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2012 Northern Virginia’s Regional SeaPerch Challenge 

Relay Challenge
The team with the lowest time in completing the task will win the Relay 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. Thus, this challenge is a relay race. The Relay Challenge will be scored based on who can successfully complete the course the fastest. 

Game Rules: 

The Relay Challenge will consist within a single lane of the pool. Two teams from the same school or from different schools will participate in the relay race. The first ROV racing will pick up a floating ring and travel as fast as possible within the assigned lane to a given distance of 10 yards. At this distance the 1st ROV will drop the floating ring and return as fast as possible to touch the pool wall. Once the 1st ROV touches the pool wall the 2nd ROV may proceed to pick up the floating ring in their assigned lane. The 2nd ROV will return and touch the pool wall where it originated. The team with the fastest time will be the winning team. 
Strategy Considerations:
Consideration toward optimal 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 success. 

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)
· 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. 

Provision for False Start and Tether Pull:
· 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 relay race. 

