








Stage 0 – Geometric Distributions

• For each Pokémon in each region, model as a single Geometric 
distribution with probability p, expectation 1/p. 

• Sum all expectations.

# encounters = 4666



Stage 1 - Optimise

• For each Pokémon, only consider the highest encounter rate and add 
the expectation for that region only to the total.

• Lower bound: sum of number of expected encounters in that region 
for Pokémon we want

• Upper bound: sum of number of expected encounters in that region 
for all Pokémon

# encounters = [850, 3615]



Stage 2 – Level up 

• As for stage 1 but remove evolution lines: ie. Pokémon that ca be 
obtained by levelling up other species caught elsewhere

# encounters = [340, 2336]



Stage 3 – Conditional Expectation

• Use conditional expectation.

# encounters = [290, 302]
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