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Capelli Sports Inspire   ●   Season 1   ●   Official Rules


 
	WHAT THIS GAME IS ABOUT
· The robot picks up colored cubes and delivers them to matching colored bays.
· RED cubes go to the RED bay. GREEN cubes go to the GREEN bay.
· There is also a BLUE cube — the robot must NOT move it.
· After delivering, the robot drives back to the Finish zone for a bonus.
· The robot works on its own — no remote control. The match is 150 seconds.


1.  The Story
Just before a big match, the team's equipment is still in the lockers. Your robot is the helper that delivers the equipment to the right places.
RED equipment goes to the team's home zone. GREEN equipment goes to the training zone. The BLUE equipment must stay in storage and should not be moved.
2.  The Field
2.1  Start / Finish Zone
· Marked by a blue arrow panel at the bottom of the field.
· The robot starts fully inside this zone (base should be inside, clamp/arm/cables could be outside).
· At the end of the match, the robot should finish on the left or right circle in the middle of the map (counted if fully or partially in, at least one tire inside the finish zone).
2.2  Lockers (Pickup Spots)
· There are 4 lockers — one in each corner of the field.
· Each locker is a yellow square with an orange center.
· Before each match: 3 of the lockers hold cubes the robot must deliver (RED or GREEN). The 4th locker holds the BLUE cube that must NOT be moved.
2.3  Delivery Bays (Drop-Off Spots)
· RED bay (HOME): the robot delivers RED cubes here.
· GREEN bay (TRAINING): the robot delivers GREEN cubes here.
· Important: a cube only counts if it is FULLY inside the correct bay. If partially in no points will be awarded).
3.  The Cubes
· All cubes are the same size: 5 × 5 × 7 cm.
· RED and GREEN cubes: the robot delivers these.
· BLUE cube: must stay in its locker. If the robot moves it, points are lost (see §7).
4.  Before the Match Starts
1. The student picks one of the 8 combination cards. The card shows where each cube goes.
2. The referee places the 4 cubes on the field according to the card.
3. The student checks that the placement is correct.
4. The student places the robot fully inside the Start zone.
5. The referee says: "3… 2… 1… GO!"
5.  Robot Requirements
5.1  Allowed Robots
· Robots from Makeblock (mBot2, CyberPi, etc.).
· Battery only. No external power.
· No sharp parts, no flames, no liquids, no projectiles.
5.2  Robot Size
When all moving parts are fully extended, the robot must fit inside this size:
· Length: 250 mm maximum
· Width: 200 mm maximum
· Height: 200 mm maximum
· Wheel diameter (with tyres): 70 mm maximum
The robot is checked with all moving parts at their maximum extension.
6.  How to Play
Before the match starts, calibration and an ultrasonic sensor test may be performed, controlled by the student under the supervision of the judge. 
6.1  Autonomous Only
After GO, the robot must run by itself. The student is NOT allowed to:
· Touch the robot.
· Use a remote control or joystick.
· Move any cube by hand.
· Adjust anything on the field.
6.2  Cube Handling
· The robot may push, pull, drag, or carry cubes.
· The robot must not damage the field or the lockers.
6.3  Delivering Cubes
6. The robot drives to a locker.
7. It picks up or pushes the cube out of the locker.
8. It drives the cube to the correct bay (RED to RED, GREEN to GREEN).
9. The cube is delivered when it ends FULLY inside the matching bay.
10. If partially in, no points will be awarded.
11. The robot repeats this for all 3 mission cubes.
12. After all deliveries, the robot drives back to the Finish zone.
7.  Scoring
7.1  How to Earn Points
· +20 points for each cube delivered to the CORRECT colored bay.
· +10 points if the robot is partially or fully inside the Finish zone at the end.
· +10 points if the BLUE cube is exactly where it started (untouched).
7.2  How to Lose Points
· −10 points for each cube delivered to the WRONG colored bay.
· −20 points if the BLUE cube ends up FULLY outside its locker.
· 0 points if the BLUE cube ends up partially outside its locker (still touching the yellow square).
7.3  Maximum Score
If everything goes perfectly:
· 3 correct deliveries: 3 × 20 = 60 points
· Finish zone bonus: +10 points
· BLUE cube untouched: +10 points
· Total: 80 points
8.  When the Run is Voided
The match score becomes 0 (run voided) if any of these happen:
· Anyone except the referee touches the robot, the cubes, or the field after GO.
· The student uses a remote, joystick, or any kind of manual control.
9.  When the Match Ends
· The match ends when 150 seconds are up, when the referee says "STOP."
· The student can end the match by saying “STOP”. After confirmation from the referee, the student may touch the robot. 
· The robot must stop moving immediately (When the referee mentions the end of the round, the student can touch the robot to stop the program).
· The referee then checks each cube and the BLUE cube position.
· The referee writes down the final score.
10.  Rounds and Ranking
· Every team gets 2 runs.
· The best score of the 2 runs is used for ranking.
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