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Forward

This document is meant to as a guide for people organizing FIRST( LEGO( League (FLL) tournaments.  It is based on the past several years experience in Minnesota, both with state and regional tournaments.  We have had many highly energetic and highly qualified volunteers put in many hours into the organization of events in Minnesota.  These volunteers have brought a wealth of experience from previous activities to help make our FLL events a great success.

This version of the manual covers the process used in the year 2000.  It should not be viewed as a static or final document as several topics are not yet covered completely.

· Judging.  We are in the process of developing a more formal and complete judging form and process.  Examples given in this document are from 2000 awards.  The forms will be updated for the 2001 awards and available on our web site later this fall.

· Scoring software.  While we developed a scoring and display software package last year, it still needs further work and documentation before we can release it.  That activity will also happen this fall in time for 2001 tournaments.

· Table design.  We are developing a table design that will be available later this fall as well.

The section of our website for tournament directors will continually be updated this fall, so please check often. Forms, software, etc. will be available for download.

There are many people who have contributed ideas and work to this program.  In particular we must thank Jen Reichow, Norm Tiedemann, and Jim Gagnon, who took on the task of being inaugural regional tournament directors in 2000.  Ted Cochran contributed many ideas to help structure this document and our judging process. Lynn Bick took on the thankless job of editing this document. Eric Engstrom, Jon Schewe, and Trent Reusser designed and wrote the software. Rick Skildum is our audio/video guru. Amy Larson and Matt Chaffee were our webmasters. Other members of our 2000 planning committee included Brad Blue, Robert Montesano, Mark Bieberich, Siobhan McMahon, Don Krantz, Steve Johanns, Dennice Gayme, and Lonna Johnson.

FLL in Minnesota is organized and operated by Innovations in Science and Technology Education (INSciTE(), a nonprofit organization dedicated to promoting science and technology education for K-12 youth. Our work would not be possible without the generous support of our benefactors and volunteers.

We welcome feedback and suggestions for improving this document. As further ideas come in from others, we will continue to add and enhance the tournament process described here. This should be viewed as a community effort.  By leveraging all best practices, and making them available to all, we end up with a great worldwide program for kids.

Fred Rose, INSciTE President, fredrose@hightechkids.org

Tim Jump, MN FLL State Director, tjump@bsm-online.org

June 28, 2001, www.hightechkids.org/fll

1 Introduction

FIRST( LEGO( League (FLL) is a challenging but exciting program to start in a school or community.  The organizing members of FLL within their state or country must do as much as possible to make the program successful in their area. We use this approach in Minnesota.  We use a variety of methods, many of which we have summarized here.  Despite growing pains, it has been successful – 85% of the teams that competed in our 1999 state tournament returned for 2000.  In addition, the 55 returning teams added at least another 16 or 17 teams to their schools.  Combined with about 48 completely new teams, that gave us around 120 teams for the year 2000, about twice what we had in 1999. 

There is no secret to running a good FLL program.  It's just like competing in FLL.  You think creatively, treat people with respect, and work hard.  Put yourself in your customer’s position (student, coach, teacher, or volunteer) and ask yourself, "What would I want?"

This manual helps FIRST LEGO League tournament partners organize an FLL program in their area, support the teams, and put on a high-quality tournament.  This information is based on the regional pilots and programs run in Minnesota during the 2000 FLL season.  FLL in Minnesota is run by INSciTE, a nonprofit organization dedicated to globally improving science and technology education.

1.1 Principles

Each section of this manual starts with “Principles” to briefly help the reader understand why the section and activity are important, and what goals we want to accomplish.  These “Principles” are important because specific details for running a tournament or a program will vary from state to state and country to country.  The goals, however, should remain the same.

FLL is a celebration of technology. A sense of camaraderie amongst all participants is important. Everything we do should work towards that goal.

1.1.1  Who is the customer?

Who is FLL’s customer?  As with most nonprofit activities, it has multiple answers:

· Kids.  Kids are FLL’s ultimate direct customers. They build the robots, perform the challenge, and compete at the events. Their experience in the program dictates many of the decisions. Kids need to have a fun, inspiring, educational and safe experience. 

· Coaches and mentors.  Coaches are the lifeblood of FLL.  Without teachers willing to devote class time to FLL or other adults willing to volunteer, the program could not exist.  Coaches must be well supported.  They must be provided training.  They must be provided resources.  If needed, technical mentors need to be provided to the teams.  Opportunities for practice, financial resources, etc., must also be made available to teams that really need them.  In urban and rural areas, parental support or financial resources simply may not be the same as they are in the suburbs.  These teams may need extra help, above and beyond what suburban teams would need.

· Parents.  Kids this age need a lot of parental support.  The parents shepherd them around and help them decide on activities. The parents need to see FLL as a worthwhile event that meets their needs as parents.

· Teachers.  Teachers may be involved as coaches or may provide other support to an FLL team at the school.  For them, FLL must meet educational goals and be seen as an activity that furthers their school's missions and goals.

· Tournament volunteers.  If coaches are the lifeblood of FLL, volunteers are the lifeblood of the tournament.  Volunteers need the same things as coaches: training, support, and clear directions for their responsibilities.  These volunteers include judges, referees, and many other volunteers you need during the tournaments.
· Financial sponsors.  Whether a corporation, foundation, or individual, every financial contributor has a reason for giving your FLL program support.  However, they should all agree with the overall philosophy and goals of FLL.  You have an obligation to maintain FLL's high quality, as there are many other programs your sponsors could support.  You must respect your sponsors but keep in mind what's best for your other customers as well.

· Tournament fans.  Fans need to have a fun, exciting experience. They must know what is happening and when.  Their experience with event logistics such as parking, food and restrooms must be positive as well (or at least not negative).

1.1.2 What should the team experience be?  How will your decisions affect that?

FLL is a celebration of technology.  A sense of camaraderie among all participants is important. FLL is a competition, but it should remain friendly.  Many teams are really competing against themselves in an effort to improve.  Completing the season, and the challenge, should be viewed as the measure of success, not how anyone finishes in the standings.

1.2 Participants always need to know: What? When? Where? Why? How?

Running a FLL program is always a series of questions and tradeoffs.  To make decisions effectively, you need to think about your participants and other customers, and make sure they always know the answers to the following questions:

· What?

What is happening? What are the goals of FLL?  What is the challenge? What is allowed? What is important? What is the judging criteria?

· When?
When is registration?  When is the tournament?  When is training?  When should the team practice?

· Where?
Where is the website?  Where is training?  Where is the event?  Where are the bathrooms?

· Why?

Why is FLL structured this way?  Why are there different judging categories? Why are there rules? Why is it a team event?  Why is there a presentation category? 

· Who?

Who is in charge? Who can answer questions?

· How?
How do I coach a team?  How do I finance a team?  How do I recruit coaches?  Teams?   Volunteers?

2 Tournament Overview

FLL tournaments are some of the most energetic, exciting events you can witness.  How does all this happen?  It looks overwhelming to organize, so planning is important. 

2.1 Principles

This section gives a brief overview of FLL tournaments, with each section treated in depth later. While FLL should be viewed as a development process over the year, the tournaments give it that extra pizzazz and excitement.

2.2 Tournament Size

Much of the organization depends on the size of the tournament you are planning.  We’ve broken the discussion down here:

2.2.1 Options and issues

What type of tournament are you organizing?  Organization for a large state tournament is quite different than for a small local event.  As FLL grows, states must have more than one tournament.  Our goal is to involve as many kids as possible with FLL, so the program’s structure must support both small and large tournaments.

If you have never organized a tournament before, we strongly recommend you start with the small tournament option.  Small tournaments can work for local events or small regional tournaments that advance teams to the next level of competition.  This will allow you to get your feet wet and start to understand the issues, while still putting on a fun event for a group of teams.  Small tournaments would include about 12 teams or less.

If you have a state or country that requires more than one tournament to handle all your teams, you should start with the small and medium-sized tournaments.  Medium-sized tournaments include about 12 to 32 teams.  As a regional tournament, this provides participating teams a fun and exciting event to attend and show off their work, with the most successful overall teams advancing to the next level of competition.  We will discuss the scoring and advancement process later in this manual.

Large tournaments should be reserved for high-profile events like state or country championships.  If you need to run a large tournament, such as a country, state, or large “super-regional” event, additional planning is required. They are much more expensive and time-consuming to produce but really showcase the excitement of FLL to the maximum extent.

The rest of this section provides an overview of the tournaments.  Where necessary, we provide differences according to tournament size.

2.2.2 Tournament Size

· Small Tournament (less than 16 teams)

We strongly recommend the small tournament for new tournament organizers.  A small tournament allows you to launch FLL in your area, get your feet wet as a tournament organizer, and allows everyone to see how “cool” FLL really is. A small tournament will require a smaller venue, such as a school gymnasium, and probably only one performance table.  A large atrium in a museum or other building could also work. 

· Medium tournament (12-32 teams)

This is the preferred size for a regional (preliminary) tournament.
· Large tournament (>32 teams)

Large tournaments are used for state events. For a large event, you will need a large space or building.

	Category
	Small
	Medium
	Large

	# Teams
	Less than 16
	16-32
	32 and above

	# Performance tables (8x8)
	1
	2
	2-4

	Audio/video requirements
	None or simple
	1 or 2 screens
	4 screens, good audio

	# Practice tables (4x8)
	2
	4
	4-8

	# Fans
	75-300
	300-500
	300-1000

	# Officials
	10-15
	12-20
	At least 30

	# Volunteers needed (not officials)
	10-15
	20-40
	30-75

	Budget
	$1-5K
	$2-10K
	$10-20K


Table 1 Summary of FLL Tournament Features

2.3 Recruitment

If you are the FLL program or tournament director in your state or country, recruiting is a big part of your job.  You must find someone to help host the event(s).  You must also find volunteers, teams, judges and referees.  Most likely, you will also need to find financial sponsors. Section 3 will cover recruitment in detail.

It is critical to form partnerships with the organizations that own and operate your tournament venues.  We strongly recommend using schools as venues.  Schools are designed for large groups of kids with gyms, large hallways, cafeterias, lots of bathrooms, and possibly parking.  It is exceeding helpful to have someone on the school staff help you with tournament organization.

2.4 Schedule

2.4.1 Planning Schedule

We’ve provided a detailed time line later in this manual, in Section 5.3.  Although not a full-time job, planning is a year-round activity.  For example, you must reserve venues well in advance of the actual tournament.  Reservations often must be made up to a year ahead, especially for state events.

2.4.2 Tournament Day Schedule 

Section 6 contains a sample schedule for a 64-team tournament, with formal judging stations.  This schedule assumes 5 minutes per performance round and four 4'x8' tables in the competition area.  Each judging round requires 15 minutes per team. A small tournament schedule is also included.

There are two main sessions during the day, seeding and awards:

· Seeding sessions.   In the performance area, teams will have three chances throughout the morning and early afternoon to actually run their robots.  Each team’s best score from these three rounds will be used for later events.  

At the technical judging (mechanics, programming, and innovation) and presentation judging stations, all teams will be judged and rated a gold, silver, or bronze.  For a large 64-team tournament, there are four technical judging groups and four presentation judging groups, each covering 16 teams.   Each judging group will select a finalist.

· Awards session.  In the performance area, this consists of the elimination rounds or tournament brackets.  As stated above, teams are seeded based on their best result from the three rounds.  Trophies are presented to the champion team and the runner-up team.  
In the technical and presentation areas, the judges re-judge the finalists from each of the four judging groups.  Trophies are presented to champion and runner-up teams in each category.

2.5 Stations Within the Event 

Within each tournament are several stations.  Briefly, these are:

· Performance.  The performance station is typically the gymnasium, with the competition tables, large projection screens, and lots of noise!  Teams perform their challenge missions for the 3 seeding rounds and the elimination rounds here.

· Technical judging.   Teams are judged for mechanics, programming, and innovation awards at the technical judging area.  Teams run a robot through its paces on a competition table set up in this area, show their program to the judges, and participate in a technical interview.

· Presentation judging.   Teams are judged for their presentation, gracious professionalism, and mentor awards at the presentation judging station(s).  The team makes their presentation in three minutes, followed by an interview. 

Audiences are welcome at all stations! Each of the technical and presentation sessions requires 15 minutes per team. 

2.6 Pit Area

The pit is the area where teams "hang out" between performance rounds, judging, etc. Like an auto race, the teams come here to tune up their robots, exchange parts, etc. Each team needs a table with power available, chairs and some space.  Depending on the size of the tables, two teams may be able to share a table.  They will bring their computer, robot, kit, and other assorted goodies.  Pits can be in rooms, hallways, cafeterias, or wherever works best for your particular venue.  The performance area should be close by, and you should have a loudspeaker or some other mechanism to alert teams when they are due at a performance or judging station.

2.7 Scoring

There are two types of scoring: the challenge score and the master score.  The challenge score reflects the points a team receives during each of the three performance (seeding) rounds.  The master score reflects each team’s overall score, i.e., including all judging areas. The best performance score in the seeding rounds, together with the scores from the technical and presentation stations, determine the master score.  This master score determines if a team advances to the next level of tournament.

2.8 Officials

Officials are a very important part of FLL.  There are two types:  referees and judges.  Referees handle the performance tables. They are in the center of the action and need to know the challenge rules inside and out.  Judges judge the subjective categories like mechanical design, programming, etc.  It's great if you can find judges that have professional experience in the area they are judging, but it's not a requirement.

2.9 Team Awards

FLL seeks to encourage teamwork and problem solving.  The team awards reflect those program goals.  All awards have a champion and runner-up. Award descriptions for 2001 are available from FIRST.

Funding and Budget

2.9.1 Small Tournament

This is a proposed budget for a small tournament.  Non-recurring costs refer to equipment or material that can be reused from year to year.  The primary non-recurring cost is for building competition tables.  Optional items are listed for information only.  Depending on your circumstances you may or may not need them.


[image: image2.wmf]2001 Small Regional Tournament Budget

12-20 teams

budget assumes 20 teams/200 kids

5/13/2001

Non-

Expense Item

Recurring

Recurring

Comments

$4,875

$2,550

$2,325

*

Rental for site

$0

assume no rental fee

Custodial Labor

$500

Supplies for maintenance

$300

paper, cleaning supplies, etc.

*

Security

$0

*

Rental of stage/stanchions

$0

Extension cords/

$75

Food for judges/volunteers

$200

Judges/Volunteers T-shirts

$100

Audio/Video setup

$500

camera for 1 table

Medals- participation

$500

200x$2.50

*

Photographer/pictures

$0

*

DJ

$0

*

Health Aide

$0

Trophies and awards

$300

1 trophy per category

FLL Banner

$250

Merchandise

$250

50 T-shirts @$5

*

Concession Food

$0

Materials for tables

$200

$1,500

3 competition tables @$500

Office supplies

$50

Printing

$150

programs, etc.

$1,200

Income

$1,200

$0

Merchandise Sales

$500

50 T-shirts @$10

Concessions

$0

Registrations fees

$700

20 teams @$35

3,675

$

Total Cost

$1,350

$2,325

*

Indicates optional


Figure 1 Small Tournament Budget

2.9.2 Large Tournament 

Here is a budget for a large tournament, based on running the Minnesota State Tournament for several years.  This budget does not include the expense of purchasing the competition tables.  For a large tournament you need 8 tables at about $500 each.

[image: image3.wmf]Proposed 2001 State Tournament Budget

5/27/2001

Expense Item

Amount

Comments

$14,845

Rental for site

assume no rental fee

Assumptions:

Custodial Labor

$2,000

No labor for building tables

Supplies for maintenance

$1,300

paper, cleaning supplies, etc.

Free rental of facility

Rental of stage/stanchions

$200

64 teams

Skirting for tables

$0

red,green,yellow

Extension cords/

already own

Food for judges/volunteers

$500

Judges T-shirts

$250

Audio/Video setup

$3,500

audio/video for 4 tables/screens

Medals- participation

$1,500

500 x $3.00

Photographer/pictures

$500

DJ

$595

Health Aide

$180

Trophies and awards

$870

FLL Banner

$0

already own

FIRST shipping

$150

trophies/medals

Entertainment (Laser)

$0

no entertainment

Merchandise

$1,500

Concession Food

Materials for tables

$500

challenge kits, repairs

Office supplies

$100

Printing

$1,000

Mailing

$200

press releases, mail to coaches

$3,000

Income

Merchandise Sales

$3,000

plus raffles

Concessions

Registrations fees

$0

Registration fees to regionals

11,845

$      

 

Total Cost


Figure 2 Large Tournament Budget

2.9.3 Medium Tournament

We have not included a specific budget for a medium-sized tournament.  Using the budget for the large and small tournaments, you can extrapolate the costs.

3 Recruitment

3.1 Principles

Just as a successful FLL team maximizes everyone’s involvement and needs coaching, support and management, as a tournament director you also need to build a team of volunteers.  Everyone is in this together and needs to feel like they are part of the FLL community. 

3.2 Sponsors

While it would be nice if FLL becomes self-sustaining in your area, in the beginning you will need financial sponsors.  You can use the budget figures in section 2.10 to help you determine what your financial requirements will be.  

Who will sponsor these kinds of events?  Your best bet is to approach local technology companies.  Doing this with “cold calls” is extremely difficult, so hopefully you can find contacts in these companies or get introductions.  Funding for FLL events comes from several possible sources in a big company: the community affairs department, an executive's discretionary budget, or possibly some type of marketing budget.  Absolutely the best chance, however, is to get executives excited about the program.  They can either provide cash from their own budgets or suggest to their community affairs groups that they provide funding.  It may take you awhile to make these contacts, and they may not fund you right away, but be patient. 

Larger companies will have their own foundations. Foundations of technical companies will be very receptive, as anything that improves science and technology education will be part of their charter.  Although foundations typically don't fund "events," foundation grants can be a great source of funding for lower income teams who need help with registration fees, kits, etc., and they can help you build up the infrastructure that you need, like tables, etc. Make sure you understand what type of things each foundation will fund, as there can be a great difference between them. The other key point with a foundation is that they can only give money to non-profit organizations, or formally, a 501(c)(3) corporation. You may need what is called a fiscal agent, an existing non-profit that will get the grant as your proxy. Be aware that some foundations won't go through a fiscal agent.

You can run a small tournament without much funding. However, make sure you invite all possible future sponsors to the event.  Seeing an event is a strong selling point.

3.3 Teams

Recruiting teams is probably optional.  Some tournament organizers get all the teams they want without any recruitment.  However, we feel it is important to get as many kids as possible involved, and with a new program, some type of recruitment is essential to generate interest and provide information.  Most exhibitions don't involve much effort except for the time of the people who volunteer to be involved.  Provide marketing collateral (flyers, video, etc.) to volunteers who make these types of presentations.
· Exhibits at science, math, technical education, or gifted and talented teachers’ conferences are good places to recruit schools.  All you may need is a LEGO robot and an FLL video. 

· Exhibits at places where parents and kids congregate also help, such as your local science museum or science fairs. If you have a state fair, those are great places to reach very large audiences.

· E-mail lists of technical professionals or teachers are also good sources to use.

If you can, try to give teams a chance to exhibit.  Of course, parental supervision is needed.  However, once exhibit attendees hear the kids talk about building and programming their robots, performing the challenge, and participating in the tournaments, they quickly recognize how much the kids learn.  Examples where Minnesota has had teams exhibit, just in the first half of 2001, include:

· African-Americans in Science Day at the Science Museum of Minnesota

· Technology Day at the Minnesota State Capitol

· University of Minnesota Math Fun Fair

· American Creativity Association Conference, Science Museum of Minnesota.

These exhibitions accomplish two things: they build awareness and get people excited about the upcoming program, and provide another opportunity for students to shine in public.  Kids are the best sales force you have.

3.4 Volunteers

How do you find volunteers?  There are no easy answers, but you always need to keep looking.  Here are some sources we have found:

· Professional engineering societies are excellent sources.  Each one tends to have local and state chapters with e-mail lists and newsletters.  Their members tend to be interested in volunteer activities and are highly qualified for just about anything.  

· Local university professors are also good resources as judges.

· Encouraging your volunteers to solicit additional volunteers within their own companies and organizations is also effective.  

· Graduate and college students make excellent judges.  They have a good sense of fun and kids often relate to them better than they relate to parents or other adults.  

· School booster organizations from the host school are a good source of building volunteers. 

· Competing teams can bring volunteers. In other words, require each team to bring a volunteer to help at the tournaments. Not as judges, but with all the other volunteer jobs required.

Officials and other volunteers need training.  For officials, you should have a three-hour training session a few weeks before your first tournament.  Ideally, you should run two identical sessions on different nights to allow judges the opportunity to attend one of them.  During these sessions in Minnesota, we do some general training on the challenge and FLL first, then split into referees’ training and judges’ training.  Remember, referees run the performance tables and judges handle the presentation and technical awards.  

We have a fairly structured process for judging in Minnesota.  We feel this is necessary for couple of reasons.  First, at large tournaments it's impossible for a small number of judges to fairly assess all the teams, so all teams of judges need to be as consistent as possible in their scoring.  Second, a major benefit of FLL tournaments lies in the interaction between adult “techies” and the kids.  Thus, it's important to give judges clear training about what the awards are, what criteria should be used, etc.  This information is on our Web site, and we are in the process of formalizing it even more for 2001.

For one of our regional tournaments, we recruited a number of high school students to perform volunteer functions at the event.  In return, they received community service credit or extra credit in one of the business classes.  One of the teachers also held an after school activity for 4-5 weeks before the event with a core team of about 10 of the high school students working with the LEGO MINDSTORMS kit.  These students then held "skilled" volunteer positions at the event (pit runners, on deck managers, etc.).  Conscientious high school kids can do a large number of the volunteer positions needed to run one of these events.
4 Venue Selection

4.1 Principles

A tournament venue should be easy to get to.  It should also be easy to find your way around the building, and have plenty of space for pits and practice areas.  It should be a safe location. We want to be able to showcase the teams as much as possible, so finding a good venue is important.

4.2 Tournament Site

Schools are the best tournament sites.  What type of school you need depends on the size of tournament you are hosting.  Junior high and middle schools usually work well for small and medium-sized events.  For a large event you will likely need a high school or community college.  Reserving tournament sites is something you need to do far in advance.  If possible, start thinking about a site a year in advance and make the reservation as soon as possible.  Schools typically have a community education coordinator (either for the district or the actual school site) who helps reserve sites for community activities.  If you can get the principal or superintendent of the school system to approve FLL as a school sponsored activity, generally you will not have to pay rent for using a public school.  Being a school sponsored activity also gives you some priority in the system, as school based activities always get priority over community ones.

If you're dealing with a high school, the most important person you'll deal with may be the athletic director.  You will need the gymnasium, and the athletic directors "own" them.  If you can, also try to reserve the site the day before the tournament so you can set up.  This is especially important for a large tournament.  Athletic directors are notoriously protective of their space, so don't be too demanding in your request.  Also make sure you do something to protect floors where you will be setting up tables.  Scratches on a wooden gym floor will significantly decrease the chances of using the same facilities the next year.

When you look at the overall building, envisioning the flow of traffic into the building, from the pits to the various performance and judging areas, and to the food area is most important.  These areas should be fairly close together but not too congested.

4.3 Performance Area

The performance area selection is critical as this where much of the tournament happens.  You must select a location that will adequately handle the tables, the video/audio requirements, the fans, and the crowds of kids.

For medium and large size tournaments, we have found that gymnasiums work well.  A standard basketball floor can easily accommodate four competition tables with four screens.  The bleachers on each side will accommodate all the fans.  The figure below is a schematic showing our setup for three tournaments in 2000.  The projection areas are in the free throw lane area. In general, a standard basketball floor is about 60 feet wide and 80 feet long. It's difficult to assign a specific square footage requirement but we have been using about 5000 sq. ft. for the performance area for a four-table event.
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Figure 3 Floorplan, on a Basketball Floor, for a Four-Table Performance Area

You want to make sure that the area that you are putting the performance area in, either already has a sound system, or you can use a portable one easily. Another advantage of a gymnasium is that they typically have a sound system you can use and they also have a wall clock (timer) that can be used to time the performances.

For a small tournaments you should be able to get by with a smaller area than a gymnasium and with a portable sound system. However, make sure you have a place for fans to sit and watch.

Another factor in the performance area is power.  You will need to run power to the tables for the lights and any other mechanism that may need power.  You'll need power for the computers and the display systems.  If you have music, the music system/DJ will also need power.

Make sure the performance area has easy access, both for bringing in equipment, and for participants and fans.

4.4 Technical Judging Area

In the technical judging area, teams present their robots to the judges for the technical awards, such as mechanical design.  This area needs to have a competition table for the team to run the robot through its paces.  It should be quiet, away from the main performance area.  Audiences are welcome.  You need one 4’x8’ table in the technical station for every 12-16 teams.  You'll also need a check-in table staffed by a volunteer for the area.

For the programming judging, some teams bring their program on a floppy diskette.   Consequently, you need to provide at least one computer with both Robolab and RIS in the technical area.

We have used a variety of spaces for the technical judging area, including auxiliary and second gyms, and very large classrooms.  
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Figure 4 Technical Judging Area, MN 2000 State Event

4.5 Presentation Judging Area

The teams present their scientific findings and talk about their experiences with the judges in the presentation area.  This area should be quiet, and away from the performance area.  You can use a classroom for the presentation area, although a larger room, such as a band room or small auditorium, is ideal so you can have an audience. But even in a classroom, the parents should be allowed in to watch.  Presenting in front of an audience is a key goal of this component of the program.  For a small tournament you only need one presentation room.  For larger tournaments you need approximately 1 room per 12-16 teams, with the rooms reasonably close to each other.  You will also need a table for check-in for the performance area, staffed by a volunteer.

4.6 Pits

In the pit area, teams have a table to work on their robot and put their computer, presentation materials, and anything else they bring.  They may spend a good part of the day here in the pit working on the robot.  Some things to consider for the pits are:

· Electrical power.  This is THE most important consideration.  Each pit table must have access to AC power to run the computer.  A regular wall outlet is fine, but the availability of power will many times eliminate using a large room like a cafeteria, multipurpose room, or gymnasium as the pit area.  If you do need to use a room like that, you may need to rent a large electrical generator, which costs about $500 dollars for the day.  

If you have enough room in your budget, you can supply extension cords for each team.  Otherwise, you must tell teams to bring their own extension cords and power strips.  If you're using a school, hallways can work very well as the pit area. You can run an extension cord into classrooms along the hall if needed.  Depending on the school and the number of kids, however, you may or may not want to leave the classrooms open.  We typically keep the classrooms locked; teams use only the tables in the halls.

· Proximity to performance area.  The pit area should be close to the performance area, as teams will be running back and forth frequently between the two areas.  In a small tournament it may be possible to have them in the same space, assuming you have the power available. But noise may be a problem if they are too close.

· Practice tables.  It is important to have practice tables strategically located in your pit areas.  You should have one practice table for every 8-12 teams.  These tables should be constructed the same as your performance tables.  As you set up your pits areas, make sure that you have space for the practice tables.  These practice areas get very congested, so don't put them in a heavily trafficked area, like a hallway intersection.  

· Chairs.  People, especially parents, get tired.  You should provide chairs in the pit area.

· Storage. Make sure you have storage for jackets, boots, and other assorted stuff teams bring. Under the table usually works.

· Runners.  Pit runners are volunteers who are in contact with the people who are managing the traffic in the performance area.  Pit runners need to have a schedule and radio contact with the performance area.  The pit runner’s job is to make sure that upcoming teams are aware of the schedule and make it to the performance area on time.  You should have one pit runner for every 8-16 teams.  We have provided more information on pit runners in the volunteer section.

· Security.  Security is covered in section 4.7. You should also remind parents/coaches that always having an adult by the pit table for a particular team is advisable.

· Number of tables.  Although we have used one standard 6 or 8 foot table for 2 teams, that gets quite crowded.  If possible, we suggest one 6-foot table per team.  Based on the number of teams you expect, you can estimate your space needs. A hallway should only have teams on one side.

· Signs.  Put each team’s name on a sign and hang it above their pit table.  Put them in alphabetical order so people can easily find them.  Also, if possible, put the team schedule (when the team performs) on their pit sign. 

· Maps. Make sure there are maps of the pit area and building posted in strategic spots.

4.7 Other:  Parking, Food, Security, First Aid, etc.

Here are some considerations for other needs at the venue:

· Parking.  Is parking in the area adequate?  Assume each team will bring at least a couple of cars.

· Cafeteria and food service.  Where and how will you feed everyone? What about concession stands?  For a large tournament, you may have to feed up to 1500 people. You should have kid-friendly food such as pizza and probably some type of sandwiches, as well as soda pop, popcorn, candy etc.  One TV segment covering LEGO League here in Minnesota said the robots run on batteries, the kids run on pizza.  We sold 110 large pizzas at a regional tournament for 60 teams. You may be able to get athletic booster clubs to handle the food or hire a local food service company, who may provide the labor free in exchange the money that they make selling that day.

Booster clubs are always looking for way to make money.  Having them handle concessions solves the problem of finding someone else to do that, and creates more “buy in” from the school.  On the other hand, your tournament organizational group forfeits the opportunity to make a profit on the sales.

· Bathrooms. You will need custodial service throughout the day to keep bathrooms clean. Make sure directions to the bathrooms are clear.

· Areas for press and VIPs.   You will need an area of press and VIPs if this is a large tournament.  A classroom or library works well.

· Judges’ lounge.  Judges need a space to get away from the noise, to eat and to discuss awards, etc. 

· Security.  If your building is in a part of a city accessible by foot traffic or if it is in an inner city area, hiring security is a good idea.  A uniformed police officer roaming the hallways serves as a good deterrent.  You may also want to hire some people from the school (if it's a high school) to act as plainclothes hall monitors.

· Signs in the building.  People need large directional signs throughout the building.  Many people will be visiting the building for the first time.

· First aid area.  You need a well marked, staffed, first aid area.  One nurse on duty is sufficient.  Because you are dealing mostly with adolescents here, expect cuts, bruises, fainting, and other assorted calamities.

5 Pre-tournament Requirements

5.1 Principles

You must be well prepared.  To do this, develop a detailed timeline and stick with it.

Also, participants should know the schedule before the tournament begins.  Because the day is stressful for both coaches and kids, knowing their schedule in advance is one less thing for them to worry about.

5.2 Tournament Director’s Responsibilities

Tournament directors are responsible for the following:

· Venue – Reservations, building permits (classrooms for judging and other team needs, gym, cafeteria, judge's room, etc.), pit tables and chairs, and floor plan.  

· Food arrangements – Lunch, concessions (see booster clubs) and volunteer breakfast/lunch.

· Paid helpers – Security, first aid staff, custodians, and cafeteria staff.

· Volunteer assignments – Training for students and other volunteers who will help.

· Parking and traffic plans.

· Set/up cleanup coordinator.

· Directional signs around the building.

· Equipment – Be on call for arrival, installation, setup, operations, and tear down.

· Finances for event – Coordinate all costs and expenses with financial sponsor or person handling event finances.

5.3 Timeline

The following timeline reflects the experience of Minnesota FLL tournament directors in 2000.

Well in advance (as soon as possible)

· Find a venue and reserve it.   Post the permit to school district or whatever process is required to reserve the space. 

· Reserve tables, chairs and other equipment, although often that can be added later. 

· Verify that all the rooms necessary will be available on that date.

3 Months before (start of the school year)

· Solicit volunteers, sign them up, and get them on a volunteer list (preferably an email list).  
· Arrange for a catered breakfast and lunch for the volunteers, and for food concessions (see booster clubs).  However, you will not know the exact number until later.

· Notify the school district’s communications staff regarding media release approval and coverage of the event.
· Design logos and order T-shirts and other souvenirs.
2 Months before:

· Make sure the site is still reserved – don’t assume anything! 

· Determine where you are going to set up each judging area.
· Determine electrical needs in each area.
· Confirm exact times with the site’s management to make sure that setup before the event and clean up after the event are covered.  This setup refers to anything the venue custodians may do to set up or clean up. 

· Arrange for custodial and/or security for before and after the event. Find out exactly who will be there with keys/access.

· Arrange for security, cafeteria staff, custodian(s) and first aid during the event.

· Continue recruiting volunteers.

· Contact all teams with basic information about the tournament (where, when, etc.).
1 Month before: 
· Prepare a daily schedule.  As long as you know how many teams you’ll have, you can schedule them for each performance and judging event.

· Prepare a site map with locations, and a blank list of where volunteers are needed. 

· Prepare a rough draft of the program.

· Prepare a list of equipment that you will need in each room at the site (tables, chairs, pit setup, gym/auditorium setup, etc.)

· Confirm the equipment with the site’s management and make sure the site is still available and will be set up beforehand as needed.
· Make sure that electrical outlets are easily accessible.

· Arrange for breakfast/lunch/snacks for volunteers (both for setting up the night before and for the day of the tournament).

· Arrange for supplies at the event (office supplies, extension cords, nametags, volunteer T-shirts, etc.).
2 Weeks before:

· Provide final food numbers to lunch and food concession management.

· Do a final walkthrough of the site, confirming the location of judging areas, pits, and a locked room for storing video/specialty equipment.

· Walk through setup of the tournament (schedule, responsibilities, etc.). 

· Determine signage needed for directions, etc.
1 Week before:
· E-mail teams with their schedule and all relevant logistical information, including directions, parking information, food services available, etc.

· Organize volunteers into what they will be doing when.  Finalize the volunteer schedule and e-mail it to all of them.  Include what they will be doing, when they are needed, and whom they contact if necessary.

· Plead for more volunteers!!!!!!

· Make signs to be posted at the site.

· Confirm everything you did previously:  security, first aide, all food, venue is available.

· Finalize the written program and make copies (about 7 or 8 programs per team).

· Confirm that all miscellaneous items are available:  gym timer, access to gym lights, clipboards and pens for judges, programs, name tags for volunteers, money for concessions or merchandise sales, cardboard boxes to store registration forms, etc., envelopes to give to teams with their medals/scores, pens, extension cords.
· Create a to-do list for the next week.
Day before:

· Be on site. 
· Test outlets, radio, audio in performance area, and scoreboard if you are using it.
· Check the setup of all performance and judging areas.  Check the signs, pits, power, and gym scoreboard.  Help with audio/video delivery and setup.

· Be prepared to stay up very late. 

· Set up display cases, banners, tables (practice and tournament), tables (for teams, judges, sales, etc), computers, headsets, and extension cords.

· Post maps around the building and post team signs above their pit tables.

· Create a to-do list for the day and for the tournament.
Day of:

· Arrive very early. 

· Sit, relax and drink coffee.
· Make sure media is taken care of and that they have interviewees available.
· Enjoy the event.

· Walk around to check all the areas and see how you can help.

· If it is a large event, have all major volunteers and organizers on radios/walkie-talkies. See Section 13.1.
5.4 Tournament Schedule

5.4.1 Pre-schedule and inform participants

You should know how many teams you will have a few weeks before the tournament.  As soon as you know this number, you can construct the overall daily schedule. Examples of the overall schedule are in Section 6.2.

It is very important to prepare a detailed schedule well ahead of time and provide it to the participants as soon as possible. When you know the exact teams participating, construct a detailed schedule. Knowing the detailed schedule ahead of time is an enormous help to coaches and parents.  It helps them plan transportation and other logistics, and it allows them to let interested people know when the team will be performing.  Teams should know the detailed schedule no later than four or five days before the tournament.

How you inform teams depends on your communication structure.  Posting the schedule on a web site or e-mailing it to the participants is the easiest method.  Regular mail also works if you have the addresses of each team.  

The detailed schedule indicates when each team performs on a table and when they are judged. Here is an example for a large 48-team tournament.  This tournament had 4 tables -- green, yellow, blue, and red.  Note that each block of 12 teams is an identical schedule, just scheduled for different tables or rooms. 
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Team #

School/Organization

Team Name

Present

Technical

Perf #1

Table

Perf #2

Table

Perf #3

Table

497

Webster Open School

Hot Girls

9:00

11:15

10:40

Yellow

12:05

Red

1:15

Green

466

Sunny Hollow Elementary School

TechnoRaptors

9:15

11:30

10:45

Yellow

12:10

Red

1:20

Green

219

Kenny Neighborhood

Gas Lizards

9:30

11:45

10:50

Yellow

11:25

Red

1:05

Green

829

Pinewood Elementary

Mighty Volcanic Maniacs

9:45

12:00

10:55

Yellow

11:40

Red

1:10

Green

835

Monticello Middle School

Planet's Corp

10:45

12:15

10:30

Yellow

11:30

Red

1:25

Green

10

Benilde-St. Margaret's School

Team Lego Rescue

11:00

8:45

10:35

Yellow

11:35

Red

1:00

Green

996

Olson Middle School

7-down

11:15

9:00

10:40

Yellow

12:05

Red

1:15

Green

572

Kenny Community School

The Dragons

11:30

9:15

10:45

Yellow

12:10

Red

1:20

Green

167

Benilde-St. Margaret's School

Pahoehoe Posse

11:45

9:30

10:50

Yellow

11:25

Red

1:05

Green

663

Rocori Middle School 

Rocs

12:00

9:45

10:55

Yellow

11:40

Red

1:10

Green

834

Eastview Elementary

Lava busters

12:15

10:45

10:30

Yellow

11:30

Red

1:25

Green

508

Pillsbury MST School

Pillsbury MST School

8:45

11:00

10:35

Yellow

11:35

Red

1:00

Green

373

Webster Open School

Vipers

9:00

11:15

10:40

Red

12:05

Green

1:15

Blue

672

Westwood Middle School

Panthers

9:15

11:30

10:45

Red

12:10

Green

1:20

Blue

528

Olson Middle School

GEMS 97

9:30

11:45

10:50

Red

11:25

Green

1:05

Blue

958

Anthony Middle School

Marshmellows

9:45

12:00

10:55

Red

11:40

Green

1:10

Blue

151

Hopkins Tanglen Elementary School

Tanglen McConnoneers

10:45

12:15

10:30

Red

11:30

Green

1:25

Blue

759

Benilde-St. Margaret's School

Red Knights

11:00

8:45

10:35

Red

11:35

Green

1:00

Blue

527

Olson Middle School

Gemstone

11:15

9:00

10:40

Red

12:05

Green

1:15

Blue

266

Loring Community Elementary School

Lego Maniacs

11:30

9:15

10:45

Red

12:10

Green

1:20

Blue

659

Rocori Middle School 

Spartans

11:45

9:30

10:50

Red

11:25

Green

1:05

Blue

277

St. Bartholomew's School

Fireballs

12:00

9:45

10:55

Red

11:40

Green

1:10

Blue

830

Monticello Middle School

Monti Magma

12:15

10:45

10:30

Red

11:30

Green

1:25

Blue

452

Kenny Community School

RoboSquad #452

8:45

11:00

10:35

Red

11:35

Green

1:00

Blue

630

Wayzata West Middle School

The Unprepareds

9:00

11:15

10:40

Green

12:05

Blue

1:15

Yellow

9:15

11:30

10:45

Green

12:10

Blue

1:20

Yellow

929

Meadowbrook Elementary

Task Force 2

9:30

11:45

10:50

Green

11:25

Blue

1:05

Yellow

832

Monticello Middle School

VolcnicMechnics

9:45

12:00

10:55

Green

11:40

Blue

1:10

Yellow

434

Parkvalley Catholic School

Silver

10:45

12:15

10:30

Green

11:30

Blue

1:25

Yellow

169

Benilde-St. Margaret's School

Pyromaniaxe

11:00

8:45

10:35

Green

11:35

Blue

1:00

Yellow

529

Olson Middle School

Apollo

11:15

9:00

10:40

Green

12:05

Blue

1:15

Yellow

1516

Monticello Neighborhood

Kayona Poye

11:30

9:15

10:45

Green

12:10

Blue

1:20

Yellow

374

Buffalo Community Middle School

FLL Masters

11:45

9:30

10:50

Green

11:25

Blue

1:05

Yellow

660

Meadowbrook Elementary

Task Force 1

12:00

9:45

10:55

Green

11:40

Blue

1:10

Yellow

534

Land of Lakes Choirboys

Magma Men

12:15

10:45

10:30

Green

11:30

Blue

1:25

Yellow

942

Jordan Park School of Extended Learning

T.I.G.E.R.R.s

8:45

11:00

10:35

Green

11:35

Blue

1:00

Yellow

425

Parkvalley Catholic School

Gold

9:00

11:15

10:40

Blue

12:05

Yellow

1:15

Red

573

Kenny Community School

The Recounts

9:15

11:30

10:45

Blue

12:10

Yellow

1:20

Red

615

Waite Park Community School

Wildcats

9:30

11:45

10:50

Blue

11:25

Yellow

1:05

Red

833

Little Mountain Elementary

LME Eruptions

9:45

12:00

10:55

Blue

11:40

Yellow

1:10

Red

637

Cold Spring Elementary

Minds

10:45

12:15

10:30

Blue

11:30

Yellow

1:25

Red

496

Webster Open School

The Shortyz

11:00

8:45

10:35

Blue

11:35

Yellow

1:00

Red

282

Basswood Elementary

Lego Legionnaires

11:15

9:00

10:40

Blue

12:05

Yellow

1:15

Red

388

Benilde-St. Margaret's School

Fuji Bombers

11:30

9:15

10:45

Blue

12:10

Yellow

1:20

Red

155

Hopkins North Junior High

Magma Muffins

11:45

9:30

10:50

Blue

11:25

Yellow

1:05

Red

733

Benilde-St. Margaret's School

Dragons

12:00

9:45

10:55

Blue

11:40

Yellow

1:10

Red

633

Cold Spring Elementary

Super Stars

12:15

10:45

10:30

Blue

11:30

Yellow

1:25

Red

947

Northeast Middle School

Nighthawks

8:45

11:00

10:35

Blue

11:35

Yellow

1:00

Red

Your Presentation Station and Technical Judging Station are the same color as your Performance #1 Table


Figure 5 Sample Large Tournament Detailed Schedule

5.5 Volunteers

5.5.1 Pre-Tournament Volunteers

· Tournament director.  Ultimately this person is responsible for the tournament – if you are reading this document, this is probably you!  See section 5.2 for more details.

· Volunteer coordinator.   This person coordinates all the volunteers in the table below.

· Judging coordinator.   It's a good idea to have a different person coordinate the judges and officials.

· Media contact.  This person contacts the media before the tournament and handles the media contacts that day.

· Merchandise and food coordinator.  This person makes sure that food is arranged for the day, including staffing the concession stands.  If you sell any merchandise at the tournament, this person plans or obtains the merchandise and makes sure that the merchandise table is staffed with volunteers.

In a small tournament, some volunteers will coordinate multiple functions.  As the tournament grows, you'll need additional people to help.

5.5.2 Roles and Responsibilities of Tournament Day Volunteers

These are volunteers, judges and officials are handled in Section 10.3.

	Volunteer Task
	Skill
	#
	Description

	
	
	
	

	Parking/outside traffic control
	n
	1
	This person manages the traffic outside the building.

	Inside front door traffic control
	y
	1
	This person manages the people coming into the building in the morning.  This job is only needed as teams come in to register.

	Information desk
	y
	1
	Place an information desk near the front door.  This person should be familiar with the building and where activities are taking place.  Maps and programs should be available.

	Hall monitors
	n
	
	If necessary, you can have adult hall monitors to roam the halls to keep things in reasonable order.

	Registration at front
	y
	2-3
	You need a registration table near the front door to check in teams as they enter. This person should have a radio.

	Registration at technical judging station 
	y
	1-2
	The technical judging station registration job is to check in teams as they come to the station for their judging time.  If this is a large tournament, this person should have a radio to contact pit runners if teams are late.

	Registration at presentation judging station 
	y
	1-2
	The presentation judging station registration job is to check in teams as they come to the station for their judging time.  If this is a large tournament, this person should have a radio to contact pit runners if teams are late.

	Guard  for judges’ room 
	n
	1
	If you have a room where judges leave their personal belongings, you need to have someone there at all times.  This is typically a room where you have computers for backroom scoring as well.

	Practice table monitors 

(1 per practice table)
	n
	4
	The practice table monitors needs to stay at their assigned practice tables to ensure that teams do not monopolize the practice area and that the practice tables remain somewhat orderly.  Teams should take turns about every 5 minutes.

	On Deck Manager 
	y
	1
	The on deck manager has the important job of keeping the performance area on schedule.  This person must have an easy to read schedule and have a way to quickly contact teams in the pits.  In a large tournament, the On Deck Manager works with on deck helpers. This person should have a radio (with a headset preferably so they can talk hands free).

	On Deck Helpers (1 per performance table)
	y
	
	The On Deck Helper(s) makes sure teams are on deck (in line) before the next performance time.  If there is a problem, they contact the On Deck Manager.  The On Deck Helpers also need an easy to read schedule.

	Pit Callers (1 per 12-16 teams) 
	y
	
	Pit Callers get calls from the On Deck Manager and Judging Station Managers, alerting them to notify a team to get to their scheduled station. This is an important job; each Pit Caller should have a certain segment of the pits.  In a small tournament you may not need Pit Callers. This person should have a radio (with a headset preferably so they can talk hands free).

	Pit Crew ( 1 per 8 teams)
	n
	
	Optionally, you may have a group of people who keep an eye on a group of teams.  They can make sure teams know their schedule and keep an eye on things when the teams are not at their pit table to ensure the safety of their equipment.

	P.A. Announcer in School for Schedule
	y
	1
	In a small tournament you may want to use a P.A. Announcer in lieu of Pit Callers to alert teams to the schedule.

	Competition Table Helpers (2 per competition table)
	y
	
	The Competition Table Helpers set up the props on the competition table after each performance round.

	Merchandise Table Staff
	n
	2-4
	These volunteers sell merchandise, snacks, etc.

	Concession Cart Runner for Judges/Referees 
	n
	1
	In a large, long tournament, you may want someone to bring drinks and snacks to the judges and referees.

	Data Entry Staff to input Performance Scoring into computer (1 per competition table)
	y
	
	This person enters the results of the score sheets that the referees fill out at each performance table.

	Data Entry Staff for backroom computer scoring 
	y
	2-3
	This person enters the results from the technical and presentation judging stations into the scoring computer(s).

	Backroom Medal/Packet Sorters
	n
	3-4
	Towards the end of the tournament, these people must have the scores and pack the appropriate medals (correct color and number) into an envelope for each team to give to the coaches at the awards ceremony.

	Video/Still Photographer
	n
	1
	If you want, you can have a Photographer or Videographer.

	Set Up Staff
	y/n
	Many
	These people set up tables, signs, etc., the day before the tournament or early in the morning the day of the tournament.

	Take Down Staff
	y/n
	Many
	These people take down tables, signs, etc., after the tournament.

	Announcer 
	
	1
	This person is very important so the energy level stays up in the performance area.  He/she needs a wireless microphone and a big voice.


Table 2 Volunteer Descriptions

In the above table, the term “skill” refers to whether or not the volunteer needs training.  This training may be fairly simple, but some volunteer positions require more effort than just showing up.  This table is based on a large tournament.  Smaller tournaments can scale down appropriately.  Many jobs, such as the On Deck Manager and Pit Callers, should really be the same person all day.  You can schedule some other jobs in shifts, however, such as selling merchandise.  

6 Day Schedule and Flow

6.1 Principles

· Pre-schedule things as much as possible so everyone knows ahead of time the schedule.

· Allow enough time for the activities and schedule slack time to allow for schedule overruns.

· Make sure you schedule time for people to take breaks, especially for lunch.

· Make sure participants know where they should be and when.

· Take into account your venues space and the size of your tournament.  In scheduling, there is no “one size fits all”.

6.2 Sample Schedules

Below is a sample schedule for a 64-team tournament, with formal judging stations.  This schedule assumes 5 minutes per performance round and four 4'x8' tables in the competition area.  Each judging round requires 15 minutes per team. 

	Registration:

	7:45 am-10:00 am

	

	Opening ceremonies

	10:00-10:15 am

	

	Judging (Technical and Presentation Stations)

	Technical judging location

	Presentation judging location

	8:30 am - 10:00 am

	10:15 am - 1:15 p.m.

	

	Lunch

	11:30-1:30

	

	Performance Location

	Round 1: 10:15 - 11:00

	Round 2: 11:10 - 11:55

	Round 3:     1:00 - 1:50

	Break 

	

	Judging Finalists Posted

	1:35 (posted on big screens at end of Round #3)

	

	Finalist Judging

	1:50 - 3:10

	

	Performance Award brackets

	3:20 - 4:35

	

	Awards

	4:45 - 5:15

	


Table 3 Large Tournament Schedule

6.2.1 Tournament Day Schedule - Small Tournament 

Below is a small tournament schedule. Small tournaments don't have multiple judging rounds, as one team of judges can score all of the teams and select the champion and runner-up teams immediately.

	Registration:

	8:30 am-10:00 am

	

	Opening ceremonies

	10:00-10:15 am

	

	Judging (Technical and Presentation Stations)

	Technical judging location

	Presentation Judging location

	10:15 - 1:00 PM

	(could be scheduled or not)

	

	Lunch

	11:30-12:30

	

	Performance Location

	Round 1: 10:15 - 10:45

	Round 2: 11:00 - 11:30

	Round 3: 12:30 - 1:00

	Break 

	

	Performance Award brackets

	1:30 – 2:00

	

	Awards

	2:30 – 3:00


Table 4 Small Tournament Schedule

6.3 Preliminary, or Seeding, Rounds

Remember that the seeding rounds are the first three rounds on the performance table.  These rounds should be prescheduled with a break between each round to give teams a chance to work on their robot.  The team’s best score from these rounds is used to seed the team into the elimination, or tournament round.

Scheduling the preliminary round is the easy part.  The challenge in keeping to the schedule is generating the seeding, creating the tournament round schedule and making sure everyone knows the schedule.  The larger the tournament, the larger the challenge.

6.4 Award Finalists

If you have multiple judging rounds then you'll need to create a structure to have award finalists.  In other words, one team of judges can realistically only judge 16-20 teams.  Any more than that and all the teams start to look alike, plus it would consume too much time during the day.  So the approach we use, as described in Section 10, is to use two rounds of judging for medium and large tournaments.  The best teams are selected from the first round, they are called finalists, and then the finalists advance to one final round of judging.  Because judging is subjective, as opposed to the objective nature of the performance round, each judge making a decision on an award must see all the teams competing for that award.

The challenge here for scheduling is to determined the finalists, create the schedule, and make sure everyone knows the schedule.  We have learned that the finalist judging really needs to take place during a break in the performance schedule.  This break in the performance schedule would be between the seeding rounds and the tournament round.  To keep teams occupied that are not in the finalist award round, we have displayed movies on the big screens in the performance area.  This scheduling area is still one that need some refinement.

A sample finalist schedule is in the figure below.
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Figure 6 Sample Award Finalist Schedule

6.5 Elimination Rounds

The tournament round is the tournament bracket for the performance area.  Every team is assigned a seed number based on their best result from the three seeding rounds.  A tournament bracket is created using standard seeding techniques.  You should create the bracket template, along with times, before the tournament.  Then when teams are seeded, display the seeding number and the bracket so teams know when they are scheduled to compete.

The elimination round is single elimination.  In other words, the team with the best performance score advances.  In a small, and possibly even medium-size, tournament, the brackets will be set up as you would normally see a tournament bracket.  Teams compete one-on-one.  However for a large tournament, going through a large tournament bracket would take a very long time.  For a 64-team tournament, we have set the brackets up so that in the first round, with a four-performance table area, we advance only the best score of all the teams competing at that particular time.  For example with four performance tables, eight teams will be competing at one time.  In the first round we will only advance the team with the highest score from those eight teams. After that, we follow standard bracket elimination rules.

7 Performance Area 

7.1 Principles

For many people, the performance area is FLL …  That's where the action is …  That's what takes up the most time and money.  It's important to make sure that it runs correctly and on schedule so that everyone can see all the action, know what is going on, and have fun!

7.2 Tables

Currently we are working on a new table design for FLL events. Watch either the FLL or MN FLL (www.hightechkids.org/fll) web sites for details during the 2001 FLL season.
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Figure 7 Performance Area and Practice Table Setup

7.2.1 Table Lighting

We have used fluorescent bulbs suspended over the tables. The figure below shows how the lighting and camera is suspended over a competition table.
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Figure 8 Performance Table Lighting and Camera Design Schematic

7.2.2 Room Lighting

We keep most of the main lights off in the gyms we use for performance rounds.  The lights on the tables provide plenty of light for the competition.  However, you should keep some lights on near the back of the bleachers for spectators to safely navigate.  If your performance area has natural lighting, be cautious of allowing direct sunlight on the tables.  Direct sunlight will cause problems for light sensors.

7.2.3 Barriers

Place stanchions, chains or ropes between poles, to keep spectators away from the tables. You can rent these.

7.2.4 Runners/Radios

Keeping teams on schedule is very important.  The On Deck Manager is the primary person responsible for keeping the performance area on time.  The On Deck Manager has the schedule and checks with each table’s on deck queue. The on deck queue is the line of teams waiting to perform on that table.  Each on deck area for each performance table should have a student/volunteer who makes sure that the next team on the schedule is ready to go.  The On Deck Manager should have some way of contacting the pit area to alert teams if they are not ready.  In a large tournament, you would need two-way radios.  In a small tournament, especially if the pit and performance areas share the same space, you may not need electronic communication, or the announcer may be able to just request the teams.

To summarize needs, you need one On Deck Manager.  This person must be responsible and assertive and have a schedule.  Each table should have a volunteer to check in teams that are waiting in the on deck space.  (In a smaller tournament, if you have only one table, you may just need an On Deck Manager.)  So, for a large tournament with 4 tables, you would have five volunteers (one On Deck Manager and four on deck workers).

7.2.5 Announcer
This person needs to be an extremely high energy individual.  He/she keeps the performance rounds running, announces teams, does play by play, and gives any results that need to be announced.  The announcer needs an easy-to-read schedule and needs a microphone. They should also point out something positive in every performance.
7.3 Audio and Video

7.3.1 Cameras

To display action on the table, you need an overhead camera mounted on the table. The overhead camera we use is:

· Panasonic WV-CP230 CCD Camera with zoom lens WVLZ62/2.

These cameras can be rented or purchased. Purchase price for a similar camera is about $400-$500.

7.3.2 Displays and Equipment List

Video doesn’t do you any good without a display. We use rear display. Here is the list, and schematic, of materials for audio and video for a large, 4-performance table, 4-display screen event:

· 4 - 7.5' X 10 Fast Fold rear display screens and drape kits.

· 4 – Projection stands.

· 80' of 14' High black draping.

· X - Upright pipe and crossbars for lights and cameras for each table.

· Motorola GP300 communication radios.

· 4 - 1000 Lumen or better LCD projectors with remote control system. 

· 1 - wireless microphone (handheld) for tournament area (into house sound). 

· 2 - VGA distribution amplifier.

· 4 - 25' VGA extension cables.

· 1 – DVD player.

· 2 - Video matrix switchers.

· 2 - Lights per table.

· 4 - CCD cameras and mounts.

· 4 – Rolls of black 3" Gaff tape

· X - AC cable

· X - Video cable

· X - Audio cable
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Figure 9 Schematic for Video/Audio for 4-Table Performance Area
If you decide to use a front projection display, which could be a good choice if you have a small tournament and only one screen, make sure you have a display with 2100 lumens or better.

7.4 Score keeping and Data Entry

This section contains an overview of the scorekeeping and data entry process.  This is a dynamic and computer intense activity, so we will post the most current information on our web site (www.hightechkids.org/fll) during the 2001 FLL season.

7.4.1 Score Sheets

It is important to have a quick and easy way for referees to mark scores.  Here is a sample scoring pad from Volcanic Panic that minimizes what the referee must enter.  Tabulation is done on the computer.  The computer data entry screen has an input interface to match the scoring pad, which also makes data entry easier and more accurate. Remember, computers are good at math, let them do it. Let the referees handle the more important things.
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Table:

Red  /  Yellow  /  Green  /  Blue

Round:

Perf #1  /  Perf #2  / Perf #3

Team Number:

             (must have)

Team Name:

Rescue Scientist

YES   /   NO

How Many Crates Returned

 (0-5)

Swing the Gate Barrier

YES   /   NO

Drop the Bridge Barrier

YES   /   NO

Lava Rocks in the Village

(0-60)

Gas Sensor

NO / ON VOLCANO / IN CRATER

Download Seismic Data

YES   /   NO

Number of Seconds Saved

(0-20)

Instructions:

Circle correct answer

Enter numerical value for crates, lava rocks and seconds

Enter Team Number

Circle Table and Round

Data Entry Score: 


Figure 10 Sample Scoring Pad, Based on Volcanic Panic

7.4.2 Computers

You must have computers for the tournament to run smoothly, particularly larger ones.  Laptops work fine for the computer needs.  Here is a suggested list:

· 1 per table for data entry in the performance area.

· 1 per every two judging tables in the technical area.  These computers need to be loaded with both programming languages for teams that do not bring their own laptops or printouts.

· 1 for judging scoring data entry.

· 1 for data display in the performance area.

· 1 printer.

7.4.3 Networks

If you have more than one computer in the performance area, you should network them together.  Hopefully some of your technical volunteers can string this network together.  This could be an Ethernet cable or wireless.  Here is a picture of how you might want the network to look:
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Figure 11 Computer Network for a Large, Four-Table Performance Area
You should have one computer per competition table dedicated for data entry.  You should have one server computer driving the display, showing scores, etc.  You can use the same server for data entry for judging areas, but you should have a separate computer for each judging area (one for presentation and one for technical).  It is also very important to have a printer on the network.  This allows you to print out scores, team standings, etc.  It is not crucial to have the data entry computers for judging scores on the network, as you can always copy the results to a floppy disk and upload them from the floppy onto the server.  Also, the judges’ computers are likely to be in another area of the venue.
7.4.4 Displays

One computer should be connected to a display. Typically, we have a manual switch to switch between the camera driving the display and the computer. Have the computer drive the display at all times, except when there is action on the table. The computer display displays the most recent scores, the overall standings, etc. The display can also be used to present any other computerized information you need to show, such as performance times or seedings.

7.4.5 Software Requirements

Scoring software requires almost a whole manual to itself.  Minnesota developed a prototype software package last year.  This MN FLL package will be updated this fall and available on the web site, www.hightechkids.org/fll.

7.4.5.1 Software Required

Microsoft Access works well for the scoring database. A small tournament may be able to get by using Excel but we recommend using the MN Scoring package, referenced above.

For display, Microsoft Personal Webserver, driving a web page, was used.

Microsoft Office will be need on at least one computer.

7.4.5.2 Problem Specific Software

As your FLL program stabilizes, the data entry form for the challenge is the only software that should change from year to year.  In designing your data entry form, remember to minimize the work the referee at the table must do.  Computers are good at math, so let them do it.  Let the referees focus on dealing with the kids.  

7.5 Performance Scoring and Display

7.5.1 Multiple Performance Rounds

Schedule multiple (usually three) performance rounds to give the teams several chances at having a good round.  The time between rounds is important for several reasons:

· Teams may make improvements to their robot.

· Referees and officials can take a break and assess how things are going.

· Audiences and teams who are watching other teams perform can take a break, too.  

The first round starts immediately after opening ceremonies.  Opening ceremonies may be fairly simple, just playing the national anthem and making a few announcements.  

Performance rounds are scheduled in five minute increments.  This allows approximately one minute to set up, three minutes for the missions, and one minute for the team to clear out.  You can have two teams per 8’x 8’ table. You can get at least two, or possibly all three, performance rounds in before lunch.

Once the team finishes its first performance round, that is usually a good time to schedule some of them at one of the judging stations.  

Use only the best round to score each team and to seed teams into the elimination rounds.  This allows teams to have a catastrophe occur on one or even two of their rounds without it affecting their overall performance during the day.

7.5.2 Seeding

Providing exact instructions for seeding is difficult because much depends on the number of teams you have.  Here is an example of a 65-team tournament bracket. The first picture is the seeding of all 65 teams. The top team from each round then advances. That is shown in the second picture.
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Figure 12 Initial Seeding into an Elimination Round, Large Tournament
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Figure 13 Next Stage of Elimination Round, After Figure 12
In general, seed the highest teams against the lowest teams.  If you have a tournament that is not an even power of two, you'll need to have some byes in your opening rounds.  Highest seated teams should get the byes.

Tiebreakers will be needed for seeding. Decide on the process beforehand. Usually this will be some aspect of the challenge that one team did better than the other.

8 Technical Judging Station

8.1 Principles

In the technical judging area, you want to maximize the interaction between the judges and the kids.  This is an opportunity for the kids to demonstrate how much they have learned, and for the judges to provide some ideas to the kids as well.  

Technical judging should be free from distractions.  However, observers are certainly allowed to view the judging from bleachers, areas off to the side, etc., as long as they do not participate.
You must work hard to find qualified, and diverse,  people with technical backgrounds as judges. Train the judges for consistency.

Get an assertive head judge.
8.2 Room requirements

The technical judging area can be a multipurpose room, an auxiliary gym, a large classroom, etc. You need space for a competition table (4' x 8'), space to check teams in, some space to wait, and space around the table.  If you put lights on the top of the table, make sure the ceiling is high enough.  

Similar to the On Deck Manager in the performance area, the technical area should have a Technical Judging Coordinator.  The Technical Judging Coordinator keeps the area running on time.  In a large tournament, the Coordinator should have a radio as well.  You also need a volunteer at the check-in area, with a schedule.
8.3 Technical Registration Station Instructions

· Check off teams as they show up for their judging. 

· Make sure they have their program, either:

· On a laptop with them.

· As a printout.

· On a floppy disk.  
· Have them wait in the waiting space set up until the judges are ready.

· After judging is complete: 

· Make sure judges turn in their list of finalists quickly.

· Make sure judges turn in their score sheets.

8.4 Head Judge Responsibilities

The head judge is really more like a head referee then an on deck manager.  The registration person should really handle the duties of making sure teams are there, etc.  The head judge is checking to make sure the quality of the judging stays consistent.  They should look at every robot in every judging round, ensure judging consistency, resolve judging issues, help keep criteria straight, act as a tiebreaker, encourage the judges, make sure the teams are having a good time, and walk through with the judges at the end to ensure that all of the candidates are considered. The head judge is the only judge that sees all the robots so they can help judges in their selections of finalists.

8.5 Scheduling

The technical judging should be prescheduled.  During this time, the teams are judged for the three technical areas: mechanics, innovation, and programming.  Allow 15 minutes per team.  

For a large tournament, you need to start judging teams as early as 15 to 20 minutes after registration, which may mean an hour or so before the performance rounds start.  Judging times really control the overall length of the tournament, so you don’t want to run behind schedule -- shortening the judging time only shortchanges the students.  Again, look at the sample detailed schedule provided earlier in this manual.
8.6 Tables

The tables you use in the judging area should be identical to the tables you use for performance rounds.  Otherwise, the robots may not perform the same.
8.7 Scorekeeping and Data Entry

A computer in the Judge’s room could be used for data entry of judging scores. Refer to Section 7.4.5 for availability of the scoring software.

Presentation Judging Station

8.8 Principles

As with the technical judging, you want to maximize the interaction between the judges and the kids in the presentation judging.  The presentations allow the students to demonstrate how much they have learned about the science that underlies the challenge.
Presentation judging should be free from distractions.  However, make sure there is an adequate area for observers to watch.
Work hard to find qualified people in the particular scientific area being studied for the current year’s challenge (volcanoes, Arctic regions, etc.).
8.9 Room Requirements

Like the technical judging, you need to have a Presentation Judging Coordinator to make sure things run smoothly in the presentation judging area.  You need to have a check-in area or table. Either the Presentation Judging Coordinator or the check-in volunteer needs to have a radio to communicate with the runners in the pit area.

A theatrical presentation space such as an auditorium is ideal.  You can also use a large classroom.  In either case, the judges should be close to the students so they can easily ask them questions and see any materials they bring.
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Figure 14 Sample Presentations

8.10 Presentation Registration Station Instructions

· Check teams in as they show up. 

· Tell them which room they are in if you are using multiple rooms.

· Have teams wait in the hallway until the judges are ready. 

· After judging is complete:

· Make sure judges turn in their lists of finalists quickly.

· Make sure judges turn in their score sheets.

8.11 Head Judge Responsibilities

The head judge is really more like a head referee then an on deck manager.  The registration person should really handle the duties of making sure teams are there, etc.  The head judge is checking to make sure the quality of the judging stays consistent.  They should look at every performance, at least briefly, every round, ensure judging consistency, resolve judging issues, help keep criteria straight, act as a tiebreaker, encourage the judges, make sure the teams are having a good time, and walk through with the judges at the end to ensure that all of the candidates are considered. The head judge is the only judge that sees all the teams so they can help judges in their selections of finalists.
8.12 Scheduling

Scheduling issues here are the same as they are for the technical area.  Allow 15 minutes per team – three minutes for the actual presentation, plus a maximum of another 10 minutes for the judges to interview the kids.

The performance area schedule should mesh well with the technical judging and performance area schedules. Make sure you allow enough time for the teams to get from one area to the next.  In other words, if you schedule a team for performance judging at 10:15 a.m., don’t schedule their next event for 10:30!

8.13 Scorekeeping and Data Entry

A computer in the Judge’s room could be used for data entry of judging scores. Refer to Section 7.4.5 for availability of the scoring software.

9 Judging and Scoring

9.1 Principles

As we have already stated, you want to maximize the interaction between the judges and the kids, so you will need to work hard to find qualified people with relevant expertise.

Nevertheless, you must still provide training for judges, and you should try to get a diverse set of judges.

Make sure that kids, coaches, and judges all have the same, clear understanding of award criteria.  Understanding the criteria drives improvement.

9.2 Master Score

The discussion in this version of the manual is based on the 2000 awards. It will be updated for the 2001 awards. The 2001 awards are slightly different which may change the number of categories in the master score.

9.2.1 Components (General Description)

· Each team receives a rating in each of 6 categories:  Performance, Mechanical Design, Programming, Innovative Design, Gracious Professionalism, and Presentation.  The rating or award levels are:  Finalist, Gold, Silver, or Bronze.

· Each level (gold, silver, etc.) is assigned a point value.

· All input should be complete by the end of the performance (seeding) rounds.  Point values are totaled for each team.  This is called the team’s Master Score.

· Master Score determines which teams advance from a regional tournament to the state tournament.  

· Master Score also determines the type of overall tournament medal each team receives – Gold, Silver, or Bronze.

· Every team member from every team receives an overall tournament medal.

9.2.2 Performance Scoring 

The performance scoring differs from the technical judging and presentation judging.  During the performance rounds, teams receive an objective score based on their mission results (how many points they score).  The head referees need to convert these scores to a gold/silver/bronze structure by collecting each team’s best performance score and rating them on a curve.  The breaks between finalist/gold, gold/silver and silver/bronze are based on jumps in the scores and leave approximately one third of the teams in each gold, silver and bronze. Only a couple of teams should be considered finalists. This judging process will be further refined in 2001. This is clearly more of an art than a science, but curves are often used in grading.
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Figure 15 Sample Master Score

9.2.3 Advancement to next tournament round

In each category, we use the following numerical values for the awards:

	Finalist
	20 points

	Gold
	18 points

	Silver
	11 points

	Bronze
	5 points


Table 5 Point Values for Award Categories

This geometric progression allows for sufficient separation of the scores and gives a good range to the overall scores.  Finalist means that the team advanced to the finals for a particular judging category.  This scoring system does need some work for 2001, as Finalist for the performance area was a bit contrived.  (In Minnesota we awarded Finalists approximately to the top 4 scores.) Below is a sample Master Score list: [image: image19.wmf]Team#
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Figure 16 Sample Master Score

9.3 Officials

There are two types of tournament officials:  referees and judges.  Referees wear an actual black and white referee shirt and work the robot missions in the performance area.  Judges handle the subjective awards in the technical and presentation areas. You need the following volunteers for refereeing and judging:

· Referees

· You need 2 referees per table.  (Remember that each performance table has one team on each side.)

· Referees oversee the actual running of the robots on the table. 

· In large tournaments, tables run continuously throughout the day.  

· Referees MUST KNOW the rules extremely well.

· Referees MUST be consistent in rulings

· Judges

· There are five judged award categories in 2000 (mechanical design, programming, innovation, presentation, and leadership). 

· Try to have at least one judge per award category, preferably two.  If you have multiple judging rounds (which you have in tournaments with more than 16 teams), you need one or two judges per award per judging group.

· Technical awards require judges to have technical expertise.
9.4 Awards

In this section we discuss the awards and the award criteria, based on the process we used in 2000.  We are developing a better judging form for 2001.  (An example is shown later.)  Our website (www.hightechkids.org/fll) will contain complete, new judging forms for the 2001 season.  Check there often for updates.

9.4.1 Finalists

We use a fairly structured process for judging in Minnesota.  We feel this is necessary for a couple of reasons.  First, at large tournaments it's impossible for a small number of judges to fairly assess all teams.  Also, the interaction between adult technical experts and kids is a major benefit of an FLL tournament.  Consequently, it is important to give judges clear training about what the awards are, what criteria should be used, etc.

In smaller tournaments, one team of judges can judge all the participants.  In larger tournaments, multiple teams of judges are needed.  The following figure illustrates the judging structure for a 64-team tournament.
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Figure 17 Multiple Round Judging Format
The judging process consists of these steps:

· Judges assign a value of 1-10 to each team in their group.  These values are assigned subjectively. 

· Each judge fills out at least one yellow “stickie note” with praise (and maybe suggestions).  All notes should be put on a sheet of paper to be given back to the team as feedback.  These sheets should be included in the envelopes that contain the team’s medals that you hand to the coaches at the end of the day.

· After judges have seen their entire group, they rank their teams and adjust scores as necessary.

· Judges pick one finalist (the best team) for their respective award categories.

· Judges then roughly break the remaining teams into 3 groups -- Gold, Silver, and Bronze.

· Data entry volunteers then enter each team’s score (F,G,S,B) for each award category into their station’s scoring computer.
9.4.2 Judging Assignments

Ideally you will have two judges per awards per judging group.  For large tournaments where you have multiple groups of judging, this can add up to a lot of judges.  Having one judge per award per group will work fine, but for state tournaments especially, two would be preferable.

9.4.3 Judging Forms

Here is a sample judging form from 2000:

[image: image21.wmf]2000 MN FLL Judging Sheet

  

Team #           _________

School Name __________________________

Team Name ___________________________

Category:  Innovative Design

  

Result:  Finalist     

Gold

Silver

Bronze

Numerical Score (1-10)

___________

FLL Description: Awarded to the team displaying the most creative/inventive overall robot design and that

displays "out-of-the-box" thinking. It makes you say, "Cool!"

Criteria

:

We are looking for creative use of the mechanical design criteria.

Value simplicity and simple elegance every bit as much as complex creations

Drive mechanism

·

 

Clever or creative use of gearing

·

 

Drive mechanism matches with name/function of robot

Arm mechanism

·

 

Creative way to carry or lift objects

·

 

Multiple or detachable arms

Use of sensors

·

 

Use of a sensor in an unusual or a non-traditional way

·

 

Use of sensor integrated with theme

Chassis design

·

 

Look of design (is it a theme, form follow function, etc.)

Questions to ask:

1.

 

What do you like best about your design?

2.

 

What is original about the design?

3.

 

What ideas did you come up before you built your robot?  Did they work?

4.

 

What did you do to improve the design to make it work even better?

5.

 

What's the cool stuff you did in your design

6.

 

 What do you think you did that you don't think anyone else thought of?"


Figure 18 Sample 2000 Judging Form, Each Judge had one for Each Team

9.5 Technical Station

This section contains criteria and questions that judges used for the 2000 awards, with the exception of the mechanical award, which is the draft 2001 form. However, Minnesota is developing a new, more formal, set of judging forms and criteria for 2001.

9.5.1 Mechanical Design (Sample 2001 Form)

This section does contain the draft judging form for mechanical (called robust) design for 2001.  The intent of the new forms is to give teams more feedback on their design and to make it easier for judges to consistently judge teams.

[image: image22.wmf]Mechanical Design

Team #  

231

Team Name

Caseys

School/Org Name 

Mudville

Scoring Group

Green

Award Objective:

This award evaluates the mechanical design of the robot. Criteria includes

a solid and reliable design, use of gears and sensors, and use of sound

mechanical design principles.

Scoring Elements

Indicate with check approx range of team in criteria

1. Stuctural Design

Poor

Excellent

Score (1-20):

Strength to Weight 

No parts falling off 

Modular 

Stable 

Handles environmental variation 

Comments:

2. Locomotion

Poor

Excellent

Score (1-20):

Speed appropriate to task 

Controllable,  repeatable 

Precise 

Is MECHANICALLY capable of task 

Drive train is solid  

Comments:

3. Manipulation

Poor

Excellent

Score (1-20):

Manipulators appropriate for task 

Is MECHANICALLY capable of task 

Maintains balance and stability 

Controllable,  repeatable 

Precise 

Comments:

4. Navigation

Poor

Excellent

Score (1-20):

Is MECHANICALLY capable of task 

Sophistication of control 

Controllable,  repeatable 

Little wasted motion 

Precise 

Comments:

5. Overall Design and Integration

Score (1-20):

Poor

Excellent

Design consistent with team's plan 

Design consistent with team's scoring plan 

Shows systems thinking 

All elements work well together 

Comments:

Total:

0

version:draftB

Judges initials

(100 max)


Figure 19 Draft 2001 Judging Form

9.5.2 Programming

High scoring teams use software to enable the robot to achieve it’s full potential.

Here is the FLL description:  “A program is to a robot like an education is to a human --each equips its owner to understand its situation and respond in a way that promotes success...”  This award goes  to the team whose program most elegantly bridges the gap between robot hardware and team strategy.

Criteria:

· Navigation

· Program using sensors

· How did the programming make navigation easier?

· Did the program compensate for mechanical inaccuracies?

· Manipulation

· Program to carry gas sensor and crates/scientist

· Programming Style

· Use of advanced features

· Code reuse (subroutines, repeated use of code sequences, etc.)

· How well the programmer understands the language and the code they wrote

· Code simplicity (ease in maintaining and debugging)

· Integration of program and mechanical design

· Questions to ask:

· Tell me what your team liked best about programming the robot?  

· Was it easy or hard? Do you wish you could have done other things when you programmed the robot? 

· Did the team use sensors? If so, what role are they playing in the robot?

· How easy or hard was the program to maintain?  Did it crash – or did it work the way the team intended?

· Did you reuse any of the sections?  Did this work okay, or did the team have problems?

· How did you decide when and how to change the software?

9.5.3 Innovative Design

High scoring teams here to take a different approach than other teams, but still have the potential to score well.

Here is the FLL description:   “Awarded to the team displaying the most creative/inventive overall robot design and that displays "out-of-the-box" thinking.  It makes you say, "Cool!"”

Criteria:

· Creative use of the mechanical design criteria. 

· Simplicity and simple elegance – value them every bit as much as complex creations. 

· Drive mechanism

· Clever or creative use of gearing. 

· Drive mechanism matches with function of robot. 

· Arm mechanism

· Creative way to carry or lift objects.

· Multiple or detachable arms.

· Use of sensors

· Use of a sensor in an unusual or a non-traditional way. 

· Use of sensor integrated with theme.

· Chassis design

· The look of the design (is it a theme, form follows function, etc.).

· Questions to ask:

· What do you like best about your design?  

· What is original about the design?  

· What ideas did you come up with before you built your robot?  Did they work?  

· What did you do to improve the design to make it work even better? 

· What's the cool stuff you did in your design?

· What do you think you did that you don't think anyone else thought of?

9.6 Presentation Station

9.6.1 Presentation

Here is the FLL description:  “The objective of the presentation award is to create a well-rounded team, which understands the underlying science behind the FLL robotics challenge.”  (Fred – is this where the quote ends, or after the next sentence?)  This makes the FLL challenge similar to the types of challenges engineers and scientists face every day.  Teams have up to 3 minutes to make their presentation to the judge(s).  Teams may bring props, artifacts, journals, displays, or anything else that they feel adds to the presentation.
Criteria:

· Content (based on 2000 Volcanic Panic)
· How accurate was their volcanic research?

· Did the team make any mention of what would be in the samples?  What type of gases are they trying to sense with the gas sensor?

· Did the team talk about how to predict volcanic activity?

· Did the team use what they learned about volcanoes?  Did it affect the way, or order, in which they performed their missions within the challenge?  How?  Did it affect how they built their robot?

· Was there a clear development of a hypothesis backed by research?  Were there indications that the team had clear steps in their research?
· Presentation

· Does the presentation have a clear beginning, middle, and end?

· Did the team present the information in a way that indicated that they understood it?

· Quality of delivery (clear and understandable speaking).

· Did the team show teamwork during creation of and delivery of presentation?

· Journals

Some teams may have kept a journal.  Make sure you look at it.

9.6.2 Against All Odds

Here is the FLL award description:  “Incredible odds can be overcome if we just never give up, no matter what.”  This award goes to the team who rises from the worst situation to improvise, adapt, overcome, and still make a respectable showing.  This award is judged by questioning the kids on obstacles that they had to overcome.
9.6.3 Gracious Professionalism

Here is the FLL description:  “Awarded to the team which best exemplifies the meaning of teamwork.  Members of this team should show outstanding teamwork skills while solving problems at the competition, or when completing the Challenge.”  
This should truly be a teamwork award; the Gracious Professionalism Award refers to the team’s  conduct with their teammates and competitors during the tournament.

Criteria:

· Journal
· Some teams may have kept a journal.

· Make sure you look at it if it is relevant.

· Teamwork solving the Challenge 

· Did every team member have a role?

· Did every team member participate?

· Did the “lead” member do everything (not so good) or did the “lead” member make sure everybody had something to do (better)?  

· Were the kids self-motivated or did the coach direct the solution?

· Did the kids do the problem or did the coach?

· How did the kids go about solving the challenge?

· Did your first ideas work, or did you have to change them?

· How did you make decisions?

· Teamwork at the competition -- Do the kids seem to act as a team or do a few kids dominate?

· Coach’s Input -- Ask the coach directly how the kids worked together.

· Additional questions

· Did each person have a job? 

· How did they tie jobs together 

· How did you choose your job 

· What was your coaches job

· What was the biggest challenge in your team?  How did the team work together to resolve that challenge?

· What does teamwork mean to you?
9.7 Other Awards

9.7.1 Team Spirit 

The best group to decide on team spirit is the referees as they are in the middle of the action all day.

Here is the award description:   “Some teams really know how to go overboard.  Their community knows them well.  They’re loud, they’re bright, they jump around, and their high-fives really sting.  They may rock the boat sometimes, but they always rock the house.”  This award goes to the team who most enthusiastically demonstrates a commitment to getting others to see how accessible, fun, and rewarding science and technology can be, especially when you’re part of a great team.

9.7.2 Director's Award

Determining the Director’s Award is a difficult, but very important, process.  First you must decide on which teams you would consider finalists for this award.  The process used in Minnesota is to look at the master score and choose some of the top scoring teams, once that score gold in all areas.  The Director’s award does not have to be the top scoring master score team but should be ranked near the top.  We create a group of select judges then interview the top three or four teams that have been selected as Director’s Award finalists.  From this group, the winner is picked.  Teams are interviewed for this process during the final tournament elimination round.  Usually the interview occurs after they are eliminated from contention.

Here is the FLL description:  “This is FLL’s most prestigious award, presented to the top team who, throughout the tournament, is the most well rounded, demonstrates leadership skills, and is determined to be the strongest in all categories combined.”  Typical documentation may include photos, photo albums, journals, and written chronicles.

Criteria:

· Involvement by others -- How did they get others involved with FLL (school, administration, community)

· Teamwork solving the Challenge 

· Did every team member have a role?

· Did every team member participate?

· Did the “lead” member do everything (not so good) or did the “lead” member make sure everybody had something to do (better)?  

· Were the kids self-motivated or did the coach direct the solution?

· Teamwork at the competition -- Do the kids seem to act as a team or do a few kids dominate?

· Coach’s Input -- Ask the coach directly how the kids worked together.

· Results of robot -- All other things being equal, well performing/high scoring teams get more consideration.

10 Awards Ceremony

10.1 Principles

Here are some key points to remember for the awards ceremony:

· Begin the awards ceremony quickly after the competition is over.

· Keep the ceremony moving along.  People are tired.

· Make sure you have an enthusiastic Master of Ceremonies.

· Make sure you recognize and thank volunteers, coaches, and parents -- and the kids, of course!

10.2 Award Ceremony Details

The awards ceremony is the wrap up to your event.  It is an opportunity to honor participants and volunteers, in addition to award winners.

The awards ceremony should be held in a place that can hold all the tournament attendees.  This may just be the performance area or maybe a large auditorium at your venue.  Make sure you have a good sound system so everyone can hear the announcer.

The awards ceremony should be held as soon as possible after the end of the final performance run of the day.  Depending on whether you have a large or small tournament, the length of time for the awards ceremony will vary but shouldn't exceed 30 minutes.

The process we have used is to make some general announcements thanking everybody and making sure we congratulate all the teams that showed up, as they are the true winners.  We then have an envelope for each team, which has been stuffed with the number of medals that that team will receive.  We have the coaches come and pick up the envelope for their team but keep it sealed until after the awards ceremony.  This envelope also has a sheet containing the master score.  Volunteers in the judge’s room during the final performance rounds have stuffed these envelopes.  If you are giving out different color medals, you will need the master score to determine which teams get which color.

The awards are then given out.  Have the team come up and accept the award.  Save the Director’s Award for the end.  Once the Director’s Award is given out, the coaches can open up their envelope and give the kids their medals.

11 Media and VIP Relations

11.1 Pre-tournament

Create a press release -- or even better, a press kit -- and send it to the local media about a week before the tournament.  TV specials often need at least that amount of time, and local news shows sometimes won’t decide until that day.  If at all possible, send a press release to someone you know, not just to a general information desk.  This will greatly improve your chance of getting coverage.

The press release can be fairly simple -- just highlight the facts, and include a listing of all the schools/teams participating.  Local newspapers are often interested if one of the local schools is participating.  Make sure you include a contact name on the press release.  FLL is very popular with the media.  Also, LEGO is a big name, and the tournament is a fun activity that plays well on TV.

11.2 Media Room and materials

Have a room reserved for media people that is close to the performance area.  Assign a volunteer(s) to staff this room at all times.  Have these items in the room:

· Fliers and fact sheets.

· Tournament programs.

· Food.

· Videotapes and/or press releases or press kits.

· Someone with a radio who can summon the Tournament Director or other people to interview.

For small tournaments, you don't need to go to this extreme -- but do take care of the media.  Remember that media people have deadlines, so try to be aware of and respect the deadlines.  If possible, fax results to the media to meet the TV/press room deadline, even if they are incomplete.  Explain the program and its objectives clearly and succinctly.

11.3 VIPs

A VIP is anyone you think is important to you and your program.  VIPs include school officials, financial sponsors, company executives, potential donors, potential participants, or any number of other people.  If you are expecting officials, executives, sponsors, or other potential donors, reserve parking spots for them as close as possible to the building, have someone greet them and show them around, and have a room where you can talk quietly at some point.  

It will be hard to get them out of the performance area, so remember to bring them to all judging areas. 

If you need to raise money, there's no better way to demonstrate the value of FLL than to bring people to a tournament and have them talk to the kids. 

12 Misc. Issues

12.1 Key people and How They Communicate

Unless you are running a small tournament, it is a good idea to have your key people in radio communication with each other.  These people include:

· Tournament director

· Presentation judging station registration

· Technical judging station registration

· Front desk registration

· On deck manager 

· Pit runners

12.1.1 Front Desk Registration Instructions

The person running your front desk registration is an important person.  They must know the schedule, where everything is, and keep track of teams as they come in to register.  Chances are some teams won't show up and you want to know that as soon as possible. Duties include:

· Check off teams as they register. 

· Collect the registration form and stack them all together. 

· You should have publicity release forms for all teams.

· Verify the number of overall tournament participation medals they need (1 for each team member).

· Verify that they have paid.  

· Give teams a tournament day program and an FLL program (one of each program per team).

· Tell the teams where the pits are.

12.2 Handling Scoring or Judging Disputes

Make sure that you have clear rules for “do overs” in the performance area.  In other words, will there be any cases where you will allow a team to restart or hold up the performance?  Will you allow timeouts?  Make sure all the referees and coaches understand the policy before hand.

Make sure you enforce who can be at the table and how far the rest of the team must be from the table.  Have a clear policy on coaches in the performance area.  We recommend that coaches must remain behind the barriers and not be allowed at the performance table.  This is the kid’s competition, not the coach’s.

You should have a head referee who is not responsible for a particular table but oversees all the tables.  This person should resolve all disputes regarding scoring at the performance tables. That will allow consistency.
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2001 Small Regional Tournament Budget







12-20 teams







budget assumes 20 teams/200 kids







5/13/2001







Non-







Expense Item







Recurring







Recurring







Comments







$4,875







$2,550







$2,325







*







Rental for site







$0







assume no rental fee







Custodial Labor







$500







Supplies for maintenance







$300







paper, cleaning supplies, etc.







*







Security







$0







*







Rental of stage/stanchions







$0







Extension cords/







$75







Food for judges/volunteers







$200







Judges/Volunteers T-shirts







$100







Audio/Video setup







$500







camera for 1 table







Medals- participation







$500







200x$2.50







*







Photographer/pictures







$0







*







DJ







$0







*







Health Aide







$0







Trophies and awards







$300







1 trophy per category







FLL Banner







$250







Merchandise







$250







50 T-shirts @$5







*







Concession Food







$0







Materials for tables







$200







$1,500







3 competition tables @$500







Office supplies







$50







Printing







$150







programs, etc.







$1,200







Income







$1,200







$0







Merchandise Sales







$500







50 T-shirts @$10







Concessions







$0







Registrations fees







$700







20 teams @$35







3,675







$        







 







Total Cost







$1,350







$2,325







*







Indicates optional












