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Abstract—This white paper aims to highlight some of the decisions and ideas which shape an effective team strategy. This strategy
includes our ideal robot movement, game plan, and place in a playoff alliance.
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1 INTRODUCTION

An effective team strategy can take a middle-of-the-pack
robot and make it into a competitor, or take a good robot
and make it into a champion. Within our own time in FRC,
we have gained valuable experience in both making a robot
strategy and effectively pitching your team to another team.
With our robot close to completion, we decided that it would
be helpful for teams to get an idea of how an effective, team
specific strategy is formed and how that strategy is pitched
and changed come playoffs.

2 OUR ROBOT

In the final hours of our build, our robot has taken shape
and we have begun thinking about its place on the field. The
key features of our robot which influenced our strategy are
our speed, our ability to pick up from the ground, our short
time of cycle, and our low center of gravity. A design pitfall
which also influenced our game strategy was our inability
to climb.

3 POTENTIAL STRATEGIES

Within this section we will outline some on-field game plans
which we created for potential scenarios

Fig. 1. Our Potential Sandstorm Plans

3.1 The Ideal Game Plan
Our Ideal Game Plan consists of an ALLIANCE with two
robots that can complete a ROCKET on their own while
we focus on filling the CARGO SHIP on our own. This
allows for each ROBOT to have their own task throughout
the MATCH and converge on the HAB PLATFORM in the
endgame period.

3.1.1 SANDSTORM

In our ideal SANDSTORM run, we start on the level two
HAB PLATFORM with a HATCH PANEL loaded on our
robot and a CARGO placed in the closest BAY on the
CARGO SHIP. Our robot will deliver the CARGO to the
corresponding CARGO SHIP HATCH. In an ideal SAND-
STORM RUN, we will be fast enough to make a second trip
back to the LOADING STATION to pick up an additional
HATCH PANEL or CARGO to help our ALLIANCE fill
another BAY.

3.1.2 Tele-op

In our ideal tele-op period, our robot focuses on filling up
the BAYS in the CARGO SHIP with HATCH PANELS and
CARGO. We stay focused on filling up as many BAYS as
possible and maximize our time by avoiding defense.

Fig. 2. Our average game plan for Tele-op

3.1.3 Endgame

We will begin the endgame period by continuing with our
tele-op strategy and playing defense if we have enough
time. We will break off with enough time to climb up onto
the third level of the HAB PLATFORM based on the time it
takes for us to climb.

3.2 The Average Game

Our average game plan is based around the most likely
situation to be encountered in qualification matches.
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