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COS:CORE

MATCHUP ARCHITECTURE
HANDBOOK
OMNI-PAUL

BOOK FOUR — ROAD TO TOP PLAYER

THE DECISION ENGINE

1. CREATE STATES Use movement, checks and pressure to make the opponent 
reveal a preferred answer.

2. CLASSIFY RESPONSES Turn repeated behavior into reusable response folders 
instead of isolated guesses.

3. COUNTERBRANCH Attach the safest high-value Paul answer to each verified 
response family.

4. RETAIN ADVANTAGE Convert openings into wall state, Heat leverage and 
another controlled decision.

5. SPECIALIZE Overlay character-specific knowledge without losing the 
universal behavioral skeleton.

ROAD TO TOP PLAYER
Book Three makes Paul executable. Book Four makes Paul interrogative: every safe check, range change, 
pressure sequence and Heat threat is treated as a question designed to reveal how the opponent solves the 
situation.

Target: Cosmic-level Tekken structure + decade-equivalent Paul fluency + Omnivera adaptation



COS:CORE MATCHUP ARCHITECTURE • BOOK FOUR — ROAD TO TOP PLAYER  2

SERIES TRANSITION

1. Book Four Begins Where Acquisition Ends
The road to top player is not another movelist. It is a decision architecture layered on top of 
Book Three’s clean technical chassis.

Book Primary object Question

Book One — Matchup Skeleton Opponent architecture What behavioral system is producing 
the opponent’s decisions?

Book Two — Translation Skeleton Player architecture
Which Omnivera strengths already 
transfer, and which Tekken 
expressions are missing?

Book Three — Acquisition Engine Skill installation
How do missing Tekken expressions 
become cheap, reliable Paul 
behaviors?

Book Four — Road to Top Player Decision architecture
How does Omni-Paul deliberately 
create, identify and defeat strong-
player responses across a set?

INHERITED TARGET
Book Three ends with the mature visual target: Cosmic playing Paul with the same decade-scale character 
fluency he has on Law, then adding Omnivera’s adaptation, versatility, comeback ability and cross-game 
learning speed. Book Four does not claim that target is reached; it defines the specialization layer required 
to approach it.

Book Three’s promotion gate explicitly points toward matchup specialization, pressure depth, opponent 
folders and specialist refinement. Book Four turns those future categories into a training operating system.

BOOK FOUR DOCTRINE
Do not ask “what move should I press?” first. Ask “what state did I create, what did the opponent choose, 
and what response family does that choice belong to?”
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MATERIAL INDEX

2. The Ten-Source Road-to-Top-Player Packet
Five sources form the technical chassis inherited from Book Three. Five additional sources 
supply the response-reading and pressure architecture that makes Book Four possible.

ID Source Layer Book Four use

S1
This is How You Optimize Paul 
Phoenix

Technical chassis
Wall carry geometry, micro-
positioning, high-value wall 
conversion.

S2
HOW TO DO PAUL MAX WALL 
DAMAGE COMBO (3 2 sway 
deathfist)

Technical chassis
Advanced wall cash-out timing 
and execution order.

S3
Tekken 8 Paul Basic Punishment 
Guide!

Technical chassis
Compact punish family / reach 
ladder.

S4
MASTER the Korean Backdash 2-
minute Tekken 8 Guide

Technical chassis
Clean movement sequencing; 
both-side practice; backsway error 
visibility.

S5
How to Korean Backdash On 
Keyboard - Non SOCD

Technical chassis
Alternate keyboard 
implementation with slow timing 
emphasis.

S6
ULTIMATE PAUL PHOENIX Guide 
TEKKEN 8 | Mind games & 
Strategy

Decision layer
Whiff baiting, counterhit fishing, 
opponent-habit reads, pressure 
and game-plan logic.

S7
PAUL Guaranteed Guard Break 
Trap Guide

Decision layer
Heat guard-break wake-up tree; 
read-dependent branch 
correction.

S8
Unleashing Paul Down Forward 4 
Setups and Frame traps

Decision layer
df4 as a behavioral probe and 
frame-trap starter.

S9
How To use Paul’s Plus Frame 
Moves For Setups and Combos

Decision layer
Plus-frame states, wall pressure 
and “see response, then design 
attack.”

S10 Paul Phoenix DF1 Chain Guide Decision layer
Recursive df1 / sway / deep-dive 
chain; cancel-to-block information 
gathering.

MATERIAL LIMIT
The transcripts are instructional sources supplied by the user. Book Four preserves their claims as source 
material and does not silently treat every frame value, route or interaction as patch-permanent truth. 
Where sources disagree, the handbook creates a validation gate instead of choosing a winner.
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EVIDENCE DISCIPLINE

3. The Top-Player Edition Needs a Collision Ledger
Strong players cannot build muscle memory on unresolved source disagreement. Book Four 
therefore separates strategy that survives patches from technical claims that require validation.

Topic What the packet says Book Four handling

Basic punishment

S3 lists 10f 1,2,3; 12f b1,2; 14f f2; 15f 
df2/uf3,4; 16f 4,3,1. S6 later describes a 
different ladder, including f2 at 13f and b3 
at 14f.

Treat the exact ladder as a lab-validation 
item before encoding. Preserve the 
invariant: correct punish family must 
consider frame window and reach.

f2 frame language

S6’s transcript contains internally 
inconsistent frame language around f2 
while consistently describing it as a whiff 
punish / pressure / Heat tool.

Use its strategic role now; do not promote 
the disputed frame number without 
validation.

Pressure numbers
S8/S9 provide specific advantages and 
interrupt examples for df4, f1+2 and uf2.

Tag as SOURCE-DERIVED and re-test on the 
current game build before final muscle-
memory gate.

Ghost behavior
The packet describes human training and 
tactical systems, not verified internal 
Tekken Ghost implementation.

Ghost is used as a practice/archive model, 
not proof of internal AI logic.

VALIDATION RULE
If a technical number changes, the decision architecture should still stand: identify the state, enumerate 
legal opponent responses, verify the safe counterbranch, and version the result.
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CORE MODEL

4. The Top-Player Decision Loop
Paul becomes dangerous when the opponent is forced to answer questions faster than they can 
hide their preferences.

Book Four converts “pressure” into a repeatable information cycle.

1. CREATE STATE — use movement, df4, df1, plus-frame tools, wall geometry or Heat to constrain the next 
interaction.

2. ASK QUESTION — choose a safe or justified action whose value includes revealing the opponent’s preferred 
answer.

3. OBSERVE RESPONSE — record press, freeze, step, retreat, duck, interrupt timing, ground choice or wake-up 
timing.

4. CLASSIFY FOLDER — map the response to a reusable behavioral family rather than treating it as a one-off 
surprise.

5. COUNTERBRANCH — use the smallest reliable Paul answer that defeats that response without 
overspending risk.

6. CONVERT / RETAIN — cash out the opening, improve wall state, and immediately create the next question.

OMNIVERA TRANSFER
This is the Tekken equivalent of turning a Brawlhalla dodge/landing habit into a chase tree. The cross-game 
invariant is not the input; it is state recognition followed by branch-specific retaliation.
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QUESTION TOOL 01

5. df4 Becomes a Behavioral Probe
S6 and S8 both treat down-forward 4 as more than a poke: it is a state that lets Paul learn what 
the opponent wants to do next.

SOURCE-DERIVED [S6 + S8]
The sources describe df4 as a safe setup/check, give -2 on block and +8 on hit, and repeatedly instruct the 
player to watch what the opponent does after blocking it. S8 explicitly says to use the interaction to check 
how the opponent responds before choosing later branches.

Observed answer after df4 What it tells Omni-Paul Training branch

Fast button / poke
Opponent wants to reclaim turn 
immediately.

Block/step first; confirm whether the 
button creates a whiff or counterhit 
opportunity before escalating.

Freeze / respect The probe has created hesitation.
Advance into low/mid/throw/plus-frame 
pressure only after confirming the 
respect is stable.

Sidestep / sidewalk Opponent is solving pressure laterally.
Delay/re-align or select the tested 
tracking/homing branch; do not autopilot 
the linear follow-up.

Backdash Opponent is solving the state through 
range exit.

Reclassify spacing; use forward 
movement or a reach-aware branch 
rather than whiffing short-range 
pressure.

Parry / specialized defense Opponent is answering the move family 
rather than the timing.

Return to smaller checks or a different 
attack family; collect another sample.

PRACTICE GATE
Run 20 df4 probe interactions where damage is irrelevant. BAG$ scores only the classification: PRESS / 
FREEZE / STEP / BACKDASH / OTHER. No hard read may be promoted until the same answer appears at least 
twice in comparable states.
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QUESTION TOOL 02

6. df1 Chain: Pressure as Recursive Information
S10 supplies a model where df1, sway/deep-dive transitions and cancel-to-block are used to 
provoke a response, observe it, and only then commit.

SOURCE-DERIVED [S10]
The source describes going from df1 into deep dive and blocking to see what the opponent does, then 
countering the observed attack. It also says a knowledge check can be cancelled to block first, after which 
the player can plan the attack.

Layer Purpose Failure if misused

df1 contact Enter a familiar close-range decision 
state.

Treating contact as permission to finish a 
memorized string.

Sway / deep-dive transition Change timing and available branches.
Using the stance automatically even 
when the opponent has a known 
interrupt.

Cancel to block Buy information without spending the 
full branch.

Calling it “passive” and skipping the 
observation phase.

Re-entry Punish the specific answer once its 
timing is known.

Re-entering with the same timing after 
the opponent has adapted.

Wall version
Opponent has fewer range exits, 
increasing branch pressure.

Assuming wall pressure is automatically 
safe; character-specific answers still 
matter.

BOOK FOUR INTERPRETATION
A stance transition is not inherently “pressure.” It becomes pressure when it narrows the opponent’s 
answers and Omni-Paul has a prepared branch for the answer they select.
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QUESTION TOOL 03

7. Plus Frames Are Option Compression, Not Permission to 
Mash
S9 is most valuable when read as a response-design lesson rather than as a list of favorable 
frame situations.

SOURCE-DERIVED [S9]
The source presents f1+2 and uf2 as plus-frame tools, discusses how crouch state, tracking, range, wall 
proximity and Heat change the opponent’s available responses, and explicitly recommends seeing the 
opponent’s response first and then designing the attack.

State variable Question to ask Why top-player Omni-Paul cares

Frame advantage Which fast answers are still legal? Eliminates fake pressure and identifies 
the real interrupt window.

Crouch / standing state Which while-standing or ducking options 
become likely?

Changes the answer tree even when the 
frame number is favorable.

Tracking / axis Can the opponent step the next branch? Prevents linear pressure from becoming 
a predictable escape point.

Wall proximity Does the same hit now threaten wall 
splat / break / trapped movement?

Raises the value of preserving position 
over taking immediate damage.

Heat availability
Does the state become a 
launcher/engager/guard-break threat 
according to the tested build?

Changes both opponent fear and 
resource economics.

PRESSURE RULE
The correct follow-up is not “the strongest move.” It is the move that best punishes the response the 
opponent has demonstrated while preserving the next stable state.
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QUESTION TOOL 04

8. Heat Guard Break: A Forced-Response Tree
S7 gives Book Four a concrete example of how one setup becomes a small decision tree rather 
than a single trick.

SOURCE-DERIVED [S7]
The source describes two Heat-only guard-break routes, a +12 guard-break state, a wall-splatting 12f follow-
up option, grounded damage if the opponent stays down, and an interrupt branch when the opponent 
stands and jabs. It repeatedly says the setup ultimately depends on reading how the opponent reacts.

Opponent choice Source-described consequence Omni-Paul classification

Gets up into the charged guard-break 
line

Guard break into a 12f-or-faster follow-
up; wall value rises near the wall.

QUICK GET-UP / RESPECT

Stays grounded The charged attack can hit grounded for 
damage.

STAY GROUNDED

Gets up and instantly jabs The delayed charge can be interrupted. FAST INTERRUPT

Repeats the jab response
Source recommends removing the delay 
so b2,1 can counterhit instead of 
charging fully.

VERIFIED INTERRUPT HABIT

DO NOT TURN THIS INTO A GIMMICK
The Book Four value is the branch logic: wake-up choice  observe  alter timing. If the exact setup → →
changes with a patch, preserve the process and re-validate the move-specific branch.
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PAUL IDENTITY

9. Whiff Baiting + Counterhit Fishing = Omni-Paul’s Native 
Entry Point
S6 describes Paul as a risk/reward character built around whiff baiting, counterhit conversion, 
plus-frame bullying and large reward rather than pure poke volume.

SOURCE-DERIVED [S6]
The source says the player should bait whiffs, counterhit launch, use plus frames and Heat pressure, and 
learn where to move after particular hits to set the opponent up. It also repeatedly emphasizes sidestep-
block, whiff confirmation and opponent habit recognition.

Omnivera Brawlhalla instinct Paul expression Top-player refinement

Make the opponent miss Micro-backdash / step / range exit Do not swing until the miss is visually 
confirmed.

Read a defensive habit Observe post-check response Require repeated evidence before the 
hard read.

Explode on an opening Counterhit / launcher / punish 
conversion

Route by wall geometry rather than max-
damage autopilot.

Keep the opponent in a bad state Plus frames / wall / Heat pressure Retain advantage with a second question 
instead of resetting neutral voluntarily.

Adapt mid-set Change chase timing after opponent 
adjustment

Track first response and second response 
separately.

STYLE TARGET
Controlled aggression: threatening enough to force answers, disciplined enough to wait for the answer, 
explosive enough to make a correct read expensive.
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MOVEMENT UPGRADE

10. Book Three Movement Now Generates Questions
KBD, dash-block and sidestep are no longer isolated mechanics. Book Four attaches each 
movement action to a response hypothesis.

Movement action Question created Useful answer

Micro-backdash Will they chase the vacated range? Chase timing exposes a whiff-punish 
window or reveals restraint.

Dash-block Will they preempt the approach?
Early button becomes a timing/whiff 
sample; patience becomes entry 
permission.

Small sidestep-block Will the opponent answer linearly or re-
align?

Linear answer can whiff; tracking/re-
alignment reveals their adaptation.

Wall-preserving movement Will they overextend to escape the wall? Escape attempt creates a character-
specific wall branch.

Purposeful range re-entry Will they repeat the same keepout after 
seeing the first retreat?

Repeated timing becomes a punishable 
response folder.

NO REHEARSAL NOISE
Movement that does not avoid a threat, gather information, improve geometry or prepare a punish is not 
automatically useful just because it looks advanced.
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RESPONSE OPERATING SYSTEM

11. Eight Behavioral Folders Before Character Matchups
Book One taught beatable strategy folders. Book Four gives Omni-Paul a Tekken-specific first-
pass folder system for the most common answers surfaced by the supplied sources.

These folders are behavioral categories. Character-specific matchup data is layered on after the behavior is identified.

FOLDER RULE
Never write “Character X always does Y.” Write “In this state, this player has repeatedly chosen response 
family Y; Character X determines which concrete moves make that response possible.”
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RESPONSE FOLDERS A

12. Press, Respect, Step, Retreat
The first four folders cover the most common ways opponents attempt to reclaim control after 
Paul creates a question.

Folder Observable signal Default Omni-Paul objective Evidence needed before 
escalation

PRESS / MASH
Immediate jab, df1, dickjab or 
other fast challenge after the 
same state.

Make the challenge whiff, block 
it, or counterhit it with the 
tested branch.

Same timing family appears 
twice; verify the button is 
actually 
punishable/interruptible in that 
state.

RESPECT / FREEZE
Block, delayed response, no 
immediate challenge.

Take controlled space, add 
low/throw/mid pressure, or 
repeat the safe question.

Respect persists after one 
additional layer; do not assume 
one freeze equals fear.

SIDESTEP / SIDEWALK
Lateral escape after 
df4/df1/plus-frame state.

Re-align, delay, or use validated 
tracking/homing response.

Identify direction and whether 
the step is state-specific or 
universal.

BACKDASH / RETREAT
Opponent exits range instead of 
contesting.

Extend safely, use reach-aware 
whiff/keepout tool, or preserve 
wall pressure.

Confirm whether retreat creates 
a real whiff on the chosen 
follow-up.

OMNIVERA ADVANTAGE
These are not new conceptual categories for an elite platform-fighter learner: they are Tekken expressions 
of attack, dodge/evade, disengage and respect. The acceleration comes from reusing the category while 
learning the 3D answer.
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RESPONSE FOLDERS B

13. Duck, Fast Interrupt, Grounded, Quick Get-Up
The second set captures responses created by high/low state, stance transitions, wake-up 
pressure and Heat threat.

Folder Observable signal Default Omni-Paul objective Do not assume

DUCK / LOW RESPONSE
Opponent ducks a high, uses 
low interrupt, or crouch state 
changes the next answer.

Shift to safe mids / state-aware 
branches and track whether the 
crouch came from choice or 
forced state.

That every crouch is a read; 
some tools force crouch or 
change while-standing access.

FAST INTERRUPT
Opponent identifies a delay and 
inserts the fastest available 
answer.

Tighten timing, cancel-to-block, 
step, or use the source-tested 
counterhit branch.

That the interrupt works against 
every transition; test exact state 
and character.

STAY GROUNDED
Opponent refuses immediate 
wake-up to avoid pressure.

Use validated grounded damage 
/ oki and preserve the wall state.

That forcing get-up is always 
better than taking guaranteed 
grounded value.

QUICK GET-UP
Opponent rises immediately 
into the next pressure state.

Use the prepared wake-up 
branch, including Heat/guard-
break logic where validated.

That quick get-up means fear; it 
may be matchup knowledge or 
timing preference.

CLASSIFICATION BEFORE PUNISHMENT
The folder is a hypothesis. The punish branch becomes “owned” only after the interaction is reproduced 
under variable timing and survives the opponent’s first adjustment.
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RISK CONTROL

14. The Omni-Paul Commitment Ladder
Top-player Paul cannot spend Deathfist-sized risk on every suspicion. Book Four separates 
information tools from read-dependent commitments.

Tier Purpose Examples from packet Promotion condition

0 — Observe Gather without forcing a read.
Block after df1/deep dive; 
sidestep-block; watch post-df4 
response.

One response family becomes 
visible.

1 — Safe question Repeat a low-cost state to test 
consistency.

df4 check; jab/df1 pressure 
entry; movement range gate.

Response repeats in comparable 
context.

2 — Soft counter
Answer the family with limited 
exposure.

Re-align vs step; reach-adjust vs 
backdash; cancel-to-block vs 
interrupt.

Soft counter succeeds without 
losing control.

3 — Hard read
Use a high-reward branch 
because the evidence is strong.

Counterhit launcher, read-based 
sidestep punish, guard-break 
timing adjustment.

Habit survives opponent 
awareness or multiple set 
samples.

4 — Closeout Spend resource/risk because 
round economics justify it.

Heat pressure, wall cash-out, 
high-value conversion.

Reward materially changes 
round win probability.

COSMIC ATTRIBUTE TO INSTALL
Composure is the brake that lets Omnivera’s retaliation become lethal instead of impulsive. The goal is not 
to reduce his reads; it is to delay expensive reads until the evidence deserves them.
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ROUND ARCHITECTURE

15. Discovery → Compression → Conversion → Closeout
A top-player round should have information phases. Omni-Paul does not need the same level of 
uncertainty at second 50 that he had at round start.

Phase Primary objective Allowed behavior Failure mode

Discovery
Find the opponent’s first stable 
response.

Safe checks, movement 
questions, cancel-to-block, low-
cost probes.

Opening with maximum-risk 
mix before any state is 
understood.

Compression
Remove one or two answers 
from the opponent’s comfort 
set.

Repeat the verified state; punish 
the preferred escape; preserve 
wall axis.

Changing tools so quickly that 
no habit can be measured.

Conversion Make the correct read 
expensive.

Punish / launch / wall carry / 
Heat use according to geometry.

Winning the interaction but 
cashing out poorly.

Closeout
Reduce variance while 
protecting the lead or final mix.

Stable punish, safe pressure, 
wall containment, timer/health 
awareness.

Using comeback-style risk while 
already ahead.

PLAY TO EXCEL / PLAY TO WIN
Inherited COS:CORE mindset applies here: build leads with disciplined excellence; close rounds with the 
smallest reliable path that protects the result.
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SET ARCHITECTURE

16. A Set Is a Learning Sequence, Not Repeated Ranked 
Games
The strongest part of Omnivera’s identity should appear between games: the opponent’s 
adaptation becomes new data rather than a reason to abandon the plan.

The opponent’s second response matters as much as the first; that is where adaptation becomes counter-adaptation.

Set phase Coach / player question What gets written down

Game 1 — Discover What state did they answer the same 
way twice?

One verified response folder + one 
uncertain folder.

Game 2 — Validate Did the response survive awareness and 
context change?

Direction/timing details; whether your 
first counter worked.

Game 3 — Exploit Which branch now gives the best reward 
at acceptable risk?

Conversion quality, wall result, whether 
they adapted.

Later set — Counter-adapt What did they choose after realizing you 
solved the first habit?

Second response. This becomes the next 
branch of the folder.

FIRST + SECOND RESPONSE RULE
First response shows habit. Second response shows adjustment. Book Four treats both as separate nodes; 
otherwise “adaptation” becomes vague storytelling instead of a testable set model.
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SPECIALIZATION

17. Behavior Folder First, Character Overlay Second
This is how Book Four scales to the Tekken roster without turning Omni-Paul into a giant 
disconnected matchup spreadsheet.

Layer Question Example entry

Universal state What happened before the decision? df4 blocked at close range; wall one 
backdash away.

Behavior folder How did this player answer? SIDESTEP / SIDEWALK.

Character overlay What character-specific moves make that 
answer strong or weak?

Exact punish/track/interrupt must be 
labbed for that character.

Paul branch What is Omni-Paul’s validated response? Delay/re-align, homing/tracking option, 
or step-block into punish.

Counter-adaptation What does the opponent do after the 
branch is shown?

Freeze, duck, jab, retreat, etc. — creates a 
second folder node.

Evidence status How sure are we? Observed once / repeated / lab-validated / 
tournament-confirmed.

SCALABILITY PRINCIPLE
Character knowledge should refine the response folder, not replace it. This lets BAG$ transfer his existing 
pattern-recognition speed while gradually adding the Tekken-specific details that Brawlhalla cannot supply.
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POSITIONAL SPECIALIZATION

18. The Wall Is a Decision Compressor
Book Three taught wall-distance routing. Book Four adds the strategic consequence: the wall 
removes escape space and increases the value of already-verified pressure branches.

SOURCE-DERIVED [S1/S2/S7/S9/S10]
Across the packet, wall proximity repeatedly increases Paul’s reward: S1/S2 focus on carry and wall cash-
out; S7 prefers a wall-splatting follow-up after guard break; S9 discusses wall splat/break pressure; S10 
notes df1-chain pressure becomes stronger when backdash escape is removed.

Open field Near wall Omni-Paul implication

Opponent can retreat to reset range. Backdash space is reduced. Pressure branches gain value because 
retreat folder is compressed.

Conversion reward depends on carry 
distance.

Launcher can immediately threaten wall 
reward.

Stage Use 22 should become route + 
pressure planning, not just combo 
damage.

Opponent may accept small hit to 
disengage.

Small loss can keep them trapped. Evaluate position value separately from 
raw damage.

Step direction can create new axis. Wall geometry can restrict lateral 
movement.

Re-test which lateral answers remain 
legal before assuming a trap.

WALL QUESTION
After every wall conversion ask: “What escape does this player believe is still available?” The next pressure 
sequence should test that belief.
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RESOURCE SPECIALIZATION

19. Heat Is a Decision-Compression Resource
The packet presents Heat not only as damage, but as a way to change what the opponent must 
respect.

Source signal Strategic interpretation Book Four use

S6: plus-frame/Heat pressure and heavy 
reward

Heat magnifies the cost of a wrong 
defensive answer.

Activate when a response folder is 
already understood, not only because 
Heat is available.

S7: Heat-only guard breaks Heat introduces wake-up/guard-break 
forced-response branches.

Use to compress GET-UP / STAY-DOWN / 
INTERRUPT decisions where validated.

S9: Heat changes launch/extension 
behavior

The same move can change 
reward/resource economics in Heat.

Add Heat state to every matchup folder 
as a separate branch variable.

S1/S2: positioning can determine wall 
cash-out

Resource value rises when it improves 
geometry, not only combo length.

Spend Heat to improve position if the 
resulting wall state is worth more than 
immediate damage.

HEAT RULE
Do not use Heat to create chaos that Omni-Paul cannot read. Use it to compress the opponent into a smaller, 
better-understood answer set.
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GHOST ENGINEERING

20. Book Four Ghost Versions: Encode Decisions, Not Just 
Inputs
Book Three stopped at v5 Omni-Paul integration. Book Four continues the version-control 
mindset into opponent-response modeling.

No Ghost version is promoted because it wins. It is promoted because the targeted decision layer is auditable.

Version Seed only after… Reject if…

v6 — Probe Ghost
df4/df1/movement questions are technically 
clean and do not contain accidental panic 
branches.

It finishes strings automatically instead of 
observing the target response.

v7 — Response Ghost Press/step/retreat/duck folders each have at 
least one validated soft counter.

The same answer is used against every 
folder.

v8 — Pressure Ghost
Plus-frame and Heat pressure branches 
preserve state and include cancel-to-block 
observation.

Pressure becomes uninterrupted offense 
with no information phase.

v9 — Matchup Ghost
One character overlay has exact lab-
validated answers attached to universal 
folders.

Character knowledge erases the universal 
behavior model.

v10 — Specialist Ghost
The system can represent first response, 
second response and set counter-
adaptation.

It can only replay Game-1 habits.

GHOST LIMIT
The supplied sources do not establish Tekken’s internal Ghost learning algorithm. This handbook uses 
“Ghost versioning” as a coaching/archive workflow: human behavior is trained, audited, then intentionally 
transferred into the practice Ghost where possible.
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PRACTICE REGIMEN

21. The 120-Minute Road-to-Top-Player Session
Book Four shifts volume away from raw technique acquisition and toward state creation, 
response classification and set transfer.

Time Block Purpose / KPI

0–10 Technical boot
Clean KBD/dash-block + punish warm-up. 
KPI: no new technique; only stable Book 
Three chassis.

10–25 Probe lab
df4 / df1 / one plus-frame state. KPI: 
enumerate legal opponent response 
families.

25–40 Binary response drill
Dummy chooses between two answers. KPI: 

80% correct classification before hard ≥
punish.

40–55 Variable response drill 3–4 randomized folders. KPI: classify first, 
counter second.

55–70 Wall / Heat branch
Repeat one response tree with and without 
wall/Heat. KPI: state-aware branch 
selection.

70–85 Matchup overlay One character only. Add exact move-
specific answer to one universal folder.

85–100 Ghost version block Feed only today’s audited branch; remove 
accidental autopilot behavior.

100–120 FT3 / FT5 transfer
One declared question tool. Track first 
response and second response; no mid-set 
move collecting.

SESSION RULE
One new question architecture per session. Omnivera’s breadth is an accelerator after structure exists; 
before structure, breadth hides which branch actually improved.
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MICROCYCLE

22. Seven-Day Specialist Microcycle
The cycle alternates information, pressure, matchup and transfer so the decision system is 
trained under increasing uncertainty.

Day Primary focus Deliverable

Day 1 Probe precision df4 + movement question tree; 50 
classified responses.

Day 2 Recursive pressure df1 / cancel-to-block / re-entry tree; 
identify interrupt and step branches.

Day 3 Plus-frame / Heat pressure One plus-frame state + Heat variation; 
build option table, not combo list.

Day 4 Wall decision compression Carry  cash-out  second question. → →
Track voluntary neutral resets.

Day 5 Matchup overlay
One character; attach exact 
punish/step/interrupt data to two 
universal folders.

Day 6 Set laboratory FT5/FT10 with written Game-1, Game-2, 
Game-3 adaptation notes.

Day 7 Audit / light day
Ghost review, failure clips, collision 
ledger re-validation, 45–60 min low-
volume maintenance.

PROMOTION CONDITION
A week counts as successful when BAG$ can explain why a branch worked, name the opponent response it 
defeated, and reproduce the branch under randomized timing. Win rate alone is insufficient.
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MEASUREMENT

23. Road-to-Top-Player Dashboard
These KPIs measure the decision engine underneath rank. They are designed to catch fake 
progress early.

KPI Measure Target meaning

Probe Classification % correct response folder ÷ probe interactions Can Omni-Paul identify what the opponent 
chose before reacting?

False Hard-Read Rate hard reads taken without repeated 
evidence ÷ hard reads

Is retaliation disciplined by evidence? 
Lower is better.

Counterbranch Success % validated counter succeeds ÷ branch 
attempts

Does the folder have a real answer or only 
a theory?

Second-Response Capture % sets where opponent adjustment is logged ÷ 
sets

Is adaptation being measured beyond Game 
1?

Voluntary Neutral Reset Rate won interactions that unnecessarily reset 
spacing ÷ won interactions

Is Dominance / advantage retention 
improving? Lower is better.

Wall State Retention wall conversions followed by controlled 
second turn ÷ wall conversions

Is Stage Use becoming Tekken control?

Matchup Overlay Coverage validated character-specific answers 
attached to folders

Is Paul fluency becoming character-deep 
rather than generic?

Ghost Decision Fidelity audited branches reproduced by practice 
Ghost / mirror sample

Is the archive reflecting target behavior 
rather than learning noise?

PENTAGON INTERPRETATION
Book Four still does not “train the Pentagon” directly. Accuracy, Judgment, Dominance, Evasion and 
Composure should rise only as the underlying behaviors become cleaner, more state-aware and less 
cognitively expensive.
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MATURITY MODEL

24. Book Four Promotion Gates
The edition is complete only when Omni-Paul can create, read and exploit opponent states 
without sacrificing Book Three’s technical stability.

Gate Identity Observable standard

G Question Setter
Can deliberately create at least four 
repeatable decision states using 
movement/check/pressure tools.

H Response Classifier
Correctly identifies the opponent’s 
response folder under randomized 
timing before committing to a hard read.

I Counterbranch Operator
Each core folder has at least one 
validated soft counter and one higher-
reward escalation.

J Set Adapter

Tracks first response and second 
response, then changes the branch 
across Games 1–3 without abandoning 
structure.

K Matchup Specialist
Universal folders have character-specific 
overlays for a growing matchup set, with 
source/lab status recorded.

L Omni-Paul Top-Player Engine

Movement, punishment, conversion and 
decision architecture operate together: 
create state  read answer  convert  → → →
retain  counter-adapt.→

NO FALSE FINISH LINE
Gate L is a system maturity target, not a promise of tournament placement or rank. “Top player” remains 
an outcome that must be demonstrated against strong competition, not declared by the handbook.
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TROUBLESHOOTING

25. Failure Modes That Create Fake Top-Player Progress
The most dangerous Book Four errors look sophisticated because they involve advanced moves, 
big damage or “reads.”

Failure mode Why it fools the player Correction

Move collecting More options feels like more knowledge.
Freeze movelist growth; require a response 
folder + trigger + counterbranch for every 
promoted tool.

One-sample “read” A lucky punish feels like adaptation. Require repeated comparable samples 
before Tier-3 hard read.

Pressure without observation Opponent is blocking, so offense feels 
dominant.

Insert cancel-to-block / sidestep-block 
information points.

Character spreadsheet overload Large matchup notes look like specialist 
work.

Organize notes under universal response 
folders first.

Heat panic Resource availability causes immediate 
aggression.

Define the response set Heat is intended to 
compress before activation.

Wall damage obsession Big combo hides the fact that pressure 
resets afterward.

Score wall state retention and second-turn 
quality separately from damage.

Ghost result worship Ghost wins are mistaken for correctness. Audit branch fidelity, not win/loss.

Source certainty Transcript number is treated as permanent 
fact.

Use collision ledger + current-build 
validation gate.

CENTRAL RULE
Top-player depth is not the number of branches Omni-Paul knows. It is how quickly he can select the 
correct branch while preserving risk discipline, position and the ability to adapt again.



COS:CORE MATCHUP ARCHITECTURE • BOOK FOUR — ROAD TO TOP PLAYER  27

WORKSHEETS

26. Live Set Decision Card
Use one card per FT3/FT5. Keep the record small enough to complete immediately after the set.

Field Entry

Primary question tool df4 / df1 / movement / plus-frame / Heat / other: 
__________________

Game 1 repeated response PRESS / FREEZE / STEP / BACKDASH / DUCK / INTERRUPT / 
GROUNDED / QUICK GET-UP

Evidence count Observed ____ times in comparable states.

First counterbranch ____________________________________________

Did it work? Yes / No / Partially — why? __________________________

Opponent second response ____________________________________________

Counter-adaptation ____________________________________________

Best conversion / wall state ____________________________________________

Voluntary reset mistake ____________________________________________

One branch to lab ____________________________________________

POST-SET QUESTION
What did the opponent teach us that should exist as a reusable folder tomorrow?



COS:CORE MATCHUP ARCHITECTURE • BOOK FOUR — ROAD TO TOP PLAYER  28

WORKSHEETS

27. Top-Player Matchup Folder Template
This page turns character knowledge into a structured overlay instead of disconnected notes.

Field Write-in

Character / player ____________________________

State / trigger ____________________________

Universal response folder ____________________________

Observed move / timing / direction ____________________________

Source or lab evidence ____________________________

Paul soft counter ____________________________

Paul hard-read escalation ____________________________

Wall version ____________________________

Heat version ____________________________

Opponent second response ____________________________

Falsifier — what would prove this branch wrong? ____________________________

Ghost version / archive tag v6 / v7 / v8 / v9 / v10  __________________

QUALITY CHECK
A matchup note is not complete until it contains the state, the observed behavior, the counterbranch and a 
falsifier. “Use move X against character Y” is too shallow for Book Four.
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SOURCE NOTES

28. Book Four Transcript References
Technical claims marked SOURCE-DERIVED are drawn from the ten user-supplied transcripts. 
Coaching architecture is COS:CORE interpretation layered on top.

ID Source Video ID Used for

S1
RomanJelly — “This is How You 
Optimize Paul Phoenix”

hsJm7g9Dz8g
Wall carry geometry; wall cash-out; 
jab/Heat positioning.

S2
RomanJelly — “HOW TO DO PAUL 
MAX WALL DAMAGE COMBO (3 2 
sway deathfist)”

K0LPNnLFZU0
Wall-carry-first learning order; fast 
Deathfist; 3,2 sway cancel.

S3
“Tekken 8 Paul Basic Punishment 
Guide!”

jqlBJmxGj5s
Compact basic punish ladder / reach 
alternatives.

S4
“MASTER the Korean Backdash 2-
minute Tekken 8 Guide”

9rQTPGubxDc
KBD progression; backsway 
character as input-cleanliness test.

S5
“How to Korean Backdash On 
Keyboard - Non SOCD”

bowEJ6i221c
Keyboard hold/release KBD 
implementation; slow timing.

S6
“ULTIMATE PAUL PHOENIX Guide 
TEKKEN 8 | Mind games & Strategy”

H1GxY91m-CY
Whiff baiting, counterhit fishing, 
df4/df1 habits, movement, 
punishment, high-level caution.

S7
“PAUL Guaranteed Guard Break 
Trap Guide”

a-FwS6NRLvc
Heat guard-break wake-up tree; 
grounded/stand/jab branches; read 
requirement.

S8
“Unleashing Paul Down Forward 4 
Setups and Frame traps”

EL0ropMUD3E
df4 response probe; 
step/backdash/pressure follow-ups; 
wake-up use.

S9
“How To use Paul’s Plus Frame 
Moves For Setups and Combos”

gz7ATzkxCr0
Plus-frame state variables; wall/Heat 
pressure; design attack after 
observing response.

S10 “Paul Phoenix DF1 Chain Guide” O13Uzjz0xT0
df1 / sway / deep-dive chain; cancel-
to-block information; wall pressure.

SOURCE LIMIT
Book Four does not independently verify patch permanence, universal optimality, exact current frame data, 
or internal Tekken Ghost implementation. Source disagreements are intentionally preserved as validation 
tasks.

BOOK FOUR DOCTRINE
Make Paul ask better questions. Make Omnivera recognize the answers. Make Cosmic’s discipline control 
when the answer is worth betting on.

BRAWLHALLA INSTINCTS × COSMIC STRUCTURE × PAUL FLUENCY × OPPONENT MODELING = 
OMNI-PAUL
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