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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
2026" in HKSTP.
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Activity Details

Venue: Grand Hall 1/F, 12W Phase lll, Hong Kong Science Park, Sha Tin, N.T. Hong Kong
Date: 6th - 8th February 2026
Time: 6th Feb 12:00 — 18:00 | 7 - 6th Feb 08:30 - 1800
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Award Evaluation

On 6th Feb 2026, a panel of judges will evaluate the middle schools division’s teams’ Engineering Notebook and
robots; And subsequently on 7 & 8th Feb 2026 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.

As announced on RobotEvents, this year we will only accept digital engineering notebook submission for
evaluation, all notebook submitted on-site will not be considered for evaluation (though participants may still
attend the judging session).
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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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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 must submit their engineering notebooks to the REC website before the competition begins. No on-site
submissions will be considered for evaluation.




+

HETEIRE

HONG KONG TECH CHALLENGE GAME

T#aRiEmE
INTRODUCTION & GUIDELINE

EbEER (KEiR)

10. tbEHIRE, FRERERAEERER CHRBNME,

11. LB, BREIEHFRENRENRS.

12. iGN BEE L BN RS EAER A RR S5,

13. FFE 2 BB BERHEEBITRHTENNRE, ERAFTEEHNER. SRERESH, BRGNS
Eo

14 MNREM AR, 2EROMNERFTEGTRE.

15. B TAHELBRENHERSR, FTIEETEGEAEBERNBEFRBAE, IFHSEF. EERHIUEER
TEAEESER.

16. FREHAR, 150G E B RA AT

Guidelines (Cont.)

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

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

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

13. 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;

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

15. 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.

16. During lunch break, venue will be closed temporarily
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1

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

2. (1st Day) All middle school teams must report before 12:00 noon on 6th Feb 2026.

3. (2nd Day) All school teams must report before 8:30 am on 7th Feb 2026.

4. (3rd Day) All high school teams must report before 8:30 am on 8th Feb 2026.

5. Organisation reserves the right to revise the game rules and restrictions, participants shall not object. Offenders
will result in disqualification.

)it PN S
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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MATCH DAY SCHEDULE

6 Feb 2026 (Fri) 7 Feb 2026 (Sat) 8 Feb 2026 (Sun)
0830 Sl
B, ERXTEER.
0900 ¥R WM AR B8R | =rh4R M A RLAE
HINHETE High School e E
Team Check-in,
0930 Middle School Judge |Submission of Engineering| High School Robot
Interview Notebook, Robot Skills Challenge
Inspection and Team *4 Competition =ch4
1/ Photo Fields HIEE T
1000 BE21& Opening Ceremony
(Both Division) High School
1030 JEFE & Driver Meeting Judge Interview
(Both Division) e
1100 e i HER.
M A BT R IR R\ S E ]
- REPRERE igh Schoo
1130 M'ddul school Qualification Match
iddle Schoo . S
A Quialification Match and ngh School " Cor.npetltlon
1200 | B2, BRIRER. WHABAR | | 40 nterview Robot Skills Challenge il
FIREAR *2 Competition Fields "2 Competition Fields
Middle School
1230 Team Check-in, Submission of FBEEER Lunch
Engineering Notebook, Robot Inspection bbb td T
and Team Photo Venue will be closed temporarily
i
1300 RIARTE
System Setup
1330
1400 =4
4 = -
1430 #94R HF%% & e
HE2E-1E High School SEE TS
1500 Middle School =ohif Qualification Match i ’|:1 Scnhool
1530 Qualification Match | et A RraepkEREE R e | *4 Competition i ge Interview
" ?]JEP'EH o *2 Competition Fields IEHE TR Fields (Alternate =
1600 | HMARENBEL SEETE ~ i
1630 -Mlddle School High School
Robot Skills Challenge and Judge .
Interview 9 ==FAz | Robot Skills Challenge and [=1==Fi|
1700 *4 Competition Fields L) _ Judge Interview eI
Middle School 2 Competition Fields High School
Alliance Selection Alliance Selection
30 IR ST
BERE BHERE
Middle School High School
1800 Final Final
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AWARD LIST

#%T5 AWARD 4 (MS) =P (HS)
4% EXCELLENCE AWARD = =
4 E R E TOURNAMENT CHAMPION *2 & *2 &
¥4 EF BB TOURNAMENT FINALIST 2% 2%
WA F: 8675 E ROBOT SKILLS CHAMPION *1 8 =
=& 51#% DESIGN AWARD *1 & *1 &
AlIFfr4E INNOVATE AWARD 14 1%
#£154E BUILD AWARD 148 1%
SFHIHEREESE JUDGES AWARD 2% 2%
FE B 151H4% SPORTSMANSHIP AWARD 18 1%
B EHE THINK AWARD 1% 1%
#2788 AMAZE AWARD 1% 18

ERENZROEEERSINEE VEX ttRIFRE, BEaURNBROREREY, SETREREERER,
MEEAFER, TMRERRERKRERE, 2HREFSRY,

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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INNOVATE AWARD

ATEBERAFEOREAN, EHERGERBAMHERENRAZRNVEREZR, SEFRERE. ERUNFE
HthRBEH. BB LGS RERETE A TmE S 2 —:

1 EEEEZEEBRNIRECHE, TEREIEANERT, BEXRETLUTENHLRIEEFRERF—ERZ, HiIE
FIEER, FILURREMLH LR,

2 ETIEEEATRERCNERD . TERRRT, BEREEIRSEPIENANBRREIIREEIRF T, T
IHBAIMERXENKRAZENEN. FEREES RIS EE8R 8/ BEEFINE,.

LU BRI IR R RIS
https://kb.roboticseducation.org/hc/en-us/article_attachments/28653885544727

In order to be considered a candidate for Innovate award, your team must complete the Innovate Award
Submission Information Form or an exact recreation of that form, including all questions, answers, and all other
form information. This can be included by the team in one of two places:

1. Immediately after the cover page of the team’s Engineering Notebook. In the case of physical notebooks, this
form can be printed out and hand in along with the notebook. For digital notebooks, this form can be scanned in
and included.

2. In a clearly labeled section in their Engineering Notebook. In this instance, teams should take care to date all
entries and arrange them chronologically, fully filling out the information required on the Innovate Award
Submission Form. Judges are to only consider the entry in this section that aligns with the event name / date.

Below is the link to the innovate award submission form:
https://kb.roboticseducation.org/hc/en-us/article_attachments/28653885544727



https://kb.roboticseducation.org/hc/en-us/article_attachments/28653885544727
https://kb.roboticseducation.org/hc/en-us/article_attachments/28653885544727
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HkPXEF

BIEREE, EREMNEAE, 2B AIXRMER) |RH2%ERK
W, EERTHRFE.

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.

RAEREE
AT REENBENADRENEE, 10MABTESNED,

Robot Skills Challenge

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

PBIEA

ATEITE (2R, RFHEE)

Judged Awards

Judged Awards (Excellence Award, Design Award, and etc.)
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1. 5B E2Z B (AIFXFEERX)

2. S B2 B

3. 5XEMIZ HIEKE

4. SBLE120% , FI1SHABEE, RI105VAFHE

5. 5B BRAREK S I BEF LB NEX S ERKGTNER
ERY—1ix

6. Bl BRE->HER->ALE

HRE1A29ARBEABRNAVI0EH, RIFFRBRBARRELEEANS, TRIRREERSHRMAS.0
IRASFAR AR

https://www.vexrobotics.com/push-back-manual

Alliance Challenge Format

1.Each match features two alliances (Red Alliance and Blue Alliance)

2.Each alliance comprising two teams.

3.Each team fields three players

4.Each match lasts 120 seconds, divided into 15 seconds of autonomous period followed by 105 seconds of
manual play.

5.The system randomly assigns alliance teams and opposing teams for each match - All teams have equal

qualification rounds for scoring.
6.Match format: Qualification — Alliance Selection — Elimination Round.

Given that a major update to the game manual would be released on January 29th 2026, 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://www.vexrobotics.com/push-back-manual
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1. 5REE1XERK

2. B8R EHIR EIBFE

3. ZRtLF60T)

A FiIERREE. RIEFEY

5. BENivAEE . HIENIERIBEET ANEER: HEFEIMHRE, HE
BE

6.Lb BB FTERE

787 RERREFESRERRSEHIHENHAR

MRET1A29BBEABTRNAVI.0EH, RIFFRBESBARIRBLEERNE, SRIRXLEEEIRAS.0MR
TERAEE!

https://www.vexrobotics.com/push-back-manual

Robot Skills Challenge Format

1.Each match consists of Tcompeting team.

2.Each team has 3 active drive team members on the field.

3.Each match lasts 60 seconds.

4. Driver Skills: controlled manually using a controller.

5.Autonomous Skills: controlled by the robot running programmed instructions. Optional events: selected by the
event organizer; opportunities are equal for all teams.

6.Match order: scheduled on a first-come, first-serve basis.

7.Ranking: determined by the total of the highest single Driver Skills score plus the highest single Autonomous
Skills score.

Given that a major update to the game manual would be released on January 29th 2026, 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://www.vexrobotics.com/push-back-manual
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RIUEE
ERSENERNS LRR, ANHNERESERRLEETESE.

Performance Awards

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

B
HFEEERXPRIBRECHRENZRERFPIENIIR, WKRstE,

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.

Engineering
SR AWARD Notebook & Per1|y|o?:r?2nce
Interview
LHELE BRRERENERK \/ /
ALL-AROUND AWARD The best overall performance team
T ELE HEERK (22FK)
CHAMPION AWARD Champion team (2 teams)
TR BEXRR A ENER
DESIGN AWARD Professional design team
NP T REEAS RSN
AT The tearn with the haheattotl Y4
ROBOT SKILL CHAMPION . 9
AWARD score in hand volley and auto volley
skills competitions
sTamig TR A E R AR
g Teams that the judges think have /
JUDGES AWARD special achievements
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TEE VEXEWALLBENERERE D, ZRTERE, SEERERZFETTNOTEEBKIS, TERKMN I8
ZB A UBE RO BEEPFRESNEER, FLRBHAREREREERSMESRINLLE.

Judge Award Interview is an integral part of the VEX Competition. Through interview, students could practice their
written and verbal presentation skills, and demonstrates our alignment with our Student-Centered Policy and Code
of Conduct. Some judge awards may contribute towards qualifying to higher level competitions.

EREREZUSRE S

All awarded teams should be Student centered

EREAE2EMTEZFIHE, MABEMIIFIERE

Team interview is a conversation between judges and students, and not a prepared script.

FHAXMELRERREFRIVEERR

Interview and Engineering Notebook should reflect the students’ work truthfully

TEFTAZERREN, SEBMREN —— FE0TEN "BRELE

Engineering notebook should be developed by and for the team, not solely for judge’s sake

BERBEFSWE—BEEENAM —— ERIBERFERR A REE

Every award itself is a monumental achievement, and no award should be viewed as consolation.



https://kb.roboticseducation.org/hc/zh-tw/articles/4826703367831
https://kb.roboticseducation.org/hc/zh-tw/articles/4826703367831
https://kb.roboticseducation.org/hc/zh-tw/articles/4826690866967
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BXEBRNEAREAT10-1578E, FEER2EEFRE, BEFELFRR. BTN, BESARHSRER
BX;

“TEBZEEERERNE U TIEZCNAORE, EENBUART, HFIEBRINFENER, EEREMR
FERER. HthBEF2REFBEFTEASEETRITNE. SHERMMATRESZNTOREFIMAER
TEERAL

RIEHERGT D SENIREE
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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S, FEr AT RELFRE IERRASS, EREMEEAEHNER, BAEFRRFCAT IR EET
BN, EESPNFIERMTEETSENENEE,

B LR LAEA VEX Robotics fZtHVERCA, BRI BERBRANEREL S, BRIER LUERA BRI
MHEERN TIEFCANZBEMERAEANENE KORBPNEN—B. ERBUIEZESFIRINESE
B, F2HERRTERD. HEREXWNE, FEELRAYHTERIEEREBIRENNDOIREET G,

B AR AAE
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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WEABRE:

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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PRz gt B8 4148 1 4148 2 B 1 B4 2

MATCH FIELD TIME RED 1 RED2 BLUE 1 BLUE 2
Q1 Field 1 Sun 10:30 AM T1405A 4275A 5160A 7984B
Q2 Field 2 Sun 10:38 AM 76275A 4815B 4694A 5039B
Q3 Field 1 Sun 10:46 AM 936A 5589B 15383A 76275B
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 T1405A
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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ERERHAN (BER)
GENERAL GAME RULES (IMPORTANT)

VEX V5 #2E A& (V5RC) B—HEKMMBERBARE, BANUBEAPONEE. TIERFHAE. BREGEUK
RIEHERIRHH,

ATHFFEEZORALREFIESEEE —EAT. BASEHAHBERENLERE, REORHTIH T EAR
) (G1-G5), BERARMATSEENITAER. RAFMARERMREERFELER, LFAREAESFHE. &
HFZRRENEMIEME, BFAHEERRINBHIZRRERET, BHIIEAEREHS MBS/,

The VEX V5 Robotics Competition (V5RC) is a global student robotics program that emphasizes student-centered
learning, engineering design, teamwork, and ethical competition.

To uphold these principles and ensure a fair, respectful, and educational environment for all participants, the
General Rules (G1-G5) are specifically listed below. These rules articulate expectations for participant behavior,
design ownership, and team composition, and serve as a foundational framework that guides match conduct,
judging, and adjudication throughout the season. Clear understanding and adherence to these rules are essential
for teams to compete successfully and with integrity.
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ERERHAN (BER)
GENERAL GAME RULES (IMPORTANT)

<G1> FREBMRENE (BS2EREMBRMA), F20 VEX VS BEAGEEEE, SANSEMSENGIY
FEMA, E—XBEARNETANE (BEREKMERNEARA) HEEIFAS. TEEIHMSBEERRHA
SEYHBEENITSA, ZEAREUHBRISE TRILEEER.

Ite5h, B <G1> BRANBRIT AR AR S E R ERNER.

REBEERNIFEIFHBREN <G1> BR1TH, TiENBEERMRIVEZSEBDNSEER, ARRERBIRERE
MEo

<G1> Treat everyone with respect. All Teams are expected to conduct themselves in a respectful and professional
manner while competing in VEX V5 Robotics Competition events. If a Team or any of its members (Students or any
Adults associated with the Team) are disrespectful or uncivil to event staff, volunteers, or fellow competitors, they
may receive a Disqualification from a current or upcoming Match. Team conduct pertaining to <G1> may also
impact a Team'’s eligibility for judged awards. Repeated or extreme Violations of <G1> could result in a Team being
Disqualified from an entire event, depending on the severity of the situation.
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BAISEASMEAFMEREEEEERASRNEERR. BRTHNT:

T H R L ER 7R
v BBBEBRRRRE, RORREAZR
X LEBERAE, FERE. BMXIFEEHBKK

HIEBREN D BT
v IR S I RARIE R B St R A R B
X HEGREBTSEESR, HIATNSEERDSAIRARIR

BRI B
v BB AEHE R B EE B ANBENSFRE
X FEHREREE N USRS

We can all help create a fun and inclusive event experience for attendees. Key guidelines include:

In difficult situations:
v Be gracious/supportive when alliance partners make mistakes
X Never harass, tease, or disrespect partners after unfavorable match results

Regarding match rulings/scores:
v Drive teams may calmly consult Head Referees per official process
X Do not argue after final decisions; adults must not approach referees about rulings

During match preparation:
v Alliance teams should develop cooperative strategies leveraging both robots' strengths
X Do not intentionally underperform to manipulate match outcomes
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2. BBBEET AN SRFERRN BN RS T (A L/ SRS TR SRR,
R ETRR 61> WTABTERRAEORN, REARISTEE, B3R REES R ATES
B <G1> 2 BEAEMABNE, BETRE R REES), BHRARLIENRRIES, 8 61> BAEH
HESER, SEERTEEAEEABARST/RINS, TEAFARER RC L RRURGTAZAY
HiE,

a. Event attendees are not allowed to record audio or video of Teams' discussions with Head Referees or other
event staff/volunteers.

Violation Notes: Any Violations of <G1> may be considered Major Violations and should be addressed on a case-
by-case basis. Teams at risk of a Major Violation of <G1> due to multiple disrespectful or uncivil behaviors will
usually receive a “final warning,” although the Head Referee is not required to provide one. All Major <G1>
Violations/Disqualifications should be reported to and/or discussed with the Event Partner during the event, and
should be reported to the REC Foundation Rules and Conduct Committee following the event.
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<G2> VSRC B—TEUEBERROHGTE, RMATERMEBIANEE. REHERBMERE, BFEEBRMBLHE
ERIENEEN TEE RREFATHNEDR, BEXAEREETENBEFTLEASBBRTIEEKSEAR. B
EHEEARVIER, PERERASRRIONERT, THEEANERE. RFNENRER.

<G2> V5RC is a student-centered program. Adults should not make decisions about the Robot’s build, design, or
gameplay, and should not provide an unfair advantage by providing ‘help’ that is beyond the Student’s independent
abilities. Students must be prepared to demonstrate an active understanding of their Robot’s design, construction,
and programming to judges or event staff. Students should build, design, and code the Robot with minimal Adult
involvement.

B BEERILFINTASREARBELETES. REER, —EHAMARSHREEANESEIARSBLL
B, FMEERIIERANITAEIRS REER, MEERER/TERMER <62> N1TA, BEEFHEARIMARS,
BREEMI W REC BES ERARTAZETRIERS.

Violation Notes: Potential Violations of this rule will be reviewed on a case-by-case basis. By definition, all
Violations of this rule become Match Affecting as soon as a Robot which was built or coded by an Adult wins a
Match. All reported and/or suspected <G2> Violations should be reported to the Event Partner during the event, and
should be reported to the REC Foundation Rules and Conduct Committee following the event.
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BENRAEES., HRE5EE VEX ZEDRAESBNIRE —RREBEAXREMZRBAZEX!
PAM, HEEISEBEASBBNE, MIFERABRSERFRNEE, .

a3 NIRRT
v AR5 | B84 BELMERUSERS
X MARARHS BSRASRA BB EERER

WA BRI S
v AR BRBRE S EERE U E R E
X AR BITIRESEREEESEA

BlleStkalls g2y g s
vV BRARIEERIZES SRR REE
X RARATEERRIRAIEEREERM

EE B EITHAR
vV AR R B R G T IR B E
X AR AIUEER AR [ PR IR tH 20 BR e <

A reasonable level of adult mentorship, teaching, and/or guidance is an expected and encouraged
aspect of VEXcompetitions—no one is born a robotics expert. However, challenges should always
be treated as teachingopportunities, not as problems for adults to solve for the team. For
example:

When building/designing the robot
v Adults may help students reflect on why something failed for improvement
X Adults should not provide step-by-step instructions or photos for direct copying

When a mechanism comes loose
v Adults may guide students to analyze the cause of failure
X Adults should not investigate or reassemble the robot themselves

When encountering complex programming concepts
v Adults may walk students through a flowchart to understand the logic
X Adults should not write ready-made code for students to copy/paste

During match play
v Adults may offer cheerful encouragement as spectators
X Adults must not shout explicit step-by-step commands from the stands
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%5/33%;3;?57%"% o TERIEE. WMRAERAERE, FERM. SFHEBEFETFASERER SREQTRERM KAIEE
1T%50

5,521 ﬁzmwiﬁ* ¢

<G3> Use common sense. When reading and applying the various rules in this document, please remember that
common sense always applies in the VEX V5 Robotics Competition.

fBlan:

EHIRAREMVENRIEEER (WERE THRI% <T5>) M MBIE <GG5>)), BURKREEREENIEIE
uﬂzﬁ&—?ﬁfaﬁiﬁtﬁo

A% VEX V5 S ARG R RIVEIRRG. fla, ERSBATBBHERINGM L7, SEHGET
ZRAGLRFEE-—EBEER LARTREE, FERBELLE,

MEER, RERERABREZILETA, ZTABERASGE. A, SEMEEANZTARS
B <S1>. <G1> T <T1>, EBRERPEBREERESM,

—RIERT, BNESNENRAEERER, BArE EREE NEE, BERREFER
E, EENRBMEERNRERE,

RAIESERN SRR, EXBENGRTEEIEREBEMRAERLIE, KEETRIAT
BERRHERIRINES, LHHEIPRIE VEX BAIRAI (80 <R19>. <R20>. <R23> %), A&

) B NERAIRR) BFFFR-——EARRIZ: FRERAAEATTEMSEAIE, BIZEHR
FLEFER.

For example...

If there is an obvious typographical error (such as “per <T5>" instead of “per <GG5>"), this does
not mean that the errorshould be taken literally until corrected in a future update.

Understand the realities of the VEX V5 Robot construction system. For example, if a Robot could
hover above the Fieldfor a whole Match, that would create loopholes in many of the rules. But...
they can’t. So don't worry about it.

When in doubt, if there is no rule prohibiting an action, it is generally legal. However, if you have to
ask whether a givenaction would violate <S1>, <G1>, or <T1>, then that’s probably a good
indication that it is outside the spirit of thecompetition.

In general, Teams will be given the “benefit of the doubt” in the case of accidental or edge-case
rules infractions.However, there is a limit to this allowance, and repeated or strategic infractions
will still be penalized.

This rule also applies to Robot rules. If a component’s legality cannot be easily/intuitively
discerned by the Robot rules aswritten, then Teams should expect additional scrutiny during
inspection. This especially applies to those rules whichgovern non-VEX components (e.g. <R19>,
<R20>, <R23>, etc). There is a difference between “creativity” and “lawyering.”Basically, if there’s
not a rule that makes a Robot part legal, it's not allowed.
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<G4> PR TR AR MR BERNKAEKE, BRATEREEFNAEARSAEBNTE——8EREt. BE. RIE.
RESRBETIESIL—— M REERMZE RESEMNENESEEE,

a. B BB RBMAMEITR, T EERMWARHIKSATRMERE, EEFERRNERFFERRE (SHM
ERELE) RUENTAHRBEAEBIET. BRFH. FiLA. CAD RetaEM

b. AFFRRIE AN BEXAIREMBIRBRETREE, WEABALINEAN, BATEIESFEICPCRILBIENM X
HEEH. ERBARRE. AR, FHEFERHIGETEER, BEROALTIER,

| DI ARRGTRIS D TR EARMZ AR, piieRBMXEEEREET TIAN. RIS, R
AESBEMRR. XHEEWRRERRRUARMNAERLSABRITEGMSEA L, BRERRTR
FREMRRT2ER.

Il EEREEN. RSB, SRRAER,

c. EAERMMEAR: BRXAI{ER VEX Robotics 3{ RECF 12 A4 2s A A REFZREE (FIS0EEHero Bot. VEXcode fg
BY), ENEBLESHEARE, YHERERAETEHR. SuEHER, MA VEX Robotics Z¢ RECF IR ARAH
=)=

d. E—EAMERRER Y RAESERRRE 2R, ABSHEPNRER, EE—ASNTEEEREEAZERL
WreERNEEAN, ERESIERHTENES, B RRAERER,
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<G4> All work must represent the skill level of the Students on the Team. The Team’s design, Robot, coding,strategy,
and ongoing work must represent the skill level of the Students currently on the Team.

a. Teams must avoid academic dishonesty and should not copy a Robot or mechanism that has been provided
forthem. This includes, but is not limited to, the use of instructions, pictures & videos, notebooks, CAD designs,and/
or any other documentation useful to the design process provided by anyone that is not a Student on theTeam
(including Students on another Team).

b. Teams may be inspired by designs by other Teams, and use an idea from someone else to spark innovation,
butare expected to document and demonstrate this in their engineering notebook alongside evidence of
iteration.Teams are required to present this evidence if asked to do so by a Robot inspector, Head Referee, Event
Partner,or Judge.

I.  Using elements of another design as a starting point is acceptable if the Team is capable of
demonstratingevidence of iteration, innovation, and/or modification that makes the design
uniquely their own.Documentation should clearly demonstrate the idea that was used for
inspiration, and how it was changedfor the final implementation on the Team’s Robot. It should be
clear that this final implementation is not anexact copy of ANY other original design.

Il.  Failure to demonstrate evidence of iteration, innovation, and/or modification will result in a
Violation.

c. Teams may use Robot plans and code (e.g., the annual Hero Bot, VEXcode configurations, etc.) provided by
VEXRobotics or the RECF, but are encouraged to use these Robots, mechanisms, and code only as a starting
pointthat Students modify, improve, or replace as their skills increase. Plans provided by VEX Robotics or the
RECFare the only legal plans available for use in competition.

d. This rule still applies to Teams within the same school, organization, or club. Robots and/or code sets that
areidentical or substantially similar to one another across Teams within the same school/organization/club will
beconsidered in Violation of this rule, regardless of whether they compete in the same or different events.
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it <G4>: REVEX BBARBERMBABSRREEEE (RECF) HIFGE

VEX B ANRERMBABBEEGEESE (RECF) RME, F2E=HEANMBSEREL M
FERFIEREH RSB AR. RAR/EEMER, RABEEEER LEENRWEEINGEEN
. A, EFRRERABLEERNARNERT (VEX EBAREFM) BFEMHEX——R5RIZR
Al <G2> M <G4>——FF, IR T AstERZ O e ARERMHEFEE. RetMAIFEIH

[=N¢]

BARFHEERRIRE, ERFEEIRLEMBRENRFKFIREPSERMEVES), LARKM
VIAMERBEN QTS HEEEMTEL. Eit, RERERELERANEM, SHKiEE <G2>
<G4> NEREBERERE T,

BXRMEEEERIIEY. RES. BEOFBAITEERE, ENARIEREMSE AR
st BEMIERE. BRMOREFRFERERBE. EARARNEGEN, TRTHEKSEA
MEEFS T D ER,

MR—ZHEREAERER, #x (EEFLEASEXRE) RESERBEHRERSANEIZ
FIESTIFRRR, AR EMEBEXRMER T <G2> K/ <G4>,

BEEIMAREZSEMIAESERIRER, SBIZE—EHEARTRERE. R LBEENER
BEMEARANE R, EEEUERELRE, B—ERAQTHNSGEAREERE LRI EA(
NIfF. ERBRPHBNHEHEE. UKBERPHONREEMELEAR, BRERBESHEHRS
R, RFIREROATEERRENKE, ARUESEERNBEERIGHNEER.

BRERFIEREIUEILEER. EFPRE, M/iGHEFAALE VEX Robotics Ml RECF LUREUE—
TRRFERD, HPREEEERETFRARIH .

BETFASREFRE <G3>, MHEHITHRAEERTEH. ARLFTHESERIIERANITA. &
BETHSEMKSALREEMENRSEARHETR, S EAREEPERMANERES
AEXNREE, WRAR—ETR, EFEEFIFASEERHWIBTERRSRER, BstAS
HROKEFREAHM S ARG HIEETHE.

HEARNGEEINEREEMRMMER. BUSUERSER <G4> RN MEAN, FIEERE
RECF TR ZRINEIERAE. BALRABEAREER,
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Regarding <G4>: Statement from the VEX Robotics Competition and the Robotics Education &
Competition Foundation (RECF)

The VEX Robotics Competition and the Robotics Education & Competition Foundation (RECF)
recognize that many third-partyindividuals and organizations produce and distribute Robot
designs, instructions, and/or other materials that are not under our directcontrol. We cannot
legally regulate or restrict the activities of these external entities. However, when Teams use these
resources inways that violate the spirit and letter of the VEX Robotics Game Manual—particularly
Rules <G2> and <G4>—they undermine the coremission of the program: to provide Students with
hands-on opportunities to learn, design, and innovate.

While it is never our intent to punish Students, we can legally regulate and restrict the activities of
the Teams in our competitions, andwe must preserve the fairness, educational value, and integrity
of the competition. Therefore, Teams found to be in Violation of theserules will be held
accountable to the strictest interpretations of <G2> and <G4>.

It is the responsibility of each Team to be able to explain and defend the design, construction, and
programming of their Robot ifquestioned by referees, inspectors, Event Partners, or judges. Teams
should be prepared to describe their design process, justifydesign decisions, and demonstrate a
full understanding of how their Robot and code function.

If a Team is unable, for any reason, to provide reasonable evidence (when requested by event
staff) that their Robot and code are theresult of their own work, it is appropriate to assume that
the Team is in Violation of <G2> and/or <G4>.
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Event organizers cannot reasonably know the origins of every design or independently verify
whether a Robot was created from scratch, purchased online, or copied from pictures of another
Team'’s design. When questions of authenticity arise, the only direct and fair approach is to require
Students to explain and defend their work. This is not unlike academic honesty concerns in
schools, and intellectual property concerns in business. By requiring Students to defend their
designs, we ensure that they are developing not only technical skills, but effective communication
skills and accountability, as well.

Consequences may include disqualification from matches, removal from events, and/or
escalation of the investigation to VEX Robotics and the RECF for further disciplinary action, which
may include sanctions up to and including removal from the program.

Event staff should bear in mind <G3>, and use common sense when enforcing this rule. It is not
the intent to actively hunt for Violations of this rule, compare every Robot at an event to all other
known Robot designs, or closely question every team at an event about their Robot's code. This
rule is a set of tools for use if potential Violations are noted by or reported to event staff, and it is
expected that most Teams will never be required to defend their Robot design or code.

Teams or individuals who deliberately weaponize, manipulate, or falsely report <G4> Violations for
competitive gain or to harass another Team may be subject to a separate RECF Code of Conduct
investigation. Misuse of this rule is considered a serious Violation.

L_%EfﬁuEE WA P BeiE [ L AR B B B (AR e ST 2 A R *Jz#UET%%Af’E%HﬁE &, LA RSM s T E— D
B, RIBATHER, ZBMURSRIVERBLLEER. H ESAKEREE) DBIESWIVE, /3R ERHRTE
STE IRV E BEEZ 5N

HRAFERIE N IRIBESETHE, FR2R <62> ik RECF SEPOLEER, LKk <G1> FRR) REC & &1T
%ﬁ%&tﬁgﬁ’i ERBR/HERIMNER <G4> WIER, BREBESHRNBESSERHRE, LEFRM RECF RAKTAZ
BHE mEX [=]

Violation Notes: Teams believed to be in Violation of this rule should be reported to the Judge Advisor, Head
Referee, or Event Partner for further investigation in coordination with the RSM. Based on the investigation the
Team may be removed from further Matches, have their Robot Skills Challenge scores removed, and/or be removed
from consideration from judged awards.

Violations of this rule will be evaluated on a case-by-case basis, in tandem with the RECF Student Centered Policy
as noted in <G2>, and the REC Foundation Code of Conduct as noted in <G1>. All reported and/or suspected <G4>
Violations should be reported to the Event Partner during the event, and should be reported to the RECF Rules and
Conduct Committee following the event.
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<G5> BISEERERER—ZBE. SXBKOCASSBRFERRE. BRI, REMRZEN, FEEATERE
LB, EFR—FFH, EAREREABIE—X VEX V5 BB ABREKRRET LR EARE. —RELETEREF
REZH, HIARstENA]RRHRERGEM. ENREENRIRIERRR S,

a. X TE AR B IFRMRFRRE IR B RE TR — B M B E S — Bl

| AFFRFABREREEEERRI: B8R, KENEER, IEREMEH 1FD.

Il ERIFRAREME DG FRIEEIEERRY: —RREXARMAB S aWBAREM E X
. —RREASTRERAHEBAN, H—RBBELSHMER TIEET.

. ERLERRRMMASZ—ZBEME, <G4> MERARERENEGFRE, i, BEXRTME®RAE, &BHh
AR AR RIR AR ZAZ TR FT TRV RE7K o EMLE B ARM — &7 JE R RZAZ TR FTATTE
REFARIE SIS —R EEEL

V. Fiikii MEERMERTIETERNEERR. EEXTIEERRMERERARR, BEREIRK
ENEARENEEETT MHERESR,

b. EAFERMMEER: EBAIEA VEX Robotics ¢ RECF 121itA1#2s A HREZE (FI80FEEHero Bot. VEXcode B¢
BYE), E5EBEESHFARLY, TMERERAETEN. SUEHER, A VEX Robotics ¢ RECF 1R A RS
NHRE,
. BEFEPEE— (1) BREREHMZE, AN, BAHEEETEETRIREFRRERZELR
SHEMAOE G, EMEZE RS CNAONEHMB L, Z2ERRALFBEANKE, BER—EESHhLE
BRE e RBE.

AR BAETESHEMBE [ER) SERIBEREFRE. 2R, RETA0. BiEMNETCHRE. AM, BEAR
BARAES], EREFZHEMXARKES.
BB HRAURERIERRNERMERTEER. SFRABESIEBHERS, UEERSM HRETE—DH

&,
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<G5> Each Student can only belong to one Team. Each Team must include Drive Team Members,
Coder(s),Designer(s), and Builder(s). Many also include notebooker(s). No Student may fulfill any of these roles for
morethan one VEX V5 Robotics Competition Team in a given competition season. Students may have more than
one roleon the Team, e.g., the Designer may also be the Builder, the Coder, and a Drive Team Member.

a. Team members may only move from one Team to another for non-strategic reasons outside of the
Team'scontrol.

I.  Examples of permissible moves may include, but are not limited to, changing schools, conflicts
within a Team, or combining/splitting Teams.

Il.  Examples of strategic moves in Violation of this rule may include, but are not limited to, one
Coder“switching” Teams in order to program multiple Robots, one Student designing multiple
teams’ Robots, orone Student writing the Engineering Notebook for multiple Teams.

[ll. If a Student leaves a Team to join another Team, <G4> still applies to the Students remaining on
theprevious Team. For example, if a Coder leaves a Team, then that Team’s Robots must still
represent theskill level of the Team without that Coder. One way to accomplish this would be to
ensure that the Coderteaches or trains a “replacement” Coder in their absence.

IV. Points ii and iii are intended to represent real-world situations that are found in industry
engineering. If avital member of a professional engineering team were to suddenly leave, the
remaining members of theteam should still be capable of working on / maintaining their project.

b. When a Team qualifies for a Championship event (e.g., States, Nationals, Worlds, etc.) the Students on theTeam
attending the Championship event are expected to be the same Students on the Team that was awardedthe spot.
Students can be added as support to the Team, but may not be added as Drive Team Members orCoders for the
Team.

I.  Anexception is allowed if only one (1) member of the Team is able to attend the event. The Team
can makea single substitution of a Drive Team Member or Coder for the Championship event with
another Student,even if that Student has competed on a different Team. This Student will now be a
member of this newTeam and may not substitute back to the original Team during the season.

Note: Teams cannot “borrow” Students from other Teams to serve as Drive Team Members, Coders, Designers
andBuilders or notebookers. However, Teams can add permanent members throughout the season under
theguidelines of this rule.

Violation Notes: Teams believed to be in Violation of this rule should be reported to the Judge Advisor,
HeadReferee, or Event Partner for further investigation in coordination with the RSM.
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EMEIHSEZTEERNVEE, NEABFEER, FHHUE:
V5RC Push Back Game Manual - VEX Robotics

We will be listing an overview of this season’s game rules, for more detailed definitions, please refer to:
V5RC Push Back Game Manual - VEX Robotics

51453 #3R1 Scoring Rules

<SC1> | FiE 1SRRI TE Lk B A R 1R 5T All Scoring statuses are evaluated after the Match ends
<SC2> | 1§pAiniE%E Scored Block criteria

<SC3> | IHldRpEiE%E Controlled criteria

<SC4> | {ZTA%E NIFHEE Parked Robot criteria

Scoring of the Autonomous Bonus is immediately after
the Autonomous Period ends

<SC5> | BENMNDBET 2 7E BBaR 0 4G REILENETT

<SC6> | BEHE Autonomous Win Point
Z£#RA) Safety Rules
<S1> |FHARR® Be safe out there
<S2> | BE AR AR Students must be accompanied by an Adult
<S3> |FEREHMN Stay inside the Field
<S4> |EEHZ2ERIR Wear safety glasses
<S5> ﬁT_L SRR ENBEETENZREEIEIE/ | Each Student Team member must have a completed
FAEEFE participant release form on file



https://www.vexrobotics.com/push-back-manual
https://www.vexrobotics.com/push-back-manual
https://www.vexrobotics.com/push-back-manual
https://www.vexrobotics.com/push-back-manual#match
https://www.vexrobotics.com/push-back-manual#student
https://www.vexrobotics.com/push-back-manual#controlled
https://www.vexrobotics.com/push-back-manual#parked
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#autonomousbonus
https://www.vexrobotics.com/push-back-manual#autonomousperiod
https://www.vexrobotics.com/push-back-manual#autonomouswinpoint
https://www.vexrobotics.com/push-back-manual#student
https://www.vexrobotics.com/push-back-manual#adult
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#student
https://www.vexrobotics.com/push-back-manual#team
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BERAERRA General Game Rules

<GGT> | DEEEBHETEN, BRI gtr;‘lzlklj)r:ive Team Members, and only in the Alliance
<GG2> | XAMBARLES —HILE A Team’s Robot should attend every Match
<GG3> |G LB ANBEETSE Robots on the Field must be ready to play
<GG4> | EREBEMNEHN Hands out of the Field
<GG5> |LWEBEEERAFHN, BRIEE Match replays are allowed, but rare
<GG6> | BUHE Disqualifications
<GG7> | Hf= Time Outs
<GG8> | FERIFIMAIIEES AT ARG Keep your Robot together
<GGY> TE%B AT E, BAREFHALER | Don't hook your Robot to the Field, and don't get

i Entangled.
<GG10> | AIF BB R ARE (REBIEMUTLEEMRKEE) | The red Alliance places last
<GG11> | =522 A BRI B IS @ 45 Controllers must stay connected to the Field
<GG12> | BEMEEE RS MEARE Autonomous means “no humans”
<GG13> | BEREMAABERAE A All rules still apply in the Autonomous Period
<GG14> | RIEMIRE fihikas A Don't destroy other Robots
<GG15» BB R I RS, 5%1511%%%)\ (Offensive | Offensive Robots get the “benefit of the doubt” when

Robots) i$ESSIBIREFZE judgment calls are required
<GG16> | AFRIBHFICH LIF RS You can't force an opponent into a penalty
<GG17> | FEHBi1E 3 7 EEi(EEFis A No Holding for more than a 3-count
<GG18> | A A IBAEI TR Use Blocks to play the game



https://www.vexrobotics.com/push-back-manual#driveteammember
https://www.vexrobotics.com/push-back-manual#alliancestation
https://www.vexrobotics.com/push-back-manual#alliancestation
https://www.vexrobotics.com/push-back-manual#team
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#match
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#match
https://www.vexrobotics.com/push-back-manual#disqualification
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#entangle
https://www.vexrobotics.com/push-back-manual#alliance
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#autonomousperiod
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#offensive
https://www.vexrobotics.com/push-back-manual#robot
https://www.vexrobotics.com/push-back-manual#hold
https://www.vexrobotics.com/push-back-manual#block
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ESHRBI4AES Specific Game Rules

<SG1> |FB—IZLLE Starting a Match

<SG2> | KEFRBIERZIR Horizontal expansion is limited

<SG3> |EHEAMNIEEZE Vertical expansion is limited

<SG4> | {RIFHIRBESHXN Keep Blocks in the Field

<SG5> | SEPB AT TEE—ES IR Each Robot gets one Block as a Preload

A Robot may carry, push, or plow an unlimited number of
Blocks

<SG6> | A ARILUER . HEEEIEERUMENTSE

Don't cross the Autonomous Line, and don't interfere
with your opponents’ actions

<SG7> | AMIHBE TR, EFNSTEHFNGTE

<SG8> |HEEFHEHERIERI Engage with the Autonomous Line at your own risk
<SG9> ELEEP LRGN L EEEHY Match Loads may be introduced during the Match under
(Match Loads) certain conditions

AT EEF/ SEHEANNFAXEIER, BRESF | Don'treach inside enclosed sections of Goals, and no
PIPELETS S Goalkeeping

<SG11> | ZR B, FHRERFRERE Park Zones are protected during the endgame

<SG10>



https://www.vexrobotics.com/push-back-manual#match
https://www.vexrobotics.com/push-back-manual#block
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#block
https://www.vexrobotics.com/push-back-manual#block
https://www.vexrobotics.com/push-back-manual#autonomousline
https://www.vexrobotics.com/push-back-manual#autonomousline
https://www.vexrobotics.com/push-back-manual#matchload
https://www.vexrobotics.com/push-back-manual#match
https://www.vexrobotics.com/push-back-manual#goal
https://www.vexrobotics.com/push-back-manual#goal
https://www.vexrobotics.com/push-back-manual#parkzone
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ERERRA - RARERS]
GENERAL GAME RULES - QUICK REFERENCE GUIDE

$R4ZFERB Tournament Rules

<T1>

EHRFIBNRFIE BRI BRI EREE &
HIRTEME,

Head Referees have final authority on all gameplay and
Robot ruling decisions

<T2>

FHFBAEEREERE,

Head Referees must be qualified

<T3>

BB B A SRR EAZFF I BN E 2 FIRTH
REEH R

Drive Team Members are permitted to immediately
appeal a Head Referee’s ruling

<T4>

EMHLHAE BRI TERRNREREE RE
1ERR,

The Event Partner has ultimate authority regarding all
non-gameplay decisions

<T5>

BEREFIREMERE, BAFMITFER,

Be prepared for minor Field variance

<T6>

IR AR R E NS BB EERHAR,

Fields may be repaired at the Event Partner’s discretion

<T7>

E—HEENNLEES MO AR .

Fields at an event must be consistent with each other

<T8>

FJRERRA = AR SEHIEH 5 o

There are three types of field control that may be used

<TO>

A REER A MR R BYIZHE R AT 18,

There are two types of Field Perimeter that may be used

<T10>

BE (B KRIEEERERNT.

Qualification Matches follow the Match Schedule

<T11>

BXBHMED2MNHEE,

Each Team will have at least six_ Qualification Matches

<T12>

REERGSTEREOAER, (FRREBEERK
BRI,

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



https://www.vexrobotics.com/push-back-manual#headreferee
https://www.vexrobotics.com/push-back-manual#driveteammember
https://www.vexrobotics.com/push-back-manual#headreferee
https://www.vexrobotics.com/push-back-manual#eventpartner
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#eventpartner
https://www.vexrobotics.com/push-back-manual#fieldperimeter
https://www.vexrobotics.com/push-back-manual#qualificationmatch
https://www.vexrobotics.com/push-back-manual#matchschedule
https://www.vexrobotics.com/push-back-manual#team
https://www.vexrobotics.com/push-back-manual#qualificationmatch
https://www.vexrobotics.com/push-back-manual#qualificationmatch
https://www.vexrobotics.com/push-back-manual#team
https://www.vexrobotics.com/push-back-manual#allianceselection
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ERERRA - RARERS]
GENERAL GAME RULES - QUICK REFERENCE GUIDE

$R4ZFERB Tournament Rules

<T13> | HHUEZRFFREFRL Qualification Match tiebreakers
<T14> |NEBEZENHHAHBRLD Small tournaments have fewer Alliances
<T15> |IRSBERKRDEBERER Send a Student representative to Alliance Selection
<T16> giﬁ%ﬁﬁﬂﬁﬁﬁﬁi&ﬁqJR“E%&ia%%bu)\—;ﬁ‘(Hﬁ% Each Team may only be invited once to join one Alliance
<T17> | ARERDAEHERET Elimination Matches follow the Elimination Bracket
<T18> AAEES —BERBR) B I=8misH) EIin"Lination Matches are a blend of “Best of 1” and “Best
B of 3
<T19> | AABETFREETHERRERLH Ties in Elimination Matches lead to limited rematches
<T20> |KEEEBRRH Skills Match Schedule
21> REEPkE IS RN R IR RS E (Head-to- | Skills Challenge Fields do not require the same
Head) 1&ithiBEIFVIECAECE modifications as the Head-to-Head Fields
<T22> |REEEEZIZEHNHZ Skills rankings at events
<T23> | 2IkfEEHER Skills rankings globally
<T24> |HEFENPRIEKIIARIEE Robot Skills at league events
123 A BEDKEEFRAI Robot Skills Challenge Rules
<RSC1> | KZEE R ThERA—RRRE Standard rules apply in most cases
<RSC2> |23 ARBEENGT S Scoring Robot Skills Matches
<RSC3> |23 AT REE s A BLIGHIER B Robot and Field setup for Robot Skills Matches
<RSC4> | $gef=ILEFRS Skills Stop Time



https://www.vexrobotics.com/push-back-manual#qualificationmatch
https://www.vexrobotics.com/push-back-manual#alliance
https://www.vexrobotics.com/push-back-manual#student
https://www.vexrobotics.com/push-back-manual#allianceselection
https://www.vexrobotics.com/push-back-manual#team
https://www.vexrobotics.com/push-back-manual#alliance
https://www.vexrobotics.com/push-back-manual#eliminationmatch
https://www.vexrobotics.com/push-back-manual#eliminationbracket
https://www.vexrobotics.com/push-back-manual#eliminationmatch
https://www.vexrobotics.com/push-back-manual#eliminationmatch
https://www.vexrobotics.com/push-back-manual#matchschedule
https://www.vexrobotics.com/push-back-manual#robotskillsmatch
https://www.vexrobotics.com/push-back-manual#field
https://www.vexrobotics.com/push-back-manual#robotskillsmatch
https://www.vexrobotics.com/push-back-manual#skillsstoptime
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ENRE

IPHSERE
MIDDLE SCHOOL TEAM LIST

T B EE pa| BRRRIEE
No. Name of School / Organisation No. Name of School / Organisation
Number Number

HEEEPS FPEITNRAEBABBEGRAR

! 70909C Chi Lin Buddhist Secondary School 15 2636C Matt's Robotics Craft Workshop Limited

18 3

ﬁmwaﬁ+&(§%) S W

2 22642S Singapore International School 16 24799D - )

Carmel Divine Grace Foundation Secondary School
(Hong Kong)
f=:c} 3

ﬁMﬁ@%;&(§%) 753 E

3 226427 Singapore International School 17 24799G . .

Carmel Divine Grace Foundation Secondary School

(Hong Kong)
RE=[RREARDS L

4 5039C TWGHs Chang Ming Thien College 18 3297B Brainchild Limited
RE=[TREARPE BERHR(FB)BRAT

5 5039D TWGHs Chang Ming Thien College 19 86254X Capmi Technology Limited
RE=[RAFHLESHE MRS BRI

6 15383C TWGHs Yau Tze Tin Memorial College 20 76275D Harrow International School Hong Kong
RE=[REFHLESHE BEeRERTE

/ 15383K TWGHs Yau Tze Tin Memorial College 2 4275C CMA Choi Cheung Kok Secondary School
SRR BEEREETS

8 48154 Chang Pui Chung Memorial School 2 4275Y CMA Choi Cheung Kok Secondary School
SRR SR BEERERRE

2 48158 Chang Pui Chung Memorial School z 4275H CMA Choi Cheung Kok Secondary School
RIS R E YDk

10 4815C Chang Pui Chung Memorial School 24 66613H Sha Tin College
(sl BEEMRERBE RS

1 5589A The Methodist Church HK Wesley College 25 3102A HK Joint School Technology Education Association
BraEhg BEEHREREEHE

12 55898 The Methodist Church HK Wesley College 26 31028 HK Joint School Technology Education Association
7 37 475 2 NE ap/E e

13 2636A ZFIF:..ﬁ/J\%_ZI'%%%A?&%EFE A_E. 7 5228A REHBIHHE .
Matt's Robotics Craft Workshop Limited Kwok Tak Seng Catholic Secondary School
FEETNRTEBABBERAE FREERR

14 26368 Matt's Robotics Craft Workshop Limited 28 85202M China Holiness College
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ENRE

EPESERE
HIGH SCHOOL TEAM LIST

T BN ETE pa| BN ETE
No. Name of School / Organisation No. Name of School / Organisation
Number Number

REEERAHE RETBEIRER

T 4694A Baptist Lui Ming Choi Secondary School 16 762758 Harrow International School Hong Kong
REE AR MRESBBIRER

2 46948 Baptist Lui Ming Choi Secondary School v 76275C Harrow International School Hong Kong
RIEg 2SR EBEPRER

3 4694C Baptist Lui Ming Choi Secondary School 18 936A Hong Kong International School

3 =)
4 3297A  |Brainchild Limited 19 9368 EEEMER :
Hong Kong International School

HERK(EB)BIRQE BHHEEESR

5 862548 Capmi Technology Limited 20 936C Hong Kong International School
RAEEMEERESHE - .

6 18180A Caritas Tuen Mun Marden Foundation 21 936D ERERSR .

Hong Kong International School

Secondary School
FREERR BEEMREHRBE RS

/ 85202R China Holiness College 22 10368A HK Joint School Technology Education Association
FRECERR EBHERER

8 852021 China Holiness College 2 212621 International Christian School
HEEBER BIEBERAT

9 23133A Christ College 24 7602K KrossLink Limited
HEEEPS FEETNRAEBABBEERAF

10 70909A Chi Lin Buddhist Secondary School 25 2143A Matt's Robotics Craft Workshop Limited

1 4975V BEEEEEPS2 2% 24138 TEETNRAEBABEERLE
CMA Choi Cheung Kok Secondary School Matt's Robotics Craft Workshop Limited
BEERERRE BHBIFERS

12 4278 CMA Choi Cheung Kok Secondary School 27 A4249A Pui Ching Middle School
BEERERERS EEERR

13 42752 CMA Choi Cheung Kok Secondary School 28 11618A Renaissance College
BERE () EIER

4 59805A Fukien Secondary School (Siu Sai Wan) 2 11618E Renaissance College
IRREBEPRER YD EHERE

15 76275A Harrow International School Hong Kong 30 79623A Sha Tin College
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EPHESERE

HIGH SCHOOL TEAM LIST

T BN ETE pa| BN ETE
No. Name of School / Organisation No. Name of School / Organisation
Number Number
mEhE TEITAE SRR
31 20250A South Island School 41 3708E Victoria Shanghai Academy
BISINFI B L s /R s
N=D | =<}
32 | 11455A |St. Margaret's Co-educational English 42 a7osx  |ELESRIERER
) Victoria Shanghai Academy
Secondary and Primary School
HEIMBEXESR TEITAE S ER AT
3 21169 Stamford American School Hong Kong 43 37082 Victoria Shanghai Academy
HBIMBEXESR TEITAE S ER L
34 21170k Stamford American School Hong Kong a4 3708v Victoria Shanghai Academy
HARHTIBEERER OB SR
35 217w Stamford American School Hong Kong 45 481°R Chang Pui Chung Memorial School
BBEMNEEERSR ROBIAESRE
36 21172A Stamford American School Hong Kong 46 4815E Chang Pui Chung Memorial School
RBAREHBR RE=froRFARHE
37 12305A Tung Chung Catholic School 47 S039A TWGHs Chang Ming Thien College
RBAREHBR RE=ProRFARHPE
38 123058 Tung Chung Catholic School 48 50398 TWGHs Chang Ming Thien College
RBARTHBR RE=IRFERPS
3 12305C Tung Chung Catholic School 49 3788X TWGHSs Li Ka Shing College
RE=[REFHLESHE EERS
40 15383Y TWGHSs Yau Tze Tin Memorial College S0 854104 Hon Wah College
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B2EHME H2E 3 fiAHGET A LER
SCIENCE PARK LOCATION MAP
(WITH PUBLIC TRANSPORT LOCATION)

0t #5748 1228 Tolo Highway

InnoCelI.\ /

_ | Kowloon Motor Bus (KMB) fL.BEEE =+ m Green Minibus #27 Z4%/)\B275%

o Tsuen Wan West WR / Hong Kong Science Park Between Sha Tin Station ER (Pai Tau Street)
ZEARHL / HEANEE and Hong Kong Science Park

272K « University Station ER / Hong Kong Science Park EREFHY AL (HEEd) HEBR2EH
RBALU ) BEBHEE

272S* o Diamond Hill MTR / Hong Kong Science Park
AL EEREE

974p*« ¢ WuKai Sha Station MOS / Tai Po Industrial Estate

BHERZD ) KIBIER

43P & 2728 bus services are available during rush hours from Monday to Saturday only.
43PR2272S R B HA—E R RITRS IR AR

**

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.
274PELIMUN BAR SRR, WRNER—E/F L (07: 25-08: 00) RARSE.
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EiE LS
HETHPSITREES
WALKING ROUTE TO VENUE BY BUS

1. TEZRFTT 2. EFiB EHFEHEN15W 3. BREETT

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

4. BIBIFEFIEI12W 584, HIT 6. IKIBFIFIGE, #EGrand 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.




EiE LS
B/hBuhP1 Eﬁﬁﬁ%
WALKING ROUTE TO VENUE BY MINIBUS

e e T } 2 ’ . =i .
1. FEEEEIT 2. EIRFEHENT2W SﬁﬁﬁFﬁ BT
After getting off, walk backward. Take the escalator to enter 12W. Go through the glass door

and walk straight.

4. EBF_EREF, #WEETT 5. IIBFIAIAE, #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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ASIAN ROBOTICS LEAGUE FUND
TMESE \BEEEES

TS AR EE SR 2015 AL (BEERRRSTE IRNo0.091/10874), EEAZE MEIH.

B#. 8741 RS, FHRAINMNIBHESN, BRmasdatie. B, T2, S#EMSTEM

B, RMEHHUBARESHE, IFIALEREZENTRSTE, WEESLENSARE, 2
BEZARAA, AR HEEMEEEH,

<1

HENZth RERXR :
i rril o4

Rt 2 8Mh
gg; &4 B % 52 9 AII’HE:ESIE B 37 fl 86,0000 (ol
WiALLE ~ EWALE U Rpide | REG i
RSHBR
iﬂ4.500ﬁﬁ
B M Contact Us I Website  https://www.arlfund.org

EE%H%%%AH%E@_%%%% E5 TEL +852 2676 8117
Asian Robotics League Fund EE Email info@arlfund.org
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e BITHENS ARhiia

Organiser Implementation Organisation Funding Organisation

L3 /\QE * hkpc TU Y #7 #+ 3% &

ASIAN ROBOTICS LEAGUE FUND
THRBABBRESS S Innovation and Technology Commission

ZiFHE (HBaF597%E)

Supporting Organisations (in no particular order)

O wrmsinnz  ATLE p)

K | /’ Digital Policy Ofﬂce

EEEELERE HONG KONG
The Hong Kong Association COMPUTER SOC'ETY
H for Computer Education

Society of
Artificial Intelligence and Robotics %D F‘ rﬂ Fﬁ

B8 A TSpemse A Bg iNNO S PAC E
e Fhikepe”




