Warp X

Blast from the past

It was just an ordinary day at BEST Intergalactic HQ…

The sun was shining, the cicadas were buzzing, and Ted and Steve were just working out the details of the toroidal* field for next year’s competition.

KA WHAM! An incredibly loud noise was heard.

Steve looked up and asked Ted, "Were you using the torch this morning?"

Ted replied, "No, did you turn off the turkey fryer last night?"

Having established mutual deniability, they headed out back to where the noise came from.

They immediately notice a large hole in the roof of the shed where all of the previous BEST games have been stacking up. Opening the door, they were greeted with an eerie sight: pieces of previous games strewn over the floor, tachyons wafting through the shed, and in the middle of the floor…

"It looks like a rotating micro black hole!" cried Steve.

"You need to lay off the Discovery Channel," Ted quipped.

Steve considered the situation. “Seriously”, he said, “the pressure gradient would explain the fog, and the fact that it is near the electrical distribution panel would explain why the lights are almost out."

Ted paused for a moment to consider what Steve had said. "We need to save those game pieces, Steve.” he replied, “They represent ten years of hard work and are an important part of our BEST archive.”

"We also need to get those breakers shut off or we’ll be paying the utility bill for billions and billions of years!" Steve exclaimed.

*Look it up!

"What caused the black hole to stop on the platform?" asked Steve. "The only thing on that platform was--"

"Squeaky*!" they both chorused.

After a moment of silence, they agreed that they needed a robot to maneuver back in time through the harsh environment to turn off the breakers and return the BEST game pieces to the present time.

"This black hole can only last another 6 weeks," Ted guessed.

Steve grabbed his calculator, punched in a complex algorithm, and confirmed Ted’s realization.

"Certainly a maximum of 12 weeks at the very most before it collapses,” he said. “We’d better contact all of our robot experts and get them on the job."

"Yep. It’s going to take all the robots we can get to bring those game pieces back to the present,” Ted replied.

******************************************************************************Game Objective
Your mission, should you choose to accept it, is to build a robot that will traverse the rotating black hole and rescue the game pieces from all of the previous BEST games.

You have only six weeks to design, build and test your robot before sending it back in time to rescue the BEST game pieces. 

Through BEST’s connections, we have discovered a secret underground group based in Nevada called SDA, (Society for Displaced Aliens) who has agreed to help us. Rumor has it that a few aliens that fled their planet before it blew up started this group, but we have been unable to confirm these outrageous claims. 

Intelligence reports from this group have disclosed a secret communications network on which we believe we can piggyback a carrier wave to send signals to a robot at any point in space-time. We should be able to link to this network within five weeks. You will be able to use this network to control your robot at any point in space-time. 

We have received additional SDA intelligence describing the retro BEST game pieces. It seems that most of the game pieces are still in the 3' by 16” by 1' containment vessel storage bins used in one of the past BEST games. The bins are holding aliens and sticks of dynamite. The rings are suspended in the black hole. However, sending the Bumble Balls back in time recharged their batteries and they are now bouncing around randomly through space-time. 

*”Squeaky” is the first BEST prototype robot built by BEST founder Ted Mahler in 1992. It is still a popular feature at the North Texas BEST hub and at Texas BEST, the national championship.

SDA reports that micro wormholes have formed at the openings of each of the front two rows of tubes of the MTCVs left over from another BEST game. These wormholes can be used to transport the smaller game pieces back to the present. The larger game pieces must be brought back through the black hole by a robot. The back rows of the MTCVs are full of noodles used in yet another BEST game. These noodles must be removed from the MTCVs. Once removed, they should find their own way back to the present time. 

This year’s game is one of strategy, speed and agility. It is an aweSUM (“TOTALly AweSUM” – the 1995 BEST Game) total of 10 years of BEST!

Games are played with four teams per round. Scoring can be high if you can figure out how to achieve all of the objectives.

Warp X Game Rules

1.0 Game Floor Layout

1.1 The outside boundary of the field is defined by two 12’ by 24’ sections with a 2-foot neutral zone spanned by the black hole. The field surface is covered with carpet. Driver’s boxes (2’ x 2’) are located side-by-side on one side of the playing field (see Figure 2). Spotter locations are on the spotter side of the floor diagonal to the driver’s boxes.

1.2 A circular black hole (platform is a 16.75” high disk, 6’ in diameter that rotates clockwise at approximately 5 rpm.) separates the two sides of the field. Two ramps provide access to the black hole on the driver side of the field and a ramp 5’ wide provides access to the spotter side of the field. The two sides of the field are separated by PVC pipe. Drivers cannot drive or reach over the divider. To reach game pieces on the spotter side of the field the robot must go up the ramp, across the black hole and down the opposite ramp.

1.3 Fog, which can obscure the spotters from the drivers, will appear occasionally between the two sides of the field during each match (3-minute contest).

1.4 The candles and bumble-ball grid are on the starting-side of the field.

1.5 Game pieces on the spotter side of the field include dynamite sticks, aliens, rings, paddle switches and bumble balls.

2.0 Starting Play

2.1 Before the start of a match, each machine must be completely inside the 24” x 24” square starting area. Team-color starting positions are randomly assigned and posted for all preliminary matches. 

2.2 The driver and spotter must be in their respective areas. Spotters and drivers will be in opposing corners (see Figure 2). Spotters can move freely within their 2’ x 4’ spotter’s area, but there can be no artificial means of gaining a height advantage, which means no homemade shoes can be used for this purpose.

Figure 2: Game Floor
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3.0 Match Play

3.1 Each match is 3 minutes long and is played with 4 teams.

3.2 There are two phases to the competition, a partial round-robin preliminary competition and a six match round-robin playoff among the eight top-seeded teams. During preliminary competition, each team will play eight matches against randomly selected opponents.

3.3 All teams will be seeded based on their average score from the preliminary round-robin competition. The Mulligan rule applies when computing the average score: the lowest score from the preliminary competition will be dropped for each team. Seeding ties will be resolved using the average tiebreaker order (see 3.8 on page 5).

3.4 At the start of each match, each team must cross the rotating black hole to get to the scoring pieces. If, in the opinion of a referee, a robot is obstructing rotation of the black hole, a referee can enter the playing field and move the robot to clear the obstruction.

3.5 If two robots are entangled, so that neither can move, the referee will enter the field and disentangle them. The decision to disentangle machines is subjective and left to the discretion of the referee. Match play does not stop while the referee is untangling the robots.

3.6 Team members must remain off the field until referees have finished determining the score for the match.

3.7 If a tie exists at the end of the preliminary rounds for eighth place (8th place only), the average tiebreaker position will be used to resolve the tie. (For every match played, the switch-thrown order is recorded. The average order for all the matches played is the average tiebreaker position.) If a tie still exists, officials will look at the most recent matches (not including the mulligan matches) of the tied teams until a difference is found in their tiebreaker switch-thrown order. This sequence will continue until the tie is resolved. An example is shown below.

Example. Teams 5, 3, and 8 are tied for eighth place (8th place only) after the preliminary rounds, as is their average tiebreaker position. To determine the tiebreaker order, look at the previous, most recent match they’ve played and see what their tiebreaker switch-thrown order is.

	
	Match number
	Switch order
	Points

	Team 5
	
	
	Team 3 is eliminated because they have a fourth place in tiebreaker switch order.

For teams 5 and 8, we’ll go back another match to compare switch order.

	
	15
	2
	32
	

	Team 3
	
	
	

	
	12
	4
	56
	

	Team 8
	
	
	

	
	22
	2
	97
	

	Teams 5 and 8 are tied in their switch order thrown, so go back to the previous match they played.

	Team 5
	
	
	Team 5 wins!!! They have a first place in the tiebreaker switch order. The number of points scored makes no difference.

	
	13
	1
	87
	

	Team 8
	
	
	

	
	18
	3
	157
	


3.8 The scoring slate will be wiped clean for the final rounds. The game winner will be the team with the highest cumulative score from the six final rounds. In the event of a tie, the average tiebreaker position will be used to resolve the tie. If there is still a tie, we will play a tiebreaker round.

	
	
	Team Starting Color

	
	
	Red
	Green
	Yellow
	Blue

	Round
	1
	8
	1
	2
	3

	
	2
	2
	3
	4
	5

	
	3
	3
	4
	5
	6

	
	4
	4
	5
	6
	7

	
	5
	6
	7
	8
	1

	
	6
	7
	8
	1
	2


Note: Numbers in the white squares denote the seeding positions for the top eight teams from the preliminary rounds.

4.0 Scoring

The table below shows the scoring opportunities per team.

	Scoring Opportunity
	Points Per Opportunity

	Flipping Paddle
	10

	Noodle Extraction
	10

	Dynamite/Alien insertion
	10

	Rings   1St Level (bottom)
	20

	            2nd Level (middle)
	30

	            3rd Level (top)
	40

	Bumble Ball
	50


Note: Game pieces can vary slightly due to availability (brand is not important).

Note: Only aliens and dynamite can score in the tubes; anything else that may fall off of a robot and enter the tube does not score and will be removed before the score is tallied.

5.0 Game Pieces

The game pieces are shown in the table below. Any game piece that entirely crosses the boundary plane during a match are out-of-play and cannot be brought back in the playing field. A game piece is considered outside the play area when its entire surface area crosses any boundary plane.

	Game Pieces
	Total Number
	Game Pieces
	Total Number

	Paddle Switches
	4
	Aliens
	18

	Noodles
	20
	Rings
	12

	Dynamite
	20
	Bumble Balls
	4


The locations of the game pieces at the start of each match are detailed in the sections that follow.

6.0 Paddles
6.1 On the game field there are four paddle switches matching the drivers’ colors. Each switch controls a single light. 

6.2 To score, switch the paddle on by pushing the top portion of the paddle towards the backboard. You can un-score a paddle by pulling the top back out away from the backboard. The position of the paddle at the end of the match determines if it scores or not. A paddle must be touching or within ¼” of the backboard at the end of the match to score

6.3 The paddles are also used as tiebreakers. Regardless of whether the paddle scores at the end of the match, the original order in which the switches are thrown determines the tiebreaker ranking.

7.0 MTCVs

7.1 The MTCVs are located on the spotter side of the field. They are made up of three rows of tubes, each at a different height. The shortest row is the first row, the middle row is the second row and the tallest row is the back row.

7.2 The MTCVs can be scored using noodles, dynamite sticks or aliens subject to the restrictions described in Sections 8 and 9. See the respective sections for more information.

Note: Only aliens and dynamite will score in the first two rows of the MTCVs. Any objects other than an alien or dynamite stick will be removed before the score is totaled.

8.0 Noodles
8.1 The noodles are located in the back row of the MTCV and must be completely removed, with the hinged radiation shield closed, to score. In case of a mechanical failure of the radiation shield, a referee will close it after the noodle is completely removed. Reopening the radiation shield does not affect the score.
8.2 After removing a noodle, you cannot insert it into another tube. Noodles do not score when inserted in the first or second row of the MTCVs.

8.3 The noodles are 5’ long and 2 ¾” in diameter. Some are solid and some have hollow centers but the weight is approximately the same on all.

9.0 Dynamite Sticks and Aliens

9.1 The dynamite sticks and aliens are located in containment vessels at the start of each match. Each vessel will contain 9 aliens and 10 dynamite sticks oriented randomly. The containment vessels will be tilted so that the backside is on top of the field boundary. They must be taken from the containment vessel and inserted in the first two rows of the MTCV. Multiple insertions in the same tube do not count for more points.

9.2 To score, an alien/dynamite stick must be inside the MTCV and touching the bottom of the MTCV platform at the end of the match.

9.3 Dynamite sticks are constructed from 3/4” diameter, schedule 40 PVC pipe capped with standard pressure caps. They are 12” (+/- 1”) long overall, including the cap.

9.4 Aliens are standard Wilson Match Point tennis balls or equivalent.

10.0 Rings

10.1 The rings will be hanging from pegs on the side of the platform at the start of each match. They must be taken from the pegs, transported back across the rotating black hole to the grid in the starting half of the field, and stacked on the candle that matches your team-color. 

10.2 To score, the rings must be stacked on the candle at the end of the match so that they encircle the candles and the first ring must touch the base of the candle, the second ring must touch the first ring, and the third ring must touch the middle ring.

10.3 You or your competitors can remove rings at any time. A ring is considered removed when it is completely off the candle. When a ring is removed, the score is taken away.

11.0 Bumble Balls

11.1 At the start of each match, Bumble Balls are randomly located on the spotter side of the rotating black hole.

11.2 To score, your team must pick up one (or more) Bumble Ball(s), cross back over the black hole and place the Bumble Ball in the grid matching your starting color.

11.3 To score, a majority of the Bumble Ball must be contained within your color grid when the match is finished. Only one Bumble Ball per team can score.

All referee decisions are final! No appeals. No videotape review.

No whining!
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