Pokémon Card Japanese-English Alterations

by Usagi-chan [usagi5886@yahoo.com]

DESCRIPTION:

The following is a document detailing all major changes made to Pokémon cards in the transfer from the Japanese to English versions.  The scope of this document is limited to the English releases of sets whose equivalent Japanese cards I have publicly translated: the English “Expedition” set and all sets released thereafter as well as the Promo sets.  This is an ongoing work, so you can expect additions whenever a new set is released.

NOTES:

- Each alteration report begins with a heading consisting of the attack, Poké-Power, Poké-Body, Energy card, or Trainer card’s name, followed by the set(s) that card was released in and the specific card number for the set(s).  After that comes a comparison of the texts, with the differing passages highlighted in bold.  Finally is the section for my summary of the change, illustration with an example or two, and other pertinent notes.

- The alterations are listed in the chronological order of English sets.

- There are two categories of alterations not discussed here. (The reasons for this are that these are too numerous and the individual rulings are often not widely broadcast, if ruled on at all.):

1.  alterations in the potential to use an attack but have it do nothing

 -  Ex. “Discard all Energy cards attached to this Pokémon or this attack does nothing” vs. “Discard all Energy cards attached to this Pokémon in order to use this attack”

2.  changes between being able to do something in a degree less than its maximum and being required to do it to the greatest degree possible

 -  Ex. “remove up to 2 damage counters” vs. “remove 2 damage counters (1 if it has only 1)”

- The following is a list of cards or parts of cards that would have been changed were it not for official rulings changing or clarifying how the card works:

Strength Charm (Trainer, Expedition #150/165)

  no damage to Benched Pokémon

Darkness Energy (Energy- Aquapolis #142/147)

  no damage to Benched Pokémon

Fluff (Jumpluff- Aquapolis #H13/H32, #017/147)

  only prevents effects and damage to Jumpluff

Miracle Shift (Togetic- Aquapolis #H27/H32, Aquapolis #039/147)

  not required to use every turn

Apricorn Forest (Trainer- Aquapolis #118/147)

  not required to use every turn

Crystal Type (Nidoking- Aquapolis #150/147)

  works with (G), (R), or (L) basic Energy cards

Reconstruction (Buried Fossil- Skyridge #047/144)

  must show opponent what you shuffle into deck

Thunderspark (Jolteon- Skyridge #H12/H32, Skyridge #013/144)

  don’t apply Weakness or Resistance for effect

Mystery Plate α (Trainer- Skyridge #133/144)

  must shuffle deck for 5+ prize effect

- Please be aware that this document is not in the spirit of criticism of Wizards of the Coast’s or Nintendo’s work.  The purpose of this document is to simply to inform English-speakers of the differences between cards’ functions in the two languages.  I view any discrepancy as an intentional alteration, not as a careless mistake.

CONTACT:

- My e-mail address is usagi5886@yahoo.com.  (I don’t have an Internet site of my own.)  I welcome questions, opinions, and requests of any sort you may have.  Please, serious e-mails only (no flaming, viruses, spam, etc.).

- I am occasionally unable to read and respond to my e-mails for a time, so please be patient if you do not get a response immediately.

COPYRIGHT:

- You may:

   put this document on any website(s),

   link to this document on any website(s),

   or distribute this document in any way (including posting on message boards)

  ONLY IF you:

   somehow give me credit

   or receive my personal consent.

 Feel free to change this ONLY for your own personal use.  Thanks for your cooperation.

- Pokémon is a trademark of Nintendo, Creatures, and Game Freak.

Usagi-chan ^.^
01. Psymimic (Alakazam- Expedition #001/165 and #033/165)

English Version:

Once during your turn, instead of 

Alakazam’s normal attack, you may 

choose 1 of your opponent’s 

Pokémon’s attacks.  Alakazam 

copies that attack including its 

Energy cost and anything else 

required in order to use that 

attack, such as discarding Energy 

cards.  (No matter what type the 

Pokémon is, Alakazam’s type is 

still Psychic.)  This power can’t 

be used if Alakazam is affected by

a Special Condition.

Japanese Version:

Once during your turn (before your

attack), you may use this power.  

For the rest of the turn, Alakazam

has a copy of every attack your 

opponent’s Pokémon in play have 
(including their Energy costs and 
anything else required in order to

use those attacks, such as 
discarding Energy cards).  (No 

matter what types your opponent’s 

Pokémon are, Alakazam’s type is 

still (P).) This power can’t be 

used if Alakazam is affected by a 

Special Condition.

     The Alakazam in the Japanese version actually acquires and possesses the attacks of your opponent’s Pokémon, but in English it can merely use them.  This relatively minor change can be positive or negative.  It is helpful, for example, because it can relay the attacks to a Sabrina’s Alakazam when it is on your Bench. It is hurtful, for example, because your opponent can use Metronome on those attacks.

02. (Trainer- Expedition #140/165, EX Ruby & Sapphire 080/109)

English Name: Energy Removal 2
Japanese Name: Energy Removal

     The Japanese version of the weakened “Energy Removal 2” is called “Energy Removal,” obviously sharing the same name as its Base Set equivalent.  This means that in the Japanese environment all prior Trainer cards named “Energy Removal” must be played with the new text.  In the English environment, however, the number 2 was added to the name to distinguish between the different effects.  This helps you in that it is possible for you to put 4 of each card together in the same deck.

03. (Trainer- Expedition #147/165)

English Name: Power Charge
Japanese Name: Energy Charge

     The Japanese version of “Power Charge” is still called “Energy Charge,” like its Neo Genesis equivalent.  It puzzles me why they would make this change, but since the effects are identical, you can now play with 8 Trainer cards that do this exact same thing in one deck.  

04. Pokémon Nurse (Trainer- Expedition #145/165)

English Version:

You can play only one Supporter 

card each turn. When you play this

card, put it next to your Active 

Pokémon. When your turn ends, 

discard this card.
Remove all damage counters from 1 

of your Pokémon.  Then discard all

Energy cards attached to it, if 

any.

Japanese Version:

You can play only one Supporter 

card each turn. When you play this

card, put it next to your Active 

Pokémon. When your turn ends, 

discard this card.
Discard all Energy cards attached 

to 1 of your Pokémon, if any.  

Then remove all damage counters 

from it.

     A trivial technicality is seen in Pokémon Nurse.  The Japanese version had you remove the damage counters before the Energy cards, but in English it is switched.  This would make a difference, for example, if one of the Energy cards were a hypothetical one that would alter the removal of the damage counter(s).

05. Darkness Energy (Energy- Expedition #158/165)

English Version- Expedition:

If the Pokémon Darkness Energy is

attached to does damage with an 

attack (after applying Weakness 

and Resistance), the attack does 

10 more damage.  At the end of 

every turn, put 1 damage counter 

on the Pokémon Darkness Energy is

attached to, unless it’s (D) or 

has Dark in its name.  Darkness 

Energy provides (D) Energy.  

(Doesn’t count as a basic Energy 

card.)

English Version- Aquapolis:

If the Pokémon Darkness Energy is

attached to damages the Defending 

Pokémon with an attack (after 
applying Weakness and 
Resistance.), the attack does 10 

more damage to the Defending 

Pokémon.  At the end of every 

turn, put 1 damage counter on the 

Pokémon Darkness Energy is 

attached to, unless it’s (D) or 

has Dark in its name.  Darkness 

Energy provides (D) Energy.  

(Doesn’t count as a basic Energy 

card.)

Japanese Version:

If the Pokémon Darkness Energy is

attached to damages the Defending 

Pokémon with an attack (after 
applying Weakness and 
Resistance.), the attack does 10 

more damage to the Defending 

Pokémon.

At any time between turns, put a 

damage counter on the Pokémon 

Darkness Energy is attached to, 

unless the Pokémon is (D) or has 

Dark in its name.  (Don’t apply 

Weakness and Resistance.)

Darkness Energy provides (D) 

Energy.  (Doesn’t count as a basic

Energy card.)

     In both Japanese and English, if a player has Pokémon that is not (D) or has Dark in its name has a Darkness Energy attached to it, the Energy card makes the player put a damage counter on the Pokémon.  The difference is when.  In Japanese, the player with that Pokémon has the ability to choose exactly at what point between turns he or she puts the damage counter on the Pokémon, but in English he or she must do it at the very beginning of the between-turn interval.  The important part of all this comes when you add Pokémon Tools and Special Conditions to the equation.  For example, if a non-(D) Pokémon with Darkness Energy and Gold Berry attached to it has 10 HP left, you could use the Gold Berry before placing the damage counter and thus prevent a Knock Out.

(As mentioned in the heading, the two versions play the same due to an official ruling, even thought they have different text concerning damage to Benched Pokémon.)

06. Metal Energy (Energy- Expedition #159/165, Aquapolis #143/147)

English Version:

Damage done to the Pokémon Metal 

Energy is attached to is reduced 

by 10 (after applying Weakness and

Resistance).  If the Pokémon Metal

Energy is attached to isn’t (M), 

whenever it damages a Pokémon, 

reduce that damage by 10 (after 

applying Weakness and Resistance).

Metal Energy provides (M) Energy. 

(Doesn’t count as a basic Energy 

card.)

07. Japanese Version:

Damage done by attacks to the 

Pokémon Metal Energy is attached 

to is reduced by 10 (after 

applying Weakness and Resistance).

If the Pokémon Metal Energy is 

attached to isn’t (M), whenever it

damages a Pokémon by an attack, 

reduce that damage by 10 (after 

applying Weakness and 
Resistance).

Metal Energy provides (M) Energy. 

(Doesn’t count as a basic Energy 

card.)

     These English versions of Metal Energy are both stronger and weaker than their Japanese equivalents.  In Japanese, damage received from attacks is reduced by 10.  In English, damage received from Poké-Powers, Poké-Bodies, Trainer cards, and Energy cards is reduced by 10 along with damage from attacks.  This makes the English version offer more universal protection, though from more uncommonly seen cards like Digger (Team Rocket) and Machamp (Base Set).

     The drawback for non-(M) Pokémon in English is more encompassing in the same way: damage dealt through Poké-Powers, Poké-Bodies, Trainer cards, and Energy cards is reduced by 10 along with damage dealt through attacks.  In Japanese, only attack damage is hampered.  The significance of this is even more rare, for only a few Pokémon do damage through powers.  So, Metal Energy is detrimental for cards like Elekid (Neo Genesis) in English but not in Japanese.

     You may realize that the Expedition version has the same text as the original Japanese version.  However, Wizards of the Coast has announced that the Expedition version should be played as if it had the text of the Genesis and Aquapolis versions (those with the incorrect text).  For this reason it is included as having been changed.

08. Pure Body (Suicune- Aquapolis #H25/H32, Aquapolis #037/147, Promo 53)

English Version:

To attach a (W) Energy card from 

your hand to Suicune, you must 

discard an Energy card attached to

Suicune.  (Attach the (W) Energy, 

and then discard an Energy card 

from Suicune.)

Japanese Version:

To attach a (W) Energy card from 

your hand to Suicune, you must 

first discard an Energy card 

attached to Suicune.  (If you 

can’t discard an Energy card from 

Suicune, you can’t attach the (W) 

Energy.)

     In English, you can discard the very (W) Energy card you are trying to attach to Suicune, but not in Japanese.  This is possible through a sequential and detached reading of the card: after the attachment of the (W) Energy card is completed, then the requirement is that you discard any 1 Energy card from Suicune.  Since it doesn’t explicitly place any restrictions which one you discard, it is therefore possible to discard the (W) Energy you just attached.  It may seem that this expanded ability is useless, but it would serve a purpose if you needed to discard (W) Energy cards for a Feraligatr (Neo Genesis) that can’t use Downpour, for example.  The other two Pokémon (Aquapolis Entei amd Skyridge Raikou) with Poké-Bodies of the same name share this expanded ability.

09. (Trainer- Aquapolis #134/137)

English Name: Super Energy Removal 2
Japanese Name: Super Energy Removal

     The Japanese version of the English card “Super Energy Removal 2” is simply called “Super Energy Removal,” obviously sharing the same name as its Base Set equivalent.  This means that in the Japanese environment all prior Trainer cards named “Super Energy Removal” must be played with the new text.  In the English environment, however, the number 2 was added to the name to distinguish between the different effects.  This helps you in that it is possible for you to put 4 of each card together in the same deck.

10. Pure Body (Entei- Aquapolis #H08/H32, Aquapolis #010/147)

English Version:

To attach a (R) Energy card from 

your hand to Entei, you must 

discard an Energy card attached to

Entei.  (Attach the (R) Energy, 

and then discard an Energy card 

from Entei.)

Japanese Version:

To attach a (R) Energy card from 

your hand to Entei, you must first
discard an Energy card attached to

Entei.  (If you can’t discard an 

Energy card from Entei, you can’t 
attach the (R) Energy.)

(See the Aquapolis/Promo Suicune description.)

11. Healing Berry (Trainer- Aquapolis #125/147)

English Version:

Attach Healing Berry to 1 of your 

Pokémon that doesn’t already have 

a Pokémon Tool card attached to 

it.  If that Pokémon is Knocked 

Out, discard this card.

At the end of any turn, if the 

Pokémon this card is attached to 

has 20 HP or less, remove 3 damage

counters from that Pokémon and 

discard this card

Japanese Version:

Attach Healing Berry to 1 of your 

Pokémon that doesn’t already have 

a Pokémon Tool card attached to 

it.  If that Pokémon is Knocked 

Out, discard this card.

At any time between turns, if the 

Pokémon this card is attached to 

has 20 HP or less, remove 3 damage

counters from that Pokémon and 

discard this card

     The change here is similar to that of Expedition Darkness Energy.  In English you would use the card as soon as a turn ends, whereas in Japanese you could choose to wait until later in the between-turn interval to use it.  (You still have to use the card at some point if you can.)  Say, for example, a 50 HP Pokémon is Poisoned and has 2 damage counters on it when a turn ends.  In English you couldn’t use the card and remove the damage because at the point in time when the previous turn ended the Pokémon had too much HP remaining.  With the Japanese text you could wait until the Poison brought its HP low enough to trigger the card.

12. Drag Off (Machamp- Skyridge #H15/H32, Skyridge #016/144)

English Version:

Before doing damage, if your 

opponent has any Benched Pokémon, 

choose 1 of them and switch it 

with the Defending Pokémon.  If 

your opponent has no Benched 

Pokémon, ignore this effect.

Japanese Version:

Before doing damage, if your 

opponent has any Benched Pokémon, 

you may choose 1 of them and 

switch it with the Defending 

Pokémon.  If your opponent has no 

Benched Pokémon, ignore this 

effect.
     The switching effect is optional in Japanese, but required in English (so long as you can do it in the first place).  The freedom to choose whether or not to switch their Active Pokémon is gone, making Knock Outs difficult with this attack in light of its meager 20 damage.  Since the switching is before the damage, it would be an especially frustrating drawback if you are on the verge of Knocking Out a Pokémon.

13. Pure Body (Raikou- Skyridge #H26/H32, Skyridge #028/144)

English Version:

To attach a (L) Energy card from 

your hand to Raikou, you must 

discard an Energy card attached to

Raikou.  (Attach the (L) Energy, 

and then discard an Energy card 

from Raikou.)

Japanese Version:

To attach a (L) Energy card from 

your hand to Raikou, you must 

first discard an Energy card 

attached to Raikou.  (If you can’t

discard an Energy card from 

Raikou, you can’t attach the (L) 

Energy.)

(See the Aquapolis/Promo Suicune description.)

14. Lightning Sphere (Raikou- Skyridge #H26/H32, Skyridge #028/144)

English Version:

You may flip a coin.  If heads, 

discard all (L) Energy cards 

attached to Raikou.  This attack 

does 40 damage plus 20 more damage

for each Energy card discarded in 

this way
Japanese Version:

You may flip a coin.  If heads, 

discard all (L) Energy cards 

attached to Raikou and this attack

does 40 damage plus 20 more 

damage.

The second change on this Raikou is a considerable improvement.  If you choose to flip and get heads, the English card could do much more damage than the Japanese version.  If, despite its Pure Body, you were able to attach 3 (L) Energy cards to Raikou, the attack would do 100 damage and not just the flat 60 damage that the Japanese version would do for the very same discarding drawback.

15. Miracle Sphere γ (Trainer- Skyridge #131/144)

English Version:

Attach this card to 1 of your 

Evolved (G), (W), or (L) Pokémon 

in play.  That Pokémon may use 

this card's attack instead of its 

own. At the end of your turn, 

discard Miracle Sphere γ.
(LCC)   Thunder Force          30+

If the Pokémon using this attack 

has (G) and (L) basic Energy cards

attached to it, the Defending 

Pokémon is now Asleep and 

Poisoned.  If the Pokémon using 

this attack has (W) and (L) basic 

Energy cards attached to it, this 

attack does 30 damage plus 10 more

damage and lets you put 1 damage 

counter on each of your opponent’s

Benched Pokémon.
Japanese Version:

Attach this card to 1 of your 

Evolved (G), (W), or (L) Pokémon 

in play.  That Pokémon may use 

this card's attack instead of its 

own. At the end of your turn, 

discard Miracle Sphere γ.
(LCC)   Thunder Force          30+

If the Pokémon using this attack 

has (G) and (L) basic Energy cards

attached to it, the Defending 

Pokémon is now Asleep and 

Poisoned.  If the Pokémon using 

this attack has (W) and (L) basic 

Energy cards attached to it, this 

attack does 30 damage plus 10 more

damage and does 10 damage to each 

of your opponent’s Benched 

Pokémon.  (Don’t apply Weakness or
Resistance for Benched Pokémon.)
     This alteration, actually placing damage counters instead of just doing damage, makes the Technical Machine’s attack overall more powerful.  This gets through various barriers like Metal Energy and Misty’s Cloyster’s Shell Armor (Gym Heroes).  Occasionally this is a negative change, as in the case of Pokémon that prevent non-damage effects, like Suicune (Neo Revelation).  Besides infrequent situations like those, though, there is no real difference between the two.

16. Withering Dust (Beautifly- EX Ruby & Sapphire #002/109)

English Version:

As long as Beautifly is in play, 

do not apply Resistance for all 

Active Pokémon.

Japanese Version:

As long as Beautifly is in play, 

Active Pokémon (yours and your 

opponent’s) have no Resistance.

     The difference here is that in English a Pokémon still has its Resistance, though it is ignored when calculating damage.  In Japan, therefore, cards like Brock’s Kabutops (Pokémon Card VS- 1st Step- Leaders’ Pokémon) don’t get the bonus for attacking Pokémon with a certain Resistance.

17. Protective Dust (Dustox- EX Ruby & Sapphire #006/109)

English Version:

Prevent all effects of attacks, 

except damage, done to Dustox by 

the Attacking Pokémon.

Japanese Version:

Prevent all effects of your 

opponent’s attacks, Poké-Powers 

Poké-Bodies, Energy cards, and 

Trainer cards, except damage, done

to Dustox.

     The Japanese version of Protective Dust is much more powerful than the English version.  The English one can’t stop effects from Whirlwind Energy (Skyridge), Sharpedo’s Rough Skin (EX Ruby & Sapphire), and Poliwrath’s Strange Spiral (Skyidge), etc.  (Be aware, however, that due to vague Japanese text, this discrepancy may be an error on my part.)

18. Intimidating Fang (Mightyena- EX Ruby & Sapphire #010/109)

English Version:

As long as Mightyena is your 

Active Pokémon, any damage done to

your Pokémon by an opponent’s 

attack is reduced by 10 (before 

applying Weakness and Resistance)

Japanese Version:

As long as Mightyena is your 

Active Pokémon, any damage done to

your Pokémon by an opponent’s 

attack is reduced by 10 (after 

applying Weakness and Resistance)

     The general rule has always been to calculate Weakness and Resistance before non-Trainer card and non-Energy card influences on the Pokémon defending from the attack.  Nevertheless, rulebooks always say that a specific card’s text overrules all-encompassing general rules like this.  As a result, a 10 damage attack from a (P) Pokémon to a Mew, for example, would do no damage when the English Intimidating Fang is in effect (10-10=0, 0x2=0), but would do 10 damage with the Japanese Intimidating Fang (10*2=20, 20-10=10).

19. Hard Cocoon (Cascoon- EX Ruby & Sapphire #026/109)

English Version:

During your opponent’s turn, if 

Cascoon would be damaged by an 

opponent’s attack (after applying 

Weakness and Resistance), flip a 

coin.  If heads, that reduce that 

damage by 30.

Japanese Version:

If Cascoon would be damaged by an 

opponent’s attack (after applying 

Weakness and Resistance), flip a 

coin.  If heads, that reduce that 

damage by 30.

     It may be a surprise to some to learn that some cards your opponent might use have attacks that do damage to your Pokémon during your own turn [cards like Wobbuffet (Neo Discovery) and Rocket’s Moltres (Gym Heroes)].  These are only a few examples of cards with effects that the English version of Hard Cocoon don’t prevent and the Japanese version do prevent.  In other words, in Japanese, it doesn’t matter when your opponent’s attack damages you.  Wurmple’s other Stage 1 evolution in EX Ruby and Sapphire, Silcoon, also shares this alteration.

20. Hard Cocoon (Silcoon- EX Ruby & Sapphire #043/109)

English Version:

During your opponent’s turn, if 

Silcoon would be damaged by an 

opponent’s attack (after applying 

Weakness and Resistance), flip a 

coin.  If heads, that reduce that 

damage by 30.

Japanese Version:

If Silcoon would be damaged by an 

opponent’s attack (after applying 

Weakness and Resistance), flip a 

coin.  If heads, that reduce that 

damage by 30.

(See description at EX Ruby & Sapphire Cascoon.)

21. Pokémon Reversal (Trainer- EX Ruby & Sapphire #087/109)

English Version:

Flip a coin.  If heads, your 

opponent switches 1 of his or her 

Active Pokémon with 1 of his or 

her Benched Pokémon.
Japanese Version:

Flip a coin.  If heads, choose 1 

of your opponent’s Active Pokémon 

and 1 of his or her Benched 

Pokémon.  Your opponent switches 

those Pokémon.
     This already weakened card (from Gust of Wind) has been weakened further in English.  The Expedition Trainer card of the same name at least gave you the ability to choose the Pokémon being switched.  Now this is left to your opponent, making the card an even less desirable inclusion in a deck.  It is also of note that since now there are two, editions of this card with different effects, this could have no impact on you if you simply continue to use the older edition.  In Japanese, the card did the same as the Expedition edition.

22. Water Gun (Marril- Promo #29)

English Version:

Does 20 damage plus 10 more damage

for each Energy attached to Marril

but not used to pay for this 

attack’s Energy cost.  You can’t 

add more than 20 damage in this 

way.

Japanese Version:

Does 20 damage plus 10 more damage

for each (W) Energy attached to 

Marril but not used to pay for 

this attack’s Energy cost.  You 

can’t add more than 20 damage in 

this way.

     Wizards of the Coast has admitted this alteration was a mistake, but few could complain about the increased power of this Water Gun.  If you are playing Marill in a deck containing multiple types of Energy cards, you could get the bonus damage from types beside (W) in English.

23. Darkness Energy (EX Ruby & Sapphire- #093/109)

English Version:

If the Pokémon Darkness Energy is 

attached to attacks, the attack 

does 10 more damage to the Active 

Pokémon (before applying Weakness 

and Resistance).  Ignore this 

effect unless the Attacking 

Pokémon is (D) or has Dark in its 

name.  Darkness Energy provides 

(D) Energy.  (Doesn’t count as a 

basic Energy card.)

Japanese Version:

If the Pokémon Darkness Energy is 

attached to does damage to the 

Defending Pokémon with an attack, 

the attack does 10 more damage to 

the Defending Pokémon (after 

applying Weakness and Resistance).

Ignore this effect unless the 

Attacking Pokémon is (D) or has 

Dark in its name.  Darkness Energy

provides (D) Energy.  (Doesn’t 

count as a basic Energy card.)

     The general rule has always been to calculate Weakness and Resistance before an Energy card’s influence on the Pokémon defending from the attack.  Nevertheless, rulebooks always say that a specific card’s text overrules all-encompassing general rules like this.  An example of a consequential difference is that 20 base damage that a (D) Pokémon with this Darkness Energy attached to it does to Dusclops (Pokémon Card Game ADV- 2nd Step Expansion Pack- “The Miracle of the Desert”) would in the end do 60 damage in English (20+10=30, 30*2=60) but only 50 in Japanese (20*2=40, 40+10=50).

24. Snivel (Togepi- Promo #30)

English Version:

If the Defending Pokémon attacks 

Togepi during your opponent’s next

turn, any damage done to Togepi is

reduced by 20 (before applying 
Weakness and Resistance).  

(Benching or evolving either 
Pokémon ends this effect.)

Japanese Version:

If the Defending Pokémon attacks 

Togepi during your opponent’s next

turn, any damage done to Togepi is

reduced by 20 (after applying 
Weakness and Resistance).  

(Benching or evolving either 
Pokémon ends this effect.)

     The general rule has always been to calculate Weakness and Resistance before non-Trainer card and non-Energy card influences on the Pokémon defending from the attack.  Nevertheless, rulebooks always say that a specific card’s text overrules all-encompassing general rules like this.  Since Togepi has no Weakness, this change is incredibly slight.  If a Togetic card with a Weakness were hypothetically released, it could use a Memory Berry (Aquapolis) to use this attack, possibly causing a situation where the versions differ.
25. Vine Pull (Dark Ivysaur- Best Promo #006)
English Version:

Once during your turn when Dark 

Ivysaur retreats, choose 1 of your

opponent’s Benched Pokémon and 

switch it with his or her Active 

Pokémon.

Japanese Version:

Once during your turn when Dark 

Ivysaur retreats, your opponent 

chooses 1 of his or her Benched 

Pokémon and switches his or her 

Active Pokémon with it.

     This card also exhibits an improvement made in the transfer to English.  The English version gives you the power of choice when this Poké-Body is activated and not your opponent.  This is a fairly major change because the Pokémon you would like put out is usually the exact opposite of the Pokémon your opponent would like to put out.

