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1.. THE GAME

L.L Introduction
The Game section of the 1999 FIRST Robotics Competition Manual provides a

comprehensive d.escription of the game, playrng field layout and constructiory

match scoring, and competition rules'

1.2 Game DescriPtion
Section 1.2 provides an overview of the 1999 FIRST Robotics Competition Game.

See Appendi* a for the complete list of ru-les'

1.2.1 Competition Structure

The competition is composed of two phases: the-qualification matdres and the

eliminati'on matches. For both phases, four teams will participate in each match,

paired to create alliances of two teams each. An alliance will work together to try to
win a match. Alliances will win or loose as a single unit. Points and/or victories

will apply equally to both teams within an alliance.

Phase I: Oualification Matches

During the qualification matches, alliil1gg5 will be formed i.ust Prior to the st?.rt of

each riatch, and will last only for the duration of the matdr. Thus, teams will
EangE-uies after every match. All teams will play an equal number of qualitication
matches.

Following the conclusion of the qualification matches, the cumulative results of each

ieam's qualification matches will be used to rank the teams. The eight highest

ranked. ieu*s qualify to move on to the elimination matches.

Phase II: Elimination Matches

Prior to the start of the elimination matches, eadr of the eight qualifying teams will
select an ally from the remaining tea-ms. The eight alliances formed at this stage will
stay together for the remainder of the elimination matdres, whidr willbe a best 2-of-

3 seriei of elimination matdres to determine the winning alliance.

1.2.2 Basic Gameplay

During a match, each alliance works to score points by positioning "floppies", their

robots, and the "puck" on the playrng field. Eadr alliillss will compete using two
team-built roboti four robot operators, two human players, and four coaches.

Floppies are light weight, pillow-like objects with Velcro-loop material located in its

."r,te, and arorurd its perimeter. The puck is a short, octagonal platform that rolls

freely on caster wheels. Information on construction of the playing field, floppies,

and puck is included in the fietd parts list documentation that is supplied with the

manual at the Kick-Off WorkshoP.

g"fy human players and. robots may directly intelact with the floppies. The robots

willcompete vyithir, the bounds of the Playrng field, while the human players will be
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field. Basic informationjust outside the playng about the layout

Each match will last two minutes. hr ord.er to win a match, an alliance must scoremore points than the other alliance. see sectio n t.z..i forioror*uuo. oa ,.ori.,g.
1.2.3 Playine Field Layout
At the start of each match, each humanplayer station will contain three of thealliance's floppies. 

.Foy floppiesp", u,'i*." *iu uu io"ated on the playing fierd.The ten floppies belonging i" 
"u"n 

alhance will be 
"oro, 

coded to identify allianceownership.

In addition to the floppies and robots, a puck will be located on the playing field.
The placement of teams' robot operator stations, human player stations, and startinglocations of the flop_pies, puck, and robot, ure ,ho*n ir, Eig*" 1.1. piease note thatFigure 1'1 mav ttofb" driwn to scale and is not intended for use during playingfield construcion. For praying netJ aime*i""+;i;uiu r.r", to the fieii parts ristdocumentation that is r"piri"i with the **rui if*,u ri.t-on worr."r,op.

of the playrng field is located below in Section L.2.3.
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Floppies

(placed along center line of f ield, beginning at barrier edge)

Hobot starting location
(4ft.x4tt. centered on PlaYer

area, tYPical 4 Places)

Hobot Operator Station
(typical 4 Places)

33 inches on center
(typical)

Human PlaYer Station
(typical 4 Pl aces

i

Field barrier,
all around

Puck starting location
(centered in f ield)

lnteraction Zone
(typical 4 Places)

Key: %
ffi

Hed Alliance
(Teams C,D)
Blue Alliance
(Teams A,B)

Figure 1.1: PlaYing Fie1d LaYout



At the end of each two-minute match, points will be awarded to alliances based on*:,ffi: ilI$::i,|f ft;-;;*pr"t" Ii,t or,"*i.,g and tie breaking criteria is
Each alliallsg rgill
nerd,,.oi*i"o,il;"'i,:llT::lH:,;i,niqllJ,?Xti,Ti: j:,Tfi $;.iffi a
above the surface of the prrffi n"ia. ruc,l "ri;il;* receive three points foreach of its floppies. eight feei offi* o'u, u,r"l*iu"u or the praying field. The
lffiil.''ayer 

statiori u'u'ot .o#ia"."a f* "it" ooy,rg fierd for pqposes of

THE 1999 FIRST ROB OTICS COMPETITIO N MANUAL1.2.4 Match Scoring

iH"*f"1:1":,,1fffi; various positiors over the pra)ans nerd and

Figure 1.2: Floppy positions and Values

Figure 1.2
shows the

Any robot on the puck will mr:ttiply its alliance,s score by three.

#,# ruH;# frH::T #Y:fil"J;j,f " 
ir the p uck is p o siti on e d wholry

AIr muJtipriers are cumurative. Thu5,-if an a,iance n"1 iI ten floppies above eightfeet' had borh robots on the puck, and the p;L;; iositioned wlioly within thei#,::il1#T',i:n$:l$:ff tt'.1*5";;;5u"eo*J.ai*'uiopoints
The alliance with the mostpoints wins the match. ple,complete list of game r:I"r,ind,rai1g tie breakers. 

ase read Appendix A for the

{t

3 Points

'l Point

0 Points

'1 Point8 it.

Playing Field Carpet

THE GAME

I



THE 1999 FIRST ROBOTICS COMPETITION MANUAL

At the condusion of the

total QPs accumulated'
including team ranking and ranking tie breakers'

1.3 PlaYing Field Construction

on the floor

piayrng field.

1.3.2 PlaYine Field Border

The perimeter of the field is defined by four sectio:s forming a curb made of' 4x6

lumber, and four i*+ uo"ras which loin these sections at the human player positions'

These flat boards are used. to provide rigld :-"""1ttions 
between the sections of' 4x6

Iumber that make*ui il;;ld border u-*id ullo* floppies to be pas;e{ from the field

into the player statilrs. These boards are attacrredio recesses in the bottom of the

4x6 border such a# A. 4x6 h:rnber is not raised off the carpet' The border

assembly rests directly on the carpet'

A barrier is constructed from 1,-1,/4inch diameter sched'ule 40 steel pipe and

corurecting fitti;;;;a it *",**d to the tops of the 4x6 border by pipe flanges'

The exact dimensions of the various sections., the assembly, and special hardware

required ,r. ,hornf il ir.." field and fi"ta putit list documentation that is supplied

witf, Ure manual at the Kick-Off Workshop'

1.3.3 Human PlaYer Stations

There are fow human player stations located. outsid.e the perimeter of the playing

fie1d. The player rtrtiJ* 
"re 

located near the comers of the field as shown in Figure

1.1. The playrng field barrier extends across the player station locations at the

breaks in the 4-6 ;i"yt"g field borders at the interfaces between the field and player

stations.Thisbarrierisjusthigtrenoughtoa|gw.floppiestobeq*h:dintothe
player station *i,il;A"**"g robotJin' Aside from these barriers' the player

stations have no physical structure' Player station bord'ers are rePresented by tape

qualification matdnes,

Pl"ut" read APPend'ix
the teams wil1be ranked according to

A for the complete list of game rules

Each player station is 5 feet wide (parallel to the field border)' and 5 feet long

(extending "r, 
p.;;;d;J"t ro tt 

" 
fie,d border)' EacJr station is divided into two

areas, the humanplayer zone where the player can sit/stand/knee1/etc., and the

interaction zone. The interaction ro,t" uit""ds outward from the playing field

border for a d.istance of 3 feet. The remaining Play-el area extends g feet further from

the interactiorr rorrll The exact d'imensions, Issembly, and locations of the human

player stations J;.toJ i" the fierd 
",.d 

fiuta parts rist dobumentation whidr is

'r"ipUua with the m"ttuul at the Kick-Off Workshop'
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ffi :*::,8",:T:i:L'i:ffi::l',"r*ru:'ff 
*"J,uvinsnerdRobotoperatordiameterschedure+o,,"uipip";;irir"";"i":'l"fftiff 

ffi$:;J ji,ilf,"o
;?ilff?,Htrlt and safirv grr'3:' are praced on this swface. a, ir," events,

iiffi1?**ifl**'{#}ffi #Hrmmrorl*dn:;'"trarsparent saferv shierd ir ri1o.*t"a;; il;:y. il:8ffi;otijffir;#::*;tthe robot operators and coaches. The uora"i, J*,Irouo, operator riuio* *"represented by tape on the floor. Thu e*uct dr;;;.": *d locatioru of the robotoperator stations are shown in the field and *il;; Iist documentation.u a team member has aphysical disabilitr^(i.e. req,ires 
"";r;;;;;air etc.),*i:."i,."ffi1Jjffi#i,nT;: ts. A sp eciar shorter conrror ;;;. w,r be

1.3.5 puck Description

The calpet used for tjre p1"yrr,g fieldsurface and pr"ti: avaiiabre from s.s. Mi,s,Inc' in Daltoru Georgia. 
^contu? 

i.,ro.*"uon for 6s. vriur, Inc. is incruded in thesupplier contact ristiirgs i"'ft," nJot,, secfion;;a;*r.ua1. 
The carpet used on*:Ifffi:fittrmi::X",.*ff eB:,To"",*o^ffi :tfl "carpet

6
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APPENDIX A: GAME RULES

P5

3. Highest match score'

4. FIiP of a coin'

The eight highest ranked teams will quali-fy to advance to the elimination

matclnes.

The eight qualified teams wili select their allies from the remaining (non-

qualified) teams. Selection of allies will.occur startqtg with the high:est

]ffiil],'i ;;;;;;Jao*r, the rank order rfiflefiht alliances have been

formed.

Teams may decline any or all offers when asked to ally for the elimination

matdres.

Alliances formed. for the elimination matcl:res may not be changed for the

duration of the event'

Teams will be a1lowed. a maximu:rr of L minute to set up their robots on the

playing field and a maximum of L minute to remove ali robot parts from the
-ti"ta 

tJUo*ing a matdn'

Teams wilr be allowed at least 4 minutes before their next screeduled matc-h.

During the elimination P!':: of colPetition' tr-il a$u*ce is not ready to

setup both roboito" th. fi"ld, the 2 minute noti-fication period is about to

expire, and theylo ,,ot wish to forfeit the match, then they must inform the

head referee th"t th;t are invoking a time-out' Time-outs must be called in 1

Game Rules of PlaY

Atleast2minutespriortothestartofeachqualificationmatch'teamswillbe
randomly assigned 1s alliances by FIRST

At least 2 minutes prior to the start of each match, teams wiIl be notified o{

their field positioni, and alliances will be assigned a unique color' This color

willbe used to a"t-o*it. the placement of the alliances' robots' human

players, and roUoi operators.& coaches around the playing fieid' Figure 1'1

in section 1.2.3 sno#s the color-based.layout of the playing fie1d.

All teams start each competition event with zero qualification points (prs1,

and accumul",u qurfu6ughout the qualification matches' At the end of

each qualification-match, J teams that participated in the match receive QPs'

Both teams tf,at Uefong to the wirrning uiuuttt" 
'uceive 

three times their

alliance's match t;;;;L QPs' Both te"ams that belong to the losing alliance

receive their alliance's match score in QPs'

At the conclusion of the qualification matches, teams will be ranl<ed using the

foilowing rri"rur.ny oi.tit.tiu (in order from most to least important):

1. Highest number of Qualification Points'

2. Highest number of matches won during qualification matches'

P1.

P2.

P3.

P4.

P6

P10.

P11.

P7.

P8.

P9.
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minute increments. The cumula tive time-outs for both alliances in a matchmaynot exceed 5 minutes. No time-outs are alowed once play has begun.P72. A team that is trnable to field its robot may still field its human ptayer inorder to help it's a1ly.

P13.

P74.

P16.

P18

P79.

P20.

P27.

P22.

P15

P17,

During setup for each match, robots may be placed h *y orientation withinthe designated starting area, but may not touch the fierd border.During a matclu five members per.team (two "robot operators ,,, two"coaches", *d .".., 
lurrran pl"i*'r ur" dto*";;;" designated areas nextto the fierd. special badges *iri r" suppried uy rilsr at each event and mustbe r'om by these team riembers ro. ri"iJu;;ir:"-

H,1}:":",1T:fr:::'tr#i: tn" human praver must be students rrom a pre-
During a matctr, the robots may be operated onJy by the robot operatorsand,/or by sofrware running in the ; il;;; I"ri,# jrrr.*.
The robot operators and coaches must remain at the robot operator stations
*Hffi:re 

match. rhuy *"y;;;;".h 
"";; i; o,*, nerd or prayer

' Human piayers must remain u, tl: player stations during-a matctr, and mayil'J;1*"",";'155lru;nlii_Tl;1t.;]t:r;5,.,#r;ilrTlnapast
Inside the player rllIo-, adjacent to the 

fr_uyr.,s fierd, is a three footmteracrion zone. Althoughini, i, fir,.:ir# p[;;;latio+ players may notipplv weight (stand, sit, ineer,Li".) ," tlri, poil;;;f the prayer stationclurmg a match' Reaching andlor ieT4;;;h";teraction 
zone,such as

;:"?*#lH.o",Iffi :;r_-*j:ii:il"',""i,on.,id,-;;?;;"
The interaction zone is intended as a safety feafure to herp preventpotentially dangerous contact between robots and humans. Iruman playersmust exercise caution when reaching t"i. il;i;;action zone. r

ffj;:nT.*il:1i?tr:ilj#:?$prayerstanoninteractionzone.
No robot win be anowed to steal o,*ot 

zone is acceptable.

cppies from an opponent,s player station.A human praver may choose not ,o 
:,"*T floppies to the praying field.However, *u Roppies which leurre the playei,;;;;;o s.uchas by rolling ori.+:+:,t'*; ."#ff ffi ;'"',*,fii"J*ll',oth"pr"-yiisIIii;"*

A human praver may retain a maxrII1 0.f 3.,roppies at any one time withinthe prayeistaiion. This inc1ua.ffio.,ent ariance floppi., 
", we, as theirown. Froppies fuo:" from o.,. pi"yur station to *oit., player station onthe same ariance witfqu1"t"ri.,'g ;hu phfi;ilfi;" considered ,,at, theLffil ::ffi|f.;vf"**7 offi 

"t"a until they reach the other prayer
e

P23.

cal\rE rpprx"nrv8
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P24. Human PlaYers may use onlY

Special clothing and/or equiPment

demonstr

referees;

MPETITION MANUAL
their bodies to interact with the floppies'

will only be allowed for those who

ate a need based on a physical disability.

p25. Each alliance will start with 3 floppiesi.-t"-ffi"raction zoTLe of each player

station, u.ai n"ppi"r on the phd"g field. -T: pluy*g field floppies will be

arranged as shoii in Figure 1'1 in Section L'2'3'

P26.Eac]rmatchwiillastfortwominutes.Itwi]lbeginwhentlec9n}olsystemis
enabled and end when it is disabled', unless theLatch is whistled dead by the

P27,

1. Trarsmitter

2. Receiver

3. Antennas

4. RNets

5. Data cable for Transmitting RNet

6. volt DC Power Supply or associated field wiring

7. Failures in the PlaYing fieId

8. Anterura cables

g. Data cable for Receiving RNet

- Prior to exiting the field', alliances must notify the head referee that they

may request a rematch

- Alliances will have 15 minutes after their match to ask the head referee if a

rematch is justified

-Blownfuseswillnotconstituteareasonforarematch
p[g. It is acceptable for a robot to block the puck to prevent another robot from

dimbing on.

Pzg. The puck may not be intentionally overturned' However, the Puck may be

tilted in a manner that does not violate rule P30. Tilting the puck will not be

considered u -riot"rio" of rule v5 even if there are one or more robots on top

of the Puck.
p30. Robots must not intentionally protrude undemeath the Puck' lamrning

devices aimeJ at preventingihe free motion of the P'':f via anything

betweenthebottomofthepuckandthefieldarespecificallyprohibited.
p31. If the pu& leaves the playing field, it will be retumed to the fieId nearest its

point of exitwithout undue delay'

P32. If the puck becomes h,rn8 uP on the playing field border' such that some or

all of its caster wheels are no longer in c-ontict with the playrng field carpet'

tc]reswillberunshouldthefollowingControlSys.temOccasionally rematches wul D-e rurt srtuLuLr.Lrr=,'""::^Tq l^-::; -::::;
.ffio".*, or. o,f,", specified items suppliedby FIRSTbe fo,nd defective:
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v4.

V6. Robot

v7.

v8.

v9

FIRST ROBOTICS CO
paused whilethen the match will be

where it can roll freely.

MPETITION
the puck is returned to

P33' Robots may attach to the posts on the puck, or use them as braces.V Game Violations

a nearbyposition

will be allowed and is
It is veryrun into each other at turl speed and get intoarms and various other mechanisms to experienceshould be taken into consideration when robots are

V1

v2,

V3

Referees have ultimate authori9 
i::tlT::fo.firion_their rulings arefinar' No recorded reprays 

"id" Lcident w,I be'revrewed by the referees.If an a'iance is disqualjflgd by a referee, their robots are tumed off for theremainder of the *it"n, tf," d*urr' players must ceafloppies at the orayer stations, and.any points ,..r"0.L;Ti:t$t"ffi*alliance auring that match wili be fo.feiiea. 
-* vlvrLq

If a robot is disab]g5! by a referee, the robot is turned off for the remainder ofthe matc', *T*ypoi.,t, scored dyTg til;;;;r count. The human
Xdf l.Tltrffi fi j;U:: i;*$;: :J lilT;, ayer, # ".',i,",,
An aliance mavnot win a match through an advantarule, even acciientaliy uu8n an advantage gained by breaking a

Strategies aimed solely at the destuuctio*.1uTuge, trpping over, orentanglement of opponents' robots are not i. tn""pirit of the FIRST RoboticsCompetition and wili not b" "r;;;d. Accidentar tipping over of anopponent's robot is not considered damaging and ,,,iiir u. a110wed at thediscretion of the referees. I";;;r ,tuf,uirig];;il, etc., is inegar. If a,?:i:*:jys rure occurs the contest*t,, 
"o.,i,ol ,ii:* may be disabred by

v5.

If one alliance damages another alliance,s robot in anact, it wil resurtin disquarificauon orur" "ri"#;H:1lJl,lrffi::*tHowever, if the damaged alti6lsg,s robot ir;"*;d;d too flimsy, nodisqualification wil olcur ft;fi*ate determinaiL w* be made by thereferees' The safest strategy i, toirla 
" 
*-"-,,}ii;;lt." and rry to wiriwiurstrategies and moves thatilay b;;;gr*sivjut ,r" r,o, mean spirited.Deliberatery damaging 

sg.nriro,s fi*dr controls, or floppies is strictry,tegar
ffi # ;:H:,T.H;H*:, I"b.i 

*i;;;ffi; #;;;;;t,
TuyuioK;;;;ewpoints*"d*lyil,":i:ilr,lif .ff ,f#[:*n::
}!11rq,:*or yp..qon at."6-rlutiL on the tust ever

;:ilt#|;t"'#f tt"p;";-;;;'i"g,h"""*,-fi1'H%#*1H:"'

.Uij.O?, damages the ptaying
rnadvertently, and tf," i"f"r""I

field, barriers, floppies, or another robot, evenfeel that further du*ug. is likely to occur, the
10

CAITF A IrI)F\rnw A, - l r rF E-- 
--

t
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referees may decide that corrective measures (such as eliminatiog a sharp

edge) are required to ailow the robot to continue competing. The robot will
.,of b" allowed to compete until corrective action is approved by the head

referee.

A robot may not contaminate the Playrng field, floppies, puck, or another

robot with iubricants. If so, the robot will not be allowed to compete, until
corrective action and approval is given by the head referee.

After a match, team members are not allowed on the playing field until
referees have completed the scoring procedure.

The outer field. barriers are safefy features of the playrng field. Robots should

not be designed to react against them. Incidental contact with the barriers is

acceptable. Pushing a floppy agairst a barrier to allow pickup gf tl" floPPy

o, plsug" of the floppy to the human piayer under the barrier in front of the

player rt-ution is acceptable if the forces applied are not sufficient to damage

the barrier or otherwise deform the playing field.

A player must remain in the player station zone duringplay. It is acceptable

foi a player to reach over the Lrteraction Zone. If a player applieg weight to
the inleraction zone, referees will use a Progressive scale of penalties
depending on the effect of the infraction (see below). If a play91_steps out of
the playeistation for reasons of personal safety,no penalty wiJI be imposed.

tf a player inadvertentiy steps over the line, and it does not affect the outcome

of the match, then they n'ill receive a minor penalty. If stepping over the line
affects the outcome of the match, such as when throwing a floppy that scores

or otherwise afiects the outcome, then the alliillge will be disqualified'
Repeated minor infractiors wili result in increasingly severe penalties. 

.

Penalties will be indicated by Referees throwing down flags color coded to

the team receiving the penaity. See rule P8.

Minor PenaltY #1: Waming

Minor Penalty #2: Lose 1 point (prior to point multiplication)

Minor Penalty #3: Lose additional2 points (prior to multiplication)

Minor Penalty #4: Lose additional4 points (prior to multiplication)

Minor Penalty #S/Major penalty: Disqualification of the alliance

Robots which become entangled in the barriers or puck will not be freed until
after the match has finished, unless the entanglement represents a safety

hazard.

For safety reasons, no part of a robot may touch the human players. T trt
occurs due to an intentional act, the alliance causing the safety haza:rdwill be

disqualified. If this occurs by accident, the robot may be disabled if the

refeiee judges the situation to be a safety hazard.

For safety reasons, no robot may laurch a projectile of any sort, including
floppies, toward the player stations or robot operator stations, with the

fotiowing exception: It is acceptable for a robot to laturdr floppies, but no

other types of projectiles, toward the player stations assigned to the sarne

v10.

v11.

vt2.

v13.

v14.

v15.

v16.
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alliance as the robot. If a violation of this rule occurs due to an intentionalact, the alliance causing the safety hazard will be disquatified. If this occursby accident, the robot causing the safety hazard will be disabled. The refereeswill decide whether the violation was intentional or accidental.

v77' Robots *uy."ol-t:lease any separate part of itself during a match. Th"y mustremain whole' If the referee determines a robot nur rur"i*J" p"" of itselfintentionaliy, the robot will be disabled.
vi8' During a matctr, no team member may intentionally-tou"h *y robot, exceptfor reasons.of personai safety. If this frupp";, the alliillge will bedisqualified.

v19' During a match, no robot operator or coach may intentiorrally touch a flopp>y,except for reasons of personal.r*u,y or to pass i oooo, fro#; playerstation to the. othg-r player station on the r.*" alliance. If a violation of thisrule occurs, the alliance will be disqualified.
v20' lt a robot goes out-of-bounds to the point that it has to apply force to any out-of-bor-rnds surface to rejoin ptay:its control ,yrtu* wir be disabled. Amachine shouid not he designed to react witi un out-of-bounds sr:rface forany reason. Refer to section 2 for playing field boundaries.
v27' If one team moves another robot out-of-bounds, the robot out-of-bo*nds willbe disabled for the remainder of the match. '

v24

v22.

v23

v25.

v26.

A robot carurot inhibit the movement of another robot by piruring against afield border, the puck, etc. for more than 10 ,".o.rJr. The piruring robot wilibe told by the reieree to release the robot uoa uu.t u*uy approximatery 3feet' If the referee determines this rule to be violated the violator will bedisabled.

If a robot goes out-of-bounds while holding floppies, and is turned off, thefloppies that are securely hetd by the robot-wilinot u" returned to the playingfield. This is a practicar matter designed to prevent lamage to the robotsmd,/or floppies. -Ie" floppies are*easily ru^t'i"rruJ * r"u from the robot tothe floor, they will be retuiled to the playing n"fil 
-'

Floppies which are knocked out-of-borlr wix b9 placed back into pray nextto the field border near the exit point without ,.*drie ;;r:'ilil;":"retumed to pray wil not be fed directty to a robot o, i"*". prayer.
Floppies which are severely dT""g:dw,l be replaced without undue delay.If a floppy is severely_damaged *fr1" uepg i;il-by;robot, the referees may
:;,jj; 

pause the match and prace the replalement i*o, in the hold of the

It is not the resporsibility of the referees or fierd staff if they damage trappingdevices wh,e attempting to retrieve.floppies. pr;;;" i"rigr, your robot sothat floppies may be renieved quickly ;?;;r1;-"fr"i a match is over.
No remote communication devices, such as air phones, warkie-tarkieq celular
*:l? 1.:,ndy 

be used by team members J fi-,. pi"y*g fierd. Theseoevrces can cause interference of remote control rigr,jr and malftu-rction of

I
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robots. If such devices are used,lhs alliance wilibe disqualified from that

match and the offending team wilt forfeit the next match' A remote camera rs

allowed if sPecific Permission is grantedbY FIRST.

V28. No team maY build a device, even if it is from Kit Parts, to hinder the

operation of another team's control system. Disabling an opponent's control

system is not in the sPult of the FIRST Robotics Competition, and anY alliance

caught doing so wilt be disqualified

Yzg. AnY robot which

S C S Coring

causes a safety hazard dwing a match will be disabled

SC1

SC2.

SC3.

wlnner.

SC4. Final Scoring:

Final scoring will begin when all floppies c-ome lo.,"tt 
or approximately 10

second.s after the *uL:. end.s, or rpo* a referees' decision' This wi11allow the

referees to focus on the floppies once the match has ended' Prior to this' the

referees may not ,"" uU tt e iinaf positions of the floppies and canrtot make

accurate scoring decisions. Team members will not be allowed onto the field

r:ntil all scoring ir;;fii"te. If a robot sags once a match ends and the Power

i, t"*.a off, sich thati floppy moves from a scoring position t9 a 
1on-

scoring position, trc noppy rnrill ryt score. EIRST recorunends that teams

shoutd consid.er ,;il;i.'Aesign their robots so that they will*ot :up 
when

the power i, to*"i oit itt ordJr to prevent the potential loss of points'

Alldecisiorsregardingscoringwillbemadebythereferees.

The wirlrrer of a match is the alliance with the highest score' If the score is

tied, the tie breat<inf.o^aitions listed below *it]b" used to determine the
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SC5 ' In the event of a tied score the forowing tie breaking conditions w,l beapplied, in the order below, ;,il;. fie is brok"., .
1- The aniance with the reast penalties or wamings during the match.2. The alliance with the most robots ,,on,, 

the pr;.3' The alliance receiving the score multiplier for puck position.4. The aliance rvith the most floppies above g feet.5' The alliance with the greatest n,.mbe, .f fi;". in a scoring position.6' The alliance with the most opponent,s floppies in their player station.7 ' The arliance with the floppy crosest to the center of the puck.
Safety Rules
safefy fust. Due to the nature of the.event in which erectricar equipment,springs and toors are used, safety *,r""it.'**]'-'*r"0.
safety grasses **ll" *gr by alr team members in the robot operatorstations during matches lrouoi fr.rutorc and coaches).

fl:[ryiffi:ilTl[H*lj:.:1o.osaretyh"r*";,withraceshierds
safefy glasses must be worn by team members when working on their robotA*UXX",ffi #"#**fy,Uecommendediradjac""?;.;;ffi ,tus
Any robot which causes a safety hazard during a match wil be disabled.

s
s1.

s2.

s3.

g.
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56. lf at any time, the referees determine that a robot is likely to cause safety

hazards in future matches, the robot must be modified to the referees'

satisfaction or it will not be allowed to compete'

57. Fioppies are the only projectiles that may be iaunched.

58. Latex tubing may be used for the PurPose of storing energy to latrn& floppies

so long u, *-o *oru than the quantity provided in the Kit is used.

59. Do not tamper with the power supply, batteries, chargers, speed controllers,

joysticks, oi ur,y other control system comPonent except as noted in the

control system *t"r. Tampering could result in failure or malfunction of the

control system, andlead to a safety hazard or damage to the robot'

S10. Remove the battery from the robot while making adjustments to your robot'

Due to the strength of the motors in the Kit, it is important to keep fingers

atvay from the giutt while your robot is connected to a Power supply'

S11. The battery can deliver more than 100 Amperes. Do not let the wires come

into contact with any metal surfaces. Route wires carefuIiy to avoid damage

and short circuits, which may cause serious bums, fire, and/or permanent

destruction of the batteries'

F Notes on Playing Field Construction

F1. All field dimensions listed r:nder Playing Field Conskuction are specified on

the drawings provided with the Manual'

F2. The playing field carpet will rest directiy on the floor or a protective floor

"o,r"rit 
g except where otherwise noted'

F3. The puck will rest directly on the playing field carpet.


