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VEX vs Q FAVEEEHSE W BZWAR 118
Grand Hall 1/F, 12W Phase I,
R O B G Sk Hong Kong Science Park,

C o MPETI T I o N Sha Tin, N.T. Hong Kong

2025%2H7-98 (EEAAZEARH)
HIGH STAKES Feb 7-9, 2025 (Fri- Sun)

RERE  EATYESR (KHEEMERR) ﬁgﬂgﬁﬂiﬁ W - R YTRREBERITRERM - Al
EREES - RXEGRTAZESORY -
Any opinions, findings, conclusions or recommendations expressed in this material/event (or by members of the project team) do not reflect the views of

the Government of the Hong Kong Special Administrative Region, the Innovation and Technology Commission or the Vetting Committee of the General
Support Programme of the Innovation and Technology Fund.




b

e

CGCHONG KONG TECH CHALLENGE GAME"»»
+

ITHR IR
INTRODUCTION & GUIDELINE

SEENREIT

BH2007F LR, DS ABBEERS (ARLF) SEHMTEM—X TEELIENREE, ZULBESEZBHZ
FRERMA, REBRAMENES, IXFHNEEEER2E2HEREMARENGR, S5, mNSEA
BMBERERSKRBMBELENS (HKPC) EEBRISZEEN IEBITIEEFE2025],

Introduction

Asian Robotics League Fund Limited (ARLF) used to organise Hong Kong Tech Challenge Game every year since 2007.
The game aims to encourage the learning of robot, raising the problem-solving skill, and supporting Hong Kong students
to gain experience and exposure in joining international robotics competition. This year, ARLF and the Hong Kong
Productivity Council (HKPC), will work together to organise the "Hong Kong Tech Challenge Game 2025" in HKSTP.

mEsEE
H085: HRHEEBRSE 1 2WE SRR

HER: 2025%F287HZE9H
BfE: 2B7H RF12BETF6R | 288-9H LF8K300 E T 68

Activity Details

Venue: Grand Hall 1/F, 12W Phase lll, Hong Kong Science Park, Sha Tin, N.T. Hong Kong
Date: 7th - 9th February 2025
Time: 7th Feb 12:00 — 18:00 | 8 - 9th Feb 08:30 - 1800
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ITAR R e
INTRODUCTION & GUIDELINE

SEIRSTE

APERMERI 2025 2 A7 (EBEE—X), HYPESERMN ITIZECAMESR A ETHE, URR
2025 2B 8H KR9H (LBEBF-XKFE=X), HEPHESLERMNITIEECAMMSE N ETHERLER
RIAGE, FR2ERMARRTEEIT ER.

Awards Evaluation

On 7th Feb 2025, a panel of judges will evaluate the middle schools division’s teams’ Engineering Notebook and
robots; And subsequently on 8 & 9th Feb 2025 to evaluate the high schools division’s teams’ Engineering Notebook
and robots to select the winners for the special awards. All teams please get ready for this special arrangement.

==

RRMERELBEERRSEFFRT, ARSEIERNEHRO—EREE.

Activity Details

The award presentation ceremony will be held at a separate date after the competition and the certificates will
be awarded approximately one month after the event.
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ITAR R e
INTRODUCTION & GUIDELINE

1.FrE2BEAEHRESR, SEEAXAUERMRRIIRANSE #H/E%), AEALESFRE.

2. BBV AFEGR, WRRTCERR;, FHFHIRNBERAATFENLERE.

3. FME2EBRMELERLAMER R,

4 RERAEBH2ERMEHRRITFR, UBELLEER.

5. BRI HAMEHEANETRE, SERSANRYT. EANKRBHNRGE GF2E 2025FVEXHB AKX

BEFM)o
6. BB NEBIRER, FREGHRERNTEM. MREBFHRAFTE. BX. HREFBR, SREESEER
o

7. LEEEAR, FrEREXARERAMNTIEABNTH . WEYRBIA/N. FARFUE R E .

8. FME2 BB AT BN ERMRE, IBRERGE. BtF, AREMRBUANSHEER,

9. BEBAE DRI —BR TIEEL AR T REC 4L, RPERAERHMETETENTE, LHBINHE
RETFERIZREH.

1. All participants must bring their student ID or a similar document for team registration and to verify their
school affiliation (middle or high school) when entering the competition waiting area.

2.Team members must wear uniforms, such as school uniforms or sport suit; students without wearing
uniforms will not allow to enter the competition area.

3.All teams must wear their safety glasses during matches.

4.A table will be provided for team as preparation purpose.

5.Before competition, all robots will be inspected, including the robot size, equipment and software used,
etc. (please refer to 2025 VEX Robotics Competition High Stakes manual).

6.Please pay attention to protect the Pass Label integrity once the robot passes inspection. If the label
appears as incomplete, altered, tear-off, etc., it will result in disqualification.

7.During matches, all team members must obey the referee and staff arrangements. The size, shape and
position of the game objects may be varied.

8.All teams must bring their laptop computers and related equipment, such as power extension socket, and
batteries which must match competition requirements.

9.Teams are encouraged to submit their Engineering Notebook to the REC website at least one week in
advance. Submitting early allows for a more thorough review and helps ensure a smoother judging
process.
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ITAR R e
INTRODUCTION & GUIDELINE

10.
11.
12.
13.

14.
15.

16.

LEEHARE, FrEREREEEREE CHREBEIME.

EEEAAR, #REEERENRERNR S,

HFRMBEELBENFAREUABT AR5,

FRE2EBIHLERREETRHTENNN, ERAFTEBSHNER. BXBRTE, FRAE
Bk Es

MREREFARMEEER, 2ERONERFEETHE.

ATAHELBARANHERS, FIETEFEALBTEANEFRERE, NFHF. EEGHKE
HERITAERISER.

FREHAR, HHASERFRIR.

10.
11.
12.
13.

14.
15.

16.

During matches, all team members should be responsible for protecting their equipment and properties.

During matches, coaches should take care of their team members’ health and safety.

Coaches and students should not be allowed to leave the venue during matches and ceremony.

All teams should arrange their own lunches and drinks during the competition; However, eating is not
allowed in the Hall. Please take away all litter before leaving the venue every day;

Teams and schools are responsible for compensation if they caused any facility damage;

In order not to affect the power supply system during competition, please do not charge electronic
equipment which is not related to the competition in the preparation area, such as mobile phone etc.
Offenders will result in disqualification and bear for contingency cost.

During lunch break, venue will be closed temporarily.
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ITAR R e
INTRODUCTION & GUIDELINE

1. ERIEIETZERE 1—-3 18

2. (B—X) FrEHBAEXEBETE2HA7HHF12:007#HRE,

3. (B”X) FRrEMEAETE2025F288H E48: 30814 E,

4. (B=XK) FrEEPBELEE2025F2H9H EF8: 307IEHRE,

5. FMHEER BB ERRBMRHIETR, S2HERERE, BREGWHEUEER,

1.Guideline no. 1 - 3 must be strictly followed.

2.(1st Day) All middle school teams must report before 12:00 noon on 7th Feb 2025.

3.(2nd Day) All school teams must report before 8:30 am on 8th Feb 2025.

4.(3rd Day) All high school teams must report before 8:30 am on 9th Feb 2025.

5.0rganisation reserves the right to revise the game rules and restrictions, participants shall not

object. Offenders will result in disqualification.

HEAR A ES
Mr. Andy Lo 6580 2600
Mr. Graham 9744 8595

Contact person for the event day

Mr. Andy Lo 6580 2600
Mr. Graham 9744 8595
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LbEHIE

MATCH DAY SCHEDULE

7 Feb 2025 (Fri) 8 Feb 2025 (Sat) 9 Feb 2025 (Sun)
0830 B
2 ME 2 I ~ 3
Tt ERXR TIEEC MM AR . i
2900 = FRAH AR
ok ooy
High School REPREIEE
0930 Team Check-in, Submission of Engineering )
Notebook and Robot Inspection ngkh”Sch;)olll Robot
— Skills Challenge f===fi:]
Bh . =] I
/// &2 Opening Ceremony e s
1000 (Both Division) SRETE
e @ iE :
1030 BEFEE Driver Meeting ST S
(Both Division) =rhi Judge Interview
=4
1100 \ kb HEE-E
I 4E AR e
B 4 1L =F Y52 TisE
1130 %*ﬁkkﬂﬁl‘ﬁ%% %LEi:FF% ngh SChOOl
ALk | Qualification
. N . N Middle School High School
2 B TFRass Fril Match
1200 |ZaCs B TAZRAC RN GR Qualification Match | Robot Skills Challenge
. and Judge Interview
Middle School
Team Check-in, Submission of
1230 i i
Engineering Notebéok and Robot ABEBSRS Lunch ABEBSRS Lunch
Inspection
1300
1330
1400 Lk Rl
1430 H2E-9F& HE2E -8
1500
1530 Middle School — High School
1600 9zH Qualification Match %1‘%‘2}\;%’55“ 75 Qualification Match
AR RN B N B IR TS He? ijz K
1630 HIERTE
Middle School Trh4 =4
Robot Skills Challenge and Judge H;ng;aﬁ% el Sl Hﬁlzﬁgq;aﬂﬁ
1700 Interview A Robot Skills Challenge i
Middle School and Judge Interview High School
Alliance Selection Alliance Selection
730 T B
BERE BERE
Middle School High School
1800 Final Final
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AWARD LIST

#2185 AWARD #14E (MS) =4 (HS)

S %% EXCELLENCE AWARD *1 & =
4 E 7 E TOURNAMENT CHAMPION *2 & *2 &
B #E T8 TOURNAMENT FINALIST 23 2%
W A FEREE ROBOT SKILLS CHAMPION 14 18
#% =t1% DESIGN AWARD 18 1%
AlFr4E INNOVATE AWARD 18 1%

B 4% THINK AWARD 14 148
FFHH#ERELEE JUDGES AWARD 18 1%

BSRENBROBEERSMNEE VEX ttRIFRE, BEaURNBORERER, aETREEIEER
1E. MEEMFE, TIRERRERERERE, 2RERSRE,

Teams that receive awards with * will be eligible to participate in the VEX World Championship in the United
States. Teams that win the Excellence Award will receive funding for round-trip airfare and accommodation
to the United States. In the case of any dispute, the decision of Asian Robotics League Fund shall be final,
and the participants shall not object.
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VRC tLbtEHK
VRC COMPETITION FORMATS

HkPR

BIEREE, EREBENEAE. 220 (ABMER) SH2ZERK
.%Hﬁ}z, E§%¢ﬁﬁ$o A

Alliance Challenge

Includes practice matches, qualification matches, and elimination
matches. Two alliances (Red Alliance and Blue Alliance) each
consisting of two teams compete against each other in the game.

REEREE
DAHFRBENBENODRAENNE, 16WHABTESHED,

Robot Skills Challenge

Consist of Driving Skills Matches and Autonomous Coding Skills Matches,
to score as many points as possible.

FHIA

ATEIR (2EEE, REHEE)

Judged Awards

Judged Awards (Excellence Award, Design Award, and etc.)
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ALLIANCE CHALLENGE FORMAT

HkPREE

1. SR E2L B (AIPXFNEER)

2. B B

3.EXEMRIZ HIEKE

4. 5BLE120% | FI1SHABEHE, R105VAFHE

5. 5B BERARKS IEHEERRENEE SZERONER
BERH—K

6. EHl: ERBE->HXRI->ALE

HRE1A28AKBEERERNBVI0EH, FIFERBERBARSERLEERNT), TR RLER
SR3OS F R B2
https://link.vex.com/docs/24-25/v5rc-high-stakes/GameManual

Alliance Challenge Format

Given that a major update to the game manual would be released on January 28th 2025, unless the updated
manual has major implications on the robot's design specification, this competition would be held under the
updated v3.0 game rule:

https://link.vex.com/docs/24-25/v5rc-high-stakes/GameManual
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RREMEER T
ROBOT SKILLS CHALLENGE FORMAT

RAEE

1. 5RLEE1XER

2. B EHIR EIBKE

3. Z/tt&E6OM

4. FIERAEE . 1R IFFITH

5. BBNinaEE . HIENERIEEET ANEER: MEFEEMSRE, HE
SR

6.LbEIEF: FRITE

787 RERREFENRERRSEHIRNHAR

MRE1H28EBEERERNEVI.0EH, RIFFRBRBARARE EREERNE), TARALERS
PRE3.0M A E M A ELE:
https://link.vex.com/docs/24-25/v5rc-high-stakes/GameManual

Robot Skills Challenge Format

Given that a major update to the game manual would be released on January 28th 2025, unless the updated
manual has major implications on the robot’s design specification, this competition would be held under the
updated v3.0 game rule: https://link.vex.com/docs/24-25/v5rc-high-stakes/GameManual
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JUDGED AWARDS

KRB
RIASTE BN ERNS ERE, fIUBMEEEnEEEREEnEE,

Performance Awards

Based on robot performance on the competition field in match play (Tournament/Teamwork Champion,
Finalist/Second Place, etc.)

B
RS AP RBRE R EMERERIRFIEREEIE, WK,

Judged Awards

Based on the award criteria. Judges, in coordination with the Judge Advisor, determine judged awards
using the REC Foundation judging process, award criteria, and rubrics, such as Design Award.

TiEERL b=
) ! BRIR
#EI8 AWARD Engineering Match
Interview Performance
2Hes BEXRRARENER / /
ALL-AROUND AWARD The best overall performance team
oAk HEEK (2ZERKX)

CHAMPION AWARD

Champion team (2 teams)

v

et
DESIGN AWARD

HERFHENER

Professional design team

v

FEM BB EEE D RENERK

kb ey e
EEO*EEC))\T%HKITE%:%AMPION The team with the highest total /
AWARD score in hand volley and auto volley
skills competitions
smaes SFER AR BRI ER
g Teams that the judges think have /
JUDGES AWARD special achievements
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SIRIEETE
AWARD INTERVIEW

o FERVEXLLBERHP-RERHEMRNED. BBTERE, PEARERESENOFTEEKRDT, LETR
HPIITAHEMEER, AEEEHAEERREERSMESHAINLEE,

o BREFEZUSESFO

- BEFEAREENTEZHANEE, MABEBTFNERTS

o SARMELFTZREFRNEERR

o TIEECAZEFFREDN, AEBEREN — FRGTEN ErETr”

- BEEXRSEHEIREEENR — EREERAERRA LRI

e Judges are an integral part of VEX competitions. Through the judging process, students have the opportunity to
practice written and oral communication skills and showcase our Code of Conduct and policies. Some awards
may also qualify teams to participate in higher-level competitions

o Student-centered approach is important for award-winning teams

o Team interviews should be a conversation between students and judges, not a scripted presentation

« Interviews and notebooks are true reflections of student work

« Engineering notebooks are developed by the team, for the team — not as a "presentation notebook" for judges

o Each award itself is a valuable achievement — no award should be considered a consolation prize
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TEAM INTERVIEW

BXEBNEHARBOE10157E, TEERS2EEEAE, BETELERE. BN TH; BREEHSR
EEEK;

TEBEEEEHERN R UK IEELNTNRE, BENBUARE, HFERINFENER, BEREMA
AR ERER. AtEEF2REFBEFTTFASEEPRIINDZE. SHNERMFAIEREEZNIDIRER
BUtILER T IERERA.

BIEFIER G SHE IR
https://vrc-kb.recf.org/hc/en-us/articles/9681271416727

Interview time for each team is approximately 10-15 minutes. Judges should also refer to the event schedule
to ensure that the judging process is completed on time and smoothly, and sufficient candidates should be
interviewed.

*The judging process includes discussions about the team, as well as engineering notebooks and scoring
criteria. These contents must be kept confidential. Judges should take precautions to ensure that any
discussions are not overheard or shared inadvertently by teams, other event participants, or event staff. Inform
teams if their involvement in award deliberations or scoring criteria violates this principle.

The specific award rubrics and criteria can be found at:
https://vrc-kb.recf.org/hc/en-us/articles/9681271416727
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FrE LIESd
JUDGING ENGINEERING NOTEBOOKS

S, &5t BRI REAUNFRIRRELAXS, EFEFRMEREHNER, BRAEFRIFLATAER
SENEN, LRESHTFHMERMERERIEEmTEINE,

Ex{LrJ LAERA VEX Robotics f2EVERC A, WA LIBERERANBERELSN. BEERUERTBNREGIL
RIBMEEHN T EECAINZBEREARNIENE FNRBAINERN—ZE, GAHMTIEELR RN
EZER, B2HARRTESND. ERBINM, PAEECREYHEFERIBERNERITEMTOIREETH
fifio

B AR A AE
https://vrc-kb.recf.org/hc/en-us/articles/9681296966423

For English version, please refer to
https://vrc-kb.recf.org/hc/en-us/articles/9681296966423
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R A A
ROBOT INSPECTION

FREEIB2 B MM A KBS EEE A5 eI RIeES.

s A BatER:
https://kb.roboticseducation.org/hc/en-us/articles/4461310180247-Robot-Inspection-Checklist-for-the-VEX-
V5-Robotics-Competition

All participating robots must undergo inspection and pass before the start of the competition.

Robot Inspection Checklist:
https://kb.roboticseducation.org/hc/en-us/articles/4461310180247-Robot-Inspection-Checklist-for-the-VEX-
V5-Robotics-Competition



https://kb.roboticseducation.org/hc/en-us/articles/4461310180247-Robot-Inspection-Checklist-for-the-VEX-V5-Robotics-Competition
https://kb.roboticseducation.org/hc/en-us/articles/4461310180247-Robot-Inspection-Checklist-for-the-VEX-V5-Robotics-Competition
https://kb.roboticseducation.org/hc/en-us/articles/4461310180247-Robot-Inspection-Checklist-for-the-VEX-V5-Robotics-Competition
https://kb.roboticseducation.org/hc/en-us/articles/4461310180247-Robot-Inspection-Checklist-for-the-VEX-V5-Robotics-Competition
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EXAMPLE OF MATCH SCHEDULE

Uy i Ry 414H1 AL#H 2 B4 1 BHH2
MATCH FIELD TIME RED 1 RED2 BLUE 1 BLUE 2
Q1 Field 1 Sun 10:30 AM 1405A 4275A 5160A 7984B
Q2 Field 2 Sun 10:38 AM 76275A 4815B 4694A 5039B
Q3 Field 1 Sun 10:46 AM 936A 5589B 15383A 762758
Q4 Field 2 Sun 10:54 AM 12305A 4815C 1405B 11455A
Q5 Field 1 Sun 11:02 AM 7984A 17857A 5589A 4815A
Q6 Field 2 Sun 11:10 AM 5039A 18180A 5228A 17857B
Q7 Field 1 Sun 11:18 AM 4694A 15383A 4275A 12305A
Q8 Field 2 Sun 11:26 AM 1405B 4815A 936A 1405A
Q9 Field 1 Sun 11:34 AM 5589A 5160A 17857B 5589B
Q10 Field 2 Sun 11:42 AM 76275B 5228A 7984A 76275A
Q11 Field 1 Sun 11:50 AM 7984B 11455A 4815B 18180A
Q12 Field 2 Sun 11:58 AM 5039A 5039B 17857A 4815C
Q13 Field 1 Sun 1:30 PM 17857B 1405B 4694A 7984A
Q14 Field 2 Sun 1:37 PM 7984B 12305A 76275B 4815A
Q15 Field 1 Sun 1:44 PM 5039B 5589A 5228A 15383A
Q16 Field 2 Sun 1:51 PM 4815C 4275A 936A 18180A
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BRESRER
KEY POINTS OF MATCH DEFINITION

EIREE
(Mobile Goals)

B A%
(Negative s

Corner)

EEtE i
(Wall Stakes) (Wall Stakes)
- EIR

(Scoring Rings)

mafz

(Positive Corner)

V5RC High Stakes RU£BFZ

F45% (Corner): MU{E 12 &Mt (304.8 mm) x 12 MK (304.8 mm) N=AFEHERZ—, ARREEIRRE,
SEAZEHZHERNNEMEEN R ERERNIMERENERS = HII 88T,

o W53 (Negative) % B —E/AE, AIHKILTESMBERIREIR "—" (HER) RERMH. EZEMFS

B <SC5> # <SC6>,
. B{Z(Positive)f’E: SN —EMATE, nMRELEFMBEIRIEEAY "+ (IN5%) 1Zetk iR, EZEMER

B <SC5> # <SC6>,

EC-1: AR R REE EIC-2:R D AR T EE EIC-3: 2 EAEREE

For English version, please refer to the latest version of the Game Manual for competition guidelines:
https://link.vex.com/docs/24-25/v5rc-high-stakes/GameManual




BB
BRERERM
KEY POINTS OF MATCH DEFINITION

£7 (Climb) -2 AN—ETH. ERB[ABTTHIE. BENWEERERNKN/ REBEENBRERLEE
SHEDE, RAETEEA, AAZHERT, ERRERBANKBERETESHEE. REFHIHNLRIER
L, MEEEHEERINZEAAEEERERN. BRAKSARASENRERE, FBR<SC7>

% (Plowing) — 23 A / TR, ERSACATENOEIEMIONG, ERMESoYMGEE
RIS AEE, IZEBAREARTE R 250U,

58 (Possession)— 123 A / SO —TERRE, MRBBALELRKEEFSOMARIZES, BZK
FARRR 581 2304 8 EREREUTED—ER G

. BT A<E,
o WERACAKSNME (ESEEE/ FERARIMEBRE) BEIMEHARERFIS REE).
o HWRARSIMHREIRSUG TR Lo

15 (Stakes)—11REE 1/2 & (12.7 mm) B Schedule 40 PVC & (k. 4AIGBHER), [BinE—(E:EER
BoeEEER, HLEHE+ (10) RE:

F (5) RPUBUREIRE L, SIRAIBMHIN (6) BER

o W (2) REREEE, SEMEZ—IR, SRUBMHM (2) BAEER
« M (2) IRAFILEENE, BRIBHMI (6) BER
« — () IRHIULEE, ABMH— (1) BER
1 A HeE {8 ERBELR
G 3 13 ,J 3 3 1 6
N
BRBIBR 85 T 43
BER He/Es >

Gy
]
B

2]

B
B
5
A
m
-

TBIR (Top Ring) —EIR (Ring) FI—TEKRE, :52 R <SC4>,

For English version, please refer to the latest version of the Game Manual for competition guidelines:
https://link.vex.com/docs/24-25/v5rc-high-stakes/GameManual
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BERERRA - RARERS]
GENERAL GAME RULES - QUICK REFERENCE GUIDE

51453#381 Scoring Rules
<SC1> | EEB 4t o1 1T BB R ST Fr A5 1543 IR ;:rl]ldsscorlng statuses are evaluated after the Match
<SC2> B ER RS R BRI BN B S ERFEREEE) | Scoring of the Autonomous Bonus is immediately
i after the Autonomous Period ends
<SC3> |EHE LB AUIEEE Scored on a Stake criteria
<SC4> |JEIRHIIEZE Top Ring criteria
<SC5> | EIRERENAEIIRE Placed in a Corner criteria
<SC6> | A&7 BRI T Corner modifiers to Scored Rings
<SC7> |BAFHMDH Climbed to a Level criteria
<SC8> | BEEERH Autonomous Win Point
<SC9> | JB#EERIND High Stake bonus
L8| Safety Rules
<S1> | ReF— Be safe out there
<S2> |B4ERMARE Students must be accompanied by an Adult
<S3> | BTG Stay inside the Field
<S4> |(AEEEE Wear safety glasses
S5 |EBREMELEETEENAREREE Each Student Tg:a.m member must have.a
completed participant release form on file
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BERERRA - RARERS]
GENERAL GAME RULES - QUICK REFERENCE GUIDE

BAERMRA General Game Rules
<G1> |BESHEA Treat everyone with respect
<G2> |V5RC @UBE AR ONHE V5RC is a Student-centered program
<G3> |EREXEH Use common sense
<G4> |HBANBRRERNILEEKEE The Robot must represent the skill level of the Team
<G5> |HBAERMEIR TR Robots begin the Match in the starting volume
<G6> |{RIFEB[BANTR Keep your Robots together
<G7> | FEFKRBAHEETSM L Don’t clamp your Robot to the Field
<G8> | OAIRIEE A QAT PR g;lgliclj;'ive Team Members, and only in the Alliance
<G9> | NiZfgimith Hands out of the Field
<G10> | BT AMIGITRFER Controllers must stay connected to the Field
<G11> |E#:ED MEAST AL Autonomous means “no humans”
<G12> |FrERAERR BENERER All rules still apply in the Autonomous Period
<G13> | FERIBEHMIER A, BEERFIFHE Don't destroy other Robots
<G14> | EWEEIIAR THRESF) Offensive Robots get the “benefit of the doubt”
<G15> | REeEFEHFIEHR You can’t force an opponent into a penalty
<G16> | EHIFFHBIAS RetEX No Holding for more than a 5-count
<G17> | ERESWHEITIEE Use Scoring Objects to play the game
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BERERRA - RARERS]
GENERAL GAME RULES - QUICK REFERENCE GUIDE

$21ZEFE4HAI Tournament Rules

B, TRAHESMWEBAFRABERLIL | Head Referees have final authority on all gameplay
S and Robot ruling decisions

<T1>

<T2> | ERHIBEKRRE Head Referees must be qualified

The Drive Team is permitted to immediately appeal
a Head Referee’s ruling

<T3> |REFrIIEImERFIRLRFR

B, TIMEBIIESFrEEILLEERMIAE | Event Partners have final authority regarding all non-

T4 g g -
S messrTiE gameplay decisions

A Team’s Robot and/or Drive Team Member should

<T5> | BERRIEB AN/ NREF RS MEBHER attend every Match

<T6> |15 FRIHER N BT LE B2 Robots at the field must be ready to play
<T7> |EERERDIERTRETF Match replays are allowed, but rare
<T8> |EEHER Disqualifications

Each Elimination Alliance gets one three-minute
Time Out

<T9> | BXAABHBEHER=0ENEGEHE

<T10> | HMBAHFRNEE Be prepared for minor Field variance

<T11> | B T E R S BB M (s Fields may be repaired at the Event Partner’s

discretion
<T12> | AL F BBl BTN E SR A The red Alliance places last
<T13> | ENRBIRBRERERET Qualification Matches follow the Match Schedule

Each Team will have at least six Qualification

<T14> | BREBRE VAN ERE Matches

Qualification Matches contribute to a Team'’s
ranking for Alliance Selection

<T15> | ERBERREBEFTTBBORECHHS

<T16> | BRREHZ Qualification Match tiebreakers

<T17> | Ik—RBERREITHHBOER Send a Student representative to Alliance Selection

Each Team may only be invited once to join one
Alliance

<T18> | B BEBRR A —RBERMATE MR E
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#2122 4R8I Tournament Rules

<T19> | A AEIR I PEEETT Elimination Matches follow the Elimination Bracket

Elimination Matches are a blend of “Best of 1" and

<T20> | @XES ThB—F1 & T=Z=B2K.1 Bat g ”
estof 3

<T21> [/NEBESEHERDIEAERR Small tournaments may have fewer Alliances

Fields at an event must be consistent with each

<T22> | BESHE—K Ciher

There are three types of field control that may be

<T23> | Al =fEIH1T used

There are two types of Field Perimeter that may be
used

<T24> | FIfE MR IME
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123 AR REBKEEFRAI Robot Skills Challenge Rules

PREFTRIBE TGN, REFM TER) Z&HTM | Allrules from “The Game” section still apply, unless

RSC1 . Ayl )
R | prasmRU A M A BB otherwise noted
<RSC2> | B eEHBI1TIZ Skills Match Schedule
BRAEAASHIKLLE, WHRIERIREIS | Robots must start the Robot Skills Match in a legal
<RSC3> n . " .
& FHA starting position for the red Alliance

Blue Rings may only be Scored as Top Rings on

<RSC4> | B EIRERFAE LNIRIRER Stakes

ER—%L, EAERESEIREMAISE | Anyred Ring Scored above a blue Ring on the same

R e . .
<RSCS> R EH Stake will not have a point value
<RSC6> | JEIRTE &RAZ%E Top Ring criteria
<RSC7> | A&7 SAEEHT No Corner Modifiers
<RSCS> AERF B BENIZMEELTEIBIEE | Skills Challenge Fields do not require the same

B2 ED modifications as the Head-to-Head Fields

IS AR REE R, FEIREDIREERISH | No penalty for removing Mobile Goals or Rings from

RSC9 i ) . .
) MBS the field during a Robot Skills Match.
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FIELD OVERVIEW - SCORING RULES

VEX V5 125 A 35 & High Stakes BUIZHEZEIMNT :

5 BEIRE, SEERES 118G

4 EE2WE, SEBE 1R, BR 2 BPIEE
14BER, G983 ERAFRNE 1 RIEE

48 BEIR, H 24 B4IE, 24 AEE

4 Ef%, Hi 2 ELEAZER 2 B2 AR

The VEX V5 Robotics Competition High Stakes field consists of the following:

Five (5) Mobile Goals, each with one (1) Stake

Four (4) Wall Stakes, one (1) perAlliance and two (2) neutral
One (1) Ladder, with three (3) Levels and one (1) High Stake
Forty-eight (48) Rings, twenty-four (24) of each color

Four (4) Corners, two (2) Positive and two (2) Negative

Audience View

E1: SitiEiemEEE, EPERREABEST, BERGUEREEeET,

BERERASERT, BERERMLERT

Figure 1: Top view of the Field in its starting configuration, with highlighted Mobile Goals (orange), Alliance
Stations (yellow), Corners (Green), and the Ladder (pink)
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Audience View

E2: HibfiRE, HPERERIALE / EERR
Figure 2: Top view of the Field in its starting configuration, with highlighted Rings (Red / Blue)

Audience View

E3: HfrEs (i), 8H (RAFL) MEtosd (RARER) NEEER/GIIUE
Figure FO-3: The recommended locations of the Field Monitor (green), Head Referee (black & white
stripes), and Scorekeeper Referees (black & white checkerboard)
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SCORING

EEERERIER D 653 Autonomous Bonus 6 Points
SEETELESINER 14 Each Ring Scored on a Stake 1 Point
@B LWIRIR 35 Each Top Ring on a Stake 3 Points
AEEE L {INEIR 582 B <SC9> | Ring Scored on High Stake See <SC9>
87t - FiR1 35 Climb - Level 1 3 Points
B -FR2 653 Climb - Level 2 6 Points
27 -FR3 12493 Climb - Level 3 12 Points
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V5RC High Stakes RIEEFZ

<SC3> - —EEIRENT G LU TERNF, AREAEELES:

1.ER NRKk) B, ERIERT, RG BEREBENEAHIZEDHOURERNGFIE R[N,

2. BEERREF DR, BMEZERNTSEZEEBE LIRS

3. ER—REEREEZERE, MFASEREREENELFARERRDH.

4 FZR—EEREFZEREBHETE—EAEBREAZPNEIRE, BEZERDEERRIEAZPNENER
#58 (BH, ZERES A1, MARBRNITE) . AREERESEELTSINTA, SERIK
O LA EBYBRET,

5. ENERUEFTBREANNEH G2RENER). BBLERAESZ, RS 1 (BRAZEAER) B
RSt BB ENER, ERARE TRe) ER, MEEERYAHARBIEIEIR,

i EEREFRNEL, HERDAREARTS. ERECMEMSHBERNAEIRNIZB I ESD,

BEE0&As :
- 2060 - HFEEAANBEMBEEE - TETA1BD -

- 2166 - EERREAIEEINEBRMDAGTABAIER -

Top Ring
R "4
Not

Scored A

Scored - ’
. Scored Not Scored
K Z SC3-2: MEEBERRNEIRE, & (6)
ERGEETHERRRAES, B AN
i RS R, TR IS RIEBTRAR

#1891, BAERE NRE &

SC3-1: EN(6)ERZBIERHNE RERAE
7, BAEM NRE) 7 #E. E=Q)ERLE
STHEIR, HBiRTEREE LAINEIRY
B, THEHEAHED.
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<SC4> - HEEIRNTEUTRMY, ARRARIER:

1.EREEELRSD (B, fF8 <SC3> hBFEREM).
2 EREERMGEBNEE AIEREREENSMINGIEE) RENTIER,
JRERMERHUENENR; MREBELIABE—EEIRTD, BEENHHREAZENEIR.

1. WRABRNEIRFAERATBE LEIMIEINERDE, UMER, EAEIRNEIE 3 7, MIABHELE
3+1] 99

i 2: AIEREFFENERT, EMEERECHER, IEF—ETRERER, SEMEEREGTRE, AIZ
BRI R BIRIR,

<SCS5> - EIREEM S U TR, BIRRA NEE/AEL:

1. ERERE (BIRELIFERASIRENEMED) EiEtRsa e,
2 EIREHENRETRR S IR FIMERI TRIR,
3. EIREETE AR =ML BRI,

i SEAFREE —(EERERRANE, NREF—EAEFETESEERENS LR RS, HERUTER
ZED—FRY URERGF), USREREEREZR HEEAE BN, BEHAFERBRAERE LR
MEEAE, BERESRSTF, THABZENT—ERBIFES

1. EEEREAZRNERERAERE, 2EESCS5-1.

2 EEMEREENERERSERE.

3. RMIESRAEAENERERSERE.,

4 MRMBEZEEREN G LRGN, AZARPNEARRESRFIEAERE,

BISC5-1: RIBE—EREFM, WEPFIEFAR,
ERERENEEEREAE. Eit, ZANER
B A ERETEZEE. SFRZE LAER
BRzARNBSS, SRR EE A
B ERRHA,
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<SC6>— WM BEN AN EIRERHHEBIEIREE U TAES HHE:

1 IRREELEERE

2. ERE FHFMERAERNDEREIERR, AREINERIERM (2) 2, BREINIRIREES/ (6)
7o

3B EERIBE

4 ERE FHFIEEREINERNDEERERZ (0) 15

5. FEN DR EZBMBEEMNEREIERTEG. AREINERA— (1) 7, BREINERE= (3)
7o

6. EEBMAEFEBRARBERN TEIRDE . BADHMNBSERRER D EERAR.

. TAEOEAR) e EAmEEEFMENTEITES) (2025518288 ; #/3(2025%4H2H),

B|EQuAS :
- 2182 - BEEHAHBAMBIEEER -

#1 B2
’ R ABER
BipEmMTS
5 BREEBE
BT BEMEN
TE5% -

B - 65 G D BB 145

1 B2
£ AN =
FIRCE KR
2 -1 EATHER
BY
B Dﬂdﬂ B n4s BEfR : RIS, Ef 09
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MAE B AR HWERDAER
|2

2 BAESMEAE
T - BAIRES
AEMTERDAE
RSB
Y= - BT
B AE
PREEHEAN
£ - Bitife
AYTEHRE -

e * R

B 05

—— e S

AL N353

BEE nan

AELTEESR
AEEEHER
Ex BEMD

| B m3s | Ee - M55

<SC7>—MNREB[BAFTFEUTES, RIRRAEREARREFR:
1. %IRRT RESR,
2. B AREBEEMSMER, SERKEBER,
3. B AREBIEREIREE,
4 B ANRRMEBZFRER KB ERENR NS E,
a BERAFENSERH—BEEEERRER. fli, BEAFR 1 RTIHRSANKBHSIORGRER, B
FERBREREBEEN ik

BEQ&As -
+ 2093 - EMBTEERBRANEHRE -
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Plane 3-4. - = _l:e_vglf_ o
Level 3

Plane 2-3
Level 2

Plane 1-2 1
Level 1

Plane 0 e
Level 0 B - e
SC7-1: B REBEEREFAFRZBASZIENTENREE, SC7-2: EfE#Es A AR B TR EREIZHTESS

EilE. Eit, SRRREABRARBEAFR

<SC8>—1EfAI7E B ENE B ER#E R s Fe il LA TR B 7E B BV B B ARE AR I AR AU A BS RS
ESaEERS !
1.Z20= 3) EMBERBNFIERIR
2. 2 DFEW(2) EFEUNZBERESEIRENE—M, SEEEVE— (1) EZMEEENERISS
3. B2 A\ B2 B RS HIA R TE
4.Eb— (1) B AZBREER

HRERERERBEENES (1N, BRRFENRERMEES), BESERUTEBUERBSEER
. BRFENERNRMEAMES:

1.2 (4) {EEEABNIRED.

2 MBEPHESFE—ANEL= Q) BEELEEDL— (1) AMBEEENERED.

3 MBRENREDE—EEMBEER LS.

4. B HES NSRRI SR AR H = M=,

5.2 0— (1) oSS AREREL,

EEQAs :
- 2077 - FUBEETETAEBSHHEERS -

L2117 - HAREREAEBTMRSSD (W) EMBETERR VEX U 3 VEX Al BAR
L2147 - FIE/ANERYEA AP I - 85T PR R AR
£ 2248 - ERAFETHREMEAY (FIEHM) BMBRBETHE AP R4

2261 - MER_HERENSRELAZES B —ERBBEALERNSIER

<SCO>—EMBRELLBERKEIRE LE—EROER, RIZRBBEALERIEEEIN.
ZBBEEBERZA SIS EKSARERIMNESM (2) 25
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<SG2> B NKFREARTHRG. —BEERBMASR, HSARTABR IRV RENBERS, EHRE
RN RET A TRE

1. ERIREAEZINR T 5818 24 &M (609.6 mm) x 18 ZMY (457.2 mm), E24ZN (609.6 mm) K4
E—ERMAIBHBNEE, EXOULEAZE,

2B ANAERE, BERPHREEEEAXKYEHS R LBHEBRYT (BEMESEATRERIEEMEE
). LE—RAAAANETREFHEETAE, WTEMT.

3. EHERAMRA <SG3> BERE, W ATLUKTMERER, EAMKRRG, #BANERTHERS
TEB(EXTRYE 5 [E 1o

it KTERRREUKSBALRES2RIVKTRRA (280, ZREF S A —ERdE ). ERPESENE
BARE SRR, MARRNBEEEEEELAEN [—RAL ETER.

i2: ERFMAEERAVRAFARRBIKTFRARTSFARATY, LERIASERRA<<SC2>, RHRER
REIRB MR ILEHE S AN/ ERERBBRRIITA, 1B REIHMIERSUEZRIHE A
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&u-

Max 18" x 18" Starting Size Max 16° x 18" Starting Size | Max 187 x 18" Starting Size :
l 24" I : 24" L
@ SG2-7: ium.,iﬂej BMER% @ SG2-8 | :EREAY - BMERZ @ S62-9 - ERTEHN0 - il

BeEg A RIHMEEE 18 30T < 18

HESE A CKIFREEME 18 J|nd x 18

ga AT EEEREN R LT

FOFEIERS  EPnESRE ZMNEBIERS - EMaEEE 7 24 ENAERE - IEEEE
RuAE_EERE 24 ARG - aurom LERE 24 SGRuiRE) - AR EZSNER
Configuration i
Robot Starting ] ]
: Max 18° x 18 Starting Size . Max 168" x 18° Starting Size -m1wx1rwﬁm
I 24" ! : 24" l : 24" :
@ SG2-10:EET&HRM 52 B S62-11 :EETEIRAY - SG2-12 © iEEATRAY - EZBEESE

ﬁﬁﬁkftﬂimﬁﬂ-&'l".ﬁ B2 5}
=

B AEHENERARZ
1)

AGEHERIL A —EhERIsrE
18 20 x 18 HMASFEREIFAY
BEHE - AR TEEEER R LR
2 24 &0

B sG2-13:3E

ETEHN
EHBAES | Bt
{E 7@ E#EH | | Configurtion
TR~

Max 18" x 18 Starting Size

i @ SG2-14: iE
. ETaRM
%mm ERER ) ES
= — geythn @ B LB
| 7 #E84R
.MMIS'MIS'SMEH

i I 57 i

24"
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<SG3>TEHREFMRTHIRG. —EERRK, BEATUREESRER, BEERREEFLEEREEN/

FENBEIEMEN LR =TT,

1HERTEB EROEE A (BIRTEERA), SERGA 32 KN (812.8 mm), EMhIAFIREIRR GEFIES
Z [ERVEEEE,

2. ZRHFBIE UG E S A 2R, SEZREIAR Mz A—eiesd 5.

3EAFHMTHEREREENKTNEERTES, BFHEREM, FRBRERERMRE,

Plane 3-4 /NN __ __________ > (LR ——
Level 3

Plane 2-3 e
Level 2

Plane1-20 i oo o
Level 1

Plane ( S

ESG3-1: GRELERNEHRERES

<SG5>ESHMBABE—EERIEATEE. TESLLERIIZA, SERSIACEE—ENSUTRENTE
KEIR:

1. @RS BB EF—a 8 A
2. FESZ—(EFREEER —a#EA (B8, —aSAEE—EREE).
3. MEERIRGEREREMBIOUF.

s SIREEHBIARSIEEE, A3 ARITRE A LITELL B RIAATIRIR <SG4> B9 BN E.
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<8G6>mZIFAMEEIRM—EEIRE, BEATREREEEEM (2) BER. #BEATSRAKSEER—
(MEERE, NREBAERILRD, BWAEMEMFILFRETA, TRESRZHRNEI MG

1. EMEEs NS, B ENERBASINRBANFTEHE, [TEL) BREERTSEIERNES.

2B ZEERERAN. A, EHE—EERENER TS —EERERRAHERSFRI, £H
EBREHNERESEMERMFIREREENEIRE, fIil: FRAKSBANTE, BRUEFTESED
BIHE,

MR E A EHHE —(EERE BN T FHRAERER  THEFHIEAMERE -
Eit -

BEQ&As -

- 2011 - B LEBRNEMEESTAILEAFTE

- 2013 - FF—RBEEBRELAFRRFD (R ) ©
- 2026 - FETEEAHEHMBEE AEHE

<SG7>AEHBEHBFES R TEBDERR, HBATSEBUNEAHEEDEIREIPANERR. 5
DUHFIBHER,

it EESAUN EPSESRE LAYt BEENED2ERABRB/EETA—M,
RILL B A] LATE B BN BRI ER B FR IR R

B EQ&AS -
- 2066 - ASEIRHEE BB APREL & B il 58
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<SG8>EEHFRIBIFENRGAHRAR. EAEEEHEIRE NSO/ NEBIIKBEART
RS A XA SR A FTRE L EETTHEEIT A, RIBFRA <G11> M <G12>, BEBTTAMBHRE RS MR AN
(Rr=1==1

EEEERER, BRI ABEEER BRSO EEER:
1. 55849 <G13> WY HERTA (510, BIR. AEREE), THHEIRE <G13> F <G14> BUEITHIS
(HZIEREEITIR R B ERER),
2.IEERT, BRER <SG7> ATEETA, WAEW <G12> FARMNERER T LB SHERERRER S,
A, IR HHEERANRE S B ATER—SOYHEER,
WA, KM, RENRENERITAURMNEWRETHHIEAER <G12>. <G13>. <G14>, <SG7>.
<G1> /5% <S1>

<SGI>AEMRHFUEER LB, MARBERAPARRIBAMBAZENBEAEE, BREERE,
<G13>. <G14> M <G15> HFAEA, MBTHEFRLURIRNEIEIH S B ASBINREETRAT (EIBR
T, TR TED TREFRBEER LB BETEESBR MRS A LEIRERERT BN FHERA,
REENBADERET D ERAEREMRAEREHFEMBENRBRT, EROBERISHRHEREMNE
Mo

<SG10> HiXEHRZERE. WBANSEEIMZENHFNBMBEEERLD. ERERDN/HBRIMERN
iR, ARAPH 1551 (7 T8k)) BEREERRE (HABRRE) <SC3> HFF|HAMRE,

IRHLHBERCHNERELNEERBUNBMBEEBNSOIE, ZEREHEARSD, LAEAEMABERS
K7 AMEMEtNBERER LRSTEM 2 AR LR).

<SG >EFFEREME, EEMAEEZREN, FHENRRTE (15) ¥R, BEAFGEERETSH
LEAZFTNERE, MEEENETSHEEAZTINERELNENER, BFAFESMPNEFERESD
BEERENBERSD. TERFRENRN, REFAFEAMNZRENERENIRNRE/[FONRRE, HBAT
Dt Z B 5 A R P R E N EIRENARF D HIR.

EEQ&As :
<2179 - EXERUIF—EBRHERS
- 2201 - BARKERR ATE BB HEHTE

HY$E
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3@ FB &8 - GENERAL DEFINITIONS

VRCHIE A $81EF (Tournament), L ¥#1E (Head-to-head) 51T, BXIBEEEIEREE. BREENEXK
B, BERBFHEZIENERE2MEAE, REBEELEE,

VEX V5 Robotics Competition Matches are played in a Head-to-Head tournament format. Tournaments consist

of Practice Matches; Qualification Matches and Elimination Matches. The top-ranked Teams will then form
Alliances to participate in Elimination Matches and determine the tournament champions.

E1H&FF (Qualification Match) - FZREEEHBOEICHBN—TELLE, 2EHKGIERS WP, BENRETHIZ 7 AP
M PERE 57 SP,

Qualification Match — A Match used to determine Team rankings for Alliance Selection. Qualification Matches are
used to rank Teams based on Win Points (WP), Autonomous Points (AP), and Strength of Schedule Points (SP).

BEIER S (Win Point) - BEIERFERAERER, STTM<SCO>1EEMERMVMIER, B/ 12ERS (WP), WIRE S
BFERERETRS, RSP RLLIEER 5.

One (1) Win Point will be awarded to any Alliance that completes the tasks described in <SC8> by the end of

the Autonomous Period. Both Alliances can earn this WP if both Alliances accomplish this task.

BEIREHMR (Match Schedule) - EERBRIERN—EERYIR. BERHERGESTELTHREN, BREHN, &
T RERFHENER, UNELEEREHRIGHER. EEBHEEAEEERARERHESR,

A list of Matches that is generated at the start of an event. The Match Schedule includes the predetermined,
randomly-paired Alliances that will be competing in each Qualification Match, and the expected start times for
these Matches. The Match Schedule may be subject to change at the Event Partner’s discretion.

KiB5:EED (Alliance Selection)— 2 /8 AT 2212 E] & B B R (£ RVIBAZ,

The process of choosing the permanent Alliances for the Elimination Matches.

#AE (Elimination Match)- AR EERIZECEHHN—BLLE, W (2) AHBRBEAEHNEREE, BRI
BRE AR T o

A Match used in the process of determining the champion Alliance. Alliances of two (2) Teams face off according
to the Elimination Bracket; the winning Alliance moves on to the next round.

AT ER (Elimination Bracket)-/8iABEZ, HEXRDRE/\ (8) E+/K (16) ZHBFETEHLE.

A schedule of Elimination Matches for eight (8) to sixteen (16) Alliances.

AAEA B —R R =ZEmE RS,

Elimination Matches are a blend of “Best of 1” and “Best of 3"
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FisEHkEL R Skills Challenge

122 AR REKEN B BB E R R B VEX V5 138 AFE High Stakes WEIMBER %X
FeEE, BT THIREN:

ERGSERR 60 7 (1:00) WERSRAEESSD

EEGENEEER, BEHANMZE VEX GPS 1£155

FiE (24 @) A EEIRMFAAE(H 5 8) ERESNZWER, EXEYHERERMAURARNUE,
WAEFRE 24 EEGEIRBEWER,

FREEF (S LLESR (Skills Stop Time) - EEFIRAIERERE, ZEEMAREERIERAIERE,
<RSC1> [FEXEHRA, HEFM BR"ERHFHIFTERAIERIREMAKREERBE,

<RSC2> BERKIRESIEFE TR AKEREE, HERBESIMATALABNSNE 17. SAEHEH
TEITRZ = (3) BEEKERBEN= (3) HFEBAEIEE,

BRERER IR RENMMANLLERRER, WREIRENKETESERE, EEBTR A7 (6) HiE
AKBESEEZ AT, WBAKEIBEERARANBRT, BBRGT RSN NWKHESE, BEZBEHSESNE
REBHIREBESEHRE,
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<RSC3> 1423 AR LA BB BRI B R a8 AREELLE.

1. B R EFE L EEAR B B EAT @ B B b i P9

2. B A\ 7B B 3R B<SG1>H % B PR B 1E %,

3. B A LUREB<SGh-ME — AL R Tat;

4. RMERM (2) EES BT,

5.3881 <SG10> F#EMA, EBALEREREGHIER,
6.3RA <SG11> REA

<RSC4> EBEIRRGERIEAE LNRRERERBENS TIFMEBR T REDE:

1. LEBPRFREAREREEE LS BEEENE,

2. ZELEVE—EABERUNZEBEIRZ T

3B LRE—EERER.

4. ZE LRERAGERERESERZ E8D,
5AIBERMAIUMERIRIRINE LSS, (BREETFRA) <RSC5>,

<RSC5> fA—#E L, AEEREERZ LEINABEIREFTETHE,

<RSC6> MNR A EIRTEIE LTS EERAI <RSC4> T <RSCS>FARERE, AlZiE EHNEMERIBAFREUER
NP AN EDE,

<RSC7> #5873 BAZE

1 EMSAKERBETFRELERZIRADAE.
2. BEANEERENEIRERER 5 9. RA<SC5> REFRBMNAEAH, TEASEHRERERE—EER
BEo

<RSC8> AERFREHEE RIS MS B EF FEIZHENKE, Fli0: KRB EREESNSMNBRSEIEE
BEBRENSE, A, A—EBSNFERENEREES VN AFERR—EEMNIGITEISMIME, 0<T723> £
<T24> fRRIFTIR,

SBPNEE / RFFIERENBERESHE NN, BERRKSIR TR0,

EEARENREEPERATHERNENES (WEFTARBEER ), BRERUTSR:
o BAENERHNESME AR ENIEE SRR (1R E GPS RH5H ).
- EREFERTREMFIACANSGHER, S, FREREFEMFIE—RISHRENSETERER
Gt

<RSCO> TEHER ARBENEED, RERERERBLSHASRIES, MEASHNEREEBRNETESE
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Middle SCHOOL TEAM LIST

Fo | B B pa | PR SRR ETE
No. | Team Number Name of School / Organisation No. Number Name of School / Organisation
1 4694C iﬁi%fﬁi?f)hoi Secondary School 15 4815C iizlﬁ:?iaullfgf\ig Memorial School
2 6254H 2?:1‘f}$é§ﬁ)loﬁgiaﬁr?ted 16 4815D Ei;:i:g?u?\gig Memorial School
3 86254X iiﬁfe(iﬁ)loﬁg[; I?rr??ted 17 4815E Elﬁhzﬁrfg?u?g;ig Memorial School
4 4275H ?ﬁ%ﬁ%c%ii Kok Secondary School 18 12305€ fjfg;gfjfiﬁhwc School
5 4275N C@ﬁ%i%Ciﬁzi Kok Secondary School 19 5039¢ fW%Gﬁigfaﬂ}:j\jTi Thien College
6 762750 ﬁa%i?nﬁi?nal School Hong Kong 20 5039D fﬁﬁi@fjﬁj\ﬁi Thien College
7 541232 Lga%i;glnﬁiffnal School Hong Kong 21 36363W g;?%nﬁcollege
8 31024 Hﬁéﬁjﬁiffsi?oﬁéziology Education Association 22 33943X ﬁ}fjr: i?iec(éjr:c;ﬁ;% School (Siu Sai Wan)
2 22642A ifr?guiﬁfﬁina(tﬁ:ﬁ)l School (Hong Kong) 23 00606X %i%?i?\%ﬁhom
10 226428 ifr?guf)ﬁffna(tﬁ;ﬁ)l School (Hong Kong) 24 5589A ﬁ?ﬁiodist Church HK Wesley College
1 29047A i?ifi? Foundation Secondary School 25 2458/M Cﬂl%'mfl?)rli Grace Foundation Secondary School
12 290478 'ﬁfiﬁeffi Foundation Secondary School 26 2143A Matt Robotics
13 5228A iewiofiizljiﬂfnj?atholic Secondary School
14 30609X B

Tung Tak School
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HIGH SCHOOL TEAM LIST

Rk SR SR EEIER T (527 SR BRAEERTE

No. [ Team Number Name of School / Organisation No. [ Team Number Name of School / Organisation

1 12523A %Bi%?:imational School Hong Kong 20 212627 ﬁ%ifﬁfﬁristian School

2 125238 %E%fh%ﬁmaﬁonal School Hong Kong 2 10368A fﬁﬂﬁfﬁiﬁﬁézﬁology Education Association
8 4694A iﬁi%fai;zgéhoi Secondary School 22 54027A i’:@izs%ﬁllege

4 46948 iﬁi%fﬁi?g%éhoi Secondary School z 110984 ﬁfii%ii%’;ﬁgin Po Ling College

5 86254A iiﬁfe(iﬁ)loﬁg[; I?r?ited 24 32981A iﬁ?lfand School

6 86254B ifrﬁfe(irﬁ)loﬁgzﬁﬁied 25 11455A ﬁfﬂh:ziii%ziﬂ;ional English Secondary and

Primary School
7 18180A iiﬁf:?iﬁ%ftfden Foundation 26 15383A fﬁﬁﬁ?ﬁiﬁ??ﬁtimm College
Secondary School

8 70909A gﬁﬁ%ﬁilst Secondary School 27 37082 féfjffsﬁff?h?Academy

9 4275v gﬁ%ﬁi%:i Kok Secondary School 28 3708E ;/itljff S*rfffih?Academy

10 42758 E&I\/ﬁ%ii%ii Kok Secondary School 2 3708F fétljfa% Sﬁf‘fifmademy

1 42752 ?ﬁ%ﬁuﬁcﬁhﬁ:i Kok Secondary School 30 32982A \;E\;iﬁi”d School

12 76275A fa%?ﬁn?eﬁffnal School Hong Kong 31 4815A ii’f:??u?iig Memorial School

13 762758 fa%ﬁjﬁlnﬁfiifnal School Hong Kong 32 48158 ﬁlziffgﬁpal?g;ig Memorial School

14 76275C ﬁa%i;ﬁ}nﬁifnal School Hong Kong 33 12305A iﬁgﬁfjﬁiﬁho"c School

15 85410A Lifjﬁ College 34 123058 ﬁ?ﬁfﬁiﬁhonc School

16 936A Héo,fg@I Kﬁffﬁtemational School 3 S039A fﬁﬁﬁfjﬁj\fi Thien College

i 9368 Héc;;fg@Kﬁfiﬁtemational School 36 50398 fﬁﬁiﬁ:ﬁf&i Thien College

18 936C Hﬁ(fKﬁffﬁtemational School 37 24587H girgmjeilirli Grace Foundation Secondary School
19 11618A Shilale 38 2636A Matt Robotics

Renaissance College
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B2EtE B2E 3 AXGBET A LER
SCIENCE PARK LOCATION MAP
(WITH PUBLIC TRANSPORT LOCATION)

013574 28 Tolo Highway

|nnmlt\‘ /

* Bk * NS

e

55 Kowloon Motor Bus (KMB) 7LEEB+ G B Green Minibus #27 H45/\B27%%
43pP* « Tsuen Wan West WR / Hong Kong Science Park Between Sha Tin Station ER (Pai Tau Street)
ZEmHELL  BER2E and Hong Kong Science Park
272K « University Station ER / Hong Kong Science Park HmiREE AL (HiEEE) HEERZE
READRL ) HERZE
2725* « Diamond Hill MTR / Hong Kong Science Park
BEEA L FEARNSE
274p**  ® Wu Kai Sha Station MOS / Tai Po Industrial Estate
BHEERDL / RIBTEE

43P & 272S bus services are available during rush hours from Monday to Saturday only.

43PF272S R B —EREITR R HARTS.

*%

274P bus stops are located on Chong San Road, outside Hong Kong Science Park.
Bus service is available from Monday to Saturday (07:25-08:00) only.
274PBE iU FAR BEIMIEIFER, WRNEH—F/2 L (07: 25-08: 00) RHR.
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HETHTITRESS
WALKING ROUTE TO VENUE BY BUS

1. FERMEFIT 2. EFB EHRFERENTSW 3. AREETT

After getting off, Take the escalator on your left to enter 15W. Go straight along the
walk forward. sky bridge.

4. BBIKIBPIF12W 584, HT 6. IIBFIFITAEE, HEGrand Hall

Go through the glass Turn right and go straight. Turn right in front of the glass door to

door to 12W. reach the Grand Hall.
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BH/DELTITRESS
WALKING ROUTE TO VENUE BY MINIBUS

= e 3

1. FTERRAET 2. FERFEBENT2W 3. BBIRIMY, HiT
After getting off, walk backward. Take the escalator to enter 12W. Go through the glass door
and walk straight.

4. BBFE_EIREFT, #®EETT 5. IIEFIMAE, #HEGrand Hall

Go through the second glass Turn right in front of the glass door

door and continue straight. to reach the Grand Hall.
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HONG KONG TECH CHALLENGE GAME

ASIAN ROBOTICS LEAGUE FUND
TMEBABREEES

TN A AR EE SN 2015 R (BEEEEMRSE IR No.: 91/10874) , BEEARE TIH.

B#. 8741 RS, FHRAIFMMNEBHESN, BRmadatie. B, TiE. S2MSTEM

B, NEHFIWBAREZHE, AFRCEREZEANZHREE, WMEESLENSABE, &
BEZARAA, BEttE R HAEMEFE,

HEBNEN O i 38 RO Rt W L

810018
o RS HEEh
2 53 G 2 BIMRER  TER - HE EHRE 38 6,000 B
AL E AL R st @ RE B
R BHBIR
i#4,500F .ﬂ
B8 M Contact Us #44E Website  https://www.arlfund.org
E/ﬂ”ﬁ%%ﬁ)\ %Eﬁ%%%% &S TEL +852 2676 8117

Asian Robotics League Fund EH Email info@arlfund.org
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£ ITHs &hRhis

Organiser Implementation Organisation Funding Organisation

‘::iiiiﬁﬁﬁﬁi= 71:250 ﬁgf-ﬁq'ffiiéé%

EENB Innovation and Technology Commission

...

25 /Re Fhip

ASIAN ROBOTICS LEAGUE FUND
TR A BEEERES

ZFHE (HR A9 %)

Supporting Organisations (in no particular order)

AiTLE

PEARSMEE SR THERA
HFHERMBRLE

EEERNALE HONG KONG 4‘ Hong Keng

The Hong Kong Association COMPUTER SOC'ETY N Society of
H for Computer Education TR R EE By Artificial Intelligence and Robotics
ERBHEE EBATHENEASY

BHE LIFERE ?‘f)

ng Kong Federation of Education Worke

o

Bl Z= &

Hor
Bl ?S(:;EPIL\Te EdCentre iNNO SPACE
et S hkpe”




