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Pokemon Yellow Strategy Guide

Introduction: Why Pokémon Yellow Still Captures Our Hearts

For countless trainers who grew up in the late 1990s, Pokémon Yellow  represents a magical starting point. Unlike its
predecessors, Red and Blue, this special edition followed the storyline of the beloved anime series, giving players a Pikachu
that refused to stay in its Poké Ball and followed them around on the overworld map. Even decades later, a well-crafted
Pokemon Yellow Strategy Guide remains essential for both nostalgic fans and first-time players discovering this classic on
the Virtual Console or original hardware. This article serves as your comprehensive companion, offering battle strategies, catch
tips, and secrets to mastering the Kanto region with your electric partner by your side.

Whether you are revisiting Pallet Town for a dose of childhood wonder or stepping into Professor Oak’s lab for the very first
time, the journey ahead is filled with unique challenges. From the moment your rival chooses Eevee to the final showdown with
the Elite Four, knowing the right moves can make all the difference. This guide is designed to help you become the very best,
like no one ever was, while keeping your starter Pikachu happy and strong.

Getting Started: Your First Steps in Pallet Town

Understanding Your Unique Starter

The most defining feature of Pokémon Yellow is that you begin with a Pikachu rather than a traditional Grass, Fire, or Water
starter. This electric mouse is special: it has higher stats than a wild Pikachu, and it shows visible affection depending on how
you treat it. To build a strong bond, talk to your Pikachu frequently, avoid letting it faint, and use items like Potions to heal it
during battle.  A happy Pikachu will  occasionally dodge attacks or land critical  hits more often, giving you a subtle but
meaningful edge in tough fights.

However,  this  also  means your  early  game strategy changes significantly.  Pikachu’s  Electric  attacks are useless  against  the
first  Gym  Leader,  Brock,  who  specializes  in  Rock-type  Pokémon.  This  is  where  the  Pokemon  Yellow  Strategy  Guide
becomes  invaluable:  you  must  plan  ahead  to  capture  the  right  team  members  early.

Choosing Your Path: The Rival and the Open Road

Your rival, named by default as Blue in the games (or whatever you choose), picks an Eevee as his starter. This Eevee will
evolve based on how you battle him throughout the game. If you consistently defeat him, it evolves into Espeon (though not in
Generation I), but in the original mechanics, it simply becomes a strong Normal-type. More importantly, your rival’s team
dynamically adapts, which keeps each encounter fresh.

Before leaving Pallet Town, be sure to explore every house and talk to every NPC. You’ll receive a Potion from your mother,
and you can get a free Town Map from your rival’s sister. These small early bonuses make a difference in the long haul.

Early Game Essentials: Capturing a Balanced Team

Why You Need a Mankey or a Nidoran (Male)

Since your Pikachu cannot harm Brock’s Geodude or Onix, you must catch a Pokémon that can. The best early-game options
are a Mankey on Route 22 (before Viridian City) or a Nidoran (Male) on Route 2. Mankey learns Low Kick naturally, which is
super effective against Rock types. Nidoran (Male) learns Double Kick at level 12, which also works wonders. Both are excellent
additions that will serve you well beyond the first Gym.

Alternatively, you can catch a Butterfree with Confusion in Viridian Forest. While Bug-type moves aren’t super effective against
Rock,  Butterfree’s  Confusion  (a  Psychic-type  move)  can  damage  Brock’s  Pokémon  significantly.  This  method  requires  a  bit
more patience, but it works.

Training in Viridian Forest

Viridian Forest  is  filled with Bug-type Pokémon like Caterpie,  Weedle,  and Kakuna.  This is  the perfect  place to level  up your
Pikachu and your newly caught Fighting or Poison-type. Be careful of other trainers, especially those with Pikachu of their own.
A good strategy is to catch a few extra Pokémon here for your Pokédex, as this early completion will help later when you need
to access certain areas or receive rewards like the Exp. All or Bulbasaur from Professor Oak.

Gym Battles: A Step-by-Step Breakdown

Brock: The Rock-Type Challenge

Brock is the first major test for any Pokémon Yellow player. His team consists of a level 10 Geodude and a level 12 Onix. Your
Pikachu is essentially useless here unless you have trained it to a high enough level to learn Slam (level 20), but that is far too
much grinding. Instead, rely on your Mankey or Nidoran (Male). If you chose a Mankey, use Low Kick repeatedly. For Nidoran
(Male),  Double Kick will  finish both Pokémon quickly. Bring a few Potions and Antidotes, as Geodude knows Rock Throw and



can cause poison with its moveset.

Misty: The Water-Type Wall

Misty in Cerulean City features a level 18 Staryu and a level 21 Starmie. Her Starmie knows Water Pulse, which can confuse
your Pokémon. This is where your Pikachu finally shines. By now, your Pikachu should know Thundershock or Thunderbolt (if
you evolved it or used a Thunderstone—though think carefully before evolving because Raichu cannot learn new moves
naturally). Use Electric attacks to take down Staryu quickly, but be careful with Starmie. It hits hard and is fast. A good
strategy is to paralyze it with Thunder Wave or use a Grass-type like Oddish or Bellsprout if you have one. Otherwise, stock up
on Paralyz Heals and Potions.

Lt. Surge: The Electric-Type Gauntlet

Lt. Surge in Vermilion City uses Electric types: a level 21 Voltorb, a level 18 Pikachu, and a level 24 Raichu. Your own Pikachu
will  struggle here because Electric  moves are not  very effective against  other  Electric  types.  The key is  to  use Ground-type
moves. If you have a Diglett from Diglett’s Cave, train it up. Alternatively, a Sandshrew or a Nidoran with Dig works well. Your
best bet is to lead with a Ground type and use Dig or Earthquake (if available). If you lack a Ground type, use a Normal-type
Pokémon with strong physical moves like Body Slam. Be warned: Raichu knows Mega Punch and can hit hard, so keep healing
items ready.

Erika: The Grass-Type Garden

Erika in Celadon City sends out a level 29 Victreebel, a level 24 Tangela, and a level 29 Vileplume. Her team is weak to Fire,
Ice, Flying, and Psychic moves. Your Pikachu learns moves like Swift or Slam by now, but Fire-type moves are ideal. If you have
a Growlithe or Vulpix from Route 7 or 8, train it. Alternatively, a Flying type like Pidgeot or Dodrio can use Fly or Drill Peck.
Psychic types like Abra (evolved into Kadabra) also work well. Avoid using Grass types yourself, as her team knows status
moves like Sleep Powder and Stun Spore. Bring Full Heals.

Koga: The Poison-Type Ninja

Koga in Fuchsia City is tricky because his Poison types (Koffing, Muk, and Weezing) know moves like Smokescreen and Self-
Destruct. The best approach is to use Psychic or Ground types. If you have a strong Kadabra or Alakazam, you can wipe his
entire team. Alternatively, a Dugtrio with Dig works well. Be cautious of Self-Destruct from Weezing; it can knock out your
Pokémon in one hit. Bring a few Revives just in case.

Sabrina: The Psychic-Type Puzzle

Sabrina in Saffron City is often considered the hardest Gym Leader in the game. Her team includes a level 38 Mr. Mime, a level
37 Hypno, and a level 38 Alakazam. These Pokémon have high Special stats and hit hard with Psychic moves. Your best
counter is to use Dark-type moves, but in Generation I, Dark didn’t exist. Instead, use Ghost types, but the only Ghost line is
Gastly, Haunter, and Gengar. Gengar is excellent because it is immune to Normal and Fighting moves and takes reduced
damage from Psychic. Alternatively, use a strong Normal type with Body Slam or Hyper Beam, or use a Pokémon with high
Special Defense like Snorlax. Another strategy is to use status conditions: paralyze or confuse her Pokémon to reduce their
effectiveness.

Blaine: The Fire-Type Furnace

Blaine on Cinnabar Island uses Fire types: a level 42 Growlithe, a level 40 Ponyta, and a level 47 Arcanine. Water, Rock, and
Ground moves are your best friends. If you have a strong Blastoise or Gyarados with Surf, they can handle him easily.
Alternatively, a Rhydon or Golem with Rock Slide works. Be careful: Arcanine knows Fire Blast and can burn your Pokémon.
Bring Fire Heals or Full Heals.

Giovanni: The Ground-Type Boss

Giovanni in Viridian City uses Ground types: a level 45 Dugtrio, a level 42 Persian, a level 44 Nidoqueen, a level 45 Nidoking,
and a level 50 Rhydon. Water, Ice, Grass, and Fighting moves are super effective. If you have a strong Lapras or Vaporeon with
Ice Beam, you can freeze his team. Alternatively, a Venusaur with Razor Leaf works well. Persian is fast and knows Slash, so
take it out quickly. Rhydon has high Defense but low Special Defense, so special moves work best.

The Elite Four: The Ultimate Test

Lorelei: The Ice-Type Specialist

Lorelei leads with a level 54 Dewgong, a level 53 Cloyster, a level 54 Slowbro, a level 56 Jynx, and a level 56 Lapras. Rock and
Fighting moves work well against Ice types, but be careful of Slowbro and Jynx using Psychic moves. Electric moves work on
Dewgong and Cloyster, but Lapras has high HP. A strong Fighting type like Machamp or a Rock type like Golem can power
through. Use status moves like Thunder Wave to slow her down.

Bruno: The Fighting-Type Powerhouse

Bruno uses a level 55 Onix, a level 55 Hitmonchan, a level 55 Hitmonlee, and two level 58 Machamp. Flying and Psychic moves
are highly effective. If  you have a strong Alakazam or Exeggutor with Psychic,  you can sweep his team. Alternatively,  use a
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Flying type like Pidgeot with Fly. Onix falls easily to Water or Grass moves. Keep an eye on Machamp’s strength and be ready
to heal.

Agatha: The Ghost-Type Trickster

Agatha uses a level 60 Gengar, two level 60 Golbat, a level 60 Arbok, and a level 60 Haunter. Ghost and Psychic moves work
well, but be careful of status conditions. If you have a strong Psychic type, you can handle her, but her Gengar knows Confuse
Ray and Hypnosis. Bring Full Heals and Awakenings. A Normal type with a strong move like Snorlax’s Body Slam can also work
since Ghost moves don’t affect Normal types in Generation I (but that was a glitch in early versions; in Yellow, Ghost moves do
affect Normal types, so be careful).

Lance: The Dragon-Type Champion

Lance uses a level 62 Gyarados, two level 56 Dragonair, a level 60 Dragonair, and a level 62 Dragonite. Ice moves are the best
counter, as they are super effective against Dragon and Flying types. If you have a Lapras or a Jynx with Ice Beam or Blizzard,
you can defeat him easily. Alternatively, use Rock moves against Gyarados and Dragonite. Be careful: Dragonite knows Hyper
Beam and can hit very hard. Bring Revives and Full Restores.

Your Rival: The Final Showdown

After defeating the Elite Four,


