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Can field 11
starters?

------------------

Free hit yes

available?

PLAY FREE HIT

Wildcard available AND
(<9 fieldable OR <3 GWs
to GW19 / 38)7?

yes

PLAY WILDCARD

1
1
DO NOTHING !
1

A rule-based baseline for when to play wildcard, free hit, bench boost and triple captain — evaluated one gameweek at a time.
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Fixtures in the
coming gameweek?
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Any chips
available?

yes

Chips left >
weeks to
GW19 / 387
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yes
>14 squad players doubled
AND bench boost available? PLAY BENCH BOOST
no
Highest scorer doubled yes

(=1 fixture at home) AND
triple captain available?
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Bench boost or triple

captain available AND

biggest pile-up before
GwW19 / 387

PLAY bench boost /

triple captain
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PLAY TRIPLE CAPTAIN

no

ildcard & free hit available:
both / one / neither?

Another blank or
double in next
3 gameweeks?

Biggest fixture
pile-up before
Gw19 / 387

no

PLAY FREE HIT

PLAY available chip

Alrsenal transfer optimiser — baseline chip-timing rule, compared against MCTS's free chip choice.

yes — Path A

yes

PLAY WILDCARD

Only one chip yes

available?

no

Next gameweek
fixture count?

<10
0
N\ 4 N\
< 10 - BLANK = 10 — NORMAL
1 FREE HIT 1 TRIPLE CAPTAIN
2 WILDCARD 2 BENCH BOOST
3 TRIPLE CAPTAIN 3 FREE HIT
4 BENCH BOOST 4 WILDCARD
J g J

PLAY that chip

>10

> 10 — DOUBLE
1 WILDCARD
2 FREE HIT
3 BENCH BOOST
4 TRIPLE CAPTAIN




