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A test of push, poise and power. two bots enter
the ring - only one holds ground. read every rule
before you build.
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BEFORE YOU

REGISTER

TEAM & ELIGIBILITY

ROBOT MEM
PER TEAM MAX TEAM SIZE ALLOWED AT DOHYO
- SIDE

BERS MEMBERS

@ TEAM COMPOSITION

A team may have a maximum of 4 members
on its roster, and may field one bot only.

During a match, only 2 team members are
permitted near the Dohyo (the arena) - the
rest must remain in the designated team /
spectator area.

The bot must be built so that only one
person operates it at any given time.

Any of the 4 registered members may act as
pilot, but only one may control the bot during
a given match.

@ CODE OF CONDUCT

Abusive language, expletives, or unsportsmanlike conduct towards opponents, officials, or spectators
will not be tolerated - violatioins lead to point deductions and can escalate to disqualification.

@ LLIGIBILITY

@ All undergraduate students are eligible to
participate.

@ Participants must carry a valid institutional
ID card at all times during the event.

@ Every bot must clear inspection before it is
allowed to compete.

All participants are expected to remain professional, respectful, and safely-conscious throughout the

event.

® Inthe event of any dispute, the decision of the event officials is final and binding.

@ Organizers reserve the right to amend these rules as required; any changes will be communicated to

registered teams before the event.
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BUILD CONSTRAINTS

BOT SPECIFICATIONS
200 200 5

MM X 300 MM MM KG
LENGTH X BREADTH MAX HEIGHT MAX WEIGHT

No tolerance is permitted on either dimension or weight limits. Bots exceeding

300mm x 300mm x 300mm or 5kg at inspection - inclusive of tyres, weapons,
and attachments - will not be allowed to compete

@ CONTROL & POWER

@® Bots must be manually controlled at all times — autonomous or semi-autonomous operation is not
permitted.

@® Both wired and wireless control mechanisms are allowed.
@ Wired bots must use a control tether of at least 3 metres, kept slack throughout the match.
@® The remote / controller dimensions are excluded from the bot's size limit.

@ All batteries must be carried on-board the bot — no external power supply may be connected during a
match.

@ WEAPONS PERMITTED

@ Attached mechanical weapons are allowed, provided the bot with weapon fitted still fits within the size limit.

® Pushing, grabbing, and flipping the opponent bot is fair play, as long as it does not cause permanent
damage.
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ZERO TOLERANCE

WEAPONS & SAFETY

Tasers / shock Interchangeable
Flamethrowers .
devices Weaponry
Mace / Chains Projectile Weapons Liquid-based Weapons

/ Flamethrower

Liquid-based weapons include water, oil, or any form of chemical spray — these are strictly prohibited in
every configuration, regardless of intended use.

@ PERMANENT DAMAGE POLICY

@ Causing permanent damage to an opponent's bot results in immediate disqualification of the offending
team.(intentionally)

® The disqualified team will be held liable to bear the cost of repair for the damage caused to the
opponent's bot.

® Any damage caused to the arena will invite serious disciplinary measures, including potential

disqualification — repeated or intentional damage will not be tolerated. It will be upon the official's whether
the damage is accidental or intentional.

@ BOTTOM LINE

@® The arena and every competing bot must leave the ring intact. Fail an inspection, break a rule, or damage
equipment — and you’re out.
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HOW A MATCH PLAYS 0UT

MATCH STRUCTURE

@ FORMAT

Every match is a series of rounds fought back-to-back between two bots. Each match runs across 4 timed
rounds, with a 5th round triggered only if the score is tied after Round 4.

ROUND 1 ROUND 2 ROUND 3 ROUND 4 ROUND 5
1:15 1.00 1.00 0:45 0.30

min : sec min : sec min : sec min : sec Tiebreaker only

@ TECHNICAL TIMEOUT

® Each team is entitled to one technical timeout of 3 minutes per match.

@ Taking the timeout is entirely optional — a team may choose not to use it at all.

® The timeout may be called at any point during the match, at the team's discretion.

® Once used, it will not be given again for the remainder of that match.

® The bot must resume play in the same condition it was in before the timeout — no battery swaps or repairs
are permitted during this break.
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THE RING

ARENA & SCORING

@ ARENA LAYOUT - THE DOHYO

The Dohyo consists of a wooden surface with three concentric scoring zones — centre, middle, and outer
— and fits, boundary included, within a 7ft x 7ft square footprint. Push your opponent's bot out entirely, or
hold the higher-scoring zone when time runs out.

@ POINT STRUCTURE

OUTER - 25

— ZONE POINTS

MIDDLE - 50

PN \ Outer Zone 25

CENTRE - 100

Middle Zone

Centre Zone

Push-Out
(entire opponent bot)

@ WAYS TO WIN A ROUND @ /0ONE RULE

@ Ring-out: Push the opponent's bot completely out of @ A botis scored in whichever zone more
the Dohyo for an outright 200-point round win. than half of it occupies.

@ Zone score: If neither bot is pushed out by the end of @ If a bot is split exactly 50-50 between
the round, each bot is awarded points based on the two zones, the outer zone is used for
Zone it occupies at time-up, using the point structure scoring.
above.

@ ROUND WINNER & MATCH WINNER

The bot with the higher score at the end of a round wins that round. The team accumulating the most
points across all rounds is declared the winner of the match.
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ON THE CLOCK

GAMEPLAY FLOW

@ GAME FLOW

® Every round begins with a 3-second countdown followed by a whistle. Moving before the whistle restarts
the round and earns the offending team a warning — a third violation results in disqualification.

Once play begins, both bots compete to push the other out of the ring or hold the strongest position.

If a bot is pushed out — or exits the arena on its own — the round ends immediately in favour of the bot
still inside.

If neither bot is forced out, the round is scored on final ring position once time expires.

Moving your bot after the final whistle but before scores are confirmed results in a point penalty for that
team.

VIOLATION CONSEQUENCE

® Moving before the round-start whistle @® Warning — round restarted; 3rd offence =
disqualification

® Moving after the round-end whistle, before @ Point penalty applied to the offending team
scoring

@®Exceeding the 3-minute technical timeout @ Points deducted for every 5 seconds over the
limit

@ Causing arena damage @ Up to 3 warnings, then disqualification on repeat
offence

@ Causing permanent damage to opponent bot @ Immediate disqualification + liable for repair cost
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MARK YOUR CALENDER

VENUE & LOGISTICS

LOCATION

KJ Somaiya Vidyavihar University,
Vidyavihar, mumbai — 400077

@ FINAL REMINDERS

@ Arrive early for inspection — bots that fail size, weight, or weapon checks will not be permitted to
compete.

@ Be punctual — teams arriving more than 10 minutes late face serious action, with all final decisions left
to event officials.

@ Keep your battery pack accessible; it may need to be detached and presented at inspection.

@ Review every rule in this document before your final build — decisions made by event officials on match
day are final.

Note: Organizers reserve the right to revise or clarify these rules ahead of the event. Any changes will be
communicated to all registered teams before match day.

ANY DOUBTS?
F&Q Form:

https://docs.google.com/forms/d/e/1FAIpQLSddxqW865alJ2plsqtNFyYtydLoE1leNgPIPpJIMYvEolvlijQg/viewform?
usp=header

For any queries contact:
Paarth Mehta - +91 8169524405

Arpita Bhalekar - +91 9321127041 nexusrobotics.kjsse@somaiya.edu

(O) kjsse_nexusrobotics
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