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AgRobotics Rules
Last revised: 10/31/24

CONTEST OVERVIEW
The AgRobotics contest is a robotics competition where teams design, build, and
program a Lego robot to complete challenges autonomously and score points in a
timed match. The theme and challenges change each year, but all are focused on some
aspect of agriculture.  

Each team will decide on their challenge strategy and will launch their robot from a
designated home base. The robot will be programmed to move outside of that base
and attempt to complete challenges within the given timeframe.

RULES
NOTE: Please refer to each contest host for eligibility and additional rules not outlined
in this document. For contests that take place at a major livestock show, please refer to
their respective premium list (aka exhibitor handbook) for additional rules. Your County
Extension Agent or Ag Science Teacher can assist you. Please relay any questions you
have about this contest through those channels.  

The remainder of this document includes general contest rules as well as the current
theme challenge rules.  

Contest officials reserve the right to make updates to these rules throughout the year
as needed and without advance notice. Please reference the “last revised” date at the
top of this document to ensure you have the latest version. Contest officials may clarify
rules during the contest in order to maintain the intent, objectives, and integrity of the
game.

This is a “live”, view only document on Canva.  In order to download a copy for printing,
you may be required to create a free Canva account.



CONTEST FORMAT AND SCORING
Each year, a new agricultural theme for this contest series is released in September.
The contest will consist of a set of known and unknown challenges that the robot must
be programmed to complete autonomously. This adds an element of unpredictability
that mimics real-world conditions, where farmers and agricultural technologists must
often adapt to unexpected circumstances.
The design of the game and designated number of challenges will be released in
September each year. There will be approximately 5-8 known challenges and 1-4
unknown challenges.

Known challenges will be released in September, and the unknowns will be released on
the day of the contest. Unknowns may be different from contest to contest; however,
knowns will remain the same throughout the school year.
Teams must build and program their robot for known challenges prior to the contest.
On contest day, the unknown challenges will be revealed, and teams will be given 90
minutes to build, program, and test the robot for known and unknown challenges.

Any updates and rule clarifications will be posted on the same website. Teams are
encouraged to check the website prior to each contest. Modifications or clarifications
will be highlighted and dated.

Below is an example of a typical contest schedule:
Team check-in
Orientation (30 min)
Coach Time (10 min)
Build Time (90 min)
Match Play 
Announcement of Finalists
Finals
Awards

On the day of the contest, teams will practice and compete on the same game table. If a
team has to be relocated for finals or some other reason, time will be given to the team
to test their robot on the new table.  
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Point values for each game challenge will vary depending on the level of difficulty.
Penalties will also depend upon challenge design, but examples may include: knocking
over pieces, restricted human interaction with robot or game pieces, excessive
retrievals, etc. 

Teams will have two preliminary matches, and points from both will be added together.
Additionally, a teamwork score will be assessed by judges during the competition and
added to the match total to form the preliminary team score. The preliminary team
score determines qualifiers for finals. 

The preliminary team score will be carried over to the finals where teams will compete
in two additional matches.  Those 2 match scores will be added to form the final team
score.  The top five teams in each age division will advance to the final match. If there
are fewer than five teams in an age division, no finals will take place.   Places 6 and
beyond are determined by the total preliminary team scores.  Each contest host (stock
show) determines the number and types of awards given.

After each match, the team captain will initial the score sheet, indicating agreement to
the points awarded. Once signed, the match score is final and cannot be challenged.
Scoresheets will be delivered to the contest tabulator who will review the score sheet,
correct any mathematical inaccuracies, and record the match score.  Video review
(from any source) is not allowed.

The contest results, as announced, will be final.
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GAME TABLE
The game table consists of two parts:

Base – made of 4’x8’ sheet of plywood or comparable material.
Rectangular Frame – made of 2”x4” (actual dimensions are 1.5” x 3.5”) lumber
attached on top of the base.  The inner dimensions of the frame are 45” x 93”.

  

One or more resource trays will be located outside and next to the game table.  The
trays will hold additional game pieces used during the match.  Contestants can pick up
or place game items into the resource tray once the match begins.  Teams may place
those game pieces onto their robot or in the Player Zone (see definition below) as
allowed.  Neither the tray(s) nor the game pieces it holds are part of the playing field.  
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GAME MAT
A vinyl game mat will be placed flat inside the frame of the game table.  The game mat
will be approximately 45” x 93”.  It will generally consist of the following areas:

Player Zone – the area where the robot must launch from.  There is typically only
one player zone, but there may be more depending on the game design.  This is an
area where game pieces may be collected from and/or placed upon the robot for
retrieval/delivery.  
Robot Zone – the area outside of the player zone where the robot performs its tasks
autonomously.  Players are not allowed to touch game pieces.

THE ROBOT EQUIPMENT
Each team must supply their own equipment. Each team may only bring the items
and respective maximum quantity listed in the table below. Any extra equipment or
item that does not meet specifications will be returned to the team coach. No
infrared beacons (remote) or sensors allowed.

1.

All Lego® Mindstorm pieces must be in their original factory condition.2.
No 3D printed pieces are allowed.3.
Teams may use any software that facilitates autonomous movement of the robot,
so long as the robot is solely controlled by the programs stored on the HUB or
microSD card.

4.

No remote controllers of any type are allowed.5.
No computers or tablets may be brought up to the game tables during Build Time
or Match Play. Programming must take place at their individually assigned team
“pit” table. (revised 10/31)

6.

Note paper may only be used for note-taking purposes only. Teams may bring
notes to the game table during matches. The paper is not allowed to be used for
any other purpose (used on the robot for example).

7.

Teams are not allowed to bring their own game mat and/or pieces.8.
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ITEM
MAXIMUM
QUANTITY

Lego® Mindstorm® EV3, Spike Prime, or Inventor brick/hub
Portable, battery powered AC power station (must fit under
table work station)
3-pronged extension cord up to 25' (power is not provided at
SALE)
Plastic container or cardboard box for transporting robot and
attachments to and from game area

1 each

Laptop computer or tablet with programming software (Lego® or
non- Lego® is acceptable)

2

Lego® Mindstorm® EV3, Spike Prime, or Inventor: 
Building pieces (excludes brick/hub)
Battery
Motors
Ultrasonic sensor
Touch sensor
Light/color sensor
Gyro sensor

Unlimited

USB cable
Build Plans (paper or digital)
Backup laptop battery
Ruler or tape measure
Pencil/pen and notepad for design and note-taking purposes
Digital or printed game rules (study guides may not be used
during match play)

Unlimited
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BLUETOOTH AND INTERNET CONNECTIVITY
Bluetooth connections can be made and utilized during Build Time. It is not allowed
during the Match Play or Finals while the robot is on the playing field. 

1.

No internet connectivity will be provided. 2.
Teams are HIGHLY encouraged to ensure their computers’ operating system,
software/app, and robot firmware are up to date prior to the contest.  

3.

When teams check-in and are assigned to their “pit”, members and their coach
should test and resolve any connectivity/pairing issues.  

4.

Contestants should be well-trained on how to resolve Bluetooth or USB connection
issues.

5.

Teams are encouraged to create a unique name for their hub so that pairing is less
confusing and will minimize any mistaken pairings with other robots/computers.

6.

MATCH SETUP AND INSPECTION
Before the match begins, the robot and all its attachments must be placed and fit
into the boundary of the Player Zone for inspection by a contest official.

1.

The Player Zone is 11”x17”x12” (length/width/height).2.
To pass inspection, the robot and ALL attachments may not break the plane of the
Player Zone boundary nor be taller than 12 inches from the surface of the game
mat. 

3.

Once the official inspects and approves the size of the robot, team members may
set up their robot to prepare for the match.

4.

At all times during the match, the robot (including attachments) must not exceed
the 11”x17”x12” (length/width/height).  

5.

No game pieces found in the Resource Tray may be touched until the match begins.
The tray may not be used by the robot nor placed on the game table for any reason.

6.

Contest officials reserve the right to remeasure the robot after a match.  Any robot
deemed to exceed the dimensions will forfeit the match.

7.

TIP:  Build designs that use fewer parts can not only save you space for maneuvering
but may also save you time and present fewer mechanical/programming problems.
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RULES OF PLAY

1. The robot must be programmed to perform all challenges autonomously. 

2.
All parts of the robot, attachments, and game pieces must completely fit
within the Player Zone each time the robot is launched from the Player Zone.

3. Teams must pre-build and program a robot prior to the competition.

4.
Teams will report to the designated location and time for check-in and
submit their robot and additional pieces/equipment for initial inspection.

5.
After check-in, each team will be directed to a team pit (table and chairs)
where they can work on their robot and programming. In some cases, teams
may have to share a table with another team. 

6.
In some contests, electricity will be available. San Antonio will not have power
available. Teams are encouraged to bring a portable battery powered AC
power station.

7.
An orientation will be provided for all participants where superintendents will
review the challenges, rules and scoring.

8.
After orientation, each team will have 90 minutes of Build Time for additional
designing, building, programming and testing of their robot.

9.

Teams will practice and compete on the same game table.
In the case where a team has to move tables (example: for finals),
teams will be given a designated amount of time to practice on the
new table.

a.
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RULES OF PLAY (continued)

10.
If time permits, teams are allowed to make alterations to their robot design
and/or program between matches.

11.

When match play begins, teams must report immediately to the game table
when called. The robot must be powered up and ready for inspection when
they arrive at the game table. Failure to report to the game table and/or get
the robot to a ready-state (edited 10/31) in a timely manner may result in the
team forfeiting the match.

12.
Contestants may retrieve their robot at any time during the match without
penalty. When retrieved, the robot must be returned to the PLAYER ZONE. 

13. Contest officials will not assist with any retrievals.  

14.

When the contestant is retrieving the robot, he/she may do so any time
during the match in order to start/re-attempt challenges, but must not
manipulate, interfere, or intercept game pieces on the board during retrieval
*unless game piece is in robot’s possession - see Rules of Play #15-18. If
contestants physically alter where game pieces sit or land on the game
board during retrieval, they may be subject to penalties or disqualification
from the match. 

15.

Possession is defined as a game piece that is not touching the playing
surface and is under the control of the robot. Items in possession of a robot
may be retrieved once any part/piece of the robot has broken the plane of
the PLAYER ZONE boundary.

16.
If the robot is in possession of a game piece in the GAME ZONE, and the
robot is retrieved by the player, the game official will return the game
piece(s) to its original location/state.
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RULES OF PLAY (continued)

17.

A robot that has possession of a game piece may be retrieved during the
match. A robot that loses possession of a game piece during the match (ie -
robot drops piece outside of the player zone) the piece can no longer be
retrieved by contestants.

18.

A player is not allowed to touch any game piece except when the piece is
completely inside the PLAYER ZONE boundary, OR if the robot is deemed in
the PLAYER ZONE AND in full possession of a game piece(s).Once the piece is
deemed inside the PLAYER ZONE, contestants may remove the game piece
from the game table/robot and store it in the RESOURCE TRAY.

19.

If a contestant intentionally touches a game piece in the GAME ZONE, the
team will be given a 100-point penalty per occurrence. In such cases, the
piece will be returned to its original starting position by contest officials as
quickly as possible.

20.
All competing team members are allowed around the game table during
competition, and any member may touch the robot when necessary.

21. Teams not competing must remain at their tables or staging area.

22.
Good sportsmanship is always expected. This is crucial during practice times.
Practice time on the game table may be limited as build time progresses.

23.

Only registered contestants and designated contest officials will be allowed in
the robot Challenge pit areas. 

Due to space limitations, parents and other spectators must remain
outside the designated contest area. 

a.

Spectators may be allowed to enter the contest area during finals.b.

AGROBOTICS     
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RULES OF PLAY (continued)

24.

Teams that experience equipment malfunction(s) may not replace the
equipment with supplies outside the contest area (from leaders, volunteers,
CEA, AST, or contest officials). Instead, team members must work together
and be creative in completing preparations without the
malfunctioning/missing equipment or visit with other teams to borrow the
needed part.

25.
Depending on the challenges, contest officials may allow or require teams to
use non-lego items in the design of the robot. In such cases, details will be
outlined in the game release and/or orientation.

26.

Coaches will be permitted to meet with their team for a 10-minute time period
prior to build time and following orientation. This time should be used to help
team members develop a plan and foster positive youth development and to
ensure proper Bluetooth/USB connections. 

27.
No cell phones or other types of communication devices are allowed in the pit
or contest areas. Exceptions include medical devices. 

28.

During Build Time and Match Play, contestants are not allowed to
communicate with anyone outside of the contest (coaches, parents, siblings,
etc.). Exceptions include medical emergencies. Contestants are welcome to
ask questions to contest officials or other contestants.

29.
A match will be 3 minutes in length. The official timekeeper and announcer
will have a countdown to start and stop. Any activities performed by the robot
after time has been called will not count for points.

30.
Any structures built by the team or game pieces cannot be placed onto the
ROBOT ZONE by human players but may be permitted to be placed by the
robot so long as it is done autonomously and is permitted by challenge rules.

AGROBOTICS     
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RULES OF PLAY (continued)

31.

Tie-breaker procedures/order will be as follows:
Highest total teamwork scorea.
Highest total preliminary match scores (does not include teamwork)b.
Highest individual preliminary match scorec.
Contest officials will determine additional measures if a tie persists.d.

32.
Any contestant, coach, or spectator that becomes disruptive or does not
exhibit sportsmanship, may be removed from the contest area at the sole
discretion of contest officials and/or show (host) management.

33.
Teams must clean up their pit areas prior to the awards ceremony. Teams
not advancing to finals are free to leave once their pit area has been cleaned
and are dismissed by contest officials.

34.
Final rankings will be shared with the contest host for them to post or
distribute following the contest.

Coach’s Pre-Contest Checklist 
Does your team have all the parts to their kit/laptop/tablet? (cables, chargers,
batteries, etc.)?
Does their robot connect to the computer/tablet via Bluetooth or USB?
Can your team download programs onto their robot?
Does anything need charging?
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2024-2025 THEME:  
Coastal Cultivators

Introduction
Get ready for an exciting adventure with this year's AgRobotics contest theme, "Coastal
Cultivators"! Dive into the dynamic world of coastal agriculture and aquaculture, where
you will tackle real-world challenges using cutting-edge robotics. From mastering
navigation at sea to enhancing sustainable seafood production, each task is designed to
spark your creativity and test your tech skills. This thrilling theme not only connects you
with the critical role of coastal ecosystems in our global food supply but also empowers
you to innovate for a sustainable future. Gear up, young innovators—let's make waves
with technology at the forefront of agriculture!

Known Objectives
Navigating the Sea
Desalination Pipeline Replacement
Turn the Valve
Feed the World Etouffee!
Collect and Deliver Fruit Baskets
Collect and Deliver Pecans
Sea Turtle Rescue
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The game mat image shown above is available for teams to download (PDF) and printed
at a source of your choosing.  It will also be available to order at Geyer Instructional
Products (search “AgRobotics”).  Direct link to Geyer’s Coastal Cultivators game mat:
LINK

The Player Zone for this game is the Dock.  Everything outside of that is the Robot Zone,
which consists of the following areas:

Barges 1-5
Trash Island 1 and 2
Compass
Desalination Plant
Rice and Crawfish Field
Water Reservoir
Fruit Orchard
Nesting Habitat Restoration
Sea Turtle Nesting Ground
Pecan Orchard
Nature Rehab Center

14

Game Mat Design/Layout

https://texas4-h.tamu.edu/wp-content/uploads/robotics_game_mat_2024_2025.pdf
https://www.geyerinstructional.com/agrobotics2024?showHidden=true
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Block
Zone

Sequence
(Example)

Blue 11

Red 3

Green 7

Orange 9

Navigating the sea is a difficult and challenging part of the agricultural trade industry.
Importing and exporting goods is vital to feeding the world.  In this challenge you must
demonstrate your skills by navigating a prescribed course within the Compass.

Setup:  
The robot must travel autonomously from the Dock and enter the center red ring of the
Compass before starting the navigation sequence that is provided at the contest.  This
sequence will change at each contest.  Four 1" foam blocks will be available in the Resource
Tray.

Scoring Rules:
The robot must drop a single block inside the designated zones in the color and zone
sequence provided.  The robot must remain within the outer red circle of the Compass when
placing blocks onto the game mat.  The block must not be touching any white or red lines of
the zone boundary.  The color sequence for all contests will be blue, red, green, and orange.
In other words, the blue block will always be placed first, followed by red, then green, then
orange.  A new zone sequence will be announced at each contest.  All 4 blocks must be
delivered in a single attempt.  Any Lego container used in the delivery of a game piece is
subject to the same boundary rules as the game piece itself.  (added 10/31)

Points:
Each correct block = 100 points 
All correct = 500 points (includes 100 point bonus)
Not completed or Attempted = 0 points
Points will be awarded once the robot exits the Compass (autonomously or by Player
retrieval)

Known Objective 1:  Navigating the Sea

Example zone sequence:  11, 3, 7, 9.  In this example, the blue block is placed in zone 11 first, followed by red in zone
3, green in zone 7, and orange in zone 9.

All blocks are in
correct zones,

assuming colors were
placed in the correct

sequence.

Blue is not completely in
zone 11, red is not in zone

3, green is touching
boundary, orange is
outside of zone 9.

(not to scale)
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A recent hurricane has knocked out a section of pipeline from the Desalination Plant to the Water Reservoir.  A
maintenance barge is stationed in that location and workers await your replacement pipeline delivery.  Use your
robot to autonomously deliver the replacement pipe to the maintenance barge. 

Setup:  
The cutoff riser (pipe) will be located in the Resource Tray at the beginning of the match.  The barge (black box) will
be centered in the red rectangle in between the two sections of pipeline and secured to the game mat using 3M
Command Strips.

Scoring Rules:
The pipe must be placed fully inside the barge (black box).  The pipe must not extend outside of the box.  If the
pipe delivery is unsuccessful, a Player may pick up the pipe and retry the objective without a touch penalty.
In such case, the robot and pipe must return to the Dock prior to the subsequent attempt.

Points:
Delivered on first attempt = 100 points
Delivered on second attempt or more = 50 points
Not attempted or delivered = 0 points
Points will be awarded at the time of completion.

Known Objective 2:  Desalination Pipeline Replacement
Prerequisite to Known Objective 3

Side View

(not to scale)
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Now that you have replaced the pipeline, we can resume the freshwater flow to the reservoir.  Use your
robot to turn on the valve at the Desalination Plant.

Setup:  
The spinner will be centered on the orange dot and secured to the game mat with a 3M strip. A colored
indicator (sticky dot, permanent marker, etc.) will be placed on one arm of the spinner to track rotation.  

Scoring Rules:
Your team must first successfully complete Known Objective 2 before attempting this challenge. 

The robot must turn the valve (spinner) clockwise for a minimum of one revolution.  The judge will use
the colored indicator to determine if the spinner has completed at least one full revolution.  Teams will
not be penalized for errant spinning (wrong direction) but must complete one full clockwise revolution to
receive points.

Points:
Completed = 100 points
Not completed or attempted = 0 points
Points will be awarded at the time of completion.

Known Objective 3:  Turn the Valve

1 full,
clockwise
revolution
completed

 Not a full
revolution 

spun the
wrong

direction
(counter-
clockwise)



What’s better than a good bowl of crawfish etouffee?  Let’s gather the main ingredients to send to our seafood
restaurant suppliers.  Send your robot autonomously to collect crawfish and rice bags located in the Rice and
Crawfish Field and deliver those to Barge 1.

Setup:  Four mini cornhole bags will be randomly placed inside the red, rectangular boundary of the Rice and
Crawfish Field at the beginning of the match.  

Scoring Rules: 
The robot must retrieve the game pieces from the Rice and Crawfish Field and deliver the items to Barge 1.  Items
must be placed inside the barge and once placed, the piece cannot break the plane of the red boundary.  Any Lego
container used in the delivery of a game piece is subject to the same boundary rules as the game piece itself.
(added 10/31)

Points:
Each bag delivered = 25 points
All bags delivered = 100 points
Not attempted or delivered = 0 points
Points will be awarded at the end of the match

Known Objective 4:  Feed the World Etouffee!

AGROBOTICS     
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Fruit is in high demand all across the country and the time is right for picking!  Use your robot to collect the crates
of fruit and deliver those to Barge 4.

Setup:  Two wood baskets with apples will be placed in the Fruit Orchard centered on the yellow dots at the
beginning of the match.  For matches, the apples will be secured inside the basket (for practice purposes, the
apples are for aesthetics only and to designate a full or empty basket).  Two empty wood baskets will be placed in
the Resource Tray at the beginning of the match.  (added 9/30/24)  The full baskets will be oriented as shown in
the picture below. 6 marbles will be placed and secured inside the full baskets to add weight/stability. Two cotton
balls will also be secured on top of the marbles for easier apple placement.

Scoring Rules:
The robot must retrieve and deliver the items to Barge 4. When transported, the baskets must not touch the
Robot Zone part of the (added 10/31) game mat until delivered directly (deleted 10/31) to Barge 4.  Full baskets
must be placed inside the barge and once placed, the piece cannot break the plane of the red boundary.  The
baskets must be placed in an upright position.

Empty baskets must be delivered from the Dock into the boundary of the Fruit Orchard.  When transported, the
baskets must not touch the game mat until delivered.  Once placed, the basket(s) cannot break the plane of the
red boundary. The baskets must be placed in an upright position.  Any Lego container used in the delivery of a
game piece is subject to the same boundary rules as the game piece itself. (added 10/31)

Points:
Each full basket = 100 points
Each empty basket = 25 points
All basket delivered = 250 points 
Not attempted or delivered = 0 points
Points will be awarded at the end of the match

Known Objective 5:  Collect and Deliver Fruit Baskets
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The pecans have been harvested and are ready for you to collect and deliver to the Barge 2.

Setup:  
Two burlap bags, filled with 5 marbles and tied closed, will be randomly placed inside the red,
rectangular boundary of the Pecan Orchard at the beginning of the match.  

Scoring Rules:
The robot must retrieve the bags from the Pecan Orchard and deliver the items to Barge 2. Items must
be placed inside the barge and once placed, the piece cannot break the plane of the red boundary.  Any
Lego container used in the delivery of a game piece is subject to the same boundary rules as the game
piece itself. (added 10/31)

Points:
Each bag delivered = 25 points
All bags delivered = 50 points 
Not attempted or delivered = 0 points
Points will be awarded at the end of the match

Known Objective 6:  Collect and Deliver Pecans

(not to scale)
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Sea turtles are considered a keystone species.  That means when they disappear, it will have a big impact
on other aquatic life.  In a tragic turn of events, some sea turtles off our coast have become entangled in
trash located in what ecologists are calling Trash Island 1.  Rescue these animals and take them to the
Nature Rehab Center so they can be rehabilitated and released back into the ocean.

Setup:  
Two sea turtles will be randomly placed inside the red, circular boundary of Trash Island 1 at the
beginning of the match.  

Scoring Rules:
Collect turtles and deliver each to the Nature Rehab Center.  Turtles must be placed on the game mat
and inside the red, rectangular boundary (the plane of the red boundary cannot be broken by the game
piece).  Turtles must be placed in an upright position.  Any Lego container used in the delivery of a game
piece is subject to the same boundary rules as the game piece itself. (added 10/31)

Points:
Each turtle delivered = 100 points
All turtles delivered = 300 points (includes a 100 point bonus)
Not attempted or delivered = 0 points
Points will be awarded at the end of the match

Known Objective 7:  Sea Turtle Rescue

(not to scale)
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Game Piece Supply List

Product Description
Number of Pieces Used in

the Game
Suggested

Purchase Link

1" Foam Blocks 
(Red, Orange, Green, Blue)

1 each color LINK

Black Utility Box 1 LINK

1/2" Cutoff Riser (6" long) 1 LINK

Fidget Spinner 1 LINK

Mini Cornhole Bags 4 LINK

Wood Basket 4 LINK

Mini Toy Apples (optional) TBD LINK

Burlap Bag (2..7" x 3.5") 2 LINK

14 mm Marbles 10 (5 for each burlap bag) LINK

3M Command Strips TBD LINK

Sea Turtles 2 LINK
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https://www.amazon.com/hand2mind-Preschool-Manipulatives-Classroom-Elementary/dp/B01J6EWJTA/ref=sr_1_1_sspa?crid=CXCSE083J4SZ&keywords=small+foam+block&qid=1662132718&sprefix=small+foam+block%2Caps%2C78&sr=8-1-spons&psc=1
https://www.amazon.com/Bostitch-Konnect-Organizer-Accessory-Desktop/dp/B08JZHC71J?psc=1&pd_rd_w=4t2lk&content-id=amzn1.sym.55c0153f-1fb7-42ff-8241-d1c0f3732289&pf_rd_p=55c0153f-1fb7-42ff-8241-d1c0f3732289&pf_rd_r=G68901EQHKKP9F9PPDFW&pd_rd_wg=QISc9&pd_rd_r=f7c5aa92-e200-4a9c-a4c8-1033491a02fd&ref_=sspa_dk_detail_1#customerReviews
https://www.amazon.com/Orbit-37069-Poly-Cut-Off-Riser/dp/B00E1N8XQU/ref=sr_1_1?crid=34SL0NDHO14YP&dib=eyJ2IjoiMSJ9.zaiqV0TeAaIGd_xLKXnNi9JyiC42FvRcBPOfJH3mIOtXZeQStVrYstkKnF3DAwpJgnE0vMQzwQxksict-xvbb6Wx9wkGCr3oRCKirsikN8AWSEfyPM4hZY3SY9q9FD_ot-cSDnKVOFztWVgUg27A3FKDH5ukN0mDCNCBA2Q6766LV1-d4z4yeDvdTFc910X9zgSBT9d9MLCZjiVYQldYTiAkZ4vtAv7-8n5MT6losGPC9IXHQftEXot-8HhvxTAVN43x95mmmMvRXsA17gdtiXJK1oRi3jRaiMtpcp5ovJs.OIHYc6su4FjBRI7_kgNYiR-g7K9OiQlxbWJjH8bgrPU&dib_tag=se&keywords=6in+cut+off+riser&qid=1723750195&sprefix=%2Caps%2C105&sr=8-1
https://www.amazon.com/MAGTIMES-Rainbow-Anti-Anxiety-Spinner-Relieving/dp/B072LNQBZT/ref=sr_1_5?crid=2UJ7RQ1NH0DTV&dib=eyJ2IjoiMSJ9.fkYA6yTYhMlREHelXiRaLQJZxI0mixbJbXL5zTlOmGPBJWnaN4rgvS2Cw14-in-7OtlghT8OaRmZTaDE-wf6SxgwYHDL3lrOlZMQjZi5Evu1krmPyvqLwBX06BycaqKbHrrF-lNCOYN2id-
https://www.amazon.com/Embroidery-Zevotek-Inch-Cornhole-Replacement/dp/B074XBWHK9/ref=sr_1_4?crid=84RUV6V1IGD&dib=eyJ2IjoiMSJ9.KHPSO7Tmae57sVAyI7omcF0PFRyElaZ8UENRBcd0BQ1LwptdcAWkYuQl-CHyuig0bSSg4vW3DDBwjYElk1OnMPxhBPKWSeVe0KB_9iOTleVJfz4mjhZP-O39VFpe1uNCZN2j1RJWDsRiNgoR6HkAtmdDe_7Zw7PzGaZCTQZQev9whu1w81meSTT2DmNmVTQ9e6ViAUneOgYah_mgHqwN0GpHT2_y9oS9O3vsRKsZ_K4U7u57zleA3-fZ7wrpoI1YtFGgV95J-9Qb8-bokSE5d1Z-jj5dTRlmidZtpA0EaVA.tmFMhhoG2YCm7Mc6d8b_x5SBBqf-eKSJgKRUVFdGVKA&dib_tag=se&keywords=tabletop+cornhole+bags&qid=1722448886&s=sporting-goods&sprefix=tabletop+cornhole+bags%2Csporting%2C153&sr=1-4
https://www.amazon.com/gp/product/B0CQKP8YZ9/ref=ox_sc_act_title_1?smid=AKSBSWIZA3PX&psc=1
https://www.amazon.com/gp/product/B09MPJY3WS/ref=ox_sc_act_title_1?smid=A3PK4HXA1VDYEE&psc=1
https://www.amazon.com/ZISUEX-Drawstring-Christmas-Wedding-Packing/dp/B0C1MWVWXX/ref=mp_s_a_1_4?crid=1ICUGODEGIAAN&dib=eyJ2IjoiMSJ9.eVjB8B5swidFqAV-xXJDT24dSXHRf6iLPBUQW7uDJesR-Zo7ASyEmI0OD8Zvhiu5W2dG72R7UZp37cm2j1cZEoJIm2ppBkeocaLBYodv6y7_rQOhVLqaSSeRxhpS44zWUj-m_Fl7_XiU3CFqDzUmjlVHzXgOflROZwLcnH__KvOZTUFmz0DKy8INnTpD-4l9JdqJ9Q2oCnr_c7EqpCrSvw.Qt4htoiPfKVvaPIsqUMTQop-f3aldS-bn3tV_MQQa_U&dib_tag=se&keywords=small%2Bburlap%2Bbag&qid=1719626096&sprefix=small%2Bburlap%2Bbag%2Caps%2C205&sr=8-4&th=1
https://www.amazon.com/gp/product/B087CTGZR6/ref=ox_sc_act_title_1?smid=A38J4QYOURNAGL&psc=1
https://www.amazon.com/Command-Picture-Hanging-3-Pairs-17201-ES/dp/B0014CVB8I/ref=sr_1_3?crid=1WNMYKVXN2QK&dib=eyJ2IjoiMSJ9.db8F2nWtEUjs2KAh52gFBp3ueroHJ0ZTjGw9ohioORlqG_9nFdjLDPHvfCM0YPpkkocGV4GYCyWl8SmtebXepqC1TLbpCCunIAYJX66OF71UzGMDk5BgBpgG8g5S7W_dK726stZCdMPkDefz2iEPfpICCA3gqZRT-mVp_9wY_JA1RbJ1xeqYPm4zRtZYo9oyomGDGRW-0PPq70RubiZCBhDEBomKOn23S4HNlM4iEPW5J09bHiIBGsugQL_AXrJtuVF2cpcwzmfLiezF4q-DkVMt3QezAl24223fiCWiYAo.u-IMhdg5555-1ngCHJRWchPyj3gLQQeuZioLpoyH6s4&dib_tag=se&keywords=3m+Command+Picture+Hanging+Strips+6+pounds&qid=1723060167&s=office-products&sprefix=3m+command+picture+hanging+strips+6+pounds%2Coffice-products%2C102&sr=1-3
https://www.amazon.com/gp/product/B07KFCPNHQ/ref=ox_sc_act_title_1?smid=A1XW24LH295RA9&psc=1
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Game Table Setup
Below is a picture showing how the game table will be setup with known challenge game pieces
prior to each match.  

Note:  there will be additional game pieces for the unknown challenges on the mat and/or
Resource Tray at each contest.  For obvious reasons, those are not shown here.
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Questions?
If you have a question about a game or challenge rule, you can submit your question at
the following link or QR code below:   https://forms.office.com/r/2z8xqSzPGx

If warranted, questions and answers will be posted below and/or rules may be
amended.

https://forms.office.com/r/2z8xqSzPGx
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Q&A
Q: Do objectives need to be completed in the listed order?
A: No, teams may complete objectives in any order, with the exception of challenges
     that have a prerequisite.

Q:  For objective #5, which direction will the handles of the baskets be oriented?
A:   See new addition to rules about the baskets.  We have also added some marbles to
those for more weight/stability.

Q:  Is it permissible to place the gaming pieces (the pecans, apple baskets, and crawfish
and rice) that have been picked up and delivered to the dock by the robot into a Lego
made box and then deliver the box to the barge?
A:  Yes, so long as the structure and the game pieces are all within the boundary of the
Dock before the robot pushes it out into the barge. Since the pieces will be delivered
inside a container, the container will also need to be inside the boundary (since we
cannot see through the structure to see if the piece itself is inside the boundary).


