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5-2. Open the mission 

Arrangement of blocks and mission will be given to you on the match day 

 

5-3. Match time 

Participant is given less than 2 minutes according to each mission on the match day. 

If given time is running out, and then winner will be decided through the result at the 

end of game. 

 

5-4. Direction decision  

It is determined through draw or other fair method before match.  

5-4-1. Group league / tournament 

Position is decided through draw like rock paper scissor, flipping a coin and 

winner has a right to choose the area. 

 

5-5. Start and Restart 

5-5-1. Start: It starts by referees signal but if it starts before the signal then restart is 

required as illegal work. 

5-5-2. Restart: There are two chances to restart but if it does not work following 

referees signal then it is disqualified. 

 

5-6. Block 

5-6-1. Role of block  

5-6-1-1. Cross(+) block, Hyphen(-) block, Right angle(ㄱ) block is used to 

completing the mission. 

5-6-1-2. Circle(O) block is not connected with other blocks.  

5-6-2. Block use 

5-6-2-1. The block which is fallen out of board is not allowed to reuse or 

rearrangement and it has to continue the match with remains blocks. 

5-6-2-2. It can use block to hit opponent’s block to disturbing construction while 

opponent is constructing.  

5-6-2-3. It is allowed to throw the block to opponent’s side until 30 second to finish 

the game. (Main game is within 90 second, overtime is within 30 second) 

5-6-2-4. If the block is thrown after given time, then team will be disqualified and 

game victory will be turn to opponent. 

5-6-2-5. If thrown block remains your side or back to your side then you can reuse 



the block. 

 

5-7. position 

5-7-1. Position will be given to you below the picture.  

 

5-7-2. Move to opponent position 

5-7-2-1. Move to opponent position: both legs of robot are over completely moved to 

opponent position. 

5-7-2-2. Moving in one time: Continue the game. First warning is given and also the 

robot returns to starting position after counting 10 at the outside board.  

5-7-2-3. Moving in two-times: game ends and opponent wins immediately.  

5-7-2-4. Collision with opponent’s robot after moving: it is disqualified no matter how 

many moves.  

 

5-8. Robot stop and fall 

5-8-1. Robot stop 

If robot stops or walks certain area during the game, then referee will count 10 

seconds. If robot does not work after counting, then referee will declare robot stop 

and it is taken out of the game. The game will be continuing with remain robots. 

5-8-2. Robot fall 

If the robot has fallen out of the board during the game, the referee will pick up and 

place the robot where if fell and make counts until 10 and resume the game.  

 

5-9. Disqualification 

5-9-1. Robot touch 

During the match, if robot is touch without referee’s authorization the participant 

will be disqualified.  
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5-10. Stop  

5-10-1. In case of an accident of robot is in motion to get rid of target and structure or 

appendages of site had been destroy the match will be stopped, it will get a 

repaired time. The time will be stopped and location where the competition 

stops, team has to wait the match to begin.    

5-10-2. During the match, there was collapse of a robot and stop the referee can 

always make a decision to stop the match. That moment, participant cannot 

move the robot if they do not follow the rule, team gets a warning.  

 

5-11. Called game 

5-11-1. If participant complete all mission, the game ends and count the points at the 

match end. 

5-11-2. Decision of a called game can made when last block arranges to the field.   

 

6. Evaluation 
6-1. Ranking decision 

6-1-1. Grade 

6-1-2-1. If there is no withdraws (or disqualified) with the game; team with higher 

block point wins the match.  

6-1-2-2. Gain one point when every 1 block of structure meets the given mission.  

6-1-2-3. If direction of the block on the bunker is different from given mission, that 

block does not make point. 

6-1-2-4. When the game ends, compare with the point by calculating below method. 

(Number of blocks that completes mission x 1 point) = participant’s score 

 

6-2. Tie breaker 

6-2-1. League 

6-2-1-1. If both team gain same winning point in the league below formula will be 

served.  

Goal difference of Total game > Total score 

 

6-2-1-2. Extra time: 1 minute will be given as extra time and the match will be 

restarted. The participant who gets more number of mission completed 

blocks wins the game.  
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6-2-2. Tournament 

6-2-2-1. Extra time: 1 minute will be given as extra time and match will be restarted. 

The team which gets more number of mission completed blocks wins the 

game.  

6-2-2-2. If the winner hasn’t been decided yet , extra time will be start once more to 

find out who will win the match.   

6-2-2-3. If there are 3 people in the tournament, above rule (6-2-1-1) will be served.  


