
 

MISE EN SITUATION : 
 
On August 8, 2016, the Transocean Winner mining platform ran aground on the coast of Lewis                
Island, Scotland. The platform was being towed to the Republic of Malta for dismantling when a                
storm accompanied by high winds caused the cable to break. The platform ran aground on the                
shores of an island in the north, risking a toxic spill. 
  
Your robot confronts another on the platform. In the centre, a tall tower in poor condition                
threatens to collapse. Will you succeed in becoming the master of the platform? Or will you get                 
stuck against the heavy steel tower? 
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OVERALL FUNCTION OF THE ROBOT: 
 
Participants must build and program a robot that is able to:  

1. Detect the white line around the play area; 
2. Push or pull the opposing robot COMPLETELY outside the playing area without going             

outside it himself or hold the opposing robot against the tower without getting stuck              
himself; 

 

DESCRIPTION OF THE ROBOT 
 
The robots participating in this challenge must be able to enter a 30 cm by 30 cm square and                   
respect the following constraints: 

1. Maximum mass: 1 kg (1000g) 
2. Maximum number of motors: 3 
3. Maximum number of controllers: 1 NXT or EV3 

 
The robot must be constructed so that ONLY the robot's wheels touch the ground. The wheels                
include the tracks and the ball-wheel. All other parts of the robot must remain at least the                 
thickness of a LEGO Technic beam from the ground and remain like that.* 
 
Except for sensors 
 
 

REMINDER 
1. NO LEGO PIECES can be modified (cut, filed, folded, etc.) 
2. Robots must operate independently. No remote control, telephone, tablet or similar           

device can be used to communicate with the robot. 
3. The following elements of a robot are NOT allowed in a round: 

a. A robot that is programmed to split into pieces, deploy, etc; 
b. A robot that seeks to break the opponent; 
c. A robot whose dimensions when moving exceed the dimensions permitted at the            

start; 
d. A robot using projectiles. 

4. The following elements of a robot are allowed in a round:  
a. Elements of defence such as bumpers, inclined planes, etc.; 
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b. LEGO-type elastics or the model 3031507 elastics, namely, 64 mm x 1,5 mm for              
anything other than the friction between the wheels (and the tracks) and the             
ground. 

 
 

DESCRIPTION OF THE SURFACE 
 
The surface is a black circular play area with a diameter of 90 cm and bordered by a 5 cm wide                     
white band. In the centre of the arena, there are 2 parallel gray lines which are placed 10 cm                   
apart. These lines represent imaginary straight lines that extend to the limit of the circle. 
 

 
At the start of the round, each team's robot must be placed in the centre of the arena beside the                    
gray line, the robot touching the line. It must be easy to identify the front of your robot, so add a                     
distinctive sign to it. The tower is installed in the center of the mat. 
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DESCRIPTION OF THE ACCESSORIES 

a. Light or colour sensor(s) 
 
Robots must be equipped with a light or colour sensor to carry out this challenge. 
 

 
 
 
 
 
 

b. The tower 
 
In the centre of the surface is a tower 10 cm high and 10 cm in diameter. The tower can be                     
made of a piece of wood or a cardboard tube attached to the carpet with double-sided tape or                  
retained by a sufficient mass. If a robot touches the tower for more than 10 seconds, it loses this                   
fight.  

 

DESCRIPTION OF A ROUND 

Difficulty level  
Programming: 🔴🔵🔵 
Design: 🔴🔵🔵 
Strategy: 🔴🔴🔵 
 
Each team will face 3 different opponents during the day (3 rounds). Each round consists of 3 
successive matches against the same opponent. The team may change the program for each 
match if desired. A round lasts a maximum of 3 minutes. 
 

1. Only two members of each team can approach the circle.  
2. When two teams present themselves for the challenge, their robot must be inspected by 

a judge.  
a. The robots are weighed using an electronic scale and placed in a box measuring 

30 cm x 30 cm to ensure that each robot respects the rules of the challenge 
before the round begins.  
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b. The judge verifies the no part is closer than one LEGO beam from the ground 
except the wheels.  

c. Each team places its robot in their start area. 
3. At the signal given by the judge, each team can activate its robot’s program. 
4. The robot must wait 5 seconds before starting to move. This delay is necessary to allow 

participants to move away from the circle.  
5. Each robot must back up in a straight line parallel to the mat’s gray line to the white line 

located on the contour of the arena.  
6. The robot then uses its own strategy. It can either charge the other robot directly or try to 

push the other robot against the tower.  
7. A robot cannot be touched once the match has started. Once the match is over, the 

participant designated by each team can retrieve his robot and flag, stop the program 
and, at the judge's signal, reposition the robot and the flag for the next match.  

8. At another signal from the judge, the same member designated by the team restarts a 
program that may be different from the first one.  

9. No robot can leave the circle during the preparations for a new face-off. 
10. The judge may, for any reason he deems valid, ask for a face-off. 

 
False start 
A false start is defined by: 

1. The fact of failing to comply with the 5-second delay 
2. The fact of starting the program before the judge's signal 
3. The fact of moving forward instead of backward after the 5-second delay 

 

Victory 
A victory is defined by: 

1. The opponent's robot COMPLETELY leaves the arena 
2. The opponent's robot is touching the tower for more than 10 seconds 
3. The opponent's robot has rolled over on its side and can no longer move 
4. The opponent's robot makes two false starts in a row  
5. A student of the opposing team touches one of the robots in the arena  

 

Draw 
A draw is defined by: 

1. The robots are entangled or circle around each other for more than 10 seconds without 
noticeable changes 
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2. The robots seem to be out of bounds at the same time and it is not possible to know 
which went out first. 

3. The robots remain immobile without touching for more than 10 seconds 
 
The judge may terminate a bout and award points when a false start, victory or draw occurs. 
 
 

SCORING TABLE FOR ROUNDS OF 3 MATCHS 
 

 MAX PTS 

1 point for backing up to the white line (3) 3 

2 points for a win, 1 point for a draw (3) 6  

Total 9 
 

NECESSARY FOR THIS CHALLENGE 
 

1. Colour/light sensor 
2. Repetition loop 
3. Concept of friction and mass 
4. Other sensors: distance (optional) 
5. Defence mechanisms 

 

STRATEGY SUGGESTIONS 
 

1. What is the importance of mass and friction in this challenge? 
2. Do you have multiple programs or tactics? 
3. Can you detect your opponent’s robot and push it against the tower? 

 

Frequently Asked Questions 
 
As the season progresses, questions and clarifications are made to the challenge. Do not forget 
to check out the FAQ below 
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Q1:  
 
Answer:  
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