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RoboGames 2012
GENERAL RULES
If there is an insufficient number Primary level or Secondary level teams in a given challenge, the two levels will merge. In this scenario, and at the discretion of the chief judge, either the Primary team will be granted an advantage, or the Secondary team will be given a handicap.

Teams must register and submit their robot for inspection before competing. If major modifications are made between rounds, the robot must be re-inspected.

A
RoboCupJunior: 

One of the goals of this activity is to construct and program robots to behave like humans. For this set of activities we will use the official 2010 rules with minor modifications. 
1.
Soccer


(i)
Primary
(ii)
Secondary

2.
Search & Rescue
(i)
Primary






(ii)
Secondary

3.
Dance


(i)
Primary






(ii)
Secondary
The official rules can be found at http://rcj.robocup.org/
Our local event will include the above rules with the following exceptions:

1.
SOCCER

EXCEPTIONS to RoboCupJunior Soccer Rules 2010 (identified by article number)

3.1 We will only use soccer Field A;

4.3 We will use the pulsed ball, RCJ-05)

EXCEPTIONS to RoboCupJunior Soccer League Regulations 2010

1.0 Preamble: 

- Our local competition will only offer the “Light Weight sub-League”, and the robots will be bound by the limits set in table 2.1.  Please consult the table. Example: the weight limit for soccer is 1.5 kg.

2.
RESCUE
EXCEPTIONS to RoboCupJunior Rescue A Rules (identified by article number)

1.2.1 There is no limit restricting the size of the robot, but it must be able to navigate through the doors.

1.4 The pattern of the track may or may not change between rounds, depending on whether we use tiles or not.

4.2
Rule clarification: The chief judge is responsible for clarifying the rules. His decision is final.

3.
DANCE

Follow RoboCupJunior Dance Rules 2010
B
Beatles Challenge: 

The main goal here is to construct robots to perform tasks that challenge motor and sensor skills. The challenges are designed to test these skills either individually or in harmony with other sensors. Unless otherwise stated in the specific game, the general global rules include the following limits:

a. The maximum weight for all robots is 1.5 kg

b. The maximum power supply voltage is: 9 volts.

c. The robot size must not exceed 22 cm in height and must fit (with parts fully extended) in a cylinder with a diameter of 22 cm.

1. 
Challenge:  STRAWBERRY FIELDS FOREVER. Task: Construct and program a robot that can distinguish and “pick” strawberries and bring them off the field. It must be able to do this while avoiding taking any blackberries out of the field.  As well, your robot is not to pass the white perimeter of the field.  

2. Challenge: YOU REALLY GOT A HOLD ON ME. Task: In this “tug-o-war” game, you must construct and program a robot that is capable of pulling another robot across a line.

3. Challenge:  DRIVE MY CAR. Task: There will be two “u”-like tracks set up side by side.  Two robots will race each other, each getting their own track. The objective at first it to not necessarily win your given heat but to get a high a score as possible, i.e. get a quicker time, so as to be one of the robots that moves on to the next round. Only in the Finals will “winning” your heat actually matter.  

4- Challenge:  THE FOOL ON THE HILL. Task: From a starting point, a robot will advance towards an inclined hill.  The robot will then proceed to climb the hill, which will be a black, 45 degree inclined ramp with white marking its borders. Once the robot has all four of its wheels on the ramp it will attempt to shoot a ball into a bucket 16 inches away.  

5- Challenge: ROLL OVER BEETHOVEN. Task: In this Sumo wrestling-like challenge, competing robots will attempt to push their opponent out of the “ring”.   The ring will a raised circular platform with a 1 meter diameter.  The ring will be black and bordered by a 2cm white line.  The ring is raised so as to avoid arguments about how much a given robot was pushed out or which one went out first.  Due to the height of the platform, the loser will “tumble” over the edge.   

Beatles Challenge
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1- Challenge:  STRAWBERRY FIELDS FOREVER

Your robot is a fruit-picker robot, best of its kind.  There’s been a recent high demand for wild strawberries, so you must get your robot out to the fields as quickly as possible to pick them.  But make sure your robot doesn’t pick any of the blackberries!  

Construct and program a robot that can distinguish and “pick” strawberries and bring them off the field. It must be able to do this while avoiding taking any blackberries out of the field.  As well, your robot is not to pass the white perimeter of the field.  

The challenge: tests programming skills, focusing on the robot’s light sensors and their ability to recognize the color of the strawberries and the perimeter.

Rules and Specifications:

1. The field itself will be green (Astroturf) and approximately 2 meters in diameter.  The border of the field will be marked by a 2cm white line.   

2. The Strawberries and Blackberries will be wooden pucks of 3cm in diameter and 2cm high, painted red and black respectively.   They will be placed within the field in a predetermined manner by the referee.   This placement will be the same for each team.   

3. Your robot has 2 minutes to pick as many strawberries as possible and bring them off the field.   The judge will grant 1 point for each strawberry pushed out of the perimeter, and will take away 1 point for every blackberry removed from the field.  Just to be clear: the robot does not have to pick the strawberries off the ground; they can simply push them off the field. 

4. Each participating robot may make two attempts.  The judge will retain the highest score. 

5. The team with the highest score wins.   

6. If there is a tie at the end for first place, these teams will get another attempt.  The team with the highest score wins.

***Unless specifically stated here, the restrictions described in the General Rules will apply to this challenge.

2. Challenge: YOU REALLY GOT A HOLD ON ME

 

Task: 

In this “tug-o-war” game, you must construct and program a robot that is capable of pulling another robot across a line.

[image: image1.jpg]



The challenge: test design, speed vs. strength, understanding of frictional force, and strategy

Rules and Specifications:

1. The two robots (A and B) will be tied together with a ½ meter long cable.   A ribbon will mark the center-point of this cable. 

2. The captain is responsible for providing a secure place where the referee can attach a hook.  If the robot falls apart or releases the cable for any reason, it will be disqualified. 

3. The referee will place the robots so that wire is taught between them and so that the ribbon is placed directly over the line. 

4. When the teams are ready, the referee will give the signal and the captain will activate his/her robot. 

5. To win the heat, one robot must the pull the other completely over the line.  The line will be a 2cm thick black line.   

6. Stream A: The robot that pulls the other across the line wins the contest and advances to the next rounds until there is only one robot left. 

7. Stream B: Robots eliminated from Stream A first may register for the second tournament in Stream B.  Robot modifications are permitted but must remain within weight and voltage limits. 

8. A final tournament will be held between the victors of Stream A and Stream B.

 

 

 

***Unless specifically stated here, the restrictions described in the General Rules will apply to this challenge.

 

 

 

 

 

3. Challenge:  DRIVE MY CAR

 

Task: 

There will be two “u”-like tracks set up side by side.  Two robots will race each other, each getting their own track. The objective at first it to not necessarily win your given heat but to get a high a score as possible, i.e. get a quicker time, so as to be one of the robots that moves on to the next round. Only in the Finals will “winning” your heat actually matter.  
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The challenge: tests programming skills, focusing on the robot’s speed and possibly light sensors and their ability to recognize the colour. Road surface and walls are black with white line.

 

 

Rules and Specifications:

 

Round 1:

1
The referee instructs the team captains to position their robots at the starting line.

2
The referee signals the captains to start the robots.

3
The robot s must complete the task (get to the finish line) in less than 90 seconds.

4
Successful robots (those that make it past the finish line) will move to the next round; robots that failed the test will get one more attempt to qualify (perhaps 1 half hour later).

 

Round 2:

1
The referee instructs the team captains to position their robots at the starting line.

2
The referee signals the captains to start the robots.

3
This time the robots will be timed and score points: 

a.  5 Seconds will be added if the wall is touched during the straight away.

b.  5 seconds will be added for crashing into the “bend” part of the track;

4
The EIGHT robots with the lowest time score will move on to the quarter finals.

 

Round 3: Quarter Finals

1
Same as procedure for Round 2;

2
The Four robots with highest score will move on to the Semi finals.

 

Round 4: Semi Finals

1
Same as procedure for Round 2;

2
The TWO robots with highest score will move on to the final.

3
The other two robots will compete for third place in the next round.

 

Round 5: FINALS

1
Same as procedure for Round 2;

2
The TWO robots that were not in the top two positions from Round 4 will compete for Third place.

3
The two finalists will compete for First and Second Place.

 

 

***Unless specifically stated here, the restrictions described in the General Rules will apply to this challenge.

 

 

 

 

4- Challenge:  THE FOOL ON THE HILL

 

Task: 

From a starting point, a robot will advance towards an inclined hill.  The robot will then proceed to climb the hill, which will be a black, 45 degree inclined ramp with white marking its borders. Once the robot has all four of its wheels on the ramp it will attempt to shoot a ball into a bucket 16 inches away.  
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The challenge: Tests design, construction (balance of robot while shooting ball on an inclined surface), programming skills, and as well as ability of robot to distinguish between different colours.

 

Rules and Specifications:

 

1. The captain will place the robot at the foot of the hill.   

2. The referee will give the signal to the captain to start their robot. 

3. The robot will attempt to climb the hill.  It must have all four wheels on the hill before attempting to shoot the ball in the basket (within 60 seconds). 

4. Each team will get three practice runs.  In between each of these runs the team can modify their robots build and programming, but only in so far that the robot stays within regulation size and weight. 

5. After the practice rounds, each team will have five attempts to score baskets. 

6. The team with most baskets wins. 

7. If there is a tie between two or more teams, such teams will get another five attempts.  The team with the most baskets wins.

 

***Unless specifically stated here, the restrictions described in the General Rules will apply to this challenge.

 

 

 

 

5- Challenge: ROLL OVER BEETHOVEN

 

Task:

In this Sumo wrestling-like challenge, competing robots will attempt to push their opponent out of the “ring”.   The ring is a raised circular platform with a 1 meter diameter.  The ring will be black and bordered by a 2cm white line.  The ring is raised so as to avoid arguments about how much a given robot was pushed out or which one went out first.  Due to the height of the platform, the loser will “tumble” over the edge.   
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The challenge:

Tests design, strength and speed of construction, 

Programming:

Strategy and tactical maneuvering.

 

Rules and Procedures:

 

1. The referee will place the robots in the ring so that they are facing each other in their predetermined starting positions.  These positions will be marked by two green lines 10cm apart. 

2. When the referee gives the signal, the captain from each team will start their respective robot. 

3. The matches will last 3 minutes each. 

4. In that time, the first robot to push its opponent off the ring, wins. 

5. If parts become dislodged during the match, the game time will be paused and the referee will remove that part from the ring.  If that particular part is essential for the robots mobility, or sensory input, the team will have 20 seconds to put it back on.  No changes from the original design will be allowed.  Absolutely no programming changes will be tolerated. 

6. Excepting the parts of the robot used for motion, i.e. the wheels and the drive system, no other movable parts will be tolerated.   

7. Winners from Round 1 will move on to the next round. This particular group of Robots will be called Stream A.  Those who lost in the first Round will compete against each other in Round 2 of Stream B. 

8. In between matches, modifications of the build and programming of the robots are allowed. 

9. The eventual winners from Stream A and Stream B will compete against each other for first place over-all.

 

 

 

***Unless specifically stated here, the restrictions described in the General Rules will apply to this challenge.

October 20 2011

