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Begin a match
with one
THINKChip™
Pokémon figure for
each trainer.
Start the match by
pushing the
START/RESET butron.

CAUTION: To avoid battery leakage: 1. Be sure to insert the batieries
correctly and always Tollow the foy and battery manufacturers
instructions. 2. Da not mix old and new batteries or alkaline, standard
[carbon-zinc) ar rechargaabla ballaries. 3. Always ramove adhausted o
dead batteries from the product,
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Troubleshooting nouncer will call out
If game is not working: that figure's Hit Points.
+ Make sure batteries are in toy. (4 AA Bateries required.) ”'!'3 Stadium then repeats
* Make sure batteries are inserted correctly, this for the other trainer.

If game is not working properly:
* Turn stadium over and press the RESET button with a pen.

+ Replace batteries with fresh batteries.
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Once the figures are in place. a trainer must

choose either a REGULAR or SPECIAL attack.

If a trainer has the type advantage over an
opponent, SPECIAL attack should be chosen. This
attack will do an additional 2 points of damage o an
- opponent that does not have the advantage.

- REGULAR attack should be chosen if a trainer is at a
~ disadvantage or equal with an opponent. If a trainer
~ chooses SPECIAL attack. but does not have the

advantage, the attack will do 2 points less damage than
it would have if the correct attack had been chosen. As
soon as the trainer presses the attack button, the lights will
move back and forch across the center of the stadium. starting at a high speed but

decreasing speed quickly The trainer then tries to stop the light in the center or
as close to it as possible, by pushing the LAUNCH button. The place where the
light is stopped determines how many points of damage is done to the
opponent’s figure. (See the Attack Point Chart for details.)

Trainers take turns launching
attacks until one of the figure's Hit
Points equals zero, Either trainer
may check how many Hit Points a figure
has remaining by pressing the center
LAUNCH button during a turn. The trainer
* whose figure stll has Hit Points remaining is
the winner!
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“A" means attacking type has the advantage.
"D means attacking type has the disadvantage.
“X" means attacking type has little hope of winning.
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Advanced Battle

Battling with up to six THINKChip™
Pokémon™ Figures per trainer

T begin, the owo rrainers decide how marny ligures will
be used for the match. Both sides should be equal and no
more than six figures per trainer should be used during a
match,

In order to battle with multiple THINKChip figures, a
trainer must learn all about how and when to EVOIVE and
RETREATL

% Evolve

Puring a turn, a trainer can do more than just artack.
After having attacked owice with a fgure, a rainer can
EVYOLVE it to the next level (provided they have the
appropriate evolution figure of the character being
evolved) At the beginning of a turn, the
trainer may push the EVOIVE bution %
and the announcer will say “Evolve
Pokémon” The mrainer then replaces the
original figure with the correct evolution
figure and launches the next attack. If an
incorrect figure is chosen, the announcer
will say “Wrong Pokémon” IF a trainer rries
to EVOLVE a figure that has only attacked one tme, the
announcer will say, “Cannot Evolve”

for a Znd Level or 3rd Level figure to play with its
full Hit Points (HP) they must be “evolved up " from
a Basic Level figure. If 2 2nd or 3rd Level figure is noc

“evolved up 0" from a Basic Level ligure, it plays with the Hit
Points of a Basic Level figure, For example, if a trainer starts a
match with a Wartortle (who is a 2nd Level figure with 95 Hit
Points). it will play with the Hit Points of a Basic Level figure
165 Hit Points). However, if a trainer starts with a Squirtle and
attacks twice, the Squirtle figure can then EVOLVE up o a
Wartortle figure. Now the Wartortle figure will play ar its full
Hit Foint level of 95. (Wartortle will really be at 95 HP minus
any damage that Squirte received in battle.)

A figure does not lose the additional Hic Poincs it
has gained. For example. a trainer may have earned [0
additional Hit Points for a Wartortdle, which would mean
Wartortle has 105 HP If the trainer plays this figure without
having evolved up ro it it will play at a Basic Hir Point Level
165 HP) plus the additional points it had earned {10 HP)L
Wartortle would begin battle with 75 HE (65 HE + 10 HP) This
means there will be times in a bactle that a trainer may not
need to evolve up toa 2nd or 3rd Level figure for it o be very
effective in a match, {See INCREASING A THINKChip
FOREMOMNS HP LEVEL section.)

@ Retreat

Il a trainer does not have the correct
figure o EVOIVE a character OR a trainer
wishes to gain the "rvpe” advantage over an
oppenent. they can RETREAT the figure and
replace it with a differcnt one. A RETREAT g
can be done only at the beginning of each =
turn. When the RETREAT button is pressed, the
announcer will say “Fetreat Fokémon”  and call out how
many retreats the crainer has remaining. The trainer may
then switch the figure Tor a different one and then attack.
Lach trainer can retreat only 4 times during a match. IF a




trainer tries @ RETREAT when they have no retreats
remaining, the announcer will say “Cannot retreac” and the
trainer rmust continue the match with that same figure,

® Retreat Strategies

The main reason to RETREAT a figure is to gain the
“type” advantage over an opponent’s figure. For example,
a WATER type figure has the advantage over a FIRE type
ligure, but a WATER tvpe would be at a disadvantage against
an ELECTRIC type figure. (See Combar Chart for detailed
information OR reference the figure’s Battle Card )

A trainer may also choose to RETREAT a figure to
replace it with a figure with a higher Hir Poing Level, For
example, if playing with a figure with 65 HE a trainer may
choose o RETREAT it and bring out anather figure that has a
HP Level of 75 This gain of 10 Hic Points will help the trainer
last longer in a match.

Another reason to RETREAT is to be able to use a
2nd or 3rd Level figure at its full HP Level without
having to evolve up to it. (See HOW EVOIVE AND
RETREAT WORK TOGETHER section,)

@ Evolving and
Hit Points
Evolving a Pokémon

will give a trainer more Hit

Points and allow a figure to

last longer in a match. Crowing the

Hit Point Level of a THINKChip figure is

important since a high Hit Point Level

can  make  the difference  beoween
winning and losing a match.

THINEChip Pokémon figures have 3 dilferent Hic Poine
Levels that relate to their level of evolution:

Basic Level Pokémon™

The low number is the amount of Hic Poines a figure has
when purchased, the high number is how strong a trainer
can make a THINKChip figure through winning marches and
training. {See the HOW TO INCREASE A THINKChip
FIGURE'S HIT PCINT LEVEL section.)

@& Damage from Attacks

Damage done to a figure by an opponent, during a
battle, carries on to the next figure used. This is true even
il the original figure EYOLYES or RETREATS. For example, a
Lrainer may starc with a figure thac has 63 Hiv Points. After
two attacks, the damage against it has reduced its HP by 20,
leaving it with a rotal of 45 HE The trainer can choose o
EVOIVE ro a 2nd Level figure that has 95 Hit Poinrs. However,
due to the damage done w the previous figure, the 2nd Level
figure will have s Hit Points reduced by 20 and come into
the match with only 73 Hit Foincs, (95 HP minus the 20
points of damage.) Bvolving achieved a 30 Hit Point increase,
despite the damage,

Winning a battle requires a trainer 10 knock out all the
Hit Points of an opponent, However, once the maech is
over, all damage is removed and figures return to cheir
usual Hir Point Level for the next match.



& How Evolve and
Retreat Work Together

Although a trainer usually must EVOIVE a
Basic figure up to a 2nd or 3nd level figure o
have them play ac their full Hic Point Level,
there is one exceprion. If a trainer evolves a -
Basic figure to a 2nd Level figure, the trainer can
then RETREAT that 2nd level figure and bring our a
different 2nd Level figure. This new 2nd Level figure will
play ac its full Hit Point Level even though icwas not “evolved
up 10" from its Basic Level ligure. A 3rd Level figure can also
RETREAT tex bring out a different 3rd Level character thar will
play avics full HE (See below)
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@ Increasing your THINKChip™
Pokémon™ Figure's HP Level
Every Pokémon trainer is responsible for helping

their Pokémon be the best they can be which is why it's

s important to help figures grow their Hic Poincs,

There are two ways to increase a THINKChip

Pokémon Figure’s Hit Points.

Winning matches on the Battle Stadium is one way
to earn additional Hit Points for a THINKChip

Pokémon. For every 5 marcches a THINKChip Pokémon

wins. it will receive I Hit Poinr,

Even though a trainer may use several different

figures during a march, it is the last figure used

when a battle is won that receives the credit towards

a Hit Point ac the end of the match,

A THINEChip Pokémon figures Hit Paints may also
be increased by training it on Ash's Talking

Pokédex™. This Pokédex has THINKChip rechnology: [t

; tesls a trainer's knowledge of
rypes and advantages AND gives
infarmation  about  individual
figures. Ger through all the
levels tw make your

THINKChip  Pokémon

srronger!

(Sald separanely)

{Figune and Cared
miot indwded. )




