Robotic Day 2026

Ketchup House

Two robots compete in a store to collect more cans

1. Contest description

In this game, robots try to move as many ketchup cans as possible to their home lines. The cans are put into the store just
before the match; two at predetermined positions and five at random ones (and these will be also replenished when a robot
picks them).

Before each match, the participants place their robots on the starting position. Only then, the referees will deploy the
ketchup cans. The participant starts the robot on a referee’s signal. The task is to find and move ketchup cans so as much
as possible of them is located at the home line after the match end (the can must touch the line at least a bit). However,
only the cans outside the convex hull of robot projection will be counted at the end of the match. It is allowed to manipulate
all cans, including those the robots have already brought home.

Match duration is 3 minutes.

2. Robot

The robot is fully autonomous and must not be dangerous or excessively annoying.

Throughout the race (including the start) no external connection is allowed. Since the robot is prepared for start, it must
not be touched or interfered with in any way except starting until the referee allows so.

On its top side, an emergency switch must be located. By pressing it all actuation must be switched off. The switch must
be big enough and well distinct so that it can be easily recognized. It must be also easy to be reached and intuitively used.
A 10x7 cm space for sticker marking must be reserved on the robot’s top side.

Maximum size of the robot is 30(w)x30(I) cm. There is no upper limit on its height but the robot must be at least 1.5 times
taller than a can so that the opponent can distinguish it from the can. The construction of the robot must allow good
detection by the opponent (for example to be of solid body, not “mostly see-through”).

Every robot must pass the homologation to check it can score and avoids collisions with the opponent; collisions will lead
to penalties or even disqualifications. In the direction of its moving (including turning), the robot must not collide with the
opponent.

Standard Category: The robot may be constructed from arbitrarily chosen components.
Construction Kits Category: The robot may be built fully using only a pre-approved Construction Kit. For details, see
Construction Kits specific rules.

3. Playing field .l

The store is represented by a 7x7 grid of black lines with ca. 20 cm KETCHUP HOUSE
spacing. The lines are about 1.5 cm wide, store ground is white. M
There is about 30 cm free space around the store (yet there may be 7
some markings there).
Before the game, 7 cans are deployed. Two are located at D3 and 6
D5 positions, five randomly: four of them symmetrically to the store
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centre in columns C, D, or E, the fifth ketchup will be placed atone £|(5
of the remaining free places in columns C, D, or E. £ )ﬁ%’“
If the robot picks one of the randomly placed cans and departs with 7 |4 3
it for at least one square and the opponent is also at least one £ g
square away, new ketchup will be deployed at that position, up to  #{3 .
12 cans total. ) g

The robots start at positions A4 and G4. During the game, they may
move freely all over the store, not only following the lines. However,
if a robot leaves the Ketchup House mat as such, it is not allowed to
put it back.
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4. Ketchup

The ketchup is represented by tomato purée cans generally available in the groceries. They are roughly of this size:
diameter 5.5 cm, height 7.5 cm, weight 165 g. Can colouring is not defined.

version 2026/1 http://www.roboticday.org



