
  

1.   G eneral   Rules   
1.1. Contact   Rules   follow   2021   game   manual  
1.2. The   tape   in   front   of   drivers’   stations   forms   3   protected   zones:   the   chest   

protected   zone,   the   deck   protected   zone,   and   the   kraken   protected   zone   

1.3. A   line   of   2in   tape   divides   the   field   in   half  
1.4. Teams   may   send   as   many   robots   as   desired   to   the   other   side   
1.5. Robots   may   only   control   one   chest   at   a   time   while   off   of   the   island   zone   

1.6. Robots   may   control   as   many   cannonballs   as   desired   

2. Robot   
2.1. Height   Limit   for   standard   gameplay   is   24   in   

2.1.1. Teams   may   extend   to   any   height   during   the   endgame   period   and   while   in   

the   protected   zone   of   the   chest   port   

2.2. Frame/Bumper   rules   follow   2021   game   manual   
2.3. Extension   Limit   beyond   the   vertical   plane   of   the   frame   perimeter   is   7in,   

following   the   start   of   the   match   

3. Cannonballs/The   Kraken’s   Tentacles   
3.1. A   robot’s   bumpers   must   be   entirely   beyond   the   vertical   plane   of   protected   zone   

tape   in   order   to   shoot   cannonballs   
3.1.1. Violation:    40   penalty   points   

3.2. During   Stage   1   Kraken   attacks,   cannonballs   will   be   worth   1   point   in   every   goal   

3.3. During   the   10   second   period   in   which   the   kraken   attacks,   teams   may   score   as   
many   balls   possible   

3.4. A   Kraken   attack   in   Stage   1   can   be   stopped   by   scoring   5   points   worth   of   

cannonballs   
3.5. During   both   stage   2   and   endgame,   the   point   totals   for   cannonballs   are   as   

follows:   1   point   is   scored   for   every   3   balls   in   the   low   goal,   1   point   is   scored   for   

every   2   balls   in   the   mid   goal,   and   each   ball   is   worth   1   point   in   the   high   goal   
3.6. During   the   1st   stage,   kraken   attacks   are   alerted   to   the   drivers   and   audience   by   a   

sound   and   LEDs   lighting   up   on   the   kraken   tentacles.     

  
  

        

        



  

4. Chests/Chest   station   
4.1. Up   to   4   chests   may   be   “protected”   by   the   human   player;   once   scored   they   

cannot   be   removed   by   the   kraken   

4.2. Chests   are   worth   35   points   each,   the   total   points   for   chests   will   officially   be   
totaled   at   the   end   of   the   match   

4.3. Alliances   will   be   rewarded   one   ranking   point   if   they   have   15   chests   in   their   ship   at   

the   end   of   the   match   
4.4. The   dispatch   of   chests   during   endgame   is   stopped   when   a   robot   is   in   the   

protected   zone   and   is   raising   the   flag   

4.5. A   robot   staying   in   the   chest   protected   zone   during   endgame,   and   making   no   
attempt   to   raise   the   flag   or   score   a   chest   will   be   given   40   penalty   points   

4.6. There   will   be   3   randomly   placed   kraken   attacks   in   stage   one.     

4.6.1. Following   the   sound   indicator,   teams   can   score   cannonballs   for   the   
following   10   seconds.     

4.6.2. If   they   fail   to   score   a   minimum   of   5   cannonballs   in   any   goal,   the   human  

player   will   be   alerted   with   a   light.   Following   the   illumination   of   this   
light,   they   have   5   seconds   to   push   a   chest   back   onto   the   field.     

4.6.3. Failing   to   push   out   a   chest   will   result   in   40   penalty   points.   
4.7. Upon   the   start   of   stage   2,   chests   come   back   out   onto   the   field   every   5   seconds.   

4.7.1. Rule   4.6.3   also   applies   during   this   time   

4.7.2. This   rule   does   NOT   apply   if   an   alliance   only   has   Protected   Chests   (4.1).   

5. Island   
5.1. Robots   must   start   entirely   within   the   island   zone,   on   the   side   closest   to   their   

alliance’s   driver   station   

5.2. A   robot   that   moves   off   of   the   island   zone   during   the   hurricane   period   will   award   
their   alliance   15   points   

6. Deck   
6.1. Alliances   will   be   awarded   one   ranking   point   if   they   raise   the   flag   and   have   three   

robots   on   the   deck   at   the   end   of   the   match   

  
  

        

        



  

6.2. If   a   robot   remains   entirely   supported   by   the   ramp   for   5   seconds   following   the   

conclusion   of   the   match,   they   award   their   alliance   35   points.   
6.2.1. In   order   for   endgame   points   to   be   applied,   robots   must   stay   entirely   

supported   by   the   ramp   for   five   seconds   following   the   match   ending   

7. Flags   
7.1. Robots   may   not   rotate   the   chain   faster   than   60   rpm   (measured   at   the   encoder)   
7.2. Raising   the   flag   during   the   endgame   period   will   stop   the   continuous   outtake   of   

chest   and   award   the   alliance   70   points   
7.3. To   count   the   flag   as   raised,   the   loop   of   chain   must   be   spun   at   least   5   rotations   

  
  

Story   for   FIRST   High   Seas   
  
  

After   a   lengthy   search,   two   pirate   ships   find   a   legendary   island   filled   to   
the   brim   with   precious   treasure,   FIRST   island.   Amidst   a   hurricane,   each   
ship   sends   out   three   boats   in   an   effort   to   collect   their   new   found   
treasure.   Shortly   after   the   hurricane   clears,   they   realize   the   island   is   
guarded   by   the   infamous   Kraken.   The   boats   simultaneously   proceed   to   
collect   treasure   while   defending   their   ships   using   cannonballs,   enabling   
the   ships   to   speed   away   as   they   narrowly   slip   out   of   the   Kraken’s   grasp.   The   
Kraken   eventually   catches   them,   clings   itself   into   each   ship,   forcing   the   
ships   to   hold   off   the   monster,   all   while   they   raise   their   sails   and   board   
their   ships,   in   order   to   safely   depart   the   island   with   their   treasure.   

  
  

        

        


