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2015 Robogames — Soccer 2:2 Rules Ver_160611(Z| &)

Name of Event(Zd7| Q) Soccer 2:2(2:2 =)

Robots per Event

C
@719 28 712 Two on Two(2 Ef 2)

Two 10-minute halves, may choose to run 5 minute halves

Length of Event(&7| AlZh "
(HEPE 2EPH Zp10 2, MO T2t 5= 7ts)

Robot Weight Range

1k
(22 B el J

Robot Dimensions(2& 1t4) 22 cm (8.7 inches)

Arena Specifications 122 cm x 183 cm (48" x 72") plus border
(7|12 734) 122 ¢cm x 183 cm 1t HF2|
Robot Control(Z2& H|0{) Autonomous(XH& X 0f)

. . o Computer Science, sensor integration, mechanical engineering,
Engineering Principles

f logi
7 23] uzzy logic

(ARE e, MM g, 714 S, HA| =2))

=y

The ball emits an infrared signal detected by all robots. "Striker"
robots try to move the ball downfield to score against the
opponent goalie bot, while the opposing team tries to do the

same. All robots are programmed to be autonomous.
Event Summary(d7| i)
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1.Playing Field and Ball (Z7|&1 &)

1.1 Floor (HtE)
1.1.1 The playing field for the GEN Il League is 122 cm by 183 c¢cm. The field has white borders 30cm wide.

CGEN Il 23 F7|E2 122cm 0] 183cm YLICH F7|%2 30cm LH[Q| EIM HIF2|7} UG L CH
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1.1.2. The floor of the playing field is covered with a printed vinyl, roll resistant mat.
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All Dimenions in mm

1.1.3. The central playing area should be placed so that it is flat and level. All white borders, including the
ends of the field are flat and inclined by raising the outside of the border by 1cm. (the incline should
allow the ball to roll from the top of the incline to the penalty area line)

Y F7| XY HHS=E HiX|S0{of SILICH FY|Fo & HES mYP RE M BFEE
HESID, Z7|% HPZEE0| 1cm &2 ZT0| USLICHL (AR QA3 S0| ZA ¥RZHE THLE|
ofjojzjo] Moz B2 2 sjofstL|Lt)

1.1.4. The field must be either placed on a carpet or felt base.

B2 PETAAES EESZ =0 ALETtL). (16/06/11 +78)

T o

1.1.5. The field may be placed on a table or on the floor.

: 87182 HOlS0|L BIEO S0 E 5 ASLIC
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Hint: It is recommended that teams design their robots to cope with slight imperfections up to 5 mm on
the surface and the incline.
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1.2. Walls. (8)

1.2.1. Matte black walls are placed all around the field, including behind the goals.
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1.2.2. The walls are 8 cm high above the playing field.
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1.2.3. The walls can be constructed of any material as they are not essential to game play.
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1.3. Goals (B2 &)
1.3.1. The width of each goal is 45 cm
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1.3.2. The back and sides of the goal interior are painted sky blue. The floor is white. The external sides
of the goals are painted matte black.

Fof XM ZH2 StsMoz ASTLICE HIE2 SAMYLICE S22 AFH2 HEO| Y=
A2M Y LT
1.3.3 The depth of each goal is 8cm. : Zt Z22| 20| 8cm YLICH

1.3.4 Each goal will have a black cross bar 14cm above the playing surface
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1.3.5 The surface within the goal area is flat and level(horizontal).

=002 Wel M2 HESY +=EYLL

e
=2 FY2 S0 & FI2 FE= As LX[5H7] ?lsi 8 EMX| AZE L

1.4. Neutral Zones (58 ¥9)

1.4.1. There are two neutral zones, shown in white below, defined in the field.
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1.4.2. They are defined as the line between the corners of the penalty boxes, running along the field on

the boundaries of the green colour zones
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1.5. Lighting and Magnetic Conditions : =% % Xx}7| =A

1.5.1. Teams must come prepared to calibrate their robots based on the lighting and magnetic conditions
at the venue. Organizers will attempt to keep light levels as low as possible and locate soccer fields away
from magnetic fields such as under floor wiring and metallic objects. However sometimes this cannot be
avoided. It is recommended that teams design their robots to cope with variations in lighting and

magnetic conditions, as these vary from venue to venue.

2t 82 g7 g9 = A Y| =do a2t AASe 2RE ¥ o FHIE SiA efof gk
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2.1. Specification. (At

2.1.1. A well-balanced electronic ball diameter 7.5 - 8.0cm shall be used.

gl

c @0l & ol X|E 7.5-80cm 2| TX =0| A E LT

—



N

"V']‘. !r—\I\_ _rr‘—';ju,—.an-nw——- ‘kl)
+

2.1.2. The ball will be used in pulsed mode in all leagues. EK RoboSoccer RCJ-05 ball operated in MODE
A (pulsed), Hitechnic Infrared Electronic Ball(IRB 1005) in MODE A (1200 hz pulsed)

PLY
o

2 ZE 2|O0AM HA REOfA AMEE LICH EK RoboSoccer RCJ-05 32 ZE A (H2A), Hitechnic
Mo|M AL & (1005 IRB) (1,200 Hz EA) BE AO|A EESHL|Ct,

2.2. Ball Suppliers.(83 38)
2.2.1. The official balls for all tournaments will be: Hitechnic Infrared Electronic Ball(IRB 1005) available

from www.Hitechnic.com

OH

cBE EHE ZA7|9] Z4 &2 www.Hitechnic.com MM £ 758t Hitechnic He|M M &

(1005 IRB) QL|C}.

3. Robots. (2£)

3.1. Dimensions. (T1+34)

3.1.1. Robots will be measured in an upright position and with all parts fully extended.

P ER2 EE FEO0| 2T =FE FHE A JEOM FZELO
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3.1.2. The upright robot must fit inside an upright 22cm diameter cylinder.

cHE 2R2 +F 22cm X5 S UWFO| Rotof gyt

3.1.3. The robot height must be less than 22cm.

- 280| £0|7} 22cm EC} EHOfof gL C},

3.1.4. RoboGames events will run in one league: Novice League: not more than 1kg

: RoboGames A7|= 1kg O|ste| =EX} 2|1, st 7HO Al ZIZHELICE

3.1.5. While being inspected, each robot must be upright and at its maximum size; i.e., anything that
protrudes from the robot must be fully extended. If a robot has a moving part that extends in two
directions, it will need to be inspected with this part operating. The robot must be able to operate

without touching the measuring cylinder.



3.2. Control. (M O])

3.2.1. Robots must be controlled autonomously

CERR2 AEH2ZE MOE 0o YL

3.2.2. Robots must be able to be started manually.

. BR22 $502 A%
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3.2.3. The use of remote of control any kind is not allowed.

o FF2 ¥4 MO E MEO0| HEEKX EEUCH

3.2.4 Robots must be able to move in all directions.
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3.2.5 Type 2 (blue tooth) communication between robots is acceptable as long as it does not interfere
with the performance of other robots. Robots must have the ability to have their communication disabled

at the request of the referee.

3.3. Marking/Coloring. (EA| / )

3.3.1. Competitors must mark or decorate their robots to identify them as belonging to the same team.

These must not influence game play and will not be considered in the size restrictions. : 7tAtE2 &2

ol S0 A= AS AL Qdh AHelSe 2RE BAISHAL TS0k L CL Ol2{st AS2
&700| = FX| FOtoF o, 37| Meto| N ElX| BEgLCh
3.3.2. Colors of robots and/or light transmitters must not interfere with the sensor readings of other

robots: 22| M E= & SilV|= CHE 2R MM E5ZS YIStX| BFOroF ehLLt.
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3.4. Teams and Leagues. (8] % 2|1)

3.4.1. All teams shall consist of no more than two (2) robots. Any substitution of extra robots during a
tournament is forbidden and disqualification will result. Teams cannot enter the competition venue with

more than two constructed robots.

2= 82 F O olste] 2Rez FEEUN. E7] B o2 2R WHME sXEH AN
24 B2 & Of olde ME 2Rez FI|Ho S0Z = &Lt

3.5. Construction. (M| &}

3.5.2 Robots can be built and programmed as follows
DO 20] 2RE ML Z2IaY o = ASL

Ho{7|(HAEZ )2 MPU = Atmel ARM7TDMI Core 5= ARM926EJ-S Core O[22
SHCH16/06/11 F7H)

Robots are to be constructed using strictly brand-original pieces, motors and sensors only. : E£&
HASHA Mz=Atel 7|+, ZEet MAMES O[85t0] XX & LT

Pieces can not be modified in any way. : 7| t2= OfH #HAo=zF HAE &= QiELCL

No other building materials can be used, including glue, tape, screws etc. : F&HA|, HO|Z, L{A}L
S TYP Of2 MY HESS A2Y & s

Omni directional wheels are not permitted. : Omni directional wheels 2 5|8 | X| %&LICt

Cable ties or tape may be used to secure wires. : 70| EtO| & HO|Z= 20[0{E H{ME
A1E5=0 AF8E £+ UA&EUCHL

Robots can only be programmed in any language. : E£2 O 202 =22 & = JFLICH

The following combinations of motors and sensors are allowable for players.

P 2ERE ot #E2 2 H A 0foF SLICE

controller (1) : AEE® (1)
motors (4) : 2E (4)

touch sensors (2) : E{X| MA| (2)
light sensors (2) : & A (2)
lamp (1) : HZ (1)

ultrasonic sensor (1) : £
=]
—_

H
=
e

compass sensor(1) : Lt&
IR seeker sensor V2 (1) : QM &X| MM v2 (1)

Omni directional wheels are not permitted : & X|&4 BR|7} 5|8 %X LE&LICH

on
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3.5.3 Robots must have a handle for referees to easily pick them up. The handle will not be included in
above measurements. Hint: Cable Ties make a strong lightweight handle. : 222 MTO| A & =

UEF ET07L AO{OF SLICE DIE : HO|E EfOlE HotL 7t £F0|E TSHCH

—

3.6. Ball Capturing Zones and Movement : & Z& Fnt 2%

3.6.1. Ball Capturing Zones are defined as any internal space created when a straight edge is placed on
the protruding points of a robot. : & Z&f FIF2 22X & 290 LM 2M27t AL W HHEE=

% gooz HogLt

3.6.2. The ball cannot penetrate the Ball Capturing Zone by more than 3cm. : &2 3cm O[22 &
=% golo AE o 4 Qs

3.6.3. A robot cannot "hold" a ball. Hint: Holding a ball means taking a full control of the ball by
removing all of its degrees of freedom. For example, this would mean fixing a ball to the robot's body,
surrounding a ball using the robot's body to prevent access by others, encircling the ball or somehow
trapping the ball with any part of the robot's body. If a ball stops rolling while a robot is moving, or a
ball does not rebound when rolled into a robot, it is a good indication that the ball is trapped.

PE 52 ERYLE A2 39 MHFEE MAHSI0 IS 2T Mojsts A= S[O[UCE 0§ =9,
2RO 0 5= 1AFstALL HE 2XRO| 30 ¥Zots As Y7 Al 2RO 55 A8l &=
SSMALE 2RO 5 ol 20| 0| #dl= XS QOjgLth. 280 5Y Ijf 0] 72X ALY,
0| 2R22 SO7IM CHA| FOjLteX] Yo F0| Z3Liets AS LEtW= AYLICH

3.6.4. The ball cannot be held underneath a robot. i.e., no part of a robot can protrude over more than
half of the ball's diameter. : 32 22X B2z SO0{7IX| @&ELICL & 2X2 O 8 & k&2

2t ojYd =€ & + YlELIth

3.6.5. The ball must be visible and other players must be able to access the ball at all times. : 32 =

A0{OF St CHE Z20]0 50| & S0 H2g & A0oF Lt

3.6.6. The only exception to rule 3.6.3 is the use of a rotating drum that imparts dynamic back spin on
the ball to keep the ball on its surface. This is called a "dribbler". : % 3632 % 0= EHO
=2 /A% Q8 S0 SH 9 ATES ROSE 2™ EFe MEYLILH O|AS "EZ[SE" 2t

gL Ct
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3.6.7. A dribbler must comply with Rule 3.6.2 and 3.6.4. The 3cm is measured from the contact point of

the dribbler on the ball. : EE823= 1% 362 1 364 & = j0f gL|Ct EZ|E289 39
HEXHELE BH 3em 7t FEEL|CH

3.7. Goalies (27| H)

3.7.1. If a goalie is used, it cannot limit its movement to a single direction on the field. It must be
programmed to move in all directions. : S7|H7} AIEEls ZP, 27|Ho| XY ZH7|T9 otx
weoz Moty £ iUt OA2 ZE YR 0|FS=E =20y &|ofof ghLCt.

3.7.2. The goalie must respond to the ball in a forward direction in an attempt to intercept the ball ahead
of the goal. If required, its movement should be able to take some part of the robot outside of the

penalty box (45 cm from goal).
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Hint: The goalie cannot respond sideways and followed by a forward movement.
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3.7.3. Failure to respond to the ball with forward movement down the field will result in the robot being
classified as "Damaged." (Section 47) : M%l 2522 J0| EISIX| 2ot F &4 47) 22

&L,

3.8. Kickers, Batteries and Robot Power : 7|7, H{E2| ¥ Z2Z& I}

3.8.1. If a robot damages a ball or the field, it will be removed from play and receive a time penalty as
damaged robots. A yellow warning sticker will be placed on the robots and the referee will record the
infringement on the score card. : 2ef 2XO| Z0|L FI7|¥E &5t 8%, 1 2X2 Z7|00A
Helell &dE 2RO=2 AZE HEE[E ZELCh =2 Z1 AEFHes 2X0| BEED HEH2 =

O] QARFAIE S 7[ERLIC

3.8.2 In the event of two colliding robots damaging a ball, both robots will be removed and given a

yellow sticker. If the referee considers one robot to be significantly more aggressive than the other, they

can choose to remove that robot from play. : & E&£2| =0| 30 &&= FH F E&E2 EF

HMAZID w2 AEZE wUCH Do MT0| 3 T 20| OH2 2% 20t § 2HMO0|QCHD
A

TEotE 2, dE2 O 222 d710M HA & = ASUC
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3.8.3. Adjustments must be made to the robot/s to prevent this from re-ocurring. : &
20| 30| =|0{oF gLt
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3.8.4. If a robot infringes again during the tournament, it will be disqualified from the tournament. :
ZRO0[ Oz 0 CHAl fEtsts 8%, ti=lolM &4 Ma|g U

If a robot has the power to damage an officially accepted RoboGames Soccer ball(See 3.2.1 and 3.2.2), it
is a strong indication that the robot has been built with excessive power and the intention to damage
other robots. The robot has not been built with the ideals of RoboGames and fair competition in mind,

so the tournament committee has every right to remove that robot from the competition.

. 220| 3AXOZ 2% RoboGames HT 32 MAZ = U
= EXO0| kot il OOE 2XE &4AZ 2k

2 RoboGames 2| O|¢1t 58 &4

oM 2 282 MA & = As 2 A7 A&

3.8.5 If a robot has an electronic solenoid kicker, its voltage must be limited to the OH&S Standard Safe
Voltage of 70V. : 2X0| TX} £2|0|E 7[HE 7K1 QA= EL, O dY2 70V 2| OH & S #E

o Mgz Aot gLch

3.8.6 Due to safety reasons, Lithium Polymer batteries can only be used in conjunction with commercially
produced, dedicated balanced Lithium Polymer battery chargers and fireproof charging bags. These
batteries can explode due to incorrect recharging and discharging(check manufacturers specs), or if they
are damaged. : 2T O|RZE, 2|&§ 22[H TXes dEHez &, 2 Tl HE 2l =249
HiE2] ST7], 22|20 =9 ST 7tda oA AH8E + UASUCL 2R S X LH "z=gH <

o
AME =oNoLt B0 o3 HIE 2|7t & o o+ QL

oy

L|c}.

4. Game Play. (&7] @4

4.1 Pre-game setup. (87| ® 47d)
4.1.1. Organizers will provide access to the competition area for calibration and testing prior to the

competition and according to a schedule that will be made available at the start of the event. : FZ[Xt=

CHE| AIZF AlOf 7hser 28O 2t Z7] Hol ng S d52 fld) 4718 H22 5188 A YHrt

4.1.2. Organizers will make every effort to allow at least 10 minutes of setup time before each game. :
QIS O AT AR Ho| MF AIZLCE A4 1020] FOKEE A Mo =S Tk HYL|CH
4.1.3 This time is also for teams to express any concerns about the legality of opposing robots. : O|
AlZh2 doiy 22 HYQo| et 22 &5 ?IiME AFEELICH
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4.2 Length of Game. (d7| AlZH
4.2.1. The game will consist of two 10-minute halves. Some competitions may choose to run 5 minute
halves at the discretion of the tournament organizing committee. : A7|& HEH™, SHH ZH 10 222

S
=
UL 28 g7l tel =Y M mat ©, e s ez MEY & ASLCH

4.2.2. There will be a 5-minute break in between the halves. : 7t Al A|Zt2 5 20| FO{ZIL|C}

4.2.3. The game clock will run for the duration of the game (two 10-minutes halves), without stopping
(except as noted in Referees time Out in Section 4.9.4). : 47| AlZh (M, 28 10 )2 E7| 50 SX|&[X|
0 ZULCh 494 0M A5E HES EfY OFR2 0f2)

4.2.4. Teams can be penalized one goal per minute at the referee's discretion if they are late. : 0| &=

d%, HEe Mo mat 12 1 S Y NES ESUCL

425. If a team does not report within 5 minutes of the game start, they will forfeit the game and the
winning team awarded a 5-0 score line. : E0] &7| AlZ 5 2 O[O EMSX| Y= B2, A2

AYdg s+t s2| 82 5-0 Ol2ts zF F+E EEUChL

4.3 Start of Game. (47| A|Zh

4.3.1. At the start of the first half of the game, the referee will toss a coin and the team first mentioned
in the draw shall call the coin while it is in the air. : A2 A HEHA A2 A0, HEHE2 TS HX| 1,

HElEZIHAM Ngez XBE "ol sH0| 530 Us W *T/FUS AL

4.3.2. The winner of the toss can choose either (a) which end to kick to, or (b) to kick off first. : EAQ
SAE (@) 2 EE LB & X (b) NS0 & X| ZFELICL

4.3.3. The loser of the toss will decide the other option. : EAQ| TjAtE CHE M ZFTLICH

4.3.4. The team not kicking off in the first half of the game will kick off to begin the second half.

- MHHEEO| F7|12 2 o=

E BT o =
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BR AIZSHR 28
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4.4 Kick-Offs. (Z] 2IiID)

4.4.1. Each half of the game begins with a kick-off. : Z7|2| U™, SEHL 242t ZlemZ 2 A|ZtgtL|Ct
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4.42. All robots must be in located on their defensive side of the field. : & 222 ZH7|Z9| XtAlQ]
S=H| G0 X[sjoF gFL|LCt,

4.4.3. Robots must not be running. : 222 &Z%0|X| Q£0t0F TfL|LCt,

4.4.4. The ball is positioned by the referee in the center of the field. : 52 MEO0| 2fsf Z7|& Y0
SO0 T Lo

4.5. The team kicking off places their robots on the field first. Robots cannot be moved once they have
been placed. : Z} @EE St= EO| HX Z7|Z0| X|gLCt. 220 o #H HiX|7} & o= &Y

Z[\_ HAI=|L|E|-

4.4.6. All robots on the team not kicking off must have some part of the robot in the penalty box. : Z|
REE X fe el EE ZR2 2RO LRE0| HZE| 220 AOOF L L

44.7. On the referee's command, all robots will be started immediately by human team members.
EE o Fgof, 2 X2 B FI= 2 Al SHYLICH

4.4.8 The robot kicking off must make a clear strike of the ball and it must roll clear the robot by at least
5 cm. A robot that does not have a kicker must visibly release the ball to a distance of 5cm and not

continue to push the ball. An illegal kick off will result in the opposing side being granted the kick off. :

2 EE Stz ZR2 S ZASHA MOFSIH, MOk 5cm & =2{0F YLICh 7[#H7t ot 2R2
S2 =0 =A 5cm AHZ|O| =1 S AL TR HOrop UL @A Z) 2= HOHE HO Z
2IZE RO CH

4.4.9. Any robots that are started before the referee's command will be removed from the field for one
minute. : {2 P HO| X0l ZE 2E2 1 = S F7[F0AM HMAHE UL

4.5 Scoring. (A=)

45.1. A goal is scored when the whole of the ball crosses the goal line. This coincides with the ball
striking the back wall of the goal. The referee will blow their whistle. : 3 M7} & 2telg St & If
SEE dSgUCLL Ol 30| 2 FIF 4o F= A 25Utk 2 =242 sS4

o= = —

4.5.2. The ball must be free rolling to score a goal otherwise it will be deemed "pushed" by the referee
and disallowed. In the event of a pushed goal, play will be not be stopped. The goal will not be allowed.
The ball is placed on the nearest available neutral zone and play is continued. The robot must make a

visible effort to kick or release the ball otherwise a goal will be deemed a "push". If no attempt is made
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to release the ball and it momentarily rolls free while in the control of a robot travelling towards goal, it

will still be deemed a pushed goal.

S22 SHE 517 M E XtREA 22{0F Ut O™X o HEof o i Aez 7hFEn
SELZ 88X LUt M SHO| ZHY F2, 7= BFA @sUH Sz AFEHA
EEHH 32 7t 72 S8 90 HiXED BTV AL U 2R2 S8 AU = Y
CHE ofof 5t X el SH2 2E A2z UAFHLULL &5 & ARt §7L 225 9l
O|sstz 2RO MO 2o B2 S AUFEH F2= A2 0T 2E S22 AFELCH

453. The only exception to this is when a robot makes first contact with the ball at less than
20cm(approximately half the penalty area) from the goal. This includes contact being made by the ball or
the attacking robot with another robot or the goal post. : 220 Z&20|A 20cm 0|2t (CHEF I{HE|
Ao FeholM B2 XS HE ¥ U 9 A0 KU oIYLich B £ OE 2RO 3H 28,

o 28 HS0{X= ZH0| ZeE o AL EL

454. A penalty goal will be awarded if a ball deemed to be traveling into the goal strikes a defensive
robot that has some part of it over the goal line and in the "in goal" area. Robots should be built in a
manner that the cross bar prevents them from going behind the goal line. Z=22 2 0|&35t1 U= SO
=9 €&Z0| Z2elE d/AH, 2= 90 A= 2R RHS = B2 HEE =0 RFHE UL

ER2 AZAHTIE & 2tY RZ Jte AS YRots YA22 F=E[0{0F ST

4.5.5. After a goal is scored, a kick-off will occur. The non-scoring team will be awarded the ball. : =0|

SEOl & =20, Zf z=7 ZdetLCh v SF oA S0 £O{E Lt

4.5.6. "Own goals" will be treated as a goal to the opposition, even if the ball is "pushed" into the goal. :

B2 0| BROE U2 YLOo|= NTfHO SHo=E NagLc

4.6 Lack of Progress. (218l &%)

4.6.1. This occurs if the ball is stuck between multiple robots("forcing" situation) for a reasonable amount
of time and has no chance of being freed or if no robot has any chance of locating the ball in a

reasonable amount of time.

d) S Al 3¢ SHOIX| 1, oM = AL

o|[A2 &0 o7 =X AOM (B2 F= & ot
ZRO| HEo AlZto 22 AXIAZI= O 7|27t Sl 4% ZdeL ot

4.6.2 The referee will call "Lack of Progress" immediately when a robot is using greater power to "force"
the ball past the opposition. If a referee is slow to remove the ball and a goal is scored as a direct result
of a robot "forcing" the ball through, the goal will be disallowed and the ball placed on the nearest

neutral zone.
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4.6.3. In the case of Lack of Progress, the ball will be first moved to the nearest neutral zone. If this
occurs again, the ball will be moved to the centre of the field. : & &2 42, XS0 32 ML
Xt
o

bt S8 XYz oS LCh 2Hof CHAl 2dstes 39, 32 37|18 Y2z oyt

4.6.4. When Lack of Progress is called, any robots stuck on other robots will be freed using minimal
movement by the referee or team captains at the request of the referee. : 2142| £F0| MAE Z=2,
CHE 220 o3 85Y = Qe 2RS2 HEe ¥ o2t oE = z

=HYE ALESI0] XtrEA FLILh
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4.7 Damaged Robots. (4% Z8)

4.7.1. If a robot does not move and/or does not respond to the ball, it will be deemed damaged by the
referee. : 220| FXO[X| @7Lf, S0 EHSSHX| = 8%, AE0 23 1 2R2 &8 Aoz

{HEELL

4.7.2. If a single robot remains in the in goal area for longer than 20 seconds, or is stuck against walls or

goals, and shows no indication of returning to the playing area, it will be deemed damaged by the

referee. Hint: A small reverse command in a program will usually free a stuck robot : StLt2| 2&£0| 20 =

ol Z& Ao HOIAAL, HolLt =220 Z3M 87| dFez =0ts =& 2OFX Y= 87
|

=2 oT =2 [
oil olsf 1 2R2 &4 A=z ¢UFELUCL

1

o>
[

Sl L TRIAYOAN AL S YO S 2NY & g 222 XNREA UL

4.7.3. The referee or players(with the referees permission following player request) may remove damaged
robot(s) from the field. : {¥ £= M50 (2 @FO 25 HES 3717 A=) E71Z0A

a
TdE 2RSS MA & &+ AU

4.7.4. A damaged robot must remain off the field for at least one minute. In a shortened (5 minute half)
game the damaged robot can be replaced after a goal is scored. : =4E 222 H0olt 1 & 5¢
47| Hfol ME2{oF LCt A[Zto] Eh=E A7 (M=RE 5 &) oMes &dE" 2RE2 SHO| #

— O - A= —
o|=0 uHn & = AFUCL

475. A damaged robot must be repaired and may be returned with the referee's permission to the

neutral zone that is closest to the goal they are defending and does not advantage that robot, eg facing
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the ball. Goalies may be returned to the area in front of the goal. : &4tEl 222 £2|8}joF st ATHO|
S0 ofsff 150| Wolstn SR0M It ke BE F9o 1 2 =

=
A
s= OF E&) 202 + JASUHELL E27|He 28 o X922 =0t =

4.7.6. Play will continue during removal, repair and replacement. Note that the referee may choose to
interrupt play if robot damage occurred because of a collision with an opposition robot. : d7|= X #,
=2, M3t S AFKEHCO HE2 2R &40 4 2RIC S HEo LIS F7|S

SCot=5 MdEg = ASHCH

4.7.7. If a robot turns over on its own accord, it will be treated as a damaged robot and removed. If the
robot is tipped over after a collision with another robot, it can be righted by the referee and continue
playing. : 20| MZZ FHLH, &d4& 2R2=2 FFE0 MAGLCL 2X0| OE 22Xt 55 F

P12 A, A HTO oo HBsiCtD =lof FIIB A B 4 AU

—

4.8. Ball Out Of Play (52 &)

4.8.1 A ball is considered out of play if it strikes the outer wall or leaves the playing field. : 50| 2|20
SEotALE B7|1F3 e HUE 2 52 JEf7 gL

o =

482 After a ball is considered out of play, it will be moved to the nearest neutral zone to the
disadvantage of the team of that last touched it. ie the neutral zone in the direction that the opposition
are kicking. : 0| 2 dE{7t HEH, S5 OHXY%e=z FHS oA =ZstA 7tE 72 S8
X|doz o|ZeL|CH (MLjo 22 dtato) Q= S X|Y)

4.9 Interruption of Game Play. (d7| &th

4.9.1. The situations listed in sections 4.6-4.8 may cause play to be interrupted, usually resulting in the
movement of the ball to the nearest neutral zone while play is allowed to continue. : 4.6-4.8 Off Lt2}%U=

AgES YIIE FTHAZ = I, LENo=z I JHitR FE X9ez2 I 7|1 ZE7|

i r|

4.9.2. Play may also be stopped by the referee blowing a whistle but the game clock is not stopped, all at
the discretion of the referee. All robots must be stopped immediately and returned to their position at
the time the whistle was blown. : MTO| Ij2H0| Mat Z7[= MEO =42 2 X & = A1

5742 20 BE 222 52 ¥ED X9 X2 Sopto} BLITH

49.3. After a stoppage in play, play will resume on the referee's whistle and all robots are started

simultaneously. : d7|7} STl =, JEe 2422 F7|& WHEHH 2 2X2 A0 YO
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494 A referee may call "Referees Time Out" for field repair, situations such as in 4.7.7 or 4.11.3 or if the
tournament referee is called for rule clarification. The referee can elect to stop the match clock if the
stoppage is lengthy. : & E2 477 £ 4113 €2 Z7|% 2|, tha] HEO| & HHo| ofjsh 2F

S O HE B ofR'S Mol™ £+ AU HE2 F7] FR7t U BR 7 MUE SAGER

rx n

8 4 AL

4.10 Multiple Defense .(CtE &0])

4.10.1. Multiple Defense occurs if more than one robot from the defending side enters the penalty area
and substantially affects the game. : 20 X|0jAM Tt Cf O|¢e| ZXO| HEEl X0 S0{7tA

HdEHLR FYI0 IS 0Kl B8R S Yo7 e ch

4.10.2. For a "Multiple Defense", the robot having the least influence on play is moved to the centre of
field. In the case where a goalie is involved, the other player will be moved. : CF& &0 Al, A7|0f 74%&
Mo ggg OXe RS ZUF ZYCE OSHUCL BIHI EHEO U B, CHE M7

o|s &L Ct

4.11 Fouls. (I}=)

4.11.1. If a robot utilizes a device or an action which continuously attacks or charges a robot not in
possession of the ball, the referee will call "Foul". The team captain must then remove the robot from the
playing field for at least one minute and correct the problem; play will continue (as in 4.7 "Damaged
Robots"). : 2X0| &2 7HX[1 UX| @2 BZXRE XEH2E AU NX|ots XS AHESHAL

ds= ot 4% dEte mEs doAgUcnh 88 8 FE2 1 2RS 321 2 3% F7IEA

nl

HMAKM 2ME DMOF LCE (47 "&dE ZR"0ML 20]) d7|= A% Utk

4.11.2. If the robot continues to Foul, it will be permanently removed from the game, a yellow warning
sticker will be placed on the robot/s and the referee will record the infringement on the score card. :
2RO NEH22 Otgs ol 49, 242 B710M &5 MAELD, L2 Fa AEFHIE 2RO

S
SADN, T2 SHEY UAEES 7SS

2 o

4.11.3 If a robot is damaged by a foul, the referee will stop the game and stop the clock for up to 2

minutes while repairs are made. (See Referee's Time Out Section 4.9.4) : 2£20| gt2of Qs =4E Z<2,
HE2 Z7|18 BX5tn 2|7t O|RO0X|= %0 2 &2 S AZtE SAZLICEH (MEel EtY of2 MM

494 EX)

4.11.4 If a robot is removed from two games for "fouling", it will be disqualified from the tournament. :
ZXO0[ It20f 25 & B7I0AM HMALZH, CH2oA HAS s LI
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4.12 Free Kicks (Z2|Z))

There are no free kicks. (2|22 Q& L|LCt)

4.13 Penalty Kicks. (H'2E| Z])

There are no penalty kicks. (I 2E[ZI2 Q& LICt)

4.14 Offside.(2 ZAO|E)

There are no offside rules (2 ZAIO|E= & L|CH.

4.15 Humans.(AHE)

4.15.1. In general, movement of robots by humans is not acceptable. : YEIH 2 ALZHO| 2ot 2&C
0|52 &K EsLL

4.15.2. Humans can only move robots at the instruction of the referee. : AFE2 22 AEtO| X|A|0f 2|3
RS 0|3AZ = AsHCOL

4.15.3. Before the start of each match, teams should designate one human who will act as "Captain”, and
be allowed to place, remove and replace robots during the game, based on the stated rules and as
directed by the referee. : ZF Z7] A|Z Mo 82 FH=E dze, Foi2 &t MEQ| X|Al0f et
&7 3o 222 HiXSt R, MASID, UMY = A= AHEES XIZ8HoF Lo,

4.15.4. Other team members may start one robot, but after this, they are not allowed within the vicinity
of the playing field. They are to remain at least one metre from the field while the ball is in play, unless
otherwise directed by the referee. : Ct2 & MM siLIS| 2EEZ A|&Y £ QUX|T, 1 =F,
B71829 2 WM HEERX HeCh *'EFOI 2ol XAZF gl o 877t X&HEE 240
B7180AM A2 1m BOT 0| AAOF BFLC

ujn
rir rjo
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5. Conflict Resolution. (&7 diZ&)

5.1 Referee. (A TH

5.1.1. During game play, the referee's decisions are final. Any argument with a referees decision will result
in a Yellow Warning Card. If argument continues, the referee will give a Red Card resulting in immediate
forfeit of the game. : 87| S0 T Z2F2 HEEX HSLICHL Eol Z2F0 g ZE =dd=
BE2R 7tE7) LEYUCL =80 ASZEY AEH2 F7e FA 28 LYAMI= HE FIEE

At
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5.1.2. If Team Captains are satisfied with the result of a game, they are to sign the score sheet at the
conclusion of game play. : & & FHO| Z7|o Zut0o| HS5tH, d7|o OIRZ2 SEHEN MBS

gL Ct

5.1.3. Any protest after the game should only be if the scoring is believed to be incorrect. Or if a game
result is in doubt. After signing the score sheet, no protests can be lodged. : 47| 7|§0| EXHCI
AL F7] Zob oy2E2 3% dU17t 2 =0l OQNZIE ULk SEEN M¥S o

o
ojz0l= O olgel gdel= M7|E = &t

5.2 Rule clarification. (7+% A d)

5.2.1. Rule clarification may be made by members of the RoboGames Technical Committee. : % HHZ

RoboGames 7|=?|&2|2| 2[AS0| 25 & 5= ASLICE

5.2.2. If a rule clarification is needed, the referee should stop the game immediately, call referees time
out (Section 4.9.4), stop the clock and confirm the ruling before continuing with the game. : 1% & 30|

Tas 39, MBS FA 7|2 BUOHD ME EIY 0122 MO, (H 494) A2 BED, F7|S

A&7 o s gyt

5.3. Special Circumstances. (52 4%

5.3.1 Specific modifications to the rules to allow for special circumstances, such as unforeseen problems
and/or capabilities of a team's robots, may be agreed to at the time of the tournament, provided
majority of the contestants agree. : O|F5tX| Xt =ML EHe =X 7|t #2 S &%

5| 8ot7| ?let wAel ML #HE2 UMK tEE2 52 otof tie] o +&&8 = ASLI

mo o

+

6. Inspection. (A AP
6.1 Scrutineering (23 FEL|0{ &)

6.1.1. All robots will be examined by a panel of referees before the start of each day of the tournament
to ensure that the robots meet all constraints described in Section 3.: Z& 222 3 0| A¥E ZE

ROt S BECHEX Y Z7| AR T NTEI/ITH| o) HAELICE

6.1.2. It is the responsibility of teams to have their robots re-inspected if their robots are not passed at

scrutineering or have been modified at any time during the tournament. : =2 EZ£O0|

A2ARHUOEE SO RotALE, 87| & £80| & 8%, XSl ZXRE A ZAF 2l2[8l0f
x

ohe 22 Hol Mgt
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6.1.3. Any violations of the inspection rules will prevent that robot from competing until modifications are
effected. : A 72| ?82 £FO0| O|ROE W7HX| 1 =2X0| F7|ot= AS %2 & USHEL

6.1.4. Modifications must be made within the time schedule of the tournament and teams must not delay
game play while making modifications. : =82 Ciz| L& LHOIN TAH/OOF 5tH, =TS St ¢t

87| TS X[HSHX| qEoroF gLt

6.1.5. If a robot fails to meet all specifications (even with modification), the robot will be disqualified for
that game (but not the tournament). : EX0| Z& AMYES FF5X| X2 4% (=8 dk), X2 1

&7 (== otE)ofl sl &4 AMe|& Lt

6.2 Contestants.(&H7}HXh

6.2.1. Contestants will be asked to explain the operation of their robots in order to verify that the
construction and the programming of the robot is their own work. : &7tXE2 Mzt ==z 0|

= Ao HFQAX SBok7| 2o Atis2 2R SHS 280F 22 €A 2 AYUCLh

6.2.2. Contestants will be asked questions about their preparation efforts, and they will be requested to
answer surveys and participate in video-taped interviews for research purposes. : E7tXtE2 ApAlQ| FH|
CHO o 22 A4 € Ao|H, €2 A SEstL ¢+ FH2=Z H|LR =3t 2AHRFO

= [
oot E 239 25 A YUt

6.2.3. Commercial kits may be used but must be substantially modified by the Contestants. : & &&
7IEE A8 &= UX|TH TIEXO| 2f5 =" &0 OFgf LT,

6.2.4. Proof of a full understanding of the program must be shown. : ZZ 120 C{st 2bH S O 7t
SHE0{oF gLt

6.2.5. It is expected that tournament organizers will conduct verification interviews prior to the finals of all

events. : LHe| =X |@e= BE Z7(2 ZSHM %M HF AHRE Al & A2z o HEUCL

6.2.6. If there is excessive mentor assistance or the work on the robots is not substantially original work

L=
—

by the Contestants, then the team will be disqualified from the tournament. : dt=% HE X[, &=
2R AMNY0| dEHoZ FIMA0 oot 2Z|X|E AEFO| ot F%, O B2 HloM 24 Mg LU

7. Code of Conduct. (&5 ZH)
7.1. Fair Play.(H|Of £&0])
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7.1.1. Robots that cause deliberate interference and repeated damage to structurally sound robots during
normal game play will be disqualified (See Section 4.11(Fouls)). : YEMMQl Z7| F0f Do[XQl Zhd 1}

TEYOR Huol RRO| HHEHOl A4S It 2R A MU 41 B (W) &X)

7.1.2. Robots that cause damage to the field or the ball during normal game play will be disqualified
from the tournament (see Section 3.8). : LEIHQl ZH7| F0| Z7|&0|Lt S0 £42 JIet= 2EE2

CH2[OlA 24 XM ELITh 3.8 B &H=E)

7.1.3. Humans that cause deliberate interference with any robots or damage to the field or the ball will
be disqualified from the tournament. : ZX0| Ciet =Xl 7ZHdS Y 7|7L;, F7|FO|LE S0
EdE 7tots AME2 CHE0A 24 X2 E LT

7.14. 1t is expected that the aim of all teams is to play a fair and clean game of robot soccer. It is
expected that all robots will be built with Rules 3.8 and 4.11 in mind.

If robots are built to the upper limits of power and weight, they must anticipate the possibility of
damaging other robots or the ball. Officially endorsed RoboGames balls have been tested for robustness
and are not damaged in normal RoboGames game play. : 2 & EO| SEE 3Hst1 Yoot 282 =4

47| st= ZAolgt o4ELC RE 20| 7% 381 411 & 50| T MNZEHE A= of&ELUCH

groF 20| 2t Ao HotMeR KAE F2, CHE 220t 30 242 71 s 2 o slof
StLCH SAXMoZ2 S0 E RoboGames &2 HWIMEZ ZHARMCH, MAXMOl RoboGames ZA7|0A &
EAEX] RS

7.2. Behavior. (85)

7.2.1. All movement and behavior is to be of a subdued nature within the tournament venue. : L3 &

oM 2E SHYM dS2 F=ooF L ch

7.2.2. Competitors are not to enter setup areas of other leagues or other teams, unless expressly invited
to do so by team members. : 23| B TG0 2 DA St=F ZOIEX| e o BHAMES

CHE 2|3 CHE Bof 238 B0 S0{7tA| @&t

7.2.3. Participants who misbehave may be asked to leave the building and risk being disqualified from the
tournament. : Fet WSOl HIIAS2 2dS ML oM HAE=E fIgsS doior & =

gLt

7.2.4. These rules will be enforced at the discretion of the referees, officials, conference organizers and
local law enforcement authorities. : 0|2{gt 22 ME, d7| A&, g Fx|X} A AKX & HH 7|29
Mol et HEE LT

1o d
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7.3. Mentors. (HE)

7.3.1. Mentors (teachers, parents, chaperones and other adult team-members) are not allowed in the
student work area. : HE (WA, of822, EH3A S Vg g0 F HH)s StdS9 HY G0N
S EEX EaUC

7.3.2. Sufficient seating will be supplied for Mentors to remain in a supervisory capacity around the
student work area. : HEE= SHlo| XY FY Fo A= XH2= HOIUY|O| ZE ZA0|

M & L.

7.3.3. Mentors are not to repair robots or be involved in programming of student robots. Robots or
computers should not need to leave the student work area during the day's game play. : HEE= E&S
T2[otAL ofd 2RO Z2IOB0 FOSHA| RSLICL 2XOILE HRH= 7] 30 ofdel %Y

= o -
FYS HOILIX| YaU

7.3.4. Mentor interference with robots or referee decisions will result in a yellow card warning in the first
instance. If this reoccurs, a red card will be awarded and the mentor will be asked to leave the venue. :
EX Es dEo] ZAFOl oigh #MES Zhd2 A HWos RES FLETh grdeiu|ch THeF ChA
dotH, BE FtET ROl HEE He[¥as HUV|E a1 ¢S AYUCD



