Appears in Red Rescue Team only ;

| 113  STUNSPORE L45  TOXIC

i | LI7  MEGA DRAIN L49  PETAL DANCE
SDEUBI Atack B-C>>1> | 121 LEECH SEED L5  AROMATHERAPY

i | 125 MAGICALLEAF |157 SYNTHESIS
Special Defense p-[>C>1> | | 12 GRASSWHISTLE |

Ability: Natural Cure/Poison Point
Terrain Ability: Ground sjze. g

Hp S Level-Up Moves Friend Area - Poison Swamp Somewhat Likely
{1 pounp 134 SPITUP i ; f
a Attack B | s vamn G4 SWALLOW Buried Relic 14F, 16F-19F
Type: Poison Defense b [o[> | | L9 POISONGAS 139 SLUDGEBOMB
Ability: Liquid Ooze/Sticky Hold | Lia  sLupGE ;
¥ Special Attack »C>D>C> | | 1) Beeee |

Terrain Ability: Ground  Sjze-mr T 1

. ~ | |18 TOXIC
Special Defense p-p-[>C> | | 128 TONIC

Hp [N Level-lip Moves Friend Area - Poison Swamp Never

{1 pouwp 123 ENCORE 4 : '

x Mtack [ S I vawn |12 BOOYSLAM Evolves from Gulpin at Level 26 |

Type: Poison Defense BB | |L POSONGAS |13t TOXC '
Ability: Liquid Doze/Sticky Hold [l sLubce |L40  STOCKPILE

¥ SpecialAttack D>C>[>0> | |6 YAWN Lag spiTup
Terrain Ability: Ground  Sjze-mr 1 1 : |9 POISONGAS |40 SWALLOW
i Special Defense B> p-[>[> | | L4 SLUDGE | [48 SLUDGE BOMB

Hp Friend Area - Treasure Sea Somewhat Likely |
Attack (. i H Elfﬁ:i i H; i\gﬁfﬁfﬂ + Stormy Sea 35F-39F, Silver Trench 30F-39F, Far-off Sea ;
Type: Water-Dark Dekme PO [0 R ' 30F-39F
Mllllt‘f mmgh Skin : | L1I3  FOCUS ENERGY
3 Special Attack -pe-[>[> | | 116 SCARYFACE

Terrain Ability: Water Size-l T T .
. i | L28  SCREECH
Special Defense b B[~ {131 TAKE DOWN
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Type: Water-Dark
Ability: Rough Skin

Terrain Ability: Water Size B T 1

CHP >

Attack | g g
Defense [ e

|

|
|

|

Special Attack  B=B-[>> |

Special Defense b P[>

|

Level-Up Moves Friend Area - Treasure Sea Never 5
L1

LEER L28  SCREECH
L1 BITE L33  SLASH
L1 RAGE L38 TAUNT
L1 FOCUSENERGY |L43 SWAGGER
L7 RAGE L48  SKLLL BASH
113 FOCUSENERGY |L53  AGILITY
Li6  SCARY FACE
122  CRUNCH

Type: Water
Ability: Water Veil /Oblivious

Terrain Ability: Water Size: B T T

8 Level-Up Moves

HP >

Attack B> | Zhow L WaYERspouT
TSl
Special Attack B-B>T>C> | | 133 yorowis |

Special Defense p>B>-C>[> | | 128 WATERPULSE |

Hp NS I Level-(Up Moves

Mack  »B-B-D | ([ coow |5 waesuise
oee w1 B 8 ue
SpecalMtack B-B-0>0> | |1, §iffRoun |13 Awwesn |
Special Defense p-p»-C>[> | | L14 ROLOUT 159 HYDROPUMP |

Type: Fire-Ground
Ability: Oblivious

HP b
Attack | g ge=geg
Defense B

Special Attack = p=[>>

Terrain Ability: Magma

Special Defense b b P>

Level-Up Moves

u
u
Ll

| L19

| 125
129
131

| 135

GROWL
TACKLE
EMBER
MAGNITUDE |
FOCUS ENERGY |
TAKE DOWN
AMNESIA
EARTHOQUAKE

b4t
| L4

FLAMETHROWER

DOUBLE-EDGE

Type: Fire-Ground
Ability: Magma Armor
Terrain Ability: Magma

HP | o g e
Attack >
Defense | 4 el

Special Attack B> [>>
Special Defense B[

Level-lip Moves
|1 GrROWL | L31
| L1 TACKLE L33
| L1 EMBER 37
{ L1 MAGNITUDE L45
{ LIl EMBER L55

L19 MAGNITUDE

L25  FOCUS ENERGY

120  TAKE DOWN

AMNESIA
ROCK SLIDE
EARTHQUAKE
ERUPTION
FISSURE

Type: Fire
Ability: White Smoke
Terrain Ability: Magma

HP | e
Mtack | ==
Defense >

Special Attack BB
Special Defense -

EMBER L33
SMOG L40
CURSE L43
SMOKESCREEN | L46
FIRE SPIN

BODY SLAM

PROTECT
FLAMETHROWER

IRON DEFENSE
AMNESIA
FLAIL

HEAT WAVE

Type: Psychic
Ability: Thick Fat/Own Tempo
Terrain Ability: Ground

HP g e
Attack >
Defense B

Special Attack B=p=[=[>
Special Defense b= == >

Level-Up Moves

L1

L/

L10
L6
L9
125
128
L34

SPLASH 137
PSYWAVE L37
ODORSLEUTH | L43
PSYBEAM

PSYCHUP

CONFUSE RAY

MAGIC COAT

PSYCHIC

REST
SNORE
BOUNCE

Ability: Thick Fat/Own Tempo

Terrain Ability: Ground  Sjze. g 1 1

| HP s
| Attack

[ 4 _gege

Defense
Special Attack  pep=[>>

- |

Special Defense p= [ > _5

Level-Up Moves

u
L1
L1
L1
17
L10
L16
L19

SPLASH
PSYWAVE
ODOR SLEUTH
PSYBEAM
PSYWAVE
ODOR SLEUTH
PSYBEAM
PSYCH P

CONFLUSE RAY
MAGIC COAT
PSYCHIC
REST

SNORE
BOUNCE

Type: Normal
Ability: Own Tempo

HP [ =i
Attack B0 |
Defense [ g2

Special Attack  B[>C>[>

Terrain Ability: Ground

Size: T 1

1 34 MINTENDO PLAYER'S GUIDE

Special Defense B B>

Level-Up Moves

L45
L49
L56

TACKLE

LPROAR

FAINT ATTACK
PSYBEAM
HYPNOSIS

DIZZY PUNCH
TEETER DANCE
PSYCH UP |

DOUBLE-EDGE
FLAIL
THRASH

+ Evolves from Carvanha at Level 30

Friend Area - Serene Sea
= Silver Trench 41F-50F, Far-off Sea 41F-50F

Somewhat Likely

Friend Area - Serene Sea Never

+ Evolves from Wailmer at Level 40

Friend Area - Crater Somewhat Likely
« Mt. Blaze 1F-6F, Fiery Field 1F-4F, Wish Cave 53F-56F

Friend Area - Crater " Never

« Evolves from Numel at Level 33

Friend Area - Crater Somewhat Likely

» Mt. Blaze 7F-12F, Fiery Field 9F-14F, Wish Cave 57F-55F,
Joyous Tower 57F-59F

Friend Area » Mt. Deepgreen Somewhat Likely

= Howling Forest 1F-8F, Solar Cave 1F-5F

Friend Area - Mt. Deepgreen
« Evolves from Spoink at Level 32

Never

Friend Area - Mt. Deepgreen
- Joyous Tower 5F-7F

Somewhat Likely



Type: Ground
Ability: Hyper Cutter/Arena Trap

Terrain Ability: Ground Size- W T 1

Hp B>
Attack B>
Defense [ & Zeded

Special Attack B[
Special Defense >

]

BITE
SAND-ATTACK
FAINT ATTACK
SAND TOMB
CRUNCH

DIG
SANDSTORM
HYPER BEAM

Level-Uip Moves
L1
L9

Type: Ground-Dragon
Ability: Levitate

HP | _Jedes
Mtack | g e
Defense -

Special Attack BB

Terrain Ability: Float Size: W T T

mMWMEPPDE

Level-lip Moves
(i B

ITE L35
SAND-ATTACK | L4l
FAINT ATTACK | L49
SAND TOME L57
SAND-ATTACK
FAINT ATTACK
SAND TOMB |
CRUNCH

DRAGONEREATH
SCREECH
SANDSTORM
HYPER BEAM

Ability: Levitate

Terrain Ability: Float Site B T T

HP [ 3 e
Attack | g
Defense [ 3 e

Special Attack  B>[>[>>
Special Defense -p-[=>

lu
]u

BITE

SAND-ATTACK
L53
L65

FAINT ATTACK
SAND TOMB
SAND-ATTACK
FAINT ATTACK
SAND TOMBE

135
L41
CRUNCH

DRAGONBREATH
SCREECH
SANDSTORM
HYPER BEAM

Type: Grass
Ability: Sand Veil

Terrain Ability: Ground  jzp.mr T

Hp B>
Attack >
Defense >

Special Attack  B=[>[>[>
Special Defense B [>[>>

POISON STING
LEER

L33
ABSORB L37
GROWTH L41
LEECH SEED L45
SAND-ATTACK | L49
PIN MISSILE
INGRAIN

FAINT ATTACK
SPIKES
MEEDLE ARM
COTTON SPORE
SANDSTORM
DESTINY BOND

Type: Grass-Dark
Ability: Sand Veil

Terrain Ability: Ground  Sjze-mr T 1

HP g =gy
Attack >
Defense [ =i

Special Attack  B-C>[>[>

| Special Defense b-p-C>>

ER L23
ABSORB 129
GROWTH L35
REVENGE L41

SORB L47
GROWTH L53

ECH SEED L59
SAND-ATTACK

PIN MISSILE
INGRAIN

FAINT ATTACK
SPIKES
MEEDLE ARM
COTTON SPORE

SANDSTORM
DESTINY BOND

Type: Normal-Flying
Ability: Natural Cure
Terrain Ability: Float

Hp [ =S
Attack (3 3 S
Defense [ 3 Zesd

Special Attack b=

ISwMWMmthD

L1
L1
L8
L1t
L18

L28
131

PECK L38
GROWL L41
ASTONISH L48
SING

FURY ATTACK
SAFEGUARD

MIST

TAKE DOWN

MIRROR MOVE
REFRESH
PERISH 50NG

Type: Dragon-Flying
Ability: Natural Cure

HP | ol =

Attack [ 4 d =g
| Defense g J=g=s

Special Attack ===

Terrain Ability: Float

| Special Defense P>

PECK L28
GROWL L3t
ASTONISH L35

SING L40
ASTONISH L45
SING L54
FURY ATTACK [ L59
SAFEGUARD

MIST

TAKE DOWN
DRAGONBREATH
DRAGON DANCE
REFRESH
PERISH SONG
SKY ATTACK

Type: Normal
Ability: Immunity

Terrain Ability: Ground Sz g 1 1

HP [ J e
Attack (2 & Zss
Defense [ g o e

Special Attack B>

Special Defense bbb |

SCRATCH L37
LEER L46
QUICK ATTACK | LS5
SWORDS DANCE

FURY CUTTER

SLASH

PURSUIT

CRUSH CLAW

TAUNT
DETECT
FALSE SWIPE

Type: Poison
Ability: Shed Skin

HP (o d d 4
Attack (o d d 4
Defense B = B B

Special Attack B>

Terrain Ability: Ground

Size: T 1

Special Defense B~ i B>

WRAP
LICK

BITE

POISON TAIL
SCREECH |
GLARE |
CRUNCH |
POISON FANG |

SWAGGER
HATE

Friend Area - Furnace Desert

POKEDEX (319-336)

Somewhat Likely

« Silent Chasm 6F-9F, Wish Cave 21F-28F, Desert Region 1F-

11F, Joyous Tower 21F-24F

Friend Area - Furnace Desert

Very Unfikely

+ Evolves from Trapinch at Level 35
= Southern Cavern 12F-20F, Wyvern Hill 10F-16F
= Leader must be Level 90, or Level 50 with Friend Bow

Friend Area - Furnace Desert

« Evolves from Vibrava at Level 45

Friend Area - Furnace Desert

Somewhat Likely

« Mt. Thunder 1F-4F, Joyous Tower 33F-36F

Friend Area - Furnace Desert

Never

- Evolves from Cacnea at Level 32

Friend Area - Flyaway Forest

Somewhat Likely

» Mt. Freeze 1F-6F, Pitfall Valey 7F-12F, Joyous Tower 53F-59F

Friend Area + Flyaway Forest

= Evolves from Swablu at Level 35

Friend Area - Wild Plains

Never

Somewhat Likely

« Mt. Freeze 7F-12F, Wish Cave 65F-71F

Friend Area - Wild Plains

Somewhat Likely

» Mt. Freeze 13F-15F, Northern Range 20F-24F, Murky Cave

1F-5F, Joyous Tower 62F-09F
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() LUNATONE
Type: Rock-Psychic
Ability: Levitate

Terrain Ability: Float

Hp [ 3 s
Atack [l e
Defense -

Special Attack  p[>[>>
Special Defense B> [>[>

Level-lip Moves

L
L1
L7

L3
L19
L25
L31
L37

TACKLE
HARDEN
CONFUSION
ROCK THROW
HYPNOSIS
PSYWAVE
COSMIC POWER
PSYCHIC

L43  FUTURE SIGHT
L49 EXPLOSION

Type: Rock-Psychic
Ability: Levitate

HP >
Attack >0
Defense [_dededd

Special Attack  BC>[>[>

Terrain Ability: Float

Special Defense p=C>[>[>

Level-Up Moves

L

TACKLE
HARDEN
CONFUSION
ROCK THROW
FIRE SPIN
PSYWAVE
COSMIC POWER
ROCK SLIDE

L43 SOLARBEAM
L49 EXPLOSION

Type: Water-Ground
Ability: Oblivious
Terrain Ability: Water

Hp [ 3
Attack g g
Defense [ g e

Special Attack  >--C>0> |
Special Defense b-b-C>[> |

L

MUD-SLAP
MUD SPORT
WATER SPORT
WATER GUN
MAGNITUDE
AMNESIA
REST

SNORE

L31  EARTHQUAKE
L36 FUTURE SIGHT
L41  FISSURE

Type: Water-Ground
Ability: Oblivious
Terrain Ability: Water

HP | d 4 =g
Attack | il
Defense [ 3 Jeses

Special Attack  B=B-C>>
Special Defense = [>[>

Level-Up Moves

LL
LL
LL
LL
L

L6
Li1
L1

(=4

TICKLE
MUD-SLAP
MUD 5PORT
WATER SPORT
MUD 5PORT
WATER SPORT
WATER GUN
MAGNITUDE

L21  AMNESIA

L26  REST

L26  SNORE

L36 EARTHQUAKE
L46 FUTURE SIGHT
L5  FISSURE

Type: Water
Ability: Hyper Cutter/Shell Armor

Terrain Ability: Water Size: L T 1

Hp | g g
Attack [ g e
Defense [ 4 e
Special Attack  B=p=-p=[>
Special Defense B[

Level-Up Moves

L1

L7

L10
L3
L19
L22
L25
L3t

BUBBLE
HARDEN
VICEGRIP
LEER
BUBBLEBEAM
PROTECT
KNOCK OFF
TALINT

134 CRABHAMMER |

|37 SWORDS DANCE
|L43  CRUNCH |

L46 GUILLOTINE

Level-Lip Moves

HP >
Attack o R R e e
Type: Water-Dark Hekeast B> | | VICEGRIP |33 TAUNT
Ability: s L LEER |(38  CRABHAMMER
Ity mmﬂ Speual Attack == L7 HARDEN | L43  SWORDS DANCE
A Wl SO | o s B O
Special Defense p>p-p>-[> | |13 LERR |
Hp SN Level-Up Moves
. Mo | [ g |3 e
Type: Ground-Psychic Defence P> | |5 RAPIDSPIN |L45  EXPLOSION
Ability: Levitate L7 MUD-SLAP
i Size: WL T T Special Defense B> > | L19  SELFDESTRUCT |

Ability: Levitate
Terrain Ability: Float

HP [ 4 Jegde
Attack [ d _gegeg
Defense [ g _gegeg
Special Attack  BB-[>>
Special Defense B>

Level-Up Moves

[ s
| u

TELEPORT
CONFUSION
HARDEN
RAPID SPIN
HARDEN
RAPID SPIN
MUD-SLAP
PSYBEAM

LI5 ROCK TOMB
L19  SELFDESTRUCT
L25  ANCIENTPOWER
L31  SANDSTORM
L36 HYPER BEAM
L42 COSMIC POWER
L55 EXPLOSION

Type: Rock-Grass
Ability: Suction Cups
Terrain Ability: Ground

Size: B T 11
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HP | g =iy
Attack e
Defense el e

Special Attack B[
Special Defense b= [>[>[>

ASTONISH
CONSTRICT
ACID

INGRAIN
CONFUSE RAY
AMNESIA
ANCIENTPOWER
STOCKPILE

SPIT UP
SWALLOW

Friend Area - Mt. Moonview

Somewhat Likely

« Sky Tower 1F-11F; Mt. Faraway 1F-5F; Solar Cave 8F, 9F,

11F,12F; Joyous Tower 80F-87F

Friend Area - Mt. Moonview

Somewhat Likely

= Sky Tower 12F-20F, Mt. Faraway 6F-11F, Wish Cave 86F-89F

Friend Area » Peanut Swamp
= Waterfall Pond 1F-5F

Friend Area - Peanut Swamp

- Evolves from Barboach at Level 30

Friend Area - Turtleshell Pond
« Waterfall Pond &6F-12F

Friend Area « Turtleshell Pond

+ Evolves from Corphish at Level 30

Friend Area - Ancient Relic

Somewhat Likely

Never

Somewhat Likely

Never

Somewhat Likely

« Mt. Steel 1F-4F, Wish Cave 11F-14F, Desert Region 12F-20F,

Southern Cavern 12F-22F

Friend Area - Ancient Relic
« Evolves from Baltoy at Level 36

Friend Area - Deep-Sea Floor
= Silver Trench 80F-89F

Never

Somewhat Likely



Type: Rock-Grass
Ability: Suction Cups
Terrain Ability: Ground

Hp [ 3 s
Attack [ r e
Defense [ el

Special Attack  >[>I>[>
Special Defense - [>[>[>

Level-Up Moves

POKEDEX (337-354)

Friend Area - Deep-Sea Floor Very Unlikely

ASTONISH |L36  AMNESIA . i

CONSTRICT |28 ANCENTPOWER Ej.rolves from Lileep at Level 49 . _

ACID |L60  STOCKPILE « Silver Trench S0F-98F, Makuhita Dojo 3F (Team Constrictor)
e T - ol » Leader must be Level 90 with Friend Bow

ACID |

INGRAIN '

CONFUSE RAY

Type: Rock-Bug
Ability: Battle Armor
Terrain Ability: Ground

HP [ d =2
Attack | J J=2
Defense [ g Jedes

Special Mtack  B>B-C>C>

Special Defense B>

Friend Area - Treasure Sea Somewhat Likely

+ Stormy Sea 9F-17F, Silver Trench 14F-23F, Grand Sea 14F-
23F, Far-off Sea 14F-23F

SCRATCH
HARDEN
MUD 5PORT
WATER GUN
METAL CLAW
PROTECT |
ANCENTPOWER |
FURY CUTTER

| L49
| 155

SLASH
ROCK BLAST

Type: Rock-Bug
Ability: Battle Armor
Terrain Ability: Ground

HP | 4 4 dkg
Attack >
Defense [ g e

Special Attack b= =B
Special Defense b b

L7

L3
L18
L25

Friend Area - Treasure $ea
= Evolves from Anorith at Level 40

SCRATCH PROTECT

HARDEN |37 ANCIENTPOWER
MUDSPORT | L46 FURYCUTTER
WATERGUN | L55 SLASH |
HARDEN Lé4  ROCK BLAST
MUDSPORT |

WATER GUN

METAL CLAW

Type: Water
Ability: Swift Swim
Terrain Ability: Water

HP >0
Attack o[>0
Defense >

Special Attack  B=[>0>>
Special Defense B>

Level-Up Moves

L1
L15
130

Friend Area - Waterfall Lake

« Waterfall Pond 16F-19F
+ Appears in Red Rescue Team only

Somewhat Likely

SPLASH
TACKLE
FLAIL

Type: Water
Ability: Marvel Scale
Terrain Ability: Water

HP 4 4 42
Attack | 4 _degeg
Defense [ el

Special Attack [
Special Defense i[> [>

Level-Up Moves

L1

L3

L10
L15
L20
L25
L30
L35

Friend Area - Waterfall Lake Never

140  HYDRO PUMP 3 i
e ey Evolves from Feebas with Beauty Scarf
150 SAFEGUARD

WATER GUN
WRAP

WATER 5PORT
REFRESH
WATER PULSE
TWISTER

RECOVER
RAIN DANCE

Type: Normal
Ability: Forecaste
Terrain Ability: Ground

HP | _Jeded
Attack [ =g
Defense [ 2 2 e

Special Attack  B-[>[>[>

| Special Defense b>p»p>[> |

Level-Up Moves

L1

L10
L10
L10
L20
L20
L20
L30

Friend Area - Thunder Meadow
+ Mt. Faraway 20F-29F

Somewhat Likely
TACKLE

WATER GUN
EMBER
POWDER SNOW
RAIN DANCE
SUNNY DAY

HAIL
WEATHER BALL

Type: Normal
Ability: Color Change
Terrain Ability: Ground

HP
Attack | o e
Defense (d 244

Special Attack ==

| Special Defense bbb

> |

o

Level-Up Moves

L1
L1
L1
L1
L2
L4
L7
L2

Friend Area + Overgrown Forest Very Unlikely

THIEF L17  PSYBEAM 4 i i

TAIL WP 158 ironee Remove an item from a Kecleon Shop in a dungeon to force
ASTONISH 131  SLASH Kecleon to attack

lilccnKATCH {:3 iﬁéﬂ%n - Leader must be Level 90 with Friend Bow

BIND

FAINT ATTACK

FURY SWIPES

Type: Ghost
Ability: Insomnia

Hp
Attack [ 3 s
Defense | g =l

Special Attack e [>[>

0 |

Special Defense b s[> [> 5

Level-Up Moves

L1

Friend Area - Darkness Ridge Somewhat Likely

+ Sky Tower 1F-6F, Wish Cave 81F-84F, Murky Cave 10F-14F,
Darknight Relic 1F-5F, Joyous Tower 70F-75F

KNOCK OFF
SCREECH
NIGHT SHADE
CURSE

SPITE
WILL-0-WISP

FAINT ATTACK
SHADOW BALL

SMATCH
GRUDGE

Type: Ghost
Ability: Insomnia

I:IP [ ey
Mack  »->D
Defense g _Jedes

Special Attack B>

Terrain Ability: Pass Through sjze-mr 17 1

Special Defense b -~ >

L1
L1
L1

L1
L8
L13
L20
L25

Friend Area - Darkness Ridge Never

KNOCK OFF H 137
SCREECH Evolves from Shuppet at Level 3
NIGHT SHADE
CURSE
SCREECH
NIGHT SHADE
CURSE I
SPITE

L32
L39
L4B
L35

WILL-0-WISP
FAINT ATTACK
SHADOW BALL
SMATCH
GRUDGE
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Type: Ghost
Ability: Levitate

HP B>
Attack B> >
Defense B

Special Attack  B=I>[>[>

Special Defense o= b=

Level-Uip Maves

LEER L38
NIGHT SHADE | L45
DISABLE L9
FORESIGHT
ASTONISH

CONFUSE RAY
PURSLIT

CURSE

WILL-O-WI5P
MEAN LOOK
FUTURE S1GHT

Type: Ghost
Ability: Pressure
Terrain Ability: Ground

Size: I T 1

L12
Ll6
L23

BIND 127
LEER L34
NIGHT SHADE | L37
DISABLE L41
DISABLE 151
FORESIGHT L58
ASTONISH

CONFUSE RAY

PURSUIT
CLRSE
SHADOW PUNCH
WILL-0-WISP
MEAN LOOK
FUTURE SIGHT

Type: Grass-Flying
Ability: Chlorophyll
Terrain Ability: Ground

HP B>
Attack B>
Defense B>
Special Attack =P
Special Defense pp-[>> |
HP [ 2 2 e
Attack >
Defense B>

Special Attack B> >
Special Defense B>

131

LEER L37
GUST L41
GROWTH L47
RAZOR LEAF

STOMP

SWEET SCENT
WHIRLWIND
MAGICAL LEAF

BODY SLAM
SOLARBEAM
SYNTHESIS

Type: Psychic
Ability: Levitate

HP [ e
Attack H}DE
Defense B

Special Attack  B-[>C>>

Terrain Ability: Float Site-m T T 1

Special Defense b= > - [>

Level-Up Moves

L1
L6
L9
L14
L7
L22
L25
L0

WRAP 133
GROWL |38
ASTONISH | La1
CONFUSION | L46
TAKEDOWN |
UPROAR

YAWN

PSYWAVE

DOUBLE-EDGE |

HEAL BELL
SAFEGUARD
PSYCHIC

Type: Dark
Ability: Pressure

Terrain Ability: Ground  gjze-mr T 1

HP B
Aftack B
Defense >0

Special Attack =B
Special Defense B> [>>

Level-Up Moves

L1
L5
L9
L3
L7
L21
L26
L3

SCRATCH L6
LEER Ld1
TAUNT L46
QUICK ATTACK
RAZOR WIND

BITE

SWORDS DANCE
DOUBLE TEAM

SLASH
FUTURE SIGHT
PERISH 50NG

Type: Psychic
Ability: Shadow Tag

HP el
Attack g e
Defense g

Special Attack BB [>[>

Terrain Ability: Ground

Special Defense B> [>>

Level-Uip Moves

L1
L1
L1
L15
Li5
L15
L15

SPLASH
CHARM
ENCORE
COUNTER
MIRROR COAT
SAFEGUARD
DESTINY BOND

Ability: Inner Focus
Terrain Ability: Ground

Level-Up Moves

L1
L1

L7

L10
Ll6
L19
L25
L28

POWDER SNOW | L34
LEER L37
DOUBLE TEAM | L43
BITE

ICY WIND

HEADBUTT

PROTECT
CRUNCH

ICE BEAM
HAIL
BLIZZARD

Type: Ice
Ability: Inner Focus
Terrain Ability: Ground

HP gl
Attack o
Defense _Jdededeg
Special Attack D=

| Special Defense B-[>[>[>
HP B> |
Attack B
Defense B>

Special Attack BB
Special Defense b P[> >

Level-Up Moves

L1

L19

POWDER SNOW | L25
LEER L2

DOUBLE TEAM | L34
BITE L4
DOUBLE TEAM | L53
BITE L6
ICY WIND

HEADBUTT

PROTECT
CRUNCH

ICE BEAM
HAIL
BLIZZARD
SHEER COLD

Type: Ice-Water
Ability: Thick Fat
Terrain Ability: Water

Size: @ T 11

HP | gy
Attack B>
Defense [ g e
Special Attack  B==p=[>
Special Defense B> p=[>[>

Level-Up Moves

L1
L1
L1
L1
L7
L13
L19

| L25

POWDER SNOW | L31
GROWL | 137
DEFENSE CURL | L37

WATERGUN | 143
ENCORE | L49
ICE BALL

BODY SLAM

AURORA BEAM |

HAIL

REST
SNORE
BLIZZARD
SHEER COLD
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Friend Area « Darkness Ridge
= Sky Tower 7F-14F, Darknight Relic 11F-15F

Friend Area - Darkness Ridge

« Evolves from Duskull at Level 37

Friend Area - Jungle

Somewhat Likely

Never

somewhat Likely

» Sky Tower 22F-25F, Sky Tower Peak 1F-8F, Lightning Field

20F-29F, Joyous Tower 86F-91F

Friend Area » Thunder Meadow
= Mt. Freeze 7F-12F, Solar Cave 12F-17F

Friend Area - Darkness Ridge

Somewhat Likely

Somewhat Likely

+ Will join rescue team after story event in Frosty Forest

+ Northwind Field 28F, 29F; Western Cave 40F-49F

Friend Area « Echo Cave
« Buried Relic 1F-4F, Solar Cave 1F-3F

Friend Area - Frigid Cavern

Friend Area - Frigid Cavern
« Evolves from Snorunt at Level 42

Friend Area - Ice Floe Beach

19F

Somewhat Likely

Somewhat Likely
+ Frosty Forest 8F-9F, Mt. Faraway 1F-11F, Jayous Tower 50F-57F

Never

Somewhat Likely
= Stormy Sea 15F-24F, Silver Trench 10F-19F, Far-off Sea 10F-



Type: Ice-Water
Ability: Thick Fat

HP [ g g
Attack B
Defense | ot

Special Attack ==

Level-Up Moves

ENCORE L25  AURORA BEAM = Evolves from Spheal at Level 32

POWDER SNOW | 131 HAIL i

GROWL 139  REST « Stormy Sea 34F-39F, Silver Trench 26F-33F, Far-off Sea 35F-
DEFEMSE CURL | L39 SNORE 44F

WATER GUN 47 BLIZZARD

IE[NEEEEEi L55 SHEER COLD = Leader must be Level 90, or Level 50 with Friend Bow

BODY SLAM

Terrain Ability: Water Size: LT 1 Special Defense B> > > >
" AN

Attack B -

Type: Ice-Water Defense BB

Ability: Thick Fat
Terrain Ability: Water

Special Attack_ >D>D>1>

Special Defense b= b= >

L19

ENCORE 125 AURORA BEAM P
POWDER SHOW | 31 HAlL Evolves from Sealeo at Level 44
GROWL 139 REST

DEFENSE CURL | L39 SNORE

WATER GUN 150 BLIZZARD

ENCORE L6 SHEERCOLD

ICE BALL

BODY SLAM

Type: Water
Ability: Shell Armor

|
Terrain Ability: Water Size: B T 1 ‘
|

HP BB >
| Attack [ e
Defense [ e

Special Attack  B>-[>[>[>
Special Defense > [>[>

Level-lip Moves

L1
L
L1
L1

CLAMP
WATER GUN
WHIRLPOOL
IRON DEFENSE

Level-Up Moves

L1

L8

L15
L22
L29
L36
L43
L50

WHIRLPOOL
BITE
SCREECH
WATER PULSE
SCARY FACE
CRUNCH
BATON PASS
HYDRO PUMP

| HP > I > >
| Attack > >
Type: Water | Defense >
Abilty: Swift Swim _ | Special Attack B>p>p>1>
Terrain Ability: Water WE-DZD€5mmmmﬂrrpb
HP > |
Attack > |
! Defense B0 |

Ability: Swift Swim
Terrain Ability: Water

Special Attack  B=pe[>C>

%

Special Defense B p[>[> ;

Type: Water-Rock
Ability: Swift Swim/Rock Head

Terrain ﬂ.l]l"ﬂ Water Size: |

HP - = -
Attack | g d=2
Defense b |

Special Attack e
Special Defense B = = b=

Level-Up Moves

L1

LB

L15
L2
L29
L36
L43
L50

POKEDEX (355-372)

Friend Area - Ice Floe Beach Very Unlikely

Friend Area - Ice Floe Beach Never

Friend Area = Deep-5ea Floor Somewhat Likely

= Silver Trench 65F-79F, Far-off Sea 65F-75F

Never

Friend Area - Deep-5ea Floor
« Evolves from Clamperl with Deepseatooth and Link Cable

Mever

Friend Area + Deep-Sea Floor

WHIRLPOOL
CONFUSION
AGILITY
WATER PULSE

= Evolves from Clamperl with Deepseascale and Link Cable

AMNESIA
PSYCHIC
BATON PASS
HYDRO PUMP

Level-Up Maves

1
u
L8
L15
L22
L29
136
L3

TACKLE
HARDEN
WATER GUN
ROCK TOMB
YAWN

TAKE DOWN
MUD SPORT
ANCIENTPOWER

REST
DOUBLE-EDGE
HYDRO PUMP

Type: Water
Ability: Swift Swim
Terrain Ability: Water

> |

HP
Attack > |
Defense [ g Jedes

Special Attack  B=p=[>[>

| Special Defense p-p>[>[> |

Level-Up Moves

L1
L4
L2
L6
L24
L28
L35
L40

TACKLE L48
CHARM

WATER GUN

AGILITY

TAKE DOWN

ATTRACT

SWEET KI55

FLAIL

SAFEGUARD

Type: Dragon
Ability: Rock Head
Terrain Ability: Ground

s
!

Size: @ 1T 1 |

Hp
Attack >
Defense >

| Special Attack BI>[>[>

| Special Defense b [ >

B

Level-U1p Moves

L
L3
L9
L7
L2
L25
L3
L37

RAGE

BITE

LEER
HEADBUTT
FOCUS ENERGY
EMBER
DRAGONBREATH
SCARY FACE

L41
L49
153

CRUNCH
DRAGON CLAW
DOUBLE-EDGE

Type: Dragon
Ability: Rock Head
Terrain Ability: Ground

HP B
Attack =00
Defense o g2

Special Attack B [>[>[>
Special Defense B[

|

i
i

!'

|
|

]

Level-Up Moves

L1
L1
u

L
L5
L9
Lz
L21

RAGE

BITE

LEER
HEADBUTT
BITE

LEER
HEADBUTT
FOCUS ENERGY

EMBER
PROTECT
DRAGONBREATH
SCARY FACE
CRUNCH
DRAGOMN CLAW
DOUBLE-EDGE

Friend Area - Deep-Sea Floor
* Silver Trench 80F-B9F

Somewhat Likely

Friend Area - Treasure Sea
- Silver Trench 45F-54F, Far-off Sea 45F-54F

Somewhat Likely

Friend Area » Dragon Cave Somewhat Likely

= Lapis Cave 9F-13F, Wish Cave 45F-49F, Wyvern Hill 1F-4F,
Joyous Tower 42F-45F

Friend Area - Dragon (ave Very Unlikely

« Evolves from Bagon at Level 30

« Mt. Freeze 1F-6F, Wish Cave 65F-69F, Wyvern Hill 9F-16F,
Joyous Tower 60F-64F

« Leader must be Level 90, or Level 50 with Friend Bow
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Type: Dragon-Flying
Ability: Intimidate

| Hp

| (.
| Attack D
Defense [ 3 3 =

Special Attack ===

Terrain Ability: Ground

| Special Defense bbb~

Type: Steel-Psychic
Ability: Clear Body
Terrain Ability: Float

Hp

[ o =g
Attack B> |
Defense > |

Special Attack  B>>[=[=

| Special Defense p=p->>> |

Ll

TAKE DOWM

Type: Steel-Psychic
Ability: Clear Body
Terrain Ability: Float

HP
Attack [ =2
Defense B - -

Special Atack B>

>0 |

Special Defense bbb |

Level-Up Moves

TAKE DOWN
CONFUSION
METAL CLAW
SCARY FACE
PURSUIT
PSYCHIC

IRON DEFENSE
METEOR MASH

L36
L&2

AGILITY
HYPER BEAM

Type: Steel-Psychic
Ability: Clear Body
Terrain Ability: Ground

HP
Attack | 4 4 =2
Defense [ g e

Special Attack ===

Special Defense bbb |

b |

TAKEDOWN | 138
CONFUSION | L44
METALCLAW | LS55
SCARYFACE | Lé6
CONFUSION | L77
METAL CLAW

SCARY FACE

PURSUIT

PSYCHIC

IROM DEFENSE
METEOR MASH
AGILITY
HYPER BEAM

Type: Rock

Ability: Clear Body
Terrain Ability: Ground

HP [ 3 e
Attack BB
Defense 4 442

Special Attack e ===
Special Defense B == b

EXPLOSION
ROCK THROW
CURSE |
SUPERPOWER
ANCIENTPOWER |
IRON DEFENSE
ZAP CANNON
LOCK-ON

L&5

HYPER BEAM

|

Type: Ice
Ability: Clear Body
Terrain Ability: Ground

Type: Steel
Ability: Clear Body
Terrain Ability: Ground

HP | gy

Attack e RO A e
Defense >P |50 Cibtreower |

Special Attack_D>D->[> | [ L3 ANCENTPOWER

Special Defense DB | | L2 ZAP CANRON

Hp i Level-Up Moves

Attack BB | (15 UeTAciw |Les HYPERBEAN
Defense e | (O SibtReower |

Special Atfack_p-p-p>-[> | [ LB AciENPONER |

Special Defense b p-p | | L41 AMNESA |

Level-Up Moves Friend Area - Dragon Cave Never
Ll RAGE 175 EMBER i

H  BITE e peee Evolves from Shelgon at Level 50

Ll LEER 133  DRAGONBREATH

Ll HEADBUTT L47  SCARY FACE

L5 BITE 150 FLY

L9 LEER L6l  CRUNCH

LI7  HEADBUTT L79 DRAGON CLAW

L2l FOCUSENERGY |L93 DOUBLE-EDGE

Level-Up Moves Friend Area - Magnetic Quarry Somewhat Likely

= Mt. Steel 6F-8F, Wish Cave 15F-17F, Solar Cave 1F-4F, Joyous
Tower 14F-16F

Friend Area - Magnetic Quarry

+ Evolves from Beldum at Level 20
= Frosty Forest 1F-4F, Wish Cave 62F-64F, Solar Cave 8F-12F,
loyous Tower 56F-61F

= Leader must be Level 90, or Level 50 with Friend Bow

Very Unlikely

Never

Friend Area - Magnetic Quarry
= Evolves from Metang at Level 45

Friend Area - Ancient Relic

* Buried Relic 15F
+ Must have Rock Part or Music Box

Unlikely

Friend Area - Ancient Relic

= Buried Relic 25F
= Must have Ice Part or Music Box

Uinlikely

Friend Area - Ancient Relic Unlikely

Type: Dragon-Psychic
Ability: Levitate
Terrain Ability: Float

HP | d 4
Attack | d d e
Defense | & & J=2

Special Attack B> B>

Special Defense b= b= b= b=

Level-Up Moves

|u

| L5

| Lo
iLs
20
L5
L30
| 135

PSYWAVE [
WISH

HELPING HAND
SAFEGUARD
DRAGOMBREATH
WATER SPORT |
REFRESH |
MIST BALL

L40
L45
L50

PSYCHIC
RECOVER
CHARM

Type: Dragon-Psychic
Ability: Levitate
Terrain Ability: Float
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HP Bp
Attack B
Defense [ 2 2 e

Special Attack ===
Special Defense ==

Level-lip Moves

1
15
L10
L5
20
L25

| L30

| L35

PSYWAVE
MEMENTOD
HELPING HAND
SAFEGLARD
DRAGONBREATH
PROTECT |
REFRESH |
LUSTER PURGE

L40
L45
L50

PSYCHIC
RECOVER
DRAGON DANCE

+» Buried Relic 35F
+ Must have Steel Part or Music Box

Friend Area - Southern Island
« Joins rescue team when you rescue it in Pitfall Valley

Very Likely

Friend Area - Southern Island

Very Likely
- Joins rescue team after you defeat it in Northern Range



Type: Water
Ability: Drizzle
Terrain Ability: Water

HP | & J=
Attack | o o g
Defense e

Special Attack ==

Special I]eferlse =8N

Level-Up Moves

WATER PULSE
SCARY FACE
ANCIENTPOWER
BODY SLAM
CALM MIND
ICE BEAM
HYDRD PUMP
REST

L60
L65

L75

SHEER COLD
DOUBLE-EDGE
WATER SPOUT

Level-Up Moves
<) GROUDON i s LI MUDSHOT  |L60 FISSURE
Attack PP | |5 SCARYFACE  [L65  SOLARBEAM
Type: Ground Defense Bop> | |5 ANGENIPONER |75 ERUPTION
#e"r':mm"}‘ma M | secltiad wee || B0,
: 1ze: ENENEE 7 L45 FIRE BLAST
Special Defense b= b= b= > 150 Rest EX
Hf .. evﬂ-Ulems
, Attack PBD | G Daevic  |L6s OUTRAGE
Type: Dragon-Flying telnie B> | |5 ANCENOWER |17 HYPEREBEAM
Ability: Air Lock , Special Aotk B-Pp-P-[> | | 130 DRAGONDANCE
Terrain Ability: Float - . L35 CRUNCH
¥y Size: LT ] [ Special Defense p>p>-p-p> | | 135 LY

Type: Steel-Psychic
Ability: Serene Grace

HP > |
Attack > |
Defense B> |

Special Mtack B> |

Special Defense b-p>> > |

Level-Up Moves

L1
11
L5

L10
L15
L20
L25
L30

WISH
CONFUSION
REST

SWIFT
HELPING HAND
PSYCHIC
REFRESH

REST

DOUBLE-EDGE
FUTURE SIGHT
COSMIC POWER
DOOM DESIRE

Terrain Ability: Float Size- W [ L1 |
|
[)on\'s HP [
mm b
mi}lliat:me?:nm | Defense Db
Terrain Ability: Float ’ :"“"‘!":;“f"‘ ::::
Size: T 11 | R

You'll see all four forms of Deoxys while exploring Meteor
Cave, but you'll catch it only in its normal form. There's no

way to transform Deoxys into its other forms once you have

befriended it.

Munchlax

You won't be able to befriend Munchlax, but you will encounter it rarely in Pokémon Square. Sometimes you'll walk into
the square and the noise of its huge tummy rumbling will startle the townsfolk. If you give Munchlax something to eat,
it'll thank you with the Munch Belt. In another event, Munchlax will saunter into the middle of the square, and accidentally
dump a bunch of apples that it was carrying. As Munchlax scoops them back up, it’ll ask you to return an apple that it
thinks you took. If you give Munchiax an apple you pick up off the ground, you'll get the Munch Belt in return.

NORMAL

ATTACK

DEFENSE

Level-Up Moves

WRAP

LEER

NIGHT SHADE
TELEPORT
KNOCK OFF
PURSUIT
PSYCHIC
SNATCH

-

L35
L40
L45
L50

COSMIC POWER
RECOVER
PSYCHO BOOST
HYPER BEAM

NIGHT SHADE
TELEPORT
TALUNT
PURSUIT
PSYCHIC
SUPERPOWER

L40
L45
L50

COSMIC POWER
ZAP CANNON
PSYCHO BOOST
HYPER BEAM

WRAP

LEER

NIGHT SHADE
TELEPORT
KNOCK OFF
SPIKES
PSYCHIC
SNATCH

IRON DEFENSE
AMNESIA
RECOVER
PSYCHO BOOST
MIRROR COAT
COUNTER

130

WRAP
LEER
NIGHT SHADE
DOUBLE TEAM
KNOCK OFF
PURSUIT
PSYCHIC
SWIFT

L40
L45
150

AGILITY
RECOVER

PSYCHO BOOST
EXTREMESPEED

POKEDEX (373-386)

Friend Area - Seafloor Cave Likely

« Stormy Sea 40F

Fnendhrea Volcanic Pit

* Magma Cavern 3F
« Cannot catch on first encounter

Very Uniikely

Friend Area - Stratos Lookout Very Unlikely

- Sky Tower Summit 9F
« Cannot catch on first encounter

Friend Area « Mt. Moonview Very Likely

» Wish Cave 99F

Friend Area - Enclosed Island Special

 Meteor Cave 20F
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257  BLAZIKEN 177 362 GLALIE 188 | | 296  MAKUHITA 181 | 280 RALTS 179 | [ 175 | TOGEPI 167
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286 | BRELOOM 180 ‘GLOOM 153 | |56 | MANKEY 154 | [20 | RATICATE 150 | | 255 | TORCHIC 176 |
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|12 | BUTTERFREE 149 GOLDEEN 161 | 179 |MAREEP 168 | |384[RAVQUAZA  191| (158 |[TOTODILE 165
| 331 | CACNEA 185 55 GOLDUCK 154 183 | MARILL 168 | 378 | REGICE 190 | [328 TRAPINCH 185 |
332 | CACTURNE 185 | GOLEM 15 105 MAROWAK 160 377 [REGIROCK 190 | 252 | TREECKO 176
323 | CAMERUPT 184 | | 368 | GOREBYSS 189 | | 259 | MARSHTOMP 177 | 379 REGISTEEL 190 | 357  TROPIUS 188 |
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|10 | CATERPIE. 149 GROUDON 191 /307 |MEDITITE 182 111 |RHYHORN 160 | |197 |UMBREON 170
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[113 [CHANSEY 160 (GROWLITHE 154 52 | MEOWTH 154 | | 302 | SABLEYE 182 | | 217 | URSARING 172 |
|6 | CHARIZARD 149 | 326 | GRUMPIG 184 376 | METAGROSS 190 | 373 | SALAMENCE 190 | 134 | VAPOREON 163 |
|4 [CHARMANDER 148 316 [GULPIN 183 | 375 | METANG 190 | 27 | SANDSHREW 151 | 49 | VENOMOTH 1531
'5 | CHARMELEON 148 130 | GVARADOS 1621 [ 11 METAPOD 149 |28 |SANDSLASH 151 | |48 | VENONAT 153
[152 [CHIKORITA 165 297 HARIYAMA 181 [151 | MEW 165 ;iséTEEEPﬂLE """""""" 176 |3 | VENUSAUR 148
|358 CHIMECHO 188 93 HAUNTER 158 | 150 | MEWTWO 165 | | 212 | SCIZOR 172 | (329 VIBRAVA 185 |
170 | CHINCHOU 167 214 HERACROSS 172 262 | MIGHTVENA 17| (123 [SCYTHER 162 | (71 |[VICTREEBEL 156 |
|366 CLAMPERL 189 107 HITMONCHAN 160 | | 350 | MILOTIC 187 | 17 .SEnDRa 161 | 288 | VIGOROTH 180 |
| 344 | CLAYDOL 186 106 HITMONLEE 160 241 [MILTANK 175 119 |SEAKING 161 145 (VHEPLUME | 153 |
[36 [CLEFABLE 152 | | 237 [ HITMONTOP 174 | 312 | MINUN 183 | 364 SEALED 189 | | 313 | VOLBEAT 183 |
[35 |CLEFARY 152 | | 250 | HO-OH 176, 200/ MISDREAVUS 170 | [273 [ SEEDOT 178 | 100 | VOLTORB 159 |
173 | CLEFFA 167 | 163  HOOTHOOT 166 | 146 | MOLTRES 164 | 86 [SEEL 157 (37 VUIPIX 152
9L [CLOVSTER 58 | 187 HOPPIP 169 122 MRMIME 161 | 161 | SENTRET ~ 166 | | 320 | WAILMER 184
| 256 ' COMBUSKEN 177 | 116 HORSEA 161 (258 [MUDKIP 177 | (336 |SEVIPER 185 |32 | WAILORD _ 184
| 341 | CORPHISH 186 229 HOUNDOOM 174 | [89 | MUK 158 | 319 | SHARPEDO 184 | 365 WALREIN 189
|22 [CORSOLA 173 228 HOUNDOUR {73 | 198 | MURKROW 170 | | 292 | SHEDINJA i81| 8 | WARTORTLE 149 |
346 | CRADILY 187 | | 367 | HUNTAIL L ARELLY. | 168 | 1372 | SHELGON 189 | |13 IWEEDLE 149 |
342 | CRAWDAUNT 186 97 HYPNO 159 | 34 | NIDOKING 152 90 ' SHELLDER 158 | 70  WEEPINBELL 156 |
1169 | CROBAT 167 | 174 | IGGLYBUFF 167 31 'NIDOQUEEN 151 275 SHIFTRY 179 | /110 'WEEZING 160 |
159 [ CROCONAW 166 | | 314 | ILLUMISE 183 29  NIDORAN? 151 285 | SHROOMISH 180 | 340 WHISCASH 186
104 CUBONE 159 | /2 TIVYSAUR 148 32 | NIDORANG 151 | 213 [ SHUCKLE 172 | 293 | WHISMUR 181
155 | CYNDAQUIL 165 [39 ' JIGGLYPUFF 152 30 | NIDORINA G5 U5y TSHUPPET 187 | [40 |WIGGLYTUFF 152 |
1301 | DELCATTY 182 385 JIRACHL 191 33 | NIDORINO 152 | | 266  SILCOON 178 | | 278 | WINGULL 179 |
225 [DELIBIRD 173 135 JOLTEON 163 200 NINCADA 180 | | 227 | SKARMORY 173 | | 202 | WOBBUFFET 1 |
|386 | DEOXYS 191 | 189 JUMPLUFF 169 |38 | NINETALES 152 | 188 | SKIPLOOM 169 | 194 WOOPER 169 |
|87 | DEWGONG IS8 (124 OYNX 162 | 291 | NINJASK _ 180 | 300 SKITTY 181 | 265 WURMPLE 178 |
|50 | DIGLETT 153 | | 140 | KABUTO 163 | 164 | NOCTOWL 166 | 289 ' SLAKING 180 | | 360 WYNAUT 188
32 oo 163 r141 KABUTOPS 164 299 NOSEPASS 181 287 SLAKOTH 180 | 178 | XATU 168
/85 | DODRIO. 157 | 64 | KADABRA 155 322 NUMEL 184 |80 | SLOWBRO 57 (193 (VANMA 0 169
|84 | DODUO_ 157 | 14 KAKUNA 149 274 | NUZLEAF 179 | 199 | SLOWKING 170 | [335 | ZANGOOSE 185
{232 [DONPHAN 174 115 KANGASKHAN 161 | 224 | OCTILLERY 173 | |79 | SLOWPOKE 157 | | 145 | ZAPDOS 164
| 148 | DRAGONAIR 164 | | 352 KECLEON 187 |43 | ODDISH 153 (18 SLUGMA 12| [263|7IGZAGOON 177
(149 [DRAGONITE 164 | '230 KINGDRA 174 | | 138 | OMANYTE 163 | | 235 | SMEARGLE 174 | [41 ZUBAT 152
147 | DRATINI 164 | |99  KINGLER 159 | (139 [OMASTAR 163 | | 238  SMOOCHUM 175 |
96 | DROWZEE 159 | | 281  KIRLIA 179 95 [ONIX 158 215 | SNEASEL 1m |

51 |DUGTRIO 154 Ilﬂ‘? KOFFING 160 | 46 |PARAS 153 | | 143 | SNORLAX 164

206 DUNSPARCE 171 /98 | KRABBY 159 | 47 | PARASECT 153 | | 361 | SNORUNT 188
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Unravel the Mystery!

Make your first experience as a Pokémon the best it can be!
Let the Official Nintendo Power Player's Guide take the guesswork
out of Pokémon Mystery Dungeon. Every page is packed with
information to help you live the sweet Pokémon life!

Locations for (ﬁm *
every Pokémon RESCUEITEAM| EAM
Complete and ' '
detailed Pokédex Complete
o
Full walk-through DS&GRA
of every dungeon — _ Versions! e
Advanced battle PR =7 i
strategies and tips = .
*Game Boy Advance
Red Rescue Team
Version is compatible
with Nintendo DS $14.99 U.S./$17.99 Canada
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