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	BOOK TWO — THE TRANSLATION SKELETON
A branch of the COS:CORE Matchup Architecture series. Book One models the opponent. Book Two models the player: identify what already transfers, isolate what is game-specific, build the missing expression, and archive the new behavior until it becomes stable under pressure.


Coach Cosmic Framework • v1.0 • 2026
FOUNDATION
1. The Core Thesis
Do not rebuild an elite learner from zero. Translate the architecture that already wins.
BAG$ and Omnivera are treated in this project as interchangeable competitive labels for James Edwards. Account-specific statistics remain separate evidence snapshots, but the player-development model treats them as one competitive identity.
The Omni-Paul objective is not simply “make Omnivera good at Tekken.” The target state is more specific: Paul played with the structural control, defense, retaliation and match management associated with mature Coach Cosmic Tekken, as if that Paul knowledge had the same decade-scale depth Cosmic currently has on Law — while preserving Omnivera’s adaptation, versatility, comeback strength and cross-game learning efficiency.
	TARGET STATE
Omni-Paul = Cosmic-level Tekken structure + decade-equivalent Paul mastery + Omnivera adaptation/versatility.


Book One teaches that the useful unit is an architecture rather than a move list. This branch applies the same logic inward. A low Tekken substat is not automatically a low general ability; it may be a strong competitive trait expressed through an incomplete Tekken-specific database.
	Question
	Bad interpretation
	Translation interpretation

	Accuracy 12
	“BAG$ is inaccurate.”
	Spacing intelligence may be present; Tekken range calibration and Paul execution are incomplete.

	Judgment 13
	“BAG$ makes bad decisions.”
	The read may be correct while the Paul-specific answer, frame response or range choice is still missing.

	Dominance 14
	“BAG$ cannot control a match.”
	Control may exist in Brawlhalla; Tekken advantage retention, oki, wall pressure and turn sequencing are not yet mature.


	CENTRAL RULE
Translate proven intelligence before attempting to replace it. Train the missing expression, not the identity.


SYSTEM MAP
2. The Six-Layer Player Translation Architecture
Every improvement should travel through the same architecture before it becomes part of Omni-Paul.
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	Layer
	Question
	Output

	Evidence
	What repeatedly happened across Brawlhalla and Tekken?
	Stats, footage, rank history, repeated situations.

	Source skill
	What ability likely produced that result?
	Spacing, adaptation, retaliation, routing, clutch, etc.

	Transfer model
	What part remains invariant across games?
	The decision rule independent of Brawlhalla syntax.

	Tekken expression
	How does that invariant appear in 3D Tekken?
	Movement, punishment, stepping, wall, frames, timing.

	Paul implementation
	Which Paul tools express it efficiently?
	Move family, punish, route, pressure branch, oki state.

	Ghost + archive
	How do we make it stable and reusable?
	Clean ghost reps, drill folder, KPI, version notes.


	ARCHITECTURAL DISCIPLINE
Never jump from “Brawlhalla strength” directly to “Tekken tactic.” First identify the invariant. Example: dodge-read intelligence does not become “random hard reads”; it becomes trigger recognition, timing traps, whiff punishment and response trees.


EVIDENCE
3. Historical Proof of Competitive Depth
The point of the history is not to inflate a résumé. It establishes what BAG$/Omnivera has already learned to do repeatedly.
	Snapshot
	Playtime / level
	Games
	W–L / WR
	Ranked state

	BAG$ account
	3540.8 h / Lv.100
	70,071
	32,456–37,615 / 46.3%
	Current shown: Diamond 2003; peak 2096

	Omnivera account
	293.5 h / Lv.70
	4,758
	2,475–2,283 / 52.0%
	Current shown: Diamond 2093; peak 2148

	Omnivera ranked snapshot
	—
	162 ranked
	87–75 / 53.7%
	Reset 1771; Diamond


The breadth evidence is equally important: the current tracker snapshot shows 68 legends played and all 15 weapon classes represented. The legacy account also contains extremely large weapon samples — for example 20,687 Scythe games, 19,267 Gauntlet games, 14,943 Axe games, 14,312 Spear games and 11,783 Hammer games.
	Weapon
	Time
	Games
	Win rate

	Scythe
	412.2 h
	20,687
	45.1%

	Gauntlets
	303.1 h
	19,267
	45.0%

	Axe
	269.4 h
	14,943
	50.2%

	Spear
	203.3 h
	14,312
	47.2%

	Hammer
	201.2 h
	11,783
	48.9%


	WHAT THIS ACTUALLY PROVES
Not that every historical win rate is elite. It proves exposure, breadth, persistence and a massive library of repeated competitive states. Peak Brawlhalla results then show that this state library can be converted into high-end ladder performance. That combination is exactly what makes cross-game acceleration plausible.


SCAN
4. Build the Player Fingerprint Before the Projection
Separate evidence from interpretation so “true Pentagon” language does not become wishful thinking.
	Dimension
	What the current evidence says
	Training question

	Breadth
	68 legends; 15 weapons; large samples across multiple weapon families.
	Can he transfer functional categories faster than he can memorize full movelists?

	Adaptation
	Historical experimentation plus current T8 Versatility 23 and Comeback 24.
	What remains invariant when the opponent changes branches?

	Turn recognition
	T8 Retaliation 25.
	Can correct turn recognition be paired with the correct Paul punish automatically?

	Stage / position
	T8 Stage Use 22.
	Can Brawlhalla stage awareness become wall-side awareness and route selection?

	Guard
	T8 Block 24.
	Can strong blocking be converted into composed, knowledge-backed defense rather than passive survival?

	Precision
	T8 Accuracy 12.
	Which errors are range calibration, execution, or wrong move selection?

	Control
	T8 Dominance 14.
	Where does the advantage chain break after BAG$ earns the turn?

	Defense gaps
	Evasion 17, Throw Escape 6, Composure 16.
	Which problems require genuine Tekken acquisition rather than translation?


	THE 3-CONFIRM RULE STILL APPLIES
Promote a cross-game trait into the development model only when it appears repeatedly in comparable situations or is independently supported by stats/footage. Peak screenshots alone show ceiling; early losses show the learning curve.


BASELINE
5. Current Tekken 8 Pentagon — The Expression Layer
The current Pentagon is a behavioral snapshot of Tekken 8 expression, not a mathematical total of the player’s lifelong fighting-game intelligence.
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	Category
	Observed value
	Strongest signal
	Current bottleneck

	Attack
	71
	Attack Frequency 25
	Dominance 14; Aggressiveness 13

	Defense
	63
	Block 24
	Throw Escape 6; Composure 16; Evasion 17

	Technique
	72
	Retaliation 25; Stage Use 22
	Accuracy 12; Judgment 13

	Spirit
	76
	Comeback 24; Close Battles 20
	Fighting Spirit 14; Concentration 18

	Appeal
	89
	Versatility 23; Ambition 23; Fairness 23
	Less relevant to execution diagnosis


	INTERPRETATION RULE
Do not “raise the Pentagon” directly. Raise the underlying behaviors that generate its substats: better range decisions, cleaner punishment, stronger advantage retention, safer defensive resets, better throw coverage and more stable concentration.


MODEL
6. The True Margin: Present, Translation, Acquisition
The fastest path is to separate what BAG$ already owns from what must be translated and what must genuinely be learned from scratch.
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	Skill family
	Status
	Evidence
	Omni-Paul treatment

	Adaptation / versatility
	Already present
	Versatility 23; 68 legends; 15 weapons; large historical state library.
	Preserve and organize; do not suppress experimentation prematurely.

	Retaliation / turn reading
	Already present
	Retaliation 25.
	Attach correct punish family and frame/range recognition.

	Comeback / clutch
	Already present
	Comeback 24; historical high-variance learning profile.
	Keep the weapon, but add boring closeout discipline.

	Spacing / stage sense
	Needs translation
	Stage Use 22; Brawlhalla neutral experience.
	Map 2D spacing instincts into 3D range gates, backdash, sidestep and wall orientation.

	Judgment / accuracy
	Needs translation
	12/13 in T8 despite broad historical success.
	Separate recognition error from Paul knowledge and execution error.

	Dominance / pressure retention
	Needs translation
	Dominance 14.
	Build second-layer pressure, oki, wall loops and advantage-preserving branches.

	Throw escape / 3D defense
	Needs acquisition
	Throw Escape 6; Evasion 17.
	Dedicated Tekken reps; this is not solved by Brawlhalla experience alone.


	ACCELERATION PRINCIPLE
The project succeeds if we avoid spending months retraining abilities that already exist. The regimen should spend most time at the interfaces: range translation, Paul selection, pressure continuity and 3D defensive literacy.


TARGET
7. The Omni-Paul Architecture
Build Paul until BAG$ looks like Cosmic playing Paul with decade-equivalent character depth — then preserve the Omnivera adaptation engine on top.
The target is not a copy of Cosmic’s Law. It is a transfer of mature Tekken structure: first-turn ownership, guarded defense, retaliation discipline, concentration and stable control — expressed through Paul’s own movement, punishment, wall routes, pressure and oki.
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The direct Book One comparison exposes the most useful deltas: both profiles already show Attack Frequency 25 and Retaliation 25, while the clearest structural gaps are Dominance, Composure and Concentration. Those are not abstract personality goals; they become trainable Tekken behaviors.
	Cosmic structural trait
	Paul expression
	BAG$ training behavior

	First-turn ownership
	Approach that establishes safe Paul pressure.
	Win entry without donating a launcher.

	Stable pressure
	Second layer after respect/challenge.
	Do not spend the entire advantage on one guess.

	Guard foundation
	Block, identify, punish.
	Guard before retaliation; stop “I think it is my turn” presses.

	Retaliation discipline
	Correct punish family by frame/range.
	Convert Retaliation 25 into Judgment and Accuracy.

	Dominance
	Wall carry → oki → re-entry.
	Turn one opening into multiple controlled states.


	SHORTHAND
Build Paul until BAG$ plays him the way Cosmic plays Law — then add Omnivera back on top.


TRANSLATE
8. Movement Bridge — From Brawlhalla Space to Tekken Range
Movement is the first major translation interface because it determines whether every later Paul decision occurs at the correct range and axis.
	Brawlhalla behavior
	Invariant
	Tekken expression
	Primary drill

	Dash / disengage spacing
	Threaten without overcommitting.
	Dash-block, backdash, micro-walk.
	Range Gate

	Dodge-read bait
	Create a reaction, then punish the response.
	Whiff creation and delayed timing.
	No-first-attack whiff drill

	Stage lane control
	Occupy the space that restricts escape.
	Wall-side positioning and axis control.
	Wall orientation reset

	Chase awareness
	Track where the opponent can recover.
	Re-align after backdash/step; chase safely.
	Step → realign → punish

	Fast state changes
	Move without losing decision readiness.
	Dash-block and movement into guard.
	Movement-only ghost block

	Weapon range feel
	Know the threat envelope of the tool.
	Paul range memory by move family.
	Zone 1 / 2 / 3 calibration


	MOVEMENT KPI
Do not grade movement by animation complexity. Grade it by intent: Did the movement create a miss, preserve guard, improve wall position, or place Paul at the correct threat range?


Fast-track block: 5 minutes dash-block calibration; 5 minutes range gates; 10 minutes whiff creation. Only after those are clean should Korean Backdash speed or advanced movement complexity become the main goal.
CONVERT
9. Punishment Bridge — Turn Retaliation 25 into Judgment
The quickest conversion available is pairing already-strong turn recognition with the correct Paul response family.
	Layer
	What BAG$ must learn
	Failure mode
	KPI

	Recognition
	Unsafe vs safe; turn truly ended vs fake turn.
	Retaliates on a read instead of confirmation.
	Punish opportunities seen / available

	Selection
	Correct punish family by frame and range.
	Right idea, wrong Paul button.
	Correct selection / recognized opportunities

	Execution
	Input at the right timing and distance.
	Knowledge is correct but punish drops.
	Successful execution / selected punishes

	Conversion
	Route punish into wall, heat or oki when available.
	Cash-out ends too early.
	Punish → favorable state rate

	Discipline
	Do nothing when no punish exists.
	Retaliation 25 becomes autopilot.
	False-punish attempts per set


	DRILL LADDER
Static → Binary → Variable → Set Simulation → Transfer. Keep the trigger constant while uncertainty rises. The objective is recognition under pressure, not memorizing a spreadsheet.


This is the conceptual reason Accuracy 12 and Judgment 13 can coexist with Retaliation 25: the “answer now” signal may already be strong while the Tekken database that selects and executes the correct answer is still immature.
BUILD
10. High-Level String Work — Pressure as a Decision Tree
Do not give BAG$ a giant list of Paul strings. Turn each important sequence into a pressure folder with branches.
	Pressure-folder field
	Question

	ENTRY
	What move / range starts the state safely?

	ON HIT
	What is guaranteed or strongly favored?

	ON BLOCK — RESPECT
	What is the lowest-risk way to keep initiative?

	ON BLOCK — CHALLENGE
	What beats the opponent trying to steal the turn?

	DUCK
	What mid / timing branch punishes crouch?

	STEP
	What tracks or re-aligns?

	RETREAT
	What claims space or creates the whiff?

	WALL
	How do reward and branches change near the wall?


	BRAWLHALLA TRANSLATION
Starter → dodge / jump / drift response → chase branch becomes Tekken entry → respect / challenge / duck / step / retreat → response branch. Same cognition, different syntax.


Training rule: one pressure folder per session. The test is not “did the string come out?” The test is “did BAG$ identify the defender’s response and choose the correct branch instead of running the sequence on autopilot?”
POSITION
11. Stage Use 22 → Wall Dominance
BAG$ already shows strong environment use. The translation target is to make every conversion ask where the wall is, what route reaches it, and what state exists after the wall damage.
	Wall folder
	Decision
	Training target

	Wall close
	Minimal carry; preserve stable splat / oki.
	Do not over-route and drop the wall.

	Wall medium
	Use reliable carry.
	Choose route from geometry, not habit.

	Wall far
	Maximum reliable carry.
	Know when carry is worth more than raw damage.

	No useful wall
	Cash damage plus favorable end-state.
	Do not force wall logic when position says no.

	After wall
	Oki / re-entry / spacing.
	Turn one hit into a second controlled state.


	DOMINANCE EQUATION
Opening → punish / launcher → carry → wall → damage → oki → read → second conversion. Dominance rises when an earned state creates another earned state.


This is where Omnivera’s Brawlhalla stage-control instinct should be most directly weaponized. Position is not decoration. Position changes the value of the next decision.
ENCODE
12. Ghost Engineering — Build the Right Rival First
The ghost should represent the desired Omni-Paul skeleton, not every habit BAG$ has while learning.
The project therefore trains the ghost in clean behavior blocks. The initial ghost is intentionally boring: movement, guard, punishment, stable conversion and wall positioning before high-variance pressure branches are added.
	Ghost version
	Primary data
	Do not contaminate with
	Exit test

	v0 — Skeleton
	Dash-block, backdash, sidestep, guard.
	Random strings / panic offense.
	Movement looks intentional and returns to guard.

	v1 — Punisher
	10–15f punish families; whiff punishment.
	Unsafe retaliation guesses.
	Correct answer appears after clear trigger.

	v2 — Converter
	Launcher → route → wall / oki.
	Fancy routes with low stability.
	High conversion completion rate.

	v3 — Controller
	Safe pressure + second-layer branches.
	Single-string autopilot.
	Ghost changes branch by response.

	v4 — Omni
	Adaptive pacing, comeback, varied answers.
	Chaos without a stable base.
	Variance exists on top of clean fundamentals.

	v5 — Rival
	Full set simulation.
	Unreviewed bad habits.
	BAG$ must solve his own mature architecture.


	ONE BEHAVIOR PER BLOCK
When feeding the ghost, change one system at a time. Movement day means movement data. Punishment day means punishment data. Clean labels make the ghost useful as a diagnostic mirror instead of a soup of learning-stage habits.


EXECUTE
13. The Omni-Paul Practice Regiment
Movement improvements and high-level string work are the bridge; punishment, wall conversion and ghost training turn the bridge into match results.
	Block
	Minutes
	Primary objective
	KPI

	Execution boot
	0–10
	Dash-block, sidestep, crouch-dash input, key Paul execution.
	Clean reps without panic inputs.

	Movement school
	10–25
	Range gates, whiff creation, wall-axis positioning.
	Intentional movement / whiff punish rate.

	Punishment school
	25–40
	Recognition, selection, execution by frame/range.
	Correct punish / available punish.

	Conversion school
	40–55
	Wall-distance folders, carry, wall cash-out.
	Launcher → correct route %.

	Pressure tree
	55–70
	One pressure folder; respect/challenge/duck/step branches.
	Branch response, not autopilot.

	Ghost + transfer
	70–90
	Feed today’s clean system; FT2/FT3 application.
	Did the behavior survive uncertainty?


Weekly emphasis: Monday movement/accuracy; Tuesday punishment/judgment; Wednesday wall/conversion; Thursday pressure/dominance; Friday defense/composure/throws; Saturday long-set matchup architecture; Sunday ghost evaluation and versioning.
	LIGHT-DAY VERSION
5 min movement • 10 min punishment • 10 min wall conversion • 10 min ghost • 10 min application. Preserve the sequence even when volume drops.


LIVE LOOP
14. Development Set Protocol
Book One’s live-set loop now becomes a self-development loop: scan the failure, map it, drill it, encode it, then prove it in a real set.
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	Set phase
	Primary objective
	Coach question

	Scan
	Collect 2–3 repeatable failure signals.
	What breaks when BAG$ has not pre-planned the answer?

	Map
	Classify the failure.
	Is this recognition, selection, execution, movement, or knowledge?

	Drill
	Recreate the trigger under rising uncertainty.
	Can the response survive Static → Binary → Variable?

	Ghost
	Encode the corrected behavior.
	Is the ghost learning the fix or the old habit?

	Transfer
	Return to ranked / FT set.
	Did the change survive an opponent who was not cooperating?


	ONE CHANGE AT A TIME
If movement, timing, offense and defense all change at once, the coach cannot know which correction worked. Version each improvement so the learning process itself becomes measurable.


MEASURE
15. Omni-Paul KPI Board
Rank is the outcome. These are the mechanisms we track while building it.
	KPI
	What it measures
	Target direction

	Punish Recognition %
	Judgment / trigger awareness
	Up

	Punish Selection %
	Paul-specific knowledge
	Up

	Punish Execution %
	Timing / input reliability
	Up

	Whiff Punish %
	Movement → offense conversion
	Up

	Launcher Conversion %
	Execution / route stability
	Up

	Wall Route Accuracy %
	Stage-to-Tekken translation
	Up

	Advantage Retention
	Dominance / second-layer control
	Up

	Panic Challenge Count
	Composure / defensive discipline
	Down

	Throw Break %
	3D defensive completeness
	Up


	ADAPTIVE KPI — SECOND RESPONSE RECOGNITION
How often does BAG$ notice that the opponent changed behavior after his first answer? This is where Omnivera’s adaptation should become a Tekken advantage rather than random option switching.


WORKSHEET
16. Blank Translation Folder
Use this page whenever a Brawlhalla strength or Tekken weakness needs to be turned into one trainable Omni-Paul behavior.
	FIELD
	WRITE-IN

	Source evidence
	

	Observed Tekken signal
	

	Source skill hypothesis
	

	Cross-game invariant
	

	Tekken expression
	

	Paul implementation
	

	Trigger
	

	Correct response
	

	Most likely failure
	

	Static drill
	

	Binary decoy
	

	Variable branch
	

	Ghost block
	

	Transfer test
	

	Version notes
	


	QUALITY CHECK
If the coach cannot state what would falsify the transfer hypothesis, it is a belief — not a development model.


WORKSHEET
17. Blank Ghost Engineering Log
Archive only behavior you can explain, reproduce and evaluate.
	FIELD
	WRITE-IN

	Ghost version
	

	Session date
	

	Primary behavior
	

	Trigger state
	

	Desired response
	

	Bad habit being excluded
	

	Number of clean reps
	

	Randomization level
	

	Conversion / punish KPI
	

	What the ghost reproduced correctly
	

	What the ghost reproduced poorly
	

	Next correction
	

	Transfer opponent / mode
	

	Version decision: keep / revise / discard
	


	FINAL GHOST PRINCIPLE
Do not train the ghost on “everything BAG$ does.” Train it on the version of Paul BAG$ is trying to become.


INTEGRATE
18. The Omni-Paul Skeleton
The project is complete only when transferable intelligence and Tekken-specific discipline stop feeling like separate systems.
The historical evidence says BAG$/Omnivera has already accumulated a massive state library and repeatedly learned new toolkits. The Tekken 8 Pentagon says several high-value competitive signals are already visible — Attack Frequency 25, Block 24, Retaliation 25, Comeback 24, Versatility 23 and Stage Use 22 — while the clearest bottlenecks are Accuracy, Judgment, Dominance, Composure, Evasion and Throw Escape.
The training mission therefore is not “teach a beginner how to compete.” It is “give an experienced competitive learner the Tekken syntax, Paul depth and stable control architecture required to express what he already knows at a much higher level.”
	OMNI-PAUL FORMULA
Brawlhalla instincts × Cosmic discipline × Paul knowledge = Omni-Paul.


	FIRST PRIORITY
Build the ghost properly: clean movement first, correct punishment second, stable conversion third, pressure branching fourth, adaptation last.
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