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Vex Robot Mini Tournament

The Rules – Game 1

This document contains the rules for a Vex robot mini tournament.  The rules of the game, how to score, and the details of qualification and elimination matches are included.  The rules concerning the construction of the robot are included in a separate checklist.

This set of rules has been created to imitate many of the features of FIRST Robotics Competition rules of previous years.  
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1. The Game

1.1 Introduction

The Game section provides a comprehensive description of the game, playing field layout, competition rules, and match scoring.

1.2 Game Description

Section 1.2 provides an overview of the Game.  See Appendix A for the complete list of rules.
1.2.1 Competition Structure

The competition is composed of two phases:  Qualification Matches and Elimination Matches.  All matches are one minute each.  In each match, two teams work together as an alliance against another 2-team alliance to collect and score balls into goals.

PHASE I: Qualification (Seeding) Matches
During qualification matches, randomly assigned teams are partnered to form alliances.  Alliances last only for the duration of a match.  

Teams are ranked based on an equal number of qualification matches.  Following the conclusion of the qualification matches, the top ranked teams form alliances and go on to compete in the elimination matches.  See the Tournament Rules in Appendix A for details.
PHASE II: Elimination Matches
Alliances formed for the elimination matches stay together for the remainder of the event.  Each alliance is composed of two teams.    

1.2.2 Basic Gameplay

· During a match, the alliance scores points by placing balls into goals by the end of the match.

See section 1.2.4 for more information on scoring.
Each alliance is comprised of two teams with each team having up to two drivers.  Each team competes using one team-built robot.  There are twenty-four (24) racquet balls and two Nerf footballs.  There are four (4) goals marked with colored tape on the field.  

The robots must compete within the bounds of the playing field while the drivers are located at stations just outside the playing field.  
1.2.3 Playing Field Layout

Twenty four (24) racquet balls are in a straight line 45 degrees to the playing field border, centered on the playing field, with a 2 foot gap in the center to form two lines of 12 balls.  Two (2) Nerf footballs are placed on two supports placed at 45 degrees and 30 inches from each field border in the other two corners.  The supports are formed from two book ends taped together and are 8 inches tall.  The footballs are balanced on their sides, aligned lengthwise parallel to the row of small balls.  All balls may be used to score points.

Placement of the goal, size and positions, and the starting locations of all balls are shown in Figure 1.1.  One robot begins the match in each goal, alliance robots in their own color goals.
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figure 1.1 – Playing Field Layout

1.2.4 Match Scoring

At the end of each match, points are awarded as outlined below.  The complete list of scoring rules is contained in Appendix A.  

· One (1) point for each Racquet ball that any part of is directly above your color goal, including above the tape that defines the goal.  
· Ten (10) points for each large foam football that any part of is directly above your color goal, including above the tape that defines the goal.  

1.2.5 Point Accumulation and Qualification

During the qualification matches, all teams accumulate Qualification Points (QPs) that will later be used to help rank the teams.

For a given match, each team in the winning alliance receives triple the match score of the losing alliance in QPs.  Each team in the losing alliance receives their match score in QPs.

At the conclusion of the qualification matches, each team drops its lowest QP score and the teams are then ranked according to total QPs accumulated.  Please read Appendix A for the complete list of game rules including team ranking and ranking tiebreakers.

Appendix A: RULES

S
Safety Rules


Safety comes first.  Because participants will be using electrical equipment, springs and tools, safety will not be compromised.

S1.
ALL TEAMS ARE RESPONSIBLE FOR WEARING SAFETY GLASSES.  

S2.
If 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 head referee’s satisfaction or it will not be allowed to compete.

S3.
Balls are the only projectiles that may be launched by a robot.  

S4.
Do not tamper with the power supply, batteries, chargers, joysticks or any other control system component except as noted in the control system instructions.  Tampering could result in failure or malfunction of the control system, and lead to a safety hazard or damage to the robot.

T
Tournament Rules

T1.
Competition is composed of two phases, Qualification (Seeding) Matches and Elimination Matches.  The qualification matches are open to all teams that pass robot inspection.  They consist of a series of matches in which teams are randomly allied with each other.  Based on the results of the qualification matches, teams are ranked.  The top seeds automatically qualify to advance to the elimination matches.  Additional teams are chosen as alliance partners by the top-seeded teams and also advance to the elimination matches.

T2.
All teams start each event with zero qualifying points (QP’s) and accumulate these points based on the scores in each of their qualification matches.  At the conclusion of the qualification matches, each team’s lowest QP score is dropped.  See section SC for complete scoring rules.  

T3.
In general, all teams compete in the same number of qualification matches.  However, it may be necessary for up to three teams to compete in one additional match in order to guarantee that all other teams compete in an equal number of matches.  If this occurs, any QP’s scored by teams competing in an additional match are not counted for ranking purposes.  In the spirit of Gracious Professionalism, all teams in such a match are expected to do their best.

T4.
After the qualification matches are over, teams are ranked using the following hierarchy of criteria (in order from most to least important):

1. Highest qualifying point total

2. Highest number of matches won during qualification matches

3. Highest match score

4. Flip of a coin

T7.
Elimination Match Alliance Selection.  

The alliances are formed as follows:  From the top four (4) seeded teams, starting in descending rank order, a representative selects an alliance partner from among the remaining unpartnered teams.  

T8.       Teams may decline an offer when asked to ally for the elimination matches.  However, if a                                                                              team declines, they are no longer eligible to be chosen as an alliance partner.  In the event that there are not enough eligible teams to complete the number of alliances needed for elimination matches, teams which have declined may only be chosen after all eligible teams. 

T9.
Alliances formed for the elimination matches may not be changed for the duration of the event.

T10.
Prior to the start of the elimination matches, one member of the highest seeded team from each alliance must be identified as the Alliance Captain.  Alliance Captains must be part of the field crew for the team.  

T11.
Competing In Elimination Matches
Alliances competing in the elimination matches are paired as follows:   The alliance led by the 1st seed competes against the alliance led by the 4th seed in a semi-final match and the alliance led by the 2nd seed competes against the alliance led by the 3th seed in a semi-final match.  Winners of the semi-final matches compete against each other in a final match with the two teams in the winning alliance becoming the Tournament Champions.  

GM
General Match Rules

GM1.
Referees have ultimate authority during the competition—THEIR RULINGS ARE FINAL! 

 
The referees will not review any recorded replays.
GM2.
ABSOLUTELY NO REMATCHES WILL BE AWARDED.   The organizers reserve the right to re-play a match due to obvious catastrophic failure of the provided field materials. 

GM3.
THERE ARE NO TIME-OUTS.

GM4.
During the qualification matches, teams will not play any matches back to back.  

GM5.
Prior to the start of the qualification matches, teams will be randomly assigned to alliances and given alliance colors by the organizers.  This color is used to determine the placement of each team’s robot, and team members around the playing field.  
GM6.
Teams are allowed a maximum of 1 minute to set up their robots on the playing field and a maximum of 1 minute to remove all robot parts from the field following a match.  

GM7.
During setup for each match, robots must be placed within either of the two designated starting areas for the alliance (one robot per area).  The team members must connect their operator interface to a specific team station as designated by the organizers. 

GM8.
During a match, the robots may be operated only by the team members and/or by software running in the on-board control system.

GM9.
Each match lasts for one minute.  Matches begin when the robot control systems are enabled and end when they are all disabled unless the match is whistled dead by the referees.  

GM10. Any balls which leave the playing field, such as by rolling, bouncing or being pushed out of the boundaries, will be not be returned to the playing field until the next match.

GM16.
Referees or field staff are not responsible for damage to robots while attempting to retrieve balls.  Please design your robot so that balls may be retrieved quickly and easily after a match is over.  
GM17.
Robot Shoving will be allowed and is expected to be quite common.  It is very common for machines to run into each other at full speed, get into shoving matches, and for arms and other mechanisms to experience the resultant forces.  This should be taken into consideration when robots are designed and built.

GM18.
The outer field barriers are safety features of the playing field and Robots should not be designed to react against them.  Incidental contact with the barriers is acceptable.  Pushing a ball against a barrier to allow pickup of the ball is acceptable if the forces applied are not sufficient to damage the barrier or otherwise deform the playing field.

GM19.
Robots that become entangled in the field barriers or field pieces will not be freed until after the match has finished unless the entanglement represents a safety hazard.

GM20.
Robots may not intentionally damage any component of the field or game such as field barriers, goal tape, book ends, or balls.

SC
Scoring Rules

SC1.
Final scoring begins when all balls and robots come to rest, approximately 10 seconds after the match ends or upon a referee’s decision.  Prior to this, the referees may not see all final positions and cannot make accurate scoring decisions.  If, while waiting for objects to come to rest, an object on the field changes position once a match ends and the power is turned off and such movement causes a change in the score, the post-movement score is recorded.

SC2.
The referees make all decisions regarding scoring.  Referees have ultimate authority during the competition—THEIR RULINGS ARE FINAL.  The referees will review no recordings of the match.
SC3.
The lines that define the Goals’ borders are part of the Goal area.  Goal borders will be indicated by tape on the carpet.

SC4.
Each alliance receives:

· One (1) point for each small yellow foam ball and ten (10) points for each foam football that meets all of the following conditions:
· The ball must be “in” a goal such that any part of the ball is directly above the Goal area – either the carpeted surface within the Goal area or the Goal border.
· The goal that the balls are “in” must be one of the Alliance’s goals (From Figure 1.1).  

SC6.     
The "minimum robot" that may be used in a match must contain the following components:

· Battery

· Robot Controller

· At least one motor

SC7.
Teams that do not show up for a Qualification Match will receive zero (0) match points and zero (0) QPs.  Participating teams will receive their match score and QPs as normal.  A team is declared a no-show if no member of the team is in the alliance station at the start of the match.

SC8.     The winner of a match is the alliance with the highest score.

SC9.     In the event of a tied score, the following tie conditions will be applied, in the order below, until the tie is broken:

1. The alliance with the least penalties or warnings during the match

2. The alliance with the scoring balls most evenly distributed between the Alliance’s two goals



3. The alliance with the lightest combined robot weight

SC10.   All teams start each competition event with zero (0) qualification points (QPs) and accumulate QPs throughout the qualifying matches.  At the end of each qualifying match, all teams that participated in the match receive QPs as follows:

1. Each team in the winning alliance receives triple the number of match points of    the losing alliance in QPs



2. Each team in the losing alliance receives their match score in QPs



3. If an alliance is disqualified, the other alliance receives triple the winning             alliances score in QPs

SC11.   At the conclusion of the qualification matches, each team will drop the QPs earned in their lowest QP match.  Teams will be ranked using the following hierarchy of criteria (in order from most to least important):



1. Highest qualifying point total



2. Highest number of matches won during qualification matches



3. Highest match score



4. Flip of a coin

V
Game Violations

V1.
All alliance members must remain in the alliance control station during play.  If an alliance member steps out of the alliance station for reasons of personal safety, no penalty will be imposed.  If an alliance member inadvertently steps over the line and it does not affect the outcome of the match, then they will receive a minor penalty.

V2. 
Repeated minor infractions will result in increasingly severe penalties.  Referees will indicate penalties.  Penalties are given to the alliance and not the individual team.

Minor Penalty #1: Warning


Minor Penalty #2: Lose one (1) point


Minor Penalty #3: Lose additional three (3) points 


Minor Penalty #4: Lose additional five (5) points 


Minor Penalty #5 Major penalty: Disqualification of the alliance (score is 0)

Disqualifying Violations:


If a referee disqualifies a team, all robots in the alliance will be turned off and the match immediately ends.  Any points scored by the disqualified alliance during that match are forfeited.

DQ1.
Strategies aimed solely at the destruction, damage, tipping over or entanglement of robots are not in the spirit of the FIRST Robotics Competition and are not allowed.  Accidental tipping over of a robot is not considered damaging and may be allowed at the discretion of the referees.  Intentional stabbing, cutting, etc., is illegal.  If a breach of this rule occurs, the alliance will be disqualified for that match.

DQ2.
Deliberately damaging the playing field, controls or balls is strictly illegal and will result in disqualification of your alliance.  

DQ3.
During a match, no team member may intentionally touch any robot, except for reasons of personal safety.  If intentional contact is made, the alliance will be disqualified.

DQ4.
No remote communication devices such as air phones, walkie-talkies, etc., may be used by team members at anytime during a FIRST Robotics Competition event.  These devices may cause interference to the remote control signals and malfunction of robots.  Teams found to violating this rule will be subject to the following penalties.

1. First offense, you will be asked to turn off and store the device.

2. Second offense, the device will be confiscated for the remainder of the event and the offender will not be able to participate in his/her team’s next scheduled match. 

Cell phones and pagers are allowed, but not in the Alliance Station.  Remote cameras mounted to a robot are also allowed if specific permission is granted by the organizers.

DQ5.
A robot may not release any separate part of itself during a match.  It must remain whole.  If the referee determines that a robot has released a part of itself intentionally, the robot will be disabled and the alliance disqualified.

Disabling Violations:

If a referee disables a robot, the robot is turned off for the remainder of the match and any points scored during that match count.  Their allies may continue to play as normal.  

DA1.
If a robot accidentally damages the playing field, barriers, balls or another robot, the referees may disable it for the remainder of the match.  If the referees feel that further damage is likely to occur, corrective actions (such as eliminating a sharp edge) will be required to allow the robot to continue competing. 

DA2.
Robots and/or team members may not contaminate the playing field, balls or another robot with lubricants.  If this happens, the robot and/or team member will not be allowed to compete until corrective action has been taken and the head referee gives approval.

DA3.
Referees may disable any robot that causes a safety hazard during a match.

DA4.
If a robot goes out-of-bounds to the point that it has to apply force to any out-of-bounds surface to rejoin play, its control system will be disabled.  A machine should not be designed to react with an out-of-bounds surface for any reason.

DA5.
For safety reasons, no part of a robot may touch the team members.  If this occurs, the robot may be disabled.
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