Pokémon Game Design Notes – Trading and Obedience


  Obedience is a gameplay element that has been around since the first generation. Although imperfect and far from transcribing the full range of subtleties present in the anime, this mechanism plays a soft level cap role by preventing a player from rolling over a game via the exchange of an overpowered Pokémon from another, more advanced game session.


Misconceptions about obedience

  If the mechanics in the game are very far from transcribing all the factors seen in the anime, it is because it is based on only two things:

  • The fact that a Pokémon is traded (until Sword and Shield). Pokémons caught by the player will never be affected (this is the vast majority of fan-game situations, as online features are rarely exploited).
  Note that a traded Pokémon that returns to its original trainer loses its traded status
 • The number of Badges (or Stamps) owned. They use a table to determine the level limit (which varies slightly from one generation to the next).

… and that’s it! 
  The degree of friendship or affection is irrelevant, as is the nature or the number of levels leveled up in the presence of the current Trainer. (A Pokémon that has been traded at level 1 and trained but has not been re-traded since will disobey if it exceeds the level limit.)
  Similarly, NPCs are never subject to disobedience. It is only the player who is concerned.
  In the same vein, this risk only exists in the event of an attack order: no resistance will be encountered in the event of a switch, run or use of an item from the bag. (Charizard refusing to return to its Pokéball, that’s only in the anime.)

  The only exceptions where disobedience can occur outside of these conditions have occurred in Gen 3:
  – When a Shadow Pokémon is asked to use a non-Shadow attack while in Hyper/Return mode, but this is a Colosseum/XD mechanic that has not been seen since. The probability is in the order of 50%, which corresponds to one extra level.
  – When Mew and Deoxys are detected as hacked via their meeting place, disobedience is systematic and at the maximum level. (It’s an anti-cheat.)

  To address disobedience mechanics, it’s important to first define what a traded Pokémon is.


Definition of a Traded Pokémon

Conditions

  Source: https://bulbapedia.bulbagarden.net/wiki/Outsider_Pok%C3%A9mon

  As soon as one of the following conditions is valid, the Pokémon will be considered traded:

  • If the name of the Pokémon’s original trainer differs from the player’s name (string)
  • If the full ID of the Pokémon’s original trainer differs from the player’s ID (visible game + secret game, i.e., a 32-bit integer)
  • Since Gen 5, if the gender of the trainer (boy/girl) differs from that of the original trainer registered in the Pokémon, hence the display of this name in red or blue in the Summary since the Unova games. (It’s a Boolean in official games, but beware of makers who would like to offer ternary genre choices, it’s becoming less and less rare.)
  • Since Gen 5, if the region (country) programmed in the game console differs from the country of origin of the Pokémon (difficult to apply on a starter kit).

  So, in our game, the Pokémon considered traded will be:

  – Those traded by another player (logical)
  – Those obtained through in-game trades (their trainer’s name and ID are always predetermined.)
  – Those obtained through Mystery Gift (their trainer’s name and ID are always predetermined.)
  – A Pokémon that reverts to its original trainer (stats listed above that match again) loses its status as a traded Pokémon.


Consequences of the trade

  – At the time of exchange, the friendship value is always reset to its default value, except since the 6th generation if the Pokémon returns to its original trainer. The Pokémon’s friendship at the time of leaving its original trainer was therefore saved in the original trainer before being “loaned”.
  – In the 6th and 7th Generations, the same principle applies to the Affection stat. (Since Gen 8, Affection and Friendship have been merged.)
  – A Pokémon that is recognized as traded cannot be renamed by its new owner (the Name Rater will claim that its current nickname suits it very well), except since Gen 8 if the Pokémon had no nickname and did not come from a Nintendo distribution (which allows only one change) ... but it was badly coded by Game Freak because it doesn’t work when a Pokémon received without a nickname has a different nationality (official name in another language will be recognized as a nickname).


Consequences in battle

  – A Pokémon marked as traded gains 1.5 times more battle experience; and 1.7 times more if it comes from another country (the latter is difficult to implement on a starter kit).
  – But the most noticeable impact will be that the Pokémon will disobey if it is above the level allowed by the badges and it is a regular battle (= other than online battle or Battle Tower style, aka where you can gain experience).

  Note: In the rare case of loaned Pokémons (Battle Zone), they are theoretically considered “traded” but this state is of no consequence since they are used in an area where neither experience gains nor disobedience come into play.


Mechanisms of Disobedience

Source: https://bulbapedia.bulbagarden.net/wiki/Obedience


Levels of disobedience

  Obedience tiers have always been tied to key milestones in a player’s progression: acquiring a Badge (or a stamp from Island challenge in Alola).

  In the 6th (and 8th) Generation, the level tiers are as follows:

	Number of badges owned
	0
	1
	2
	3
	4
	5
	6
	7
	8

	Maximum level
	20
	30
	40
	50
	60
	70
	80
	90
	Max*



 * Max: 100 in an official game. Corresponds to the maximum level allowed. 

  Since Pokémon Legends Arceus, the level taken into account to determine a Pokémon’s loyalty corresponds to its catch level (or the level at which it was obtained at the time of the last exchange if it has the “traded” status) instead of its current level (which is necessarily equal to or higher than its catch level). On the other hand, Pokémon captured by the player can disobey him and levels tiers have been lowered.

   In Scarlet and Violet, the level tiers are as follows:

	Number of badges owned
	0
	1
	2
	3
	4
	5
	6
	7
	8

	Maximum level
	20
	25
	30
	35
	40
	45
	50
	55
	Max*




Call of Disobedience

  If the Pokémon is fighting in a situation where experience cannot be earned (raids, online mode or Battle Tower), is not a traded Pokémon (except since Legends Arceus), or its level is at or below this limit, it will definitely obey.

  If the requested action is the result of an NPC, the Pokémon will always obey.

  If an action other than attacking is ordered, the Pokémon will always obey. (In official games, disobedience only applies to attack orders. The switch, the use of the bag or the flee are spared.)
  In all attack cases, the Mega Evolution procedure will not be affected (this check takes place before the obedience check and the status block checks).
  Regarding possible disobedience in the event of an ordered Z-Move, the question is not settled. Logic would dictate that the use of the Z-Move should not be consummated in case of disobedience.

  If the Pokémon fails to launch its attack because of a status (Paralysis, Freeze, Sleep outside of Sleep Talk / Snore, or Infatuation block), the obedience check – which is done afterwards – does not take place.

  The obedience check is also spared if you are in the second round of two-turn attacks (Fly, Solar Beam …): it is only done on the first turn. The same goes for blocking attacks (Thrash, Outrage, etc.)

  Otherwise, an obedience check is performed.


Formula (Gen 4)

Abbreviations:

Lvmax = Maximum level allowed by badges
LvPoké = Pokémon level

First check: obedience

If a Pokémon is likely to disobey, the game does a random first test:

obedient = Lvmax < (LvPoké + Lvmax) * rand(256) / 256

Which, once the random factor has been isolated, can be transcribed into:

obedient = rand(256) < 256 * (Lvmax / (LvPoké + Lvmax))

  Analysis: As the Pokémon’s level is necessarily strictly higher than the maximum level, the probability of obedience will be slightly less than 50% from the first level upwards (this generates a threshold effect.)
  The probability of obedience drops to 9.1% in the worst-case scenario in Gen 4 (Pokémon level 100 with the limit at 10.)

  If the test succeeds, the Pokémon attacks normally. If not, a new dice roll is made to attempt a “catch-up”.

Second check: first effects + second chance to launch a random attack.

  If a Pokémon is determined to be disobedient…
  – Rage’s effect is cancelled
  – Encore’s effect is cancelled (no message announces this)
– If the Pokémon is asleep but doesn’t wake up on this turn (so the sleep counter is decremented normally) and the player wanted to go to Sleep Talk or Snore, the Pokémon doesn’t do anything. Otherwise, a second random test is done to determine if the Pokémon will still attack but with a different attack. This is the same formula as before.

random_move = Lvmax < (LvPoké + Lvmax) * rand(256) / 256

Or in a simplified version

random_move = rand(256) < 256 * (Lvmax / (LvPoké + Lvmax))

  Analysis: Since the same probability is tested twice, we can simplify by saying that the chances of making another attack correspond to the rate of obedience to the square power. (At a 40% obedience rate, it’s 0.4*0.4 or 16% to land on the ‘random attack’ draw.) The range varies from just under 25% (probability of obedience close to 50%) to less than 1%. This situation is therefore significantly more frequent in the case of a small level differences.

  If the Pokémon passes this catch-up check, the game chooses one of its attacks at random from the movepool it has access to (so excludes anything blocked by effects such as Torment, Taunt, a “choice” item or a lack of PP) and then selects a random target from the valid ones (it can therefore target an ally). The PP is subtracted from the capacity ultimately used.
  Note: In the second generation, the attack initially chosen by the player was excluded from the draw. If there is no alternative (aka at least two usable moves counting the one initially ordered), the Pokémon won’t do anything instead.

  If the Pokémon persists in its disobedience, a third check is made.

Third check: degree of disobedience

  To determine the ultimate outcome, a third group test is done starting by drawing a random number:

random = rand(256)

  This random number is then compared to the following formula to determine if the Pokémon is taking a nap.

nap = random < LvPoké - Lvmax

  If it’s not a nap, check if it will be the confusion damage… (We use the same random value)

confuse_damage = random < (LvPoké - Lvmax) * 2

  If it turns true, the Pokémon deals confusion damage to itself. Otherwise, it’s a simple inaction of the Pokémon.
  This check can be handled with a condition in if / elsif / else.


This test can be simplified by applying this formula directly:

major_disobedience = rand(128) < LvPoké - Lvmax

  If it’s successful, we do a simple rand(2) to determine if it’s going to be a nap or confusion damage. (The probability between these two situations is always the same.)
  If it’s a failure, the Pokémon won’t do anything.

  In any case, the Pokémon skips its turn and no PP is consumed.

  Napping Case
  If napping is not possible because of any of the following effects:
  – Ongoing Uproar
  – Presence of an Electric or Misty Terrain
  – Comatose, Insomnia, or Vital Spirit abilities
  – Protected by the Flora Veil or Sweet Veil abilities.
  – Presence of a major status
  … The nap attempt will be automatically converted into simple inaction.
  In all other cases (Safeguard, Substitute, Leaf Guard …), the nap will be inevitable (apart from checking a status or missing HP, it follows the same rules as Rest).

  Confusion Damage Case
  The “confused” status is not strictly applied. It’s just the confusion damage that is applied for the duration of this turn. When this happens, the phrase "It hurt itself in its confusion!" is displayed right after the disobedience phrase and just before the damage is applied.
  The Own Tempo ability does not protect against this self-harm damage.


Gen 5 Formula and subsequent generations

  I couldn’t find the exact formula in Gen 5, but from the unanimous feeling of all players, the probability of disobedience has been significantly increased, especially in the case of large level differences where it has become almost impossible to attack.
  In the worst-case scenario – Pokémon level 100 with the level limit at 10 – the Gen 4 formula ensured a minimum of 9.1% obedience or 23/256 chances after truncation on an 8-bit basis. Tests made by players report a probability of around 4% from Black and White in the worst conditions (hero without badges with a Legendary traded at level 100).
  It was also from this generation that the “catch-up roll” (using a capacity other than the one ordered) was removed, further increasing the threshold effect at low gap levels. With the saving throw and just one level too many, we could hope for just under 3 chances out of 4 of still acting. Without the saving throw, we’re down to more than 1 in 2 chances of taking no action at all.
  My deduction is that the probability of action has simply been halved with the reworking of the formula in the 5th Generation, going from 74 to 49% (approximately) for the minimum tier, and from 9.1 to 4.6% for the maximum disobedience tier.

  To achieve this result, Game Freak had to give 2 times more weight to the level gap. Which makes me think that from the 5th Generation, the formula was rewritten into:

obedient = rand(256) < 256 * (Lvmax / ((LvPoké + Lvmax) + (LvPoké - Lvmax)))

Which can be greatly simplified by:

obedient = rand(256) < 128 * (Lvmax / LvPoké)

(This result is always truncated to the lower integer, because Game Freak never wanted to use floating numbers in its various formulas despite the evolution of hardware since NDS.)

Lvmax / LvPoké being strictly less than 1, we have:
• Just under a 50% chance of acting with a single level of excess (bearing in mind that the second-chance roll has been completely removed since Black & White).
• And 4.6875% chance (12/256) with a level 100 Pokémon for a limit of 10
This corresponds to the tests carried out by the players on pokemondb.net!
… a probability that rises to 25/256 in Scarlet and Violet, as the minimum level starts at 20 with no badges. Again, this corresponds to player tests that reported about 90% disobedience when experimenting with an imported level 100 Miraidon in a new game.

  If the Pokémon disobeys, the chance of napping or confusion damage has remained unchanged (same formula used).


Disobedience quotes

  These phrases are the ones displayed since the 6th generation. They are always the same in Gen 9 (visible in dumped texts from line 8735 on SV 3.0.0, in “{language} common.txt” file).

	Disobedience
	Phrase displayed at the time the Pokémon needs to act

	Use another move
	 [Pokémon] ignored orders!
(Then “[Pokémon] used [Move]!” from the randomly chosen attack.)


	Do not attack – Sleeping Pokémon that tries to use Snore or Sleep Talk
	 [Pokémon] ignored orders and kept sleeping!

	Do not attack (except Snore or Sleep Talk while sleeping)
	1 in 5 chances, random:
 [Pokémon] won’t obey!
 [Pokémon] is loafing around!
 [Pokémon] turned away!
 [Pokémon] pretended not to notice!
 [Pokémon] ignored orders!

	Confusion damage
	 [Pokémon] won’t obey!
It hurt itself in its confusion!

	Take a nap
	[Pokémon] began to nap!




