


a Installing Batteries

Begin a match
with one

| THINKChip™
Pokémon figure for
each trainer.

Start the match by
pushing the
START/RESET button.

CAUTION: To avold battery leakage: 1. Be sure to ingert he batteries
gorrectly and always follow the toy and battery manufacturers’
instructions. 2. Do not mix old and new batteries or alkaline, standard
{carhan-zing) ar rechargeabla betteries. 3. Always remove exiausted or
dead batteries from the produgt.
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plugs a figure on the
connector and the an-
nouncer will call out
that figure’s Hit Points.
The Stadium then repeats
this for the other trainer
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Troubleshooting

If game is not working:
« Make sure batteries are in toy. (4 AA Batteries required.)

= Make sure batteries are inserted correctly.

If game is not working properly:

+ Turn stadium over and press the RESET button with a pen.
*» Replace batteries with fresh batteries.



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 to 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 forth ¢ 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 det e{rmines 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 still has Hit Points remaining is

STORAGE 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.

ATTACK WEAK MECIUMESUPES, ATTAC EDI; M

POINT CHART S

FAST | PASS1-3 1 2 1314 /15/4 13 2|1

PASS 4-6 1 2|5 6 |10 6 |5 ]2 1

PASS 7-9 1 2 /16 | 7 8 |7|6|2]1

PASS 10-12 | 1 2 4 5| 7|5 4]2]1

PASS 13-15 | 1 2 | 3 14/6 43211

SLOW| PASS16-24 [ 0 | 1 2 /13 53|12 1 0

PASS =THE LIGHTS PASSING BACK & FORTH

*If using special attack correctly, 2 points will be added to the attack

Battle Stadium” Cards
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2 Advanced Battle -

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

To begin, the two trainers decide how many figures 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 EVOLVE and
RETREAL

O Evolve

During a turn, a trainer can do more than just attack.
After having attacked twice with a figure. a trainer can
EVOLVE 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 EVOLVE button "
and the announcer will say. “Evolve _JE iR
Pokémon.” The trainer then replaces the GERgS ‘€
original figure with the correct evolution “
figure and launches the next attack. If an N
incorrect figure is chosen, the announcer 4 5
will say “Wrong Pokémon.” If a trainer tries
to EVOLVE a figure that has only attacked one time, the
announcer will say, “Cannot Evolve.”

For a 2nd Level or 3rd Level figure to play with its
full Hit Points (HP) they must be “evolved up to” from
a Basic Level figure. If a 2nd or 3rd Level figure is not

“evolved up to” from a Basic Level figure. 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
(65 Hit Points). However, if a trainer starts with a Squirtle and
attacks twice, the Squirtle figure can then EVOLVE up to a
Wartortle figure. Now the Wartortle figure will play at its full
Hit Point level of 95. (Wartortle will really be at 95 HP minus
any damage that Squirtle received in battle.)

A figure does not lose the additional Hit Points it
has gained. For example, a trainer may have earned 10
additional Hit Points for a Wartortle, which would mean
Wartortle has 105 HP If the trainer plays this figure without
having evolved up to it, it will play at a Basic Hit Point Level
(65 HP) plus the additional points it had earned {10 HP).
Wartortle would begin battle with 75 HP (65 HP + 10 HP) This
means there will be times in a battle that a trainer may not
need to evolve up to a 2nd or 3rd Level figure for it to be very

effective in a match. (See INCREASING A THINKChip™

POKEMON'S HP LEVEL section.)
O Retreat

If a trainer does not have the correct
figure to EVOLVE a character OR a trainer
wishes to gain the “type” advantage over an
opponent, they can RETREAT the figure and (..
replace it with a different one. A RETREAT (S,
can be done only at the beginning of each === 2
turn. When the RETREAT button is pressed. the
announcer will say “Retreat Pokémon,” and call out how
many retreats the trainer has remaining The trainer may
then switch the figure for a different one and then attack.
Each trainer can retreat only 4 times during a match. If a

trainer tries to RETREAT when they have no retreats
remaining, the announcer will say "Cannot retreat,” and the
trainer must 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
figure, but a WATER type would be at a disadvantage against
an ELECTRIC type figure. (See Combat 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 Hit Point Level. For
example. if playing with a figure with 65 HP, a trainer may
choose to RETREAT it and bring out another figure that has a
HP Level of 75. This gain of 10 Hit 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 EVOLVE AND
RETREAT WORK TOGETHER section.)

QO Evolving and |
Hit Points iﬁﬁ

Evolvi . Wy
volving a Pokémon &"
will give a trainer more Hit

Points and allow a figure to

fast longer in a match. Growing the

Hit Point Level of a THINKChip™figure is
important since a high Hit Point Level
can make the difference between
winning and losing a match.




THINKChip™ Pokémon figures have 3 different Hit Point
Levels that relate to their level of evolution:

Basic Level Pokémon™| range of 65 to 105 Hit Points

The low number is the amount of Hit Points a figure has
when purchased, the high number is how strong a trainer
can make a THINKChip figure through winning matches and
training. (See the HOW TO INCREASE A THINKChip
FIGURE'S HIT POINT 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
if the original figure EVOLVES or RETREATS. For example, a
trainer may start with a figure that has 65 Hit Points. After
two attacks, the damage against it has reduced its HP by 20,
leaving it with a total of 45 HP. The trainer can choose to
EVOLVE to a 2nd Level figure that has 95 Hit Points. However,
due to the damage done to the previous figure, the 2nd Level
figure will have its Hit Points reduced by 20 and come into
the match with only 75 Hit Points. (95 HP minus the 20
points of damage.) Evolving achieved a 30 Hit Point increase,
despite the damage.

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

& How Evolve and
Retreat Work Together

Although a trainer usually must EVOLVE a
Basic figure up to a 2nd or 3rd level figure to
have them play at their full Hit Point Level,
there is one exception. If a trainer evolves a g
Basic figure to a 2nd Level figure, the trainer can
then RETREAT that 2nd level figure and bring out a
different 2nd Level figure. This new 2nd Level figure will
play at its full Hit Point Level even though it was not “evolved
up to” from its Basic Level figure. A 3rd Level figure can also
RETREAT to bring out a different 3rd Level character that will
play at its full HP (See below)

3RD LEVEL 3RD LEVEL
BLASTOISE VENUSAUR

2ND LEVEL
WYSAUR

2ND LEVEL
CHARMELEON

BASIC LEVEL BASIC LEVEL
CHARMANDER BULBASAUR

@ 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
so important to help figures grow their Hit Points.
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 matches a THINKChip Pokémon
wins, it will receive 1 Hit Point.
Even though a trainer may use several different
figures during a match, it is the last figure used
when a battle is won that receives the credit towards
a Hit Point at the end of the match.

A THINKChip Pokémon figure’s Hit Points may also

be increased by training it on Ash’s Talking
Pokédex™. This Pokédex has THINKChip technology. It
tests a trainer's knowledge of
types and advantages AND gives
information about individual
figures. Get through all the
levels to make your
THINKChip Pokémon
stronger!
(Sold separately)

(Figure and Card
not included.)




