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Game installation

• How to install the game?
• What is the minimum configuration?
• Can I play on a smartphone with JoiPlay?
• Where are the saves?
• The game does not start (“No such file or directory @ rb_sysopen - Saves/settings.ini” in the Error.log)
• How to update the game?
• How to change the resolution or play in full screen?
• Is the game encrypted?
• I’m getting a crash!

Gameplay and difficulty

• Does the game have Fakemons?
• I find this fangame too difficult!
• I think some of the mechanics are unfair!
• What about the Hax (RNG) in battle?
• Does it have the modern experience system (Omni-Exp)? I don’t want to grind.
• I don’t like the Pokémons’ death mechanics. Can I disable it?
• One of my Pokémon is disobeying me even though I caught it! Why?
• Why can’t I use potions in battle?
• How do I heal Pokémon or access the PC? I don’t see a Pokémon Center in this game.
• I’m having trouble catching wild Pokémons; my Poké Balls are being deflected!
• The Poké Ball only shook 0, 1, or 2 times before locking on. Isn’t it supposed to shake 3 times when a capture is successful?
• Honor fight? Death match? What’s that?
• What is that symbol ⚥ I see on some Pokémons?
• Why did the Pokémon “resisted the attack”? The move had 100% accuracy, though.
• Why can I only raise (or lower) a stat a maximum of four times?

Nuzlocke and Game Over  

• Does the game have a built-in Nuzlocke mode?
• What are the Nuzlocke areas in Sacred Phoenix?
• Do you recommend trying Sacred Phoenix in Nuzlocke mode?
• Is there a level cap? Specifically for Hardcore Nuzlocke?
• How can I get a Game Over?
• What happens if I get a Game Over?
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[bookmark: _How_to_install]How to install the game?

  Download the game, then unzip the zip or 7z archive with the free software 7-zip or an equivalent. Once unpacked, the game is ready to play and starts by clicking on "SacredPhoenix.exe".
  The game being based on RPG Maker XP, only Windows is compatible. It is however possible to play on Linux using an emulator such as Wine.


[bookmark: _What_is_the]What is the minimum configuration?

  It is necessary to have a graphics chip capable of displaying textures of 4096 pixels. Any dedicated graphics card can handle it, but that's rarely the case with the integrated graphics chips found in CPUs manufactured before 2020.
  If the first map of the game is completely black and you can only see the NPCs, your PC is not powerful enough.


[bookmark: _Can_I_play]Can I play on a smartphone with JoiPlay?

  Unlike Pokémon Essentials, the game engine does not work with JoiPlay. The following error will always be displayed:
> RPG Maker Plugin for JoiPlay
> Script ‘000’ line Config: NameError occurred.
> uninitialized constant Config::PARGV
> [OK]
  However, it seems that AMD Link for Android would work. To be tested...


[bookmark: _Where_are_the]Where are the saves?

  They are in the “Saves” folder located at the root of the game.
  When you update the game, the “Saves” folder of the new downloaded version is always empty so as not to overwrite your progress.


[bookmark: _The_game_does]The game does not start (“No such file or directory @ rb_sysopen - Saves/settings.ini” in the Error.log)

  This is because the “Saves” folder (present when the game was unzipped) is no longer present in the project root. You probably had to delete it. Re-create this folder (an empty folder is enough) and the game will be able to start again by generating the configuration files it needs.
  This bug has been fixed since version 0.4.1.7 of April 5, 2026. An empty “Saves” folder will be automatically regenerated if it is missing.


[bookmark: _How_to_update]How to update the game?

  Sacred Phoenix is updated “the old way”, i.e., by re-downloading the game and transferring its saves from the old to the new folder. You can also check if you have the latest update by comparing the version number shown in the game’s overview with the one displayed when starting a new game.
  Sometimes, hotfixes or cumulative patches are released, which eliminate the need to redownload the entire archive. To install these patches, simply copy the patch contents to the project root directory and replace the files with the same names.
  The update process will be simplified once a launcher has been developed. In the meantime, major updates are released approximately every 4 months and are announced on Discord.


[bookmark: _How_to_change]How to change the resolution or play in full screen?

  Since 2025, the options have been accessible from the main menu just after the title screen, and can be configured without having to start a new game. The resolution settings (including full-screen mode) are located in the “Display and Sound” submenu.
[bookmark: _Hlk226297770]  This setting is saved in the “settings.ini” file located in the “Saves” folder and will therefore be retained the next time the game is launched.
  In the long term, a launcher is planned to allow you to choose your resolution without having to open the game.
  Note that difficulty settings are saved with the game save file, as they are independent for each adventure. They can therefore only be changed if the options are opened during an ongoing game (and when starting a new game, of course).


[bookmark: _Is_the_game]Is the game encrypted?

  No, the game is fully decompiled. If it can help or inspire other makers, I’m happy to share, and all the original resources of the project are free of rights (CC BY-SA).
  It is possible that an encrypted version will be proposed in parallel to avoid loading (and copying during installation) more than 10000 files. This will optimize the launching time of the game.


[bookmark: _I’m_getting_a]I’m getting a crash!

  Please contact the game’s creator — either on the fangame’s Discord (recommended), via private message on Discord (amrasanarion), or on the PokéCommunity or Eevee Expo thread — and describe the bug. Be sure to attach or copy-paste the error.log file generated in the game’s root directory.
  It’s important to report bugs so we can fix them as quickly as possible. Major bugs (those causing crashes) are considered a priority by us and are often addressed with hotfixes released within a week.
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[bookmark: _Does_the_game]Does the game have Fakemons?

  Yes. There are 49 of them so far, which is the equivalent of half a generation.
  In addition, there are 17 new Mega Evolutions, as well as 26 new regional forms.
  The regional Pokédex contains about 600 creatures, so you’ll mostly encounter official Pokémons.


[bookmark: _I_find_this]I find this fangame too difficult!

  Sacred Phoenix is ​​a game that wasn’t designed to be rushed. It’s balanced for players who take their time and explore the world: you’ll quickly find the difficulty ramping up if you focus solely on the main quest!
  If you explore all the areas as they unlock and complete all the side quests and Trainer battles, you’ll have a full party of 6 Pokémons at the same level as your most powerful opponents. Keltios is a semi-open world and much more permissive than an official Pokémon game in terms of exploration, so take advantage of it!
  If, despite this, the difficulty frustrates you and you don’t want to grind, you’ll find what you’re looking for in the difficulty options that can be adjusted at any time during an adventure, as well as in the following questions regarding Omni-Exp and Pokémons’ death.


[bookmark: _I_think_some]I think some of the mechanics are unfair!

  Regarding mechanics or gameplay changes that go beyond the scope of an official game (Field Effects, increased impact of type affinities, modified types for certain Pokémons, friendship in battle…), keep in mind that you’re on equal footing and can use these mechanics to your advantage! (It’s even recommended.) Here are a few examples:
  – Is an opponent’s Pokémon eating a Berry in the middle of battle and getting a “free heal”? You can do the same. Make sure your Pokémons carry Berries! Nature is generous, and you can find Berry trees all over Keltios.
  – Does a Meadow only heal Grass-type Pokémons, or does a status move fail due to zero affinity? The same applies to your creatures!
  – Have high-ranking Trainers’ Pokémons dodged or survived your attacks because of friendship? That’s an advantage you can also gain by taking good care of your creatures!

  The learning curve of a new video game is part of the fun of discovery. Sometimes, devising and finding a strategy can make all the difference and turn a battle that seemed insurmountable into an easy one.







[bookmark: _What_about_the]What about the Hax (RNG) in battle?

  For those who feel that the excessive role of chance and RNG in determining the outcome of a battle (known as “Hax” in Pokémon terminology) is unfair, please note that Sacred Phoenix has mitigated this with a Hax smoother: the success or failure of past actions is taken into account to counterbalance the odds of future RNG-based actions, thereby providing the player with less extreme probabilities—which are a source of frustration.
  This variation in RNG can be used to your advantage. Take Confusion as an example: after the initial 1-in-2 roll, you’ll only have a 1-in-4 chance of passing your turn again if you failed on the previous turn, but a 3-in-4 chance if your Pokémon didn’t hit itself due to its madness. Knowing this, perhaps trying to attack again or switching out, respectively, becomes a better strategic choice?


[bookmark: _Does_it_have]Does it have the modern experience system (Omni-Exp)? I don’t want to grind.

  Yes, you can enable the Omni-Exp (modern Exp. All) by turning on the Assist Mode in the difficulty settings.
  Beware, however: the Omni-Exp multiplies overall experience gains for a full party by 3.5 compared to the old mechanics, and Sacred Phoenix’s experience gains were calibrated based on those old mechanics. You can therefore very quickly find yourself overleveled, with the challenge reduced to almost nothing!
  Assist Mode also modifies other aspects of gameplay to offer a 100% vanilla experience faithful to the ease of official games: death disabled, healing items usable in combat without restriction, “switch” mode for battle style active for all battles, Game Over disabled, negligible penalties in case of defeat, and virtually no friendship loss if one of your creatures is knocked out…
  That’s why I recommend disabling Assist Mode as soon as you feel your team has leveled up in terms of training. (Unless your goal is to speedrun the game or simply enjoy the story without any hassle.) Don’t forget that the difficulty can be adjusted at any time during the adventure – both up and down!

  Finally, be sure to equip the Stone of Knowledge to one of your Pokémons as soon as you obtain it. This item, which combines the effects of a Lucky Egg and an Exp. Share, grants bonus experience to the Pokémon wearing it without requiring it to battle, and without reducing the experience gains of those that have battled.


[bookmark: _I_don’t_like]I don’t like the Pokémons’ death mechanics. Can I disable it?

  Same answer as for the previous question: you can adjust this in the difficulty settings. To do so, set the difficulty mode to Pacifist, the second-easiest setting after Assist Mode.
  Note that in Pacifist mode, you can adjust the death of opposing Pokémons independently from the death of your own Pokémons, as well as the Trainers’ levels (Pacifist mode sets Trainers’ levels to “low” by default).
  Disabling the death of your Pokémons will ensure their HP never drops below 0. They will therefore never die and will receive the minimum friendship penalty when fainting (20 points on a 1023-point scale).
  Disabling this for opponents means you no longer have to worry about your attack power: overkill no longer exists. That said, you will lose experience bonuses in the event of a deep faint or overkill, as well as hunting loot if a wild Pokémon dies. To compensate for this, a 10% overall experience bonus is provided.
  Both of these modes are always disabled when Assist Mode is enabled.


[bookmark: _One_of_my]One of my Pokémon is disobeying me even though I caught it! Why?

  There are three main possible causes:
  – Your Pokémon faints too often, and often in pain (the negative health bar is significantly filled, even close to the death threshold). This makes your creature reluctant to battle, since it’s risking its life for you. This is the primary cause of disobedience for a beginner player who is new to Sacred Phoenix and struggles to manage battles.
  – Your Pokémon has just evolved. Evolution is a painful process and results in an “adolescent crisis” that varies in intensity depending on the species. It’s mild for docile species (often the case with insects and plants), but more pronounced with powerful or reptilian species like Charmeleon.
  – Your Pokémon is overleveled. This is highly unlikely early in the game, as the level cap is 18 (increased to 23 once Gortelda’s Talisman is obtained); furthermore, the loss of loyalty is gradual and can be fully offset by friendship (only dread is affected by overleveling).

  To prevent a significant loss of loyalty, there’s no secret to it: you need to take care of your magical creatures by increasing their friendship. They aren’t just by your side to fight: they also want comfort after the effort with massages (Poké Toy, scents…), food (berries, mushrooms, and other treats given as snacks), and relaxation (Time Flute, walking with your Pokémon following behind you).
  Also avoid things that lower friendship, like getting knocked out; and only evolve your creatures if they’re perfectly faithful to you.
  If this is too difficult for you to manage, you can disable the death of your Pokémons in the difficulty options and thus negative HP. This will reduce the faint penalty to a minimum and, as a result, the need to pamper your creatures.


[bookmark: _Why_can’t_I]Why can’t I use potions in battle?

  Unless you activate Assist Mode, which unlocks the use of all healing items in battle (including Revives), Sacred Phoenix assumes that the ancient remedies used in the game’s time period don’t have time to take effect in the heat of battle. A fight happens too quickly for a healing potion to have time to work!
  That said, the player isn’t entirely helpless and can freely use Berries in battle, since in the wild, Pokémons know exactly how to use them in the heat of the moment as long as they aren’t sated. (Because yes, there is a fullness limit!)

  Usable items are:
  – Oran Berry: heals 10 HP
  – Berry Juice: heals 20 HP, equivalent to a modern Potion (does not activate when held)
  – Sitrus Berry: heals a minimum of 30 HP or 1/4 of max HP, equivalent to Fresh Water.
  – Confusion Berries: heal 1/3 of max HP, but cause madness if the taste is unpleasant.
  – Enigma Berry: heals 3/8 of max HP.
  – Berries that boost a stat: will function like X Attack, X Accuracy, etc.
  – Leppa Berry: naturally replaces an Ether.
  – Manae Berry: naturally replaces an Elixir.
  – Lum Berry: naturally replaces a Full Heal.
  – Status Berries: replace Paralyze Heals, Antidotes, Burn Heals …
  – Mental Herb: cures debuffs which prevent the use of certain moves.
  – White Herb: cancels stat drops.

  Keep this in mind if you find the game too difficult: it really makes a difference, especially at the very beginning of the adventure. This is designed specifically to help you get started in Keltios.

  Midway through the adventure, the hero will also unlock access to Battle O-Powers and will be able to cast a spell in the middle of battle to heal one of his Pokémons (up to 150 HP at once) or boost one of its stats.


[bookmark: _How_do_I]How do I heal Pokémon or access the PC? I don’t see a Pokémon Center in this game.

  To heal your party, head to the altars of the Legendaries (Celebi, Kyogre, Groudon, Xerneas, Lugia, etc.), which are scattered throughout Keltios in sanctified areas, including in the middle of roads and dungeons. Approach the statue and pray to the deity to heal your party for free while recharging your Mythical Stone. Altars also allow you to connect to Fintan’s storage space to summon or revoke Pokémons from your team.
  This serves as the Pokémon Center in Keltios.
  Be careful, however: the deities’ magic is not unlimited; and if the Legendary has been prayed to too recently, your new prayer may result in weaker healing or even none at all if less than a minute has passed.

  As for inns, which require payment, their primary function is to advance in-game time (the day/night cycle), with healing the party being a secondary benefit. Sleeping speeds up the reset of repeatable events, such as Bard battles, the restocking of merchants and mineral veins, the deities’ willingness to grant you their blessings, and the regrowth of berries, medicinal plants, and mushrooms. The investment is well worth the cost when alternated with periods of prospecting, harvesting and fighting Bards!
  This is also why there is a one-minute real-time cooldown before you can sleep again.
  Note that sleeping at home, in Fintan’s Manor, is free.


[bookmark: _I’m_having_trouble]I’m having trouble catching wild Pokémons; my Poké Balls are being deflected!

  Unlike the official games, which implicitly encourage throwing Poké Balls without battling or weakening the wild Pokémon (the Quick Ball being the epitome of this philosophy), Sacred Phoenix takes the opposite approach by significantly lowering the capture rate for an unweakened Pokémon, but rewarding the player if they’ve weakened it skillfully.
  Compared to the official games, the capture rate is up to 6 times lower on an unweakened Pokémon, and up to 2.5 times higher on a perfectly weakened Pokémon (1 HP remaining). The point where the rates intersect is at 50% of max HP.
  Furthermore, a wild Pokémon that isn’t weakened enough can deflect your Poké Balls (the capture probability is zero in this case: you must weaken it further) and even try to flee the battle! Indeed, the wild Pokémon will interpret this as a dishonor if a human attempts to capture it without proving his mastery of the strength of his own creatures. Besides, it’s a bit like throwing rocks at it: no wild creature would appreciate that…

  The consolation prize is that your Poké Ball isn’t lost and is returned to your bag if it was deflected.
  You can also recover the metal shavings from your broken Poké Balls if the battle resulted in your victory, a capture, or the wild Pokémon fleeing.
  Finally, carefully choose the Apricorn’s type for capture. Each of the seven colors has its affinities, and they have all been rebalanced so that each has its purpose.


[bookmark: _The_Poké_Ball]The Poké Ball only shook 0, 1, or 2 times before locking on. Isn’t it supposed to shake 3 times when a capture is successful?

  The capture probability calculation also determines whether the capture was an “overkill.” If the ball wobbled less than 3 times, it means your capture was a resounding success and the captured Pokémon clearly didn’t have the energy to fight (or that the chosen Poké Ball was truly excellent for sealing it inside):
  – 0 shakes mean the capture score was at least 8 times higher than the 100% threshold.
  – 1 shake means the capture score was at least 4 times higher than that threshold.
  – 2 shakes mean that the capture score was at least 2 times higher than that threshold.
  Finally, perfect Poké Balls, such as the Master Ball, will always shake only once.
  This is not a critical capture: this mechanic is not implemented in Sacred Phoenix.


[bookmark: _Honor_fight?_Death]Honor fight? Death match? What’s that?

  An Honor fight is a battle where you’re not allowed to forfeit (run away). This corresponds to the traditional gameplay of official Pokémon games. In fact, most battles in Sacred Phoenix let you forfeit, even though your creatures might look down on you a little for doing so.
  A death match is a battle where any defeat results in a Game Over (return to the title screen), unless the scenario includes a plot armor. Needless to say, fleeing is not allowed.
  Note that if Assist Mode is enabled, a loss in a death match will not result in a Game Over: you’ll be safely teleported to the retreat point with a line that breaks the fourth wall.


[bookmark: _What_is_that]What is that symbol ⚥ I see on some Pokémons?

  It indicates a hermaphroditic gender. These are Pokémons that are both male and female and are attracted to Pokémon of any gender, except genderless ones. This gender is primarily assigned to mollusk, plant, and mineral Pokémons.
  The concept was introduced when the fan game was created in 2018 to reflect a biological reality in the animal and plant worlds and to address numerous inconsistencies in Pokémon breeding, particularly regarding genderless species that theoretically would have no way to reproduce in the wild. (Ditto is a modern human creation.)


[bookmark: _Why_did_the]Why did the Pokémon “resisted the attack”? The move had 100% accuracy, though.

  Type affinity is taken into account for almost all status moves, as well as the chance of secondary effects from offensive moves when that effect is a status condition or a stat drop on a target other than the user.
  For a single resistance, the success rate is multiplied by 0.7, and by 0.4 in the case of a double resistance. If the Accuracy roll determines that the attack hit, but it fails due to this resistance factor, the game will display that the target resisted the attack instead of the user missing the attack.
  Conversely, high affinity results in enhanced Accuracy: ×1.5 for single vulnerability and ×2 for double vulnerability. It’s hard for a Rock-type Pokémon not to be affected by the sedative effect of Sleep Powder (Grass-type move)!
  These same factors are used when calculating the chance of secondary effects. This is why a Wingull is five times more likely to be paralyzed by an Electric-type attack (if it survives) than an Applin. Of course, no affinity means total immunity. Therefore, the Ground-type Sand Attack cannot hit Flying-type Pokémons (unless they are grounded).


[bookmark: _Pourquoi_je_ne_1][bookmark: _Why_can_I]Why can I only raise (or lower) a stat a maximum of four times?

  For balancing reasons and to prevent cheese or easy sweeps after a setup, stat changes have been capped between -4 and +4 instead of -6 to +6. I was inspired by Legends Arceus, which only allows a range of -1 to +1.
  If you see “[Stat] rose to the maximum!” or “[Stat] fell to the minimum!”, that means you’ve hit the limit. There’s no point in spamming the same move!

  Moves that max out a stat, such as Belly Drum’s, have been rebalanced accordingly.
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[bookmark: _Does_the_game_1]Does the game have a built-in Nuzlocke mode?

  Yes, Sacred Phoenix includes a built-in Nuzlocke mode (with a dedicated “dead” status) that supports area-based capture management and customizable clauses. For the bravest players, there’s even Hardcore Nuzlocke (Giratina’s Hell difficulty), which prohibits the use of items in Trainer battles, enforces a Blackout clause, increases opponent levels, and prevents any loopholes in the area rule (no Shiny clause).
  If you ever regret having enabled Nuzlocke (for example, after a Game Over, but you still want to continue the adventure without Nuzlocke), know that you can disable it at any time by going to the difficulty settings.
  This also works the other way around (enabling Nuzlocke midway through the game), but the game will remember the lowest difficulty setting used in your adventure once you’ve finished the Prologue and set foot on Route 1.


[bookmark: _What_are_the]What are the Nuzlocke areas in Sacred Phoenix?

  Due to the open-world level design, there are numerous areas in Keltios. In Eleanor Shire alone, you can obtain up to 11 area Pokémons without the region’s first Talisman (and that number will rise to 16 once you have that Talisman and the fishing rod). This suggests there are well over a hundred areas in the entire game.
  Note that for the game’s built-in Nuzlocke mode, dungeons, colosseums, castles, and manors do not count as separate areas if no wild Pokémon are present there: they are considered part of their outdoor area.
  The starter Pokémon, which is granted before the Nuzlocke challenge officially begins (you must have received your first Poké Balls for this to happen), does not lock any areas. You can therefore capture a new area-specific Pokémon at its encounter location without any issues.


[bookmark: _Do_you_recommend]Do you recommend trying Sacred Phoenix in Nuzlocke mode?

  Due to the many modified mechanics, I do not recommend playing this as a “Blindlocke” (a blind Nuzlocke run) — unless you are prepared to restart your adventure at least once, or you are a streamer looking to provide some spectacle and bloodshed for your viewers.
  Because let’s be honest: combined with the fact that you know very little about the opposing Pokémon awaiting you, it’s very likely that you’ll be caught off guard by one of the modified mechanics or a Fakemon right at the start of your adventure, resulting in a Game Over.
  If you’re already familiar (at least in general) with the changes introduced in this game and the opponents who will stand in the way of your adventure, a Nuzlocke run is entirely doable.







[bookmark: _Is_there_a]Is there a level cap? Specifically for Hardcore Nuzlocke?

  Sacred Phoenix does not impose a hard level cap (even on Giratina’s Hell difficulty). Overleveling is therefore not prohibited, but a double soft level cap will make managing the loyalty of your overleveled Pokémon a bit trickier (an effect that intensifies as the level gap widens), in addition to halving your experience gain.

  If you want to set a level limit for the challenge, here are the ones available in the game:

	[bookmark: _Hlk233492464]Number of talismans owned
	Loyalty and XP level cap
	Capture level cap
	Ace in Normal mode
	Ace in Hard mode

	0 (before the ceremony)
	15
	15
	5
	5

	1 (Gwydion’s ceremony)
	18
	15
	16
	18

	2 (Awena defeated)
	25
	20
	22
	25

	3 (Meirion or Aedan defeated)
	28
	25
	27
	30

	4 (Meirion and Aedan defeated)
	33
	30
	32
	36

	5 (Blodwyn or Arianna defeated)
	37
	35
	36
	41

	6 (Blodwyn and Arianna defeated)
	45
	40
	45
	50

	7 or 8 † (Erwana defeated)
	50
	45
	50
	55

	8 or 9 (Cerridwyn defeated)
	57
	54
	56
	62

	9 or 10 (Neñvel defeated)
	75
	65
	75
	83

	League completed
	100
	100
	92
	100



(†) Houarnon, the Augur of Heatran in Numidia, is optional, and his talisman does not increase level tiers. The same goes for the Augur of Ho-Oh, since Gwydion gives you his talisman right at the start of the game.

  • The loyalty and XP level cap is the point at which experience is halved, and the Pokémon’s natural dread begins to gradually decrease, which can lead to disobedience if its friendship isn’t high enough to compensate. Additionally, you can no longer give experience-boosting treats once a Pokémon has reached or exceeded this level.
  • The capture level cap only affects your chances of catching a wild Pokémon. Above this level, the Pokémon will be more likely to resist your Poké Balls and will have a lower starting friendship level if it is successfully caught.
  • The Ace in Normal mode corresponds to the highest level of the next Augur you’ll face with Trainer levels set to “Normal,” the default setting in classic Nuzlocke mode.
  • The Ace in Hard mode corresponds to the highest level of the next Augur you’ll face with Trainer levels set to “High.” Theoretically, this is the column you should consider if you’re playing in Giratina’s Hell mode.

  Eventually, I might create an item called "Common Brew" or "Brew of Oblivion." It will be easy to craft via alchemy and will allow you to lower a Pokémon on your team by one level. 

  Note that the soft level cap doubles the experience earned by your underleveled creatures (and it’s even quadrupled or octupled if they’re significantly behind). This should help you add new allies to your team even without Omni-Exp.



[bookmark: _How_can_I]How can I get a Game Over?

  The Phoenix Prophecy thread can be severed in three ways in Sacred Phoenix:
  – By being defeated by your opponent or being unable to defend yourself during a death match. Your enemy will then send you to the Yveltal’s realm.
  – When an out-of-control Pokémon decides to attack you, and it has a high enough Attack or Special Attack stat to kill a human in one hit.
  – When all the Pokémons on your team become dead (not just KO’d) after a battle loss or due to map poison, and you have no living Pokémon in reserve. If the Black Out Clause is enabled, the presence of survivors at the PC will be ignored.

  This is a true Game Over in the literal sense of the term. The Black Out, on the other hand, has lesser consequences (or virtually none in Assist Mode) and will not prevent you from continuing your adventure.

  Game Over is disabled in Assist Mode: any defeat in a death match will be converted to a simple Black Out, and the other two scenarios can never occur (your creatures cannot die, nor commit critical disobedience in this mode).


[bookmark: _What_happens_if]What happens if I get a Game Over?

  If you get a “Game Over,” you’ll be taken back to the title screen. Your save file won’t be deleted. This will allow you to resume your adventure from that save file instead of having to start all over again.
  If you reload an existing game, you can, of course, change the difficulty (such as disabling a Nuzlocke run that you’ve deemed lost or invalid).
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