
Start turn analysis

Parse inputs, including active

Pokemon status

Generate type map

Build structured battle state

Recommend lead

Switch-viability precheck

Invalid-switch filter

Decision-making hierarchy

0. Existential threat 1. Mandatory defensive actions 1.1. Lone-survivor fallback 1.5. Opponent-status exploitation 2. Offensive knockout
3. Strategic disruption and

gambling
3.5. High-risk switch-in 4. Strategic switching 5. Standard offense

Return action plus recommended lead


