FIRST® LEGO® LEAGUE
FINAL CENTRAL EUROPE
BREGENZ, AUSTRIA, 29-30 MARCH, 2019

TEAM GUIDE

The FIRST® LEGO® League Final Central Europe 2019 is proudly organized by HANDS
on TECHNOLOGY in cooperation with the HTL Bregenz.
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1. ORGANISATIONAL INFORMATION
1.1 Tournament date, location and contact
Date
29-30 March, 2019

Location
Festspielhaus Bregenz, Platz der Wiener Symphoniker 1, 6900 Bregenz, Austria
The Festspielhaus Bregenz is an event center in Bregenz and was opened in July
1980. It is the venue of the Bregenz Festival and a venue for conferences, congresses
and events. Read more about the Festspielhaus at their web page
https://www.kongresskultur.com/en.

Contact
Susanne Voigt / HANDS on TECHNOLOGY e.V.
Email: sv@hands-on-technology.org
Mobil: +49 152 318 33845

1.2 Admission to the event
The event in general is open for public. Please note that only people who paid the catering fee have entrance to the team party on Friday and lunch on Saturday.

1.3 Tournament program
Please take a good look at the rough tournament schedule below as well as at the
detailed tournament schedule in the attachment. Please note that their might be
small changes. We will hand out the final schedule on Friday once you arrive at the
Festspielhaus.
Especially note the coach briefing on Saturday starting at 08:05. At this meeting
coaches will have the opportunity to meet the tournament organizers and the head referee in order to get an overview on the event schedule, ask judging and robot game related questions, and other questions you might have about the tournament. Therefore
we ask all coaches to join this meeting.

Friday, March 29
12:00 - 16:00
12:30 - 17:00
12:30 - 17:00
17:30 - 18:00
18:30 - 21:00

Arrival teams and registration (please respect that it is not possible to arrive earlier)
Set up pit area & practice tables open
Live Challenge evaluation (30-min timeslot for each team)
Surprise program
Team party (dinner included)
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After dinner, there will be a disco. Besides this, teams can
perform (dance, song, etc.) and present their team and/or
country. If your team wants to perform, please email to
sv@hands-on-technology.org until March 20.

Saturday, March 30
07:35

Doors of the Festspielhaus open for teams

08:05 - 08:35

Coach briefing

08:45 - 09:25

Opening ceremony


To make it as colourful as possible, please bring flags,
team items, mascots, etc to present yourself to the audience.

09:35 - 12:50

Judging sessions (Research Project, Teamwork, Robot Design)

10:20 - 12:50

Robot Game test rounds

12:00 - 13:30

Lunch

13:00 - 16:55
16:55 - 17:20
17:20 - 18:20
18:25 – 19:10

Robot Game round 1-3
Public presentation of the top 3 Research Projects
Robot Game final rounds (quarter final, semi final, final)
Award and closing ceremony

1.4 Check-in
When you arrive at the Festspielhaus on Friday, March 29, please go to the registration
desk in the entrance hall and check-in your team. Please check-in no later than 16:00.
If not having done so via email in advance, please hand in the Consent and Release
Form for photos and videos of all team members when checking-in. For more info,
please see (point 1.12).
At the registration desk you will reveive a welcoming bag with the following content:
 Wristband
 We provide one wristband for each registered team member, coach and
accompanist (who paid for catering) to carry. The wristband is personal
and is your ticket to participate in the team party and to make you visible as team connected persons. Please take good care of the wristband. If you lose your wristband, please report it to the volunteer at the
information desk.
 Catering vouchers
 Papers
 like the schedule, the program book, ….
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1.5 Team picture
Like every year all teams will be introduced with a picture in the opening ceremony.
This year this picture will be taken live at the tournament location. The team “SAP
Rockets” will pick you up from the check-in or will come to you in the pit area and take
the picture. The idea for the picture is that each team with its members should
represent an object from the orbit, such as a rocket, a planet or a satellite. Please
think about your pose before and practice it, so that a quick process can be
guaranteed.
In advance to the event we would like to introduce each team at facebook:
https://www.facebook.com/events/153024938913977/. Therefore please send me a
team picture as soon as possible or latest Friday March 8 until noon.

1.6 Food and Beverages
All team members, coaches and accompanists (parents, friends, …) who have paid the
catering fee, can join the catering throughout the whole tournament. The catering includes:
Friday, March 29
 Water all day
 We provide water bottles in your Pit Area. You can refill the water bottles
at the designated water stations but also straight from the tap in the
restrooms (tap water in Austria is drinkable). Of course you can also
bring your own refillable bottle from home.
 Afternoon snack
 Dinner and 2 drinks (softdrinks, water, coffee, tea) at the Team Party
Saturday, March 30
 Water all day
 Lunch and 1 drink (softdrinks, water, coffee, tea)
 Cake
Besides the food and drinks included in the catering fee, you can purchase food and
drinks at your expenses at several stations at the Festspielhaus. The currency in Austria is EURO.

1.7 Pit Area
At the FIRST LEGO League Final Central Europe we expect many visitors. Therefore
we would like to understand the Pit Area as an exhibition area rather than a lounge
area. We kindly ask all teams to represent itself or the country/region it comes from.
Also a presentation of their research project is possible and a good way to share the
Project with visitors.
This kind of Pit Area is common at further tournaments like the World Festival or Open
European Championships.
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Please note: Teams are responsible to decorate their own pit in the way that represents their team the best. It is not possible, to bring tents and to roof the stand. Because of fire regulations, those items cannot get set up there.

Example of a team stand

For each team we will provide a Pit Area of appr. 8 square meters (3,2 x 2,6 m) with
the following equipment:
 2 tables (180 x 80cm)
 6 chairs
 1 poster board (A0 fomat)
 For the posterboard we provide pins. Duct tape, scotch tape, velcro,
dual-lock etc. is not allowed!
 electrical connection

Throughout the whole tournament teams can store equipment in boxes in the
voulunteer area next to the pit area. The volunteer area is guarded all time but we provide no insurance for team materials.
Please note: Due to another event at the Festspielhaus, the team stands need to be
left and cleaned until 18:00 on Saturday.
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1.8 Inspect the Project room & practice the presentation
Teams have the opportunity to inspect the Project rooms and practice the presentation
on Friday from 12:30 to 16:30. If your team wants to make use of this opportunity, it
needs to subscribe to a list at the registration desk. The maximum length of the practice session is 15 minutes per team.

1.9 Practice the Robot Game
Throughout the tournament we offer 4 practice tables where teams can practice the
Robot Game. There is no subscription list for the practice tables. Please be fair and do
not block the table longer than 15 minutes.

1.10 Delivery of freight in advance
It is possible to ship freight of your team to Bregenz in advance. If you want to make
use of that service, please email sv@hands-on-technology.org.

1.11 Tournament language
The official tournament language is English. Teams are allowed to bring translators to
the evaluation sessions.

1.12 Consent and Release Agreement
Attached to this document you find the Consent and Release Form for photos and
videos for the FIRST® LEGO® League Final Central Europe. Each participant or participant's parent/guardian must fill one out prior to sending their child to Bregenz. The
coach is responsible for submitting one form of each team member.
Please have the Consent and Release Agreement filled out and send it back via mail to
sv@hands-on-technology.org until March 25.

1.13 Ambulance WoMen
In case of an emergency, please talk to the volunteers at the registration desk. We
have ambulance staff available throughout the whole tournament.

1.14 Lost and Found
Please bring found items to the registration desk immediately.

1.15 Cloak room
At the Festspielhaus Bregenz you need to leave your jackets, bags, etc. at a cost-free
secured cloak room. Furthermore, we provide a room in the volunteer area where
teams can store boxes, etc.
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2. INFORMATION ABOUT THE EVALUATION
2.1 Evaluation categories
Teams are evaluated by judges in 4 categories:
 Robot Design
 Project
 Teamwork
 Live Challenge
Furthermore, the teams are evaluated by referees in the category:
 Robot Game
In addition at the FIRST LEGO Final Central Europe there will be the „Award for the
best programming“
In the attachement you will find the evaluation sheets which will be used by the judges/referees to evaluate your team.

2.2 The judging sessions
Live Challenge judging sessions will take place on Friday, March 29. The judging of the
categories Project, Teamwork, Robot Design and Best Programming will take place on
Saturday, March 30.

General notes on the judging sessions
 Teams should arrive in front of the respective judging room 10 minutes prior to
the start of the judging session. Please wait in front of the room until you are
asked to enter.
 It is the responsibility of each team to get to their judging session on time; there
are no announcements in the pits calling teams to judging sessions. A missed
assessment cannot be made up later.
 A single judging session will take 15 minutes.
 Adult intervention during the judging sessions is not allowed and will adversely
affect the team’s eligibility for awards.
 Coaches, spectators, as well as a translator (if needed) are allowed during the
judging session. Photography and video is permitted only from spectator seating
area. Please note: The only exception is the temwork evaluation on Saturday. For
this we only ask the team members to enter the evaluation room.
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Robot Design evaluation
Setup of the evaluation room:
 competition table with the INTO ORBITSM Challenge Set
 table to place the laptop on
Process of the evaluation session
 Give a short presentation of your robot and the software.

 The entire presentation, including the trial run, should not take longer
than 4 minutes.
Tips for the short presentation can be found in the attached document. „Robot
Design Presentation”
Please bring the following material:
 your robot
 your laptop / tablet in order to show the programming
 Make sure computer batteries are fully charged and all electrical plugs
are sockets type C and F compliant. If not, please bring your own
adapters. The standard voltage is 230 V and the standard frequency is
50 Hz.

Project evaluation
Setup of the evaluation room:
 power strip (socket type C and F)
 tables and chairs
 projector/screen TV with HDMI interface
Process of the evaluation session
 Setup the equipment needed for the presentation (no longer than 2 minutes).
 Present your Project (max. 5 minutes). Please be aware, that judges will stop
longer presentations.
 Afterwards, judges will ask questions regarding your project.
Please bring / provide the following material:
 your laptop / tablet (if needed for the presentation)
 other equipment you need
 Bring your own converter to fit the PC/Mac/tablet to the HDMI cable, if your device
is not set up for one.
 Any videos etc. the team is planning to use during the presentation must be
downloaded and available offline on a PC or tablet. This is to guarantee a smooth
presentation.
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Teamwork evaluation
Process of the evaluation session
 Answer the questions of the judges (10 minutes).
Only the team members and possibly the translator(s) are allowed during the teamwork
judging session.

Live Challenge evaluation
Details for the Live Challenge can be found in the attachement.

Please note: Along with the formal judging session, teams may also be observed
during all other times of the event. Judges often walk through the Pits and the Competition Area, and other individuals (such as referees, organisers and other volunteers)
may report observed team behaviors back to the judges.

2.3 Robot Game evaluation
The Robot Game is assessed by referees at the Robot Game competition tables in the
competition area.
The measurements of all Robot Game tables can be found in the attachment.
Each team will perform in 3 Robot Game matches on Saturday, March 30 to score as
high as possible. Only the best match of the 3 rounds counts for the calculation of the
FLL Champion Award.

General notes on the Robot Game evaluation
 Teams must be present at the competition area 10 minutes prior to their match!
 It is the responsibility of each team to get to their Robot Game match on time;
there are no announcements in the pits calling teams to the Robot Game match.
A missed match cannot be made up later!
 The coach(es) is/are permitted to join the team on the competition floor, but will
have to stand outside the marked area. No active directing from coaches is
permitted!
 You can bring a box and use it to carry your robot to competition area.
 During a match, only 2 team members are allowed at the competition table, when
the robot is running. Team members may switch at any time.
 At the end of the match, the field condition will be reviewed by the referee with the
team. This is the only time, the team can call a scoring decision into question.
Adult intervention is unacceptable. The table review is an agreement between the
referee and the team members at the table (not the coaches!).
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 If the team members at the table do not agree with the decision of the referee,
adhere to the following procedure:
 Do not leave the playing field
 Only team members speak to the referee and explain their opinion.
 Finally please accept the decision of the Head Referee and leave the
field.
 The decision of the Head Referee is final, there is no appeal.

Final Robot Game matches
The top 8 teams from the 3 Robot Game matches qualify for the Robot Game quarter
final. From there the top 4 teams qualify for the semi final. And at least the top 2
teams compete against each other in the Robot Game final. The final includes two
matches.

Robot Game Calibrating Rounds
Each team can calibrate their robot on Saturday morning in the tournament competition
environment, without having their score affect their outcomes; they allow the referees
to practice and discuss what they learned. Typically practice rounds:


Run with teams, referees, scorekeepers, other volunteers and with live
scoring as if they were real rounds.



Don’t count.

Your team will be able to do 1 practice round with a length of 15 minutes at one of the
four competition tables. The exact time for your calibration round is available in the detailed schedule attached.
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Preliminary Version

FIRST LEGO League Final Central Europe - Friday, 29.03.2019
Festspielhaus Bregenz I Platz der Wiener Symphoniker 1 I 6900 Bregenz, Austria |
Arrival teams
12:00 Pit area and practice tables open
12:30 Live Challenge judge briefing (Saal Bodensee
11:30
3) -

16:00
17:00
12:15

12:30 12:30
13:00
13:30
14:00
14:30
14:45
15:30
16:00
16:30
17:00

17:15

Surprise Guest (Werkstattbühne)

17:30 -

18:00

We can keep a screet :-)

Team Party (Studio Theater)

18:30 -

21:00

For teams and fans

Get Together (Seefoyer)

19:00 -

22:00

For volunteers and guests

Judging sessions

LC Live Challenge
#1

#2

#3

#4

#6

#7

#8

LC2 Saal Panorama 1

LC3 Saal Panorma 2

#9 #10 #11 #12 #13 #14 #15 #16 #17 #18 #19 #20 #21 #22 #23 #24 #25 #26 #27
LC1 LC2 LC3
LC1 LC2 LC3
LC1 LC2 LC3
LC1 LC2 LC3
Break
LC1 LC2 LC3

LC1 LC2 LC3
LC1 LC2 LC3
LC1 LC2 LC3
LC1 LC2 LC3

Teams
#1 Robotus Maurus
#2 SAPpers
#3 LEt´s GO
#4 mindfactory
#5 Strg+R(obotics)
#6 B.Robots
#7 GO ROBOT
#8 Smilebots
#9 Orbitbotic

Status: 06.03.2019 08:07

#5

LC1 Saal Bodensee 3

10
11
12
13
14
15
16
17
18

#10
#11
#12
#13
#14
#15
#16
#17
#18

Hexadron
Capricorns
RoboGO
Kabelsalat
HTRoboTeam
CaroAces
Talentum SAP
Power Control
SAPWay Surfers

19
20
21
22
23
24
25
26
27

#19
#20
#21
#22
#23
#24
#25
#26
#27

SAP Legomine
ekmTecRobots
RDS Team
INDA Orbit - Inda Bots Aachen
The funny SAPROTS
German EAGles
TövisASAP
SAP Rocket
HobbyRobot

Preliminary Version

FIRST LEGO League Final Central Europe - Saturday, 30.03.2019
Festspielhaus Bregenz I Platz der Wiener Symphoniker 1 I 6900 Bregenz, Austria |

HobbyRobot

SAP Rocket

TövisASAP

German EAGles

The funny SAPROTS

INDA Orbit - Inda Bots Aachen

RDS Team

ekmTecRobots

SAP Legomine

2

R3

#1
2

SAPWay Surfers

1

R2

15:40 - 16:55
15:40
15:45
15:50
15:55
16:00
16:05
16:10
16:15
16:20
16:25
16:30
16:35
16:40
16:45

Power Control

#6

R1

#1

Talentum SAP

#5

4

T3

14:20 - 15:35
14:20
14:25
14:30
14:35
14:40
14:45
14:50
14:55
15:00
15:05
15:10
15:15
15:20
15:25

CaroAces

#4

3

T2

Robot Game round 1
(Werkstattbühne)

HTRoboTeam

#3

T1

#2
2

Kabelsalat

T2
R2

TR4 TR1

#1
1

RoboGO

T1
R1

D2

TR1 TR2 TR3

13:00 - 14:15
13:00
13:05
13:10
13:15
13:20
13:25
13:30
13:35
13:40
13:45
13:50
13:55
14:00
14:05

#9

#10 #11 #12 #13 #14 #15 #16 #17 #18 #19
T1
T1
R1
T1
TR3
D3
R1 R2 R3
T1 T2 T3
D1 D2 D3
R1 R2 R3
T1
D1 D2 D3
R1 R2 R3
TR2
D1 D2 D3
R1
Break
TR3 TR4 TR1
D1 D2 D3
T3
TR2 TR3 TR4
D1
T1 T2 T3
TR1 TR2 TR3
R3
T1 T2 T3
TR4 TR1 TR2

D1

13:20 - 14:20

#8

D3 Saal Panorma 2
T3 Seegalerie 3
R3 Saal Bodensee 2

#20 #21 #22 #23 #24 #25 #26 #27

R1

D1

12:00 - 13:30

#7
R1

D2 Saal Panorama 1
T2 Seegalerie 2
R2 Saal Bodensee 1

Capricorns

#6

Hexadron

#5

Orbitbotic

#4

Smilebots

#3

GO ROBOT

B.Robots

#2
D1

Judge meeting (Seefoyer)

Robot Game round 3
(Werkstattbühne)

Strg+R(obotics)

#1
D1

Location
TR Werkstattbühne
D1 Saal Bodensee 3
T1 Seegalerie 1
R1 Propter Homines

mindfactory

9:35 - 12:50
9:35
9:50
10:05
10:20
10:35
10:50
11:05
11:20
11:35
11:50
12:05
12:20
12:35

Lunch (Werkstattbühne)

Robot Game round 2
(Werkstattbühne)

Status: 06.03.2019 08:07

Robotus Maurus

Teams

Judging sessions

Abbreviations
TRx Test run
D Robot Design
T Teamwork
R Research

- 8:35
- 8:35
- 9:25
- 10:05

LEt´s GO

7:35
7:35
8:05
8:45
9:35

SAPpers

Arrival teams
Judge briefing (Seefoyer)
Coach briefing (Werkstattbühne)
Opening ceremony (Werkstattbühne)
Referee briefing (Werkstattbühne)

#7

#8

3

4

#9

TR4 TR1
TR2 TR3 TR4
T2

T3

R2

R3

D2

TR1 TR2 TR3
T1

T2

T3

R1

R2

R3

D1

D2

D3

T1

D3

T2

T3

R1

R2

R3

D1

D2

D3

#10 #11 #12 #13 #14 #15 #16 #17 #18 #19 #20 #21 #22 #23 #24 #25 #26 #27

1

2
3

4
1

2
3

4
1

2
3

4
1

2
3

4
1

2
3

#2
1

#3
2

#4

4

#5

#6

#7

#8

#9

3

4

?

#10 #11 #12 #13 #14 #15 #16 #17 #18 #19 #20 #21 #22 #23 #24 #25 #26 #27

4
?

3
2

1
2

1
4

3
1

2

4

3
2

1
3

4

2

1
4

3
1

2

4
#2

#3
1

#4

#5

4

#6

#7

#8

#9

3

#10 #11 #12 #13 #14 #15 #16 #17 #18 #19 #20 #21 #22 #23 #24 #25 #26 #27

1

2
4

3
2

1
3

4
2

1
4

3
1

2
4

3
2

1
3

4
2

1
4

Research Top 3 (Werkstattbühne)

16:55 - 17:20

Public presentation of the 3 best research projects

Judge meeting (Seefoyer)

17:25 - 17:55

Robot Game quarter final
(Werkstattbühne)

17:20 - 17:45
17:20
17:25
17:30
17:35

B1
1

Robot Game semi final
(Werkstattbühne)

17:45 - 18:00
17:45
17:50

QF1 QF2 QF3 QF4
1
2
3
4

Best 4 teams of the quarter-final

Robot Game final
(Werkstattbühne)

18:00 - 18:20
18:00
18:10

SF1 SF2
1
2
2
1

Best 2 teams of the semi final

Award ceremony (Werkstattbühne)

18:25 - 19:10

B2

?

3

B3

B4

B5

B6

3

B7

B8
2

Best 8 teams of the preliminary rounds 1-3

4
1

2
3

4

3

FIRST® LEGO® LEAGUE FINAL CENTRAL EUROPE
MARCH 29-30, 2019 I BREGENZ, AUSTRIA
Consent and Release Form: Production & Publishing of personal photos
and videos
Dear parents or legal guardians, dear participants,
during the FIRST® LEGO® League Final Central Europe photo and video footage is produced, which is
supposed to be used to report about the event and to advertise the educational program in general and
make it available for the public.

Therefore we would like to ask for your consent as follows:
We declare our consent, that photo and video footage our child __________________________________
_________________________________ is recognizable in, can be used in the following published works:


Online Presence (website of HANDS on TECHNOLOGY, FIRST LEGO League, Festspielhaus
Bregenz and HTL Bregenz as well as Social Media Channels of the stated institutions)



Coverage in the media (print, tv, online)

Name of 1st legal guardian: ______________________________________________________________
Name 2nd legal guardian: _______________________________________________________________
Name of FLL Teams: ___________________________________________________________________
Number of FLL Team: __________________________________________________________________
FLL Regional Tournament _______________________________________________________________

________________________

________________________________________________________

Place / Date

1nd legal guardian

________________________

________________________________________________________

Place / Date

2nd legal guardian
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ROBOT DESIGN
Tips for a presentation of your robot and the software
Robot Facts
Share with the Judges a little bit about your robot, such as the number and type of
sensors, drivetrain details, number of parts, and the number of attachments. The
Judges would also like to know what programming language you used, the number of
programs and the amount of memory used by each program, and your most consistently completed mission.

Design Details
Fun: Describe the most fun or interesting part of robot design as well as the most
challenging parts. If your robot has a name, who chose the name and why. If your
team has a fun story about your robot please feel free to share.
Strategy: Explain your team’s strategy and reasoning for choosing and accomplishing missions. Talk a little bit about how successful your robot was in completing
the missions that you chose. Judges may like to hear about your favorite mission and
why it is your favorite.
Design Process: Describe how your team designed your robot and what process
you used to make improvements to your design over time. Briefly share how different
team members contributed to the design and how you incorporated all the ideas.
Mechanical Design: Explain to the Judges your robot’s basic structure, how you
make sure your robot is durable and how you made it easy to repair or add/remove
attachments. Explain to the Judges how the robot moves (drivetrain), and what attachments and mechanisms it uses to operate or complete missions.
Programming: Describe how you programmed your robot to ensure consistent results. Explain how you organized and documented your programs, as well as, mention if your programs use sensors to know (and ensure) the location of the robot on the
field.
Innovation: Describe any features of your robot design that you feel are special, different or especially clever.

Trial Run
Demonstrate the operation of your robot for the Judges performing the mission(s) of
your choice. Please do not do an entire robot round; time will be needed for Judges
to ask questions of your team.
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Evaluation Robot Design

Team Number

FIRST ® LEGO® Final Central Europe 2018/19

Team Name

INTO ORBITSM

exemplary

accomplished

developing

beginning

proper construction; no repairs

rare faults/repairs

frequent or significant
faults/repairs

quite fragile; breaks a lot

streamlined use of parts and time
to repair/modify

appropriate use of parts and
time to repair/modify

inefficient, excessive parts or time
to repair/modify

approriate balance of speed and
accuracy on every task

approriate balance of speed and
accuracy on most tasks

imbalance of speed and accuracy
on most tasks

Robot always interacts gentle with
models, objects and itself

Robot mostly interacts gentle with
models, objects and itself

Robot interacts roughly with
models, objects and itself

would not achieve purpose OR
would be inconsistent

would not achieve purpose AND
would be inconsistent

streamlined code and easy for
anyone to understand

appropriate code and easy to
understand

excessive, inefficient code and
difficult to understand

robot moves/acts as intended every
time with no driver intervention

robot moves/acts as intended
repeatedly; occasional driver
intervention

frequent driver intervention OR
retrieve robot

yes, varied

occasional use

no sensors

meaningful use

used

no use

tasks easily solved

tasks solved with reasonable
complexity

tasks solved with difficulty

Please mark only one field per row

Durability
Construction

evidence of structural integrity

Mechanical Efficiency
economic use of parts and time

Accuracy & Speed
ability of robot mechanisms to move or act with appropriate speed
and accuracy

Strength
ability of robot mechanisms to move or act with appropriate strength

Quality
appropriate programs for the
intended purpose

should achieve purpose every time should achieve purpose repeatedly

Programm Efficiency
Programming

programs are modular, streamlined, and understandable

Automation/Navigation
ability of the robot to move or act as intended using mechanical
and/or sensor feedback

Sensor use
use and types of sensors

Subroutines/Loops/Variables

Simplicity
ability to solve missions easily

Strategy & Innovation

Design Process
ability to develop and explain
programming and mechanical
design

systematic, well-explained and
well-documented

Mission Strategy
ability to clearly define and describe the team's game strategy

Innovation
creation of new, unique, or unexpected feature(s) (e.g. designs,
programs, strategies or applications) that are beneficial

Design & Look

systematic and well-explained

clear strategy to accomplish
most/all game missions

organization OR explanation need organization AND explanation need
improvement
improvement

clear strategy to accomplish the
team's well defined goals

original feature(s) that add sigificant original feature(s) with the potential
value
to add sigificant value

efficient & elegant

efficient

Amount marks per column

Comments Judges

Bonus Points (max. 5)

Proposal
“Judge’s Award”

no clear goals OR
no clear strategy

original feature(s) with no added
value or potential

not mature

Evaluation Research Project

Team Number

FIRST ® LEGO® Final Central Europe 2018/19

Team Name

INTO ORBITSM

Research Topic

exemplary

Please mark only one field per row

Innovative Solution

Research

Problem Identification
Sources of Information & Expert
Consultation
Problem Analysis
depth of the study and analysis

developing

beginning

clear, very detailed

mostly clear, detailed

unclear, few details

extensive quality and variety; included
multiple professionals

sufficient quality and variety;
included professional(s)

minimal quality;
variety limited

extensive

sufficient

minimal

Review Existing
Solutions

extensive

sufficient

minimal

none

Team Solution

easy to understand by all

understandable

some parts confusing

difficult to understand

original solution/application with the
potential to add significant value

original solution/application

solution/application contains some
original element(s)

existing solution/application

factors well considered and feasible
solution proposed

factors well considered; some
question about proposed solution

some factors considered

minimal factors considered

Prototype implemented and tested,
performable

idea/prototype realized and/or
tested

idea/prototype designed

not planned

Innovation
Implementation
costs, ease of manufacturing,
etc.

Prototype
implemented
Sharing

how the team shared their Project before the tournament with others
who might benefit

shared with multiple individuals or
groups who may benefit

shared with one individual or group
shared with one individual or group
who may benefit

very engaging AND exceptionally
imaginative

engaging OR imaginative

minimally engaging OR
unimaginative

freehand and fluent, well organized

with presentation cards, mostly
organized

only read, minimal organized

each team member

multiple team members

few or one team member

Structure

clear

unclear

Timing

good

too long (> 5 minutes) or
to short (< 4 minutes)

Originality
Presentation

accomplished

Presentation Effectiveness
Participation of the team

Amount marks per column

Comments Judges

Bonus Points (max. 5)

Proposal
“Judge’s Award”

Evaluation Teamwork

Team Number

FIRST ® LEGO® Final Central Europe 2018/19

Team Name

INTO ORBIT

SM

exemplary

Please mark only one field per row

Weighting of the FLL categories

Inspiration

Robot & Robot Design, Project, Teamwork

Team Spirit

team engages others in their
enthusiasm and fun; clear identity

Integration
application of the FLL values and skills outside FLL

Ambition
reasons for the FLL enthusiasm

Effectivness
problem solving and decision making process help team achieve their
goals

Teamwork

Allocation of tasks
within the team with clear aims

excellent;
all goals achieved

Time management
with regard to the fefined goals

Kids do the work
balance between team responsibilty
and coach guidance

team independance;
coach as a source of inspiration

Distribution of roles
capacity and position of a teammember within the team

Gracious Professionalism®

Inclusion
consideration and appreciation for the contributions (ideas and skills)
of all team members, with balanced involvement

Respect
team members act and speak with integrity so others feel valued

Speaking time
while speaking with the Jury

Equality
regarding the workload

Coopertition®
team competes in the spirit of friendly competition and cooperates
with others

accomplished

developing

beginning

balanced emphasis on all three
categories

emphasis on two categories;
one category neglected

emphasis on only one aspect;
others neglected

team is enthusiastic and fun;
clear identity

minimal enthusiasm OR
minimal identity

minimal enthusiasm AND
minimal identity

team is able to describe mutiple
examples

team is able to describe at least one
example

team does not apply FLL values
and skills outide FLL

multiple reasons

some reasons

no clear reasons

clear processes enable team to
accomplish well defined goals

clear team goals and processes

team goals OR team processes
unclear

very good;
most goals achieved

unclear

no distribution

very good

good

non-existent

good balance between team
responsibility and coach guidance

limited team responsibilty OR
excessive coach guidance

limited team responsibilty AND
excessive coach guidance

clear

visible

unclear

balanced team involvement AND
appreciation for contributions of all
team members

balanced team involvement AND
appreciation for contributions of
most team members

unbalanced team involvement OR
lack of appreciation for
contributions

always evident, even in the most
difficult situation

almost evident with the majority of
team members

not evident

everybody gets a word and
is open-minded

most team members talk with the
jury, the rest of team answers on
request

only one team member talks to the
jury, the rest of the jury is
uncommuicative

balanced workload

mostly balanced workload

unbalanced workload

always evident, even in most
difficult situations – and team
actively helps other teams

almost evident with
all team members

not evident with majority of
team members

Amount marks per column

Comments Judges

Bonus Points (max. 5)

Proposal
“Judge’s Award”

INFORMATION ABOUT THE LIVE CHALLENGE 2018/19
During the FLL Central European final the so called “Live Challenge” is a discipline in
addition to the Robot Game and the three judging categories. The Live Challenges will
take place the day before the actual competition and is obligatory for each team.

Why Live Challenge?
We believe that teamwork is the key success factor to FLL teams. Therefore, during
the final we want to provide significant time for the teams to show how they collaborate
in solving new challenges they never faced before.

What is the Live Challenge?
The Live Challenge is the replacement for the Teamwork game that teams know
from their regional competition and their semi-finals. Because it is run the day before
the actual judging session, the judges can use full 10 minutes for the dialog with each
team.
Moreover, independently of the evaluation for teamwork, the team showing the best
performance wins the Live Challenge award.

How is the Live Challenge run?
The set-up
Waiting for you is a special challenge mat, a subset of the Robot Game mission
models from the INTO ORBIT season, and a pre-build robot with a “twist”.
The robot is connected to a notebook via Bluetooth. To allow all team members and
judges to see the programming, the notebook is connected to a projector (aka
beamer).
The following photo provides an impression from the final of the HYDRO DYNAMICS
season in Aachen March 2018.
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 The robot is built from one LEGO® MINDSTORMS® Education EV3 Core Set
(45544) plus very few additional parts as a surprise.
 The LEGO® MINDSTORMS® Education software is installed in English language.
 Mission models are re-used from Robot-Game without any modifications. If
mission models are used that are fixed to the mat in Robot Game, they will also be
fixed to the mat for the Live Challenge.
However, the tasks to be completed are not those from Robot Game.
The Live Challenge
Three tasks have been defined for the Live Challenge. These will be explained to
each team individually at the beginning of their Live Challenge session.
Moreover, each team gets a short introduction to the pre-built robot and a onepage printed specification (basic idea of construction, motor ports, sensor ports, gear
ratios, etc.).
Within 20 minutes the team aims to solve as many of the three tasks as possible.
Once they decide for one task, they must complete it, before moving on to the next.
The pre-built robot must not be modified. However, the team can enhance it using
the remaining parts of the LEGO® MINDSTORMS® Education EV3 Core Set
(45544). All enhancements must only connect to blue parts of the pre-built robot.
Programming start with an empty project file. Bring own program code is prohibited.
Bluetooth connection is provided and encouraged to be used.
The evaluation
The Live Challenge substitutes the Teamwork game. During Teamwork judging at
the actual competition day there will only be a team interview. The Live Challenge is
led by the Teamwork judges.
Judges will share their observations about how teams have dealt with the robot and
programming with the Robot Design judges. Some Robot Design judges may be
observers during Live Challenge sessions.
For each team the judges note down the number of tasks solved, and the total time
needed.
For the Live Challenge award teams are sorted by number of tasks solved first
and total time needed second. Example: The teams solves their first task at
12:16min, the second at 17:38min. They don’t solve the last task before the 20 minutes
are over. Result: 2 tasks in 17:38min.
Note the following
 It is of no importance which tasks have been solved. The difficulty to complete the
tasks differs significantly. However, it is up to the team to determine which of the
tasks they consider easy or difficult and up to the team to decide on the sequence
of tasks to work on.
 The Live Challenge performance does not directly impact the actual team work evaluation, e.g. a team might work together great during their Live Challenge session,
although solving only one task.
Some more rules
When the robot is run during Live Challenge, the Robot Games rules apply as much
as applicable. As there is no wall around the challenge mat, the following additional
rules are added.
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1.

For launching, the robot must be in the southern rectangular area for the respective task. This is considered the “base”. Moreover, the robot must not be higher
than 30,5 cm.

2.

The robot must act autonomously on the field. Interfering with it leads to an immediate restart.

3.

The number of attempts is not limited.

4.

The robot may only touch the mat inside of the black lines for the respective task.
If it touches anything outside of that area, the robot needs to be restarted.
Exception: Crossing the line between southern and northern area is allowed during launch.

Final remarks
 The judges will not answer any additional questions about the programming environment or the construction/functions of the robot.
 The team’s coach(es) and fans are allowed into the session to watch, as long as
they do not communicate with the team.

How can teams prepare?
You made it to the final. You are amongst the best 26 of more than 1000 teams in
Central Europe. Thus, your teamwork should already be in a very good shape and
therefore you should be ready for the Live Challenge without any additional preparation.
Nevertheless, if you have some time to spare, here are some ideas.
 Built one of the robots from previous years form a single LEGO® MINDSTORMS®
Education EV3 Core Set (45544). Not only will that remind you of the parts available, but you will also understand what “robot with a twist” can mean.
Building instructions are available at https://nano-giants.net/bots
 Install the English version of LEGO® MINDSTORMS® EV3 software Education
edition. This will ensure that during the Live Challenge you don’t struggle with an
unfamiliar user interface.
The software can be downloaded for free at https://education.lego.com/en-us/downloads/mindstorms-ev3/software
 Forget all your “myblocks”, because during the Live Challenge you will start from
scratch. Your programs you build during the Live Challenge will likely consist of very
few blocks. Of course, you are allowed to make new “myblocks” during the Live
Challenge. However, be aware of the limited time you will have.
Otherwise, just relax and be open minded for the Live Challenge ahead!
Wait! There is one more thing: Make sure all team members read this document ideally more than once. 😊
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Dimensions Robot Game Tables

FIRST® LEGO® League Final Central Europe in Bregenz, AT (March 29-30, 2019)

A (length in mm)

=

2362 mm

B (width in mm)

=

1143 mm

C (width of the border in mm)

=

40 mm

D (high of the border in mm)

=

80 mm

The border walls are are black (RAL 9900) sprayed and semi-gloss.
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Team name and/or -number: _____________

_______

Round: __________

M01

M02

M03

SPACE TRAVEL * each roll, cart must be independent by the time it reaches first track connection
Vehicle payload rolled past first track connection*

□ Yes

□ No

Supply payload rolled past first track connection*

□ Yes

□ No

Crew payload rolled past first track connection*

□ Yes

□ No

Both solar panels are angled toward the same field

□ Yes

□ No

Your solar panel is angled to other team’s field

□ Yes

□ No

a) ejected* OR

□ Yes

□ No

b) completely in northeast planet area*

□ Yes

□ No

□ Yes

□ No

□ Yes

□ No

a) touching mat & completely in lander’s target circle OR

□ Yes

□ No

b) completely in base

□ Yes

□ No

□ Yes

□ No

Cone module is completely in base

□ Yes

□ No

Tube module is in west port of habitation hub*

□ Yes

□ No

Dock module is in east port of habitation hub*

□ Yes

□ No

□ Partly

□ No

□ Gray

□ None

□ Yes

□ No

□ Yes

□ No

□ Yes

□ No

□1

□0

□ Gray

□ None

SOLAR PANEL ARRAY

3D PRINTING * due only to a regolith core sample in the 3D printer
2 × 4-Brick

M04

CRATER CROSSING
All weight-bearing features of crossing equipment crossed completely between towers AND
all crossing equipment crossed from east to west, completely past flattened gate

M05

EXTRACTION
All four core samples no longer touching axle of core site model
Gas core sample

Water core sample supported only by food growth chamber
M06

SPACE STATION MODULE * inserted modules must not touch anything except habitation hub

M07

SPACE WALK EMERGENCY

M08

Astronaut “Gerhard” is in the habitation hub’s airlock chamber
AEROBIC EXERCISE * due only to moving one or both handle assemblies;

if pointer is partly covering either grey or orange end borders, select that respective color

Exercise Pointer tip is in …
M09

□ Completely

□ Orange

□ White

STRENGTH EXERCISE
Strength bar lifted so that tooth-strip’s 4th hole is at least partly in view

M10

FOOD PRODUCTION * due only to moving the push bar
Grey weight is dropped after green, but before tan*

M11

ESCAPE VELOCITY * due only to pressing/hitting strike pad
Spacecraft stays up*

M12

SATELLITE ORBITS
Satellites on/above the area between the 2 lines of outer orbit

M13

M15

□2

OBSERVATORY * if pointer is partly covering either gray or orange end borders, select that
respective color

The observatory pointer tip is in …*
M14

□3

□ Orange

□ White

METEOROID DEFLECTION * the meteoroid must cross from west of the free-line AND
the meteoroid must be completely independent between the hit/release and scoring position

Meteoroids touching the mat and in the center section

□2

□1

□0

Meteoroids touching the mat and in either side section

□2

□1

□0

LANDER TOUCH-DOWN
□ Yes

□ No

□ Target circle

□ NEplanet area

□ None

□5

□3

□1

Both parts of the lander are completely in base OR
Lander is intact and touching the mat in …
P

PENALTIES
Penalty discs in the southeast triangle

□6

□4

□2

Signature/Token: Referee ____________________________________ Team _____________________________________________
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LETTER FROM THE HEAD REFEREE
Dear coaches,
Congratulations! Your teams made it to the CE final in Bregenz.
I’ll be the robot game head referee and I look forward not only to exciting matches, but
also to tough decisions.
This final will be my sixth in the role of head referee. During each of the last five finals I
at least once experienced a situation which I want to avoid this time. That is the reason
why I’m writing to you today.
This is the situation: The referees tell a team that something is not allowed. The team
asks me to get involved because they disagree. I confirm the referees’ decision. Then
the team says, “But we were allowed to do this at our semi-final”.
That situation I would like to avoid as much as possible.
This season I was head referee in two semi-finals, watched parts of the live streams
from other semi- finals, and watched several videos published by teams on YouTube
and Facebook.
Based on my observations, I created the text below. If you want to help your team, the
referees, and me to avoid the above-mentioned situation, please make sure that your
team works through the examples. It is ok if you work through it, too, but please keep in
mind that during the final in Bregenz your kids will have the discussion with the referees, not you. Thus, they need to be able to defend their position.
I strongly believe this will help to reduce the number of unnecessary situations where
kids are stressed and I’m perceived as the bad guy. 😊
See you all in Bregenz,
Thomas
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How to avoid discussions with referees during the FIRST® LEGO® LEAGUE FINAL
CENTRAL EUROPE 2018/19 INTO ORBIT
The foundation
 This is the final. You are the best 27 of more than 1000 teams. We play by the
rules.
 Something is allowed or not allowed, because the rules say so.
 “I thought this is allowed”, does not work here.
 “Rule R04 allows us to …”, is the kind of argument that referees love to hear.
 Referees and the head referee make mistakes. They want to know if that
happens! Just make sure to base your point of view on the rules and not on
something that happened somewhere in the past.
 The following discusses selected rules by common real-life examples. Of course,
all other rules are relevant, too!

D04 – Robot
 Your “robot” is your LEGO® MINDSTORMS® controller and all the equipment
you’ve combined with it by hand which is not intended to separate from it, except
by hand.
Whatever you do in Mission “M04 Crater crossing”, the referees will use exactly that
definition to decide if the “crossing equipment” is part of your robot or not. Double
check the FAQs for “M04”, if you are unsure why this is important.

D07 – Base
 “Base” is the space directly above the field’s quarter-circle region, in the
southwest.
 It extends southwest from the outside of the thin curved line to the corner walls
(no further).
Referees will not allow launching (see R13) if anything is above the boarder walls.
When the autonomous robot “returns to base” and is interrupted (see R14) while something is above the border walls, a penalty is given.

R10 – Handling During the Match
 […]
 You are not allowed to cause anything to move or extend over the base line, even
partly.
 […]
Referee will not allow storing anything on the field outside of base (think “module”, “attachment”, “tool” …) at any time. If the technicians (R08) try to do so, the referees will
interfere. To avoid the resulting extra stress, please make sure to especially revisit your
team’s strategy of preparing the robot for the next launch.
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R11 – Mission Model Handling
 […]
 If you combine a mission model with something (including the robot), the
combination must be loose enough that if asked to do so, you could pick the
mission model up and nothing else would come with it.
Referee reserve the right to test this by picking-up mission models before launch to see
if something else come with it. We take that literally.
Example:
 If you have two satellites on one “hook”, very likely picking the lower one up will
make the other come with it. That is a violation of R11.
Please also note the related FAQ of Nov 28, 2018.

R13 – Launching
A proper launch (or re-launch) goes like this:
 Ready situation
 Your robot and everything in base which is about to move or use is
arranged by hand as you like, all fitting completely in base and
measuring no taller than 12 inches (30.5 cm).
 The referee can see that nothing on the field is moving or being handled
 Go!
 Reach down and touch a button or signal a sensor to activate a program.
[…]
Examples of what is not allowed based on R13. Referees will not allow launching in
these cases.
 Any motors moving.
 Technicians touching of material that helps to make the robot start in a specific
direction (think “jig”, “ramp”, “template”, …). Once the robot loses contact with that
material, it is allowed to be touched again.
 Touching parts of the robot - other than the sensor or button that activates a
program.
 Anything anywhere on the field moving e.g. meteors still rolling, pneumatic
cylinders still expanding, rubber band driven machines doing their work.

R17 – Field Damage
 If the robot separates Dual Lock or breaks a mission model, missions obviously
made possible or easier by this damage or the action that caused it do not score.
Satellites are fragile and thus need to be handled with extra care. Points for “M12 Satellite Orbits” will only be awarded for models that are fully intact.
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