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0 Introduction 
The goal of the RoboFetz event is to provide an exciting and safe experience for students at TU 

Wien. The following pages therefore describe the jury’s tasks and evaluation guidelines, as well 
as the regulated procedure for a match.  

The jury consists of 3 members who evaluate the match independently of one another and 
award points. In an effort to add an element of consistency among all the Judges, this docu-

ment describes the judging criteria. 
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JUDGING CRITERIA 

1 Judging Criteria 
The judges award points for three criteria:  

• Damage   5 Points  

• Aggression  3 Points  

• Control  3 Points  

Each of the criteria listed should be considered as independently as possible. 

1.1 Damage 
Each robot has several systems: a weapon system, a mobility system, an amor system, and 
possibly others. 

The “Damage” criterion is used to assess how these systems have been compromised in com-

bat. Has one of the systems ceased to function entirely, or has its effectiveness merely been 
reduced? This results in two levels within the damage category: 

• Functionality: One of the systems has been completely rendered inoperable. For ex-
ample, the weapon system has been disabled; the armor being damaged to the point 

where it no longer provides protection; the robot was hit so hard that the cables to the 
drive motors came loose and the robot can no longer move. 

• Effectiveness: To what extent has the system been affected by the damage sustained? 
Examples: A robot with a saw blade as a weapon can lose a single tooth and still operate 

effectively. It has thus lost virtually none of its effectiveness. A robot with two wheels 
can only move one of them slowly. It thus loses a large part of its mobility. Armor that 

has been slightly nicked is still more effective than a hole in it. 

1.1.1 Damage Matrix A-B 

  Robot A 

 Damage massive significant moderate minimal 

Robot B 

massive - 3-2 4-1 5-0 
significant 2-3 - 3-2 4-1 
moderate 1-4 2-3 - 3-2 
minimal 0-5 1-4 2-3 - 
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JUDGING CRITERIA 

In the event of a tie, the robot that caused more substantial damage receives 3 damage points. 
If only cosmetic damage occurred, the robot with the fewest "scratches" receives 3 points. 

Only damage sustained in the match being judged is evaluated! Even self-inflicted damage re-

sults in points for the opponent. 

A robot with multiple weapon systems that competes with a defective weapon automatically 
receives a "massive damage" rating from the judges. 

1.1.2 Definition of Damage 
Minimal:   Functionality and effectiveness are not impaired. 

Moderate:  The effectiveness of one of the robot’s systems is reduced. 

Significant: System functionality is lost or the effectiveness of at least two of the 
robot’s systems is reduced. 

Massive:  Functionality of at least two systems is lost. 

1.2 Aggression 
A robot’s aggression is assessed based on the frequency, severity, and boldness of its deliber-

ate attacks on the opponent. 

• Frequency: Number of attacks during the fight, even if the opponent dodges.  

• Severity: How intense are the attacks? Is the opponent only lightly touched, or is the 

weapon’s full potential utilized? 

• Boldness: Is an attack carried out even if it could result in self-inflicted damage? 

1.2.1 Aggression Matrix A-B 

  Robot A 

 Aggression minimal moderate significant 

Robot B 

minimal - 2-1 3-0 

moderate 1-2 - 2-1 

significant 0-3 1-2 - 

1.2.2 Definition of Aggression 
Minimal:   Bot waits for its opponent to come to it, or else actively avoids contact 

with opponent (except when resetting or spinning up its active weapon). 

Moderate:  Bot occasionally demonstrates boldness and/or intent by utilizing its ac-

tive weapon or ramming to attack the opponent. 
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JUDGING CRITERIA 

Significant: Bot shows frequent demonstrations of boldness and/or intent by utilizing 
its active weapon and/or ramming to attack its opponent. 

Whether the weapon is still functional or not has little influence on the aggression rating in and 
of itself. If a Bot has a functional weapon but never uses the weapon, or uses it only with little 

effect, that Bot should not receive more than 2 points. 

1.3 Control 
Several factors are taken into account when assessing control. 

• Is the opponent attacked in a targeted and planned manner? 

• Can the opponent’s weapon be evaded? 

• Does the robot often collide with the boards in an uncontrolled manner? 

• How skilled is the pilot? Can damage be offset by good control? 

• Can the robot only drive straight ahead (can it even drive well at all), or can it also per-
form complex, deliberate maneuvers to gain an advantage? 

1.3.1 Control Matrix A-B  

  Robot A 

 Control minimal moderate significant 

Robot B 

minimal - 2-1 3-0 

moderate 1-2 - 2-1 

significant 0-3 1-2 - 

1.3.2 Definition of Control 
Minimal: Bot is rarely able to initiate physical or weapon contact with, and also 

avoid attacks from, its opponent. It crashes into the boards or arena 

weapons without control.  

Moderate: Occasionally, the bot deliberately uses its weapon to attack the opponent 
and manages to dodge the opponent. 

Significant: The robot moves through the arena with control, thereby securing a better 
position to frequently attack and dodge the opponent 
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MATCH PROCEDURE 

2 Match Procedure 
A match lasts three minutes but may be decided early by 2.3.1 Knockout, 2.3.2 Technical 

Knockout or 2.3.3 Tap-Out. If a duel lasts the full three minutes, the winner is determined by a 

2.3.4 Judges’ Decision. 

2.1 Start of the Match 
Prior to the start of the match, each robot must be completely stationary and entirely inside its 

assigned starting square. The match is officially started by the announcer. From this moment 
on, the robots are permitted to move. 

2.1.1 Match Readiness and Entry Requirements 
Matches take place at scheduled times that will be communicated to the teams in advance. If 

a team fails to enter the arena within 3 minutes of their designated start time, they forfeit the 
match, resulting in an automatic win for the opponent.  

A robot may compete in matches as long as it has a functioning drive system and at least one 
operational weapon system. The remaining weapon system must independently satisfy all 

criteria for a valid weapon. If any of these requirements are not met at the beginning of the 

match, the bot immediately forfeits the fight. 

2.1.2 Safety 
The mechanical safety device may only be removed immediately before the match begins in-
side the arena. The robot may only be powered on once inside the arena. 

2.2 Actions During the Match 

2.2.1 Count 
The referee, together with the judges, actively oversees the fight and uses an audible count to 

keep track of time, counting down from ten or five at approximately one-second intervals. A 
count must always be followed by an action, such as a knockout or a referee stoppage. 

2.2.2 Pinning, Lifting, Grappling 
A robot pushes its opponent into the corner, lifts it up, or holds it in place with its weapon, 

thereby immobilizing it. After a count of 5, the command “Trennen!” (separate) is given:   

The attacker must immediately release the opponent and move to the opposite side of the 
arena. The defending robot remains in place but may reposition itself. As soon as the attacker 

is ready on the other side, it resumes the fight independently by shouting “Weiter!” (continue) 
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MATCH PROCEDURE 

After a successful and deliberate hold, a point is awarded in the “Control” category to the at-
tacking robot (up to a maximum of 3-0). If the attacking robot releases the opponent before the 

count ends or if the opponent is able to free themselves, the match simply continues. 

2.2.3 One Robot is Stuck 
A robot is defined as stuck if it becomes entangled in a non-maneuverable part of the arena, 

the environment, etc., and can no longer continue fighting on its own. In this case, one point is 
deducted from the stuck robot’s “Control” category (up to a maximum of 0-3). 

The referee will inform the opponent that they must attack the stuck robot. The opponent must 

do so within the next ten seconds, with the aim of restoring the robot’s mobility. 

If the opponent no longer wishes to touch the stuck robot, or makes only very hesitant attempts 

to restore its controllability, the opponent will have one point deducted from the “Aggression” 
category (maximum deduction: 0–3). 

2.2.4 Manual Intervention for Stuck Robots 
If both robots become so entangled that they cannot free themselves, or if a single robot re-

mains stuck despite the opponent’s attempts to free it, the judges and announcers will inter-

vene. Provided it is safe to do so, and the match began less than two minutes ago, both robots 
will be reset, and the match will be resumed by the announcers. The clock will be paused while 

the arena is opened and the robots are reset to their starting positions 

2.2.5 Inactivity 
The robots must continuously attempt to make physical contact with each other. If a jury mem-
ber determines that the robots are avoiding contact or are no longer capable of carrying out 

attacks, a count of 10 will begin. If no attack occurs by the end of the count, the decision re-
garding the winner rests with the jury (see 2.3.4 Judges’ Decision). 

2.2.6 Incapacitated Robot 
As soon as a robot is deemed incapacitated, a 10-second countdown begins to count the robot 

out. A robot is considered incapacitated if: 

• All of its weapons are no longer functioning properly and it can no longer move in a con-

trolled manner. 

• It ends up lying on its roof or on its side, and realistically there is no longer any way for it 
to get back on its feet and regain control. 
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• It is thrown out of the arena. In this case, the robot loses immediately by KO or TKO (2.3.1 
and 2.3.2), unless it has a special, non-destructive mechanism to return to the arena on 

its own. The robot also receives a 10-second count for this attempt. 

The opponent always has the option to wait out the count, continue attacking the defenseless 
robot, or even help it back up. If they do not intervene, they face no penalties or point deduc-

tions. However, significant physical contact interrupts the ongoing count and resets it to 10. 

Once a count has started, the following events may occur: 

• Only one robot is counted out. At the end of the count, the robot loses by KO or TKO. 
(2.3.1 and 2.3.2) 

• The fight ends before the count expires (“Saved by the bell”). The robot does not lose 

the fight; a jury decision is made. (2.3.4) 

• Both robots are counted out simultaneously, and the count ends for both. In this case, 
a judges’ decision is made (2.3.4). It does not matter whether the count begins simul-

taneously or at different times. 

2.3 End of the match 

2.3.1 Knockout 
If a robot is incapacitated for 10 seconds without external intervention due to an attack by the 

opponent, this counts as a victory by KO. 

2.3.2 Technical Knockout 
If a robot is incapacitated for 10 seconds without external intervention and, in the opinion of 
the judges, this inability to move is not caused by an action of the opponent, the opponent wins 

the match by TKO after the count ends. 

2.3.3 Tap-Out 
The operators of a robot decide to discontinue the match and concede victory to the opposing 
team. The decision to forfeit must be announced clearly and loudly while simultaneously re-

moving their hands from the remote control. A forfeit is not permitted during the knockout 

phase of the tournament. 

2.3.4 Judges’ Decision 
If a match is not decided by other means, the winner will be determined by the judges based 
on the criteria of damage to the robot, aggressiveness, and control of the robot. 
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2.3.5 Proof of Functionality 
If both robots are mobile at the end of the match, they have the opportunity to demonstrate 

their mobility and weapon operation before being removed from the arena. This allows the 

judges to observe the full range of functions of each robot. Teams are encouraged to demon-
strate their functionality to improve the accuracy of the judges’ damage assessment. 

3 Judges 
• Must judge fairly and independently according to the rules 

• Judges may talk to one another during or after the match, discuss actions, etc., but may 
not discuss the points they have awarded with other judges. The scoring may only be 

discussed after their decisions have been publicly announced. 

• Give instructions to the teams and the announcer during the match 

• If jury members are unsure about the extent of the damage, they may verify this together 
with the participants and the rest of the jury. 

• Judges may request proof of weapon functionality and mobility from the participants 

after the match, but before the arena reopens! 


