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19Edges

EXAMPLE STYLES

�4�U�S�P�O�H���4�U�Z�M�F
Standing next to their Pokémon, the trainer can 
direct their movements to deliver crushing blows 
where they are most needed.

�������� ���
���� �������� ������������������ ���������� �������
���������
�� �����������
����
�
����������������� ���
���������!�����������������������������
��������������� ���
����������
���������������������������������������������������
�������������������������
������������������
�����"���������������������������������#����������������� ������������������������������

�"�H�J�M�F���4�U�Z�M�F
By getting in close with the opponent, the trainer is 
able to issue quick commands that outmaneuver 
them in a flash. 

�������� ���
���� �������� �
���������� ���� � ���������������� �������������� ������ ����������
������������� �������
���#����������������

�4�I�B�Q�F�S���4�U�Z�M�F
Placing themselves in the field, the trainer gains an 
acute knowledge of the terrain; They and their 
Pokémon are able to manipulate it with ease.

�������� ���
���� �������� �
���������� ���� � ���������������� �������������� ���$�������� ����
�
�
�������
�
�$�
���� � �������� ������ �������!�� �������������!�� ������ �����������
����������
���������������������
�����
��

�:�P�N�J���4�U�Z�M�F
By studying the opponents’ movements from close 
up, the trainer can read subtle cues that point 
towards hidden plans. 

�������� ���������������� ���
�� ���%������ ������ �$������������ ���������� �������� �"������������
�������������
�� ���������� ������ �%������������ �&�� ���������
���������� ������������ �����������
�	�!�� ���$��
���������������%������

Go! Merchandisable 
Plushies Style!
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MOVE EFFECTS, CONTINUED

�$�S�J�U�J�D�B�M���)�J�U�T
���� �"���������������� �(������ �
�����
������ �����������
�� ���������� �������� � �������� �
��������
���)�������������������� Depending on the nature of the Move, 
here are some easy ways to reflect a Critical Hit 
mechanically:

�*�� ������������ ���� � ���
������������ �������� � �������� �����+�������
�� ��������
�,���
�����
�� �����
���������� ���$�� �������� This is good for 
dramatic turnarounds. Any effect that requires 
spending Mastery on the roll (rerolls, Trump 
Card, Double Battler, etc.) opens up this option.

�*�� ��������� �������������+�������
���������������
�
�����$�$�������� Many Moves 
have secondary effects, like inflicting burns, 
freezing, paralysis, confusion, or even holding 
the opposing Pokémon in place. A Critical Hit 
should allow the Move to inflict a secondary 
effect that logically makes sense on top of a 
Wound.

�*�� �������� � �������� �����������
�� �������� ���������������� It creates a 
change in the arena significant enough to 
create a Hazard or Feature.

�*�� �������� � �������� ���������
�� �������� �#���-�.�������� ���� ��������������������
�%�
�$�$�!��such as +1 to their next Move or bonus 
Toughness, speed, or evasion. The enemy might 
also get a logical debuff.

On a Critical Hit, a GM should try and offer the player 
the choice of the options above based on what 
makes sense for the Move in question.

In encounters where the GM wishes to prioritize 
pacing over all else, or in fights against low-level 
mooks like wild Pokémon or cannon fodder grunts, 
it may be wise to allow the extra Wound effect as an 
option for free. Try out what works for your group!

�"�S�F�B���P�G���&�G�G�F�D�U
� �������������������-�
�����������������������$�$�����������$��������������������������������������
�������� �������������!�� ������ ������������������ ������ �������� �/�������� ������ ���������� Far 
be from it for me to stop you from hitting your 
Aggron partner with Earthquake, so if a Move has 
the effect of hitting everyone, simply hit everyone. 
I’m sure your teammates won’t mind. In the case 
that you score a Hit on your teammates, the GM 
decides the effect.

Certain Movement Actions, special abilities, type 
immunities, and other effects may render a 
Pokémon immune or out of reach of such an attack.

In the case of Moves that simply target multiple 
Pokémon on the opposing team in the games, 
consider that they may be able to split up their 
effects on a Critical Hit and hit another Pokémon 
with the extra effect instead of the original target.

Just get an Air Balloon. No one’s ever been unsafe 
with an Air Balloon.
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MOVE EFFECTS, CONTINUED

Or just do damage lmao

�/�P�O���%�B�N�B�H�J�O�H���.�P�W�F�T
�1�$�������������������-���������
���	�����������������������!�������������������
�����������$������
�����(���������
���2�! the same as a normal roll. This activates 
the Move’s effect or inflicts its status effect. 
Toughness does not come into the equation in this 
case - but if the opposition has somehow put 
something in the way, or used a Move to increase 
their evasiveness or speed, this can impose 
penalties on the Move. Immunity sometimes factors 
in, but type effectiveness is otherwise ignored.

On a Critical Hit, GMs should offer players options 
like changing or creating Hazards or Features, or 
other scene-appropriate effects (Like giving the 
target an even more severe version of the status 
effect, for example).

�.�V�M�U�J���)�J�U���.�P�W�F�T
Multi-Hit Moves are tricky.�� �1���� ���
�� ������������������������
�3���4���5�� ������ ���
������ �������
���� � �������
�� ���
�� ���)�������� �����������-�
�� ������
�����������������������������,���
�����
�! as that breaks the game’s 
“action economy”.  They do open up a lot of unique 
possible advantages in battle, however. A Pokémon 
could use the extra effect of a Critical Hit to hit 
another opposing Pokémon on the field for a Wound 
instead of dealing extra damage to their target, 
partially bypass guards with quick successive 
strikes, or maybe get to add their Move die to assist 
an ally’s attack that turn without using an action.
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�4�Q�F�F�E
On first glance, � �������
�������������������������
�������������� seem to 
have no use in Pokeymanz, but on a general basis, 
priority Moves like Quick Attack can be used to act 
out of turn in initiative, and Moves that increase 
Speed could be used to permanently shift initiative 
order or give other Moves Priority.

Speed boosts can also be jury-rigged to act as 
Evasion instead, or to give the Pokémon bonuses to 
escaping hazards for the rest of the battle.

MOVE EFFECTS, CONTINUED

�0�O�F���)�J�U���,�0���.�P�W�F�T
One of the design philosophies in Pokeymanz 
battles is to never have a player’s Pokémon go down 
in one turn; one can only deal an additional Wound 
on a Critical Hit, after all, and trainer Pokémon have 
a minimum of three Wounds. This means that 
trainers will always get to try to do something 
meaningful in battle with each Pokémon no matter 
what. One-Hit KO Moves by their nature, then, 
present a problem to this balancing principle.

A suggested way to run these Moves to avoid this is 
to���������������������������
���6�/�����
�������������������
�7�!�����������������-��������������
�������� �������� �������
������ ������ ������������������ ���
�� ������ �����$�������� Roll the 
Move with +1 for every other turn the opposing 
Pokémon has been in battle, for a maximum of +4. 
However, the Move will not be modified by type 
effectiveness, though immunities may still apply.

Players who take these types of Moves ���
�
���� �-��������
���������-�� ���$�� ���������� �����������	�
�� ���������� ���
���� ������ �%������������
���������
���������
��if they wish to take advantage of this 
bonus!

Trainer Tips!
“Does Evasion help with One-Hit KO 
Moves?” Yes, but also remember to go 
with the way most likely to feel awesome.
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�4�U�B�U���$�I�B�O�H�F�T
Many Moves raise the Pokémon’s stats or lower 
those of the opponent’s. As a general guideline,�������
��
�
�����
�������	�����%�������%�������������
�������-���������������������������8�2���������&�2��������
���������������������������%������

���� �
�
�������
�
�$�
���� �(������ �����������
�� �������� �8�9�� ������ �%���� ���������������� �$������
�������� ���
�������������� ���������� �������� �#���-�.�������� ���
�� ������ �%������������ A 
Critical Hit allows a second +1 in that category or 
another that makes sense given the scope of the 
Move.

For example, a Pokémon using Dragon Dance might 
get a +1 to their damaging Move rolls, and on a 
Critical, they may also become speedier.

�1���� �������� ���������
�!�� ������������ ���
�� ���� ������������ �������� ���������
�������� �
����������
�%�������������� �6���������������7�� �������� �6�#�����
���������7�� �����������-�
�!�� ������������
���������� � �������
�� �����$���������������� �1���� �#���-�����������0�!�� ������ �
�
������
�
�������
�� ���)���
���! as each Move is measured simply by 
how well the Pokémon can use its effects. As such, 
Moves like Reflect and Light Screen, which are 
functionally the same Move but split in this way, are 
considered the same in Pokeymanz.

�4�Q�F�D�J�G�J�D���&�G�G�F�D�U�T
����������� �������
���������������������������%�������
���������/�������$�$�������
����������
������������ �
�
���
�� A good example is Imprison, which 
seals any Moves that the Pokémon and the target 
share. Sometimes, these Moves’ effects are so niche 
that they would seemingly never come up. It’s easy 
for a player to take a Move like this for flavour, and 
be disappointed when it never proves useful.

It should be very hard to make a Pokémon that is 
actively useless in Pokeymanz. So,�� �$������ � �������
�� �����-����
�������
�!�� �������� �:� �� �
�����
������ �%���� ���)�������� �������������
�
�� ����������
������������������ �����������������������������
�� Allow Imprison (which is 
based off of Shinto sealing practices) to seal 
Pokémon that use the power of a certain region-
specific gimmick, or to incapacitate trainers with 
evil in their hearts.

MOVE EFFECTS, CONTINUED

ENCYCLOPEDIA POKéMONICA
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STATUS EFFECTS, CONTINUED

�1�P�J�T�P�O
The Pokémon is poisoned, a chemical or biological 
agent coursing through their system and weakening 
them. �������� ������������ �����
������ ���� �#���-�.�������� ���
�� �������
���������!��
�����������������
���������
�
�����
���������
���������%�����9���������������������������$��������������
���
������ �
���������� ���������	������ ���������������� �$�������� �%������������ ������ �$���������� If 
Toughness dips to 0, the Pokémon automatically 
faints (and is cured of poison as it runs its course).

Poison- and Steel-type Pokémon cannot be 
poisoned.

�*�O�G�B�U�V�B�U�J�P�O
�����������������������+�����
�������������������1�$�����������������������������
���
�������������
�!��
�������� �#���-�.�������� ���
�� �������� �����$�����
���������� ���������� �����
�� ������������������
������ �����-���� ���� �������������� �������������� This condition is cleared 
at the end of the encounter or upon switching out. 

Pokémon of the same gender, or genderless, can be 
infatuated! How this is represented in the narrative 
is up to the Pokémon’s player; it could be 
““romantic”” attraction, adoration, or admiration, all 
ramped up to debilitating levels.

�$�P�O�G�V�T�J�P�O
The Pokémon is confused, and is liable to hurt itself 
while flailing around. �B���� �������� �������������� �$�������
�����!�� ������������
�������� �����
�
������ ���
�� ������ ���-�����
�� �������
�� �����
���������� ���$�� ���� ��������������
�$�������
������ Every round after finishing the Pokémon’s 
turn, flip a coin. On heads, the Pokémon snaps out 
of confusion.

�4�M�F�F�Q
The Pokémon falls into a deep sleep.���C�����������������-������
�%���� ������ ���
���
�������� �$���������� ������ �����������-�!�� ���������� ���������� ��������������
�
���������
�������
�
���$�������������������
�������$�������������������
����������

�'�M�J�O�D�I�J�O�H
�������� �#���-�.�������	�
�� �����)���� �������������� �������������� �����-���
�� ���� �&�>��
�������������������
�������������+�����������%�����-��������������������������������������������������
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�5�S�B�Q�Q�F�E
As long as they are within the area of the Move that 
caused it, ���������#���-�.�����������
����������������������������������������������������
�����-��������� ������������������������������ They may attempt to use 
a Battle Action to break free using a Move, however. 
Holding an opponent in place next to a Hazard is a 
common tactic.

�(�������� �#���-�.�������� �������	���� �%���� �
���������������� ���
���� �
���������� ����������
�%�������-���$�����������������������������
����������������������������

�(�S�B�Q�Q�M�F�E
Similar to Trapped, �%�
�������������#���-�.�����������
���%��������������������
�%���� ������ ���������
�������� �#���-�.�������� ������������������ Both (or as 
many Pokémon are involved) Pokémon in the 
exchange count as Grappled, and if one takes a 
Movement Action or is propelled by any other 
means, the other is dragged along with them. 
�#���-�.�������� ������ ���� ���������������� �������� ���� �8�9�� �%�����
�
�� ������ �
�
����
���$�$�����
��������� �������
�������������
����������������������������

If the Pokémon are distracted or interrupted by an 
outside force, the grapple ends. If both Pokémon 
choose to end the grapple, the grapple ends, but if 
one holds on, it will continue. A Pokémon may 
choose to use a Move to try and escape a grapple, 
which is opposed by an appropriate Move from 
whichever Pokémon wishes to keep them grappled.
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https://www.serebii.net/itemdex/














https://docs.google.com/spreadsheets/d/1g7ryPZmnz_W6EAd5-Iy30ClXXlm1let7WeGLiRwH-xY/edit?usp=drive_link


























https://docs.google.com/spreadsheets/d/1g7ryPZmnz_W6EAd5-Iy30ClXXlm1let7WeGLiRwH-xY/edit?usp=drive_link


















Champion Cynthia and Professor Kukui pose confidently back to back.











https://mcpl.info/sites/default/files/images/consent-in-gaming-form-fillable-checklist-2019-09-13.pdf




https://generators.magicalgurll.com/index.html
https://generators.magicalgurll.com/tabletop/pokeymanzencounter.html
https://generators.magicalgurll.com/tabletop/pokeymanzpokemon.html
https://generators.magicalgurll.com/tabletop/pokeymanz.html
https://generators.magicalgurll.com/tabletop/pokeymanz.html
https://docs.google.com/spreadsheets/d/1Lpm3kz5VmodQ4ilBH-a-P1Mac03W815i4tmztEFCAnE/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1Lpm3kz5VmodQ4ilBH-a-P1Mac03W815i4tmztEFCAnE/edit?usp=sharing
https://generators.magicalgurll.com/fandom/pokemon/gymleader.html
https://docs.google.com/spreadsheets/d/1HMAUVjZCyT_5RI3hTqysnBqhXRIF4QKe_l9J6FeBEFA/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1HMAUVjZCyT_5RI3hTqysnBqhXRIF4QKe_l9J6FeBEFA/edit?usp=sharing
https://dirtsimpleinitiative.com/
https://docs.google.com/spreadsheets/d/1q_XLz5LdFYFcYrCHJJtpMaO7XOa_2_p_ENVehrGgHW4/edit?usp=sharing
https://www.owlbear.rodeo/
https://www.owlbear.app/
https://roll20.net/
https://iron-echo-games.itch.io/pokemon-tales
https://iron-echo-games.itch.io/pokemon-tales
https://generators.magicalgurll.com/tabletop/pkmntalesregion.html
https://theworldofpokemon.com/randomRegionGenerator.html
https://theworldofpokemon.com/randomRegionGenerator.html
























https://generators.magicalgurll.com/tabletop/pokeymanzencounter.html
https://generators.magicalgurll.com/tabletop/pokeymanzencounter.html




https://www.reddit.com/r/DnD/comments/65wp3c/100_dungeon_puzzles_mysteries_community_made/
https://generatorfun.com/riddle-generator
https://www.funtrivia.com/quizzes/video_games/video_games_l-p/pokemon_games.html
https://crosswordlabs.com/category/pokemon
https://puzzel.org/en/features/create-sliding-puzzle
https://puzzel.org/en/features/create-jigsaw-puzzle
https://mastermindgame.org/
https://www.brainzilla.com/logic/logic-grid/
https://www.brainzilla.com/logic/logic-grid/
https://www.brainzilla.com/logic/logic-grid/
https://www.brainzilla.com/logic/logic-grid/
https://www.mathsisfun.com/puzzles/


















































https://dungeonmaster.academy/articles/tuckers-kobolds




https://thealexandrian.net/gamemastery-101
https://thealexandrian.net/gamemastery-101














https://thealexandrian.net/wordpress/36383/roleplaying-games/dont-prep-plots-you-will-rue-this-day-heroes-the-principles-of-rpg-villainy
https://thealexandrian.net/wordpress/36383/roleplaying-games/dont-prep-plots-you-will-rue-this-day-heroes-the-principles-of-rpg-villainy






































https://hextml.playest.net/
https://generators.magicalgurll.com/tabletop/pkmntalesregion.html
















https://thealexandrian.net/so-you-want-to-be-a-game-master
https://thealexandrian.net/so-you-want-to-be-a-game-master
https://preview.drivethrurpg.com/en/product/251431/Return-of-the-Lazy-Dungeon-Master
https://www.sjgames.com/robinslaws/
https://bankuei.wordpress.com/2010/03/27/the-same-page-tool/
https://bankuei.wordpress.com/2010/03/27/the-same-page-tool/
https://sine-nomine-publishing.myshopify.com/


























https://www.mypokecard.com/en/Gallery/Pokemon-celebi-9999999-1
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DELUSIONIST

CD
CHRONIC

Countless Pokémon. All of you.
What’s a trainer to do? Pick up the Unofficial 
Tabletop RPG and grab some friends! It’s an 

incomplete and honestly kind of vague 
guide to emulating that thing you saw Ash 
Ketchum do that one time, and it will help 
you be the very best - the very best at 
whatever you’ve wanted to do in the 
Pokémon universe!

• TIPS on how to make characters worse

•  A DISCORD where barely anyone knows 
what they’re doing either

• NO STATS on any Pokémon (Except once)

•  A TYPE CHART I worked 
really hard on

AND
Your cool 

OCs!

https://bsky.app/profile/chronicdelusionist.bsky.social
https://discord.gg/Zv52D9NYNt
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