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Game Overview & Scoring
High Goals 

Figure 13: A High Goal with DiscsFigure 12: A visual representation of the 3-dimensional volume in 
which Discs are considered Scored in the High Goal 



Game Overview & Scoring
Low Goals 

<SC3> A Disc is considered Scored in the Low Goal for the 
Alliance corresponding to the color of the adjacent Barrier if it 
meets the following criteria:

a. Not fully supported by a Robot of the same color 
Alliance as the Low Goal.

b. At least partially contained within the vertical projection 
of the Low Goal (i.e., “breaking the plane” of the Low 
Goal). 

c. Not contacting any field tiles outside of the Low Goal.
d. Not contacting the Net.
e. Not contacting the High Goal, or any of the supporting 

structure underneath the High Goal.

Note: Discs which are Scored in a High Goal may not 
also count as being Scored in a Low Goal.



Game Overview & Scoring
Rollers 
The Roller use a “ratchet and pawl” - style mechanism for rotating
in predefined increments; they are not free-spinning. If assembled
correctly, a Roller’s Owned state should always be clearly visible
to a Head Referee.

If a Roller is “too close to call” between two states, then referees
are advised to give the “benefit of the doubt” to the color that is
within the two pointers. For example, in Figure 16, if either Roller
was positioned such that the color boundary was directly beneath
the pointer and it was “too close to call”, then it should be
considered Owned by the blue Alliance.

Figure 16: Example of Roller states



Game Overview & Scoring
Covered Tiles

<SC5> A field tile is considered Covered if it is being contacted by a Robot 
at the end of a Match.

a. A field tile may be Covered by both Alliances.

b. Each Alliance may only receive points for one Cover per field tile, regardless 

of how many of their Robots are contacting that field tile. 

c. The field tiles located in the Low Goals do not count towards Cover points 

(i.e., they will not be Covered by either Alliance). 

d. Covered field tiles are only counted for points at the end of the Driver 

Controlled Period.  They are not Scored at the end of the Autonomous Period.



Field Layout & Setup
Field Reset



Field Layout & Setup
Rollers and Q&A 1135

Answered by committee 

Questions: It is unclear from the field specifications in 
appendix A of the game manual weather this behavior is 
intended. Can the GDC please clarify if it is intended? 

Answer: Yes, the Roller in the linked video appears to be 
assembled correctly, and this is an intended function of 
the Roller design.



Field Layout & Setup
High Goal Chains



Endgame
G12 & Q&A 1110



Endgame
G12 & Q&A 1110



Vertical Expansion
<SG5> Vertical expansion is limited.  Robots may expand vertically 
within the following conditions: 

a. The Robot must not be contacting the gray field tiles in either 

Low Goal.

b. No part of the Robot may exceed an overall height of 24”. 

This height limit is a “virtual ceiling”, meaning that no part of 

the Robot may ever exceed 24” anova the foam tiles, 

regardless of Robot orientation. 

c. Any extensions or combinations of extensions above 18” 

must fit within a vertical cylinder 2” in diameter. 

d. There are no vertical expansion limits during the Endgame.

e. Robots may not contact the High Goal, Discs which are 

Scored in the High Goal, or the horizontal supporting 

structures directly underneath the High Goal. This rule applies 

to all times, regardless of Alliance / High Goal color.



Possession

<SG7> Possession is limited to three (3) Discs. Robots may not have greater-than-momentary Possession of 
more that three (3) Discs at once. Robots in Violation of this rule must immediately stop all Robot actions except 
for attempting to remove the excess Disc(s).

Note: This rule applies to both intentional and accidental Possession.

Violation Note: 

● Any intentional Violation by an Alliance who wins the Match will be considered Match Affecting.

● Egregious Violations, such as continuing to play other portions of the Game (e.g., Rollers or Endgame) 

without attempting to remove excess Discs for the majority of the Match, or “accidentally” Possessing an 

egregious amount of Discs, may also be considered Major Violations at the Head Referee’s discretion. 



General Game Manual Changes 
Major & Minor Violations



General Game Manual Changes 
Major & Minor Violations



General Game Manual Changes 
Update Frequency



General Game Manual Changes 
Field Consistency



General Game 
Manual Changes 
Pneumatic Parts Detail

i. Pneumatic components with identical SMC manufacturer 
part numbers to those listed on the VEX website.

For more detail regarding legal pneumatic components, 
see the Legal VEX Pneumatics Summary document:  
https://content.vexrobotics.com/docs/2022-2023/vrc-spin-
up/legal-pneumatics.pdf

https://content.vexrobotics.com/docs/2022-2023/vrc-spin-up/legal-pneumatics.pdf


Additional Game Resources
VR Skills & Hero Bot




