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INTRODUCTION: THE TWO-
HEADED UNDERDOG OF SINNOH

In  the  vast  world  of  competit ive
Pokémon,  few  creatures  embody  the
concept  of  the “sleeper  hit”  quite  like
Girafarig.  This  Normal/Psychic-type
giraffe  from  Johto  possesses  a  peculiar
trait:  a  tiny  but  fierce  head  on  its  tail
that  actually  possesses  its  own  brain.
While Girafarig never dominated the top
tiers of competitive play, it carved out a
unique niche in the Girafarig Smogon
DP metagame (Diamond and Pearl era).
For  p layers  look ing  to  surpr ise
opponents with a versatile pivot, a setup
sweeper,  or  a specially defensive wall,
Girafarig  offered  surprising  utility.  This
article dives deep into the stats, abilities,
movepool, and strategic roles that made
Girafarig  a  memorable  —  if  niche  —
choice in Smogon’s Diamond and Pearl
tiers.

UNDERSTANDING GIRAFARIG’S
BASE STATS AND TYPING IN DP

The
Normal/Psychic
Combination
Girafarig’s  typing  is  a  double-edged
sword.  Normal  grants  it  a  complete
immunity to Ghost-type moves, which is
rare and valuable in a generation where

Ghost-types like Gengar and Rotom ran
rampant. Psychic gives it a useful STAB
coverage  against  Fighting-types,  which
would  otherwise  threaten  it.  However,
the  two  types  also  combine  to  leave
Girafarig vulnerable to Dark-type moves
—  a  common  offensive  type  in  DP.  Its
stats  reflect  a  Pokémon  built  for
moderate offense and decent durability:

HP: 70 — Passable, but not bulky
without investment.
Attack: 80 — Good for a Normal-
type physical move like Return or
Body Slam.
Defense: 65 — Low; Girafarig
cannot take many physical hits.
Special Attack: 90 — Its best
offensive stat, enabling STAB
Psychic and coverage moves like
Thunderbolt.
Special Defense: 65 — Similarly
frail on the special side unless
invested.
Speed: 85 — Respectable but
outsped by many top threats like
Garchomp (102), Starmie (115),
and Gengar (110).

These  numbers  place  Girafarig  in  the
lower tiers of Smogon’s DP format, most
commonly  used  in  UU  (UnderUsed)  or
even NU (NeverUsed). Its low defenses
mean it  relies  on prediction and team
support to thrive.

ABILITIES THAT DEFINE ITS ROLE
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1. Inner Focus:
The Flinch Shield
In  DP,  flinch  moves  like  Air  Slash
(Togekiss) and Head Smash (Bastiodon)
could  ruin  a  slower  Pokémon.  Inner
Focus prevents flinching entirely, making
Girafarig  a  reliable  switch-in  against
such  threats.  It  also  blocks  Fake  Out,
which was common from Ambipom and
Persian  in  lower  tiers.  While  not  flashy,
this  ability  adds  consistency.

2. Early Bird:
Sleep Talk
Insurance
Sleep was a major status condition in DP,
with  Spore  from  Breloom  or  Sleep
Powder  from  Exeggutor.  Early  Bird
halves sleep turns, allowing Girafarig to
wake  up  faster.  This  synergizes
particularly well with a Rest set, turning
sleep into  a  recovery  move that  ends
quickly.

3. Sap Sipper
(Hidden Ability —
Not Available in
DP)
It’s worth noting that Sap Sipper, which
grants  immunity  to  Grass  moves  and
boosts  Attack,  was  introduced  in
Generation V.  In  the Girafarig  Smogon
DP  environment,  Girafarig  only  had
access  to  Inner  Focus  and  Early  Bird.

However,  some  players  enjoyed
theorycrafting with  Sap Sipper  in  later
generations, acknowledging that Grass-
type  immunity  would  have  made  it  a
more potent threat.

KEY MOVES AND COVERAGE
OPTIONS

Physical Moveset
Return — High base power (102
after max happiness) with Normal
STAB and no drawbacks.
Body Slam — 30% paralysis
chance, which can cripple faster
sweepers.
Zen Headbutt — Psychic STAB
with a 20% flinch chance; pairs
well with Inner Focus.
Earthquake — Crucial coverage
against Steel-types like Steelix,
Aggron, and Magnezone.
Crunch — Hits Ghost- and
Psychic-types; notably, does not
benefit from STAB but covers its
own Dark weakness.

Special Moveset
Psychic — Reliable STAB; 10%
chance to lower Special Defense.
Thunderbolt — Excellent
coverage against Water- and
Flying-types; also hits opposing
Psychic-types for neutral damage.
Shadow Ball — Hits Ghost-types
hard, but often redundant if you
have Crunch on the physical side.
Signal Beam — Bug-type
coverage for Dark- and Psychic-
types; weaker but still useful.
Calm Mind — Boosts Special
Attack and Special Defense,
enabling a sweeper role.
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Charge Beam — 70% chance to
raise Special Attack; risky but can
snowball.

Support Moves
Wish — Can pass large wishes to
teammates, making Girafarig a
pseudo-defensive pivot.
Protect — Stalls for Leftovers
recovery or Wish passing; also
scouts choice-locked moves.
Baton Pass — Transfers stat
boosts (like Calm Mind) to a more
threatening teammate.
Magic Coat — Reflects status
moves; useful against lead status
spreaders.

SMOGON ANALYSIS: GIRAFARIG
IN DP UU

Role: Niche
Special Tank or
Baton Pass
Agent
In Smogon’s DP UU tier, Girafarig faced
competition from other Normal/Psychic-
types  l ike  Hypno  and  Mr.  Mime.
However,  its  unique  combination  of
Wish, Baton Pass, and Calm Mind gave it
a distinct utility. The most common set
on the Smogon DP UU analysis  was
the Calm Mind + Wish passer:

Girafarig @ Leftovers
Ability: Inner Focus
EVs: 200 HP / 56 SpA / 252 SpD
Calm Nature
- Calm Mind

- Psychic
- Wish
- Protect / Baton Pass

This set maximized special bulk, allowing
Girafarig to set up on special attackers
like  Rotom  (without  Hidden  Power
Fighting)  or  Espeon.  After  one  or  two
Ca lm  Minds ,  Psych ic  became  a
threatening  STAB  move.  Wish  plus
Protect  provided  reliable  recovery  and
team support. Baton Pass allowed it to
pass  a  +2  SpA  boost  to  a  physical
sweeper  like  Gallade  or  Hitmonlee,
which  could  then  clean  up.

Offensive Calm
Mind Sweeper
Some players forgoed Wish for a third
coverage move:

Girafarig @ Life Orb
Ability: Inner Focus
EVs: 4 HP / 252 SpA / 252 Spe
Modest or Timid Nature
- Calm Mind
- Psychic
- Thunderbolt
- Shadow Ball / Signal Beam

With  maximum  Speed  and  Special
Attack,  this  set  aimed  to  sweep  late-
game after faster threats were removed.
However, Girafarig’s lack of bulk made it
risky to set up without a Wish passer or
screens support. Timid nature allowed it
to outpace neutral-natured Pokémon up
to base 80 Speed (like Weezing), but it
still lost to faster scarfers.

PHYSICAL ATTACKER: AN
ALTERNATIVE ROUTE
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Choice Band or
Scarf Sets
Although  less  common,  a  physical
Girafarig  could  catch  opponents  off
guard. With a base 80 Attack, it  could
hold a Choice Band to hit hard:

Girafarig @ Choice Band
Ability: Inner Focus
EVs: 252 Atk / 4 Def / 252 Spe
Jolly Nature
- Return
- Zen Headbutt
- Earthquake
- Crunch / Sucker Punch

Return and Zen Headbutt provided dual
STAB,  Earthquake  hit  Steel-types,  and
Crunch hit Ghosts. Sucker Punch gave a
priority option, but its base power was
low  and  unreliable.  The  Choice  Scarf
variant allowed it to outspeed up to base
110 Pokémon (Timid Gengar) after Jolly,
but its damage output suffered.

TEAM SYNERGY IN THE DP
METAGAME

Core Partners
To succeed with Girafarig, you needed a
team that covered its weaknesses. Dark-
types were the biggest threat, especially
Absol  in  UU or  Houndoom. A Fighting-
type  teammate  like  Hitmontop  or
Poliwrath could switch into Dark moves
and threaten them with Close Combat or
Mach  Punch.  Additionally,  Girafarig
appreciated entry hazard support  from
Pokémon  like  Froslass  or  Donphan  to
wear down its checks.
A popular core in Smogon DP UU was
Girafarig + Steelix. Steelix could set up

Stealth  Rock  and  Roar  away  setup
sweepers, while Girafarig used Wish to
keep Steelix healthy. In return, Steelix’s
physical bulk handled the physical hits
Girafarig feared. This synergy was noted
in  Smogon’s  own  Viability  Rankings
discussions.

COUNTERING GIRAFARIG IN DP

Dark-types and
Physical Walls
Because  Girafarig’s  special  set  lacked
Fighting  coverage,  Dark-types  like
Umbreon, Spiritomb, and Drapion were
perfect  counters.  They  could  absorb
Psychic and Thunderbolt with ease and
retaliate  with  STAB  Dark  Pulse  or
Crunch.  Spiritomb,  in  particular,  was
immune to Normal and Psychic, forcing
Girafarig  to  rely  on  a  weaker  Shadow
Ball or Signal Beam.
Physical walls with high Defense, such as
Donphan,  Hippowdon  (in  OU),  and
Registeel  (in  UU),  also  laughed  at
Girafarig’s attacks. A specially defensive
Registeel could set up Stealth Rock and
eventually  wear  Girafarig  down  with
Seismic  Toss.

GIRAFARIG IN OTHER SMOGON
DP TIERS

NeverUsed (NU)
Dominance
In  Smogon’s DP NU tier,  Girafarig was
considered  one  of  the  top  threats.
Without  the  competition  from stronger
Psychic-types like Espeon or Gardevoir,
Girafarig’s  Calm  Mind  set  often  ran
rampant.  NU  analysis  highlighted  its
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versatility  as  a  sweeper  and  Wish
passer.  The  only  reliable  checks  were
Pokémon like Munchlax (with Thick Fat)
or Dark-types such as Purugly.

UnderUsed (UU)
Niche
In  UU,  Girafarig  faced  stiff  competition
bu t  ma in ta ined  a  sma l l  u sage
percentage.  Its  unique ability  to Baton
Pass Calm Mind boosts set it apart from
other special attackers. The Smogon UU
community  often  debated  whether

Girafarig deserved a higher tier ranking,
but its frailty kept it from rising.

CONCLUSION: THE SURPRISING
LEGACY OF A TWO-TAILED
WONDER

Girafarig may never have been a top-tier
threat  in  the  Diamond  and  Pearl
competitive  scene,  but  its  role  in
Smogon’s  lower  tiers  showcased  the
beauty of Pokémon’s depth. With a mix
of  support,  setup,  and  surprising
coverage, Girafarig could clutch games
when  built  correctly.  The  Girafarig
Smogon DP analysis remains a classic
example of how a seemingly


