
Free turn

Other directive

None

Yes

No

Move

Switch

Start turn analysis

Use battle_screen_text as primary

local context

Immediate context directive

present?

Free-turn exception bypasses the HP

gate

Follow directive before normal

strategy

Forced-choice desperation state?

Last-stand override can break

normal HP and sleep rules

1. 4x weakness gate

2. Status gate on active Pokemon

3. Critical HP gate

4. Opponent stat-change analysis

5. Prefer invulnerability move when

low HP

6. Action analysis on the current

opponent

7. Do not switch to sleeping

Pokemon

Move or Switch

8. Offensive analysis

9. Defensive switching analysis

Super effective, then STAB, then

neutral

Explicit dual-type offense

calculation with immunity collapse

Return action

AI prediction and counter-switch

risk

Assess likely STAB damage first

Assess known coverage and all known

moves

Check both STAB branches for dual-

type opponents

Weigh switch cost against immediate

damage

Switch target must remain

offensively viable

Switch target must not be fainted

If no viable switch exists,

override back into move logic


