COS:CORE
MATCHUP ARCHITECTURE
HANDBOOK
OMNI-PAUL
BOOK THREE — THE ACQUISITION ENGINE
Movement Mechanics • Punishment Mapping • Wall Conversion • Ghost Encoding
	1. CLEAN INPUTS
	Build movement that survives pressure and does not leak accidental backsway.



	2. FUNCTIONAL RANGE
	Turn movement into spacing, whiff creation and better attack placement.



	3. PUNISH MAPPING
	Convert “my turn” into the correct Paul answer by frame and reach.



	4. CONVERSION ROUTING
	Classify wall distance and select the carry family instead of one autopilot combo.



	5. WALL CASH-OUT
	Stabilize Deathfist timing, 3,2 sway cancel execution and high-value wall reward.



	6. GHOST + ARCHIVE
	Feed the Ghost the clean version of each habit only after the behavior passes its gate.



	BOOK THREE — THE ACQUISITION ENGINE
Book One models the opponent. Book Two models the player translation. Book Three models acquisition: how BAG$/Omnivera repeatedly turns a Tekken-specific technical gap into a clean, measurable Paul habit that can be transferred to live sets and then encoded into the Ghost.


Coach Cosmic Framework • v1.0 • 2026


FOUNDATION
1. What Book Three Adds
The new sources do not replace the Translation Skeleton. They supply the missing technical syntax for making that translation real.
Book Two established the Omni-Paul thesis: BAG$/Omnivera already owns a high-level competitive learning engine from Brawlhalla, while Tekken-specific execution, range calibration, punishment, wall routing and advantage retention are still developing. Book Three operationalizes the next question: exactly how do we install those Tekken expressions quickly and cleanly?
	TARGET STATE
Omni-Paul = Cosmic-level Tekken structure + decade-equivalent Paul mastery + Omnivera adaptation/versatility. The acquisition engine is the mechanism that closes the technical gap without rebuilding the competitor from zero.


The five newly supplied transcripts concentrate on three technical layers: movement execution, basic punishment, and Paul wall optimization. They therefore attack the most trainable portion of the current Pentagon gap rather than the player identity itself.
	Book
	Primary object
	Core question

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

	Book Two — The Translation Skeleton
	Player architecture
	Which Brawlhalla abilities already transfer, and which Tekken expressions are missing?

	Book Three — The Acquisition Engine
	Skill installation
	How do we turn each missing Tekken expression into an automatic Paul behavior?



	EVIDENCE DISCIPLINE
Statements marked SOURCE-DERIVED reproduce what the supplied transcripts teach. Statements marked COACHING INFERENCE explain how COS:CORE applies that material to BAG$/Omnivera. The transcripts do not prove internal Ghost implementation, future rank, or permanent Pentagon values.




EVIDENCE
2. The Five-Source Technical Map
Each source occupies a different position in the Omni-Paul acquisition chain.
	ID
	Supplied source
	Direct teaching
	Omni-Paul use

	S1
	This is How You Optimize Paul Phoenix
	Wall carry, distance-sensitive routes, wall damage, jab/Heat-Burst micro-positioning, late running-2 extension.
	Conversion routing + Stage Use → Dominance.

	S2
	HOW TO DO PAUL MAX WALL DAMAGE COMBO (3 2 sway deathfist)
	Execution order: reach wall, accelerate Deathfist, learn 3,2 sway cancel; includes visual timing cue after df2.
	Stable high-value wall cash-out.

	S3
	Tekken 8 Paul Basic Punishment Guide!
	10f/12f/14f/15f/16f basic punish ladder with range alternatives.
	Retaliation → Judgment conversion.

	S4
	MASTER the Korean Backdash — Tekken 8 Guide
	KBD input progression; Paul/Nina backsway makes sloppy input visible; practice both sides.
	Movement cleanliness + range control.

	S5
	How to Korean Backdash On Keyboard — Non SOCD
	Keyboard-specific hold/release method; prioritize slow, correct timing before speed.
	Alternative input pathway when keyboard is used.



	THE NEW TECHNICAL LOOP
MOVE → CREATE RANGE ERROR → RECOGNIZE TURN → SELECT PAUL PUNISH → CONVERT → CLASSIFY WALL DISTANCE → CARRY → CASH OUT → RETAIN ADVANTAGE → ENCODE CLEAN VERSION.


This loop is the technical bridge between Omnivera’s proven cross-game pattern recognition and the mature Paul target. The Brawlhalla side supplies rapid state recognition; these sources supply the Paul-specific actions that must become attached to those states.


MOVEMENT ENGINE
3. Korean Backdash as an Input-Quality System
The first objective is not visual speed. It is clean cancellation that can later produce purposeful spacing.
	SOURCE-DERIVED
S4 teaches the Korean backdash as a backdash followed by down-back, back, neutral, back. It recommends learning on a backsway character such as Paul because sloppy inputs can accidentally produce backsway, making input errors visible.


For Omni-Paul, that detail is unusually useful. Paul is not merely the character receiving movement training; his own backsway becomes an input-quality alarm. An accidental sway is feedback that the movement sequence is not yet clean enough to automate.
	Acquisition stage
	Technical target
	Do not advance until…

	1. Initial backdash
	Back-back with the second back held.
	The start is consistent on both sides.

	2. Down-back transition
	Move from held back to down-back without extra direction noise.
	Input history shows the intended direction.

	3. Release timing
	Release from down-back so the input passes through back before neutral.
	The back input appears reliably rather than by luck.

	4. Single full cancel
	Backdash → down-back → release → single back.
	One clean KBD rep can be reproduced slowly.

	5. Looping
	Repeat back/down-back/neutral/back rhythm.
	Speed rises without accidental backsway or dead inputs.



	COACHING INFERENCE
Treat KBD as an acquisition ladder, not a badge. BAG$ earns speed only after the input pattern is stable. This directly protects Accuracy: sloppy “advanced movement” would simply teach a faster version of incorrect spacing.


Training-mode input history stays ON until the sequence is stable.
Practice both 1P and 2P sides; one-sided fluency is not movement mastery.
Accidental backsway is logged as an error, not ignored because the player still moved backward.


MOVEMENT ENGINE
4. Optional Keyboard Implementation Path
Use this branch only if BAG$/Omnivera is actually practicing on keyboard; it is not a universal replacement for the pad/stick method.
	SOURCE-DERIVED
S5 teaches a non-SOCD keyboard path: double-tap back, hold the second back, press down while continuing to hold back, then release down while preserving back long enough to generate the next back input. The source repeatedly emphasizes learning the timing slowly before chasing speed.


	Keyboard phase
	Input idea
	Primary error

	A
	Double-tap back; hold the second back.
	Releasing the back too early.

	B
	While back is held, add down to enter the crouch/down-back state.
	Pressing/releasing too quickly to stabilize the direction.

	C
	Release down while back remains held.
	Letting both keys go together, losing the back input.

	D
	Use the regenerated back input to continue into the next backdash.
	Speeding up before the hold/release rhythm is learned.



	QUALITY RULE
A slow rep that produces the intended directional history is worth more than a fast rep that “looks like movement” but contains dead inputs or accidental character actions.


The practical purpose of either implementation path is identical: the input must become mechanically cheap enough that BAG$ can spend attention on opponent range, timing and wall position instead of on the backdash itself.


TRANSLATION
5. Movement Must Become Offense
Brawlhalla efficiency is not “moving a lot.” It is moving to create a predictable next state. Tekken movement must be trained the same way.
	Brawlhalla function
	Tekken / Paul expression
	Training question

	Occupy or vacate a lane
	Dash-block, micro-backdash, sidestep/sidewalk
	What attack am I inviting or denying?

	Force a whiff / bad recovery
	Step just outside threat range
	Can I confirm the miss before pressing?

	Chase a dodge / landing
	Re-enter after the opponent commits
	Did movement create a punishable state?

	Stage control
	Wall-axis and wall-distance awareness
	Did my movement improve the next conversion?



	MOVEMENT EQUATION
Movement = threat avoidance + information + punish preparation. If a movement sequence cannot be tied to one of those functions, it is probably rehearsal noise rather than functional footsies.


Three drills that convert KBD into match value
Range Gate — choose one Paul poke/launcher and repeatedly move between “threat reaches” and “threat barely misses.” The objective is range memory, not damage.
Whiff Creation — the opponent/dummy uses one predictable approach. BAG$ may not swing first; he moves, confirms the miss, then punishes.
Dash-Block Calibration — alternate dash → block, dash → stop, dash → backdash and dash → lateral movement. The goal is safe entry and exit, not maximum motion.
	KPI
Intentional Movement Rate: during reviewed rounds, label each meaningful movement as create-whiff, protect-turn, gain-space, change-axis, approach-safely or preserve-wall. Unclassifiable motion is a candidate for removal.




PUNISHMENT ENGINE
6. Turn Recognition Becomes Paul Judgment
Retaliation 25 already suggests that BAG$ frequently recognizes when an answer exists. The missing layer is selecting the correct Paul answer consistently.
	SOURCE-DERIVED
S3 provides a compact basic punishment ladder: 10f = 1,2,3; 12f = b1,2; 14f = f2 with Heat access; 15f = df2, with uf3,4 suggested when df2 would whiff; 16f = 4,3,1 when the earlier options also fail to reach.


	Window
	Paul response from source
	What this trains

	10f
	1,2,3
	Fast guaranteed recognition.

	12f
	b1,2
	Intermediate punish retrieval.

	14f
	f2 → Heat
	Punishment tied to resource conversion.

	15f
	df2; uf3,4 if df2 whiffs
	Frame knowledge + range judgment.

	16f
	4,3,1 if prior options whiff
	Reach-aware selection rather than frame-only autopilot.



	COACHING MODEL
Retaliation = “an answer exists.” Judgment = “this is the correct answer for this frame/range state.” Execution = “I can produce it on demand.” Track all three separately.


This is one of the fastest likely gap-closures in the current Pentagon. If trigger recognition is already strong, the regimen does not need to create competitive awareness from zero. It needs to attach a smaller, repeatable Paul response map to situations BAG$ already notices.


PUNISHMENT ENGINE
7. The Five-Level Punishment Acquisition Ladder
The punish does not count as learned until it survives uncertainty.
	Level
	Environment
	Success condition

	1. Static
	One unsafe move repeated.
	20 clean selections/executions with no guesswork.

	2. Binary
	Safe move vs one unsafe move.
	BAG$ punishes the unsafe move and does NOT press into the safe move.

	3. Variable
	Multiple unsafe windows mixed together.
	Frame family and range alternative are selected correctly.

	4. Set Simulation
	Punish opportunities occur inside a normal-looking sequence.
	Recognition survives movement, pressure and resource noise.

	5. Transfer
	Real sets/ranked.
	Available punish → correct punish rate improves without slowing the rest of the gameplan.



	THREE KPIS
Punish Recognition % = noticed / available. Punish Selection % = correct Paul family / noticed. Punish Execution % = successful input / selected. A single “punish rate” hides three very different coaching problems.


Failure signatures
Recognition high, selection low → knowledge retrieval problem: drill the ladder and range alternatives.
Selection high, execution low → mechanical problem: isolate the input, reduce speed, then reinsert.
Execution high in training, low in sets → transfer problem: increase variable/set-simulation reps rather than adding more move knowledge.
Pressing on safe moves → retaliation is outrunning judgment; binary drills become mandatory.


CONVERSION ENGINE
8. Paul Wall Carry Must Be Taught as Distance Folders
The source does not teach one universal combo. It demonstrates increasingly strong carry options and emphasizes that reaching the wall is itself a major objective.
	SOURCE-DERIVED
S1 demonstrates multiple carry tools as distance/optimization changes, including qcf1, Shredder, b1,2, ws3,2, 4,4,2,1 and Deep Dive 2,1. The source frames Paul’s wall reward as a reason to maximize carry rather than freeze when the wall is reached.


	Folder
	Question
	Route principle

	A — Wall close
	How little carry is required?
	Use the shortest stable route that gives the desired wall state.

	B — Wall medium
	Which route reaches without overshooting?
	Use moderate carry; preserve reliable wall timing.

	C — Wall far
	What is the most reliable high-carry family BAG$ can execute?
	Escalate toward the stronger carry options only after stability.

	D — No useful wall
	Is wall pursuit actually worth the route?
	Prefer reliable damage/end-state instead of forcing an impossible wall plan.



	COACHING INFERENCE
This is Stage Use 22 translated into Paul. The launcher is not the combo decision; the launcher opens a positional classification problem. BAG$ should ask “where is the wall?” before recalling the route.


The goal is route fluency, not route quantity. One stable option per distance folder is enough to begin. Optimization is added only when the player can classify the wall correctly under match speed.


CONVERSION ENGINE
9. The Wall Cash-Out: 3,2 Sway Deathfist
The execution source gives a three-part learning order that fits COS:CORE perfectly: reach the wall, accelerate Deathfist, then integrate the advanced wall sequence.
	SOURCE-DERIVED
S2 explicitly separates the lesson into wall carry, fast Deathfist practice, and the 3,2 sway Deathfist itself. It also gives a visual cue after df2: when Paul’s head/recovery animation reaches the described point, the source says he is ready to receive the qcf1 input.


	Execution layer
	Source practice idea
	Omni-Paul gate

	1. Carry arrives clean
	Reach the wall before worrying about max wall damage.
	Wall splat is stable from the selected distance folder.

	2. Deathfist speed
	At the wall, practice d1+2, b1,2, then jab → Deathfist to accelerate the final input.
	Deathfist can be produced rapidly without input panic.

	3. 3,2 sway cancel
	After 3,2, hold back to initiate sway; press up at the correct sway moment to cancel before Deathfist.
	The sequence succeeds repeatedly on both sides / relevant orientations.



	QUALITY OVER VOLUME
Twenty clean repetitions are more valuable than one hundred rushed attempts. The purpose is not fatigue tolerance; it is installing a timing signature BAG$ can retrieve after a real wall carry.


Because the sequence is mechanically demanding, it should not be the first wall option used under pressure. Stable wall damage remains the fallback until the advanced cash-out crosses its execution gate.


CONVERSION ENGINE
10. Micro-Positioning: Jabs, Heat Burst & Running 2
Once the basic route is stable, small positional adjustments become meaningful because Paul’s wall reward is so high.
	SOURCE-DERIVED
S1 stresses that even a small forward push during Tornado/Heat Burst can matter for wall carry, notes that jabs can help Paul’s carry, and describes wall-running 2 as a late extension tool around the source’s stated eight-hit limit.


	Micro-tool
	Source claim
	Training interpretation

	Jab positioning
	A jab can add useful carry / placement.
	Use only when it improves the wall state without destabilizing the route.

	Tornado / Heat Burst push
	Tiny forward displacement can increase wall reach.
	Treat Heat as geometry as well as damage/resource.

	Late running 2
	Source presents it as a way to lengthen late combos around the stated hit-count limit.
	Practice as an optimization branch, not as the default beginner route.



	PATCH / SOURCE NOTE
These are teachings from the supplied transcript. Book Three records them as source material; it does not independently verify that every optimization remains identical across future Tekken 8 patches. Re-validate route behavior if the game changes.


The deeper lesson survives patch changes: Paul conversion is geometric. Damage, wall distance, hit count, Heat availability and the desired post-combo state should modify route choice.


SYSTEM INTEGRATION
11. The Technical Chain Behind the Pentagon Gap
The new sources make the current stat profile easier to decompose into trainable expressions rather than personality judgments.
	Current signal
	Likely technical bottleneck in this model
	Primary engine

	Accuracy 12
	Tekken range calibration, clean movement and Paul placement are not automated yet.
	Movement Engine

	Judgment 13
	Correct turn recognition may not yet retrieve the correct Paul frame/range answer.
	Punishment Engine

	Dominance 14
	Openings are not always converted into wall position, wall reward and a second stable turn.
	Conversion + Control Engine

	Evasion 17
	3D movement is still being calibrated; evasion must become directional rather than generic retreat.
	Movement Engine

	Composure 16
	Mechanical uncertainty increases decision load and encourages panic branches.
	All engines → reduced mental load

	Retaliation 25
	Strong opportunity recognition already exists and should be preserved.
	Do not “fix”; attach better responses

	Stage Use 22
	Strong positional intuition can be converted into wall-distance routing.
	Conversion Engine



	CORE DIAGNOSIS
The player is not being rebuilt. The technical engines reduce translation friction until existing competitive intelligence can operate through Paul at full speed.




GHOST ENGINEERING
12. Feed the Ghost in Technical Versions
The Ghost should receive behaviors only after they pass a human acquisition gate. Otherwise it becomes a mirror of the learning error rather than the target.
	Ghost version
	Primary behavior to seed
	Do not add yet

	v1 — Movement skeleton
	Clean dash-block, backdash/KBD, purposeful range exit, basic axis awareness.
	Fancy pressure trees.

	v2 — Punishment skeleton
	Stable 10f–16f basic punish selection and reach-aware alternatives.
	Speculative hard reads.

	v3 — Conversion skeleton
	Launcher → wall-distance classification → stable route.
	Max-damage-only greed.

	v4 — Wall/control layer
	Reliable wall cash-out, stable post-wall pressure, fewer voluntary resets.
	Chaos for its own sake.

	v5 — Omni-Paul layer
	Integrated movement, punish, conversion, pressure branches and adaptation.
	Nothing new until the previous layer is auditable.



	GHOST RULE
Never use the Ghost as proof that a behavior is good merely because it wins. Judge movement quality, punish correctness, route selection, wall conversion and advantage retention separately from win/loss.


This gives the project a version-control mindset: human behavior is trained → audited → transferred → encoded. If a bad habit appears, the coaching team can identify which version introduced it instead of treating the Ghost as one undifferentiated black box.


PRACTICE REGIMEN
13. The 90-Minute Acquisition Session
Every block has one measurable purpose. New information is kept smaller than the amount of repetition devoted to installing it.
	Time
	Block
	Purpose / KPI

	0–10
	Input boot
	Slow KBD reps both sides; accidental backsway count; Deathfist/qcf cleanliness.

	10–25
	Movement → range
	Range Gate + dash-block + whiff creation. KPI: intentional movement rate / confirmed whiff punish.

	25–40
	Punishment
	Static/binary/variable punish ladder. KPI: recognition, selection, execution percentages.

	40–58
	Wall carry
	Four distance folders. KPI: correct route family / launcher opportunities.

	58–70
	Wall cash-out
	Deathfist speed + 3,2 sway Deathfist progression. KPI: clean reps / attempts.

	70–80
	Ghost / mirror
	Feed only the system trained today; audit for accidental bad branches.

	80–90
	Transfer set
	FT2/FT3 with one focus only. Do not add new techniques mid-set.



	LIGHT DAY — 45 MIN
5 input • 10 movement • 10 punishment • 10 wall conversion • 5 Ghost • 5 transfer. Preserve the sequence even when total volume is reduced.


The order is deliberate: movement creates the interaction, punishment resolves the opponent’s error, conversion monetizes the opening, and the Ghost archives the cleaned version. Reversing the order risks encoding flashy offense on top of unstable geometry.


PRACTICE REGIMEN
14. Seven-Day Microcycle and Promotion Gates
The week alternates narrow acquisition days with integration days so BAG$ does not change five variables at once.
	Day
	Primary theme
	Promotion test

	Mon
	Clean KBD + range calibration
	Both sides; no accidental backsway in a defined rep set; range gate is repeatable.

	Tue
	Punishment ladder
	Binary drill: safe move is respected; unsafe move receives the intended punish family.

	Wed
	Wall-distance routing
	Correct folder selected from close / medium / far / no-wall setups.

	Thu
	Wall cash-out execution
	Deathfist speed stable; advanced sequence attempted only after baseline wall route succeeds.

	Fri
	Integrated movement → punish → carry
	One interaction travels through the full chain without coaching interruption.

	Sat
	Long sets / matchup transfer
	Track available punish, whiff creation, wall conversion and panic branches.

	Sun
	Ghost audit + review
	Compare Ghost behavior with the week’s target; select one defect for next cycle.



	PROMOTION RULE
A technique moves from “practice” to “system” only when it is clean in isolation, selectable under variable conditions, and visible in live sets. Ghost encoding comes after that—not before.




MEASUREMENT
15. Omni-Paul Acquisition Dashboard
Rank is a delayed outcome. These KPIs expose whether the technical bridge is actually being built.
	KPI
	Formula / observation
	What improvement means

	Clean KBD Rate
	clean reps ÷ total reps
	Movement mechanics are becoming cheap enough to use tactically.

	Accidental Backsway Count
	errors per movement block
	Input noise is decreasing.

	Whiff Creation → Punish %
	confirmed punish after induced whiff ÷ induced whiffs
	Movement is producing offense instead of visual motion.

	Punish Recognition %
	noticed windows ÷ available windows
	Trigger recognition is surviving match speed.

	Punish Selection %
	correct family ÷ noticed windows
	Judgment / Paul retrieval is improving.

	Punish Execution %
	successful input ÷ selected attempts
	Mechanical reliability is improving.

	Wall Route Accuracy %
	correct distance folder ÷ launcher opportunities
	Stage Use is translating into Tekken geometry.

	Wall Cash-Out Success %
	clean chosen wall ender ÷ attempts
	Advanced execution is becoming stable.

	Advantage Retention
	successful second stable turn after conversion
	Dominance is rising without increasing random aggression.



	IMPORTANT
Do not allow one KPI to cannibalize another. A higher wall-damage percentage is not progress if punish recognition falls because BAG$ is mentally rehearsing the combo during neutral.




TEACHING SCRIPTS
16. Tell → Show → Do for the New Technical Engines
Book Three uses the same instructional logic as the series: name the trigger, demonstrate the state, then recreate it under increasing uncertainty.
	Module
	TELL
	SHOW
	DO

	KBD
	“The goal is clean cancellation, not speed.”
	Input history + accidental backsway example.
	Slow rep → both sides → loop → range drill.

	Whiff creation
	“Movement should create an error you can confirm.”
	Step outside a known approach and show the miss.
	Scripted approach → variable timing → live set.

	Punishment
	“Your turn is not enough; retrieve the correct Paul answer.”
	Show -10/-12/-14/-15/-16 families and reach differences.
	Static → binary → variable → live.

	Wall carry
	“Launcher opens a wall-distance question.”
	Show close, medium, far and no-wall states.
	Call the folder before executing the route.

	3,2 sway DF
	“Execution is three layers: arrive, accelerate, cancel.”
	Show visual df2 cue and sway-cancel timing.
	Baseline wall route → speed drill → integrated wall sequence.

	Ghost
	“Encode the version you want repeated.”
	Compare clean target behavior vs panic/autopilot behavior.
	Feed one system, test, archive, then advance.



	COACHING LANGUAGE
Avoid “do it faster” until the player can describe the state being solved. Speed without state recognition produces brittle execution; state recognition plus clean execution produces transferable skill.




TROUBLESHOOTING
17. Failure Modes That Would Slow the Translation
Most wasted practice comes from promoting a behavior before its prerequisite is stable.
	Failure mode
	Why it is dangerous
	Correction

	Fast but dirty KBD
	Creates input noise, accidental backsway and false confidence.
	Return to slow input-history reps until the direction sequence is stable.

	Punish every “turn”
	Retaliation overwhelms judgment and creates counter-hits into safe moves.
	Binary safe/unsafe drills; no reward for pressing on the safe branch.

	One combo everywhere
	Ignores wall geometry and suppresses Stage Use transfer.
	Mandatory wall-distance call before route execution.

	Max damage before stability
	Execution drops when attention is divided.
	Stable wall fallback remains legal until advanced ender crosses gate.

	Route memorization without state
	Produces textbook execution that disappears in live sets.
	Randomize distance, side, Heat state and opponent timing.

	Ghost trained during messy learning
	Encodes panic, drops and incorrect branches.
	Only feed audited behaviors; version the Ghost by subsystem.

	Too many new tools at once
	Makes it impossible to identify which correction caused improvement.
	One primary system per session; integrate only after measurable success.



	CENTRAL RULE
Install the smallest correct response architecture first. Breadth comes after reliability. Omnivera’s natural versatility is an accelerator only when the branches are organized.




MATURITY MODEL
18. The Omni-Paul Promotion Gates
Book Three ends when the technical syntax is stable enough for Book Four-level matchup specialization, pressure depth and opponent-specific adaptation.
	Gate
	Identity
	Observable standard

	A
	Clean Operator
	Movement inputs are stable; range exits do not produce accidental character actions.

	B
	Paul Punisher
	Basic punish families are recognized, selected and executed under variable conditions.

	C
	Paul Converter
	Launchers reliably route by wall distance and produce a stable wall state.

	D
	Paul Controller
	Wall cash-out leads into a second stable turn rather than an automatic neutral reset.

	E
	Ghost Fidelity
	Ghost behavior reflects the cleaned technical system more often than the old panic/autopilot habits.

	F
	Omni-Paul Acquisition Complete
	Movement, punishment and conversion are cheap enough cognitively that Omnivera’s adaptation can operate on top of them.



	FINAL TARGET
The mature visual target remains: Cosmic playing Paul with the same decade-scale character fluency he currently has on Law — then add Omnivera’s adaptation, versatility, comeback ability and cross-game learning speed on top.


Book Three does not claim that this target is already reached. It defines the technical installation path that makes the target testable. When these gates are crossed, future work can focus less on “how do I make Paul function?” and more on matchup depth, pressure architectures, opponent folders and specialist refinement.


WORKSHEETS
19. Part Three Practice Cards
Use these as short post-session records. The purpose is version control, not paperwork.
	Movement Card
	Entry

	Side practiced
	1P / 2P

	Clean reps
	____ / ____

	Accidental backsways
	____

	Whiff-creation attempts
	____

	Confirmed whiff punishes
	____

	One movement defect to fix next
	____________________________



	Punishment Card
	Entry

	Available punish windows
	____

	Recognized
	____

	Correct family selected
	____

	Executed successfully
	____

	Most missed window
	10f / 12f / 14f / 15f / 16f

	Range mistake observed
	____________________________



	Conversion / Ghost Card
	Entry

	Wall distance folder accuracy
	____ / ____

	Stable wall ender success
	____ / ____

	3,2 sway DF clean reps
	____ / ____

	Ghost version trained
	v1 / v2 / v3 / v4 / v5

	Bad branch observed
	____________________________

	Next version change
	____________________________





SOURCE NOTES
20. Supplied Transcript References
The technical claims in Book Three are grounded in the five user-supplied transcripts below. Coaching applications are COS:CORE interpretations layered on top of those teachings.
	ID
	Source
	URL
	Used for

	S1
	RomanJelly — “This is How You Optimize Paul Phoenix”
	https://www.youtube.com/watch/hsJm7g9Dz8g
	Wall carry options; wall damage; jabs/Heat Burst positioning; running-2 extension.

	S2
	RomanJelly — “HOW TO DO PAUL MAX WALL DAMAGE COMBO (3 2 sway deathfist)”
	https://www.youtube.com/watch/K0LPNnLFZU0
	Wall carry first; Deathfist speed; df2 visual cue; 3,2 sway/up-cancel timing.

	S3
	“Tekken 8 Paul Basic Punishment Guide!”
	https://www.youtube.com/watch/jqlBJmxGj5s
	10f/12f/14f/15f/16f basic Paul punishment ladder.

	S4
	“MASTER the Korean Backdash 2-minute Tekken 8 Guide”
	https://www.youtube.com/watch/9rQTPGubxDc
	KBD input progression; backsway character as cleanliness test; both-side practice.

	S5
	“How to Korean Backdash On Keyboard - Non SOCD”
	https://www.youtube.com/watch/bowEJ6i221c
	Keyboard hold/release implementation and slow-timing emphasis.



	SOURCE LIMIT
These transcripts are instructional sources supplied by the user. Book Three preserves their terminology and claims where used. It does not independently establish patch permanence, universal optimality, or the game’s internal AI/Ghost implementation.


	BOOK THREE DOCTRINE
Do not make Omnivera relearn competition. Make Tekken-specific execution cheap enough that the competitor he already is can finally operate through Paul.


BRAWLHALLA INSTINCTS × COSMIC STRUCTURE × PAUL ACQUISITION = OMNI-PAUL
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