	Pokemon Dual Trainer Battle Rules
I. SETUP
1. Player’s partners will set opposite one of your opponents so that you are caddy corner to each other.
2. Each player shuffles their deck, and offers it to the player to his/her right to be cut.
3. Each player places 3 prizes in the center of the play area in the shape of a square 3 cards by 3 cards.
4. If any player draws a Mulligan, they show their hand, assuming the opposing team does not also have a Mulligan that team determines which player gets the additional card(s) once they are setup. If both members of a team Mulligan, then the opposing team will still determine who gets the additional cards, i.e. the same player may get both. If one member of each team draws a Mulligan, then it is a wash, no one draws an additional card

5. Either each team can agree on one person to roll, and one to call or Each player will roll a D6 dice.  Partners will add the two dice together and the team with the highest number will go first. (The partners with the highest roll may then decides which of them would like to start the game.)

II. Game Play
1. Play rotation is always clockwise.  (The first player will complete his/her turn and then turns will complete clockwise until all four players have played.)

2. Each player may have 1 active and up to 4 bench Pokémon.

3. If a Stadium is played, it is placed in the center of this square, only one Stadium can be in play, and it affects all players.

4. If affected by a special condition such as poison, burned, or Asleep, the between turn damage or effects only take place before and after your turn.

5. Any attack or trainer that allows a player to turn over prizes, that player can only turn over their own cards, never their team mates.

6. When using a Trainer, Supporter, Pokebody, or Pokepower, the active player decides which opponent to place the effect on.

7. If your Active Pokémon is knocked out, and you have no bench, you are not out of the game, you continue to draw a card, and if you draw a basic, you are required to play it. (The penalty for not playing a basic Pokémon first offense is a prize loss, second is a game loss.)

8. If your Pokebody, Pokepower, or attack states that it effects both defending Pokémon, then the damage or effect affects both opponents.

9. You must take all of your own prizes before helping your teammate take any of their prize cards.

10. As the active player, you may:

a. Not reveal or discuss the contents of their hand or deck with their partner during game play.  (The penalty for discussing the content of you hand or deck will be first offense prize loss, second offense game loss.)

b. Ask your partner ONE question that requires a yes or no answer only.  (The penalty for asking more than one question or answering a question with something other that a yes or no answer will be first offense warning, second offense prize loss.)

c. Play a Supporter or Trainer, that either you or your partner may use, but not both. If your team member uses the supporter card, they may not play down any cards drawn unless that is a function of the supporter. i.e. if a Celio’s Network is played by your partner, they can’t place the card down until their turn. If the supporter has an effect on the opposing team, such a Team Galactic Wager, the player using the supporter decides which opposing player is involved. 

d. Decides which opponent to attack, you may not attack you partner.

III.  DRAFT PLAY
1. Each player starts with six packs.

2. Each player opens their packs, and records the contents on a draft list.(So that at the end of the game play, each player will know who owns which cards.)

3. Team’s decks can then be built from the contents of all 12 packs, with the help of your team mate. 2 prizes per player


