
FIGHT SWITCH

Start turn analysis

Empirical evidence override

Paranoia mode: speed, items,

damage, accuracy

Survival check

Switch legality check

Battle Tower legality gate

Team profile: Rumpus, Flux, Vortex

Threat ledger with named counters

Conservative strategy block

Decision FIGHT or SWITCH

Attack only after observed moves

and pessimistic assumptions are

applied

Switch only if the target survives

the paranoid threat model

Return action


