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Type of Event Description of Event

Scrimmages

• These are unofficial or practice tournaments.
• They are usually held early in the season to practice against real competitors in 
the season’s new game. 

• They often serve as practice sessions for referees and officials who are 
learning a game that has never been played before. 

Workshops

• These are events which can be conducted by area Alliance Partners or 
experienced teams

• They usually involve sessions on technical and non-technical topics:
• Technical topics could include: ROBOTC® and LabVIEW™ programming, 
PTC software, and mechanical design.

• Non-technical topics could include: Fundraising, Team Organization, and 
Tournament Day Preparation.

Practice Days

• Some organizers hold events early in the season, which combine a morning 
help session with an afternoon scrimmage.

• If a Practice Day is held in a team’s area, it is a good opportunity to obtain 
assistance from veteran teams and Mentors, especially if the team is facing 
significant challenges. 

• The goal of a Practice Day is to have all attending teams competing, in some 
fashion, in the afternoon mini-scrimmage.

Type of Event Description of Event

Qualifying Tournaments

• These events usually follow judging guidelines and a similar format to 
Championship Tournaments, but have some flexibility in format and awards. 

• There may be anywhere from one to twelve winning teams from these 
tournaments advancing to a region’s Championship Tournament. 

Note: Qualifying tournaments do not qualify a team to attend the FIRST 
sponsored FTC World Championship event.

FTC® Events
The FTC® season culminates with several event types: Local events (including scrimmages and leagues), Qualifying 
Tournaments (qualifiers), and Championship Tournaments. Team saturation generally dictates the number and type of events in 
a region. Encouraging others to become involved and building the FTC community is the best way to encourage more events in 
a region. 

Local Events 
• Generally, but not always, these are smaller than other tournaments. 
• They are run by Volunteers or teams who have the freedom to choose the format, judging guidelines, and awards. 
• Local tournaments do not qualify a team to attend a Championship Tournament.

Tournaments
• FTC Partners and Volunteers plan, coordinate, and run the tournaments.
• Most events have opening and closing ceremonies, trophies and/or medals, teams with personalized T-shirts, hats, 
banners, and even some costumes.

• Teams are recognized for excellence in various aspects of the Challenge and associated teamwork. 
• Tournaments require that teams win at a qualifying or regional tournament in order to advance to a Championship.

Tournament 101

46



FIRST® Tech Challenge Mentor's Guide

Regional Championship 
Tournament

• For many FTC® teams and regions, a Championship Tournament is the highest 
level of FTC tournament participation. 

• Championships may include teams from a geographic region, province, state, 
country, or several countries. 

• One or more teams from the Championship Tournament may be invited to 
attend the FIRST® sponsored World Championship Event, but this may not 
occur every year, due to space restrictions.

• These tournaments abide by specific standards in format, judging, awards, and 
overall quality.

• The key Volunteers responsible for a Championship Tournament are usually 
FTC Partners. 

• If applying for a Championship Tournament, determine whether the team needs 
to attend a qualifying or regional tournament first by checking the tournament 
information. Be sure to confirm the criteria that determine advancement to the 
Championship Tournament. 

Note: Regional Championships may qualify a team for the World Championships

FIRST Sponsored FTC World 
Championship Tournament

• The FIRST sponsored FTC World Championship event, held in conjunction with 
the FIRST Championship and the FLL World Festival, is a global celebration of 
FTC teams from around the world. 

• The selection process for the FTC Championship event may change from year 
to year, depending upon the number of spaces available and the number of 
teams participating in FTC. 

Note: Only teams who have qualified by winning in a Regional Championship, or 
winning a major judged award are invited to the World Championships.

Post Season Events
• These may be hosted in local regions, just for fun! 
• They give teams one more chance to play that year’s game.

Tournament Registration
Most FTC® events are open and free to spectators from the public. Encourage parents, siblings, Sponsors, and friends to attend 
the tournament and to cheer on local teams! 

Finding Tournaments
It is the responsibility of the team to find and register for FTC Qualifying and Championship Tournaments. Events are generally 
filled on a first-paid, first-served basis and many FTC Partners coordinate their own registration process, so make sure to check 
the FTC website to determine how the team can apply.

There will be a listing of confirmed Championship Tournament sites on the FTC website beginning in late September or 
October. In October, teams apply either online or directly with the tournament organizer for most Championship Tournaments. 

It is important to note that Championship Tournaments often require advancement through a Qualifying event, and some 
Championship Tournaments are open only to teams in a specific geographic area. Always check with the Affiliate Partner for 
the event(s) that determine a team’s eligibility to attend.

Note: In order to receive FTC updates during the season, be sure that the team's team profile contact information is up-to-date 
and complete before registering for a tournament. Both primary and secondary contact information should be verified for 
accuracy.

The Registration Process
Once the registration period ends, confirmed teams receive detailed information from the FTC Partner hosting the event. This 
information includes specific details about the site, special instructions, forms, and schedule information. Teams can expect 
to pay a fee to attend a tournament. The tournament coordinators will inform teams about fees and payment procedures. For 
tournament information, go to the FTC website http://www.usfirst.org/ftc/, and click Events. 

Contact information for Affiliate Partners in each area can also be found on the FIRST® website. An outreach can be made to 
these individuals if tournament information is absent or there are questions. Do not miss an opportunity to compete.
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Notes: 
• The event schedule may not be complete until the season is well underway. Consequently, the tournament registration 
process is entirely separate from the on-line team registration process. 

• Due to limited site capacity at some tournaments, registration does not ensure acceptance at an event. 
• There is no limit on the number of tournaments in which a team may participate, as long as space is available. However, 
participation in the next tournament level is based on the team's performance in its first three tournaments only. This rule 
applies at all levels of competition. 

Tournament Logistics 
Once a team has registered for a tournament, either through the FTC® website or with a local tournament organizer, it is a good 
idea to check the tournament website regularly for changes and updates. Every tournament is different in some way. FIRST® gives 
latitude to tournament organizers to adjust the format to match their conditions. If there are specific concerns, always double-
check with the tournament organizer. 

Before the Tournament:
• Confirm event start and end times, parking details, what to bring, food service, and so on. 
• Obtain “Consent and Release” forms. Complete and return them to the FTC Partner prior to the event. Remember that 
students under 18 must have a parent or legal guardian’s signature on the form. Find the form for download on the FTC 
website.

• If travel to a competition is required, follow school or other Sponsor’s procedures. 
• Make sure that each driver is properly insured and that any relevant, completed paperwork, such as school permission 
slips and the FIRST “Consent and Release” forms, have been signed and gathered. 

Note: Any team members lacking the completed “Consent and Release” forms at the event will be ineligible to participate.

Tournament Areas
Registration Area

The Registration Table tournament Volunteers will collect paperwork, forms, and Engineering Notebooks. They will tell teams 
where to find the pit station, the competition area, judging rooms, and where teams can eat lunch. They will also give Mentors a 
schedule for their team. 

The Pit 
The Pit will be the team’s home for the day. A specific location may be assigned at registration, but some events have areas that 
are first-come, first-served. Check with the officials to confirm that spectators are allowed in the pit. Some facilities allow only 
team members, Coaches, and Mentors in the area. Regardless of the size of the station, be gracious and make sure the team 
remains within the confines of the allotted space. 

Generally, teams will have a table provided in their pit area to set up a display for other teams to see, show off their robot, and 
make minor repairs. Some, but not all, venues will provide chairs. If the team has any posters or banners, they should be set up 
to showcase teamwork and team spirit. Bring additional chairs as needed.

Electricity may be provided in the pit, but it is a good idea to make sure that laptops are fully-charged. Some venues have no 
power other than a few scattered laptop-recharging stations, so plan accordingly. A heavy-duty extension cord and a power strip 
can be very useful. Be sure to arrive with everything the team needs. Many tournaments send out lists to assist with this. 

Practice Playing Field 
Many tournaments provide access to a practice field where teams take turns running rounds. If there is a field, scheduling is 
often tight and reservations may need to be made ahead of time. Remember to use Gracious Professionalism™ when sharing 
the practice fields with other teams. 

Competition Area 
The competition area is where the official robot competition playing fields are located. Referees score the rounds in this area. 

Judging Room and Equipment
Generally, but not always, judging takes place in rooms that are separate from the rest of the competition, and occurs before the 
matches begin. Teams will report to each of these rooms at some point during the day, so make sure that locations and arrival 
times have been clearly communicated and understood. Always show up a few minutes early for a scheduled interview time. If 
there is a schedule conflict, inform an event Volunteer, to ensure judges can be notified. 
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What to Expect at a Tournament
Be flexible, and if there are questions about the day or team schedule, check in with the pit administration or registration table. 

Make sure to review the day’s schedule with team members. Competition schedules are usually very tight, so it is important 
to be ready and on time. Do not miss round or judging sessions. If the schedule for the day does fall behind, the tournament 
organizer may juggle a team's interviews to accommodate the changes. There should be one Mentor who focuses on getting 
to scheduled judging appointments and rounds on time. Delegate the responsibility of keeping the team together to other 
Volunteers. 

Note: Some events hold a Coach’s meeting where Mentors receive up-to-date information and have an opportunity to discuss 
any robot rule clarifications.

Each tournament is a little different, but these basic phases will occur in some form at all tournaments. 

Note: Pre-season or local events may have some special rules. Check with organizers for detailed information. 

What Happens What Teams Can Expect at a Tournament

Arrival 
at the venue

• Arrive and enter the venue. 
• Unpack the robot and supporting materials. 

Notes: At most tournaments, all of the teams arrive at approximately the same 
time. Team check-in can be very chaotic, with lines at the registration 
table.  
Make sure to arrive at the earliest allowed time. This provides wiggle room 
to recover if any problems arise. 

Registration 
at the Registration Area

• Check in. 
• Hand in all registration forms (e.g., FIRST® Release forms).
• Submit the Engineering Notebook. 
• Receive an information packet that contains the day’s schedule, information on 
food concessions, driver buttons to be worn by team drivers, and other useful 
materials. Do not lose this packet. 

Notes: To make the process smooth and to reduce the wait, keep all forms 
organized and ready for registration upon arrival.  
Tournament hosts require that every attending team member and 
Volunteer bring a signed “Consent and Release Form” at each 
tournament. 

Setup 
in the Pit

• Go to pit area and locate the team’s pit space by finding a sign with the team 
number on it. 

• Unpack the robot and laptop. 
• Immediately check to make sure the robot is in running order, in case it was 
damaged during travel. 

• Decorate the pit area. 

Notes: Wear safety glasses and close-toed shoes at all times here. 
There will typically be a power cord in the area to charge batteries, 
laptops, etc. 
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Inspections 
in the Judging Room or the Pit  

(varies)

• As soon as robot is up and running, get in line for hardware and software 
inspections, which can take a long time. Get into inspection lines as soon as 
possible. Participation in practice rounds may depend on going through this 
process. 

• When a robot has passed inspection, the team will receive a sticker or another 
marker for the robot. 

• If a robot does not pass inspection, do not panic. Calmly correct the problem 
and get back into line as soon as possible. 

Notes: Use pre-tournament inspection checklists to assess the robot before 
arriving at the tournament. These will be made available to teams via 
email before each tournament.   
Make sure that last-minute robot modifications do not bring the robot out 
of compliance.   
Have cut sheets and materials receipts available for the inspectors.   
Be sure to allow plenty of time for inspection. It is best to have the 
robot inspected early to ensure that the team is not standing in line for 
inspection when their first match is scheduled to begin.

Judging  
in the Judging Room 

• This may be a part of, or separate from, inspections. 
• Judging can take place at any time during the early part of the tournament. 
• There is a break between each judging session so teams can travel to their 
next location and judges can properly assess the previous judging session. 

• A timekeeper typically ensures that sessions remain on schedule.

Notes: To keep the schedule on target throughout the event, teams should arrive 
five minutes before their scheduled judging appointment.  
All team members should attend and be ready to speak. Mentors may 
attend, but are not allowed to speak. 

Opening Ceremony 
in the Competition Areas  

(location varies)

• This is a high-energy event that sets the tone for the day.
• Judging and inspections may not be finished when this happens. They will 
usually be put on hold so that everyone can attend the ceremony. 

• There will usually be a brief speech from the tournament organizers or invited 
guests. 

• Judges and special guests are introduced. 
• The Challenge and scoring are explained. 
• The National anthem is often performed. 
• After the opening ceremony, teams not immediately scheduled for the 
competition rounds or a judging meeting should return to the Pit to listen for 
queuing.

Note: At most tournaments, teams have about two hours for registration, setup, 
inspection, judging and time on the practice fields prior to the opening 
ceremony. Some tournaments schedule the opening ceremony for mid-
day, before the robot performance rounds. 

Practice Rounds 
on the Practice Playing Field  

(if available)

• This phase does not always happen. 
• Sometimes only teams that have completed inspections can play in them. 
• These are a good opportunity to find out how slightly different field conditions 
or lighting conditions can affect the robot’s performance. 

Driver Meetings 
in the Competition Area 

 (location varies)

• These meetings usually take place after the opening ceremony. 
• Drivers on a team will receive a briefing from tournament directors and often 
the referees. 

Note: At most events, all drivers are required to attend. If the meeting space is 
tight, the event organizer may ask that only one driver per team attend. 
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Qualifying Rounds 
in the Competition Area

• Match Schedules are not generated and distributed until every expected 
team has checked in and has passed inspection.

• There are usually 4-5 qualifying rounds. 
• Teams will be paired with a random partner robot and face randomly-paired 
opponents. 

• The purpose of these rounds is to identify the top few teams, who will become 
captain teams for the elimination rounds later. 

Alliance Selection  
in the Pit

• After all qualifier rounds have been completed, the teams are ranked in “seed 
order.” 

• The top few teams (usually 4 per division) become “captain teams.” 
• The captain teams select partner robots (alliances) for the elimination rounds. 

Elimination Rounds 
in the Competition Area

• Alliances now face each other. 
• The first seed alliance faces the fourth seed, and the second seed faces the 
third seed in the semi-finals. 

• Teams play for the best two out of three games, with the losing alliance being 
eliminated. 

• The two winning alliances in the semi-finals then face each other in the finals, 
again in a best two of three games format. 

Note: In large tournaments, there may be two divisions and the winners of each 
division would then face each other in a grand finale.

Awards and Closing Ceremony  
in the Competition Area  

(location varies)

• Teams should return to the main competition area for the closing ceremony.
• Immediately after the final (or grand finale, if there are two divisions) is 
complete, an awards ceremony is held. 

• Teams receive awards, medals, and recognition for demonstrated efforts.
• There will be plenty of cheering, loud music, and a sea of smiling faces to end 
the tournament and celebrate the students’ accomplishments.

Adult Supervision and Safety
Adult supervision is a critical factor for a successful tournament. Whether the team is in the Pit, moving about the site, or 
performing competition rounds, make sure that all team members are supervised. Remind each person that the team is 
expected to demonstrate FTC® values at all times. This includes Mentors and team parents. Inappropriate and/or non-gracious 
behavior of an adult with the team can jeopardize the team’s chances of winning an award or doing well in the alliance 
selection. Negative adult behavior could also lead to the disqualification of a team during a match and the removal of the adult 
from the venue. 

Remember this is the team’s opportunity to shine. Adult interference during the judging process will reflect negatively on the 
team. A team’s inability to answer questions, or make robot adjustments without the direct assistance of an adult, will be evident 
to the judges and may adversely affect the team’s score. Remember, the students come first! 

It is often difficult for judges and event organizers to determine if the adults accompanying a team are Coaches, parents, or 
both. Be sure that FTC's rules on adult intervention and Gracious Professionalism™ have been communicated to all of the 
adults and students accompanying the team. The behavior of one person reflects on everyone associated with the team. When 
there are disappointments at a tournament, students take their cue from the adults around them. Remember to model FTC 
values, honor what the students achieve, and help them to focus on those achievements. 

Some tournaments have restrictions on the number of adults that accompany students into the sessions. 
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Inspections
At the event, the team should be prepared to undergo three inspections: a hardware inspection, a software inspection, and 
a field inspection. These inspections can be time consuming, so it is a good idea to line up at inspection stations as soon as 
possible.

Hardware Inspection:
During the hardware inspection, judges will examine robot construction against a Hardware Inspection checklist. Some 
examples of a typical hardware inspection include: the size of the robot, safety standards for the hardware (e.g. No sharp 
edges or corners), ensuring the robot contains Official TETRIX® and LEGO® MINDSTORMS® components, and ensuring the robot 
contains only the acceptable allotment of additional materials (e.g. additional plastic or polycarbonate).

Software Inspection:
During the software inspection, NXT configuration will be examined. In addition, the team will be asked to declare an 
understanding of the game rules which apply to the queuing process. These rules include:

• No software changes are permitted in the queuing area.
• Where to receive game flags and where to return them.
• An understanding that pre-loaded game elements that are not used will remain out of play for the duration of the match.

Field Inspection:
During the field inspection, a judge will check to ensure that the team’s field setup is correct, the team’s robot modes are 
functional and configured, and that the team understands the match process.

Note: Failure to pass any of the inspections will disqualify a team from competition.

Queuing and Rounds
During the day, teams will be scheduled for numerous matches, with the exact 
number determined by the size of the tournament and the number of attending 
teams. Teams are responsible for their own schedules and failure to arrive for a 
match can result in a loss of points. 

Listen carefully for queue calls. Teams will line up for rounds in a designated area. 
Assign two individuals to listen for queuing calls or watch for match queue runners 
and keep the team on schedule. Unexpected delays may occur, so remain flexible. 
Remember that the tournament organizers are Volunteers too. 

When a round begins, the driver team will be on the playing field while Mentors get 
their team settled in the team seating/standing area. Robot operators should follow 
the Field Manager’s instructions on the playing field. Before starting, have them 
scan the playing field and their robot to make sure everything is set up properly. 
Once the match starts, team operators may not handle the robot. 

Note: Adults are never allowed to handle or touch the game controllers or the 
robot while it is on the competition field. 
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Game Play
Each game match is made up of three distinct kinds of play: 

1. Autonomous

2. Driver Controlled

3. End Game 

Note: All the stages of game play are built using templates provided by FTC® 
in ROBOTC® and LabVIEW™ for LEGO® MINDSTORMS® softwares.

1. Autonomous Stage:
The Autonomous mode of game play is typically a 40 second period in the 
beginning of a match where the robot’s actions are controlled purely by 
the code created by the team. In this stage, team drivers are not allowed 
to handle the robot at all. There are several different strategies to consider 
when programming for the autonomous strategy:

• Defensive: the programming is designed to attempt to stop the other 
team’s autonomous robot from achieving its goal.

• Counter Defensive Autonomous: the team’s robot will try to block an 
opponent who is trying to stop their robot by ramming it.

• Low Scoring Autonomous: under this strategy, the autonomous robot 
will attempt one of the simpler tasks defined by the game.

• High Scoring Autonomous: under this strategy, the autonomous robot 
will attempt to score multiple game elements in a high scoring goal.

• Harvesting Autonomous: using this strategy, the autonomous robot will be able to dispense and harvest as many game 
points as possible. Remember, if this strategy is chosen, it will exclude those components from the teleop phase.

• Combination Autonomous: this strategy combines two or more kinds. For example, the robot will start in a high scoring 
mode and then go ram the opponent to interfere with their plans.

Throughout the season, teams should experiment with different strategies and learn to predict the strengths and weaknesses 
of their opponents. By the time of the team’s first championship tournament, the goal should be to have a consistent High 
Scoring Autonomous that works from at least one field position, a Low Scoring Autonomous that works from the other field 
position, plus a good Defensive Autonomous. Having several good programs in place will help the team when planning strategy 
with their partner robot.

2. Driver Controlled Stage:
The Driver Controlled (or Teleop) stage of game play is part of the competition where the robot is controlled by the team 
drivers. In this stage, teams will have to choose their joystick controls and program their software accordingly. Consider the 
following tips when approaching planning and programming in this game stage:

• It is a good idea for teams to place a labelled diagram of their joystick controls into their engineering notebook. This 
representation will explain their controls to judges and provide an easily accessible reference for team members. 

• When choosing controls, the team’s programmers should approach the problem logically. It is important to remember that 
choosing controls at random or arbitrarily will make the robot more difficult and increase their driver(s)’ training time.

• Consider the kinetics of a driver’s hands versus the requirements of the program. How many buttons need to be pressed 
simultaneously? Is it possible to do several motions at the same time easily?

• It is a good idea to program buttons to select speed levels instead of programming the joysticks to select speed by 
range of motion. Often, drivers will be caught up in competition and simply “peg” joysticks all the way up or down spoiling 
their ability to maneuver when there are fine motor requirements.

3. End Game Stage:
The End Game stage usually comprises the last 30 seconds of a match game. This portion of the competition changes from 
season to season, but is an opportunity for teams to score a great number of points. Typically, this high-scoring portion of the 
game occurs in the last 30 seconds of the teleop stage.
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Scoring
At the conclusion of the match, the Referees will score the round. This is the official score and includes any penalties that were 
part of the match, as well as the autonomous round score. If students wish to question the score, one student can be sent to 
speak to the referee. Questions about scoring, referee decisions and penalties must be brought to the head referee within 
two matches. Most events will have a specific “concern” area for a student to go to in order to discuss their question. The 
student should be prepared to calmly and professionally present the team’s concerns. The referee will listen to the student’s 
argument and make a final ruling. The referee’s ruling on the field is final. It is essential to graciously accept the referee’s 
decision. For game-specific FTC® rules, policies, and practices, please refer to the game manual, as posted on the FIRST® 
website each year. 

At the conclusion of the qualifying rounds, Official Tournaments will hold an alliance selection process and subsequent 
elimination rounds, while others may not. Smaller local or league events may have their own ways of determining a winner for 
their event. Please contact a local organizer if you have questions.

Qualifying Points vs. Ranking Points

Note: At the conclusion of all Qualifying Matches, all teams will be ranked from first through last based on their total Qualifying 
Points (QPs). If multiple teams have the same number of QPs, then the teams will be ranked based on their total Ranking 
Points (RPs). In the event that multiple teams have the same RP total as well, the teams will be ranked on the basis of 
their highest match score. In the event that this comparison still results in a tie, the next highest match score will be 
used until the tie is broken. In the unlikely event that this still results in a tie, the ranking will be determined by random 
electronic draw.

Alliance Strategy and Scouting
In tournament play, alliances are very important. Teams that have earned wins throughout the qualifying rounds may earn 
enough to become a captain team. 

Throughout the rounds, teams are randomly assigned an ally and an opponent. However, in elimination rounds, top-ranking 
teams are able to choose their own alliance partners. For this reason, it is important that all teams pay close attention to the 
capabilities and attitude of other teams. If a team has made it to the elimination round, the selection of a complementary 
alliance partner is crucial. If a team has not made it to the elimination round, being selected can provide them with that 
opportunity. 

Alliances are created with the first pick going to the highest ranked team. After an Alliance invitation has been extended, a 
representative from the other team must come up to accept or decline the invitation. The only rule of this process is: if a team 
declines an Alliance invitation, it may not be selected by any other Alliance. In this case, the declining team does not lose their 
right to select if they are an Alliance captain.

Note: All teams should ensure they demonstrate Gracious Professionalism™ throughout the tournament and towards teams 
with which they have competed. Alliances require teams to work closely together. Communication skills, teamwork and 
sportsmanship are just as important in alliance selection as ranking and points accumulated. 

Qualifying Points (QP) Ranking Points (RP)

• QPs are considered the first basis of 
determining team rankings

• Awarded at the conclusion of every 
Qualifying Match

• Teams receive points as follows:
• Winning teams: Two (2) QP
• Losing teams: Zero (0) QP
• Matches where teams tie: All four 
teams receive One (1) QP

• Disqualified teams: Zero (0) QP
• Teams who are declared a “no 
show”: Zero (0)

• RPs are the second basis of ranking teams.
• These points are used to determine ranking in the event of a tiebreaker when 
teams have an equal number of Qualifying Points.

• RPs are awarded under the following conditions:
• The number of RP’s assigned for each match is that of the losing alliance’s 
score.

• In the event of a tie, both alliances receive an equal number of RP’s; the 
number equal to the tie score.

• If both teams on an alliance are disqualified, the teams on the winning 
Alliance will be awarded their own score as their RP for the match.
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How to Get Noticed by Alliance Scouts: 
• Always demonstrate respect and Gracious Professionalism™ in game play and in the pit area. 
• Create a one-page flyer that advertises the robot’s capabilities and if possible, its performance record. Bring copies to the 
tournament and hand them out to other teams and visitors before the qualifying rounds have been completed.

• Be friendly and sociable with other teams. Compatibility and a positive attitude will linger in other teams’ memories. 

How to Select an Alliance Partner:
• Find a complementary robot to balance strengths and weaknesses in one’s own robot. 
• Do not depend on final rankings after qualifiers. Team experience and standings may shift throughout the tournament. 
• Take notes about other teams throughout the day. Track their strengths, weaknesses, strategies for defense or offense, 
success, and scores. Consider the types of strategies other teams have been using. 

• Scouts should also walk around the pits and observe possible capabilities of opponents they have not yet seen play. 

General Guidelines for Tournaments:
Procedures

• Always inform the Coach/Mentor when leaving the pit area (to eat, watch a match, etc.).
• Always put DRIVER/COACH designation buttons in the same place when not being worn by the drive team. Do not lose 
them. 

• Label everything with the team name and number. Mark all batteries and chargers with the team name so they are not lost 
or mixed up at events. 

• Have a system to keep track of which batteries are fully charged. (e.g., use a rubber band to designate a battery that has 
been charged and is ready to use.) 

• Create checklists for the pit crew and other sub-groups on the team to ensure that checks and organizational tasks are 
completed throughout the day. 

Communication
• Mentors and Coaches should each have a master list of cell-phone numbers for everyone attending. 
• Use social media and online networking tools for reporting results to parents back home and the team themselves. This 
can also be useful to communicate between team members at large tournaments. 

Well-Being
• Eat when possible. There may not be scheduled lunch breaks. 
• Bring healthy snacks and refreshments for team members to keep their energy up (if this is permitted at the venue). 
• Make note of any dietary needs or restrictions of team members. Be aware of food allergies or sensitivities and students 
who may have medical concerns. 

Documentation
• Try to have one student or Mentor video tape rounds of play to post on websites, publicise the team, or look back and 
analyze how well strategy and hardware worked during game rounds. 

Laptop
• Make sure that virus scans and other background programs are disabled during game play. They can cause lags and lost 
connections. 

• Make sure laptop power saver settings are configured so the laptop never goes into hibernation or sleep mode. 
• Reboot the laptop and the NXT Brick every few rounds of play. 

The Pit
• Have a theme for the team that carries through in pit decorations, team uniforms and robot designs. 
• A 6-foot banner is a cost-effective pit decoration. Make the banner two-sided, as both sides may be visible. 

What to Bring:
• A robot
• The team Engineering Notebook
• Consent and Release Forms
• A first aid kit and a binder containing medical and emergency contact information for all team members. 
• Rolling cart for the robot that can easily be disassembled (easier for transport). Reinforce or modify it as necessary. Create 
an emergency repair kit that stays with the cart during rounds. 
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• A small box with an assortment of metal parts, brackets, channels, flats, pieces of plastic, or sheet metal for repairs. 
• Spare electrical components (motors, servos, motor controllers, servo controllers, sensors) as budget allows. Keep spare 
fuses in the team toolbox and an emergency repair kit at tournaments. 

• Basic tools for repairs.  
• Try to have at least two or three 12v batteries for each robot, at least 2 rechargeable NXT batteries, and at least two of 
each kind of battery charger. This will allow teams to use a freshly charged battery for each round of play. 

During Game Rounds:
• Always reset the inactivity timer on the NXT Brick (in the firmware options menu) every time the NXT Brick BIOS is flashed. 
This will ensure that the brick does not turn itself off. 

• If possible, have a backup NXT Brick ready with all of the latest programs installed. 
• Reboot the NXT Brick every few rounds. Rebooting will help to clean the memory and work to prevent crashes. 
• Do not let the NXT Battery fall below 7.9 volts. A battery charge lower than this may result in loss of connectivity to the 
field. 

• Swap batteries between rounds and do not let the 12v battery fall below 14.0 volts at the start of any round. This will help 
ensure maximum speed and power. 

• Keep the pit tools and emergency repair materials organized. Searching will waste time and cause stress. 
• During elimination rounds, remember that one time-out per alliance can be called for repairs. Check the Game Manual 
for the official length of the time-out.
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