Duel on the Delaware 2003 Fun Round - Robotic Rodeo Roundup
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DESCRIPTION

Ten steers (bins) are loose on the range, and they must be rounded up and placed in their proper holding pens. 
OBJECTIVE

Move the steers (bins) into their proper holding pens IN SEQUENTIAL ORDER, faster than your opponent. The holding pens are the non-scoring zones on either side of the ramp in the middle of the playing field.

SETUP
Two teams compete at a time.  Playing field is set up with 20 steers (bins) – 7 in each team’s non-scoring zone and 3 in each team’s Human Player zone (see diagram).  Bins are numbered from 0-9 on the top and long sides.

Competition team starts with backs to playing field.  Field Reset crew shuffles and places steers in a random position.

PLAY

· Announcer calls out a random number from 0-9.

· Human Player has 15 seconds to place their three bins anywhere in their team’s scoring zone.  A PENALTY of 30 seconds will be added to the final time, if Human Player takes longer than 15 seconds.

· 15-second strategizing time before robots start.

· Robot operators have 1 minute 45 seconds to complete the game.

· Teams must place bins IN SEQUENTIAL ORDER starting from the NUMBER CALLED, the first 5 bins in PEN A, and the next 5 in PEN B.

· If team completes the objective prior to the expiration of the time period, they can stop the clock by using the emergency stop to record task time.

SCORING

One point will be given for each steer (bin) moved to the proper holding pen in the proper sequence.  Points will be awarded only for the bins placed in the correct holding pens in the correct sequence.  The game is terminated as soon as a team places a bin in the wrong pen or places a bin in the correct pen but in an incorrect sequence.
WINNING THE GAME

The winner of each match is the team with the most points.  Ties will be broken based on the shortest time to complete the task.  Secondary tie-breakers will be winner of a replay.

EXAMPLE

(Assume the bins for both teams are arranged identically.  This will NOT be the case in actual practice.)

The field is set up with bins 2, 8, 5, 7, 1, 4, and 0 in the non-scoring zone; and the bins 6, 3, and 9 in the Human Player stack.  The announcer calls out the randomly-chosen starting number.  In this example, assume the number is 5.  The task of the teams is to move bins 5, 6, 7, 8, and 9 into PEN A, in sequential order.  Bins 0, 1, 2, 3, and 4 must be moved into PEN B, in sequential order, once PEN A is filled.
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