
International Youth Robot Competition (IYRC) 2026                                      
KOREA

RULES & REGULATIONS

Version 2.2



1. Date:  6th & 7th August 2026

2. Venue: HanbatNational University, Korea

3. Organizer: International Youth Robotics Committee (IYRA)

4. Co-organizer: 

4. Participants: More than 2,000 participants from 30 countries around the world.



 

       Kinder (below 8 years old) ï  by birth year 2018
1. Robot Bowling (Kinder Skill)     
2. Math Challenge (Kinder Skill)
3. Young Innovators

Junior (8-13 years old) ï by birth year 2011
1. Animal Kingdom (Junior Coding)
2. Math Challenge (Junior Skill) 
3. Push-push (Junior Skill)
4. Soccer  (Junior Skill̃
5. Communication Master III
6. Wandering Planet III

Senior (13-18 years old) ï by birth year 2008
1. Eco-Restoration (Senior Coding)
2. Robot Volleyball (Senior Skill) 
3. Autonomous Push-push (Senior Coding Skill)
4. Wandering Planet III

Compulsory (Junior + Senior)
1. Creative Robot Design ï ñJurassic Intelligence X AI Innovationò  

Open 
1. Humanoid Robot Mission
2. Genibot Coding Mission 
3. Game Maker Kit Game Challenge
4. Drone Soccer
5. Drone Mission
6. Cocomon GO



  Robot Bowling
   Math Challenge
                               Young Innovators
 

 

    



KINDER : ROBOT BOWLING

Age < 8

Category Individual Mission

Robot Kits 
Allowed

GOMA & BRAIN

Mission Throw ball to knock down pins 
from start box

Robot 
Building

Pre-build & on the spot Card 
Programming



ROBOT BOWLING GAME FIELD



ROBOT BOWLING GAME RULES

Dimensions & Restrictions
ÅInitial size shall not exceed 35cm (H) X 35cm (W) X 35cm (L). 
ÅRobots are allowed to expand to any size after the game starts
ÅRobots are Strictly NOT ALLOWED to have any foreign parts (including rubber band, black tape or scotch 

tapes) other than the parts in GOMA & BRAIN
ÅRobots are not allowed to have any power supply above 6V DC (Volt of Direct Current).

Game Duration
Å3 minutes is given from the point of receiving programming cards and reader from referee
Å2 rounds whereby each round will have 3 attempts to shoot, (total of 6 attempts)
ÅTime taken to replace the pins will not be counted within the 3 minutes given



ROBOT BOWLING GAME RULES

Scoring
ÅProgramming : If participants are able to program the robot by themselves (10 marks) 
ÅProgramming Υ LŦ ǇŀǊǘƛŎƛǇŀƴǘǎ ǊŜǉǳŜǎǘ ǊŜŦŜǊŜŜΩǎ ƘŜƭǇ ǘƻ ǇǊƻƎǊŀƳ ǘƘŜ Ǌƻōƻǘ όл ƳŀǊƪǎύ 
ÅShooting : 1 point for each pin knocked down 
ÅReset of pins : Reset of pints only during the first attempt of each round, or when a Strike or a 

     Spare occurs during previous attempts.
ÅStrike  : When all 10 pins are knocked down in one attempt
ÅSpare  : When balance of pins are knocked down in 2nd attempt



ROBOT BOWLING GAME RULES

Game Play Details
ÅProgramming cards & card readers will be provided by organizer.
ÅThe participant will be disqualified if batteries used does not have original voltage label indicating the 

battery voltage. 
ÅtŀǊǘƛŎƛǇŀƴǘΩǎ wƻōƻǘ Ƴǳǎǘ ŀƭǿŀȅǎ ǎǘŀȅ ǿƛǘƘƛƴ ǘƘŜ ǎǘŀǊǘ ōƻȄ ǘƘǊƻǳƎƘƻǳǘ ǘƘŜ ƳƛǎǎƛƻƴΦ LŦ ǘƘŜ Ǌƻōƻǘ ƳƻǾŜǎ ƻǳǘ ƻŦ 

the start box when shooting, it is a foul and no points will be given to the participant for that attempt.

Win/Lose Criteria
ÅParticipant with the highest score will be the winner.
ÅIf same points occur, the higher points from the first attempt will be compared to determine the winner, if 

the points are the same the second attempt would then be compared, so on and so fourth until the last 
attempt.
ÅIn the case whereby all points are the same, the date of birth of the participant would be compared. The 

younger participant would be the winner.  



ROBOT BOWLING SCORE EXAMPLE

Child 1st 2nd 3rd 4th 5th 6th Programming Total Ranking

A (6yo) 10 10 10 10 10 10 10 70 1

B (7yo) 10 10 10 10 10 10 10 70 2

C 10 8 2 10 7 3 0 40 3

D 8 2 10 5 3 2 10 40 4

E 4 3 1 10 5 2 10 35 5

F 4 3 1 10 4 3 10 35 6



Age < 8

Category Individual

Robot Kits 
Allowed

MRT Series & HUNA educational 
robot kit

Mission Push answer block to the answer 
box.

Robot 
Building

Pre-build remote control robot

KINDER : MATH CHALLENGE



MATH CHALLENGE GAME FIELD
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Label with numbers 0-9 and place it into 
the red squares.

Wall 8 cm high around the field & center barrier

START/
END 

START/
END 

Answer box



Random Pick Math 
Card

A stack of math cards will be shuffle and let 
the participant to pick.

1+1= 2+1=

10-1=

7-3= 10-4=

4+1=

3+5=

2+6=

4+2=

2+2=

3+4=

6-5=

4+5=

9-7= 8-5=

10-3=

10-2=

6-1=



Dimensions and Restriction
Å Initial size shall not exceed 20cm (H) X 20cm (W) X 20cm (L). 
ÅRobots are NOT allowed to expand to any size after the game starts.
ÅMaximum 4 DC motors and 1 mainboard.

Game Duration
Å3 minutes game.
ÅSolve as many math question as possible.

MATH CHALLENGE GAME RULES

Game Play Details
Åwƻōƻǘ ǎƘƻǳƭŘ ǎǘŀȅ ƛƴǎƛŘŜ ǘƘŜ ǿƘƛǘŜ ǎǉǳŀǊŜ ŀƴŘ ǿŀƛǘ ŦƻǊ ǊŜŦŜǊŜŜΩǎ ƛƴǎǘǊǳŎǘƛƻƴΦ
ÅOnce the match has begun, participant should pick a math card randomly form a deck of cards. Then robot must move and 

push the desire answer block into the grey box.
ÅOnce it is done, robot should back to the start/end box and pick another card to solve the math problem. The answer 

block will also be reset.
ÅSolve as many math problem as possible during the 3 minutes game play.

Scoring
ÅRobot successfully pushes correct answer block into grey box. (10 points each) 
ÅRobot back to Start/End box each round. (10 points each)



MATH CHALLENGE GAME EXAMPLE

10 2 4

5 7 8

-

3

These blocks (numbers) are to push into 
the answer box (grey box)

1

6 9

2+1=

Participant pick this math card

Answer for the math card



Age 5-8 years old (Based on year) 

Category 2-5 students with a teacher

Robot Kits 
Allowed

MRT series product, included 
CodeSpark (Can combine) 

Mission Participants design robots/models to 
perform a storytelling presentation

Robot Building Pre-build

Game Method On-site presentation and 
demonstration

Game Duration Total 5 minutes including Q&A

KINDER : YOUNG INNOVATOR



KINDER : YOUNG INNOVATORS



KINDER : YOUNG INNOVATORS



KINDER : YOUNG INNOVATORS



KINDER : YOUNG INNOVATORS



KINDER : YOUNG INNOVATORS



KINDER : YOUNG INNOVATORS



KINDER : YOUNG INNOVATORS



  Animal Kingdom 
   Math Challenge
                                       Push-Push
   Robot Soccer    
               Communication Master III
                                       Wandering Planet III
   
   

 



Age 8-13

Category Individual Timed Mission

Robot Kits 
Allowed

MRT Series & HUNA educational 
robot kit

Mission Program robot to trace line and 
complete the missions

Robot 
Building

Pre-build & pre-programmed

JUNIOR : ANIMAL KINGDOM



ANIMAL KINGDOM GAME FIELD



INJURED ANIMAL 
& FOOD

For injured animals and food, it is as picture 
on right it assembled with 6 pcs of 5*5 
blocks.

Food will be placed on a stage like picture on 
the right.



ANIMAL BARN 
& FOOD

Horse & Cow barn as picture on 

the right.

Power Generator Switch:

 L: 20cm, H : 7cm ,

Cube:

L : 7cm, H : 5cm , W:7cm



ANIMAL KINGDOM GAME RULES

Dimensions and Restriction
ÅInitial size shall not exceed 20cm (H) X 20cm (W) X 20cm (L). 
ÅRobots are NOT allowed to expand to any size after the game starts.
ÅMaximum 4 DC motors, 5 IR sensors, 2 servo motors, 1 tracer sensor block and 1 mainboard.

Game Duration
ÅEach match is stipulated for 2 rounds with a total duration for a maximum 3 minutes. 
ÅGame may end before 3 minutes when :

o Completion of 2 rounds
o Disqualification of a participant
o When referee judges that the continuation of the match is impossible

Scoring
ÅRobot successfully pushes food into barn shed. (15 points each) 
ÅCollect injured animals at the road side. (5 points each for removing them from the injured area)
ÅSwitch the generator on by spinning the long stick at the semi-circle. (20 points)
ÅSuccessfully bringing the injured animals back to the Rescue Center. (10 points for each animal) 
ÅRobot stops at the Rescue Center. (20 points) 



ANIMAL KINGDOM GAME RULES

Game Play Details
ÅRobot should stay behind the starting line (distance from starting line to the Robot IR sensors not exceed 

5cm) and facing west (R&R map position as the reference). Timer starts when the robot's IR sensors cross 
the starting line.
ÅOnce the match has begun, the robot must move by its own to complete the following task:

o Task 1 : Push the food into horse and cow barn.
o Task 2 : Carry the two injured animals away from their initial location.
o Task 3 : Switch on the power generator by passing through the semi-circle following the line and  

   pushing the long stick, robot that does not follow the line and move to the next checkpoint     
would not be awarded points.

o Task 4 : Make sure all injured animals carried by robot is placed into the Rescue Center. No points  
   awarded if any part of the injured animals is out of the Rescue /ŜƴǘŜǊΩǎ black box.

o Task 5 : Robot stops at the Rescue Center ǿƛǘƘ ŀƴȅ ǇŀǊǘ ƻŦ ǘƘŜ ǊƻōƻǘΩǎ ōƻŘȅ ǎǘŀȅǎ ƛƴǎƛŘŜ ǘƘŜ wŜǎŎǳŜ  
   Center area.

Win/Lose Criteria
ÅHighest score of the two attempts will be used for ranking of winners.
ÅParticipant with the highest score is the winner. If there are two or more participants with the same score, 

the lowest time recorded to finish the mission is the winner.
ÅIf both points and time of participants are the same, the participant who is younger would be the winner.



ANIMAL KINGDOM SCORE EXAMPLE

Child Task 1 Task 2 Task 3 Task 4 Task 5
Total 

Points
Time 
Taken

Rank

A (9yo) 30 10 20 20 20 100 150 3

B (7yo) 30 10 20 20 20 100 150 2

C 30 10 20 20 20 100 130 1

D 30 10 20 20 0 80 120 4



Age 8-13

Category Team 2 VS 2 (Tournament)

Robot Kits 
Allowed

MRT Series & HUNA educational 
robot kit

Mission Push blocks to form equation

Robot 
Building

Pre-build remote control robot

JUNIOR : MATH CHALLENGE



MATH CHALLENGE GAME FIELD
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Label with numbers 0-9 & operator +,-,x,/.
Place it into the red squares.

Team A Team B

Wall 8 cm high around the field & center barrier

Block 55
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END 
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Random Pick Number

14 table tennis ball label with numbers put 
inside a lucky draw box.

}

1 2 3 4 5 6

7 8 9 10 12

14 15 16



Dimensions and Restriction
ÅInitial size shall not exceed 20cm (H) X 20cm (W) X 20cm (L). 
ÅRobots are NOT allowed to expand to any size after the game starts.
ÅMaximum 4 DC motors and 1 mainboard.

Game Duration
Å3 minutes max.

Game Play Details
Åwƻōƻǘǎ ǎƘƻǳƭŘ ǎǘŀȅ ƛƴǎƛŘŜ ŀƴȅ н ƻŦ ǘƘŜ {ǘŀǊǘκ9ƴŘ ōƻȄ ŀƴŘ ǿŀƛǘ ŦƻǊ ǊŜŦŜǊŜŜΩǎ ƛƴǎǘǊǳŎǘƛƻƴΦ 
ÅEach participant will pick a number form the lucky draw box, so each team has 2 equation to be solved. One of the 

number will be place on the block 55 of their field and wait for game start.
ÅOnce the match has begun, the robots must move and push the desire number block and operator block into the 

yellow and blue square to form the correct equation.
ÅAfter the correct equation is formed, both robots must return to its start box (white square) in order to declare 

the completion of the first game.
ÅAfter confirmed by the referee, then, referee will replace the second number on the block 55, the team can start 

to solve the second equation. If solved, robot should return to any of the Start/End box to declare the completion 
of the match.

MATH CHALLENGE GAME RULES



MATH CHALLENGE GAME RULES

Win/Lose Criteria
ÅTeam that finish the game earlier will be the winner.



MATH CHALLENGE GAME EXAMPLE

9

0 2 4

5 7 8

- x

6 + 3 9 / 1

Each of these square box (numbers and operators) 
can only use once to form the equation.



Age 8-13

Category 1 vs 1 Tournament

Robot Kits 
Allowed

MRT Series & HUNA educational 
robot kit (Exclude Kicky and Brain 
kit)

Mission Remote control robot push 
opponent outside of the black ring

Robot 
Building

Pre-build remote control robot

JUNIOR : PUSH-PUSH

2.5cm

20cm20cm

30cm

2cm



PUSH-PUSH ROBOT PLACEMENT

Robot 1 Robot 1 Robot 1Robot 2 Robot 2

Imagery
Extension Line

Robots are allow to place in any position on the game field as long as the wheel is in the imagery extension line. 

Robot 2



PUSH-PUSH GAME RULES

Dimensions, Weight and Restrictions
ÅThe robot must adhere to a maximum size of 20cm (H) x 20cm (W) x 20cm (L) and may not exceed these dimensions at any 

point after the game has commenced.
ÅThe robot's maximum weight, including batteries, must not exceed 1 kg.
ÅThe robot is permitted a maximum of 4 DC motors,  2 servo motors and 1 mainboard.
ÅNo modifications to the parts are allowed, including bending, sharpening, or altering their shape. All components must 

remain in their original form.

Game Duration
ÅEach match consists of 3 rounds, with a maximum duration of 1 minute per round.

Scoring
ÅDraw: If both robots are still moving and remain within the play field, each robot will be awarded 1 mark.
ÅDraw: If both robots fall off the play field at the same time, neither robot will receive any marks.
ÅWin: A robot wins if it pushes at least half of the opponent's robot out of the play field or if the opponent's robot is unable 

to return to the play field. The winner receives 2 marks, while the loser receives 0 marks.



PUSH-PUSH GAME RULES
Game Play Details
ÅFirst whistle 

o Both participants place the robot at the same time on the game field according to the placement 
ŎǊƛǘŜǊƛŀΣ ŜƴǎǳǊƛƴƎ ŎƻƳǇƭƛŀƴŎŜ ǿƛǘƘ ǘƘŜ ǇŜǊƳƛǘǘŜŘ ǇƭŀŎŜƳŜƴǘ ƎǳƛŘŜƭƛƴŜǎΦ bƻǘ ŀƭƭƻǿ ǘƻ ŎƘŀƴƎŜ ǘƘŜ ǊƻōƻǘΩǎ 
position after the placement done. Turn on the robot and ready for remote control. Participant is 
require to step away 1 foot from the game field and get ready.

ÅSecond whistle 

o The participant use remote control to control the robots and attempt to push opponent off the game 
field.

Win/Lose Criteria
ÅThe robot that pushes the opponent's robot off the playfield within 1 minute will be declared the winner of 

the round. If both robots fall off the playfield simultaneously, the round will result in a draw.
ÅIf more than half of the robot's body is pushed outside the playfield (as determined by the referee), or if the 

robot is unable to return to the ring, it will be considered a loss for the round.
ÅIn the event of a draw after 3 rounds, the participant with the lighter robot will be considered the winner.



PUSH-PUSH GAME RULES

Rules Clarification
Å¢ƘŜ ǊŜŦŜǊŜŜΩǎ ŘŜŎƛǎƛƻƴ ƛǎ ŎƻƴǎƛŘŜǊŜŘ ŀǎ Ŧƛƴŀƭ ŘǳǊƛƴƎ ƎŀƳŜ Ǉƭŀȅ and oōƧŜŎǘƛƻƴǎ ǘƻ ǘƘŜ ǊŜŦŜǊŜŜΩǎ ƧǳŘƎŜƳŜƴǘ ǿƛƭƭ 

not be entertained. 

Å Mentors must not be involved in any rules discussion for the game play.

Å Video evidence will not be accepted.

Å Once the Head Referee and the game referees have made a decision, no further discussions will be 
entertained.



Age 8-13

Category Team of 3 (Tournament)

Robot Kits 
Allowed

MRT Series

Mission Remote Control robot soccer game

Robot 
Building

Pre-build soccer robot

JUNIOR : ROBOT SOCCER 



ROBOT SOCCER GAME FIELD

Starting position for each team



ROBOT SOCCER GAME RULES
Dimensions and Restrictions
ÅInitial size shall not exceed 25cm (H) X 25cm (W) X 25cm (L). 
ÅRobots are NOT allowed to expand to any size after the game starts.
ÅMaximum up to 2 DC motors are allowed.
ÅRobot cannot be designed with a closed structure to handle the ball. The judge will check the robot structure 

before the competition starts.
ÅParticipants have to bring their own laptop computer.

Game Duration
ÅEach game is stipulated for 3 minutes.
Å9ŀŎƘ ƳŀǘŎƘ ƛǎ ǎǘƛǇǳƭŀǘŜŘ ŦƻǊ н ǊƻǳƴŘǎ ǿƛǘƘ ŜŀŎƘ ǊƻǳƴŘΩǎ ŘǳǊŀǘƛƻƴ ŦƻǊ ŀ ƳŀȄƛƳǳƳ ƻŦ мΦр ƳƛƴǳǘŜΦ !ŦǘŜǊ ǘƘŜ ŜƴŘ 

of each round the players are to switch to the opposite side of the game field. (Only apply to Semi-final and 
Final game)
ÅExtension of rounds is only when both sides have the same score. The extension round would be for a 

maximum of 1 minute. At the event of the same score after the extension round penalty shoot out will 
commence until a winner is found.

Starting Position
Å9ŀŎƘ ǘŜŀƳ ǿƛƭƭ ǇƭŀŎŜ ǘƘŜƛǊ ǊƻōƻǘΩǎ ƛƴ ŦǊƻƴǘ ƻŦ ǎǘŀǊǘƛƴƎ Ǉƻǎƛǘƛƻƴ ŀǎ ƛƴŘƛŎŀǘŜŘ ƛƴ {ƻŎŎŜǊ DŀƳŜ CƛŜƭŘ ŘƛŀƎǊŀƳ 

before the match/round begins.



ROBOT SOCCER GAME RULES
Game Play Details
ÅTeam roles : 

o 1 Defender & 2 Strikers 
ÅDefender 

o cannot leave own area (own half of the field), therefore cannot enter opponents area.
o allowed to enter own penalty area with non-stop movement to protect the goal, but is Not Allowed 

more than 10 continuous seconds inside the penalty area or being stationary (not moving) inside 
penalty area.

ÅStriker 
o !ƭƭƻǿŜŘ ǘƻ ŜƴǘŜǊ ōƻǘƘ ƻǿƴ ŀƴŘ ƻǇǇƻƴŜƴǘΩǎ ŀǊŜŀ
o !ƭƭƻǿŜŘ ǘƻ ŜƴǘŜǊ ƻǇǇƻƴŜƴǘΩǎ ǇŜƴŀƭǘȅ ŀǊŜŀ ǘƻ ǎŎƻǊŜ ƎƻŀƭΣ ōǳǘ ƴƻǘ ƳƻǊŜ ǘƘŀƴ мл Ŏƻƴǘƛƴǳƻǳǎ ǎŜŎƻƴŘǎ 
ƛƴǎƛŘŜ ƻǇǇƻƴŜƴǘΩǎ ǇŜƴŀƭǘȅ ŀǊŜŀΦ

o Not allowed to enter own penalty area.



ROBOT SOCCER GAME RULES

Game Play Details
ÅFouls: 

o Any offender will be issued a yellow card. Upon receiving 2 yellow cards within a match, the player will be removed from 
play for 1 minute. After 1 minute the offender can re-ŜƴǘŜǊ ǘƘŜ ƎŀƳŜ ŦƛŜƭŘ ǳǇƻƴ ǊŜŦŜǊŜŜΩǎ ŀǇǇǊƻǾŀƭΦ LŦ ŀƴ ƻŦŦŜƴŘŜǊ ǊŜŎŜƛǾŜǎ 
ƛǘΩǎ пth yellow card within a match they are removed from play for the rest of the match.

o When a goal is scored but at the same time or immediately before a foul is made by the same team who scored the goal, the 
goal would not be valid. (egΥ ǿƘŜƴ ŘŜŦŜƴŘŜǊ ŜƴǘŜǊǎ ƻǇǇƻƴŜƴǘΩǎ ŀǊŜŀ ǿƘŜƴ Ǝƻŀƭ ƛǎ ǎŎƻǊŜŘύ

ÅType of fouls:
o A robot that purposely block the ball against the side of the field and does not move.
o A Defender that enters the opponent area
o A Striker that enters own penalty area
o A Defender or Striker that stays inside the penalty area for more than 10 continuous seconds
o A Defender that purposely not moving in own penalty area to block the goal post
o A participant who ignores the instruction of the referee

ÅDead Ball:
o When the ball is held by a robot and not able to move (stalemate) for more than 5 seconds.
o Referee will blow the whistle and all robots must stop. Referee will place the ball accordingly to the situation and the game 
ǿƛƭƭ ǊŜǎǳƳŜ ǿƛǘƘ ǊŜŦŜǊŜŜΩǎ ƛƴǎǘǊǳŎǘƛƻƴΦ 

o If this happens more than 3 consecutive times, the ball will be placed at the middle and all robots are to return to their 
starting position.



ROBOT SOCCER GAME RULES

Game Play Details
ÅPenalty shoot-out in the event of a draw (only apply to defender robot): 

o Ball will be placed on the white dot. 
o Robot should start its movement in the mid field circle to hit/push the ball into the goal without any part of the 
ǊƻōƻǘΩǎ ōƻŘȅ ŎǊƻǎǎƛƴƎ ǘƘŜ ǿƘƛǘŜ ƭƛƴŜΦ

o 3 attempts will be given for each team to score as many goals possible.
o If both teams has the same score after the 3 attempts a Sudden Death will occur.

ÅSudden Death:
o Each team will send 1 representative for the sudden death round. The representative has 1 chance for a penalty shoot-out. If 

one team manages to score while the other did not, the scoring team will be the winner. In the event that both teams scores 
or misses a 1v1 match will begin.

o The first team to score in the 1v1 match will be the winner.

Scoring
ÅEach goal is 1 point awarded to the scoring team.
ÅA goal occurs when the ball is being pushed/hit/rolled into the goal post passing the line.

Win/Lose Criteria
ÅThe team with the most goals wins.



JUNIOR : COMMUNICATION MASTER III 



JUNIOR : COMMUNICATION MASTER III



JUNIOR : COMMUNICATION MASTER III



JUNIOR : COMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : CMOMMUNICATION MASTER III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III

5.9.3. Successfully put the specimen (if start at A, then put to B) : 20points / each
5.9.4. Successfully return and stop at Ending zone : 10 points



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



JUNIOR : WANDERING PLANET III



  Eco-Restoration   

   Robot Volleyball

   Autonomous Push-Push

                                      Wandering Planet III

   

   



Age 13-18

Category Individual Timed Mission

Robot Kits 
Allowed

MRT Series

Mission Robot runs automatically to trace 
the black and white line to 
complete missions

Robot 
Building

Pre-build & on-site programming

SENIOR : ECO-RESTORATION



ECO-RESTORATION GAME FIELD

Well trigger

Landfill

Junk Block

Ore

Underground



Trash and Ore

Assembled by 6 pcs of 5*5 Blocks 

Only one trash block to be carried to landfill. 
The other 2 ore blocks need to be carried 
back to start/end box.

SENIOR : ECO-RESTORATION



Well

L : 10cm, H : 15cm , W:7cm

Height of IR sensor from ground : 5.5 cm

Place on blue box (well trigger). Initially 
Green LED off, after triggered, Green LED will 
be turned on.

SENIOR : ECO-RESTORATION



Dimensions and Restriction
ÅInitial size shall not exceed 20cm (H) X 20cm (W) X 20cm (L). 
ÅRobots are Not allowed to expand to any size after the game starts.
ÅMaximum 4 DC motors, 5 IR sensors, 2 servo motors, 1 tracer sensor block and 1 mainboard.

Game Duration
ÅEach participant is given a maximum of 3 hours to perform the coding and testing of the robot
ÅEach match is stipulated for 2 rounds with a total duration for a maximum 3 minutes. 
ÅGame may end before 3 minutes when :

o Completion of 2 rounds
o Disqualification of a participant
o When referee judges that the continuation of the match is impossible

SENIOR : ECO-RESTORATION



SENIOR : ECO-RESTORATION
Quarantine
ÅDuring the 3 hours given to perform the coding and testing, all participants are quarantine for said period of 

time. 
ÅParticipants are allowed to do testing and modify the robot during the 3 hours given.
ÅOnce participant is satisfied with the performance of the robot, they may hand over the robot to the referee 

before the 3 hours is up.
ÅNo more programming or modification is allowed once the 3 hours is up or if the participant hands over the 

robot to the referee earlier.
ÅParticipants would then wait for their turn to be called for the match.

Game Play Details
ÅRobot should stay inside the star/end box. 
ÅWhistle will be blown as a sign of start of the match & timer starts.
ÅParticipant is allowed to start (switch on) the robot using single switch operation.
ÅThe robot must follow the left-hand path, moving counter-clockwise once game started.

ÅTask 1: Push the "Junk Block" to the landfill.
ÅTask 2: Enter the underground to repair the well.
ÅTask 3: Bring the ore back to the starting point.



SENIOR : ECO-RESTORATION

Scoring
ÅTask 1 and task 2 ς Each 20 points
ÅCarry the ore back to star/end box ς each 10 points
ÅRobot stop inside the start ned box ς 20 points

Disqualify
ÅParticipant touch the robot or items on the game field during the game play.
ÅStalemate of more than 5 sec.
ÅNot tracing the line for more than 5 sec.

Win/Lose Criteria
ÅHighest score of the two attempts will be used for ranking of winners.
ÅParticipant with the highest score is the winner. If there are two or more participants with the same score, 

the lowest time recorded to finish the mission is the winner.
ÅIf the points and time of both participants are the same, the participant who is younger would be the 

winner.



SENIOR : ECO-RESTORATION SCORE EXAMPLE

Child Task 1 Task 2 Task 3
Stop at 

Start/End line
Total Points

Time 
Taken

Rank

A 
(15yo)

20 20 20 20 80 160 2

B 
(13yo)

20 20 20 20 80 160 1

C 0 20 20 20 60 170 3

D 0 10 20 20 50 140 4



Age 13-18

Category 2 vs 2 Tournament

Robot Kits 
Allowed

MRT Series & HUNA educational 
robot kit

Mission Remote control robot to transfer 
ǘŀōƭŜ ǘŜƴƴƛǎ ōŀƭƭǎ ƛƴǘƻ ƻǇǇƻƴŜƴǘΩǎ 
field

Robot 
Building

Pre-build remote control robot

SENIOR : ROBOT VOLLEYBALL



ROBOT VOLLEYBALL GAME FIELD



ROBOT VOLLEYBALL GAME FIELD



ROBOT VOLLEYBALL GAME RULES

Dimensions and Restrictions
ÅInitial size shall not exceed 25cm (H) X 25cm (W) X 25cm (L). However, robots are allowed to expand to any 

size after the game starts
ÅMaximum up to 2 DC motors, 2 servo motors and 1 mainboard are allowed

Game Duration
ÅEach match is stipulated for 1 round with a duration for a maximum of 3 minutes. 
ÅExtension of rounds is only when both sides have the same score. Each round extension would be for a 

maximum of 30 seconds and 1 robot from each team will be chosen to compete in the current state of 
the game field to determine the final winning team.
ÅGame may end before 3 minutes when :

o One team manages to throw all balls into opponent field
o Disqualification of both participants from the same team



ROBOT VOLLEYBALL GAME RULES

Game Play Details
ÅEach team will have 20 table tennis balls placed on top of two different height towers in their own field.
ÅEach team can deploy any tactics or manoeuvres to grab or collect the table tennis balls from the tower and 
ǘǊŀƴǎŦŜǊ ǘƘŜƳ ƛƴǘƻ ǘƘŜ ƻǇǇƻƴŜƴǘǎΩ ŦƛŜƭŘΦ 
ÅIf the table tennis ball is thrown outside the field, the ball will be put back to the side where the ball was 

thrown out from by the referee.

Win/Lose Criteria
ÅDraw : Both sides have equal number of balls thrown to the other side.
ÅWin Υ ¢ŜŀƳ ǿƘƛŎƘ Ƙŀǎ ǘƘŜ Ƴƻǎǘ ƴǳƳōŜǊ ƻŦ ǘŜƴƴƛǎ ōŀƭƭǎ ǘƘǊƻǿƴ ǘƻ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ ǎƛŘŜ ƻǊ ƘŀǾŜ   
ǎǳŎŎŜǎǎŦǳƭƭȅ ǘƘǊƻǿƴ ŀƭƭ ǘŜƴƴƛǎ ōŀƭƭǎ ƻǾŜǊ ǘƻ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ ǎƛŘŜ ōŜŦƻǊŜ ǘƘŜ ǘƛƳŜ ŜƴŘǎΦ
ÅLose Υ ¢ŜŀƳ ǿƘƛŎƘ Ƙŀǎ ǘƘŜ ƭŜŀǎǘ ƴǳƳōŜǊ ƻŦ ǘŜƴƴƛǎ ōŀƭƭǎ ǘƘǊƻǿƴ ǘƻ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ ǎƛŘŜ ƻǊ ƘŀǾŜ   

all team members removed from play due to foul or disqualification.



Age 13-18

Category 1 vs 1 Tournament

Robot Kits 
Allowed

MRT Series educational robot kit 
(Exclude Kicky and Brain kit)

Mission Autonomous robot to push 
opponent out of the ring

Robot 
Building

Pre-build autonomous robot

SENIOR : AUTONOMOUS PUSH PUSH

2.5cm

20cm20cm

30cm

2cm



AUTONOMOUS PUSH-PUSH ROBOT 
PLACEMENT

Imagery
Extension Line

Robots are allow to place in any position on the game field as long as the wheel is in the imagery extension line. 

Robot 1 Robot 1 Robot 1Robot 2 Robot 2Robot 2



AUTONOMOUS PUSH-PUSH GAME RULES

Dimensions, Weight and Restrictions
ÅThe robot must adhere to a maximum size of 20cm (H) x 20cm (W) x 20cm (L) and may not exceed these 

dimensions at any point after the game has commenced.
ÅThe robot's maximum weight, including batteries, must not exceed 1 kg.
ÅThe robot is permitted a maximum of 4 DC motors, 3 touch sensors, 3 IR sensors, 2 servo motors, 1 

ultrasonic sensor, and 1 mainboard.
ÅThe robot can be programmed with a maximum of three strategies, each activated separately by the touch 

sensors. During each round, only one strategy can be activated, initiated by pressing one of the touch 
sensors.
ÅNo modifications to the parts are allowed, including bending, sharpening, or altering their shape. All 

components must remain in their original form.

Game Duration
ÅEach match consists of 3 rounds, with a maximum duration of 1 minute per round.

Scoring
ÅDraw: If both robots are still moving and remain within the play field, each robot will be awarded 1 mark.
ÅDraw: If both robots fall off the play field at the same time, neither robot will receive any marks.
ÅWin: A robot wins if it pushes at least half of the opponent's robot out of the play field or if the opponent's 

robot is unable to return to the play field. The winner receives 2 marks, while the loser receives 0 marks.



AUTONOMOUS PUSH-PUSH GAME RULES
Game Play Details
ÅFirst whistle 

o Both participants place the robot at the same time on the game field according to the placement 
criteria specified for the selected strategy, ensuring compliance with the permitted placement 
ƎǳƛŘŜƭƛƴŜǎΦ bƻǘ ŀƭƭƻǿ ǘƻ ŎƘŀƴƎŜ ǘƘŜ ǊƻōƻǘΩǎ Ǉƻǎƛǘƛƻƴ ŀŦǘŜǊ ǘƘŜ ǇƭŀŎŜƳŜƴǘ ŘƻƴŜΦ

ÅSecond whistle 

o Press the touch sensor / turn on the robot to activate the selected strategy. Once activated, participants 
must step back and maintain a distance of at least one foot from the game field. The robot will then 
begin engaging the opponent autonomously, attempting to push opponent off the game field.

Win/Lose Criteria
ÅThe robot that pushes the opponent's robot off the playfield within 1 minute will be declared the winner of 

the round. If both robots fall off the playfield simultaneously, the round will result in a draw.
ÅIf more than half of the robot's body is pushed outside the playfield (as determined by the referee), or if the 

robot is unable to return to the ring, it will be considered a loss for the round.
ÅIn the event of a draw after 3 rounds, the participant with the lighter robot will be considered the winner.



AUTONOMOUS PUSH-PUSH GAME RULES

Rules Clarification
Å¢ƘŜ ǊŜŦŜǊŜŜΩǎ ŘŜŎƛǎƛƻƴ ƛǎ ŎƻƴǎƛŘŜǊŜŘ ŀǎ Ŧƛƴŀƭ ŘǳǊƛƴƎ ƎŀƳŜ Ǉƭŀȅ and oōƧŜŎǘƛƻƴǎ ǘƻ ǘƘŜ ǊŜŦŜǊŜŜΩǎ ƧǳŘƎŜƳŜƴǘ ǿƛƭƭ 

not be entertained. 

Å Mentors must not be involved in any rules discussion for the game play.

Å Video evidence will not be accepted.

Å Once the Head Referee and the game referees have made a decision, no further discussions will be 
entertained.



SENIOR : WANDERING PLANET III
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SENIOR : WANDERING PLANET III



   

  Creative Robot Design (Junior + Senior)

                                  άWǳǊŀǎǎƛŎ LƴǘŜƭƭƛƎŜƴŎŜ · !L LƴƴƻǾŀǘƛƻƴέ  

   



Age Junior & Senior

Category 2-5 students with a teacher

Robot Kits 
Allowed

MRT series product, included 
CodeSpark (Can combine)

Mission Combination of robotic and 
technical presentation based on 
Theme given 

Robot Building Pre-build 

Game Method On-site presentation and 
demonstration

Game Duration 5 minutes (include 2 minutes Q&A)

CREATIVE ROBOT DESIGN (Compulsory)



CREATIVE ROBOT DESIGN
1. Robot Dimension and Weight
       1.1   The size and weight of the robot is not limited.
2. Theme (Choose one of the below category)
     
Category 1 : Jurassic Intelligence.
      Step into a world millions of years in the pastτan untamed land where survival depends on instinct,
      adaptation, and intelligence. In Jurassic Intelligence, participants are challenged to reimagine prehistoric 
      life through modern robotics by creating machines that behave like dinosaurs in a dynamic ecosystem.
      This theme encourages you to combine creativity, storytelling, and intelligent system design, 
      transforming robotics into an immersive experience where technology brings an ancient world back to life.

Category 2 : SDG Goals (https://sdgs.un.org/goals)
     SDG 13 ς Climate Action , SDG 14 ς Life Below Water (ocean), SDG 15 ς Life on Land (forest, wildlife) or
     SDG 2 ς Zero Hunger

     Build a robotic system to address the real-world problem based on the theme and present how the system
     helps solve or prevent challenges related to the theme. Demonstrate key aspects such as effectiveness, 
     reliability, adaptability and ease of use.



CREATIVE ROBOT DESIGN



CREATIVE ROBOT DESIGN
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CREATIVE ROBOT DESIGN



CREATIVE ROBOT DESIGN


