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2012 Northern Virginia’s Regional SeaPerch Challenge 

Maneuvering Challenge
The team with the lowest time will win the Maneuvering Challenge. 

Structure of the Game: 

The first requirement of an underwater remotely operated vehicle is that it be able to maneuver successfully under its own power. If a vehicle cannot maneuver to the appropriate location to perform its task, the vehicle is of no use. 

The Maneuvering Challenge will consist of a submerged obstacle course involving large rings through which the vehicles must travel. 
Strategy Examples:

Consideration towards optimal maneuverability, control, and speed should be given when constructing the SEAPerch ROV; motor placement and orientation, tether attachment, buoyancy and ballast, and your control box, can all have an effect on the ROV’s maneuverability. 

Scoring:
The Maneuvering Challenge will be scored based on who can successfully navigate the course the fastest.  Poolside judges will only put tally marks on the rubric to show the number of gate missed by the team; the score keeper will enter the point values.
· Each team may compete in the Maneuvering Challenge two times. 

· The course will consist of 4 gates at varying depths and lateral positions, and an end post that must be touched. The ROV must go through all 5 gates, hit the end post, return through all 4 gates, and end by touching the pool wall. 

· Each Maneuvering Round will be scored by taking the clock time to complete the course PLUS 30 seconds for each gate (or end post) the ROV did not successfully navigate; please note, each gate must be navigated in both directions. 

· Each Maneuvering Round will cease at 5 minutes. A judge with a stop watch will signal the team when the 5 minutes are up. All teams that still have not returned to the pool wall will have a score of 5 minutes plus 30 seconds for each gate (or end post) the ROV did not successfully navigate; please note, each gate must be navigated in both directions. 

· The gates will be approximately 2 yards apart. 

· The gates will be approximately 24” in diameter. 
Scoring Examples:

· An ROV misses two gates on the way to the end post, and misses the same two gates on the way back to the pool wall. 

· This counts as failing to successfully navigate FOUR gates, for a penalty of 120 seconds. 

· An ROV misses one gate on the way to the end post, does not successfully touch the end post, and misses one gate on the way back to the pool wall. 

· This counts as failing to successfully navigate TWO gates, PLUS the end post, for a total penalty of 90 seconds. 

· An ROV does nothing, returning to the pool wall immediately, missing all gates and the end post. 

· This counts as failing to successfully navigate TEN gates, PLUS the end post, for a total penalty of 330 seconds. 

Game Rules:

· The ROV MUST touch the wall at the start of the game; an operator should hold the ROV in place until the start signal is sounded. (penalty item – false start)
· The ROV Control Box must be on the ground at the start of each game; when the start signal is sound, an operator may pick up the controls. (penalty item – false start)
· The tether may NOT be pulled on during the game. (penalty item – pulling on tether)
· A team member may “manage” the amount of tether cable in the water, feeding and retracting length as desired, but the tether cable must be slack at all times; the team member may not use the tether cable to assist the ROV’s movement in any way.
· Subject to the lane referee’s discretion. 

· The ROV MUST touch the pool wall after a team has finished the course. Touching the wall will signal to the lane referee to stop the timer. 

· The ROV Controller must be placed on the ground when the end of game; signal is sound. The ROV Controllers can be picked up when the judge gives permission.

Provision for False Start: 

· If a team has a “false start” defined as (a) the ROV has left the wall before the start signal OR (b) an operator has the controller in possession prior to the start signal OR (c) the tether is pulled to retrieve an ROV; 20 seconds will be added to that team’s timed score of the Maneuvering Challenge. 
