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Chicago Robotics Invitational
Premier Event

2025 Rules for
INTO THE DEEPSM presented by RTX

The following rules are in addition or modification to the most recent version of the
FIRST Tech Challenge 2025 Game, INTO THE DEEPSM presented by RTX, and its
Competition Manual. Refer back to Competition Manual, and the FIELD Assembly and
Setup Guide for rules and details not explicitly listed here.
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T Introduction

1.7 This document and its conventions

The 2025 CRI Competition Manual serves as an expansion to the 2025 FIRST Tech
Challenge INTO THE DEEPSM presented by RTX Competition Manual. Unless otherwise

specified in this manual, all rules present in the unmodified game are still present and
applicable to CRI.

CRI Modifications to the INTO THE DEEPSM presented by RTX Competition Manual are
indicated using the following formatting:

- Additions are highlighted in light red. This is an example.

+ Deletions are indicated with a strikethrough. FhisHs-an-example:

+ Large blocks of additions will have a light red bar on the left of the section. This
section is an example of this.

- “."indicates large blocks of unchanged text for the rest of a section.

Warnings, cautions, and notes appear in blue boxes.

This is an example.

1.9 CRI Modifications and Updates

Only one CRI Competition Manual update is scheduled, which will provide details on
Judging. However, additional updates may occur as needed. No updates to the CRI
Competition Manual will occur after July 16, 2025.

Any updates to the CRI Competition Manual after initial release are indicated using the
following formatting:

+ Additions are in bold blue text. This is an example.

+ Deletions are indicated with bold blue text and a strikethrough. Fhis-is-an-example-
+ A summary of these revisions will be noted in the Revision History above.

1.10 CRI Questions and Answer System

Please also refer to the CRI materials below:

+ Q&A Forum for more detailed information about the rules: https://cri.fyi/qa
« for more detailed information about the event: https:/cri.fyi/2025

4/39 Section 1 Introduction
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3 Competition Eligibility and Inspection (I)

3.3 MATCH Eligibility Rules

This section describes the rules governing MATCH participation. A team has participated in a
MATCH if any member of their DRIVE TEAM is in the ALLIANCE AREA, with or without the
ROBOT on the FIELD, at the start of the MATCH.

This section describes the rules and requirements for team participation in MATCH play.
ROBOTS are required to pass ROBOT inspections before being allowed to compete. These
inspections are to help ensure that all section 12 ROBOT Construction Rules (R) are satisfied.

At each event, the lead ROBOT INSPECTOR (LRI) has final authority on the legality of any
COMPONENT, MECHANISM, or ROBOT. INSPECTORS may re-inspect ROBOTS at any time to
ensure compliance with the rules. Teams are expected to consult with INSPECTORS or the LRI if
they have any questions regarding the legality of a ROBOT or about how to make a ROBOT legal.

The inspection process may progress in blocks, i.e., it may pause for a team to make a
correction or participate in a scheduled practice MATCH. The process may employ various
INSPECTORS throughout the process based on availability. At the team’s discretion, they may
request a different INSPECTOR or invite the lead ROBOT INSPECTOR to participate in their
ROBOT'S inspection.

ROBOTS are permitted to participate in scheduled practice MATCHES prior to passing
inspection. However, the FTA, LRI, or Head REFEREE may determine at any time that the
ROBOT is unsafe and may prohibit further participation in practice MATCHES until the
condition is corrected and/or the ROBOT passes inspection.

Events may assign specific inspection time slots for teams to better facilitate a quick and
orderly inspection process. Teams should plan to report to their assigned inspection times fully
ready to complete inspection.

Prior to the start of a MATCH, any ROBOT which is unable or ineligible to participate in that
MATCH, as determined by the team, the FIRST Technical Advisor (FTA), LRI, or Head REFEREE, is
DISABLED and can be removed from the FIELD with permission of the Head REFEREE or FTA. A
team whose ROBOT is DISABLED or not present is eligible to receive qualification MATCH Points
or playoff MATCH points provided that its ROBOT has passed inspection, per 1302, and as long
as at least one STUDENT DRIVE TEAM member is present in the ALLIANCE AREA.
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5 Event Rules (E)

E101 *Personal safety comes first. All team members must observe the following safety

practices throughout the event:

A ..

m m O O

Teams are responsible for bringing their own personal protective equipment.

For more information about safety at FIRST events, please reference the FIRST Safety
Manual.

A partial list of footwear that is not allowed: Crocs, slides, sandals, flip flops,
Birkenstocks, sandals with an ankle strap, clogs.

6/39 Section 5 Event Rules (E)



N 2025 Game Modifications - V1
CR!

6 Awards (A)

The CRI modifications for Awards and Judging will be posted at a later date.

7/39 Section 6 Awards (A)
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8 Game Overview

In the CRI version of INTO THE DEEPSM presented by RTXSM presented by RTX, two competing
ALLIANCES collect deep sea SAMPLES to score in their NET ZONES or BASKETS, work with
HUMAN PLAYERS to create SPECIMENS to score on the CHAMBERS of the SUBMERSIBLES and
ASCEND from the depths before time runs out.

During the first 30 seconds of the MATCH the ROBOTS operate AUTOnomously. Without
guidance from their DRIVERS, the ROBOTS score SAMPLES in their BASKETS or NETS, or
SPECIMENS on the CHAMBERS. They can collect additional SAMPLES to score in BASKETS or
make into SPECIMENS and PARK before the end of the period.

During the remaining 2 minutes of the MATCH, human DRIVERS take control of their ROBOT.
ROBOTS collect and sort SAMPLES from under the SUBMERSIBLES in the center of the FIELD.
The yellow SAMPLES are scored in the BASKETS and the ALLIANCE SPECIFIC (i.e., elements
owned or associated with a specific ALLIANCE) red and blue SAMPLES are returned to the
OBSERVATION ZONE for the HUMAN PLAYERS to collect.

HUMAN PLAYERS can pick up SAMPLES delivered to the OBSERVATION ZONE and add a
hanging CLIP to create a SPECIMEN. SPECIMENS can then be returned to the OBSERVATION
ZONE on the FIELD where ROBOTS can pick them back up and score them on the CHAMBERS
located on the @ SUBMERSIBLE. Each CHAMBER awards points for the number of SPECIMENS
on it, as well as whichever ALLIANCE has the most SPECIMENS scored on it at the end of each
MATCH period.

As time runs out, ROBOTS can either PARK in the OBSERVATION ZONE or race back to climb the
RUNGS on the SUBMERSIBLES so they can ASCEND out of the deep.

The ALLIANCE that earns the most points wins the MATCH!

8/39 Section 8 Game Overview
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9 ARENA

SUBMERCIBLE

OBSERVATION ZONE - Blue i BASKETS - Red
\

ASCENT ZONE - Blue BASKETS - Blue

ASCENT ZONE - Red

d

OBSERVATION ZONE - Red

BASKETS - Blue

BASKETS - Red

Figure 9-1: INTO THE DEEPSM presented by RTX ARENA (queue area, FIELD display, and optional
media area not pictured)

9.1 FIELD

Each FIELD for the CRI version of INTO THE DEEPSV presented by RTX is an approximately +2-ft
£3-66my 20 ft. (6m) by 12 ft. (3.66m) area bounded by the outside edge of the extrusion that
frames the walls of the FIELD perimeter. The flooring surface of the FIELD is made of 36 60
(nominal) 24 in. x 24 in. x 5/8 in. interlocking soft foam TILES.

The FIELD is populated with the following elements:
« 24 BASKETS per ALLIANCE, and
+ 32 SUBMERSIBLES per FIELD.

Officiat-eventsuse the TulHNTO-THE BEERPM presented - by-RTX-FELD The CRI version of INTO
THE DEEPSV presented by RTX uses a modified combination of INTO THE DEEPSV presented by
RTX FIELD elements, equivalent to two full FIELD sets manufactured and sold by AndyMark
(am-5400_Full), with some modified parts, such as yellow CHAMBERS.

9/39 Section 9 ARENA
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9.2 Areas, Zones, & Markings

NET ZONE OBSERVATION ZONE NET ZONE

ASCENT ZONE SUBMERSIBLE ZONE
Alliance Alliance
Area Area
ASCENT ZONEY B . SUBMERSIBLE ZONE
NET ZONE SPIKE MARK
(1 of 24)

Figure 9-2: Areas, markings, and zones

- ALLIANCE AREA: a 120-n{-304-8-crm)-wide-by-42in{1+06-7cm)-deep rectangle 186 in.
(472.5 cm) wide by 60 in. ( 152.4 cm) deep by infinitely tall volume formed by placing

ALLIANCE colored tape onto the flooring surface outside of the FIELD. The ALLIANCE
AREA includes the taped lines.

« ASCENT ZONE an mﬂnltely tall 5—54ded—pelygen—tha¢+s—ﬁem%d—ﬁ%m—twe—9—25—m—&2%%
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the outriggers located on either side of each SUBMERSIBLE. The ASCENT ZONE includes
the taped lines. ASCENT ZONES are only ALLIANCE SPECIFIC zones during the last 38
20 seconds of a MATCH.

« NET ZONE: an infinitely tall triangle bounded by the FIELD walls located beneath the
BASKETS and ALLIANCE colored tape that is diagonal from corner to corner across the
TILE. The outside edge of the tape is 22.75in. ( 57.8 cm) away from the FIELD corner
when measured at the FIELD wall. The NET ZONE includes the taped lines.

- OBSERVATION ZONE: an infinitely tall 4-sided-polygon-which-is-36-6-r—{929-erm)atthe
widestpointby13-+n-{33-3-emiHong isosceles trapezoid that has parallel sides that are
25in. (63.5cm) long and 47 in. (119.4 cm) long along the FIELD wall with a depth of 10
in. (25.4 cm) bounded by ALLIANCE colored tape and the adjoining FIELD wall (see
Figure 9-3). The OBSERVATION ZONE includes the taped lines.

Figure 9-3 CRI OBSERVATION ZONE sizing

- SPIKE MARK: one of twekwe twenty-four (24) 3.5 in. ( 8.9 cm) long marks used to identify
the placement of SAMPLES before the MATCH. The 3 6 marks in front of the
OBSERVATION ZONES are of ALLIANCE colored tape and the 3 marks in front of each
NET ZONE are made of white tape.

Figure 9-4 SPIKE MARK placement at center of FIELD

- SUBMERSIBLE ZONE: a 27.5in. (69.9 cm) wide by 42.75in. ( 108.6 cm) long, infinitely
tall volume bounded by the inner most edge of the barriers of the each SUBMERSIBLE.

11/39 Section 9 ARENA
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9.3 TILE Coordinates

TILE coordinates are used to assist with FIELD setup. Figure 9-5 defines the intersections of
each of the TILES on the FIELD where the TILE tabs interlock. Figure 9-6 defines the grid
coordinate system for each of the TILES.

—
(]

oy~ oo WO

N W B o
Now R~ ol oy N o WO

Figure 9-5: TILE tab-line locations Figure 9-6: TILE locations
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241in

15.5 ft

Wy 60.0in

18 in
Figure 9-7: ALLIANCE AREA

9.5 SUBMERSIBLE

The LOW CHAMBERS and HIGH CHAMBERS, made of red-and-blae yellow HIPS pipes, run on

opposrte sides of the SUBI\/IERSIBLES with %—F@d—@HAMB—ER@—ﬁ%FHg—PhG—F@d—AEE%N@EA—REA—
VGEAREA four ALLIANCE NEUTRAL yellow

CHAI\/IBERS per SUBI\/IERSIBLE
9.51 CHAMBERS

There are twe four ALLIANCE NEUTRAL CHAMBERS perALHANGE in the each SUBMERSIBLE.

The LOW CHAMBER is made of HIPS plastic pipe and is 13 in. ( 33.0 cm) from the FIELD floor to
the top of the 1.05in. ( 2.7 cm) pipe. The HIGH CHAMBER is made of the same plastic pipe and

is 26 in. (66 cm) from the FIELD floor to the top of the pipe. Beth-thered-and-the-biue All

13/39 Section 9 ARENA
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CHAMBERS are 26.5 in. ( 67.3 cm) wide and are attached to the vertical metal frame of the
SUBMERSIBLE.

HIPS pipe used for yellow CHAMBERS used at CRI is purchased through AndyMark,
product code am-4809, which can be purchased on the AndyMark website.

Yellow CHAMBERS can be made with used FIELD elements from POWER PLAY, by
cutting down the longest yellow pipes from that game. The above link is equivalent to
these elements.

Below the CHAMBERS and sitting on top of the FIELD TILES is a 2 in. ( 5 cm) tall metal barrier.
This barrier helps to keep SCORING ELEMENTS inside the SUBMERSIBLE during gameplay.

9.6 BASKETS

There are twe four (4) BASKETS per ALLIANCE: & two (2) LOW BASKETS and a two (2) HIGH
BASKETS. The lowest lip of the each LOW BASKET is 25.75in. (65.4 cm) from the FIELD floor.
There is one LOW BASKET and one HIGH BASKET located in each NET ZONE. The two NET
ZONES for each ALLIANCE are located on opposite corners of the FIELD. The lowest lip efthe
each HIGH BASKET is 43.0 in. (109.2 cm) from the FIELD floor.

9.7 SCORING ELEMENTS

9.7.1 SAMPLES

A SAMPLE isa 3.5in. (8.9 cm) long by 1.5 in. (3.8 cm) wide by 1.5in. (3.8 cm) high rectangular
prism shaped SCORING ELEMENT. There are ferty{406) eighty (80) yellow SAMPLES, twenty{(206)
fourty (40) red SAMPLES, and twenty-{26} fourty (40) blue SAMPLES. An ALLIANCE SPECIFIC
SAMPLE with a CLIP attached is no longer a SAMPLE and is now a SPECIMEN. A neutral
SAMPLE with a CLIP attached is still considered a SAMPLE.

9.7.2 CLIPS

The CLIP is a black plastic SCORING ELEMENT which is designed to be connected to an
ALLIANCE SPECIFIC SAMPLE by a HUMAN PLAYER or ROBOT to create a SPECIMEN. The CLIP
is2.5in. (6.4 cm) highby 3.2in. (8.1 cm)long by 1in. (2.5 cm) wide . There are forty-{40}
eighty (80) CLIPS, evenly distributed between each ALLIANCE AREA.

14/39 Section 9 ARENA
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9.8 AprilTags

AprilTags are placed outside of the FIELD perimeter walls facing inward to help aid in ROBOT
navigation. AprilTags for INTO THE DEEPSM presented by RTX are six eight 4 in. ( 10.16 cm)
square targets from the 36h11 tag family, IDs 34++6 9-16. Each marker has an identifying “ID”
text label.

Figure 9-8: AprilTag Locations
9.70 Event Management System

The FIRST event management system is the software responsible for managing the MATCH
scores and other event inputs. The system encompasses all FIELD electronics, including
computers, displays, REFEREE and other volunteer electronic devices, the wireless access point,
ethernet cables, etc.

The FIRST event management system alerts participants to milestones in the MATCH using
audio cues detailed in Table 9-1. Please note that audio cues are intended as a courtesy to
participants and not intended as official MATCH markers. If there is a discrepancy between an
audio cue and the visual FIELD timers, the visual FIELD timers are the authority.

15/39 Section 9 ARENA
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Table 9-1: Audio Cues

Event Timer Value Audio Cue
MATCH start 2:30 “Cavalry Charge”
AUTO ends 2:00 ‘Buzzer x 3"
AUTO to TELEOP transition 0:07 to 0:01 DRIVERS, p|ck35J2p_1y"our controllers,
TELEOP begins 2:00 “3 Bells”
Final 38 20 seconds 0:30 0:20 “Train Whistle”
MATCH end 0:00 “3-second Buzzer”

16/39
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10 Game Details

In INTO THE DEEPSM presented by RTX, two (2) ALLIANCES (an ALLIANCE is a cooperative of 23
FIRST Tech Challenge teams) play MATCHES, which are set up and implemented per the details
described below.

10.2 DRIVETEAM

*Only-one Up to two (2) HUMAN PLAYERS will represent an ALLIANCE in a MATCH. If an
ALLIANCE cannot agree on which team's HUMAN PLAYER(S) will participate in a MATCH, The
HUMAN PLAYER(s) from the team listed as “Red 1" and “Red 2" or “Blue 1" and “Blue 2" in the
MATCH schedule will be used

The maximum number of DRIVE TEAM members per team and their roles remains
unchanged. The total number of DRIVE TEAM members on an ALLIANCE during
qualification MATCHES may be a maximum of 11.

DRIVE TEAM members are not allowed to change roles or swap badges during a
MATCH.

17/39 Section 10 Game Details



c*:ﬁ ¥ 2025 Game Modifications - V1
Fy

10.3 Setup

10.3.1 SCORING ELEMENTS
Before each MATCH begins, FIELD STAFF stage SCORING ELEMENTS according to Figure 10-1.

& ——

G
ElIE]

Figure 10-1: SCORING ELEMENTS staging positions

86160 SAMPLES (26 40 red, 26 40 blue, and 48 80 neutral) and 48 80 CLIPS that are staged as
follows:

A. Blue ALLIANCE SAMPLES — 3 blue SAMPLES are placed on each of the 3 SPIKE MARKS
on TILES B+ C5 and C6

B. Red ALLIANCE SAMPLES — 3 red SAMPLES are placed on each of the 3 SPIKE MARKS on
TILES 84+ D5 and D6

C. Neutral SAMPLES - 3 neutral SAMPLES are placed on each of the 3 SPIKE MARKS on
TILES B6ard-E1+ B1,B10, E1 and E10

18/39 Section 10 Game Details



N 2025 Game Modifications - V1
CR!

D. 24 neutral SAMPLES and 2 4 corresponding ALLIANCE SPECIFIC SAMPLES are placed on
the floor outside the FIELD wall between the ALLIANCE AREA and the wall

E. 20 40 CLIPS are placed on the floor outside the FIELD wall between the ALLIANCE AREA
and the wall

F. SAMPLES inside the each SUBMERSIBLE ZONE — approximately 15 red SAMPLES, 15 blue
SAMPLES, and 30 neutral SAMPLES are randomly placed inside the each SUBMERSIBLE

Each color of SAMPLE (red, blue and yellow) will be approximately evenly distributed
between each SUBMERSIBLE.

10.3.4 ROBOTS

DRIVE TEAMS stage their ROBOT in accordance with G303. A DRIVE TEAM obstructing or
delaying ROBOT setup requirements is at risk of violating G301.

If order of placement matters to either or both ALLIANCES, the ALLIANCE notifies the Head
REFEREE or their designee before set up for that MATCH, and the Head REFEREE instructs
ALLIANCES to alternate placement of ROBOTS. REFEREE instructions are that ROBOTS are
placed in the following order:

A. firstred ROBOT
first blue ROBOT
second red ROBOT
second blue ROBOT
third red ROBOT
third blue ROBOT

In qualification MATCHES the ROBOT assigned to Red 1 or Blue 1 places first within their
ALLIANCE. In playoff MATCHES the ALLIANCE CAPTAIN decides which ROBOT places first
within their ALLIANCE.

mo O w

m

FIELD STAFF may ask teams to indicate their intended location and are not required to
wait for a team to stage their ROBOT in its exact location before moving to the next
team.

10.5 Scoring

All accomplishments are tracked live by FIELD STAFF and certified at the end of the MATCH.
Accomplishments are officially scored at the end of each MATCH period based on the status of
the FIELD, when all ROBOTS and SCORING ELEMENTS have come to rest, except as follows:

19/39 Section 10 Game Details
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A. assessment of ASCENT and PARKING points is made 3 seconds after the ARENA timer
reaches the end of the I\/IATCH period followmg AUTO and TELEOP er—when—a“—R@B@IS

B. scoring achievements that occur after the end of the AUTO period and before the start of
the TELEOP period will count in the TELEOP period but may violate G403.

ALLIANCES are rewarded RANKING POINTS (RP) forwinning-ortying MATCHES which-is
' i - equal to their MATCH score, plus

additional RP for winning or tying MATCHES. (see Section 13.5.3 Qualification Ranking).
10.5.2 SPECIMEN Scoring Criteria

A SPECIMEN is considered scored if the SPECIMEN is fully supported by a corresponding
ALLIANCE SPECIFIC CHAMBER (Figure 10-2) either directly or transitively though other
SPECIMENS.

Figure 10-2: SPECIMEN scored on a CHAMBER
SPECIMENS in the NET ZONE or either the LOW or HIGH BASKETS have no score value.

10.5.4 OWNED CHAMBER Scoring Criteria

A CHAMBER is scored as an OWNED CHAMBER by an ALLIANCE if more of that ALLIANCE's
SPECIMENS are scored on the CHAMBER at the end of a MATCH period. A CHAMBER with
no SPECIMENS scored on it or with an equal number of red and blue SPECIMENS scored on
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it is not owned by either ALLIANCE. One bonus per CHAMBER is given at the end of AUTO,
and another bonus per CHAMBER is given at the end of TELEOP.

10.5.5 COOPERTITION BONUS Criteria

During qualification MATCHES only, ALLIANCES can earn MATCH points by achieving the
COOPERTITION BONUS. The COOPERTITION BONUS is achieved if, at the end of the
MATCH, at least two (2) SCORING ELEMENTS are scored in every scoring location on the
FIELD. This includes:

- all four (4) NET ZONES,

- all eight (8) BASKETS, and

- all eight (8) CHAMBERS.

Both ALLIANCES receive the COOPERTITION BONUS when the criteria is met.

10.5.6 Point Values
Table 10-1: CRI INTO THE DEEPSM presented by RTX point values

MATCH Points RANKING
AUTO TELEOP Points

PARK OBSERVATION ZONE 3 3
NET ZONE 2 2
SAMPLE LOW BASKET 4 4
HIGH BASKET 8 8
SPECIMEN LOW CHAMBER 6 6
HIGH CHAMBER 10 10
OWNED CHAMBER 10 20
LEVEL 1 3 3
ASCENT LEVEL 2 15
LEVEL 3 30
COOPERTITION BONUS 50

Tie eempleaﬂg—a—MAIG#HM%h—the—same—nHmbepei 1

Win compleling a MATCH willy more MATCH pomnts than 9

21/39 Section 10 Game Details
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10.6 Violations

10.6.1 YELLOW and RED CARD application
YELLOW and RED CARDS are applied based on the following:
Table 10-2: CRI YELLOW and RED CARD application

Time YELLOW or RED CARDS MATCH to which CARD is applied:
earned:
teams-firstquatifleation MATGH REFEREES may or may not
be present during practice MATCHES. With input from event
before the start of staff, The Head REFEREE may opt to perpetuate a verbal
qualification MATCHES warning or YELLOW CARD earned prior to qualification
MATCHES to the first qualification MATCH for particularly
egregious behavior.
Team's current (or just completed) MATCH in which they are
during the qualification not a SURROGATE.
MATCHES For SURROGATE MATCHES the card is applied to the team’s

previous qualification MATCH.
between the end of

qualification MATCHES and ALLIANCE'S first playoff MATCH
the start of playoff MATCHES
during the playoff MATCHES ALLIANCE'S current (or just completed) MATCH
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11 Game Rules (G)

11.2 Pre-MATCH

G210 *Do not expect to gain by doing others harm. Actions clearly aimed at forcing the
opponent ALLIANCE to violate a rule are not in the spirit of FIRST Tech Challenge and not
allowed. Rule violations forced in this manner will not result in an assignment of a
penalty to the targeted ALLIANCE.

Violation: MINOR FOUL plus MAJOR FOUL if REPEATED. The ALLIANCE that was forced to
break a rule will not incur a foul.

This rule does not apply for strategies consistent with standard gameplay, for example:
A. ared ALLIANCE ROBOT ASCENDING in their ASCENT ZONE in the final 30 seconds of
the MATCH contacts a blue ALLIANCE ROBOT
B. ared ROBOT attempts to enter their NET ZONE to place a SPECIMEN and pushes a
blue ROBOT that was less than 1 TILE away into the NET ZONE.

This rule requires an intentional act with limited or no opportunity for the team being acted
on to avoid the penalty, such as:

A. trapping an opposing ALLIANCE ROBOT in your ALLIANCE'S ASCENT ZONE during
the last 36 20 seconds of the MATCH.

B. pushing an opposing ALLIANCE ROBOT into your ALLIANCE'S OBSERVATION ZONE
intentionally or from more than 1 TILE away.

C. placing yourAEHANGE-SPEGHHS any SAMPLE or SPECIMEN in an opposing
ALLIANCE'S ROBOT.

D. a ROBOT becomes pinned in their opposing ALLIANCE'S OBSERVATION ZONE by the
opposing ALLIANCE ROBOT

G211 *Egregious or exceptional violations. Egregious behavior beyond what is listed in the
rules or subsequent violations of any rule or procedure during the event is prohibited.

In addition to rule violations explicitly listed in this manual and witnessed by a REFEREE,
the Head REFEREE may assign a YELLOW or RED CARD for egregious ROBOT actions or
team member behavior at any time during the event.

Continued violations will be brought to FIRST Headquarters' attention. FIRST
Headquarters will work with event staff to determine if further escalations are necessary,
which can include removal from award consideration and removal from the event.

Please see Section 10.6.1 YELLOW and RED CARD application for additional detail.
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The intent of this rule is to provide the Head REFEREES with the flexibility necessary to keep
the event running smoothly, as well as keep the safety of all the participants as the highest
priority. There are certain behaviors that AUTOmatically result in a YELLOW or RED CARD
because this behavior puts the FIRST community at risk. Those behaviors include, but are
not limited to the list below:

A.

O 0Ow

E.

inappropriate behavior as outlined in the orange box of G201,

reaching into the FIELD and grabbing a ROBOT during a MATCH,

PINNING in excess of 15 seconds,

a DRIVE TEAM member reaching into the FIELD and removing a stuck SCORING
ELEMENT from a ROBOT,

descoring SCORING ELEMENTS strategically or REPEATEDLY

The Head REFEREE may assign a YELLOW or RED CARD for a single instance of a rule
violation such as the examples given in items above, or for multiple instances of any single
rule violation. Teams should be aware that any rule in this manual could escalate to a
YELLOW or RED CARD. The Head REFEREE has final authority on all rules and violations at
an event.

11.4
G401

G404
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In MATCH

*Let the ROBOT do its thing. In AUTO, a DRIVE TEAM member may not directly or
indirectly interact with a ROBOT or an OPERATOR CONSOLE, with the following
exceptions:
A. to press the (») start button at the start of the MATCH.
B. to press the (m) stop button before the end of AUTO either at the team’s discretion
or instruction of the Head REFEREE per T202.
C. for personal safety or OPERATOR CONSOLE safety

Violation: MINOR FOUL or MAJOR FOUL iif actions result in ROBOT motion.

FIELD columns A, and B, & constitute the blue side
section of the FIELD, and columns B, E, and F (see Figure 9-6) constitute the red side
section of the FIELD. FIELD columns C and D constitute the shared section of the FIELD.
During AUTO ROBOTS may not:

A. contact an opposing ALLIANCE'S ROBOT which is completely within the opposing
ALLIANCE'S haH section of the FIELD.

B. eontaet move an opposing ALLIANCE'S pre-set SAMPLE that started on a SPIKE
WARK aethe-apaasieg- AHHANCHES RPaltof e -
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C. move SCORING ELEMENTS onto the opposing ALLIANCE'S hat section of the
FILLD ouiside of the SUBMERSIBLE ZONE.

Violation: MAJOR FOUL each occurrence.

The intent of this rule is to protect ROBOT actions performed while completely in their
ALLIANCE'S hatf section of the FIELD. Navigating into the opposing ALLIANCE'S hatf section
of the FIELD during AUTO is a risky gameplay strategy.

Interactions with opposing ALLIANCE ROBOTS should be an expected part of AUTO
gameplay for ROBOTS that enter the shared section of the FIELD during AUTO.

G406 *ROBOTS are motionless at the end of TELEOP. ROBOTS must no longer be-actively
controlled-by-BRIMERS be moving under power after the end of the TELEOP period. This
can be done by a DRIVE TEAM member pressing the (m) stop button on the DRIVER
STATION app or by discontinuing any operation of the ROBOT by the end of the MATCH
period.

Violation: MINOR FOUL or MAJOR FOUL if actions result in a scoring achievement by the
offending ROBOT.

DRIVE TEAMS should make their best effort to stop gameplay immediately at the end of the
MATCH period. The end of MATCH period buzzer audio cue is approximately 3 seconds
long and is used as an unofficial indicator to teams and REFEREES that the MATCH has
ended.

Acceptable actions or situations include:

Motors remain powered to maintain the ROBOT's position

OpMode continues to be active

DRIVE TEAM member presses the () stop button

ROBOT coasts to a stop after power to motors is removed/OpMode is stopped
ROBOT slumps after power to motors is removed/OpMode is stopped

ROBOT supported by a RUNG swings or sways

ROBOT falls due to gravity

Ommo 0w >

Violations include:
A. DRIVER continues to drive the ROBOT using active inputs
B. An AUTOmated program continues to move the ROBOT
C. AROBOT's intake continues to spin
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'

*ROBOTS use SCORING ELEMENT as directed. A ROBOT may not deliberately use a
SCORING ELEMENT in an attempt to ease or amplify a challenge associated with a
FIELD element other than as intended.

Violation: MAJOR FOUL per SCORING ELEMENT.

Examples include, but are not limited to:

A. placing-SCORINGELEMENTS on-otherROBOTS; (See G210/G410/G411)
B. using SCORING ELEMENTS to elevate ROBOTS in an attempt to ASCEND the RUNGS

of the SUBMERSIBLE, and

C. positioning SCORING ELEMENTS to impede opponent access to FIELD elements.

G410

A ROBOT may not CONTROL more than 1 SAMPLE
or 1 SPECIMEN at a time, either directly or transitively through other objects. There is no
limit to the number of CLIPS a ROBOT may possess.

A ROBOT is in CONTROL of a SAMPLE or SPECIMEN if:

A. the SAMPLE or SPECIMEN is fully supported by the ROBOT or
B. it intentionally pushes a SAMPLE or SPECIMEN to a desired location orin a
preferred direction (i.e., herding, often with a concave surface)

Exceptions to this rule are as follows:

C. ROBOTS may MOMENTARILY exceed CONTROL limits while collecting SAMPLES
or SPECIMENS that are in the a SUBMERSIBLE ZONE.

D. scored SAMPLES or SPECIMENS for the corresponding ALLIANCE are exempt
from the CONTROL limit.

E. SAMPLES or SPECIMENS stuck on or in a ROBOT due to opposing ALLIANCE
actions.

Violation: MINOR FOUL per additional SAMPLE and/or SPECIMEN plus YELLOW CARD if
excessive.

Examples of interaction with a SAMPLE or SPECIMEN that are not “CONTROL" include, but
are not limited to:
A. PLOWING or “bulldozing” (inadvertent contact with a SAMPLE or SPECIMEN, typically

via a flat or convex surface, while in the path of the ROBOT moving about the FIELD).

B. “deflecting” (being hit by a SAMPLE or SPECIMEN that bounces off a ROBOT).

Excessive violations of CONTROL limits include, but are not limited to, simultaneous
CONTROL of 3 or more SAMPLES and/or SPECIMENS, or frequent, greater-than
MOMENTARY CONTROL (i.e., more than twice in a MATCH) of 2 or more SAMPLES and/or
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SPECIMENS. REPEATED excessive violations of this rule do not result in additional YELLOW
CARDS unless the violation reaches the LEVEL of egregious to trigger a G201 violation.

G411
ROBOTS may only have MOMENTARY CONTROL of opposing ALLIANCE
SPECIFIC SAMPLES or SPECIMENS in a SUBMERSIBLE ZONE. ROBOTS may not
CONTROL opposing ALLIANCE SPECIFIC SAMPLES or SPECIMENS in any other part of
the FIELD.

Exceptions to this rule are as follows:
A. SAMPLES or SPECIMEN stuck on or in a ROBOT due to opposing ALLIANCE
actions.

Violation: MINOR FOUL per SCORING ELEMENT plus an additional MINOR FOUL per
opposing SCORING ELEMENT for each 5-second interval that the situation continues. A
MAJOR FOUL is applied for each SCORING ELEMENT that is scored while in CONTROL.

G412 ROBOTS may
not affect the following opposing ALLIANCE achievements.
A. removal of SAMPLES from the NET ZONE
B. removal of SAMPLES from the BASKETS
C. removal of SPECIMENS that are fully clipped onto the CHAMBERS.

Violation: MAJOR FOUL per SCORING ELEMENT that is de-scored plus two (2) MAJOR
FOULS if the OWNED CHAMBER status for the MATCH period is changed.

SPECIMENS that are not fuIIy chpped onto a CHAI\/IBER and are de-scored from a
CHAMBER dui : are not penalized.

A SPECIMEN that is taken apart while scored onto the CHAMBER is a violation of this rule
and does incur a FOUL.

A ROBOT is deemed to have affected the OWNED CHAMBER status if, at the end of the
MATCH period when the SPECIMEN(S) were de-scored, restoring any de-scored
SPECIMENS would change the CHAMBER’s OWNED status for that MATCH period.
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G418

After the MATCH has started, ROBOTS may expand beyond
the STARTING CONFIGURATION but are still subject to sizing constraints. The sizing
constraints are specified in R104).

Exceptions to this rule are as follows:

A. Over-expansions caused by unintentional ROBOT damage or a ROBOT
unintentionally tipping over and not used for strategic benefit.

Violation: If more than MOMENTARY, MINOR FOUL, or MAJOR FOUL if the over-expansion
is used for strategic benefit, including if it impedes or enables a scoring action.

This rule is intended to limit the amount of floor area each ROBOT can cover with the
maximum range of motion of all extensions. All possible movement of extensions outside
the STARTING CONFIGURATION must be constrained as described in R104.

During the MATCH REFEREES may use ARENA elements to help gauge ROBOT expansion
during the MATCH. For example:

A. TILES are approximately 24 in. (61 cm)

B.

G424

The RUNGS on the SUBMERSIBLE are 44.5in. ( 113 cm) wide

*Do not use strategies intended to shut down major parts of gameplay. A ROBOT or
ROBOTS may not, in the judgment of a REFEREE, isolate or close off any major element
of MATCH play for a greater-than-MOMENTARY duration.

Violation: MINOR FOUL plus an additional MINOR FOUL for every 5 seconds in which the
situation is not corrected.

Examples of violations of this rule include, but are not limited to:

A.
B.
C.

28/39

shutting down access to all SCORING ELEMENTS,

guarantining an opponent to a small area of the FIELD,

quarantining all unscored SCORING ELEMENTS of one or more types (e.g., neutral
SAMPLES) out of the opposing ALLIANCE'S reach,

blocking all access to opponent’'s BASKETS, NET ZONE, GHAMBERS, or
OBSERVATION ZONE, and

blocking all access to SCORING ELEMENTS of one or more types in any the
SUBMERSIBLE ZONE, and

blocking all access to a set of CHAMBERS.
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ROBOTS attempting offensive tasks (i.e., collecting SAMPLES, scoring) are not
considered blocking a NET ZONE, BASKET, CHAMBER, etc. until the offensive task is
complete or their actions are determined to be strategically defensive.

Blocking an element of MATCH play requires an opposing ROBOT to attempt offensive
MATCH play with that element.

G427 In the last 38 20 seconds of the MATCH, a ROBOT
may not contact (either directly or transitively through a SCORING ELEMENT
CONTROLLED by either ROBOT and regardless of who initiates contact) an opponent
ROBOT if any part of either ROBOT is in the opponent’s ASCENT ZONE. Exceptions to
this rule are as follows:

A. Incidental contact occurring while both ROBOTS have met the scoring
requirements to achieve LEVEL 2 or LEVEL 3 ASCENT.

B. Contact occurring with an opponent ROBOT who is extending more than
approximately 7 inches (i.e., roughly the length of two SAMPLES) into the
SUBMERSIBLE ZONE as measured from the barrier.

C. Contact occurring in the SUBMERSIBLE ZONE that does not impact the opponent’s
ASCENT or ability to ASCEND.

Violation: MAJOR FOUL plus the affected ALLIANCE ROBOT is awarded a LEVEL 3 ASCENT.

The intent of exception A is that teams should be aware that the SUBMERSIBLE ZONE is a
constrained space and ROBOTS swinging during their ASCENT may contact each other and
teams should design their ROBOTS to be resilient to incidental contact.

The intent of exception B is to allow minor extensions into the SUBMERSIBLE ZONE while
attempting to ASCEND while also allowing incidental contact between longer
MECHANISMS.

The intent of exception C is to allow for normal gameplay that is not ASCENT-related
(e.g., SAMPLE collection from the SUBMERSIBLE ZONE) to continue without causing
G427 violations.

ROBOTS that are attempting to play defense within the SUBMERSIBLE ZONE or the
ASCENT ZONES during the last 38 20 seconds of the MATCH are likely to incur penalties.

G431 Only the a HUMAN

PLAYER may introduce SCORING ELEMENTS into or retrieve SCORING ELEMENTS from
the OBSERVATION ZONE.
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A. any number of SCORING ELEMENTS can be manipulated by the a HUMAN
PLAYER at a time.

B. SCORING ELEMENTS may be placed in any orientation and/or in contact with
other SCORING ELEMENTS.

C. HUMAN PLAYERS may only place and/or retrieve SCORING ELEMENTS into the
OBSERVATION ZONE during the AUTO and TELEOP periods of the MATCH.

D. HUMAN PLAYERS may not be in contact with a SCORING ELEMENT, either directly
or transitively, that is possessed/controlled by a ROBOT.

E. HUMAN PLAYERS may reintroduce SCORING ELEMENTS to the OBSERVATION
ZONE that have left the FIELD as a result of a ROBOT attempting to collect it from
the OBSERVATION ZONE or FIELD wall within the OBSERVATION ZONE, as long as
no other rules are violated (e.g. rule G428).

F. HUMAN PLAYERS may manipulate opposing ALLIANCE SCORING ELEMENTS that
have been placed into their ALLIANCE'S OBSERVATION ZONE. The opposing
ALLIANCE SCORING ELEMENTS may not be removed from

Violation: MINOR FOUL per occurrence plus YELLOW CARD if the a HUMAN PLAYER
contacts the ROBOT.

SPECIMENS hung from the FIELD wall in the OBSERVATION ZONE are still considered in the
OBSERVATION ZONE and may be manipulated by the a HUMAN PLAYER. G419 and G431
do not stack. One FOUL should be called per occurrence of the violation per ALLIANCE. For
example, two FOULS would be called in the case where the ROBOT and HUMAN PLAYER
are on separate ALLIANCES.

G434 Fhe A HUMAN PLAYER may not
use a tool to manipulate a SCORING ELEMENT.

Violation: MINOR FOUL per occurrence.

Accommodations and/or exceptions for HUMAN PLAYERS with a disability and/or an
extenuating circumstance will be made at the discretion of the head REFEREE and/or Event
Director.
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13 Tournament (T)

13.1 Overview Each FIRST Tech Challenge competition is played in a head-to-head
tournament format. Each tournament may consist of practice MATCHES, qualification
MATCHES, and playoff MATCHES.

Practice MATCHES provide each team with an opportunity to operate its ROBOT on the
FIELD prior to the start of the qualification MATCHES.

13.2 General Tournament Rules

T205 *During optional FIELD measurement and calibration time(s) ROBOTS may not
practice on the FIELD. During any period when the ARENA is open for measurement,
ROBOTS may run OpModes but cannot move the ROBOT (e.g., CHASSIS) under its own

power around the FIELD irteraetwith-{e-g-secore-pushpickup) SCORING-ELEMENTS oF
other FIELD elements.

At the discretion of the Event Director Head-REFEREE at the event, the ARENA may be open
for at least 30 minutes prior to the start of qualification MATCHES, during which time teams
may survey and/or measure the ARENA and bring ROBOTS on the FIELD to perform sensor
calibration. The specific time that the FIELD is open will be communicated to teams at the
event. Teams may bring specific questions or comments to the Head REFEREE or FTA.

Allowed activities during ROBOT calibration and measurement (times) include:

A. ROBOT may be powered on

B. Team may initialize an OpMode

C. ROBOT may operate or extend MECHANISMS outside the ROBOT CHASSIS

D. ROBOT may CONTROL SCORING ELEMENTS

E. ROBOT may be connected to programming laptops and other devices

F. Team members may be on the FIELD with the ROBOT

G. Team members may manually move the ROBOT to multiple positions around the
FIELD (e.g., without driving the ROBOT under its own power)

H. Team members or ROBOTS may measure the FIELD with tools (e.g, tape
Mmeasures) or sensors
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Activities not allowed during ROBOT calibration and measurement time(s) include:
|. ROBOT CHASSIS is not allowed to move under its own power around the FIELD
(e.g., “driving” as part of AUTO or TELEOP)
J. ROBOT is not allowed to attempt/complete an ASCENT

13.5 Qualification MATCHES

13.5.3 Qualification Ranking

RANKING POINTS (RP) are units credlted to a team based on the|r ALLIANCE'S performance in
qualification MATCHES. 2
eaeh—eeehﬁea%en—MAlGH—pe#aleJe—l@-% The RANKING POINTS that a team receives from a
qualification MATCH is influenced by whether they won, tied, or lost the MATCH, in addition to
the total number of points scored by that ALLIANCE.

A team’s RANKING SCORE (RS) is the average number of RANKING POINTS earned by a team
throughout their qualification MATCHES (excluding any SURROGATE MATCH).

All teams participating in qualification MATCHES are ranked by RANKING SCORE. If the number
of teams in attendance is 'n’, they are ranked 1" through 'n’, with “1" being the team with the
highest RANKING SCORE and 'n’ being the team with the lowest RANKING SCORE. SURROGATE
MATCHES are excluded from all calculations. A MATCH in which a team is DISQUALIFIED
contributes 0 to all sort criteria.

The RANKING POINTS awarded to a team for a given qualification MATCH are calculated as
follows:

+ The MATCH points that the team’s ALLIANCE for that qualification MATCH achieved,
plus
» If the ALLIANCE won the MATCH: two (2) times the average MATCH score for
all qualification MATCHES, or
» If the ALLIANCES tied the MATCH: the average MATCH score for all
qualification MATCHES.

The average MATCH score in the above calculations is constantly recalculated after each
MATCH is posted, meaning a team’s RANKING SCORE will fluctuate as MATCHES are
played, regardless of whether the team participated in them or not.
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In a hypothetical first qualification MATCH, if the final score of the MATCH has the red
ALLIANCE with 100 points and the blue ALLIANCE with 200 points. The event average
MATCH score is 150 points.

In this situation, each team on the blue ALLIANCE receives 100 RANKING POINTS,
equal to the number of points they scored in that MATCH. Each team on the red
ALLIANCE will receive 500 RP. This is based on the 200 MATCH points from the red
ALLIANCE'S final MATCH score plus 300 — two times the event average MATCH score
of 150.

In a second hypothetical qualification MATCH, the final score of the MATCH is tied 100

to 100. The event average MATCH score is now 125 points between the two MATCHES.
This would result in all teams in the second MATCH, regardless of ALLIANCE, receiving

225 RANKING POINTS.

The RANKING POINTS for the first MATCH would also be recalculated with the new
event average MATCH score, with the red ALLIANCE still receiving 100 RP. The blue
ALLIANCE RP is now recalculated with the new event average MATCH score to be 450
RP.

Teams are ranked in order, using the sorting criteria defined in the INTO THE DEEPSY presented
by RTX Competition Manual Table 13-1. This table is unmodified from the in-season qualification
ranking.

13.6 Playoff MATCHES

T601 *Send your STUDENT representatives. Each team must choose and send at least one
(1), but not more than two (2) STUDENT team representatives to the ARENA at the

designated ALLIANCE selection time (typicatyjustafterthelastsecheduled-gualtification
MATGH fifteen minutes after scores are posted from the last qualification MATCH) to

represent their team.

Violation: Team is ineligible for the Playoff Tournament if they are not represented by the
time they are announced.

If an absent team would have been an ALLIANCE lead, all lower ranked ALLIANCE leads are
promoted 1 spot.

T603 *There-arenoBAGCKUP TEAMSs-inplayeff MATGHES: This rule has been removed.
BACKUP TEAMS for playoff MATCHES may be called as described in CRI Competition

Manual Section 13.6.7.
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T606 Only a single (1) STUDENT from the invited team is
allowed to accept/decline an invitation, or invite new teams as an ALLIANCE lead.

Violation: The accept, decline, or invitation will not be accepted until the situation is
remedied.

13.6.1 ALLIANCE Selection Process

A break of fifteen minutes (15:00) occurs between the posting of scores from the last
qualification MATCH (scheduled or replay, whichever comes later) and the start of the
ALLIANCE selection process. The ALLIANCE selection process will begin at this time
regardless of whether team representatives have checked in or not.

ALLIANCES at CRI will be formed in the same way they are at the FIRST Championship,
where a second round takes place immediately after the first round with a reversed selection
order, with ALLIANCE 6 picking first and ALLIANCE 1 picking last. This process results in six
(6) ALLIANCES of three (3) teams each.

13.6.2 Playoff MATCH Bracket

CRI will be following a regular 6 ALLIANCE double elimination bracket, as outlined in the
INTO THE DEEPSM presented by RTX Competition Manual, section 13.6.5.

13.6.7 BACKUP TEAMS

In the playoff MATCHES, it may be necessary for an ALLIANCE to replace one (1) of its
members due to a faulty ROBOT. In this situation, the ALLIANCE lead has the option to bring
in the highest seeded Team from the BACKUP POOL to join its ALLIANCE. The team whose
ROBOT and DRIVE TEAM get added to an ALLIANCE during the playoff MATCHES is called
the BACKUP TEAM for this ALLIANCE.

The BACKUP TEAM is then added to the ALLIANCE, forming a four (4) team ALLIANCE for
the remainder of playoffs. The BACKUP TEAM must be a part of the three (3) teams who are
playing for the next MATCH after the ALLIANCE calls them. After the first MATCH that the
BACKUP TEAM is playing is over, the ALLIANCE may play any three (3) of the four (4) teams
on the ALLIANCE for any MATCH.

Each ALLIANCE is allotted one (1) BACKUP TEAM coupon during the Playoff MATCHES. If a
second ROBOT from the ALLIANCE becomes inoperable, then the ALLIANCE must play the
following MATCHES with only two (2) (or even one (1)) ROBOTS. Once a BACKUP TEAM
coupon is submitted and accepted by the Head REFEREE, the BACKUP TEAM coupon may
not be withdrawn by the ALLIANCE.
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T607 An ALLIANCE may not request a BACKUP
TEAM for a replayed MATCH. The sole exception is if, in the judgment of the Head
REFEREE, the replay is due to an ARENA FAULT that rendered an ALLIANCE'S ROBOT
inoperable.

Violation: The request is denied.

T608 An ALLIANCE may not request a BACKUP
TEAM until after their first Playoff MATCH.

Violation: The request is denied.

T609 A BACKUP TEAM must be playing in the ALLIANCE'S
next MATCH following their recruitment.

Violation: The MATCH will not start until the BACKUP TEAM is present for the MATCH.

G301 may still apply if the BACKUP TEAM is not making a good faith effort to report to the
MATCH in a timely manner after being called.

T610 The BACKUP TEAM
Coupon must be submitted to the Head REFEREE (or their designee) by the ALLIANCE
CAPTAIN no later than two (2) minutes before the expected MATCH start time in which
the BACKUP TEAM is to play.

Violation: The request is denied.

If the Head REFEREE is busy, and there is no designee, the ALLIANCE CAPTAIN remains in
the Question Box to submit the BACKUP TEAM coupon.

T611 Once an ALLIANCE has called a BACKUP
TEAM, a representative from the team not included in a MATCH may serve in a DRIVE
COACH role as an additional DRIVE TEAM member.

The maximum number of DRIVE TEAM members per team and their roles remains
unchanged, with the exception of an additional DRIVE COACH from the TEAM not
participating in the MATCH. The total number of DRIVE TEAM members on a four (4) TEAM
ALLIANCE may be a maximum of 12.
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13.6.8 BACKUP POOL

After the top ranked ALLIANCE has made their final pick during ALLIANCE Selection, the lead
queuer (or their designee) polls the remaining eligible teams. In rank order, the lead queuer
(or their designee) will invite remaining teams to accept or decline a position in the BACKUP
POOL, i.e. the group of teams willing and able to join an ALLIANCE during the Playoff
MATCHES, if needed, until up to six (6) teams accept.

T612 A team must be present after ALLIANCE Selection to
accept the lead queuer’s (or their designee) invitation to join the BACKUP POOL.

Violation: Team is ineligible to be a BACKUP TEAM.

T613 The top two (2) ranked BACKUP TEAMS must
send at least one (1) STUDENT representative (and optionally one (1) additional
STUDENT or mentor) to a designated area near the FIELD for the duration of the playoff
MATCHES.

These BACKUP TEAMs should have their ROBOT, batteries, DRIVER STATION, and any
other equipment they need to play a MATCH with them at this location.

These (up to) two (2) representatives are available to answer questions and accept
invitations to be a BACKUP TEAM from ALLIANCE CAPTAINS. If one (1) of these two (2)
teams joins an ALLIANCE or excuses themselves from the BACKUP POOL, the next
highest ranked team in the BACKUP POOL must provide their representative. Once a
BACKUP TEAM has declined an invitation to join an ALLIANCE, it is no longer a member
of the BACKUP POOL and ineligible to join another ALLIANCE.

Violation: VERBAL WARNING, plus the team is removed from BACKUP POOL if the situation
cannot be corrected within a reasonable amount of time.

13.8 Practice MATCHES

Practice MATCHES are played before qualification MATCHES. The practice MATCH schedule
is available as soon as possible, but no later than the start of practice MATCHES. Practice
MATCHES are randomly assigned, and teams may not switch scheduled practice MATCHES.
Each team is assigned an equal number of practice MATCHES unless the number of teams
multiplied by number of practice MATCHES is not divisible by 6. In this case, the scoring
system randomly selects some teams to play an extra practice MATCH.

13.8.1 FILLER LINE

A FILLER LINE is used to fill open slots at events that employ scheduled practice MATCHES
or all slots at events with an open practice MATCH schedule. Teams from the FILLER LINE
are used on a first come, first served basis to fill empty spots in practice MATCHES left by
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other teams that do not report to queueing. The number of teams in the FILLER LINE is

dependent upon space at venues. Only teams that meet all criteria below qualify for the
FILLER LINE:

A. ROBOTS in the FILLER LINE must have passed inspection,

B. DRIVE TEAMS must join the FILLER LINE with their ROBOT,

C. teams may not work on their ROBOT while in the FILLER LINE,

D. teams may not occupy more than one (1) spot in the FILLER LINE, and

E. if ateamis queued for their scheduled practice MATCH, they may not also join the
FILLER LINE.
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ALLIANCE a cooperative of twe three (3) FIRST Tech Challenge teams

ALLIANCE AREA a 120-in-{304-8-cm)wide by-42in-{106-/cm)-deep rectangle 186 in. (472.5
cm) wide by 60 in. ( 152.4 cm) deep by infinitely tall volume formed by placing

ALLIANCE colored tape onto the flooring surface outside of the FIELD.
ASCENT ZONE an mﬂmtely tall 5-9ded—aeb#gen—ﬂ43i—ws—fe¥med—#em4we—9—25—m—&2%—5em}4@ng

%he—bamer—rectangle that is 8.251n. ( 21 0cm) deep by 44.75in. (113. 7 Cm) in between
the outriggers located on either side of each SUBMERSIBLE. The ASCENT ZONE
includes the taped lines. ASCENT ZONES are only ALLIANCE SPECIFIC zones during
the last 38 20 seconds of a MATCH.

BACKUP POOL The group of teams willing and able to join an ALLIANCE during the playoff
MATCHES, if needed

BACKUP TEAM The team whose ROBOT and DRIVE TEAM replaces another ROBOT and DRIVE
TEAM on an ALLIANCE during the playoff MATCHES

CHAMBERS There are two-GHAMBERSperALHIANGE four (4) ALLIANCE neutral CHAMBERS in
the each SUBMERSIBLE. The LOW CHAMBER is made of HIPS plastic pipe and is 13 in.
(33.0 cm) from the FIELD floor to the top of the 1.05in. (2.7 cm) pipe.

COOPERTITION BONUS A bonus given during qualificiation MATCHES if the criteria in Section
10.5.5 COOPERTITION BONUS Criteria have been met.

FIELD an approximately 12 ft. (3.66m) by +2-f+3-66m 20 ft. (6m) TILE area bounded by the
outside edge of the extrusion that frames the walls

OBSERVATION ZONE an infinitely tall 4-sided-polygon-which-is-36-61r+-92.9-cm)at-the-widest

aeﬁ—by—’l%—‘l—m—%%%em}—leng isosceles trapezoid that has parallel sides that are 25
n. (63.5cm) long and 47 in. (119.4 cm) long along the FIELD wall with a depth of 10

n. (25.4 cm) bounded by ALLIANCE colored tape and the adjoining FIELD wall. The
OBSERVATION ZONE includes the taped lines.

OWNED CHAMBER A condition where one ALLIANCE has more ALLIANCE SPECIFIC
SPECIMENS scored on a CHAMBER than their opponents.

RANKING POINTS (RP) ALLIANCES are rewarded RANKING POINTs (RP) for winning or tying
MATCHES, which is determined by MATCH points earned by each ALLIANCE, in
addition to their MATCH points.
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SPIKE MARK one of twelve twenty-four 3.5 in. (8.9 cm) long marks used to identify the
placement of SAMPLES before the MATCH. The 3 6 marks in front of the
OBSERVATION ZONES are of ALLIANCE colored tape and the 3 marks in front of each
NET ZONE are made of white tape

TILE flooring surface of the FIELD is made of 36 60 (nominal) 24 in. x 24 in. x 5/8in.
interlocking soft foam TILES
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