
ROBO RACE Guidelines 

1.Objective 

Design and build a manually controlled wireless robot that can navigate through an obstacle-

filled track, covering the maximum distance in the shortest possible time. Teams must focus 

on speed, agility, and handling obstacles efficiently to outperform their competitors. 

2. Team Composition 

 Each team can have a maximum of 1-3 members. 

 All team members must carry their identity cards from their respective institutions 

during the event. 

3. Robot Specifications 

 Dimensions: 

o Maximum: 250 mm x 250 mm x 250 mm (L x W x H) 

 Weight Limit: 

o Maximum: 3 kg. 

 Power Supply: 

o On-board power (batteries only, no direct external power during the run). 

o Maximum Voltage Limit: 12V. 

Mechanism: 

 The robot must be wireless and manually controlled. 

 Ready-made toy cars are not allowed; the robot must be custom-built by the team. 

 Component Retention: The robot must complete the race without leaving any parts 

behind. 

 If any part falls off, the team will be disqualified. 

 

4. Track Details 

 The track will include: 

➔ Zig-zag turns 

➔ Slopes and Ramps 

➔ Rough terrains (like sand, pebbles) 

➔ Speed breakers 

➔ Narrow bridges 

And many more... 

 Obstacles may be hidden until the final event day for fairness! 

 

 



5. Race Rules 

 Each robot will be given 2 attempts; the best time will be considered. 

 Timer starts when the robot crosses the start line and stops at the finish line. 

 If the robot goes off track, the team can manually reposition it — but a time penalty 

of 10 seconds will be added. 

 Teams are allowed a maximum of three hand touches during the race, with each hand 

touch incurring a 15-second penalty. 

 The penalty time will be added to the robot’s overall race time. 

 Robots must complete the entire track without skipping any section. 

 Any damage to the track will lead to disqualification. 

 The robot must be ready at the start line when the call is made for the team. 

 Teams that are not ready when called may be disqualified. 

 

6. Judging Criteria 

 Fastest Completion Time wins. 

 Penalties for: 

➔ Off-track repositioning 

➔ Hand Touch  

➔ Missing obstacles 

➔ Violating dimensions/weight rules 

 Bonus points for exceptional stability or creative design (if time tie occurs). 

 

7. General Conduct 

 Teams must respect all safety measures. 

 Judges’ decisions will be final and binding. 

 Teams must be ready 30 minutes before their scheduled slot. 

 

 

 

 

 


