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3 THE GAME 

3.1 GAMEPLAY RULES 

3.1.1 Periods 

<G01> A MATCH is 2 minutes and 15 seconds long.  The AUTONOMOUS PERIOD is the first 15 

seconds of the match.  The TELEOPERATED PERIOD is the remaining 2-minute period.   

<G02> The AUTONOMOUS PERIOD ends when the ARENA timer displays zero seconds. The 

MATCH ends if all TOWERS are TRIGGERED or when the ARENA timer displays zero 

seconds, whichever comes first. 

  

3.1.2 Pre-MATCH 

<G03> Each ROBOT must be in its STARTING CONFIGURATION. The Head Referee may call for 

an inspector's recertification of the ROBOT size and weight prior to the start of any MATCH. 

Violation: Prohibition from participating in the MATCH 

<G04> Each ROBOT must be positioned on the FIELD so that the BUMPER closest to itôs 

ALLIANCEôS PLAYER STATION breaks the plane formed by the POSTS of the opposing 

ALLIANCEôS TOWERS. 

Violation:  The MATCH will not start until all ROBOTS are in legal positions.  A YELLOW 

CARD may be assigned for repeated violations. 

<G05> Alignment devices (templates, tape measures, laser pointers, etc.) that are not part of the 

ROBOT and fully contained within the volume defined by the STARTING CONFIGURATION 

may not be used to assist with positioning the ROBOT.   

Violation: TEAMS that use external alignment devices to position their ROBOT will have their 

ROBOT arbitrarily repositioned by a referee before the start of the MATCH. 

<G06> Each ROBOT must be in contact with one UBERTUBE.  No more than one ROBOT may be 

contacting an UBERTUBE. 

<G07> Items other than the ROBOTS and the GAME PIECES shall not be placed on the FIELD prior 

to or during the MATCH.  

Violation: PENALTY and YELLOW CARD 

During the AUTONOMOUS PERIOD, the BASES will be illuminated in yellow.  During 
the TELEOPERATED PERIOD, BASES will be illuminated with their ALLiANCE color.  
At 15 seconds before the end of the MATCH, BASES will flash yellow, while TARGET 
lights will flash green.  At 10 seconds before the end of the MATCH, when 
HOSTBOTS may DEPLOY their MINIBOT without penalty, BASES will illuminate with 
the appropriate ALLIANCE color, while TARGET lights will show a green óchaseô 
sequence.  This chase sequence will continue until a MINIBOT TRIGGERS the 
TARGET, or time expires, whichever comes first.  If a MINIBOT TRIGGERS the 
TARGET within the set time period, the TARGET light will illuminate to indicate in 
which place the MINIBOT finished. 1st place will illuminate all four lights to indicate 
the maximum number of points have been scored.  MINIBOTS finishing in 
subsequent positions will illuminate fewer lights, with the 4th place MINIBOT 
illuminating one light, to indicate the fewest points scored 
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<G08> Each TEAM provides a COACH, two DRIVERS and a HUMAN PLAYER. (Each ALLIANCE 

will have three HUMAN PLAYERS: two FEEDERS and one ANALYST.) 

<G09> All DRIVERS, COACHES and ANALYSTS must be standing in the ALLIANCE STATION and 

behind their STARTING LINE.  FEEDERS must be in the FEEDER STATIONS. 

Violation: PENALTY 

<G10> Each FEEDER STATION must contain 3 sets of LOGO PIECES. LOGO PIECES are 

considered ñcontainedò if they overlap the FEEDER STATION in any way. LOGO PIECES 

may not contact the opponentôs ALLIANCE STATION.  

3.1.3 AUTONOMOUS PERIOD 

<G11> ROBOTS may not break the plane of the CENTER LINE.  

Violation: PENALTY 

<G12> TEAM members must remain within their assigned starting areas (COACH, DRIVERS, and 

ANALYSTS must be in the ALLIANCE STATIONS and behind the STARTING LINE; 

FEEDERS must be in the FEEDER STATIONS).  

Violation: PENALTY 

<G13> TEAM members may not touch GAME PIECES.  

Violation: PENALTY 

<G14> Any control devices worn or held by the DRIVERS must be disconnected from the 

OPERATOR CONSOLE, and not connected until after the AUTONOMOUS PERIOD.   

Violation: PENALTY 

<G15> If a ROBOT should touch anything outside of the FIELD boundary during the AUTONOMOUS 

PERIOD, it will have a 10 second "grace period" to return to the FIELD at the beginning of the 

TELEOPERATED PERIOD.   

Violation: If the ROBOT is unable to correct the situation within the grace period, it will be 

disabled for the remainder of the MATCH.  If at any time the Head Referee should determine 

that the attempts to recover from the situation constitute unsafe operations, Rule <G26> will 

take precedence.    

3.1.4 TELEOPERATED PERIOD 

<G16> UBERTUBES may not be HUNG.  

Violation: PENALTY 

<G17> 
HOSTBOTS may not DEPLOY a MINIBOT. 

Violation: TOWER is disabled. 

3.1.5 END GAME 

<G18> All TELEOPERATED PERIOD rules apply, except as modified in this section. 

<G16> disallows an unplaced UBERTUBE to be hung, a knocked-off UBERTUBE to 
be rehung, or movement of an UBERTUBE to a different PEG. 
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<G19> MINIBOTS must remain completely autonomous and move up the POST solely through 

electric energy provided after the start of DEPLOYMENT by the permitted, unaltered battery 

and converted to mechanical energy by the permitted unaltered motors (and associated, 

appropriate circuitry). 

Violation:  The TOWER on which the MINIBOT is DEPLOYED is disabled. If the MINIBOT is 

DEPLOYED on something other than a TOWER, then the ALLIANCEôS TOWER upon which 

the highest RACE SCORE was earned will be discounted. 

 

<G20> ROBOTS/HOSTBOTS may not contact their own TOWERS above the DEPLOYMENT LINE.  

Violation: PENALTY for contact.   

<G20-B> Only MINIBOTS may TRIGGER the TARGET in the END GAME. Violation: TOWER is 
disabled. 

<G21> HOSTBOTS may DEPLOY MINIBOTS only onto their ALLIANCEôS TOWERS and entirely 

below the DEPLOYMENT LINE. 

Violation: PENALTY plus RED CARD. TOWER is disabled if MINIBOT is DEPLOYED above 

the DEPLOYMENT LINE. 

<G22> HOSTBOTS may not contact their ALLIANCEôS MINIBOT while any part of it is above the 

DEPLOYMENT LINE.  

Violation: TOWER is disabled 

<G23> Contact (via ROBOT or GAME PIECE) with the opposing ALLIANCEôS TOWERS is 

prohibited. 

Violation:  PENALTY plus RED CARD 

<G24> The opposing ALLIANCE may not interfere with the DEPLOYMENT or climbing of a MINIBOT. 

Violation: PENALTY plus RED CARD 

 

<G25> During the END GAME, ROBOTS/HOSTBOTS in contact with their ALLIANCEôS TOWER are 

protected and may not be contacted by an opponent.  

Violation: PENALTY for inadvertent contact; PENALTY plus a RED CARD for obviously 

intentional contact. 

 

<G19> means that HOSTBOTS are not allowed to launch the MINIBOT up the pole 
at the TARGET, or otherwise contribute to the vertical movement of the MINIBOT.  
Energy for vertical movement may not be stored in the MINIBOT before 
DEPLOYMENT (except that which is contained within the battery and excluding 
incidental kinetic energy stored in the motors or wheels, but NOT, for example, in a 
flywheel). 

Interference by an ALLIANCE refers to any action taken by that ALLIANCE that 
results in disruption of the MINIBOTôs progress.  This may include, but is not limited 
to,  

a) throwing a GAME PIECE at the MINIBOT/TOWER,  

b) driving a ROBOT or GAME PIECE into the TOWER, or  

c) directly contacting the MINIBOT or TOWER. 
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3.1.6 Safety 

<G26> If at any time a ROBOT'S operation or design is deemed unsafe, the ROBOT will be disabled 

for the remainder of the MATCH. If the safety violation is due to the ROBOT design, the Head 

Referee has the option to not allow the ROBOT back onto the FIELD until the design has 

been corrected. Violation: PENALTY and Disablement 

 

<G27> TEAM members may not contact any ROBOT at any time during the MATCH.  

Violation: PENALTY and Disablement  

<G28> TEAM members may not extend any part of their body into the FIELD during the MATCH.  

Violation: PENALTY 

<G29> If a ROBOT becomes unsafe (e.g. the ROBOT begins to smoke, the battery falls out, etc.) it 

may be disabled by pressing the E-Stop button.  This will cause the TEAM'S ROBOT to be 

disabled for the remainder of the MATCH.  The E-Stop buttons are intended for remote shut 

down during a MATCH in the event of safety hazards and will not otherwise affect MATCH 

score or duration.  Any TEAM member may press the E-Stop button. 

Violation: Inappropriate use of the E-Stop button (i.e. not for safety reasons) will result in a 

PENALTY plus RED CARD.  

<G30> Any ROBOT used during a MATCH must be in compliance with all ROBOT Rules (as defined 

in Section 4 ï The Robot).  

Violation: PENALTY plus a potential YELLOW CARD 

3.1.7 General 

<G31> ROBOTS, HOSTBOTS, nor MINIBOTS may not touch anything outside the FIELD boundary.  

Violation: Disablement 

 

<G32> Neither ROBOTS, HOSTBOTS, nor MINIBOTS may break the planes of the vertically 

projected borders of the opponentôs ZONES, including a GAME PIECE in their POSSESSION. 

Momentary incursions by a POSSESSED GAME PIECE will not be penalized if they do not 

make contact with anything in the ZONE. 

Violation: PENALTY. G61 does not apply to this rule, however strategies aimed at taking 

advantage of this exception will result in a PENALTY plus a YELLOW CARD. If a ROBOT 

enters the opponent's ZONE and does not make immediate effort to leave OR if it contacts 

another ROBOT (or GAME PIECE in its POSSESSION) also in the ZONE, then the intruding 

TEAM will receive a RED CARD. 

 

<G33> During the TELEOPERATED PERIOD, neither ROBOTS, HOSTBOTS, nor MINIBOTS may 

break the planes of the vertically projected borders of the opponentôs LANES, including a 

An example of unsafe operation would be uncontrolled motion that cannot be 
stopped by the DRIVERS. 

<G31> is in place primarily for safety.  It also includes touching a FEEDER or FIELD 
structure through the FEEDING SLOT. 

 

<G32> allows ROBOTS to complete HANGING a GAME PIECE, as designed, 
without being hindered. 
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GAME PIECE in their POSSESSION. Momentary incursions by a POSSESSED GAME 

PIECE will not be penalized if they do not make contact with anything in the LANE.  

Violation: PENALTY. G61 does not apply to this rule, however strategies aimed at taking 

advantage of this exception will result in a PENALTY PLUS A YELLOW CARD. If a ROBOT 

enters the opponent's LANE and does not make immediate effort to leave OR if it contacts 

another ROBOT (or GAME PIECE in its POSSESSION) also in the LANE, then the intruding 

TEAM will receive a RED CARD. (Exception: if a ROBOT should break the planes of the 

vertically projected borders of the opponentôs LANES during the AUTONOMOUS PERIOD, it 

will have a "grace period" to remedy the situation at the beginning of the TELEOPERATED 

PERIOD; the grace period will be either 5 seconds or until an opponent ROBOT enters the 

LANE ï whichever comes first.) 

 

<G34> ROBOTS or HOSTBOTS may only POSSESS or HERD one GAME PIECE at a time.  

Violation: PENALTY 

 

<G35> GAME PIECES that exit the FIELD will be placed back on the FIELD approximately at the 

point of exit, at the earliest safe opportunity, by FIELD staff. 

<G36> GAME PIECES may not be intentionally placed out of bounds.   

Violation: PENALTY and YELLOW CARD 

<G37> GAME PIECES that deflate during a MATCH will be considered identical to inflated GAME 

PIECES.   

<G38> ROBOTS and HOSTBOTS may not intentionally deflate GAME PIECES.  No violation will be 

assigned for unintentional deflation. 

Violation: PENALTY plus RED CARD for intentional deflation.  Repeated unintentional 

deflation may result in a YELLOW CARD. 

<G39> ROBOTS and FEEDERS may not SCORE on their opponent's PEGS or descore their 

opponentôs GAME PIECES, or interfere with their opponentôs TOWERS.   

Violation:  PENALTY plus RED CARD. 

3.1.8 Robot actions 

<G40> ROBOTS or HOSTBOTS may not exceed PLAYING CONFIGURATION at any time. 

Violation:  PENALTY for unintentional, momentary violations. PENALTY plus RED CARD for 

intentional or continuous violations. 

<G41> MINIBOTS may not exceed a 12ò x 12ò x 12ò volume. 

Violation:  The TOWER on which the MINIBOT is DEPLOYED is disabled. If the MINIBOT is 

not deployed on a TOWER, then the ALLIANCEôs TOWER upon which the highest RACE 

SCORE was earned will be discounted 

<G42> ROBOTS, MINIBOTS, or HOSTBOTS may not intentionally detach parts or leave 

MECHANISMS on the FIELD (with the exception of appropriate DEPLOYMENT of the 

<G33>allows ROBOTS to retrieve LOGO PIECES from the FEEDER without being 
hindered. 

It is important to design your ROBOT so that it is impossible to inadvertently or 
intentionally control more than one GAME PIECE at a time. Inadvertent contact will 
be not be considered HERDING and will not be penalized. 

 


