
1. Orient the page 
so TRAINER is 
right-side up.
Fold the right edge 
of the page to the 
gray line.

2. Flip the page 
over, preferrably on 
the long side.

3. Fold one edge 
of the page to the 
other, then unfold.

4. Fold the top 
& bottom edges 
to the gray lines.  
This will expose 
the corners of the  
earlier fold as tabs!

5. The next few 
steps are tricky, 
so we’re going to 
zoom in on a tab 
to explain this next 
fold!

5. Fold the loose 
corner of the tab 
in. To start, pull 
down (but don’t 
fully unfold) the 
corner.

7. Fold the corner 
in so it lines up 
with the edge of 
the page.

8. With the corner 
still folded, fold the 
bottom edge of 
the tab back to its 
starting position.

9. The tab should 
now have a slanted 
edge!

Repeat on the 
other tab.

10. Fold the right 
edge of the page 
to the left edge.

11. Slide the 
corners of the 
front TRAINER 
page into the tabs!

12. If tucked into 
the tabs properly, 
the page should 
stay in place.

13. Flip the sheet 
over, this time on 
the short side!

14. Fold the top 
edge down to 
the bottom so 
TRAINER is on 
the outside...

15. And ta-dah! 
Sharpen your 
creases, and your 
sheet is ready to 
be filled out!

Woah there, Torracat! Before you can just use this sheet, 
we have some instructions to cover!

“Instructions?”, you may be asking yourself.  “What kind of 
sheet needs instructions to use properly?”  Well, one that 
needs to be folded up like origami first! :D

wait no come back i swear its worth it

Think of the Pokédex Sheet as a folder : once the Trainer 
sheet is folded properly, you can slot your Pokémon’s 
sheets into the pockets! Carry them around, write up & 
add new mons, and easily swap between your party and 
PC. Then, once it’s game time, lay them out on the table!

To properly print the sheets, print pages 3-6 (four pages) 
as (1) double-sided printing, flipping on the short 
edge, and (2) as actual size (100%). Also print p. 7-8 for 
the Extra Cards and p. 9-10 for PC Pokémon!

Then, follow the steps below to fold up the Trainer sheet! 
(Though, proportions in the illustrations were sacrificed 
for clarity; don’t mind if yours looks a bit different!)

While the Pokémon sheets are supposed to be cut into 
sixths, if you don’t have scissors (or Scizor), no problem:  
you can fold it up instead to tuck into the Trainer sheet! 
Just make sure the front of the cards are on top of the 
trifold and mind the card order!

PokedÉx Pokeymanz Sheet
“Because Arceus has cursed me for my hubris, and my brainworms are never finished!”

Made by Empwnleon with help from FrostyVale, based on Pika’s original character sheet
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Use      to mark Edges and           to mark Minor / Major Hindrances.
You can also fill in the space to the left of the circle to color-code them.
Use the extra-large Edge / Hindrance box to list a Major Code of Conduct!

When building your Pokémon, mark moves that have free dice step upgrades. (i.e     )
Black out Mastery boxes that you haven’t bought up to yet.
Write your Pokémon’s name on the back of the card too! (Use the corner symbols to check.)



Battle Notes / Items

Typing

N
ick

na
m

e 
/ S

pe
cie

s

A
b

il
it

y

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

T
d

T
d

T
d

M
ov

e 
4

W
ou

nd
s

M
as

te
ry

To
ug

h

M
as

te
ry

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

X
P 

To
ta

l

G
en

de
r

Battle Notes / Items

Typing

N
ick

na
m

e 
/ S

pe
cie

s

A
b

il
it

y

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

T
d

T
d

T
d

M
ov

e 
4

W
ou

nd
s

M
as

te
ry

To
ug

h

M
as

te
ry

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

X
P 

To
ta

l

G
en

de
r

Battle Notes / Items

Typing
N

ick
na

m
e 

/ S
pe

cie
s

A
b

il
it

y

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

T
d

T
d

T
d

M
ov

e 
4

W
ou

nd
s

M
as

te
ry

To
ug

h

M
as

te
ry

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

X
P 

To
ta

l

G
en

de
r

Battle Notes / Items

Typing

N
ick

na
m

e 
/ S

pe
cie

s

A
b

il
it

y

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

T
d

T
d

T
d

M
ov

e 
4

W
ou

nd
s

M
as

te
ry

To
ug

h

M
as

te
ry

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

X
P 

To
ta

l

G
en

de
r

Battle Notes / Items

Typing

N
ick

na
m

e 
/ S

pe
cie

s

A
b

il
it

y

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

T
d

T
d

T
d

M
ov

e 
4

W
ou

nd
s

M
as

te
ry

To
ug

h

M
as

te
ry

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

X
P 

To
ta

l

G
en

de
r

Battle Notes / Items

Typing

N
ick

na
m

e 
/ S

pe
cie

s

A
b

il
it

y

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

T
d

T
d

T
d

M
ov

e 
4

W
ou

nd
s

M
as

te
ry

To
ug

h

M
as

te
ry

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

X
P 

To
ta

l

G
en

de
r

«

l
n ¡



N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

l
n

«
¡

M
as

te
ry

X
P 

To
ta

l

W
ou

nd
s

M
as

te
ry

To
ug

hn
es

s

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

M
ov

e 
4

M
ov

e 
5

M
ov

e 
6

N
ick

na
m

e 
/ S

pe
cie

s

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

A
b

il
it

y

Ty
pi

ng

IC
Y

Battle Notes / Items

G
en

de
r

T
d

T
d

T
d

T
d

T
d

M
on

ey

N
am

e
D

es
cr

ip
tio

n

B
a

ck
p

a
ck

 E
X

Ex
pa

nd
ed

 in
ve

nt
or

y 
ca

rd
 fo

r t
he

 o
pt

io
na

l I
te

m
 r

ul
es

Br
ou

gh
t t

o 
yo

u 
by

 B
ag

in

C
ap

tu
re

 C
ar

d
A 

qu
ick

 re
fe

re
nc

e 
fo

r 
Ca

pt
ur

e 
Ch

an
ce

 r
ul

es
!

Fa
int

ed
 b

y 
th

e 
en

d 
of

 th
e 

en
co

un
te

r

D
isp

at
ch

ed
 q

uic
kly

H
ad

 a
 m

ajo
r s

ta
tu

s e
ffe

ct
 

du
rin

g 
th

e 
en

co
un

te
r 

(C
ou

nt
s f

or
 2

!)

N
ot

 a
 B

os
s P

ok
em

on

Tr
ai

ne
r 

ha
s 

th
e 

C
ap

tu
re

 
Sp

ec
ia

lis
t 

Ed
ge

 (
C

ou
nt

s 
fo

r 
2!

)

Po
ke

ba
ll b

on
us

! 
(M

ay
 v

ar
y)

Re
fe

re
nc

e 
th

e 
ch

ec
kli

st 
to

 th
e 

lef
t: t

he
 n

um
be

r o
f b

ox
es

 
ch

ec
ke

d 
of

f i
s y

ou
r C

ap
tu

re
 

T
hr

es
ho

ld
. 

If 
yo

ur
 C

ap
tu

re
 T

hr
es

ho
ld

 is
 6

+,
 

it’s
 a

 C
ri

tic
al

 C
ap

tu
re

; n
o 

ne
ed

 
to

 ro
ll!

O
th

er
w

ise
, r

ol
l a

 (n
on

-e
xp

lo
di

ng
) 

d6
. If

 th
e 

re
su

lt 
is 

eq
ua

l o
r 

be
lo

w
 

yo
ur

 C
ap

tu
re

 T
hr

es
ho

ld
, y

ou
’ve

 
su

cc
es

sfu
lly

 c
au

gh
t t

he
 P

ok
ém

on
!

C
on

ta
ct

 L
is

t

N
am

e
Jo

b

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

Jo
b

Jo
b

Jo
b

Jo
b

Jo
b

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

Ev
en

t T
itl

e
Pa

rt
ic

ip
an

t N
am

e

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

Tr
ai

ne
r 

C
re

at
io

n 
&

 A
dv

an
ce

m
en

ts

W
he

n 
yo

u 
ga

in 
a T

ra
ine

r 
Ad

va
nc

em
en

t, y
ou

 c
an

:

A)
 U

pg
ra

de
 a

n 
A

tt
ri

bu
te

 b
y 

on
e 

di
e 

ste
p 

(M
ax

 d
12

)

B)
 Ta

ke
 a

n 
Ed

ge

C)
 W

ith
 G

M
 &

 p
lay

er
s’ 

ap
pr

ov
al,

 
ov

er
co

m
e 

a 
H

ind
ra

nc
e 

by
...

Re
m

ov
ing

 a
 M

in
or

:
Re

m
ov

ing
 a

 M
aj

or
:

R
ed

uc
in

g 
a 

M
ajo

r H
ind

. 
to

 it
s M

ino
r v

ar
iat

io
n:

 D
on

’t 
fo

rg
et

 to
 u

pd
at

e 
th

e 
nu

m
be

r o
f A

dv
an

ce
m

en
ts 

yo
u 

ha
ve

 o
n 

th
e T

ra
ine

r s
he

et
!

D
ice

 S
te

p 
Ch

ar
t:

C
ha

ra
ct

er
 C

re
at

io
n:

Ch
oo

se
 a

 c
on

ce
pt

 a
nd

 N
am

e.
W

rit
e 

do
w

n 
th

eir
 F

ir
st

 
Im

pr
es

si
on

 a
nd

 C
al

lin
g.

N
ot

e 
th

eir
 p

ro
no

un
s.

A
tt

ri
bu

te
 d

ice
 st

ar
t a

t d
4.

D
ice

 c
an

’t 
go

 h
igh

er
 th

an
 d

8 
in 

ch
ar

ac
te

r c
re

at
io

n.
Yo

u 
ha

ve
 4

 d
ice

 u
pg

ra
de

s t
o 

sp
en

d 
at

 st
ar

t.

Yo
u 

m
ay

 ta
ke

 u
p 

to
 o

ne
 M

aj
or

 
H

in
dr

an
ce

 a
nd

 tw
o 

M
in

or
 

H
in

dr
an

ce
s a

t c
ha

ra
ct

er
 c

re
at

io
n.

Fo
r e

ac
h 

M
ajo

r H
ind

ra
nc

e, 
yo

u 
m

ay
 e

ith
er

:

A)
 U

pg
ra

de
 a

n 
A

tt
ri

bu
te

 b
y 

on
e 

di
ce

 st
ep

. (
M

ax
 o

nc
e 

he
re

.)

B)
 Ta

ke
 a

n 
Ed

ge
.

2 
M

ino
r H

ind
. =

 1
 M

ajo
r H

ind
. 

fo
r t

his
 p

ro
ce

ss
.

Q
ui

ck
 re

fe
re

nc
e 

sh
ee

t f
or

 tr
ai

ne
r c

re
at

io
n 

&
 p

ro
gr

es
sio

n

4
6

8
10

12

1 
A

dv
2 

A
dv

1 
A

dv

A
dv

an
ce

m
en

t:



M
as

te
ry

X
P 

To
ta

l

W
ou

nd
s

M
as

te
ry

To
ug

hn
es

s

M
ov

e 
1

M
ov

e 
2

M
ov

e 
3

M
ov

e 
4

M
ov

e 
5

M
ov

e 
6

N
ick

na
m

e 
/ S

pe
cie

s

Sp
ec

ie
s 

/ V
ar

ia
nt

TO
UG

H

Ty
pe

s

T
d

A
b

il
it

y

Ty
pi

ng

IC
Y

Battle Notes / Items

G
en

de
r

T
d

T
d

T
d

T
d

T
d

M
on

ey

N
am

e
D

es
cr

ip
tio

n

B
a

ck
p

a
ck

 E
X

Ex
pa

nd
ed

 in
ve

nt
or

y 
ca

rd
 fo

r t
he

 o
pt

io
na

l I
te

m
 r

ul
es

Br
ou

gh
t t

o 
yo

u 
by

 B
ag

in

C
ap

tu
re

 C
ar

d
A 

qu
ick

 re
fe

re
nc

e 
fo

r 
Ca

pt
ur

e 
Ch

an
ce

 r
ul

es
!

Fa
int

ed
 b

y 
th

e 
en

d 
of

 th
e 

en
co

un
te

r

D
isp

at
ch

ed
 q

uic
kly

H
ad

 a
 m

ajo
r s

ta
tu

s e
ffe

ct
 

du
rin

g 
th

e 
en

co
un

te
r 

(C
ou

nt
s f

or
 2

!)

N
ot

 a
 B

os
s P

ok
em

on

Tr
ai

ne
r 

ha
s 

th
e 

C
ap

tu
re

 
Sp

ec
ia

lis
t 

Ed
ge

 (
C

ou
nt

s 
fo

r 
2!

)

Po
ke

ba
ll b

on
us

! 
(M

ay
 v

ar
y)

Re
fe

re
nc

e 
th

e 
ch

ec
kli

st 
to

 th
e 

lef
t: t

he
 n

um
be

r o
f b

ox
es

 
ch

ec
ke

d 
of

f i
s y

ou
r C

ap
tu

re
 

T
hr

es
ho

ld
. 

If 
yo

ur
 C

ap
tu

re
 T

hr
es

ho
ld

 is
 6

+,
 

it’s
 a

 C
ri

tic
al

 C
ap

tu
re

; n
o 

ne
ed

 
to

 ro
ll!

O
th

er
w

ise
, r

ol
l a

 (n
on

-e
xp

lo
di

ng
) 

d6
. If

 th
e 

re
su

lt 
is 

eq
ua

l o
r 

be
lo

w
 

yo
ur

 C
ap

tu
re

 T
hr

es
ho

ld
, y

ou
’ve

 
su

cc
es

sfu
lly

 c
au

gh
t t

he
 P

ok
ém

on
!

C
on

ta
ct

 L
is

t

N
am

e
Jo

b

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

N
am

e

N
ot

es

Jo
b

Jo
b

Jo
b

Jo
b

Jo
b

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

Ev
en

t T
itl

e
Pa

rt
ic

ip
an

t N
am

e

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

In
fo

N
am

e

Tr
ai

ne
r 

C
re

at
io

n 
&

 A
dv

an
ce

m
en

ts

W
he

n 
yo

u 
ga

in 
a T

ra
ine

r 
Ad

va
nc

em
en

t, y
ou

 c
an

:

A)
 U

pg
ra

de
 a

n 
A

tt
ri

bu
te

 b
y 

on
e 

di
e 

ste
p 

(M
ax

 d
12

)

B)
 Ta

ke
 a

n 
Ed

ge

C)
 W

ith
 G

M
 &

 p
lay

er
s’ 

ap
pr

ov
al,

 
ov

er
co

m
e 

a 
H

ind
ra

nc
e 

by
...

Re
m

ov
ing

 a
 M

in
or

:
Re

m
ov

ing
 a

 M
aj

or
:

R
ed

uc
in

g 
a 

M
ajo

r H
ind

. 
to

 it
s M

ino
r v

ar
iat

io
n:

 D
on

’t 
fo

rg
et

 to
 u

pd
at

e 
th

e 
nu

m
be

r o
f A

dv
an

ce
m

en
ts 

yo
u 

ha
ve

 o
n 

th
e T

ra
ine

r s
he

et
!

D
ice

 S
te

p 
Ch

ar
t:

C
ha

ra
ct

er
 C

re
at

io
n:

Ch
oo

se
 a

 c
on

ce
pt

 a
nd

 N
am

e.
W

rit
e 

do
w

n 
th

eir
 F

ir
st

 
Im

pr
es

si
on

 a
nd

 C
al

lin
g.

N
ot

e 
th

eir
 p

ro
no

un
s.

A
tt

ri
bu

te
 d

ice
 st

ar
t a

t d
4.

D
ice

 c
an

’t 
go

 h
igh

er
 th

an
 d

8 
in 

ch
ar

ac
te

r c
re

at
io

n.
Yo

u 
ha

ve
 4

 d
ice

 u
pg

ra
de

s t
o 

sp
en

d 
at

 st
ar

t.

Yo
u 

m
ay

 ta
ke

 u
p 

to
 o

ne
 M

aj
or

 
H

in
dr

an
ce

 a
nd

 tw
o 

M
in

or
 

H
in

dr
an

ce
s a

t c
ha

ra
ct

er
 c

re
at

io
n.

Fo
r e

ac
h 

M
ajo

r H
ind

ra
nc

e, 
yo

u 
m

ay
 e

ith
er

:

A)
 U

pg
ra

de
 a

n 
A

tt
ri

bu
te

 b
y 

on
e 

di
ce

 st
ep

. (
M

ax
 o

nc
e 

he
re

.)

B)
 Ta

ke
 a

n 
Ed

ge
.

2 
M

ino
r H

ind
. =

 1
 M

ajo
r H

ind
. 

fo
r t

his
 p

ro
ce

ss
.

Q
ui

ck
 re

fe
re

nc
e 

sh
ee

t f
or

 tr
ai

ne
r c

re
at

io
n 

&
 p

ro
gr

es
sio

n

4
6

8
10

12

1 
A

dv
2 

A
dv

1 
A

dv

A
dv

an
ce

m
en

t:



N
ic

kn
am

e/
Sp

ec
ie

s

D
et

ai
ls

Ty
pe

 
M

at
ch

up
s

N
ot

es

Ta
ki

ng
 d

et
ai

le
d 

no
te

s 
is 

an
 

irl
 d

12
 R

es
ea

rc
h 

di
ce

Ex
te

nd
ed

 N
ot

es
 P

ag
e

P
o

ké
b

a
ll

 B
a

g

Po
ké

ba
ll

ho
w

 d
o 

yo
u 

cr
af

t n
ew

 p
ok

eb
al

ls 
us

in
g 

a 
ro

ck
 a

nd
 a

 n
ut

 a
sk

in
g 

fo
r a

 fr
ie

nd

Ef
fe

ct
Q

t.

12

Po
ké

m
on

 C
re

at
io

n 
&

 E
X

P

A
ss

ig
ni

ng
 E

XP
:

Po
ké

m
on

 C
re

at
io

n:

N
ot

e 
yo

ur
 P

ok
ém

on
’s 

sp
ec

ie
s 

an
d 

ty
pe

(s)
.  T

he
y 

sta
rt

 a
t 4

 
To

ug
hn

es
s; 

St
ar

te
r P

ok
em

on
 a

lso
 

sta
rt

 a
t 1

 M
as

te
ry

.

W
rit

e 
do

w
n 

th
eir

 A
bi

lit
y, 

inc
lud

ing
 it

s d
es

cr
ip

tio
n.

Pi
ck

 4
 M

ov
es

 th
ey

 c
an

 le
ar

n 
by

 
lev

el 
up

, r
eg

ar
dl

es
s o

f l
ev

el.
 

St
ar

tin
g 

di
e 

de
pe

nd
s o

n 
ty

pi
ng

:

D
oe

sn
’t 

m
at

ch
 a

ny
 o

f t
he

ir 
ty

pe
s: 

d4
-1

M
at

ch
es

 o
ne

, P
ok

ém
on

 is
 

du
al-

ty
pe

: d
4

M
at

ch
es

 o
ne

, P
ok

ém
on

 o
nly

 
ha

s o
ne

 ty
pe

: d
6

Al
lo

ca
te

 tw
o 

fr
ee

 d
ice

 st
ep

 
up

gr
ad

es
.

Q
ui

ck
 re

fe
re

nc
e 

sh
ee

t f
or

 y
ou

r n
ew

 fr
ie

nd
s! U

pg
ra

de
 a

 M
ov

e’s
 d

ice
 

by
 o

ne
 d

ie 
ste

p..
.

to
 d

4-
d8

:
to

 d
10

-d
12

:

In
cr

ea
se

 To
ug

hn
es

s b
y 

1:
(M

ax
 8

)

G
ain

 1
 m

or
e 

M
as

te
ry

:
(M

ax
 2

)
(I 

Ch
oo

se
 Yo

u: 
M

ax
 3

)

Re
co

rd
 w

he
re

 yo
u’v

e 
sp

en
t E

X
P 

on
 th

e 
Po

ké
m

on
  s

he
et

.  Y
ou

 c
an

 
ba

nk
 u

ns
pe

nt
 P

ok
ém

on
 E

X
P 

on
 

th
e T

ra
ine

r s
he

et
.

D
ice

 S
te

p 
Ch

ar
t:

1 
EX

P
2 

EX
P

2 
EX

P

2 
EX

P

4
6

8
10

12

00
8 

/ 
00

6
00

7 
/ 

00
6

00
5 

/ 
00

6
00

4 
/ 

00
6

IC
Y



Wild Skills

Pokémonʼs Calling

ACUITY WISDOM

Wounds
HEARTSTRENGTH

TOUGH

Moves

Td

Td

Td

Td

Td

Td

Ability

Edges / Hindrances

Player Name

# Adv

–1

–2

KO

Pokémon Nameʼs 

Pronouns

Description

Notes

Name 

Species

Type



B
A
G

&

E
X
T
R
A

Use      to mark Edges and           to mark Minor / Major Hindrances.
You can also fill in the space to the left of the circle to color-code them.

Mark moves that have free dice step upgrades. (i.e.     )
Black out Potential boxes that you haven’t bought up to yet.

Shaken

Roll Acuity + d6
Fail Only Move

Hit Move, clears
Crit Clears, act

Potential

Potential

Tough.

Move 1

Move 2

Move 3

Move 4

Move 5

Move 6

Pokémon EXP

Total

Pot. to auto-Crit

Place token 

mark status!


