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W=ILIEHFBEH. F—LAVN— BEEZDMADBHUFROERSEHMEDZHT
HH. HRlZEEHDIFERAINDS,

References to the male gender in the rules with respect to referees, team members,
officials, etc. are for simplification and apply to both males and females.



1. U —JHIE League Overview

1.1. Z5%/Committees

ORDY FOMOY—DERU XS VMBI —T(F3DNDRLEBIZERETEZER. KiNEER.
MEZEED)TEEINTLD. CNSNDEEREENETNRLZIEEEZE DS, FREEROZEEFONDVT
INBUEEY) — T DNTND T T ~(https://ssl.robocup.org) THERTE 3.

The Small Size League (like every other league of the RoboCup) is run by close cooperation of three
different committees (executive committee, technical committee and organizing committee), all
with a different set of responsibilities. The members of the respective committees can be found on
the official RoboCup Small Size League website (https://ssl.robocup.org).

KER(C(E. TMEERCHEBZESICERELEXREEV. BREZDRENHIL TE
Bae dLTUB,

o In practice, there is no strict separation between the technical and the organizing
committee. Members of both committees often work together on the joint set of
tasks.

ZNICIR T, WEHOERZEESDERENORAY TOIRTOD)—TDARY ZERFELTUL S,
Additionally, the members of the local organizing committee organize the RoboCup event for all
leagues.

1.1.1. E7&E%/Executive Committee

ETZEEZNES (R —JORANEEZIEE L THHD. ORNAYTEERRL(TTELL MDY —
JEDREETO> TV S, RTEERINEEY — T ZORREHFORN Y TREERICHEL. U—
DB ITBRONDT 1+ — RNV IER"SD, RITEERNDEE(IONAY TEERZDEER(CK > TEH
N, REI3FEMDERERDH D,

Executive committee members are responsible for the long term goals of the Small Size League and
thus have also contact to other leagues as well as to the RoboCup federation. The executive
committee presents the Small Size League and its achievements to the RoboCup federation every
year and gets feedback to organize the league. Executive committee members are elected by the
board of trustees of the RoboCup federation. They serve 3-year terms.

0 (FREZE) NEC LBINBHZELH D,

1.1.2. FftiZE%/Technical Committee

INBUED) — D DEMBEER(II—ILPHEY I LD I 7O K SEEMINERIEZESE L TLS, IRTO
ZEFRIOARCEMUZF—LDF—L)—F—E(CL>TELEINS,

The technical committee of the Small Size League is responsible for the technical aspects of the
RoboCup, such as maintaining the rules and the shared software. All members are elected by the
team leaders of the teams which have participated in the previous competition.

o (GREZ®) ITCI BRI NBBFEN DD, IEMEBEZEHE T ITC/OC) &REDS
N3HBah»H 3,


https://ssl.robocup.org
https://ssl.robocup.org

1.1.3. fB##iZ 5=/0rganizing Committee

INEUEE ) — D DIEBIRE R IHRREOEREMBBEELLTUSD, CNICERXTIT21—ILOER. HIFE
BEE. BROETHREINTL S, EREESNZEE. ORNDY THBEREL Y —JDETEERIC
KO TEEINS,

The organizing committee of the Small Size League is responsible for preparing and organizing the
competition. This mainly includes making the schedule, performing the qualification process, and
running the competition. The committee members are selected by the executive committee of the
league and the RoboCup trustees.

(R#&E3E58)  "Qualification  Process"(BIHERBE)ISMFEF — LIC LD Team

o Description Paper(TDP)E S UICFHMIAE 74 Migd. BERTOMF — LFHMERT
NEBEEMETEDS XBRINSHEZI—EO IO ZEEL. HRASHBDEH
DHIHRRGF LB,

o REIH) T0C) EBSNBIPENGS. TLBMBEBSLHET [TC/OC) xS
N3PansHs.

1.1.4. DO EMZ E</Local Organizing Committee

HIEOBBEESRIIRLED )V —TDZ—XICIGUTARY L ZEEBE U TETIBEEZELLTLD,
(CF. F=LIVTP(Tr—ILR RY D=0, 7=TI)b. RIT1MR—FR XOU—=VIEE)DEE.
ARV DT IT1—ILOER. ZEHECFIV T DIVETRDEENAZTITNS,

The local organizing committee is responsible for planning and executing the event itself in
accordance with the needs of the different leagues. This includes setting up the team areas (fields,
network, tables, whiteboard, screens, etc.), creating a schedule for the event and implementing a
safety and security concept.

o (BRFEXE) TLOCI LRSI NBBEN D Do

1.2. &+ J <3 /Divisions

N —J 3T 1T I3 VAET 1T I3 VBEFENBS2DDE—F XY MCHEITNS, T
I3 VARGERNLF—LERMRELTHED. EZNBAOFHLVF—LPHRFNDNGEVF—LLE (T v
T I3 VBTHAZEIDCEMNTED, BEF—LIE2DODT 1T IavDS551DNHCEBMI B L
AN GRS

The Small Size League is divided into two divisions with separate tournaments, namely division A
and division B. Division A is aimed at advanced teams whereas new and/or less competitive teams
can play in division B. Each team will only play in one of those two divisions.

HIBERBECHESENEZRET SR, &F —LEBRLEREDITEESSDT v Jr I3 Y THKL
EOUNEBIRT B C &, HEBEZETDAVN—([IREBNEREET B, HBERBEEDTEICET 1B
(FORA Y FINBEED) — T DR T TY - k(https://ssl.robocup.org) THEATE 3,

When submitting the qualification material, the team also chooses a preferred division including a
short rationale. The members of the organizing committee will have the final word. Information
about the qualification process can be found on the official RoboCup Small Size League website
(https://ssl.robocup.org).
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TOOT T I3aVDREVICETIBENE[TERTHRETE 3,
A summary of differences between the two divisions can be found in the Appendix.

TaJrIaVEIEBATECEICLDT. HILLWF—LDEABEEZ XRICEIE L(F

B N —TDIDIFTESETREICT B, Flew TrJdrI3avn8s
o AlCK DT AUKSFRBTDF—LEDHAEZE KIREICIEPLT CEMTE S,

Divisions allow for more radical advancements in the Small Size League without

drastically raising the entry barrier for new teams. Additionally, they also

considerably increase the amount of matches between teams of similar skill.

2. s 5 IR1E/Playing Environment

2.1. 7+—JURtzw ~77v J/[Field Setup

2.1.1. 7+ —JURMOKXZE T /Dimensions

BRI —ILRERAETHED. UTF2DDT v — LR A XIRRFETNB:
The field of play must be rectangular and of the following size:

* T J1I3VA:134mx104MTZEDSETLA I 7(312mxImTH Do
13.4 meters times 10.4 meters with a playing area of 12 meters times 9 meters

s T4 I3 VB 104mMx7AMTZEDSETL I Y 7IFImx6mTdh Do
10.4 meters times 7.4 meters with a playing area of 9 meters times 6 meters

EBRED T+ —ILRY A XET 1 —ILRDOV—F U T(F+10% DREDEHHENICH B,
The exact field dimensions and the field markings at the venue may vary by up to +10% in each
linear dimension.

UFD2D0OEE. Tv—IbR, J=ILEKUFANLE T —ILRTUTFDES T VOFLEE=) X—5
BAICRAELZEFMERLCTLD. T+ Jr I3 VAICDUWTIERIL, T T7rI3aVBICDULTIER2ER
D&,

The two figures below show the dimensions of the field, the goals and special field areas, measured
in millimeters between the line centers. Figure 1 shows the dimensions for division A and figure 2
for division B.

HMAOBIEFS 7 > OHROOEREEHAILIZZ U X—RVRTROERMTH 3.
o The numbers in the figures below show the distances in millimeters between the
line centers.



1. 71T I3 VALHITET v —ILROTEE R Y —F > J/Field dimensions and markings for division
A



227140143 VBICHITBT v —ILRDOTEER Y —F 2 J/Field dimensions and markings for division
B



7.32m (8 —R)

NFIT4—IU7

NFWFTA—7—0

N=T91—51>

s TU7ZBETSA VIFZEDIUT7D—ECTHEODT, REESAVOHNAIDSDHD
THdo

« RPWT 4 —~NX—UDRE(E, =)L VOHAIDHEN SNFILT 4 —<X—2T D
IDECTCTHDo

35

Laws of the Game 2018/19 | Law 01 | BEOI«—ILR ﬂ

GREBID)EZ AR v -0 I —ILR
(HE:EEY v D—FE5E, HAY v h—i#<:R "Laws of the Game 2018/19", P.35
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https://www.jfa.jp/documents/pdf/soccer/lawsofthegame_201819.pdf)

2.1.2. 7 + —JU R (MEHE/Field Surface

I« —ILROXRAIIFREDT TILEVYY RO —RYETH D, D—RY L TORKIEE S FIETKFE
Thdo
The playing surface is green felt mat or carpet. The floor under the carpet is level, flat, and hard.

T1—ILREITRTDT v —ILEST7YMNS50.7TMETHRVTUS. T+ —ILREDHE04Am(EZHT0.1mD
BEEOITIVIATORY RIVUT7EDRESN. TBEEAERBTIBIVT7ELTERINS, %D
NDO3ME T+ —ILRDV—IVTH Do

The field surface will continue for 0.7 meters beyond the field lines on all sides. The outer 0.4
meters of this runoff area, separated from the robot area by a 0.1 meters tall black wall, is used as a
designated walking area for the referee and the assistant referee. The remaining 0.3 meters are the
field margins.

2.1.3. 7+ —JLEDOVY—F > J[Field Markings

BRI —ILRICESTYREIVTH D, IRTDST VIEART0.0ImTHBEE., X FL— B&BA—
Ry b FREBAOLET—TEEVTFNNNTH S, T TPDERERI ST VEIVT7O—HTH S,
STVESTYVOEREZENZENOHRLHSEHAITNS, ORwy A5 OEEREE. OR Y ~DOHFEEM
0.09m THBIENDE LT, ORY FOREAEVINSHAERI CEEHAT B,

The field of play is marked with lines. All lines are 0.01 meters wide and white (paint, spray, white
carpet or strong tape). Lines belong to the areas of which they are boundaries. Distances between
lines are measured from their centers. Distances from a robot are measured from its nearest side to
the respective measurement point, with an assumed radius of 0.09 m.

7« —JU S5 V/[Field Lines

TLATUTIARDS 1 Y TEBRIND, 2ADOKRIALEF vFS 1Y EFEN, 2ARDRIAET—ILS T
YVEMHEND,

The playing area is defined by four field lines. The two longer field lines are called touch lines. The
two shorter field lines are called goal lines.

I\—27 1 —>-~[Halfway Line

BT —IUR(E. Tr—ILROBILBAICED T+ —ILRPREBS/N\—TDIT—51VICLDT2D
(CnWEIND, N—TDI—S7VEFT-ILS1VEFTTHB,

The field of play is divided into two halves by a halfway line that runs along the width of the field
and through the center of the field. The halfway line is parallel to the goal lines.

Jd—JU b= - J—JUS 1 V/Goal-to-Goal Line

J—=b- b - J=ISAVETr—ILROREAAICED. T-ILETv—ILROHPREES, T—IU
ko =S TYVEBYFSAVEFETTH B,

The goal-to-goal line runs along the length of the field, passing through the center of the goals and

the field. The goal-to-goal line is parallel to the touch lines.

o CDS VldvisionV T ™ T 7 OESEREY. ORw (C &3 ESRBE OB
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BWREE R I S eHICFERTINTULZ,
This line is used to provide adequate features for the geometry calibration of the
vision software and for optional local localisation of robots.

>S5 —t5%—25)lL/Center Circle

I —DIET v —IILROHFRICHATNTED. BRIFIA—FILTHD, TVI—F—TILDOH
MEIN—=TDx—S7v&d—=Ib- ko D=7 VDRRACH D,

The center circle is located at the center of the field with a diameter of 1 meter. The center is at the
crossing of the halfway line and the goal-to-goal line.

F 4 71T XIY 77 /Defense Area

TAIIVXTUPFHOHNSETHIRKICHS T —ILEETZIT-ILST VYV EETIRAELTERIN
%o TAIIVIAIVUTNDASTEHIEE2ICREINZED., T« JrIJ3aVATHNE3.6mx1.8m. 7
1T« I3 VBTHNUI2MxIMTH B,

A defense area is defined as a rectangle touching the goal lines centrally in front of both goals. The
size of the defense area is 3.6 meters times 1.8 meters for division A and 2 meters times 1 meter for
division B, as shown in figures 1 and 2 respectively.

RFIVT + —V¥ —2/Penalty Mark

RFIWT 4 —V—0EF—TBDF—LRES—ADF—LICKHULTRFILT v« —F v I &ETORDEBRE
E&RI Do RFNWT—V—0OE@FI—IL ko T=-IL57YVED BFF—LOI-ILOEYI—H
58m(T 1 JrIavVAELLEM(FT v T 1 I3 VB)DRICAET B,

The penalty mark defines the point from which a team executes a penalty kick against the
opponent goal. It is located on the goal-to-goal line and 8 meters (division A) or 6 meters (division B)
away from the opponent’s goal center.

2.1.4. 7—)U/Goals

J=ILEZENZENOT=ILSTYDOFRICEEL. LoHDERETNEITNEESHEV. T—-ILEE
T016MMD2MDEELY 7 RO A4 —JLEIRDEEL VYD 4 —IUADER > TR EINTUV S, d—IU
OREIE. R—ILOEEZRXURMAREZRL SHDOME - FIXEREMELE - TEONIUELRD
%, J—JLOAEIHET. NELCASLULAGEBTERINSD,

Goals must be placed on the center of each goal line and anchored securely to the field surface.
They consist of two 0.16 meters high vertical side walls joined at the back by a 0.16 meters high
vertical rear wall. The inner face of the goal has to be covered with an energy absorbing material
such as foam to help absorb ball impacts and lessen the speed of deflections. The inner goal walls
are white, the outer goal walls, edges, and tops are black.

Y1 RO —ILOBEDERIET T+ I3 VATHNEL8MTT T I3 YVBTHNIEIM T, BT
([F0.18MTH Do T—ILTA—ILDEZ(F0.02MmTIT—ILS1 VEELTWVD, ElZLU. TJr—ILRST
IR T —ILRIEHUTRALEDEL D ULIEVWKLSICLTVD, H3EHAICT v TrIaVAET
<« I3 VBOFHEZNENTI .

The distance between the side walls is 1.8 meters for division A and 1 meter for division B, and the
goal is 0.18 meters deep. The goal walls are 0.02 meters thick and touch the goal line, but do not
overlap or encroach on the field lines or the field. Figure 3 and figure 4 show these details for
division A and division B respectively.

12



o RADBEIZZ") X— ~ILERTDEHTH D
The numbers in the figures below show the distances in millimeters.

lZO

3. 71 Jx I3 VAICHFTBT—IVEEM/The goal in detail for division A
lZO
20

_) 4—
1000 180
< V 110

f

4. 7« J+ I3 VBICH(FBT—ILsFH/The goal in detail for division B

2.2. 7"—)L/Ball

N=VEEBDAL Y IBOTIVIRN=-ILTH D, ET(FH#0.046kg TERE(L0.043mTH B,
The ball is a standard orange golf ball. It weights approximately 0.046 kilograms and its diameter
measures 0.043 meters.

o REZDCDI—ILOES & BRE—RBIE T I R—ILOBEE TR LTS,

NRNLHE T, EHEESNR—ILEREHT B,
For official matches, the organizing committee provides the ball.

2.3. £85Y 7~ 1 77/Shared Software

INEUEEY — O TERATSNBIEBY I RO I 7(E. BZEERICLO>TEEINTULSMN HUEHLEMT
BDCLEEHET D, RIMEESDAYN—([FUNLEMRS, ROOKRDY TO3IHNBRIX TlCITHONI.
OWHEBEEEHIREMBEINDN TUOEWNC EZE{REET B,

The shared software used in the Small Size League is maintained by the technical committee,
though everyone is encouraged to contribute. The technical committee members however
guarantee that any changes made less than three months before the next RoboCup do not break
compatibility.

2.3.1. Vision

ZENENDT v —ILRICEHBOEI I VT -—N—EHBDNASHRBEINTULS, COEBEI3Y
BRI O=1Z"7r—(CXYFTF U RXEINTLSBSSL-Vision Y T~ 1 77 (https://github.com/RoboCup-
SSL/ssl-vision) HMEFAAEIN D, SSL-Vision(d-—H—X v MERTHKEORICHBEE I3 Y I X T LH

13


https://github.com/RoboCup-SSL/ssl-vision
https://github.com/RoboCup-SSL/ssl-vision

HECKLO>TEESINCAAT Y FMEATHUERHRESZF—LICRHT S, EF—LEIYXFLRAEEEY
IAVIRTLERBRUERS D, IR LRHBEI I VI XFLILI > TREHESNBZIERO YT —DF
5D/ R L7, B, RBEEZSU)HENLKHUEETE S CaHE T IRENRD

%, ORwY RREZICHDET 3 /35— V(FSSL-VisionDEHR ICEBLL TLBIMEMNSH D, SSL-Vision
DY ZAT7ITEESNTUBEEDND S —R—/R=THEIFNETLSE0,

Each field is provided with a shared central vision server and a set of shared cameras. This shared
vision equipment uses the community-maintained SSL-Vision software (https://github.com/
RoboCup-SSL/ssl-vision) to provide localization data to teams via Ethernet in a packet format that is
to be announced by the shared vision system developers before the competition. Teams need to
ensure that their systems are compatible with the shared vision system output and that their
systems are able to handle the typical properties of real-world sensory data as provided by the
shared vision system (including noise, latency, or occasional failed detections and
misclassifications). The vision patterns on the top of the robots must adhere to the specifications of
SSL-Vision, and must be of the standard color paper as specified in the SSL-Vision documentation.

BRBEDEEENSDHERKRAS DO TIBEORAICHFAI TN TLBIBEERV T, HEEIa VlEOZ(
[Cv F—LHBDOADASPOHAEBBOLTYY—ERDMTEC EFHFITNEL,

Besides the shared vision equipment, teams are not allowed to mount their own cameras or other
external sensors, unless specifically announced or permitted by the respective competition
organizers.

SSL-Vision (&. T ILIYU VO STLTSINZT —IESTIBMOD tracker protocol ZEEHRT Do DX
wt—3J(d SSL-Vision ZNBEH(CL>TRAITNBICEFEVN. REXIEVWTFNHDT — L TNE
N&efT58RH D, CtldGame Controllerfe, RSN T v LI ERBLTOLEVF—LICK D> THEE
ATINsEFEeERLTLS,

SSL-Vision defines an additional tracker protocol that contains filtered and enriched tracking data.
Messages are not published by SSL-Vision itself, but for example by some automatic referees. It is
meant to be used by the game controller and by teams that do not yet have their own sophisticated
filter.

o GREETR)—MMIC TETI 3] EFMEINBCENREL,

2.3.2. Game Controller

HABETIZ 227 v — (AT F Y IXEINTL Bssl-game-controller (https://github.com/RoboCup-SSL/
ssl-game-controller) (CLK>TCAYFO—ILENTULD, cDY T I (dgame controller operator
CKODTEMESNTUVS, VILDITVREEBEA—FLIDREERY ED—D(CTO-RF v IS
NJ71—Y—XXy LBEMESICERT S, . HBEOKEBEMHIZTL. IRNTOIRY LZEBIFL.
AACEMIT B IATOREKERNDHRIEL UTIRSE D,

A game is controlled by the community-maintained ssl-game-controller (https://github.com/
RoboCup-SSL/ssl-game-controller). It is operated by the game controller operator. The software
translates decisions of the referee and the automatic referee into Ethernet communication signals
that are broadcast to the network. It maintains the state of the game, tracks all events and acts as a
proxy between all participating parties in the game.

game controller(FFEHE&ETOF —LDEHICRY ET—D1YF—-TI1—X&EFHO>TLB, BEF— L&
BENICF—/I—DIDEYIDEX 2D, ROER(ICAITTORY FRADERELRXED. 1 IO—1—
RABESEINZEBICHEEBLETEINEND T RNYT—IDRIREX DD ITBDEMTE S,
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The game controller has a network interface for the playing teams. They can automatically change
their keeper id, they can signal a robot substitution intent for the next opportunity, and they can
send an advantage choice for handling game stopping after yellow cards.

GREZEDBATE—MANIC TL TR EFFMREIND CERZBL, CNIE. RO
o ZRorIBtDY I LD T 7 THS (sslrefbox] « HRUZDIRIFIEYTH

% [refbox operator| (2018FNDAKE%ZE € > CTHEID)ICHXT B,

Fle TGCl EBSTNBIBENRH B (EE: BER Y T — D@/ (B —J1330HP)),

2.3.3. 7/— ~ L 7 /Automatic Referee

VEDBVLEROBHBH 77TV T —23a VAT, BIC TF—kL T EFRT B)Idgame controller(C
XU CHEOBRDHED ERADHBEEET SCEMTED, MK EEIDDA—RLIMHES E(Cwh
BTHD. EUIDUEMF— KL TJHgame controller(CEHINDIBE. SEREBHEIT I ENTE
Do

One or more automatic referee applications can supervise a game and report offenses to the game
controller. At least one automatic referee is required per game. If more than one automatic referee
is connected to the game controller, a majority vote can be applied.

F—TVV—XTHBCEZERRELT. LA —~LIDREERMH IS CENTES, HLLEE
FDEL EEFERBD3INAREITIC T T I Y ITNE(TNELSEV, HMEERIIENDREEFAT
BNULEVWHERET B,

New automatic referee implementations can be provided, given that the source code is open-
sourced. New implementations must be announced at least three months before the competition.
The technical committee decides if an implementation will be used or not.

T—=LhARYEREA L IOREREDT —LARY LERETELFTSELSHEVNETRT, Bl
ZESSLUOAF—LARAEINE. BRIDT —LARYREFT—RL ITOMELET. EULLERRIC
\EMLELITDCEMNTES,

The Game Event Table shows which game events an automatic referee implementation must be
able to detect. Individual game events can be disabled completely or in some automatic referee
implementations if both teams and the technical committee agree.

2.3.4. ') EI1>/Remote Control

BEF—LICIAOVEIVAREEE LD AT a YV TRHINSG, CNIROLSHEIVY REZ(FT
(TB3EDTHS:

A remote control for each team can optionally be provided by the tournament organizers. It is a
physical device that allows entering the following commands:

s FrLYVITSVIEEITSD
Raise a challenge flag
BALT7I+EERT D
Request a timeout

ORy LORREERT D
Request robot substitution

FEELEERT S
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Request emergency stop

¢« F—/—DIDZEZEET B
Change the keeper id

e, CNEIRDELSET v — RNV OBHRERETBIHNE LNEL:
It may also provide feedback information, like:

s TIO0-A—FROWE. HIUZDOEHR
Number of yellow cards and when they are due

s BRRCHAIINTULSORY FOEH
Number of robots currently allowed

s BRRCIr—ILRLEICHBORY ~OEH
Number of robots currently on the field

DEIVIEINYES—DHICLKODTHEATNSIES D, BIABICHVWTEF—LICEREINSVEIVEG
BICIBOHTH B,

The remote control may only be used by the robot handler. There is always only one remote control
per team, per match.

D) = TOAREERE(IGitHub L TR TE 3. https:/github.com/RoboCup-SSL/ssl-remote-control
The official implementation for the league can be found on GitHub: https://github.com/RoboCup-
SSL/ssl-remote-control.

24. 1= 15 —23 7> wvJ/Communication Flags

=325 —23v735v 0 BEFNTECRITBIIIRAFvr—PHEREZLEET BS2HCAL SN
Do CNSDITSYIEFITLTIRPIEREL. FETOORY FOZA, FrLrvIKLE, TFTFH
TIHBECHV SN S,

The communication flags are used to avoid gesturing and yelling with the referee during a match.
These flags are responsible for communicating various intents, such as: timeouts, emergency stops,
manual robot substitution and challenges.

FEE U< (dgame controller operatorM A= 1 Z7—2 a3V ISV IEERIDINERH D, JIXF
v —PERIFEIR-YV I TRESLEITN. —EDEZODSICLY FH—FELD,

The referee or game controller operator has to acknowledge the communication flag. Any gesturing
and yelling will be considered unsporting behavior, punished by a red card after the first warning.

JZ2Z0—23VvISvyJEREFHEELODREHEINSG, VE-—FIVRO-ILYITRDIT7RF/NAT
AERHSINBFZENRH D, TZOHBEEIYEBENL TS VI ZBETHRR D, THEEDNERTHRECHIK LM
DIEEFEATE S,

The communication flags are provided by the organizers of the competition. A remote control
software or device can be provided and replace physical flags. Any other solution that the
organizers find feasible can also be used.

3. O7/Rwv ~/Robots
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3.1. OMRwv OB #E/Number Of Robots

HEBFIEOF—N—EBART 1T I3 VALSNIEMUT. 70+ I3 VBLES6AMTOORY ~
EAT32DDF—LTITNONS, MERICEHNRORY LEBRITESLSIC. FOMRY ~IC
(&Vision pattern(cft > THECESREX SN TUOKITNEESHEL,, I—)bF—/I—DIDIFHAENA
FBANHEESNTOLFNEELSEWN TT—ILF—/3—DIDMEIR ] Z25),

A match is played by two teams, with each team consisting of not more than 11 robots in division A
and not more than 6 robots in division B, one of which may be the keeper. Each robot must be
clearly numbered according to its vision pattern so that the referee can identify it during the
match. The id of the keeper must be chosen before the match starts (see Choosing Keeper ID).

T4 IIVADFRERETEANE LT, 2F—LDOSIEDLELL EE—ADF—LRBEITNE. ONR
v ~DEHIBEI(CHIRI NS,

An exception is made during the Division A group phase, where the number of robots is limited to 8
if at least one of the two teams prefers it.

3.2./\—ROx7&YV I RO 7DI/Hardware And
Software Constraints

FEEFF-LBMRAERZILVEEICIE. Tr—ILREASORY FEBDRS KD (CHHEIT S EMT
Td, HMEZEETNDEEEF—T XY EDOEDCKRTEORY RCEDFENS/N-—RITT7EY T~
DITERRIBDCENTES,

The referee may force a team to remove a robot from the field if it does not satisfy the rules.
Members of the technical committee may also check the hardware and software constraints of
robots at any point of the tournament.

F—LMb—ILEREITORY FEISERETELVESG. F— LFEFENEEESHEICE D,
If a team is not able to provide at least one robot that satisfies the rules, the team is forced to forfeit.

3.2.1. Z2t/Safety

ORvY HEBEDES. AR, MOORY SR U TERIEERE L TUTIRESEW. R—ILPT v —)b
FEBEBPRETETEESE,

A robot must not pose danger to itself, another robot, or humans. It must not damage or modify the
ball or the field.

FTEEIBENLZELOBENEFREIT S EEZXBDLESIE. ORY & T v —ILRHASEBT B TNEL
5140

The referee has to force a team to remove a robot from the field if he considers it a potential safety
threat.

3.2.2. fizik/Shape

ORY MMIVAEBRFRICHSUVTE. BR0.18m. &T0.15mUTDORES THINEELSHEL, 5

(C. ORw ~o_EElEstandard patternD Y 1 XS K CREDOFHIIZE iz STEFNUSTEL ST,

A robot must fit inside a 0.18 meters wide and 0.15 meters high cylinder at any point in time.
Additionally, the top of the robot must adhere to the standard pattern size and surface constraints.
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3.2.3. OMRw MO &/Color of Robots

AMEPCRARICEATES L SCT B, ORY MMIREMICHFF—LERXBTEIRNERH S, U
TOIL—ILNERTINS:

To ensure clear identification during gameplay, robots must be visually distinguishable from the
opposing team. The following rules apply:

BB DE KLk

Color scheme requirements:

o ORwy ~OREFE20%M EICHENENS - VIhBTNTUS CE(EEE LHEFAD Y KUK,
Robots must have distinctive coloring covering at least 20% of the robot’s surrounding area
(bottom and top surfaces do not count).

s NS=VUVIPFERANSHDONICTERRTED &L,
The color must be partially visible from all sides.
¢« FoLDOIARTOORY I, BABREEBORBWNAIEETH D E,
All robots from a team must have interchangeable colors: one bright and one dark.

s CNS5M2BIE. A—F—LAROITRTOORY RCDVWTHE—INTULD &,
These two colors must be consistent across all robots on the same team.

TH A Y EMAEDERLER:
Design and durability requirements:

s FLARMBF—LOORY ~EXFITBHIC. MBIKE/AY—VEFERALTELL,
Teams may use creative patterns to distinguish their robots from other teams.

s ORY ~OBRERAUTH > TREST. e LHGvisionY X7 ADFHERITITHEBTH D
RETHBDo
Robot color must not be reflective, and the top surface should be black to avoid vision system
interference.

« ORY ~OAIER(EVision/ (5 — VPR —)LIEATNTUSEDEMZBE B (TEITNEL SIS
Lo
Robot sides must avoid colors similar to those used in the vision pattern and ball.
s FPBPRBMER 2o ORY ~OB(GETICERIN. HEZEU THMAMERL(FTNEELSE,
AEPRICAS—HABNLZE. SRINBRAINS( EEPEROIE ] Z28R),
Colors must be properly applied and durable throughout the match to prevent peeling or

detachment. If color covering detaches during play, penalties will apply (see Tipping Over Or
Dropping Parts).

3.2.4. RUTJ)L7 /3 X /Dribbling Device

R—IVEBBRICAEYSETR—IVEORY ~CEMURITSESRODRED TILT /N1 X(IUTDE
HEmlz TIBaDHFFRIIND,

Dribbling devices that actively exert spin on the ball, which keep the ball in contact with the robot
are permitted under certain conditions:

s RUDIWF N XEHENSR—ILE ERSE TIFLESE0)
The dribbling device must not elevate the ball from the ground
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o (IHOORY RR—ILEF >IEORY RHSR—)LESIZTEETE D LS (C LIEIFNIETELSILO,
Another robot must be able to remove the ball from a robot with the ball.

« ORY MMIBHEZIARTEDRVWTR—ILETE(C Y FO—JLU TIFESHEL,
A robot must not take full control of the ball by removing all of its degrees of freedom.

o ENSRER—ILOEBEDS0%(EOR Y ~OEBEOHIICH BUENRD D, CDFEIRIEIRTOF v
D7 N AU TEBEAIN., BENICERITSCEERIETNS,
80% of the area of the ball when viewed from above has to be outside the convex hull around
the robot. This limitation applies as well to all kicking devices, even if such infringement is
momentary.

3.2.5. Vision Pattern

IRTOEMF—LIE. HEVisionT X7 LICKBEMEREICRDELTNETESEN . F—L(IRELS
NeENS>—&/\F—rZ0RY ~OESICEY FITDIRERD B,

All participating teams must adhere to the given operating requirements of the shared vision
system. In particular, teams are required to use a certain set of standardized colors and patterns on
top of their robots.

ORY ~OLEBOBEFEBEELLEFI-0TL—T. BORULAEVWKSICULEKITNEESEV, RIVE
— RVision/35 —V(FR5(CRENBS L D(C. ORY ~ETERIIC DOV TEFIDH50.055md& D FE iR e
WATICEIDEE Lie. FR0.085mDAFICIE S (TNEESEV, F—AFORY O EEBRTER(CC
DEEBZERT L SICTIRENRD B,

To ensure compatibility with the standardized patterns for the shared vision system, all teams must
ensure that all robots have a flat surface with sufficient space available on the top side. The color of
the robot top must be black or dark grey and have a matte (non-shiny) finish to reduce glare. The
standard vision pattern is guaranteed to fit within a circle with a radius of 0.085 meters that is
linearly cut off on the front side of the robot to a distance of 0.055 meters from the centre, as shown
in figure 5. Teams must ensure that their robot tops fully enclose this area.

35

54772 |\

5. 28 V5 —RVision/{ 5 — > MO ~FiE/Standard Vision Pattern Dimensions

IRTOORY MIR6ICREINE16/35 2D SEDV EDERLETNELESEL, 28600NRY MR
BCBD/Y—VEMRT S EFFFIINE,

19



Every robot must have one of the 16 patterns shown in figure 6. No two robots are allowed to use
the same pattern.

T -NS—FERISARRIZESD. ENAEBOVWIFNNTHBS(F—LNDS—DEIR] £228K), ED
DNARDOEFORY FOIDRRFEEEINTU S, HBEZESEIIRTOF—LICSUTRUBHRMERTN
TUVBCEERIET Bz, +NLENEBMEHRZICHVTEHET B,

The center dot color determines the team and is either blue or yellow (see Choosing Team Colors).
The other four dot colors encode the id of the robot. To ensure that every team uses the same
colors, the organizing committee provides enough colored paper at the competition.

220 Ry ~OEC“BICUHFNREZBRMENRG DM, IDONSTD/ISY — U I(FTRERH

(CRELUTEMET NS SNIEZS. EMF—LFCNSD/IRT—V&EEIRT
o BDCEEHET B,

Teams are encouraged to prefer color assignments with ids 0 to 7 because they

have been experimentally found more stable, as there is no risk that the back two

dots “color-bleed” into each other.

6. X5 > —RVision/\5 — > D&/Standard Vision Pattern Colors

3.2.6. #{5@{=/Radio Communication

HBIRBEEERATIEMER. BEDHTE BN ARYEEBZERCBNITISIENET B, HEfES
= BREOVNAEBIEEICDVWTETEIRTRCEBNERIEITNELSE, BIREOEI B
Sic. HEDRICF—LIL2DDEBEN SFIREE S LD IC LEIFTNETL SV, EFBEEDOFEIIL.
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FROREESNIEDOENRAUCKSENET B, BMOERETFECL(FE. ORNDY TRERTIFEL
BRI BF—LIEEERDIENDET B,

Participants using wireless communications must notify the organizing committee of the method of
wireless communication, power, and frequency. The organizing committee must be notified of any
change after registration as soon as possible. In order to avoid interference, a team must be able to
select from two carrier frequencies before the match. The type of wireless communication has to
follow legal regulations of the country where the competition is held. Compliance with local laws is
the responsibility of the competing teams, not the RoboCup Federation.

|IGBEEDS 1 TEMEOEBZESHRAOEBZERICLDHIRINS CENH D, MEBOEBRES
FEALHIRE. TEBLHFRCIZaA T r—(CBANITB &,

The type of wireless communication may also be restricted by the local organizing committee. The
local organizing committee will announce any restrictions to the community as early as possible.

o Bluetooth(C & BBEESEREF v Y RIVEREE(CTELELVDTERILET B,
Bluetooth is not allowed since it cannot be fixed to frequency channels.

3.2.7. B##1%/Autonomy

ORY ~OERITEICBRL TCOELSTRE>ESHEV, HEF. ABOARL—5—(F, (KREDLY 1 LT
DR Y RTLCHUT—YIDBEREA DTS ER>TELL, MRT. TORY D3] T
MARSNTWND T 1 —ILEANDERE. EULET v —ILEAANDEAZFRVT., SHEFOUVNHE S ERRE
EHVTEORY MIFFMTENTNTIELESHEL. COIL—IVEERT S L(F. FEXR—-Y VY IITH
EHILT,

The robotic equipment has to be fully autonomous. Human operators are not permitted to enter
any information to the system during a match, except in breaks or during a timeout. Additionally,
robots may not be manually moved during any phase of the match, except for moving robots out of
the field, or into the field as described in Robot Substitution. Disregarding this rule is considered
unsporting behavior.

4. S5 NDEEAY/Game Structure

4.1. NIF757%E/Impartial Roles

N — D DRTEREETORODCIE. AADRFLZE ERRELFTNELSEO,
To play an official match in the Small Size League, four impartial roles must be filled:
» EE/Referee
* Rl /Assistant Referee
* Game Controller Operator
 Vision Expert
BE. ChonEEFE. BEICHBLTUWEL2F—LICL>TITONS, 1F—LBIFEE Lgame
controller operator &, 2F—ALB(IEIZE Lvision expertZiBY T D, CNSOEBIE[/BZEES(ICLD

TEIDHETONS,
Usually, these roles are filled by two non-playing teams, with one team providing the referee and
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the game controller operator and the other team providing the assistant referee and the vision
expert. The assignment of the roles is up to the organizing committee.

IARTHOEMI BF—LIFCNSOEENICEBL T DEAMERETESCENKHESNS,
Every participating team is required to be able to provide enough people who are familiar with
these roles.

4.1.1. £FE/Referee

BFHEEEBCLO>TIYFO-ILTND, FBIEMTNHAE(ICRAL THREBERERTI 5—I0KE
RED. FBEI T —ILRBEICHBIBTIV 7 EFESCEMEEINS(Dr— bRy RT7v Tl &
Z21).

Each match is controlled by the referee. He has full authority to enforce the rules of the Small Size
League in connection with the match to which he has been appointed. The referee is encouraged to
use the designated walking area next to the field (see Field Setup).

FEET—FLIICLBHBEZ(TD. ABMDEEE. A— L IICLBIREREDL ST TH>TE
CheEe LEETITBCEMFFRISNTL B,

The referee is assisted by the automatic referee software. The human referee is allowed to override
any decision made by the automatic referee software.

TUAICEATBIBERICOVTHEEDRE (L. RIEMNLENTH S, TLr=BAT SEI. IEHEE
&SI BRI THONE. TBE. ZOERDREMELLLEVCECKRIVCESE, IRETEDHECK
ODCREIBOMEERALZETDH. REEERDCENTE S,

The decisions of the referee regarding facts connected with play are final. The referee may only
change a decision on realizing that it is incorrect or, at his discretion, on the advice of an assistant
referee, provided that he has not restarted play.

IW=ILETARTORRICH U TEDREREFMCERI BSENTIEELV, LMD TEEE. JL—ILMNEA
BTV SBYLETHME T CEMEREINS, L<HBFIRELT. [BERR-YV VT
] BHORBEIETFEEGERK L. BORTNEHZEEFUNEERTS. ELSEDHRH D,

The rules do not define all circumstance and their consequences in every detail. The referee is thus
advised to judge in an adequate way, if the rules are not explicit. The usual procedure is to issue a
warning on the first occurrence and an Unsporting Behavior on repetition.

ITEE. REIREEZTOHSPIEH. HSPIBEDUEADEE. BA. 957, St BE. &
IZ(ZZDMORUAICT T B ZDMDIBRICT L. FHLELEEZEDELN,

The referee is not held liable for any kind of injury suffered by an official or spectator, any damage
to property of any kind nor any other loss suffered by an individual, club, company, association, or
other body.

NVES—EEBEFEITCENTEBIM—DF—LXYNN—TH D,
The robot handler is the only team member that may talk to the referee.
B/ Duties
s FBEFIRTOABEORY FAREICHEETETEICELERIET S
The referee ensures a safe match for all humans and robots
o FHEI/NEE —TDI—IVICAI D TeRFLREZERIET D
The referee ensures a fair match according to the rules of the Small Size League

22



s FBRFFATNTOWEVABPCF—LAXIYN—CLBDFERBEELTULWEWC EZEIRIET D
The referee ensures that there is no interference by unauthorized persons or team members

s FENDBIBEF v OATORTILTr—F w0 (TardrIavAELLBFRAEDELL(FTrTrI3
VB)DEFCR—ILEBET %, TDH%. FHBIIHASEBRT 3.
The referee or assistant referee places the ball for kick-offs and penalties (division A) or after
every stoppage (division B). Subsequently, the referee resumes the match

s FEEIRERNCHEMRIBE LU EBRINECEZRIET D
The referee ensures that the game is started and resumed in time

4.1.2. g /Assistant Referee

BIEBIE CTERRLRD TBOMET B, BIBLETBERTRINT «+ —ILFRICHBIHITIY 7&fE
DCEMERIND,

The assistant referee supports the referee wherever he can. He is encouraged to use the designated
walking area next to the field, opposite the referee.

WHVEDF—LAVN—TREIBERET D EFEFFRIINLEL,
No team members are allowed to talk to the assistant referee.

B 7%/Duties

c BIBEEBCRRIEN OEAETRCZNDMOERENES cEETERET D
The assistant referee indicates when misconduct or any other incident has occurred out of the
view of the referee

« BIBQESBCAABELIKRICOVTERET S
The assistant referee discusses unclear situations with the referee

s FENEBEFTVIATORFTITr—FvI(GF+TrI3aVAELLBEHEDEL(GFTrTrI3
VB)DEFCR—IVEBRET Do
The referee or assistant referee places the ball for kick-offs and penalties (division A) or after
every stoppage (division B)

4.1.3. Game Controller Operator

Bz, game controller operator(dEHE, A —~L JEBF—LDYI LD I T7OBRDT Y —T1—
R & fEBHgame controller softwareZ{HHT B,

During a match, the game controller operator uses the game controller software as an interface
between the referee, the automatic referee and the team software.

NV ES—=AORY FORZRAZETBREFRVT. WHEDF—LXV/I—Egame controller operator&
TEEI B C E(FEFRIT NI,

No team members are allowed to talk to the game controller operator, except the robot handler for
robot substitution intents.

B #5/Duties

+ game controller operator(dgame controllerZ A& RIICERET D
The game controller operator configures the game controller before the game begins

 game controller operator(FEEN S NDERIEgame controller(CANT S
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The game controller operator enters the signals of the referee into the game controller

« game controller operator(IFBZEMNEELITE3HS5PBIT —LARY OT (A — L TICXBDREAP
AENRBIRALE)EERL. TEIENIT S
The game controller operator watches the game event log for any events that need attention,
like detections of an automatic referee or elapsed timers and notifies the referee

GREZFSE)BATIE—MANIC TL IR EFFREND CENRZL, CNIE. RROEERE
O =oorErroUTROITTRS Mslrebox) . HEUZOREELTS
3 [refbox operator| (2018FENKE%E € > TEELE)ICHRKT B,

4.1.4. Vision Expert

Fizrh. Vision Expert(d 7 + —JLROHABVisionT X7 LEBHT B,
During a match, the vision expert is in charge of the shared vision system on the field.

Vision(C K EERENEE UIBSEBRVT. F—LX YN\ —(F—&RI(CVision Expert(cX L TEEL HMN\F
SUVEEHET B,

Team members are generally advised not to talk to the vision expert, unless they experience major
vision problems.

B%#5/Duties
* Vision expert(dVision®/\—RO I 7&EFIvI L. HS5PBIEEND/\—R D1 7OMEE ZITEZE
ZICHRET B,
The vision expert checks the vision hardware and reports any kind of hardware problems to the
technical committee

e Vision expertlZEGHRICHBViSionV X FLEERL. H5IEEDOEEE TH(CAIRECRET
Do

The vision expert monitors the shared vision system during the match and reports any kind of
problems to the referee instantly

s IBNNETHDEEZXBA(CE. Vision expert(dVision systemZB++J JIL—3>d 3,
The vision expert recalibrates the vision system if the referee deems it necessary

GREBIZD)BATIE—MMIC TET 3 V] EHIREINDC EMNZL), VisionvV I~D T
o TZDEDERBINBIE NG SH. Vision Expert AIEEN S & L\ S C & (FVisionV

JhDI7ICRENRGIHBENKETHD. ERISLTRRBAG D CEEHFT DL
Lo

4.2. F— LEB D% E/Team-Specific Roles

4.2.1. /\> K =>—/Robot Handler

AARRAIIC. IRNTOF—LALRBIADNYRS—EEELULFNELESHEV. N\YRS—EFEEHRICF
—LEARKRT B,

Before the start of the match, every team has to designate one robot handler. The robot handler
represents the team during the match.
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B/ Duties

s N\NYRS—[FHEDERDMHEBIEIT D,
The robot handler helps preparing the match.

s RETHNE. NYRS—EFEBCITTLTIFEERT B,
The robot handler asks the referee for timeouts if necessary.

s NYRS—[FHEHRICORY FERXARTEICENTE D,
The robot handler can substitute a robot during game play.

e NYRS—(PRDStop GamefFlcORY FERRNTBHTE ERBICEKRL. FEMNFALRIBAEO
Ny ~ERZRT B,
The robot handler asks the referee for the permission to substitute a robot in the next stoppage
and, if the referee agrees, substitutes the robot.

¢« NYRS—FF—LOBRIBEEXRAITIBIRIERY FDT—0PET 3 Y DRE).
The robot handler voices concerns of the team (for example network issues or vision problems).

4.3. FZE D #Efm/Match Preparation

FRCHEEAIDH D INTOAB( T2FEEE] EULE TF—LEBDEE] 22R)(F. UTISRRS
TBICLIFRDERETEICTSMH(C. PELEEHAGRBDI0DH]C(FER/TET TLEIFNEES
L0

All people that fill a role in the match (impartial or team-specific) have to be ready at least 10
minutes before the start of the match to allow the referee to make the following preparations:

4.3.1. A EER > — ~/Game Result Sheet

TEIEHZESHSHEH/RY —~EZ(THD, Aaklc. TBERKBERELAL. BELBRESE
HTY—hEHEHBZERICIRET B,

The referee obtains a game result sheet from the organizing committee. After the game, the referee
fills in the final score, collects the required signatures and submits the sheet to the organizing
committee.

HERRY—FEZ(TRO>TLBE. EBENTIRE(ELEHINZDTHNE) R
o v XLy RAO—RAIO-A—REEDEHAITOEREFEATE S,

While obtaining the game result sheet, the referee can also take an official ball and

referee equipment such as a whistle or red and yellow cards (if provided).

4.3.2. XY D —20MO7 X ~[Testing The Network
FTEEAMAEDF—LNVisionT—SEL T —OVYREHETETINHERT D,

The referee ensures that both teams receive vision data and referee commands.

4.3.3. F— L7315 —NER/Choosing Team Colors
FREEAWF—LD/N\NVES—(CHRLEITBIF—LAS—BEHEEBODEESSHNZERT D, MF—LREBD
FDUTICAZETDIDTHNIE., ZOREEEL CTZOBERMEAIND,

The referee asks the robot handlers of the teams about their preferred team color (either blue or
yellow). If the teams agree on a color assignment, the colors will be used for the entire match.

25



iZU. MF—LARAUBEHRLELEEE. FBEBEERICEIDHETS, COFE. AETHNE.
MF— LSRR TR EERBOBIFHR TRICBEANEZX S,

However, if both teams prefer the same color, the referee assigns the colors by chance. In this case,
the teams switch the colors after the first half of the match as well as after the first half of the
overtime if applicable.

4.3.4. O v A EDEIR/Choosing Robot Hull Colors

F—LFEGHEICORY FAEOE EEUSERE)ZERRLTLV, MF—LHRRAUBERIRLUIZIEG.
FTEIHGHBAIICERICBZEEID N TS, BIRTNEARBIHEEE L THERSNLTNEL S
Lo

Teams are encouraged to choose their preferred robot hull color (dark or bright) before the match.
If both teams choose the same color, the referee assigns the colors by chance before the game
starts. The selected hull color must be used throughout the game.

4.3.5. @& + v O 4 T NDER/Choosing Side And Kick-Off

FELEMF—LDNYFS—E—ECTIYRIETD, 7Y IAOBEDEIHFETHN S T—ILEE
o EO—ADF— LMEIHEERBIREOT v O 4 T&T 5,

The referee tosses a coin with both robot handlers. The winning team chooses the goal it will attack
in the first half of the match. The other team takes the kick-off to start the match.

4.3.6. J—JLF—/1—DIDMNEFEIR/Choosing Keeper Id

FEEEF—LD/N\VES—(ICEMORY bZEF—/I—E U THERITZIDEDLEONER L. game
controller operator(CIEEHR%Z EHK T B,

The referee asks both robot handlers which robot they will use as the keeper and forwards this
information to the game controller operator.

F—/R—DIDIE. 7O AT TLAHEULFR=IVART v« —JLROEFAN—-TCHNE. UTOAE
TUDCTEEECTES:

The keeper id can be changed anytime during the game if the ball is either out of play or in the
opponent’s field half by:

1. Game controllerdXY kT =014V —J 1 —X=ZFHAIT S
Using the game controller network interface

2. game controller operator(C. game controllerCEEINTULBF—/I—DIDEEEI 5L OEKFET
%o Game controller operator(d. N—JVNBUILEMAEICRKD ETF—/I—DIDEEEL TIFE S
Lo
Asking the game controller operator to change it in the game controller. The game controller
operator must not change the keeper id until the ball is at a valid position.

F—LlF. BEHZEBzUERICOHERZEEFIT DINENRDH D, Game controller
o operator(FIL—ILEETFIT IRENRH Do

Teams should only ask for a change once the requirements are met. The game
controller operator is responsible for complying to the rules.

0 EULF— LBt —  —EFE LT < HWEE. T+ — VR EEBELAELORY ~OID
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BRI B &,
If a team does not want to use a keeper, it may select the id of a robot that is not on
the field.

44. 7 — L XF7—7J/Game Stages

4.4.1. $1E/Overview

INEUEE ) — T DORTE(SATICR T X T —I(C K> TERIN D,
An official match of the Small Size League consists of the following stages:

Game Stage HARS/Duration

I8 300FP DL IR

First Half 300 seconds of playing time
IN—=D 8 Ls 300 DIARE

Half-Time Break 300 seconds pause

B 300F DR IR

Second Half 300 seconds of playing time

AEDBEREHXNGEIETDIINBEWIHBER E SNFORB N DREDA SHERBEICARDES. B
RISIERB(CEHRDT — LI T—IMEMINSD !

If the match is an elimination match (draw is not a possible outcome) and the score is even after the
regular game time, the match goes into overtime and the following game stages are added:

' — L X7—3 | Game Stage HARS / Duration
IEREBIDARE 300 DIREE

Pre-Overtime Break 300 seconds of pause

FE R AT EY 150 D 32 i

Overtime First Half 150 seconds of playing time
ERE/N—T I L 120M MR8

Overtime Half-Time Break 120 seconds of pause
IEREBE BB (£ 1507

Overtime Second Half 150 seconds of playing time

ERBERTRACRARDEBEE. UTOXF—I&EMT 3:
If the score is even after overtime has been played, the following stages are added:

57— X 57— | Game Stage HAR / Duration
Y17 0% 120DKE
Pre-Shoot-Out Break 120 seconds of pause
Ja—hk70k EHIR

Shoot-Out unlimited

BROYIAV—(ElF—LEER—IERIFI S EMFTNLVBEIC—FHELTNS, CNCEX -
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w0 — L Halty, FvOFdTERTIVT v —F v D DERBRENEIND, TSR IVEEEFES
V—(3—HELEETN D,

The match timer is paused whenever no team is allowed to manipulate the ball. This includes stop,
halt and the preparation states of kick-off and penalty kick. Additionally, it is paused during ball
placement.

o COfER. AECHEBELRBEIHRKBELDEEDINCERILES,

As a result, the time needed for a match is much greater than the playing time.

4.4.2. 51 /L7770 ~/Timeouts

SALTPORERD VK. /N\YES—EEBICHEREE ESHETNEESEVN. 51 L7 D IAED K
SEC/RDODN. WF—LEEESOYIRITITEN-—RIITOEBEETSCEMFASTNTVS( EE
£l =28R),

The robot handler has to ask the referee for a timeout. Timeouts are handled like breaks, meaning
that both teams are allowed to make modifications to their software and hardware (see Autonomy).

A LT SRICYIBRNEERAG S T2ORY MME. T —ILRASRESNETNELE STV, Nl
BRELEEDER—DIALTIORRTHO>TE. TORY FORA] (CBEHESINEIVT7HhSTr—Ib
FRICBATECENTE S,

Any robot that has been physically interacted with during a timeout must be taken out of the field.
It can be brought in again, also during the same timeout, via the area outlined in Robot
Substitution.

EE5NF—LEFHERFABNSALATTDI AT LT DRHREIDHETSNTUD, IRTODITLTI+D
BEHIZ0WETHINTULD, I1LT D (Istop  gameFDHEEIT D EMNTED, BREgame
controller operator(C Kk > TEREEFEMNINTUL D,

Each team is allocated 4 timeouts at the beginning of the match. A total of 300 seconds is allowed
for all timeouts. Timeouts may only be taken during a game stoppage. The time is monitored and
recorded by the game controller operator.

BIZ(E. 1F—LHB60MENDS 7 L7D E3EMEFL TLZS. EDI(EHE1200E T
o BN LTI EUNEIETEE

For example, a team may take 3 timeouts of 60 seconds duration and thereafter

have only one timeout of up to 120 seconds duration.

EREOME. MF—LEEREHS0WET2EINI T LTI RERBSTE D, L¥F15—5—LTHELN
oS+ L7770 ~DEEEFEEMET N,

During overtime, both teams can use 2 timeouts with a total time of 150 seconds. The number of
timeouts and the time not used in regular game are not added.

Ja1—r7OFOEES LT O RERGTEL,
No timeouts are possible in the shoot-out stage.

4.4.3. 10R5EEIC L 22 H#& T /Early Termination At A Score Of 10

JA—F7IORETOT—LRXT—ITEF. FADF—LRIORENDT—ILERDcESE. BREMR
LKODREFNFEHSIEBNICHETIN, BREDZVLALBEELD,
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Before the shoot-out stage, when a team manages to shoot 10 goals, the match is automatically
terminated as soon as the goal difference is greater than one and the team with more goals is
declared the winner.

FIRERFE C(IRFBNIENRRE(ICH B & F(CFI/R TN T —IILOBTIET (T &ETS

28 J— VORI EENE XTIV ICE>TEETH D, BM{bT B,
o CHOIL—ILIEETOEEICERAINS,

During the group phase, the number of goals scored is used as tie-breaker, so the

absolute number of goals matter for overall scoring. The rule applies to all game

types for simplicity.

5. 71—V Y F/Referee Commands

LITU—OVYROBEE., ZNSHNEEDIREBEEDKSICHEERTSIMNCDOVTIE MEHEEDR
RE] (CEE#EIND,

An overview of the referee commands and how they interact with the game state, is given in Game
States.

5.1. EHE DS 1L/Stopping The Game

5.1.1. {51L/Stop

E2/Definition

[ REWF ] OVYRABARTINDE. IRTOORY +MILSM/SLATE TEGR UK (FNEE SV, &
5(C. IRTOOMNRY RMIDEL EER=ILHS0.5mBENTZRIEBICVDIMERG D, M—ILEIRIET S
EEEFINEO,
When the stop command is issued, all robots have to slow down to less than 1.5 m/s. Additionally,
all robots have to keep at least 0.5 meters distance to the ball and are not allowed to manipulate the
ball.

R—IUASRCEARBBE. FC X~y TREORY ~SREHRNRSSDTR—ILE
DEMOFINERICTICEBR#ETH D, LMo T EREFINICRES2o(cOR Y
FREERC LU TUVBCENREBNSRTHETOHNE+DTH S,

o If the ball moves very quickly, it is hard to always keep the required distance to the
ball, especially since the speed of the robots is limited during stop. Therefore, it is
sufficient if it is obvious to the referee that the robots try their best to follow the
distance rule.

FA#&/Usage

[RhwZ] OAVYRER=IVRAO-IWEED) T+ —ILES 7 VEBRZEPRAINEE U BICHRR
Z—IHMEIL T BHICFEDON, Halt®e S 1 A7 D~ BERNERN—IVEBEBEDBREERI ScHcFEHOHN
%o ORY ~DEREFIRER—ILEDRNEFMICE DT, FBVCLEIBNR—ILERECTSLLLERET S
CEMTES,
The stop command is used to pause the game after the ball crossed the field lines (including goals)
or an offense occurred as well as to prepare the start or resumption of the game after halt, timeouts
and automatic ball placement. The robot speed limit and the minimum distance to the ball allow
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the referee or assistant referee to place the ball safely and without interference.

" ERETD)—MNIC TV IT—L] EULEEC TRV T EFRENS M

%0\

5.1.2. Halt

E&/Definition

[Halt] VY RARITINDIE. IRNTOORY MEIEEEEIEL. R—ILZEERIEL TIFESHEL,
When the halt command is issued, no robot is allowed to move or manipulate the ball.

ORY BRSSO (C2WBEDBFRH B,
There is a grace period of 2 seconds for the robots to brake.

FAi#&/Usage

BGIZFORY SOEHEREE TS D L E)BIBRBNFRE UL (CEE(E MHalt] VY R THEZESR
WTBBEMTESD, Tz, Vision expertNAB EHIKTL IBS(C(EVisionV I D T 7OBF vV D
L—23avicE@Ebn. EBARRETIHESICEONY FOZAICEFONSD, 5. FEIFERH

(€ THalt] IVYREHTIDCEMNTE S,

The halt command allows the referee to interrupt the game immediately whenever an emergency
occurs (for example when a robot gets out of control). It is also used to recalibrate the vision
software during a game if the vision expert considers it necessary and the referee agrees and for
robot substitution. Additionally, the referee is free to issue the halt command at will.

MHalt] AVYREOREEC TRbvT ] AVYRREETND, SEMITINBEIC. EF—LIC+
DISEBIFENS X 5D, Game Controller(d MHalt] IV RHASRATIOMEIZ(FEE TSN, O
Ny ~OEBRTET CLNEEEERITTE S,

The halt command is always followed up by stop. Enough preparation time should be given to
teams, before the game is continued. The game controller will wait for up to 10 seconds after a halt
command, but the game can be continued if robots are prepared already.

RERAIE LT, BHLADABENRT «r —ILRICZEABBAE(ICE. SHEEEC MHalt ]
o OIVYRTELEINBIRETH S,

As a rule of thumb, the game should always be halted when humans other than

the referees are entering the field.

o HEHELS(E /N1t (RILk. R—=IUk) THB. RO TIEHBH. BATIIO—VFE
HT NIL] ERESNZHEEDH D,

5.2. h— JUEZE/Ball Placement

E2&/Definition

B—LMEIERC, BEUZAARY MG U TR—)VEBEYEIE (CEREB S NE(TNEE ST

U)o automatic ball placement(F AICKBITALLICORY MMCEKD>TTr—ILR EDIBESNAIE(IC
N—IEBETESD. EFLVFETHD. ELCNDBRETH B HE. TENFETRET 3.

After the game was stopped, the ball must be placed on the appropriate position, depending on the
event that occurred. The automatic ball placement is the preferred way to place the ball at the
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designated position on the field by the robots of the teams without human interaction. If this is not
possible, the referee places the ball manually.

FETOR—IVEEHR. ORY FHROBRICHEZRSOHICHEF T Xy T ] OvY
o RICEEDEFELESNIBHEND B,

During manual ball placement, the game should be in stop to allow robots to

prepare for game continuation.

UTORERETHEEINTULSIHEE. R—IVEEIIREL):
No ball placement is required if all of the following constraints are fulfilled:

s R—JVIIEEMENSIMURICH B,
The ball is closer than 1m to the designated position.

e "—ILIET v —ILRRAICH D,
The ball is inside the field.

s R=JUlE. EOFT+TTVYXTUT7HSE0T M ERENTUVS,
The ball is at least 0.7m away from any defense area.

° /—.ﬁ—)b(&"%?]t L/t(/\éo
The ball is stationary.

COBE. BERIA LY TCHBEESNSEREMRISLERRTICICBRATE S,
In this case, the game can be continued as soon as all robots keep the required distance for stop.

N=ILAORY FCLODTOFKMETNLEEISNBIDIEUTDHZETH S
A ball is considered placed successfully by the robots if

s BEOVYRBRETINTHS30MUN
no more than 30 seconds passed since the placement command

¢« XNV Y RHNR—IVBBEZIBLTZF—LNDT ) —FvIDFE. N—ILXTOERHN0.05mIUR
OORY SHEFE L0
there is no robot within 0.05 meters distance to the ball if the next command is a free kick for
the placing team

« ROV Y RRforce startDIFE. R—ILFE TOEEBENO.SMIUAROOMNR Y ~RFEE L)
there is no robot within 0.5 meters distance to the ball if the next command is a force start

« R—JLIFERELTUVS
the ball is stationary

« M—JVEERSTNEMEN SHZF0.1I5SmUADGZAICEESINTULS
the ball is at a position within 0.15 meters radius from the requested position

R—IVAEE(CBBINDET. game controller(CL > TENUND IV Y RIFFHETINEL. R—IL
NEF<EBBINGZIES. HA(Egame controller(C k> TRIEELED B BREASNZ(zlZ2L. HA—IVES
BEIVYRMRETINTOS2REDESBESHEL). EENKBLUILES. BFF—LICTU—Fv D
MREX5ND, TSICCDF—LRR—ILOBEICKRUBEE. R—ILEEEICLDEEIN. HElE
FTTDOIV Y RICKDTHITIND,

No further commands will be issued by the game controller until the automatic placement is
complete. The game will be continued by the game controller as soon as the ball is successfully
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placed, but not earlier than 2 seconds after the ball placement command has been issued. A failed
placement will result in a free kick for the opposing team. If this team failed to place the ball as
well, the ball is placed by the referee and game continues with the original command.

F—LCEICEITONTER—IVBBXRA DY S —FREXRKC E(CIBMU. BERNCEITHLT S,
NOVE—(IEMEICIE ST,

For each team a ball placement failure counter is incremented on each placement failure and
decremented for successful placements. It can not get negative.

BEZBEHEULOWEDF—AIR—IVEE(CTHL TIFESEO,
The non-placing team must not interfere the ball placement task.

Fii&/Usage

NR=ILRNT7ORATTLrOEE. BMAR—IVEBEMBERAINSZOTHNE. ROIL—IVINRESINSD;
When the ball goes out of play, the following rules decide, if automatic ball placement is applied:

1. FERFIRTOFYIATEITRTORFIVT 1 —F v IDEICR—ILEERET B
The referee has to place the ball for all kickoffs and all penalty kicks

2. JV—FvIODBEE. R—IL&Ee1 VT 7T B3F—LNR—ILEEE UEFTNELSE
For a free kick, the team that brings the ball into play must place the ball

3. D#—XRX5—FDFE. BREGNZEESSHRADF—LHNR—ILERE LLTNEE S,
For a force start, a team is drawn by chance and must place the ball

4. R—)VEENFIRINBRIE. R—ILERXTUKITNEESTF. TJr—JbROI—F—»Td—)bO—
F— O=ILOESICR—ILABESINTIELSE
The ball must be visible and must not be inside a field corner, a goal corner or behind the goal,
before the ball placement starts

5. TEEFUWDTERN-IEFECTREI DI EERETESD
The referee can decide to place the ball manually at any time

6. TEI. HEDKRDDITEIN—IVREZEMLE T B ELERETE S, TC/OCIFZDRE(CH
BUEFNEE S,
The referee can decide to disable automatic ball placement for the rest of the game. TC/OC must
agree with this decision

7. F—LDR—IVEBBERBND VS —MEGELBEE. TDN\N—THMENDBZIITTR—IVEBREIT S &
(FEFSNEV e R—IVRT « —JLRAICHEBTRELREIRTOIY —F v IIBRFF—LICER
5Nd. ZOMDIL—ILERNG D TTHBEPHF—LEERN—ILOEBEICKBRUZEBES. RN—JLIEE
Z(CLOTHEIND
When a teams placement failure counter reached 5, it is not allowed to place the ball for the rest
of the game half. All free kicks that were a result of the ball leaving the field, are awarded to the
opposing team. For all other rule violations or when both teams failed to place the ball, the ball
is placed by the referee

8 EUR—ILEBBEZTRSF—LRUVEWEE., R—ILEEENEITICL>TREINS, TBFE
BlE(d. R—ILEEHTZHIC. VDR BIR—IL/\YES—(RL. TENEEOERDT /N1 X)&fE
I3 CEMEEIND,

If no team can place the ball, the ball is placed by the referee or the assistant referee. Both the
referee as well as the assistant referee are advised to use a so-called ball handler (a long,
preferably black stick-like device) to move the ball.
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FLU—XAY ] OVYRBETINEBRTIE. R—ILIETEETL S EREMEMN

o 53,

The ball may still be moving when the placement command is issued.

T—LEIR—IVEBBEDERICHAIRE NS, N—ILERITI > eF— LIIBECK U THD
BE(CR—IVED . BFF—LRFHEDZOHDT U2 3 VEeRBHREDTFHLEDIC

X3,

o The game commences directly after ball placement. The team receiving the ball
may shoot immediately and leave the opposing team little time to arrange
defensive actions if needed.

o R—IVBBFEFTr T VXIYTADEAFHFINSD,
It is allowed to enter the defense area during ball placement.

TAID1IIaVADIRTDF—LTR—ILDEERNECH D 71 DrI3VBDF—LIFEELFET
c&lcko2T. HEFPHEEDVDTERGNEDIEATR—IVEBEZ LEVCEERELTERV. £
#(dgame controller operator(C LU TZEDF—LDRN—IVEEEEMCTELSCIHETRI D, CDiE
B. F—LGEFF—LRR—IVEREBLUREICR—IET VY TIUTICHEATENRTED, EUEF
F—LMNR—IVEEECKBRUIZD., R—IVEBENTETEF—LRVEVMEEF. RN—JLIEESENEIECK
D TCEEINSD,

Ball placement is mandatory for all teams in division A. Teams in division B may decide, at any time
before or during the game, not to place the ball for the rest of the game by talking to the referee,
who in turn tells the game controller operator to disable ball placement for this team. In this case,
the team is allowed to bring the ball into play, after the ball was placed by the opposing team. If the
opposing team fails to place the ball or no team can place the ball, it is placed by the referee or the
assistant referee.

0 RETT)— I [R— LT — A | CIFRENEC & RS0,

5.3. & D HER/Resuming The Game

N—IVEET 7%, f8EUTOIVYROSIEOVTFNHEFERL THERATINS,
After the ball has been placed, the game is resumed using one of the following commands.

5.3.1. / —V¥JUXS —/Normal Start

E&/Definition

2ROV RDBAE. J/—VILXI—EREEINDE. POV H—RNR—IVEBFEIT S &K
Do J/—VILXI—EHNSEERASEBRIBICEIFTETE,

For two-staged referee commands, when normal start is sent, an attacker may manipulate the ball.
A match cannot be resumed directly via normal start.

FA#&/Usage

J—=VILXI—=EFvIOF T, RFIV7T v —F v IDRIICERT B,
Normal start is used for kick-offs and penalty kicks.
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5.3.2. ¥ v U F J[Kick-Off

E2/Definition

N=IVEABEDEBCLODTT v —ILROALICEE ST NE(TNEE S,
The ball has to be placed in the center of the field by the human referee.

(FwOAT ] AVYRRETINZEST., IRTOORY LIV —F -0 )LER<S B3 725 DRt
BIOT v —IJLRFEECBIFUL(ITNEELSEN, L. REBAIF—LDT7IvAH—0ORY MAFEY
H—H—DJVARICBATDICEMRHFAIND, COORY IFVvH—EFEEND, IRTHOORY ~E
R—=ILICEN TIFTEL S0
When the kick-off command is issued, all robots have to move to their own half of the field
excluding the center circle. However, one robot of the attacking team is also allowed to be inside
the whole center circle. This robot will be referred to as the kicker. No robot is allowed to touch the
ball.

[J—=VILZI—F] AV YRMRXETNESE, FYN—RBR—ILETY1—-—~TBENRHFAINS,
FvOATNST-IEEEERISCENTES,
When the normal start command is issued, the kicker is allowed to shoot the ball. A goal may be
scored directly from the kick-off.

M= VT (CEolz5. FyA—EFMIOORY ERR—ILICENSH. T—LMEILET DI TR
—IVICEN TSN TFTILE v F] 28R), Fle. ORY ~OMECET SHIRMERI NS,
When the ball is in play, the kicker may not touch the ball until it has been touched by another
robot or the game has been stopped (see double touch). Also, the restrictions regarding the robot
positions are lifted.

Hi&/Usage

MADN\N—=T5 A LEFTEL, MADERBOKRBIEEFvIATNSIBTED, [HERDER] ODETIE
EDKDICHEBAIF—LZERET SN EFHRAL TL\ B,

Both half times as well as both overtime periods (if needed) start with a kick-off. Chapter [Match
Preparation] describes how to determine the attacking team.

E5lc. T-ILABRICH e, BRINEF—LEFvIFTTHEEBRTIT 3,
Additionally, after a goal has been scored, the receiving team restarts the game with a kick-off.

5.3.3. 7 —FwJ/Free Kick

E2&/Definition

JU—FvIODRHOR—IVOBBMEF. TJV—FVIDRRELE D EARY LD TELSD, D
MUBFIRTDT v —ILREST UhSDEL EE02m. ENENDT + T T VT 7HhS51imB EREN
TLBEZTICBWTHD. EL. COIL—IVRBEATELVE CBICR—ILERET BN S BIHZS.
ZOMNEMNSREAVBMINE(CR—IVERET DEND B,

The ball placement position for a free kick depends on the event that led to the free kick. This
position is valid if there is at least 0.2 meters distance to all field lines and 1 meter distance to either
defense area. If an event requires the ball to be placed at a position that contravenes this rule, it has
to be placed at the closest valid position instead.

MoU—Fvo] AVYRARTINRES. BBAF—LOORY MMIR—IVICADI CENFTIS
N BEEIF— LOOR Y IR—ILHASDEL EE0.5mIFBEN TULKITNEE STV NIIELEFRE
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RICEMHCH D). WEEF—LOORY FBFR—ILERDCENRFIND, COORY ~EFvH—
EFEEND, JVU—FvOhsBEEIT-IVICADEIBEEZNER/RICES,

When the free kick command is issued, robots of the attacking team are allowed to approach the
ball while robots of the defending team still have to stay at least 0.5 meters distance away from the
ball (the same distance as in stop). One robot of the attacking team is allowed to shoot the ball. This
robot will be referred to as the kicker. A goal may be scored directly from the free kick.

R=ILRT YT A (CEoTz5. FyH—EFMOORY cRR—ILICENSH. T—LMEILET DI TR
—IVICENTIIELSIEWN TFTILE v F] 288R), Fle. ORY ~OMECET SHIRMERI NS,
When the ball is in play, the kicker may not touch the ball until it has been touched by another
robot or the game has been stopped (see double touch). Also, the restrictions regarding the robot
positions are lifted.

Fai#&/Usage

JU—FvDET7OIVREE LU EICHEGEBRI B OHIEONS, T5(c. T—-ILbFvoE&d—7
—FwOETV—FyIICEDHETSNTL S,

Free kicks are used to restart the game after a foul has occurred. Additionally, goal kicks and corner
kicks are mapped to free kicks.

5.3.4. 7 #—X X3 — ~/Force Start

E&/Definition

[D#4—XXBF—K] AVVRERRTINZES, HEEICICBRATN. E550F—LER—IVICH
DERIFIT S ERBUOHAINS,
When the force start command is issued, the game is immediately resumed and both teams are
allowed to approach and manipulate the ball again.

FAi&/Usage

Ta—brISIWET A =X —kE LUTFOLSE. BBSHEELS LR THERAINS:
A neutral forced start is used in situations where no team is clearly in favor, such as:

 SAILERECEHAMELET EoNBEE
the game had to be stopped without a specific reason.

s MF—LICT7IILNEZSNIEZES
both teams are at fault.

5.3.5. XRFIJLFT + —F v U/Penalty Kick

E2&/Definition
RFIWT—F Vv IODOFIRIUTDEDCTHS:
The procedure of a penalty kick is as follows:
1. R—=ILAARBEDEBICKORTILT v+ —V—T LICEETNSD
The ball is placed by the human referee on the penalty mark.
2. RFIL7 =V Y ROBRTINEK:
When the penalty command is issued:

a. SHERIDF—/N\—FT—ILRIEOT—ILSr VETRBEML. TS VIcnsEF7ETNnE
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E57E0,
The defending keeper has to move to the goal line between the goal posts and keep touching
the goal line.

b. REBAIOORY RBER—IVSAMS CEMFTNEIR. COESTR—IVICNTEESE,
One attacking robot is allowed to approach the ball but not allowed to touch the ball.

c. RFIWFr—FvIDFIROM. ZDMDETHORY MERFILT v —F v IDFIRICTFHUE
WK S R=IbHSImIUEETSCOVEITNETE ST,
Throughout the penalty kick procedure, all other robots have to be 1m behind the ball such
that they do not interfere the penalty kick procedure.

J—=VILAE—=EOVYRRRITINER., BBRIORY ~IR—IILERIFISCENHFITNSD,
N—JVIESSL-Vision DEERRIC S (T BXEETEHAI NS E CBDMEFI—IVRIIC D HENT CEMNT

T,
When the normal start command is issued, the attacker is allowed to manipulate the ball. The

ball has to only move towards the opponent goal, as measured by its X coordinate in the
coordinate system of SSL-Vision.

TYTLTCE el SFREIOF—/3—(IBUBHICBETE 3,

When the ball is in play, the defending keeper may move freely again.

10MIBB L EBICR—ILAE | EHmE 7V T 1 THoema. SaldEFELETND,

If the ball is still in play after 10 seconds, the game is stopped.

DT OZEER"RRNENHESNS:
A goal is awarded if:

J=VILZAI =IOV Y RARTINTHS, R—ILAT—ILORBIREE L < [T —ILOMHE(CEE
9 B,

the ball touches the inner surface of a goal wall or the ground of the goal of the defending team,
starting from when the normal start command is issued.

TR F—LBEASHD T 7 DIV EILRT,

the defending team commits any foul.

"SRR SNehE. T—LREFTF v IFTTHRITIN D,
The game is continued with a kick-off when a goal is awarded.

BT OBEEIR"RRMBHSNLL:
A goal is not awarded if:

s R=ILRO—=IADT v —ILRESTVERET B,
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the ball crosses any field lines outside the goal.

SFEAlF— /S —HR—ILICEN. R—ILDREART MVRRTTEM T L EENELAEEX
Do
the defending keeper touches the ball such that the ball speed vector changes direction by at

least 90 degrees in 2D space.

WEAIF— LS HDIL—IVICERT B
the attacking team violates any rule.

10MRBLIEBET Y TLTOTEH Do



the ball is still in play after 10 seconds.

BROEH SN 2 /2HBE. BAFTFRAIF—LDOT—IL+T v I THRITIND,
The game is continued by a goal kick for the defending team when a goal is not awarded.

0.15mDR—ILETHIBES. FSRDEICEHSNIEHIRIEC C TIEBEHAINEL,
ZOMDIV—IL. BIREF =N —FDUTILOFREE BRI NS,

o The restrictions defined for scoring goals, including the ball height limit of 0.15
meters, do not apply here. Other rules like the excessive dribbling limitation for
example do.

RIWT 1 —FVvIRN=TI1 LOPRERTORICERITINBIHZEE. 7723t L7 LREFAITH
Do

Additional time is allowed for a penalty kick to be taken at the end of each half or at the end of
periods of overtime.

FAi#&/Usage

RFIIWT 1 —FVIREAR—YVITEROVIVF TILT v T TV AZS T BDHITHERAIND,
Penalty Kicks are used to punish unsporting behavior and multiple defenders.

54. 1V FL1E&7 D74 T 7L /Ball In And Out Of
Play

HEMELETNBE R—IMIRODTLAICBTIBETE PORATTIL T EHEETND,
When the match is stopped, the ball is considered out of play until it has been brought into play.

HAEMREEAINDIE. R—IUERDEBIERREET DX TE> I Y TL1EHLEITND, BEFUTICLDE
NS :

When the match is resumed, the ball is considered in play until the next stoppage occurs. The
match is resumed when

¢ D7 =B —FIVYRRETINR
force start has been issued.

s FWOAT TU—FvD RFILT 1 —FvIVWFNHDRIEN D, DE EER—ILA0.05m%
8L THS
the ball moved at least 0.05 meters following a kick-off, free kick or penalty kick.

o T OATRIAN S 10MNRE U T2k
10 seconds passed following a kick-off.

s JU—FvIONS, T4 TrI3VATIESW. T+ J I3 UBTIII0MMRE L ek
5 seconds (Division A) or 10 seconds (Division B) passed following a free kick.

" 0.05X— ~ILDIEEEDERIIBRICDOVWTIEZ TF DI v F ] BEEBRBIBE
see double touch for the rationale of the 0.05 meter distance
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5.5. £i8ll/Sanctions

5.5.1. 1 TO—AH1—K/Yellow Card

E&/Definition

ATTIO-N—RRFEIAR=YVITAEDBRELTRINZES. TBEESICHEETHIBDEMNT
FTd, COBE. EORADF—LDITU—FvOTHENMREREIND,

If the yellow card is shown as a result of unsporting behavior, the referee may decide to
immediately halt the match. In this case, the match continues with a free kick for the other team.

TIO-N—REZ(TRDE. RFIWT 1 —EZ(FeF—LNRTr—ILRICHBTETRLOMNRY D
MERPTD,. COBLOHE. F—LRTr—ILRICHBTIETCRVEHRLDEZ<NONRY AR
BLTULBER. ORy FZESETERIINEL SO,

Upon receipt of a yellow card, the number of robots allowed on the field for the penalized team
decreases by one. If, after this decrease, the team has more robots than permitted on the field, a
robot must be taken out.

TIO0—-N—REBEBNICEHAGEFLTELEV, TV TL7THNE. 1 TO-A—REZTF—L
(F10MET. BERICORY FERIETESCENTES, ELZDIKATORY RHEIZ LN D2z
B, T—LEFEFHTOORY MEGDRHELETESN. T4 XX —FTHITINS,
E5—ADOF—Lhgame controller(CX U THET 3 C & TCDI0MWDIFEHIRISEARRICER I N.
J—L3ELEEINTF(ICHETIND,

A yellow card does not lead to a stop automatically. If the ball is in play, the team will have 10
seconds to automatically remove the robot. If a robot is not taken out within time, the game is
stopped for manual substitution and continues with a Forced Start. The 10 seconds can be extended
indefinitely by the other team by sending an advance choice to the game controller.

COIL=IUE, 1 TO—HD—REZ(TE>cE. T —LHNESHNICELLE ULUVATREEN
HBCELEEKT D, UHNUERS, AIREM@REZREITEL >, 71 TO-N—RD
WRELEDT7IIVRG o> ITHmE. U —LRMELET D, LIeR>T. INs5DIT 7D
o DVWTFNHONEELRIBE. F—LRORY cEFHTROBRS CEMTES,

This rule implies that after receiving a yellow card, the game might not be
automatically stopped. However, the game will be stopped if the foul that led to the
yellow card causes a game stoppage, e.g. dropping parts. Therefore, if one of those
fouls occurred, the team is allowed to manually remove the robot.

BEAICORY cENCEHELEN OB EERTILT v —(FFE0. UH UERSERE
([ClEF. (RERIPRICTRIT KDSMASHDARFILT « —HREETDAEEENRH S: ORwY
MEFETIRDRVEEE(ICE. R—ILEEEZF—LDT v+ T T VXTI 7H51.5mhD
o d=Ib- ko D=LV EICEBESN. BFF—LDITV—FvIELSD,
NOTE: No penalty will be given to the team that couldn’t get the robot out of the
field in time. However, in the future there will likely be some penalty: If the robot
gets manually substituted, the ball is placed on the goal-to-goal line and 1.5 meters
away from the teams defense area and the opposing team gets a free kick.

FrAdheE8UEOORY T v —ILR EICH DA ZOF—LDOBRIFFBHSNLL,
A team cannot score a goal while having more than the allowed number of robots on the field.
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(game controller(c &> TEHAISN)HAREN120BBLIZE. T TO—N—ROBEMHBEANET L
TIar—LRICHBZELTLVORY FAIEERX S, T TO-N—REZ(FTULEF—LAPROER(CO
Ny bcZERULTERL,

After 120 seconds of playing time (measured by the game controller), the yellow card expires and
the number of allowed robots is increased by one. The team may put a robot back in during the
next opportunity.

HB3F—LBRRMLUTULWELV 2RO IO—N—RZFRIFLTHED. TSICESINEZ(TRO K.
FRDDECIRDOLY RH—REED,

When a team has two not yet expired yellow cards and receives another yellow card, this card will
be turned into a red card instead.

FA#&/Usage

TI0-N—REEHLEDT 7 DILELRLIeF— L& I SHICFEAINS,
Yellow cards are used to punish teams that committed multiple fouls.

TIO0-N—RET7IILREIR—YVVITHREEITILHICEENEEIT Z3HFETE S,
Yellow cards can also be given by the referee to punish fouls or unsporting behavior.

5.5.2. v FH—F/Red Card

E2&/Definition

LYy RA—RETIO-N—FEBTOBMN Ly RA—RIEEHAEERTITERIUEO,
A red card behaves like a yellow card, except: It does not expire until the end of the game.

FHi&/Usage
LwRA—RIET 7 IIRIERR—YV VITRESITBEHICEBNEET B,
Red cards are given by the referee to punish severe fouls or unsporting behavior.

PIZ(E ORY ~CKBSRASRNDHIEZRRLEH (CH T SELLITERIEIL v R AO—R(C
o SBAREMERD B,

For example, serious violent contact by the robots or disrespectful behavior

towards the referees can result in a red card.

5.5.3. @l FU7L s S EE [Forced Forfeit

E&/Definition

MHEINEEHEMEE (3. HZF—LNREDRS(CRIECEILL. X7 LTO-10MBRINEIEER
K9 3o
A Forced forfeit means that a team instantly loses the current game with a score of 0 to 10.

Fi&/Usage

DPEL EEIEORANE/IONY L THEMNTSTLEVER. FLAFEHEHNICHEEHREIESN
Do
A team can be forced to forfeit if it is unable to play with at least one robot that satisfies the rules.

F—LEFEMEZEERCHEBEZEEEDAVYN—EDEED L TOHEFINIHENRELDES,
A team can only be forced to forfeit in agreement with members of the technical committee and the
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organizing committee.

5.5.4. Kt&/Disqualification

E2/Definition

KBEF. F—LDNESBICR—FTXYENSEEL. RTIICERETSNSCEEZRBKI S, FOTr—%&
RTINS BRI

A Disqualification means that a team immediately drops out of the tournament and places last. It
will not be eligible to receive any trophies.

FA#&/Usage

F—LDAIN—BRLEAARS 1Y, RBDIL—IVICRDEVEE. FRERKROEXNLERETOH
B. FLRERBICEDCENH D,

A team can be disqualified if members of this team don’t follow safety guidelines, rules of the venue
or commit similarly severe offenses.

F—LEEMEERCEBEZEESZDAVYN—EDEED L TOHRIBICEDE D,
A team can only be disqualified in agreement with members of the technical committee and the
organizing committee.

6. 7+ —JULEANCH B —)U/Ball Leaves The
Field

M= T v —ILE S VETEICEY > TT v —JLRACHTZIBEE. BEEFHELETN. R—ILAEES
NS, R—ILRT v —ILR S VEET > @ & RECR—IVICHN Tz F— LICKE U TEREDERH
EEGH

When the ball leaves the field by fully crossing the field line, the game will be stopped, the ball will
be placed and the game will be restarted depending on the position of the field line crossing as well
as on the team that last touched the ball.

6.1. 5 v F S EDRZE/Touch Line Crossing

DYFSAUET—=ILEOEY A RCHBIRVWT 1 —ILESTYTH Do
Touch lines are the long field lines at both sides of the playing field.

6.1.1. XO—-1 > /Throw-In

E&/Definition

N=IVER—ILBET S ZRID I v F S VD SEE(CO2MDUBICEREYT 2ENH S, T—ILSTY
FTOERHEDEL EE0.2m(FELS TIFE S,

The ball has to be placed 0.2 meters perpendicular to the touch line where the ball crossed the
touch line. Its distance to the goal lines must be at least 0.2 meters.

N—IVBEBESINZNSE. JTr—ILRZEENSEIOR—ILICREICMNIZF—LOBEFF—LICRLTD

U—FvIn5Ex5N3,
After the ball has been placed, a free kick is awarded to the opponent of the team that last touched
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the ball before it left the field.

Fii&/Usage

AO0—A VN ER=ILRIvF S V@ >TIr—ILRZEBNIZRICT —LZBRI SHIfERTN
Do
A throw-in is used to restart the game after the ball left the field by crossing the touch line.

6.2. 1—JL> 1> & DR ZE/Goal Line Crossing

J=IS1VET v —ILRERKICH DRI+ —ILE STV ThHdo
Goal lines are the short field lines at both ends of the playing field.

6.2.1. 7—JU¥F v D /Goal Kick

E&/Definition

N—=IVFR—=ILBEYT D TZAIB N SEVE DD v F S UM50.2m. J—ILS1 UHS1ImOAIECE
EI3WENHD,
The ball has to be placed 0.2 meters from the closest touch line and 1 meter from the goal line.

R—IVABRESNZDSE. J1—ILREBMNSAOR—IVICRECHNEF—LOBFF—LICH LT
U—FvINREX5NM3,

After the ball has been placed, a free kick is awarded to the opponent of the team that last touched
the ball before it left the field.

FA#&/Usage

J=IbF v oE. REBICR—-IVICENEN D EF—LOT—ILS1 V&N > TR—ILIN T r — LR Z B
nre#lc. 7—LEBRIBOHICHERAINS,

A goal kick is used to restart the game after the ball left the field by crossing the goal line of the
team that did not touch the ball last.

o T4 JxIJ3aVBTld. T7LLZAFYIOMBERATNSHNE LN,
In division B, the aimless kick rule might apply instead.

6.2.2. 1—7F—%F v J/Corner Kick

E2&/Definition

MN=IVFR—=ILBET) D TZAIB N SEVE DD v F S UM50.2m. J—ILS51 UH50.2mDME(C
BT dWEND D,
The ball has to be placed 0.2 meters from the closest touch line and 0.2 meters from the goal line.

R—IVABRESNEDSE. J1—ILREBMNSAOR—ILICRECHNEF—LOBFF—LICHLTD
U—FvINREX5NM3,

After the ball has been placed, a free kick is awarded to the opponent of the team that last touched
the ball before it left the field.

FAi&/Usage
d—F—FvoE. REICR-IICENEF—LDIT—ILST V&I > TR—ILNT « — LR ZERENT
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Blc. T—LZ=BRIICHICERINS,
A corner Kkick is used to restart the game after the ball left the field by crossing the goal line of the
team that touched the ball last.

6.2.3. T LL XFw D /Aimless Kick (Division B only)

E&/Definition

N—=ILIE. R—ILABDHESNEUBICEESNS (ERGUEICEAISIL-ILE TTU—FvD ] &8
BIdCL)

The ball has to be placed at the position from where the ball was kicked (see the free kick rules for
the exact ball position rules).

R—IVABEINZE. Tr—JLRHASHIBIONRN—ILICREBICHNZF—LOBFF—LICT ) —F v
IONMBEZx5NM3,

After the ball has been placed, a free kick is awarded to the opponent of the team that last touched
the ball before it left the field.

Hi&/Usage

N—ILRORY LCENZH e R—ILAMBOORY ;NS CELL N—TSTUICRELTHEF
F—LDIT=ILSAUNS T —ILRAICR—ILAERESE. ZNEIALLIAFVYITH S,

A kick is aimless when after the ball touched a robot, it subsequently crossed the halfline and then
its opponent’s goal line outside the goal without touching another robot.

FvOATROFYIE. R—ILN\—T D1 -S4V ECRBLTEDRZELTULELWLZSH., T1LL
AF v I(C>TESTENN,

A kick-off kick cannot be aimless, as the ball is located on the halfway line and does therefore not
cross it.

7. {5 =/Scoring Goals

9’- Ll R=ILBARECHEFF—LOT—IRISEZEBE > TI—ILICAD, UTORGEEZ Uk
CfRRI 3!

A team scores a goal when the ball fully enters the opponent goal between the goal posts, provided

that:

s R=ILRO—ILIEADIZRRT. F—LEHFATNERRXEREBI TULILL,
The team did not exceed the allowed number of robots when the ball entered the goal.

¢ REBICF—LOORY FR—ILICHNTHS. R—ILOESM0.15mEFB R TULLL,
The height of the ball did not exceed 0.15 meters after the last touch of the teams robots.

o« R=JLANT—ILICABDERID2MEIC. F—LRVWAEBHEDEILEZHEDENT 7 DILEILBL TULE
Lo
The team did not commit any non stopping foul in the last two seconds before the ball entered
the goal.

PFoL"FR—IEB O F—LTREL, BRELEF—LEET, HIzRE. BFF

—LDT«—IUREOORY FEENREZBBL TULBSE. 202 T—-ILIEERHSN
&0
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"The team" refers to the scoring team that is awarded a goal, not the team that
kicked the ball. For example, an own goal is not possible while the opponent team
has too many robots on the field.

" RIIWT 1+ —Fv IO, KDFREIL—ILAERI NS,
During penalty kicks, more specific rules apply.

J—ILMESE HESINRBG. B8R —ILAT—ILOMIOT—-ILS 1 YV ERELZED E U THEE
R

If the goal is considered invalid, the game will be continued as if the ball crossed the goal line
outside the goal.

8. = H/Offenses

8.1. s & M{=#%/No Progress In Game

MF—LWNR—ILERIFIT S ERFSINTULBICENDIDS TSR (T TrI3aVAELFION (7
1D« I3 VB)ICE>TCRABICERNEN >ZHEE. BERELTN. 724 —XX5—~TBREIND,

If there is no progress in the game for 5 seconds (Division A) or 10 seconds (Division B) while both
teams are allowed to manipulate the ball, the game is stopped and continued by a forced start.

8.2. 57J)US v F/Double Touch

FwOAT TU—=F9vI RIIWT 1 —FVILKDTR=ILRA Y FLAICHERATNRES. Fv
N—EhDORY RN S A\ EENMELT S X TR—ILICHN TS,

When the ball is brought into play following a kick-off or free kick, the kicker is not allowed to
touch the ball until it has been touched by another robot or the game has been stopped.

TUTLTICE2REBETNDBIC(FE. DEL EE0.05mUER—IJLAEIW T WK IFTNIETE SR,
The ball must have moved at least 0.05 meters to be considered as in play.

STV vFICL>THEBEFEFLTN, ROTRAUR—ILDAENS T —F v D&MD,
A double touch results in a stop followed by a free kick from the same ball position.

FyIOMTONTULBIEIC. ORY SR DMNDER—ILAEVEERE CRIEE(FRSDT
HE3DCEFBRBRINTLD, ZECT. ORY RNIL—ILIGERLTULSEHE DHDF)
E(C0.0SmDEREMMERTI NS, EMNICORY SBR—EUHNR—ILICHNTUED D
JeEUTE. 0.05mUER—ILEEMURRITRIBEE. TV vFEHLIND,

o It is understood that the ball may be bumped by the robot multiple times over a
short distance while the kick is being taken. This is why a distance of 0.05 meters is
used to decide whether a robot violates this rule or not. Remaining in contact with
the ball for more than 0.05 meters also counts as double touch, even though
technically the robot only touched the ball once.
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8.3. IERXN—"YV V{T#/Unsporting Behavior

FXR—=YVITRETIO-N—R, LYRD—R RFITr—F v, @HINEHAEHRE. K8
DN BEREEN D D, AADETEIRADEXRS (CHU CEVILLE &EIRYT B,

Unsporting behavior can lead to yellow cards, red cards, penalty kicks, a forced forfeit or a
disqualification. The human referee chooses an appropriate sanction, depending on the severity of
the offense.

BMELEDTHONETITO—H—FDBATHAITHIMN. ZNICIDEZF—LNMBMIICED L DEE
DTHNUE. LY RD—FEPRTFILTr—FvIREZX 5N,

For minor infringements, a ¥ T0—7/J— is adequate, while on more severe infringements, that
gave the team an advantage, a Red Card or Penalty Kick can be issued.

FOEBLVWFIRESX3HE(F. TBEAKMEESPHEHBZER(CHAT S &EHEI S, For harder
sanctions, the referee is advised to refer to members of the technical committee or the organizing
committee.

ZH(E. EONEFEBRIASHHMCTCETLEVBERE. BIBSPEMEESIC(IHERE
EEZOAYN—EHREITDCENTE S,

o If the referee is not sure which sanction to choose, he may confer with the
assistant referee and members of the technical committee or the organizing
committee.

IEXR—YVY TR0V DHDHIEUTDED TH B,
Some examples of unsporting behavior are listed below.

8.3.1. it v kAMIEE/Damaging Other Robots

HOF—LOORY FEEDIFRDERESIERZD UTELESE,
It is not allowed to damage or modify robots of other teams.

8.3.2. N—JLX° T v —JL R MiE{g/Damaging The Field Or The Ball

T4 —ILROR—IVEBIBI B OERIERD LTIEESEL,
It is not allowed to damage or modify the field or the ball.

8.3.3. FEMN#R{E/Disrespect Procedures

RICRI KOEITREBRDERL TI>ESEL,
Not following defined procedures repetitively, like for example:

s FAIINTULEWCENMDST/\VES—RORY ,E T —ILRAICEATSD
Robot handler puts a robot on the field, while it is not allowed

s ORY bR TREW T ] RICR—ILE TOEBMEAHE R I/
Robots do not keep required distance to the ball during stop

o ORY ST ILT v —F v IORCI—IVTEESNNEEG EHI I F. FETHREE L (IR
ESNBIMENRH S
Robots do not conform to the positioning rules during a penalty kick and need to be moved or
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removed manually

8.3.4. BIE M X W/Showing Lack Of Respect

F—LXVN—(FHECEDIZEEICH L CEYIHMEZERLU CLBIRENRD D, CDIL—ILOREICE
UTFARAEEINBINCNSICRET N,

A team member must show appropriate respect to everyone involved in the game. Infringements of
this rule include but are not limited to:

« BF. TEIREZOMNFLEEIDAEBSI S

insulting the opponent, the referee or other persons holding an impartial role
s TEIREZDMAFLEIDACKZENTS

annoying the referee or other persons holding an impartial role

* TEDBERICEDIEN
not obeying the orders of the referee

8.4. 7 7D J)UL/Fouls

BF—LDOIT7OILOEBEIADT VI —(CLDEBIFENTUNS, HFI7DIEHADYI—&IL(TIEMS
B3, T7IIADYI—M3BMIT BECTrTO-N—FREZX5N 3B,

The number of fouls per team is tracked by a counter. Each foul will increase the counter by one.
Every third increase to the foul counter causes a yellow card to be awarded.

COEOYavETTErIavIchdDIBEEDERIE. BICBHAEINTUVELWVWERED 27DILOAD S —
M3 83,
Violations in this section and its subsections increase the foul counter if not stated otherwise.

ABDEEE. BEIY 3 VICERSTNZENCEHRELLL. ZDT 7 JILHRDRIN
BBER>TIO-N— e, BICBRHIIZEEFL v EN—FEREICEX S E&ER

o TE3,
Regardless, of the prescribed penalties in this section, if a foul is severe or
repeated, the referee can choose to immediately issue a yellow card or in extreme
cases a red card.

8.4.1. HADEILZE S T 7 D JL/Stopping Fouls

COEOYaVIEHBIT7IIEHEERFLIE, RANMRELU KRR CR—ILAG DTZUENSHEFF
—LDOT)—FvITEBHRY B,

Fouls in this section cause the game to stop and then resume with a free kick for the opposite team
from the position where the ball was located when the foul began happening.

ORY ~OBFT + 71V XT 7 AORHSEL/Robot Too Close To Opponent Defense Area

AEEEMAITSEIO. FIE. JU—Fv IOl IRTOORY MIBFOT v T T VXTI T7HSDE
EE2MMUEBNTOEFNEESTEU,

During stop and free kicks, before the ball has entered play, all robots have to keep at least 0.2
meters distance to the opponent defense area.
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ORY cAREFT TV XTUTHSENSICOH. 2HEOBFREITSND,
There is a grace period of 2 seconds for the robots to move away from the opponent defense area.

HAEBMEIEGtopIREELLE T —F v IFRT. 1 VT AICEBRICAUF—LICLBD2EEORAIM
HoreHmalE. HEEES(CFELLEtal)T N,

The game is immediately halted after the second such foul committed by the same team while the
game is stopped or during a free kick, before the ball has entered play.

RYDRANT U —F v ORICRELUIBE. SalB8EED (CEL(top)TNd,

FREEEF—LLCLBIRVORAENSHRHINDS, LWIFNOREIE. 777)LD7
o DV —&EEDHD, ORYCECERIORAZERSMNSC E(FE0,

If the first foul is committed during a free kick, the game is still stopped regularly.

The grace period is restarted after the first foul of the same team. Both fouls count

towards the foul counter. There are no individual fouls per robot.

Zw > [Pushing

H30RY EAEFOORY MCANZEMZRTEHLTOT, mMAOORY EAR—ILE U (FEOCEAR
LTLB(EREEVOORY RHEFOORY FOBEAICHEEL TLBR. CNETvIVINDKE]
EEBo

A robot pushes an opponent robot if both robots keep contact to the ball or to each other while the
robot exerts force onto the opponent robot, such that both robots travel towards the opponent
robot.

mANORY CABUCLSEATEVCHLED TUBIHBEIL. E55ICRLTET 7
O s
If both robots are pushing each other with similar force, no team is at fault.

N—JLO{R¥5/Ball Holding

ORY +EOORY FRT7IOECITELOVLSCR—ILEBA TIFESHEL,
Robots must not surround the ball to prevent access by others.

o GREED)—MMIC TR—ILT 1 VT ] EFFREND C ERZ0N,

AR D BEE/Tipping Over Or Dropping Parts

ORwY ~EtOORY ~SBENEBRES X 5L D(C. TJr—ILRTEHAELZD., BREREIERD
L TI>FESTEL,

A robot must not tip over, break or drop parts on the field that pose a potential threat to other
robots.

ORY FMRCDIV—IVISER UEBE. ORY FOZHZETOEITNEELSHELL,
A robot violating this rule has to be substituted.

BIZRERCEED)ER/\—Y EXS L@ —RICBEN(CBRZE TS5 L. FE

o [ENEVEIRENEHRDOT LEE DFEBD/I—VIEZ S TE>AEL,
Metal parts (screws for example) as well as larger parts generally pose a potential
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threat, very small non-metal parts (for example rubber subwheel rings) don’t.

Y ILFFILFT « 7 1 > X/Multiple Defenders

o COIL=IVE T 7DIVIEN U CERSNICEEMLS R EFHEALELO,
This rule does not use the standard sanctions defined for fouls.

F—R—DAOORY +F. BEOTr T VXTIV TFHRICEETDILOREERS THITNEE S
Ve CDIL—ILDERIFIERR—YVY ITREBLELINGESD,

Robots other than the keeper must maintain best-effort to fully stay outside the own defense area.
Infraction of this rule can be rated as unsporting behavior.

F—NR—BAOORY FAEF—LDT 1+ IJT VATV FPICTREICADTRETZOONR Y MR —ILIC
fnrema. HadHRIn. BFF—LDORTILT v —F v IO THEEBRIS. T72ILDOHDOVS
— (I L7\

If a robot other than the keeper touches the ball while this robot is entirely inside its own defense
area, the game is stopped and a penalty kick is awarded to the other team. The foul counter is not
increased.

BFRE DX Z/Boundary Crossing

ORY 3 Tr—ILRBREBXTIT r —ILRACHD XS CR=ILER D TIFESEL,
A robot must not kick the ball over the field boundary such that the ball leaves the field.

F—/3—(C L BN—IV{R¥/Keeper Held Ball

R=EFT T I3 VATHNESW. T+ T« I3 YBTHNII0MWERBXT 7+ J TV XTYUTICE
FOTI>IESEL,

The ball must not be kept in the defense area for more than 5 seconds (Division A) or 10 seconds
(Division B).

KU JILDi#EE/Excessive Dribbling

ORY ~EIEDUTILARIBSNER—IILOMEN S EREMTHIEL TIMUERUTILL TRE>ESE

Ve (RUTIE UREBDAERZE UTHORNY MMIR—JLEEMUTcEECRYTIVERIBL. R
—ILEORY FOBICREBTE IR ITOERAS BIHBEC R TV EFRLELEEDERE T,

A robot must not dribble the ball further than 1 meter, measured linearly from the ball location
where the dribbling started. A robot begins dribbling when it makes contact with the ball and stops
dribbling when there is an observable separation between the ball and the robot.

ABEDOY Y A—BFMEE(ICTSLSC ORNY CHRR—ILERFICIS S E UTERR
(CR—ILDFABEZEXRSRED. RUIS—ZFRALTRVEME R IJILULEKEITSC L

MCEB,
o Dribblers can still be used to dribble large distances with the ball as long as the

robot periodically loses possession, such as kicking the ball ahead of it as human
soccer players often do.

0 REET) I [F—— R UTIL) EFFRENSC RSB,
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8.4.2. HADEILZ DL T 7 D )L/Non Stopping Fouls

COEDYIVIEHBT7IIEEHEEEILLEL, DD(IC. HEFEEESDHETINSD,
Fouls in this section do not cause a stop. Instead, the game continues normally.

BA—0 IEAEDELE/HDEVNT 7DIV] (F. ZOERRKENBEINDH. RYIGERBFBEINTH
S2MHMRIB Y B3I TIUEBEINLL, NUE. F—LMEBMORFILT + —&R(FTBHIC. ERDIREH
EE>TLBORY FOMNBVPR—ILAE—REEDFEERBTEEILDICTEIROHDENDTH D,

The same no stop foul cannot be triggered again until the foul condition has stopped being violated
or there has been 2 seconds since the foul was first triggered. This is to allow teams to adjust their
robots' positions, ball speed or any other property that is causing the violation before being
penalized additional times.

MEFT I VRIVTFATOTS v H—NDHR—ILADEfH/ Attacker Touched Ball In Opponent
Defense Area

ORY CHBEOMCE L EREICHEFF—LDT v T T VXTI 7ICHBE. ZOORY IR—IUIC
B L TEES5E0,

The ball must not be touched by a robot, while the robot is partially or fully inside the opponent
defense area.

—)LiRE/Ball Speed

ORwY ~EI3DERANTE.5m/sSU EDRS TR—ILZED 12—~ U TIRESHEL,
A robot must not accelerate the ball faster than 6.5 meters per second in 3D space.

{&@28/Crashing

LB F—LN2D00OMRY ~OFEROEE[(IC. MADORY COREARD MVOEARERSN. WHAOO
Ny FONEICK D TERINBIREICEEIND, COBEDRINLSmsEBRIZHEG. LDEND
Ny RCT7OIVEEZRS, ORY ~OEIHREDZEZN0.3m/sKECTHNE. EE5(CET7IILEER
Do

At the moment of collision of two robots of different teams, the difference of the speed vectors of
both robots is taken and projected onto the line that is defined by the position of both robots. If the
length of this projection is greater than 1.5 meters per second, the faster robot committed a foul. If
the absolute robot speed difference is less than 0.3 meters per second, both conduct a foul.

8.43. 7O AT TFLrH®D T 7 JU/Fouls While Ball Out Of Play

COEDYIVIEHB T 7 IIWGR—=ILRT O RATTL 7 DRICOBFEET B,
Fouls in this section can only occur when the ball is out of play.

BI7OIICIE BEI7OIELRETTF—LCEIC2ROEFRENS S,
Each foul has a grace period of 2 seconds per team until it is raised again.

BHOORNY FHREIUC T 7 DIV E2MLRICIT o> RIBE. RIDT 7 DILOHNETES

na.
o If multiple robots commit the same foul within 2 seconds, only the first foul
counts.
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o ORy bR T 7DV ERITBIEE. BFRERCBUSANEZ SN D,
If a robot keeps committing a foul, it will be punished again after the grace period.

T 1 71T I —DOR—IbADRimIEEE A /Defender Too Close To Ball

BFEF—LOFVvIATELLETY—FvIDM. ORY ~IR—ILASDEL EE0.5m ERENL(T
NEESEV. COTF7IILBEESNER. BFF—LHAR—IVE1 Y TLAICTBIEITOIIV—IEY
tykEINnNd.

A robot’s distance to the ball must be at least 0.5 meters during an opponent kick-off or free kick.
When the foul is committed, the timer of the opponent team for bringing the ball into play is reset.

AEDEEF. BELWHBZEZ(ITVvIATELLR@E IV —FvIEPLPDEITENTE S,
The human referee may decide to repeat the kick-off or free kick on significant disturbances.

A v T =L R—ILISAT EBHRICNT EEBNLEEEEV. FBEF—L

MNIREBLERETF O TCOLEWMES. T IO N—RERTIBDCETHEIR-YVY T
o REEITBDCENTES, FLLERE IF1E] 22RI 3%,

During stop, there is no automatic sanction for being too close to the ball. The

referee may still punish a team for unsporting behavior by issuing a yellow card if

it does not respect the required distance. See stop for further explanation.

A v FHROOMR Y ~DiEE/Robot Stop Speed

ORY IR YT — LA 1.5m/sSIETEVTIEESEV. CDIL—ILOREIFXZ w5 — 1[G
(EDF1EOORY LWL THD Y T NB,
A robot must not move faster than 1.5 meters per second during stop. A violation of this rule is only

counted once per robot and stoppage.

ORwY LANEERY SEFRHE (T2 TH B,
There is a grace period of 2 seconds for the robots to slow down.

o CDIV—IVIER—IVEEE (CIEBEAT N0,
This rule does not apply to ball placement.

Ry IVYREFEBTOR—IVEBEE DAY FOZICERTINS 2. OR
v ~OREFIROBERIE. ORY SRT v —ILRERICVWBABEEDFEVLSICTS

o F(CH B,
Since the stop command is used for manual ball placement and robot substitution,
the intention of the robot speed limit is to avoid robots harming the people on the

field.

h—IUVEEEA~DF5/Ball Placement Interference

R—IVEEENE. BEZEHEULOWF—LDIARTOORY MIRN—ILEBBUBEER/ SIS 1T UH 5D
< EE05mEBENL(FNETE S LV DREHIEI R Y T 7 LIKRDFEICTE D).

During ball placement, all robots of the non-placing team have to keep at least 0.5 meters distance
to the line between the ball and the placement position (the forbidden area forms a stadium shape).
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N—IVBEZELYLLEVF—LOORY RH2WMU EICBE> TR—ILEBEBHBAERSI ST VICEA LT
Fa. J7POILEED, COFE. RN—IVEBEZTRSEEMNIOMIZ(HEMEINS, 100ONRN—IVERED
I XCDSTIBEDFEOHE T 7 IILELTE LTS, EEURN—IVBBEDOEFREIETSNMEC S
UlICEREI NS,

If a robot of the non-placing team is too close to the line between the ball and the placement
position for more than 2 seconds, it commits a foul. In this case, 10 seconds are added to the ball
placement timer. Only one interference foul per ball placement phase counts towards the foul
counter, but the placement timer is always incremented.

CDIL=ILIE. R=ILEENDFBHZIRTAN—TFTBENDTIFEL, FHEHR—IVEE

BZEYULLVF—LRBASHNCR—ILEBEICTFSLTLBEEIE. J7DILEES
0 BCENEEINDS,

This rule does not cover all cases of ball placement interference. The referee is

encouraged to call fouls if the non-placing team is obviously interfering with the

ball placement.

ELORY R ERFIUEFEEZRC L. BIMECETHEL. KEE)FTHZERKITSE
8. ABEOBHEN—IVBBZLH TFETR—ILERET 5 ENEEINS,

o If a robot keeps interfering the ball placement (for example if it is stuck or can not
move), the human referee is encouraged to stop the placement and place the ball
manually.

ORw RO #E838/Excessive Robot Substitutions

F—LMBEHICTR3O0RY FORREEEVTI > RFE. TNUBEOIANTOORY RRZXAR(ET 72U
8B, HBEMEFF—LO I—TF—FvD THEINS, TELAF—LARE—DI v ITT—LAI(C
CHIT 7o EEesnrczEg. AgdEENIVY R THBRATINS,

If a team has used up their free robot substitution budget, every additional robot substitution is a
foul. The match is resumed with a corner kick for the opponent team. If both teams committed this
foul in the same stop, the match is resumed with the original command.

9. O/Rw M3 {t,/Robot Substitution

E&/Definition

ORY EZENENDF—LD/NVES—(CL2TRATND, MOVANESF—LAYNN—EORY +
EHUANT B EFFFRIT N,

Robots are substituted by the robot handler of the respective team. No other team member is
allowed to take robots out or put robots in.

NV ES—=E visionI X FAICFHELEVWEBOR#EERAIT S ENERINS,
The robot handler should prefer to use long sleeves and colors that won’t interfere with the vision
system.

UTOIRTORGICEET HAIFE. T—LPOVWDTETECHERBENS C&E<ORNY FERAE
ULLIEBREITSCEMTES:

Robots can always be taken in and out during game play without notifying the referee if all the
following conditions are met:
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1. ORY ~EPELS EEVZBRRINCT + —ILEDV =TI VEDCH Do
The robot is at least partially inside the field margin.
2. ORY REN=TD =517 VHSImEBIIEWIEICH Do
The robot is at a distance from the halfway line that must not exceed 1 meter.

3. R=LFORY HSDEL EE0.5mBENTZISRICH B,
The ball must be at least 0.5 meters away from the robot.

MR T, BRASGNEORY LFEDRENS TEUTOFIRICHVRESTESNS:
Additionally, robots can be taken out from any position on request using the procedure below:

1. FEORRT/\VES—RORY kORXAZEEKRT B,
The robot handler requests robot substitution at any time.

2. Game ControllerBRMDER(CHaltIC K DEHEEEFLETE S,
The game controller will halt the game at the next opportunity.

3. NV ES—(FEEMHaltICEDBIELTUSE. BEICIGUTI v —JVRICADORY ~cfnd,
The robot handler may enter the field and touch robots now.

4, \VRES—(FORY RENCHET
The robot handler takes robots out.
5. \NVES—R@RAMPTET ULESEHE(ERLT D
The robot handler informs the referee when done.
6. @F—LEEORNY FORRMED DTS, EE(Fgame controller operator(JEHET Do

When both teams finished the robot substitution, the referee informs the game controller
operator.

7. game controller operator(d (X ~wv 7| AVYREERTL. ZORASERITI Do
The game controller operator performs a stop followed by continuing the game.

ORY FZEREITDIVNEBIFRTE. Jr—ILRELCHZIREF—LOORY FOBBIFIEESNLEX
WEBZ TIFESE0N,

The maximum allowed number of robots of the team on the field must not be exceeded at any time
when putting robots in.

Fai&/Usage

WAEBEBHRTH > TEORY FOXRNTES, —EORMRICDE. F—LR20MEZ(FORY b&R
BEIEBCENTES, CORMEERBIBS. FilclcORy FRADOKEMRRINS, BF—LIE/N
— 54 LCE(C5EIFTEALLORY FORXRAETSCEMNTE S, ChBBEOORY FRAEFR
Rl ORy FRREHBEDRAEE S,

Robots can be substituted for any reason. A substitution grants the team 20 seconds to take robots
out. After that time, a new substitution is started. Each team has 5 free substitutions per halftime.
Every additional substitution will result in an excessive robot substitutions foul for the team.

ORY FORAODBRRTIEIRDELSICLTITS !
A robot substitution intent can be made by:

1. /\> RS —[dgame controller operator(CEAIT B C & Tgame controller([CERZE AT B,
A robot handler by informing the game controller operator who in turn enters the intent into
the game controller.
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2. \VES—E BHEShTONEY EIVEFERT B,
A robot handler by using the remote control, if provided.

3. F—LMOVY Ik 1TFIldgame controllernU O T X +&EZFET B,
A team software by sending a request to the game controller.

4. game controller(FHZF—AICHFINERAORY FEBIX TOELULWNERZLBGIR(EF— LN
TIO0-HMLbyRrH—FREZTR > EHEE). VOIIENET B,
The game controller itself if a team exceeds the maximum number of robots (for example after
a team receives a yellow or red card).

FEAOF—LORKDBRDEHICEHEMNHaltENEFEE. PECEE—BOORY HRBRESTNE TN
EE51EV, RADEHICHENHAt TN TULEWBRICRDRANDEBERERDET CEMTE D,

If the game was halted due to a substitution intent by a team, at least one robot must be taken out
by this team. A substitution intent can be revoked unless the game was not already halted for
substitution.

M—IVEEER. HaMERIdEFICESoNDF—LRONRY FERXATIEENRDDIHEE. game
controller(FBEEIMICEHEZHaltd 3,

If a robot substitution intent for either team is present just before the game would continue after
ball placement, the game controller automatically halts the game.

10. = 1— 7772 ~/Shoot-Out

E2/Definition

HF—LDRRE(CENENSOIDAR T ILT v —F v I EFHITI D, EULEF—LEESODRTHIED O
BICARTHOEHEG. 2F—LORBRMAELS I THIEAUIEE TS SICETOHEELT,

Both teams alternately attempt to score a goal with a penalty kick until each team has performed 5
attempts. If both teams have the same score after those 5 attempts, each team takes another
attempt in the same order as before until the score of the two teams is different.

BFF—LICIFIAEOKREORNY ~E1BDF—/—EFRHFAITNS, Ya1—+T7I OB, RBORY ~
EMFOF—/A—LINR— VDR FEBEMNTE D, MOONRY EFHL TIF>ESEO,

Only up to one attacking robot and one keeper is allowed per team. During a shoot-out attempt, the
attacking robot and the opponent keeper are the only ones allowed to move and manipulate the
ball. Other robots are not allowed to interfere.

—ADF—LBBASMNMIARTILT « —F v I DERERBI SNEVEE. BBNICHEFF—LO/RREL
Do

If a team is clearly not able to prepare for a penalty kick, a goal is automatically awarded to the
opposing team.

ORY ~EZa—r7IOROBICRALTELL. FHILLORY FERIRRANTERL,
Robots may be substituted between shoot-out attempts. The new robot may be put in right away.

o JA—bcTPIORR S7LTDREEHRATNTOEVEISEREI 3%,
Note that timeouts are not allowed during shoot-out.

0 AOEDY 1— R 7Y R EEZ 3. TF— LAY 1— 7™ ~OHREEE EO 3L
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LOBEZRDB(CHIc > TORBTERARESNLEIVES. ABODEBE>VDTES
F—LMESNDIRXTLEZEEIBOHDOREE(CE X573 FE)FRITEICENTE
Do CNIIRENICHEZ ROHDEHICHEBTONEERL(CDIZ> TERATE 5,

The human referee can give both teams a certain amount of time (like 5min) to
change their system at any time, if there is no clear progress in determining a
winner (like after 10 shoot-outs, or if both teams time out doing shoot-outs). This
can be applied multiple times, if needed, to eventually determine a winner.

FAi&/Usage

aA—bcT7ORIERIDT — LT —ITCHF—LNRARTH OICBEIC. BERTHOBMEERETD
EHIFERIND,

Shoot-Out is used to determine the winner of an elimination match if both teams scored the same
amount of goals in previous game stages.

11. 3EE{=1E/Emergency stop

E#/Definition

F—LFREDIKR(CEFEE S, 1I0WDBEFIEBEE LU (IROISYTOVWTFNARVWERTYT — L%
BLEITEILOEKTED, cNEAIO—N—RELED, BESICITLTIORDEGEES. EREL
EERULEF—LICIAMLTIORMESNTOLEWMEETE I v —ILR EASORY FERDERS C &
TEBIMN BODIT LTI SREEMEAT S EFTEEL,

A team can ask to stop the game immediately after a grace period of 10 seconds or at the next
stoppage, whichever happens first regardless of the current situation. It will receive a yellow card
for this and must take a timeout immediately. If the team is out of timeouts, it is still allowed to
remove robots from the field, but can not use any remaining timeout time.

COI—=IVEBIHE - FIREVYI LD I 7ROSyIa L. ORY RRERBESI(ICSY
o A=JEEXTUVSB. ELVDE-KKRTHIHERSTNBSCEEEET B,

This rule is supposed to be used in extreme situations only, e.g. a software crash or

when robots are damaging themselves significantly.

CHOIL—ILTHEMELESINEIZEES. UTD3DDAEENREZ SN S:
When the game is stopped due to this rule, there are three possibilities that may have happened:

1 BFEEMBEL. EatMzELEdInr,
The grace period has passed and the game is stopped.

2. TEN BFREMIBEISLIDELHGERSLLUR,

The human referee stopped the game earlier.

3. TP DILBRELUR. FRER-ILRTr—ILEACHEZC LD, BFRHELDELHGHMELE
LTz,

The game is stopped earlier due to the ball leaving the field or because of a foul.

CNSOAREEICKL. SEEMET B(Cchlc > TUATO2BEDTEND 3:
For these possibilities there are two methods to proceed the game:

1. 1HLUV2(CHWLTE. HEEFHEFEF—LOTY —F v I THRITIND,
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For 1 and 2, the game is continued with a free kick for the opposing team.

2. 3[CLTF. AEEIBEEDY LT D ~EBKICKHEITINSD,
For 3, the game is continued like after a regular timeout.

Fai&/Usage

FEELOBNEEIZ2Z27r -3 VIS5 v IEFERALTIER 5 X3,
An emergency stop intent can be made using communication flags.

FEE. BELTLAMTONTOLVEEIBEFREALDECHGEFLT SN

0 -

The referee may stop the game earlier if there is no promising play in action.

12. ¥+ L 27> w/Z/Challenge Flags

FrLYITSYIEIEF—LIC. FBOREICHITSFv L YIZHAAT S:
A challenge flag allows teams to challenge a decision of the referee:

1. FEBOREMEULNMORIBA. F—LRBITLTIRERELRCEICESD
If referees decision was correct, team loses a timeout.

2. FBORENMRD THO>HBE. EVVWRENEASINF—LEI LTI REHEBELLL,
If referees decision was incorrect, the correct decision is applied and the team doesn’t lose a
timeout.

" WFNDIFEE IS v I(IEEBEIND,

The flag is consumed in both cases.

—EBOFvrLVICDE 1DDIL—ILICELTFvr L YIRTHNS,
Only one ruling may be challenged at a time.

FrLYITSIEFERITEZF— LG DELEEIEDITLT D MMEEG L TULKITNEE S
Lo
The team must have at least one timeout left before using a challenge flag.

BF—LE. BERBEIC3IR DTSV IEZ (TS,
Each team will receive three flags at the start of the game.

o COIL=IUE. PAIAY IV SR=ILDF v L VI TSV ICERERTUL S,
This rule is inspired by challenge flags in American football.

13. KSHEH D JL—)LZE/Rule Changes
During Competition
BEDIL-IEEF. FHULLVVEREZEERLSITARMLAD D, IL—ILABRICKHUEXRSBEEES X

FULTVBCEMHIBALIRIBA. UTOREDE LI —ILNRESNSAREEND S:
Rule changes between years can have unforeseen consequences. If a rule is found to cause

54



significant negative impact to the competition, the rules may be adapted under the following
conditions:

s FEEUTOB)OCBERSIHEEV>Z. KEFDHZTI A XDEDHFDBATHSC &
Only between phases of the competition, like round-robin and knockout

s EALEBICOHFEATNDIENDTHD. DODENBRIEFETHICL
Only for major problems, as a last resort

¢« TOEEMN BMTBIEF—LDY—TF—(CLBEE—HCTARINE L
The change must be approved by all team leaders (by an unanimity vote)

{J&x A: EPFHEE/Terminology

A.1. 'R—)LMiR{E/Ball Manipulation

21—k ERYUTIVER—ILOBRBEE HEST N, R—ILHOBEA TR D T iZ S (FIRIFE (EHET I,
Shooting and dribbling is considered as manipulating the ball, the ball accidentally bouncing off the
hull is not.

Nix B: S5 DIKRE/Game States

Halted
. (from any state) Halt \( Halt w ( Timeout w
Q?obots are not allowed to move J Q?»olh teams can do what ever they want J
P
Stop ﬁmeout Stop
Stopped l
N | K
Stop W

@oth teams have to keep distance to the ball k

PrepareKickoff Stop Ball Placement PreparePenahy

PreparePenalty ‘

( PrepareKickoff EellRlacemen: K T " p o J
eeper on goal line, FreeKicl after 10 seconds
b’eams have to move to their sides ) One (2 [RCES 3 el attacker behind ball,
the other keeps distance to ball
other robots on legal positions
NormalStart Continue NormalStart ForceStart \Stop
Running \
~ ~ g ~. |
‘ Kickoff ‘ ‘ FreeKick ‘ Penalty w

One team may kick the ball ‘
within 5 (A) or 10 (B) seconds

after x seconds or if bauNieconds o movjd/

Qioth teams may manipulate the ball )

One team may kick the ball ‘
within 5 (A) or 10 (B) seconds

QExecute a penalty kick within 10 seconds J

14. 5 — L1 ~/Game Events

RICRIT—LARYERRIF BT LRV REZOBREIEDZENDTH D, Tlee T—HLTD
ERMUBTETETNELESTTVEDNERET o
The following game event table is a compilation of the different game events and their
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consequences. It also lists what all Automatic Referee implementations must be capable of
handling.

CORICFTEDONEBHRIIATELENTHLEIUEMEND D, INTHDEREHRT
o BlclF. WHELEEEEHR L C .

The information shown in this table here may be incomplete. Please read the

sections of the respective events for the full definitions.

AR K[Event  EF&E/Applicab #55%/Consequence ~ 7 DJLEEHADTY a5 mitiated By
ility 5 —~ D&t L/Incre
ments Foul
Counter

- > L - $1/While Match is Running

NO_PROGRESS_IN ball in play {S1E/Stop - 74— no game controller
_GAME A XS —~[Force
Start
ATTACKER_DOUB ball in play {1E/Stop ~ 7'J— no auto referee
LE TOUCHED_BAL Fw D /Free Kick
L

MN—JUMT « — U RS H /ZKs/Ball Leaving the Field

POSSIBLE_GOAL  ball in play Halt no auto referee
BALL_LEFT_FIELD ball in play {S1E/Stop -~ 7'J— no auto referee
_TOUCH_LINE F v D /[Free Kick
BALL_LEFT_FIELD ball in play f=1E/Stop ~ 7 — no auto referee
_GOAL_LINE Fw J/Free Kick
AIMLESS_KICK ball in play {S1E/Stop - 7'J— no auto referee

F v J/Free Kick
7 7 )U/Fouls
DEFENDER_IN_DE ball in play {=1E/Stop » RFJL no auto referee
FENSE_AREA Ta—Fwv

2 [Penalty Kick
KEEPER_HELD_BA ball in play f=1E/Stop » T — yes game controller
LL Fw D /Free Kick
BOUNDARY_CROS ball in play {S1E/Stop » T'J— yes auto referee
SING Fw J/Free Kick
BOT_DRIBBLED_B ball in play {1E/Stop —» 7'J— yes auto referee
ALL_TOO_FAR Fw J/Free Kick
ATTACKER_TOUC ball in play - yes auto referee
HED_BALL_IN_DE
FENSE_AREA
BOT_KICKED_BAL ball in play - yes auto referee
L_TOO_FAST
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AR K[Event  EFEE/Applicab #55%/Consequence ~ 7 DJVEEADY a5 Initiated By
ility 5 —~MEt L/Incre
ments Foul
Counter

RFIL7T + —F v D/Penalty Kick

PENALTY_KICK . F ~RFJLF7+—F w2 {£1E/Stop ~ 7'J— no auto referee, game
AILED s Fw J/Free Kick controller
during Penalty
Kick
T /always
BOT_CRASH_UNIQ &H§/always - yes auto referee
UE
BOT_CRASH_DRA EHKf/always - yes auto referee
WN

J)—FvIHKOX v F5 —LH/During Free Kick and While Match is Stop

ATTACKER_TOO C X kv JHRH KUV T {=E1E/Stop - T'J— yes auto referee
LOSE_TO DEFENS U—Fw/omh Fw D /[Free Kick
E_AREA during Stop and
Free Kick
2 w5 — L\d/While Match is Stopped
7 77J)U/Fouls
BOT TOO FAST I X kw R - yes auto referee
N_STOP during Stop
DEFENDER_TOO_ C 7O AT T4 4V FLT(CTDF yes auto referee
LOSE_TO_KICK_PO ball out of play TOEREFIRD S
INT v—Z=Jttvk
timer for bringing
the ball into play
is reset

~—)UEZiE/Ball Placement

BOT_INTERFERED R—JLEZEH BCEHIRRIRE DS 1 yes auto referee
_PLACEMENT during Ball V—&10MWER
Placement placement timer
increased by 10
seconds
PLACEMENT SUC 7Ah—JLEEErh 1oe1T no auto referee
CEEDED during Ball continue
Placement
PLACEMENT_FAIL R—JLEZEH {£1E/Stop ~ 7'J— no game controller
ED by team in during Ball Fw J/Free Kick
favor Placement (div A) / previous

command (div B)
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AR K[Event  EFEE/Applicab #55%/Consequence ~ 7 DJVEEADY a5 Initiated By

ility 5 —~MEt L/Incre
ments Foul
Counter
PLACEMENT_FAIL R—JLESEH f&1E/Stop no game controller
ED by opponent  during Ball
Placement
Informational
MULTIPLE_FOULS - 1IO—H— no game controller
= /Yellow Card
MULTIPLE_CARDS - LwvRAD—EK/Red no game controller
Card
TOO_MANY_ROBO - {=1L/Stop no game controller
TS
INVALID_GOAL - {1E/Stop - 7'J— no game controller

I w 5 /Free Kick

BOT SUBSTITUTIO =1t CRXDZELERF(C) no remote control
N during Stop Halt, RU\TIFLE

Halt (after next
stoppage), then

Stop
CHALLENGE_FLA HH/always - no remote control
G
EMERGENCY_STO &H¥/always Halt - Timeout+ no remote control
P 1sIO0—H1—
I /Yellow Card>>
F&h/Manual
GOAL - {S1E/Stop » ¥v T no human referee
7 J/Kick-Off
BOT_PUSHED_BOT HH¥/always {=1E/Stop - 7'J— yes human referee
F w I /Free Kick
BOT_HELD_BALL_ ball in play {S1E/Stop - 7 — vyes human referee
DELIBERATELY Fw D /[Free Kick
BOT_TIPPED_OVE &Hf/always {=1E/Stop -~ T7'J— yes human referee
R Fw J/Free Kick
UNSPORTING_BEH HH¥/always {=1E/Stop -~ IO no human referee
AVIOR_MINOR — 11— K /Yellow
Card>>
UNSPORTING_BEH HH¥/always {=1E/Stop - v K no human referee
AVIOR_MA]JOR 71— K /Red Card

38



GR&EZESE) TUE—RIYEO-I] BREEEBCLIDEHIN, VI EDIT7TE
o 1< MIEBHIHIE. ZOMABHDT/ A1 X THEAEMES5, HMEI= 17—
VISV IICET S —ILEESBI DL,

ix C: 2ERENDBIE/Overview of Timings

$A37/Situation T 10133 VADKRK/Div A F 10«33 VBORR/Div B
Time Time

AIO—-"N—RlcLDOHRY ~BR 10s 10s

=

Remove robot for Yellow Card

RFIWTr—FvD 10s 10s

penalty kick

FwvwoAT 10s 10s

kick-off

JU—FwH 5s 10s

free kick

T IJIT VXTI TPARATHF—/T 55 10s

—(C K BR—IVRFF

Keeper Held Ball inside Defense

Area

HEDIER 5s 10s
No Progress In Game

graphml ER CREH I NS — LRV LD %ZE yed-live DR—INSEETE D,
A visualized graph of the game events is stored as graphml and can be viewed at yed-live.

N D: T TJrIaryCEDiEL/Differences
Between Divisions

CNE T I3VAET T I3 VBDEVDTEL) XA LTH B,
This is a complete list of differences between division A and division B.

¢ T TJrIIVART I I3 VBIDEASHE T v — LR ERELT IV THEEITD. TDIE
RARTIWTr—FvIELDEINSTONDS,
Division A plays on a larger field with larger goals than division B. As a result, the penalty kick
is taken from a greater distance as well.

s T JrIIVART I I3 VBLODEZLVORY FTHEET D,
Division A plays with more robots than division B.

s N=)VEEEDFIEET + Tv I3 VATIBRETHD. 7+ J+1I3aVBTIHHEETH B,
The automatic ball placement procedure is mandatory for division A and optional for division
B.
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s T7LLUZXFvIODIL—=IET+TrI3a VBICOHEAIND,
The aimless kick rule only applies to division B.

e T T Ia VARV DHADIRRICH (T DREIIN T TORREMRE U,
Division A has shorter timeouts in some situations
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