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Division
General level
(or category) Level Year of birth

Junior
league

Elementary school ~6th grade ~2005

 Challenge
league

Middle school
 (Junior high school)

7th grad~12th grade 2004~
High school

 (Senior high school)

Ⅰ. League 

Ⅱ. Common Rules

2-1. Restricted items in the competition site 

2-1-1. Available items 

Participants allow to carry their cell phone but they should turn it down. If it turns 

on, you are disqualified.

2-1-2. Restricted items 

2-1-2-1. Participants cannot carry storage devices including MP3 player, PMP, USB 

memory, and etc. if this misbehavior is found, you are disqualified.

2-1-2-2. Participants cannot carry any  program and manuals regarding the robotics, if 

this misbehavior is found, you are disqualified. 

2-1-2-3. If you participate a category which allow to carry USB memory in it’s rules, 

you can carry that items but you should be confirmed by referee before the 

match.

2-2. Cheating

If participants get caught cheating on the competition, they will get a warning or be 

disqualified depending on the seriousness of the cheating. Violators are not allowed to 

object.

General Rules
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2-3. Disqualification

2-3-1. Touching or damaging other participant’s robot, laptops, or belongings

2-3-2. Use of part of robot that is not authorized before match

2-4. Warning or disqualification depending on the seriousness of the problem

2-4-1. Communicate with someone in the stadium or other participants.

2-4-2. Not obeying referee or organizing staff.

2-5. Uniform and RFID card

Uniform and RFID card given during application should be worn in order to enter the 

match.

2-6. Match statistics and confirmation 

Participants should confirm their match statistics and sign on the paper after the match. 

Participants cannot object to match statistics after confirmation.

2-7. Seat and electricity use

2-7-1. IROC allocates participant’s seats and participants are not allowed to object. 

Failure to comply may result in attempting to cheat.

2-7-2. Electricity use 

Two participants are seated in one table. One power socket is given per each 

team. Participants are allowed to bring and use multi-tab if they want to use.

2-8. Playfield assignment

2-8-1. Referee and supervisor manage equal and fair practice time for all participants.

2-8-2. Referee and supervisor assign actual playfield and practice playfield for successful 

operations.

2-8-3. Referee and supervisor can restrict practice time per participant/team to manage 

equal and fair practice time.
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2-9. The competition site environment

2-9-1. Participant should be prepared to control their robots under electrical lightings, 

sun-lights, and photographing.

2-9-2. Participants should be prepared to prevent any problems in operating their robot 

even if there is an interference with the electronic signal.

2-10. Others

Committee can decide other unspecified rules and notify on match day. It is not allowed 

to object.

Ⅲ. Tournament

3-1. Match progress

3-1-1. Match is divided into ①qualifying league and ②tournament. Only winners of 

league can proceed to tournament.

Example)

     

Tournament

Qualifying
League

3-1-2. Qualifying League

3-1-2-1. Draws of league

3 teams in a league by the draws
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3-1-2-2. Point and advance to the tournament

Winning point is 3, draw point is 1 and lost point is 0. A team scored the highest 

score will advanced to the tournament. 

3-1-2-3. Teams scored same points in a league: Check the rule of the each categories. 

No additional time is allowed in the qualifying league, and draw can be given 

to choose the team advanced to the tournament.

3-1-3. Tournament

3-1-3-1. Draws of tournament are drawn after league is finished.

2-1-3-2. No draws in tournament, so extra time will be given.

  3-2. Program and operation

3-2-1. It is both allowed to use a remote controller and to be controlled 

3-2-2. Before starting match, robot should not move without participant’s control.

3-2-3. Telecommunication rule

3-2-3-1. Zigbee / Bluetooth / 2.4Ghz Wireless only. 

3-2-3-2. Smartphone are allowed as a remote controller if it is set to airplane mode. 

3-2-3-3. Cable-based control is not allowed.

3-2-3-4. In case of communication confusion, both teams are disqualified if they 

cannot fix the problem to proceed the match by changing communication 

channels.

3-2-3-5. In case of after-school-aptitude Kit Event, only use of telecommunication 

module in the kit

3-3. Robot modification

3-3-1. Participant can build, add parts, and modify robots creatively.

3-3-1-1. Exception: If you get agreed by referee, It is only allowed to modify their 

robot with materials in the After-school-aptitude Kit for the 

After-school-aptitude categories.
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Ⅳ. Recorded Match

4-1. Match progress

4-1-1. Participants are given 2 trials for each category and after first trial there will be 

some modification time.

4-1-2. Robot construction and practice time is less than 2 hours and the exact time will 

be announced on the match day.

4-1-2-1. Tuning sensor: If participants try to tuning the sensor after practice time, you 

will be disqualified.

4-1-3. Referee and supervisor will assign the playfield in accordance with the number of 

participants and the level of difficulty of each mission.

4-1-4. Participant can practice when robot is constructed before first trial and they are 

assigned their play-field. They can not practice before they are assigned their 

play-field.

4-1-5. After the practice time, participants should stop their robot and follow the 

instruction given by referee.

4-1-6. First trial is done right after construction and practice time.

4-1-7. Participants should be lined up with their robot and wait till the instruction given 

by referee 

4-1-8. After first trial, participants should return to end of waiting line and wait until all 

participants finish first trial.

4-1-9. After second trial, participants should return to their seats.

4-1-10. Modification time is given after first trial and before second trial. Modification 

time will be announced on the match day.

4-2. Final record

Best result out of two trials is recorded as final record.

4-3. Evaluation

The rule of each games defines the priority of the records. Based on the rule, 

participants will be ranked.
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4-4. Start

Starting with the signal of referee, It is considered as a start when the measuring 

instrument is started. If participants fail to start after the starting signal, they have to 

restart.

4-4-1. Unable to start

if participants can not start after the starting signal, participants are given 5 counts to 

start. If failed, referee will declare ‘unable to start’ and participants have an opportunity 

to restart.

4-4-2. Restart

It is given two chances for each participants to restart their robot. (3 times including 

the first start) They must succeed within 2 trials. Even if they failed, participant can not 

try that trial.

4-5. Definition of arrival

Part of the robot touches the line or junction where the measuring instrument installed 

and the result should be obtained from the measuring instrument.

4-6. Mission End-line 

Robot arrived at end-line should remain on the end-line for referee’s 3-count.

4-7. Time limit

If participants fail to complete the mission within 2 minutes, the game will be terminated 

and they will get the scores they accumulated prior the end of the game.

4-8. Repair during match

Robot cannot be modified during match. 


