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Botball Game Rules

(Subject to change at our whim)

The schedule is:

· July 28
Practice Tournament

· August 3
Botball Finals

· August 4
Exhibition Tournament

Robots must, at game start, fit within the starting box (12” long, 12” wide, 7” high). Orientation and position inside that box are determined by the team.

Prior to the start of the round, the game lights will be on for calibration purposes, and then turned off. When the lights come back on the round begins.

90 seconds later, the round ends. Any robot moving more than 2 seconds after this point will receive a score of zero points.

From game start to game end, robots must be autonomous: no buttons may be pushed, IR signals given, etc.

Black-ball team starts on white-pipe side and White-ball team starts on black-pipe side.

The scoring rules are:

Teams will receive 1 point for each ball of their assigned color whose center is on or above the half of the game board whose piping matches their color. Balls that are resting on or above the centerline tape will not count for a point.

Teams will receive 10 points for each ball of their assigned color whose center is on or above the team's matching color end zone (defined by the bump in the end field tape).

Teams will have 10 points deducted from their score for each ball of the opposing color in their team's end zone.

The rules for the head to head round are:

Teams will have a minimum of 3 minutes notification of what color they will be in the next match.

Ties are broken by repeating the round. If that does not work after a while, we will flip a coin.

The tournament will be a round-robin qualifying round to determine seedings for a double-elimination tournament.

