January 7, 2006

Robotics Team Minutes
I. Open Meeting

II. Take Roll

III. Business

A. New Business

1. Routine 

IV. Closing Meeting

Minutes:

I. Meeting is called to order at 6:30 am.

II. The following people were present (random order): Scott, Alec, Glory, Raffi, Will, Dalar, Evan, Nick, Johnathan, Gevorg, Josh, Areg, Kevin, Nikiya, Antonella, Emily, Angie, Karo, Harout. Mentors: Mr. Devore, David, Mark, JPL Mentors. 

III. Business

B. New Business

1. Today’s routine consisted of having breakfast and watching the FIRST Kick-Off presentation. We went over the rules and had a question and answer session. We discussed getting diamond plates. We opened the kit of parts, checked the inventory, and talked about what each part did. We discussed robot functions. (Refer to the notes below.)

IV. The meeting was closed at 5:00 pm. 

2006 Questions and Answers

1. If nobody wins autonomous, who’s defense first?

It’s chosen randomly by the head referee.

2. What is the human player’s role?

His or her role involves throwing the balls to the robots, throwing the balls to the corner goals, and throwing to the field.  They may also disrupt the ball launches of the opposing alliance. 

3. Can we use the 3-point center goal during autonomous? 

All goals are active for scoring.

4. Is the 60” limit including the diameter of the ball? Does it include the shooting mechanism?

The shooting mechanism is contained within the 60” constraint.

5. Are the bumpers a part of the original volume?

The bumpers aren’t included in the volume. 

6. What is the weight and size of a ball?

The ball has a 7-inch diameter. It is made of foam and weighs 3/8 lb.  

7. What can the Backbot do?

It remains on the offensive side of the defending alliance, gathering balls and setting up for shots, but it does not interfere with the offensive alliance

8. How many balls are available during the match?

There are 80 balls total. Each robot can have up to 10 balls. There are 40 per alliance. 

9. What is the maximum number of balls everyone can use during the match?

Refer to the last question. 

10. How are the balls counted?

The balls are counted as they pass through the goal. There is an electronic counter. 

11. How long is the grace period between period switches?

There is a 10-second grace period between the autonomous and the first human control period. There is a 5-second grace period between periods 2, 3, and 4. There is a 5-point penalty for each 5 seconds after the grace period that the robot is on the wrong side of the field unless the robot is being blocked. 

12. Are we allowed to use our robot to block the ramp?

???

13. How do they inspect the launch? (???) How are you penalized? 

Penalties (and their point values):

10 points: The robot is over 60” tall. 

5 points for every 5 seconds: The robot (backbot) is off sides. Q61.

5 points: Contact outside the bumper zone. G22. ???

5 points: Pinning a robot for more than 10 seconds. (We can’t shove them into the wall for more than 10 seconds.) G24.

5 points: The human player bounces the ball off of the robot into the center goal. G27. 

5 points: There are additional people in your alliance zone. The people are asked to leave. G31.

5 points: Anyone out of the alliance area. G33.

5 points: A human player is in front of the starting line. G34.

5 points: Anyone in the alliance area during autonomous. G35.

5 points: Putting balls in play during autonomous. G36.

Disqualifications: 

The balls should be released with no power.  If they aren’t, then the robot is disqualified. 

The robot cannot extend more than 60” horizontally and 60” vertically after the game starts.

Disqualification may result when we make contact outside the bumper zone if it is intentional.  

Scoring: 

Center goal 3 pts.

Corner goal 1 pt.

Ramp: 

1 robot on platform 5 pts.

2 robots 10 pts.

3 robots 25 pts.

Winning autonomous 10 pts. 

14. How many balls can human players have at a time?

???

15. Can a human player use a ball to block the other team’s shot?

There is a penalty for interfering with other shots. You can’t interfere with the corner-scoring penalty. It is highly unlikely that you can throw a ball to hit another ball when you’re behind the center goal. 

16. Is the launch rate relevant to the robot or the ground?

The “logical” conclusion is to the ground. 

17. Can you bounce the balls off robots to get into the side goals?

???

18. Is it legal to score from the wrong side of the field?

???

2006 Robot Functions & Autonomous

What functions could it have?

· It can pick up balls from the field. 

· It can shoot the ball into the center goal. 

· We should design a moving robot. (Maneuverability—being able to drive around without turning away from the goal.) 

· It should store balls. 

· It should score at the lower goals. 

· Its defense strategy includes blocking the opposing team’s goals (blocking the ramp at the end). 

· It should be capable of receiving balls from human players and other robots. 

· It can track the green light. 

· It can climb the ramp. 

· Is can block shots. 

· It can pin the opposing bots. 

· It can shoot shots from the maximum allowable distance (both low and center). 

· It can shoot while it is in motion. 

· It can transfer balls to teammates. 

· It should not get stuck on balls and other items on the field. (It shouldn’t flip or get stuck on balls.) 

· It should be unmovable. 

· It should always point towards the goal.

· It can assist other robots to get on the ramp.

· It might steal balls.

· It might herd balls. 

· It can have an expandable and contracting footprint. 

· It should have a robust design (in case of contact with the surface and other robots).  It should have scoring options. 

· It should be able to self-right itself.

Autonomous:

· It can detect the centerline. 

· It can score at the center goal. 

· It can score at the side goal. 

· It can block robots. 

· It can align shots. 

· It can track the green light. 

· It has a range finder. 

· We can set a dead reckoning path.    

Not Necessary: Detecting the centerline, knowing the position on the field, and blocking robots were discussed to be unnecessary.  

Things to Think About: 

· We don’t know how many balls there are on the ground.

· We shouldn’t depend on our teammates. 

· We should have more functions in case one team decides to stop a specific one. 

Team Plans as of January 7th
Subsystems working on each function are specified next to the functions.

Functions marked with a * are what we decided were most important. The numbers in parentheses are how they were ranked by individual groups.

Pickup/Herding—

· Field: Mechanical/Chassis (low priority)

· *Human Player (2,2,2): Mechanical

· Herd (3): Mechanical, Chassis

· *Store (2,1,2,2): Mechanical

· Expanding Footprint: Mechanical/Chassis

Scoring—

· *Shooting (2,3): Mechanical

· Corners (3): Mechanical

· Shoot in Motion Programming: Mechanical

Moving—

· Immobility: Drive Train

· Maneuverability: Drive Train

· Pinning: Drive Train/ Chassis

· Always Point Towards Goal: Programming, Mechanical, Drive Train

· Ramp (1): Chassis/Drive Train

· Assist Ramp: Drive Train/Chassis

· Power (3): Drive Train

