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o] STARIING THE ©AVIE & OIPTTIONS

1. Make stire that the Nintendo DS system s

A HRRNING - HERLTS A%D SAFETY

turned off Insert the Pokémon Ranger Game e ——.
Card into the Game Card slot on the back of B,
the system and push until it clicks into place. it v

Turn the power on, and the Health and
Safety Screen is displayed (shown to the
right). Once you have read over the
information, touch the Touch Screen.

2. Touch the Pokémon Ranger panel on the DS
Menu Screen to start the game. | °

* |f you set the DS system to Auto Mode, the game will automatically
start after the Health and Safety Screen is displayed. For more

information, please check the Instruction Booklet of your Nintendo DS.

* |n this Instruction Booklet, a green frame surrounds the top screen
and an orange frame surrounds the Touch (lower) Screen.

STARTING’A*NEW/GAME,
[ M ame

Getting Started [t

* |f you start playing a “New Game” and you
“Save,” any previously recorded game data

: . [ fors o]
will be deleted. (You will no longer be able to LTIETIT

“Continue” using the previously saved data.)

®The Hero’s Gender
First, choose the hero's gender. Touch either
the boy or the girl with the stylus to choose.

®Name the Hero

Once the story starts, you will be required to
enter the hero's name. Touch the keyboard to
enter the name one letter at a time. If you make a-
mistake, touch the left arrow icon to go back one
letter. When you have entered the name, touch
“OK" to register the hero’'s name. o A

The hero’s gender and name cannot be changed once thgy hav:,a1
been registered. I;L
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CONTINUING’AYSAVED!GAME;

g

Touch “Continue” to resume game play from the
last pj_g_ee you saved the game.

When resuming game play using quicksave data,

you will e given a “Yes/No” choice.
How to sa;}e the game: Page 20
How to quicksave the game: Page 2!

i ! CHANGING 'OPTIONS ™=
& '

You can change game settings such as the

v ] oo Gowe setts |1
text speed. When you have changed the =
settings to the desired types, touch the actsesen ) (5o ) i) (]
“Back” icon. Wi

I (=l f

{  oovowewnm |
@ Text Speed

Choose the text message display speed
between “Slow,” “Mid,” and “Fast.”

@ Windows
The design of the frames around text
windows can be changed.

* These game settings can be changed by
accessing “Options” on the menu screen
before starting the game, or by accessing
“Options” on the Capture Styler Screen
during game play.

After the game’s ending, a new selection
will appear on the menu screen called
Ranger Net.

You can play special missions here.

Lunsck Play Ta: 20108
R POPETESOTD




Pk b
bt

THE'HERD'’S'STATU/S®
THE CAPTURE STYILER SORESN

When the heroiis in the field, touching the Capture Styler at the top

related data on the top screen.

Touching the Capture Styler displays the hero's name and other

The hero's Ranger ID

left.of theJouch Screen or pressing START opens the Capture Styler The hen gl
een. Onithis screen, icons for the Capture Styler’s various
nctions are shown. Touch the desired function’sicon to access it. Status
To_ #{ﬂr '.to regular game play, touch the "Exit* icon. The Capture
- : | i Styler's level is
b et § "

PR gl shown along with
W E the Exp. Points
needed to level

up, and the total
Exp. Points
earned this level.

.- Capture ét ler
e p y

The two numbers on the Capture Styler indicate its energy level:
The bottom number indicates the Styler’s maximum energy level,
and the top number shows how much energy remains.

Mission: Page 18 -
Map: Page 18 o -

Release: Page 18

Glossary: Page 19

Options: Page 19 Browser: Page 16

Quicksave: Page 19

Q

The maximum Capture
Line length that can be
drawn during a
capture (See Page 22
for more on captures.)

The current
Ranger Rank



THE BROWSER _

The Browser keeps records of captured Pokémon. Each kind of
Pokémon s listed with such data as its group and Field Move. The
captured Pokémon are listed according to a special numbered
system used only by Rangers.

The Browger is updated every time a new species of Pokémon is
captured.Try capturing every kind of Pokémon in the Fiore region to
complete the Browser.

_',."Number ofentries Pokémon Number

The Pokémon's group

The Pokémon's
Field Move

The Pokémon's Poké
Assist (Page 29)

The top screen displays the data of the Pokémon selected on the
lower Touch Screen.

The Browser has a variety of functions. For example, it can display
two sets of data on any selected Pokémon including its height, weight,
and type. Touch the “Switch” icon to flip between these sets of data.

If the list of Pokémon has been reordered, it can be returned to its
original state by touching the “Reset” icon.

®Browser Functions

Search: Touch the “Search” icon to search
for Pokémon by name, Poké Assist, or by
their Field Move.

Reorder: Touch the “Reorder”icon to reorder
the lower screen’s list of Pokémon by their
Pokémon Number, name, height, or weight.

Toreturnareordered list to its original
state, touch the “Reset” icon.

Switch: Touch the “Switch” icon to flip the
pages on the upper screen’s Pokémon data
including its height and weight.




Captured Pokémon can be released even if they have
not helped the hero with a Poké Assist or a Field Move.
A Ranger is allowed to have only so many captured
Pokémon’ ‘with them. (The maximum number depends on the hero’s
Rangk )"If that maximum is exceeded, or if you decide that you don't
nee thgh P of certain Pokémon, you may release Pokémon into the wild.

Ifa \N_M‘ﬂokgmon helps the hero with a Poké Assist or a Field Move, itis
automatically released.

The hero'’s ongoing mission information is shown on the
top screen. Itis possible to retire from the current
mission and return to the mission’s Ranger Base by
touching the “Retire” icon on
the lower Touch Screen.
(Depending on the mission,
the hero may not be returned
to the Ranger Base.)

A map of the entire Fiore region is displayed,
including the places you have visited. The hero's
present location is indicated with anicon.

The Glossary provides detailed descriptions of
special terms and phrases used in Pokémon
Ranger. There are also descriptions of special
techniques. Touch the heading you want to check
to access information on it. When an entry is
opened, touch the arrows on the lower Touch
Screen to flip pages to other Glossary entries.
The Glossary is automatically updated as you
progress through the game.

| Oiiicksave N

You can quicksave your game and resume
play from that point.

Using Quicksave: Page 2!

The game settings can be changed in the
same way as “Changing Options” on Page 12.

B [[crr e etven ]
-] |
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®Quicksave

Touch “Quicksave” on the Capture Styler
Screen to save the game on the spot and
shut off the Nintendo DS. When the Nintendo

You can save your adventure so you can resume play later. DSis turned on later,itis possible to resume
play using the quicksave data.

: ° Save Machine * The quicksave data does not overwrite the

You can save your game by touching any Save Machine in a Ranger “Continue” data.
Base or in the field. You can resume play from the saved spot by * Don't turn off the power while you are saving.

choosing “Continue” the next time you play.

~ *Don't turn off the power while you are saving. The next time you launch Pokémon Ranger,
. you will be asked if you would you like to
. resume play from where you quicksaved.
Save Machine You may resume play from where you last
quicksaved data by touching “Yes.” If you
were to touch “No,” you will be asked, “The =
quicksave data will be deleted. Is that OK?” Ly

Would wou ik to record uour activities Replying “Yes” to this query will delete the _f_
on uour Stuler? Any pravious save data X X 4 X
will b2 overwrittan, quicksaved data. The quicksaved data will by
also be deleted if it is used to resume ¥ g |
If you start playing a “New Game” and then save, any previous game game play. S
data will be overwritten. (The old “Continue” data will be lost.) L=
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~ using the stylus (the Capture Styler).

i |
i

“A captur "‘_'ls':.the process of befriending a wild Pokémon by
;éétablishhg an emotional bond. Once captured, a wild Pokémon will

vel with the hero until it provides help. A capture is performed

The_lower screen switches to the Capture Screen when the hero
makes contact with a wild Pokémon in the field.

-*

A\ CAUTION - Stylus Use

To avoid fatigue and discomfort when using the stylus, do not grip it tightly or press
it hard against the screen. Keep your fingers, hand, wrist and arm relaxed. Long,
steady, gentle strokes work just as well as many short, hard strokes.

Pokémon

Capture Disc

h
L LR

When the Capture Screen appears, touch your stylus to the ground
on-screen. The Capture Disc will appear; it disappears if the stylus

is lifted from the screen.

Pokémon

Capture Line Capture Disc

Keeping the stylus touching the screen, slide it to move the Capture
Disc. It will leave the Capture Line in its wake. Use the,C@pture Line to

draw loops around the wild Pokémon you want to capture.




When a loop is drawn around the Pokémon, a blue number appears above
it. This number indicates how many loops must be drawn around the
Pokémon. Keep drawing loops without lifting the stylus until the blue
number disappears. When the blue number is replaced by an orange
number with “+” in front, lift the stylus from the Touch Screen to complete
the capture.

~ @Draw the same number of @ When the number turns © Capture complete!
~loops as the blue number. orange with “+”in front,

\‘J‘ ‘w lift the stylus.

If the stylus is lifted before the required number of loops are drawn,
the Capture Line disappears. If that happens, you must begin
drawing loops from the start regardless of how many loops were
drawn before.

The number of loops required to make a capture varies from
Pokémon to Pokémon.




CAPTURE' TIPS If the Capture Line touches a Pokémon'’s attack, the Capture Styler
— loses some energy. If the Capture Styler’s energy drops to zero, it

When aRanger is trying to make a capture, the targeted Pokémon will break, making it impossible to capture Pokémon. In that event,
“will behave in avariety of ways depending on the species. Some will the heroiis returned to the last Save Machine used, or to the title
becomé star: tled and run around while others may act aggressively. screen. If the Capture Styler's energy is running low, it can be
_Ifatargeted Pokémon touches the Capture Line, the Line is broken. recharged at any Ranger Base, or by using certain Field Moves or
L7 <Jf that happens, you must draw loops again from the start even if Poké Assists of captured Pokémon.
“there wele completed loops. Some Pokémon will even flee during
~ capture attempts.

If a Pokémon touches the Capture Line, the
Line disappears.

If a Pokémon’s attack hits the Capture Line, (= ; 5
not only is the Line broken, the Capture Styler % - . During captures there is no need to use force. The trickis to * ¥
loses some of its energy. & . - draw loops lightly and quickly. If your hands become tired, 1’
3 I quicksave the game and take a break.
o i )
= :
Some Pokémon will flee after a certain ) R TEE . i -

amount of time.




CARTUIRING Wikl A [PoIEINMONES EEUR

A'captured Pokémon traveling with the hero is called a friend

. Pokemon. Itis possible to use the abilities of friend Pokémon to
“capture other Pokémon. A friend Pokémon can use its ability to
boost the performance of the Capture Disc (a Poké Assist),
endowing the Capture Line with a special power. Other kinds of
Pokémon, such as the partner Pokémon (Plusle or Minun), can
provide support in different ways. There is a large variety of Poké
Assists that vary among different Pokémon groups. For example,
Chikorita makes tall grass sprout from the Capture Line,

~ ensnaring the targeted Pokémon.

PARTNER'POKEMON,

Plusle and Minun can use the Poké Assist ability Discharge to temporarily
stun the targeted Pokémon. In step with the hero’s promotions, the
Discharge power of Plusle and Minun will grow to support the heroin
making captures. Partner Gauge

This indicates the power of Plusle or Minun's
Discharge Poké Assist. It gains energy every time
aloopis drawn around a targeted Pokémon.

Poké Assisticon

Touch this icon to use the Poké Assist ability
of a partner Pokémon (Plusle or Minun) or a
friend Pokémon.

0 TETTTTIT = s TTTF
L —_——

After touching Plusle or Minun, touch the
“Poké Assist” icon. Plusle or Minun will use the
Discharge Poké Assist on the Pokémon
targeted for capture. To cancel using the Poké
Assist, touch any piece of ground away from
Pokémon on the Touch Screen, then touch the
arrow at the top right of the Touch Screen.

POKE*ASSISTS

Like Plusle or Minun, a captured friend
Pokémon may also be able to perform a Poké
Assist to boost the power of the Capture Disc.
There are a variety of Poké Assists. To use a
Poké Assist, touch the Poké Assisticon during
a capture. Then, touch and select the friend
Pokémon you want to use. Touch the “Poké

Assist” icon to get the chosen Pokémon's help. If you choose the

wrong Pokémon, touch another Pokémon or any part of the ground

* Some Pokémon do not have Poké Assist abilities.

The Pokémon
helping you

Remaining Poke...«
Assisttime  ©

¥



THE'TYPES 'OF Pé ASSISTS,
Grass sprouts from the Capture Line. The grass
may ensnare the targeted Pokémon.

W )

To form a bubble, touch the Touch Screen. The
longer the screenis touched, the larger the
bubble grows. Slide the stylus, then lift it to make
the bubble float in the same direction.

W<

Fire blazes from the Capture Line. When a loop is
drawn, fire erupts at the center that can startle
the targeted Pokémon into leaping up.

Electric @

Electric power is released to recharge the
Capture Styler’s energy.

Bubbles can be formed to trap targeted Pokémon.

m\@
& This Pokeé Assist doubles the Capture Line’s
T.. performance so each loop is worth two.

\\ ]

| Apoisonous mist rises from the Capture Line. The
mist can slow the movement of Pokémon.

- This Poké Assist levitates targeted Pokémon on
the spot, making them easier to capture.

e i

Touch the screen, slide the stylus then lift it !o v,
flick a sticky blab. If the targeted Poke{non is" hlt, |t_;
could become immobilized. ! i) Sy

= x .?_ -
Ground \V@ -

The Capture Line churns up the ground, makingit
difficult for the targeted Pokémon towalk -~

(51
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Touch the screen, slide the stylus, then lift it to
flick gravel. If the targeted Pokémonis hit, it could
become immobilized by a cloud of dust.

©

‘Touch the screen, slide the stylus, then liftit to
send out a twister. If the targeted Pokémon is hit,
itis levitated on the spot.

In return for some of the Capture Styler’s
energy, the Capture Line’s maximum length is
doubled. The amount of energy taken depends on
how much energy is remaining.

&)

| When aloopis drawn, a ghost appears in the
_| center. The ghost can cling to the targeted

Pokémon and immobilize it.

When aloop is drawn, a patch of ice appears in

the center. The ice can freeze targeted Pokémon
on the spot.

USE'POKE'ASSISTS ' SMARTLY!

There are many kinds of Poké Assists. Learn
how they work in various situations. By
doing so and using them to your best
advantage, your capturing performance will
be vastly enhanced. Be sure to try out the
Poké Assists of your captured Pokémon!

o TITTTTTE

Also, remember that Pokémon are classified
in groups. Depending on the Poké Assist’'s
type and the targeted Pokémon’s group, its
effectiveness could be boosted or
diminished. You can confirm if a Poké Assist is
more powerful or weaker by checking an
arrow that may appear above the targeted
Pokémon when the Poké Assist is used. If an
upward-pointing arrow appears, the Poké
Assist’s performance is boosted. If a
downward-pointing arrow appears, the -
Poké Assist's performance is weakened. ?




Jf CLLEARING TARE=1RS Wil [POIREIVION]

X WHAT'IS'TARGET/CLEAR?)

~ While perferming your duties as a Pokémon Ranger, you may come
across obstacles such as fallen trees and giant boulders that block
your path. Such obstacles are referred to as “targets.” Touch a target
with the stylus, and its data is displayed on the upper screen.

Targetinfo

Dead Tres

There are Pokémon that knack down dead
‘trees like this one to make a bridge.

Target

These targets can be eliminated using the moves
of captured friend Pokémon. The moves of
Pokémon used to remove obstacles are called
“Field Moves.”

To remove an obstacle, touch a friend Pokémon
with the stylus, then draw a line to the target. If
the selected Pokémon and the target glow in the
same colour, the target can be removed. You will
be asked if you require the chosen Pokémon's
help. Touch “Yes” if you want the friend Pokémon
to use its Field Move to eliminate the target.

The process of removing an obstacle using a
Pokémon's Field Move is called a “Target Clear.”
Also, in addition to eliminating obstacles, a Target
Clear can also involve moving an obstacle using a
Pokémon'’s Field Move. When a friend Pokémon =
uses a Field Move to help the Ranger, itis
automatically released into the wild in
accordance with Ranger rules.




The kinds of Field Moves and their power vary between Pokémon
species. For example, while Torchic and Combusken both use the Field

@ THEKINDSOF FIELDVOVES
' cut |Sh bs f dsimilar t R id | Move Burn, Combusken'’s Field Move is much more powerful than
& AR rubs, iences, and similar targets are cut down. Torchic’s. The power of their Field Moves is indicated by a fire icon:
- Torchic has one icon, and Combusken has two. The more fire icons a
Pokémon has, the more powerful its Burn Field Move.

Tackle | Atackle is thrown to shake trees and move heavy objects. |
Afiery breath incinerates an obstacle like a fallen log or

AT
o (KEHBUM indied hay.
S R A spray of water is loosed to put out a fire or make
A .
o Soak | \ines grow. :
: Torchic soouts flomes from its tin beske ey
4 1t can el Fcierate Bundied Ko =
T ;ﬁ ﬁ Crush | A physical blow for destroying walls and smashing boulders. |
== Electricity is discharged to recharge the Capture
Recharge Styler's e);mergy. 9 J P This target has two fire icons that indicate
the power of the Field Move needed to clear
| it. In this example, only Combusken’s Burn
Field Move can clear this target.

| A gust of wind is directed at the target.

Gust

The Pokémon lassos a post with a vine to get across

=
Cross streams and chasms.
An illuminating move used for lighting up dark places

Flash like basements.

@ * Some Pokémon do not have any Field Moves.




Important Legal Information

Copying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic
and international intellectual property laws. “Back-up” or “archival” copies are not authorized and
are not necessary to protect your software. Violators will be prosecuted.

This video game is not designed for use with any unauthorized copying device or any unlicensed
accessory. Use of any such device will invalidate your Nintendo product warranty. Nintendo (and/or
any Nintendo licensee or distributor) is not responsible for any damage or loss caused by the use of
any such device. If use of such device causes your game to stop operating, disconnect the device
carefully to avoid damage and resume normal game play.

If your game ceases to operate and you have no device attached to it, please contact Nintendo
Customer Service (see below).

The contents of this notice do not interfere with your statutory rights.

This booklet and other printed materials accompanying this game are protected by domestic and
international intellectual property laws.

For further information or assistance, please contact:
Nintendo Consumer Service

www.nintendo.com

or call 1-800-255-3700

(U.S. and Canada)

REV-P

Warranty & Service Information

You may need only simple instructions to correct a problem with your product. Try our website at www.nintendo.com or call
our Consumer Assistance Hotline at 1-800-255-3700, rather than going to your retailer. Hours of operation are 6 a.m. to 7 p.m.,
Pacific Time, Monday - Sunday (times subject to change). If the problem cannot be solved with the troubleshooting information available online or
over the telephone, you will be offered express factory service through Nintendo. Please do not send any products to Nintendo without contacting
us first.

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from defects in material and
workmanship for twelve (12) months from the date of purchase. If a defect covered by this warranty occurs during this warranty period, Nintendo
will repair or replace the defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if the date
of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo’s satisfaction, that the product was purchased within the last
12 months.

GAME & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (games and accessories) shall be free from defects in material and workmanship for a
period of three (3) months from the date of purchase. If a defect covered by this warranty occurs during this three (3) month warranty period,
Nintendo will repair or replace the defective product, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please try our website at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting information and repair or
replacement options and pricing. In some instances, it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR
LOSS OR DAMAGE, to Nintendo. Please do not send any products to Nintendo without contacting us first.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT
LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES
(INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (g) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES.
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province to province.

Nintendo's address is: Nintendo of America Inc., P.0. Box 957, Redmond, WA 98073-0957 U.S.A.

This warranty is only valid in the United States and Canada.



