Road Course Rules:
1.  The track (robot area) is at least 18 inches wide at all points, primarily taped out on a painted concrete floor.

2. There are two tracks, mirror images of each other, so two teams can play at a time.

3. The “space shuttle” obstacles will be positioned just outside of the taped area as drawn.

4. The “Seesaw” airplane will be a 4 foot long( 18” wide) piece of plywood or plexiglass covered in traction material, balanced on a 6 inch cardboard tube, resulting in a “teeter totter “ ramp with approximately 15 degrees incline, and will be traversed both up and down in a forward direction.

5. The “mine field” will have 4 “mine” obstacles about 4 by 4 inches square distributed randomly in a 4 foot by 4 foot area.

6. Each player will have their time recorded on how long it takes them to complete the course.  They should stay in the indicated player area of the course while driving the robot.
7. Each of the following violations will result in 5 seconds being added to the player’s time: robot crossing outside of the taped track; hitting any obstacle (the mines or space shuttle, a hit will be indicated with audio and/or visual effects, only counted once per individual obstacle hit).

Ball Arena Rules:

1.  The octagonal arena is made from painted red and white 2x4s, and measures approximately 8 feet across the parallel edges.
2. The “SR-71 Blackbird” and “B-17 Bomber” obstacles are models of airplanes on platforms taped to the floor.  There will be no penalty for hitting these; they are there to make the game more challenging – players must drive around them.
3. The colored square areas will be taped out on the painted concrete floor with colored tape.

4. The colored squares correspond to colored sponge balls (go to http://www.orientaltrading.com and search for sponge balls).

5. Each team will have 5 minutes to get as many colored balls into their respective squares as possible, counted at the end of the time.  How they want to divide the time among individual players is up to them, every team member must play at least once.  The clock will be stopped while players switch the robot.
6. The score for each ball will be: 1 point for Orange or Green; 2 points for Blue or Yellow; and 3 points for Red.  There will be: 4 each O/G balls, 3 each B/Y balls, and only 2 R balls, randomly distributed inside the arena.
7. Any “scoop” designs or modifications to help the robot push the balls are acceptable and encouraged, though these must be created by players before the competition, as time will not be available to make them at the SAS museum.

