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Lesson Plan: The Nuzlocke Strategist and
Storyteller
Materials Needed

A gaming device (Nintendo Switch, DS, 3DS, or computer with an emulator)
A Pokémon game of the student's choice
A notebook and pen, or a digital document (like Google Docs) for journaling
Optional: Art supplies (paper, colored pencils) for creating comics or character drawings
Optional: Access to a Pokémon type-chart (can be found online)

Learning Objectives
By the end of this lesson, the student will be able to:

Articulate the core principles of a Nuzlocke challenge and justify the purpose of each rule.
Design a personalized and balanced Nuzlocke ruleset that enhances their gameplay
experience.
Apply strategic thinking and risk assessment to make critical in-game decisions.
Develop a narrative log or journal that chronicles their adventure, transforming gameplay
events into a compelling story.

Connecting to Core Skills
Language Arts: Creative writing, narrative development, journaling, and persuasive
argument (when justifying rule choices).
Critical Thinking & Problem Solving: Strategic planning, risk vs. reward analysis, and
adapting to unforeseen challenges.
Mathematics (Conceptual): Understanding and applying concepts of probability and chance
(e.g., encounter rates, status effect chances).
Executive Functioning: Long-term planning, emotional regulation (dealing with the loss of a
Pokémon), and resource management.

Lesson Activities

Part 1: The Nuzlocke Challenge Briefing (15 minutes)

Goal: To establish a clear understanding of the Nuzlocke philosophy beyond just the rules.

Instructions:

Discuss the "Why": Start with a conversation. Ask the student: "Why do people do Nuzlocke1.
runs? What makes them appealing compared to a normal playthrough?" Guide the
conversation toward concepts like creating a challenge, forming stronger bonds with Pokémon,
and making the game more exciting.
Deconstruct the Core Rules: Together, review the two universally accepted Nuzlocke rules.2.
For each rule, discuss its purpose.

Rule 1: You can only catch the first Pokémon you encounter in each new area.
Discussion Prompt: "How does this rule change the way you build a team? Does
it force you to use Pokémon you normally wouldn't? How does that make the game
more interesting?"

Rule 2: If a Pokémon faints, it is considered "dead" and must be permanently released
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or stored in a "graveyard" box.
Discussion Prompt: "What's the emotional impact of this rule? How does it raise
the stakes of every single battle, even against a weak wild Pokémon?"

Introduce Nicknaming: Discuss the common third rule: nicknaming every Pokémon. Ask,3.
"Why is nicknaming so important in a Nuzlocke? How does it help with the storytelling and
bonding aspect?"

Part 2: The Rulecrafter's Workshop (30 minutes)

Goal: To empower the student to think creatively and design their own unique Nuzlocke experience.

Instructions:

Brainstorm "Clauses": Explain that many players add optional rules, or "clauses," to1.
customize their run. Present a few examples to spark ideas:

Shiny Clause: You can catch any shiny Pokémon you find, regardless of the "first
encounter" rule.
Dupes Clause: If your first encounter is a Pokémon you've already caught, you can
ignore it and try again for a new one. (Ask: "How does this promote team diversity?")
Level Cap Clause: Your Pokémon cannot be a higher level than the next Gym Leader's
strongest Pokémon. (Ask: "How does this prevent you from just over-leveling to win?")

Design Your Own Ruleset: In their notebook or document, have the student create a "My2.
Nuzlocke Rules" contract. This must include the two core rules, but they should be encouraged
to add 2-3 of their own custom clauses. For each custom clause, they must write one sentence
explaining *why* they are adding it.

Example: "Custom Rule 1: 'Item Limit Clause.' I can only use a maximum of 3 items per
trainer battle. Reason: This will make me think more strategically about when to heal
instead of just spamming potions."

Finalize the Contract: The student should review their rules, ensuring they feel fair but3.
challenging. This document will be their guide for the entire run.

Part 3: Critical Choice Scenario (15 minutes)

Goal: To practice strategic thinking before the stakes are real.

Instructions:

Present this hypothetical scenario to the student and have them talk through their thought process.

"You are about to face the third Gym Leader, an Electric-type specialist. Your team consists of:

'Splashy' the Wartortle (Water) - Your trusty starter.
'Rocky' the Geodude (Rock/Ground) - Your best defense against Electric types, but has low
special defense.
'Pecky' the Pidgeotto (Normal/Flying) - Fast, but very weak to Electric attacks.
'Bud' the Oddish (Grass/Poison) - Resists Electric attacks, but is a low level.

The Gym Leader's ace Pokémon is known to have an unexpected Ice-type move. What is your plan?
Who do you lead with? Who is your backup? What is the biggest risk, and how do you prepare for it?
There is no single right answer; justify your strategy."

Listen to their reasoning, gently questioning their choices to help them see all the angles (e.g.,
"What if Rocky gets hit with a critical hit? What's your emergency plan?").
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Part 4: The Nuzlocke Inauguration & Chronicle (Ongoing Activity)

Goal: To begin the Nuzlocke run and practice narrative journaling.

Instructions:

Begin the Adventure: The student can now start their game, following the rules they1.
created.
The Trainer's Chronicle: After each play session, or after a major event (choosing a starter,2.
catching a new Pokémon, winning a gym badge, losing a Pokémon), the student must make an
entry in their "Trainer's Chronicle."
Entry Guidelines: An entry isn't just "I caught a Pidgey." It should be a narrative.3.

Give the entry a title (e.g., "The Hero of Route 2" or "A Tragic Farewell to Zappy").
Describe the event from the perspective of the trainer. What were they thinking? What
were they hoping for?
Give the Pokémon personality. How did "Pecky" the Pidgey feel about joining the team?
What was the final heroic act of "Rattles" the Rattata before it fainted?
Reflect on the choices made. "I decided to risk sending out Pecky, and it paid off, but my
heart was pounding the whole time."

Assessment: The Trainer's Chronicle
The student's "Trainer's Chronicle" serves as the primary assessment for this ongoing lesson. Review
their journal entries with them periodically. Feedback should focus on:

Strategic Justification: Did they explain *why* they made a key decision in a battle or on
their journey?
Narrative Flair: Are they turning game events into a story? Are they giving their Pokémon
character and personality?
Emotional Reflection: Are they exploring the highs of a big win and the lows of a tough loss?
This demonstrates a connection to the spirit of the challenge.

Extension & Differentiation
For a Younger Student or More Support: Provide pre-made templates for the journal
entries with prompts like "My new team member is...", "My strategy for the next gym is...". You
can also remove more complex clauses and stick to the core rules.
For an Older Student or a Greater Challenge:

Comic Chronicle: Instead of a written journal, the student can create a comic strip
depicting the major events of their Nuzlocke.
Probability Project: Have the student calculate the odds of a critical hit or the
encounter rate in a specific patch of grass and explain how that influences their strategy.
Hardcore Mode: Introduce even tougher rules, like no using items in battle, or playing
on "Set" mode instead of "Switch."


