
BUILD: WIDGETS 2022 State Competition Update

1. Safety Zone Collaboration

To foster the spirit of collaboration, alliance partner teams will be allowed to transfer game elements
and robots between their two Safe Zones during the match. Any game element that is in a team’s Safe
Zone may be transferred to the alliance partner team’s Safe Zone. Also, any robot that is touching a
team’s Safe Zone may be transferred to the alliance partner team’s Safe Zone.

This variation will override rules like 2.4.2, 4.3.4, and 4.4.7 that require any elements or robots that are
picked up to be returned to the same Safe Zone from which they were picked up.

This variation does not mean that teams can change Safe Zones during the match. Teams must remain
stationed at their original Safe Zone for the duration of the match. The Safety Zone Technicians are the
only team members allowed to transfer game elements and robots between the two Safe Zones. Any
game elements or robots that fall onto the playing field during a transfer are not allowed to be recovered
by hand. Rules 2.4.1 and 4.4.5 remain in effect.

2. Widgets on Targets

At the end of the 90-second driver-controlled period, judges will only assign points for one widget per
target. The game manual defines a widget as “a combination of exactly 2, 3, 4, or 5 elements” that are
touching each other and not touching a robot.

In the event that there is more than one widget touching a target at the end of the 90-second
driver-controlled period, judges will assign a score for only the highest scoring widget. Any other
widget(s) will be considered a non-scorable widget(s). See update 3C below.

3. Point Values Shift

At the state competition, point values for certain tasks will shift, prioritizing some tasks and
disincentivizing other tasks. All of the game tasks will remain the same, and only the point values will
differ at the state competition. The point value changes are listed below:

A. At the end of the 30-Second Autonomous Period, alliance partner teams will earn 25 points for
every checker element on their side of the playing field.

B. At the end of the 30-Second Autonomous Period, alliance partner teams will earn 50 points for
the first robot and 100 points for the second robot parked on the dollar bill.

C. At the end of the 90-Second driver-controlled period, alliance partner teams will receive a
10-point penalty for every game element located completely inside the big circle that is
not part of a scorable widget.
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4. Touching Game Elements

Rule 2.4.3 states that Safety Zone Technicians are only allowed to touch game elements that are located
in the Safe Zone. Any game element that was touched in the playing field was removed from play for the
duration of the match by the referee. In area contests, some teams found a clever strategy to benefit by
exploiting this rule. To increase the challenge of game play for the state competition, rule 2.4.3 will be
changed to the following:

2.4.3 If any game element is touched or moved by a team member under circumstances that do not
conform to the rules of the game, it will be immediately returned to its previous location on the
playing field by the referee. The intent of this rule change is to neutralize any incentive or advantage for a
team member to touch a game element that is located in the playing field.

5. Robot Attachments

Rule 3.1.5 allows teams to employ different attachments on the robot to be used for different game tasks.
These attachments must be touching the robot and must fit within the 12” by 12” footprint while
checking for robot compliance prior to each match. These attachments can be detached and reattached
during the match.

If a team wanted to exploit this rule for a huge advantage, they could try and use an attachment as a
tether. A tether would be something long and flexible enough to reach from their robot back to the Safe
Zone as the robot moved around the playing field. Because the tether would still be touching the Safe
Zone, a team would be able to pick up the robot anywhere on the playing field since it was technically
still touching the Safe Zone. Obviously, this wouldn’t be inline with the spirit of the game rules.

To increase the challenge of game play for the state competition, we will narrow the definition of an
attachment in the following way:

3.1.5A All parts of the robot, including all attachments, must move in relation to each other as the robot
moves. Whether the robot moves as a result of an autonomous program, a remote control, or moved by a
team member, all parts and attachments must move in direct relation to the control module.

Released March 4, 2022


