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Information + Getting Started

• Students are actively involved in fun learning opportunities to increase their knowledge and skills in entrepreneurship, 
engineering design processes, mechanical design, programming, and teamwork under the guidance of adult leadership.

• Students have ownership on how their team is run, and how their robot is designed, built, programmed, and utilized in 
match play.

• Students learn the most when they are given opportunities to test their own ideas, fail, learn from those failures, and try 
again.  While it may be easier or faster for an adult to solve the problem, the adult is missing a learning opportunity for 
a student.

• Adults can be a valuable resource and are encouraged to provide guidance when needed to help educate students on 
the thinking behind the problem solving, rather than solving the problem.  Areas with excess adult involvement can be 
transferred with the following progression.

1. Adults do a task & Students watch.  Adult explains rationale and process.

2. Adults do a task & Students help. 

3. Students do a task & Adults help. 

4. Students do a task & Adults watch.  Students explain rationale and process to others.

This guide includes expectations and examples of student-centered activities to provide transparency and to 
encourage student learning opportunities.  It does not encompass every possible scenario that my arise.  Participants 
will need to refer to the spirit of these examples to help interpret situations not explicitly covered.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults telling students which scoring 

strategies to use to influence robot 

design or providing step-by-step 

instructions on how to play in a match 

(driver or autonomous).

• Adults modeling for students how to 

organize game information needed to 

help influence robot design. 

• Adults organizing mock game scenarios 

to develop students’ teamwork and 

communication skills.

• Students watching the game video and 

reading the game manual to review 

robot criteria and scoring strategies. 

• Adults reviewing scoring techniques and 

reflection strategies with the students.

• Students agree on game strategies to 

influence robot design and match play.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults providing students with pre-

made instructions or a model to copy for 

competitive robot designs. 

• Adults building the robot with no 

student assistance. 

• Adults building or designing all or 

portions of the robot that is used “as-is” 

at an event.

• Teams utilizing a robot built from 

instructions provided by VEX, REV, or 

AndyMark as a starting point. 

• Students make improvements to these 

designs as the season progresses. 

• Adults providing primitive pre-made 

mechanical design learning tools (ex: 4-

bar linkage) for students to reference, 

and students build and modify 

mechanisms for their own robots.

• Students brainstorming and researching 

mechanical design ideas, building and 

testing prototypes, and assembling their 

robot.

• Adults teaching students basic building 

techniques or mechanical design 

concepts that students can modify and 

apply to their robot. 

• Design ideas leveraged from other 

teams, videos or other sources should 

be credited in their engineering 

notebook and during Pit Interviews.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults developing an autonomous 

program or strategy with no student 

input. 

• Adults programming the robot (driver or 

autonomous). 

• Students copying/pasting all or portions 

of custom code developed by Adults or 

other sources. 

• Students are utilizing programming 

techniques that are beyond their ability 

to explain or create independently.

• Adults collaborating with students on 

developing their program flow using 

pseudocode, flowchart or other visual 

representation.

• Students using the preinstalled driver 

programs.

• Students programming their own robot 

(driver and autonomous) and 

developing an autonomous strategy. 

• Students learning programming 

fundamentals from Adults or other 

sources that can be applied to create 

custom programs for their robots. 

• Students crediting how programming 

concepts were derived as comments in 

their code and in their engineering 

notebook.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults writing, creating, or editing 

portions of the engineering notebook 

documentation.

• Students failing to credit ideas or code 

leveraged from outside sources.

• Adults assisting with the organization of 

the engineering notebook and modeling 

documentation strategies for students.

• Students apply these strategies to their 

own notebook and in their own words.

• Students document their robot design 

process in their team’s engineering 

notebook throughout the season. 

• Students and adults review the Design 

Rubric and discuss ways to improve 

documentation. 

• All documentation is a product of 

student work.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults giving students scripts or step-

by-step instructions of what to say in 

their pit interview.

• Adults and students working together to 

practice talking about their robot design 

process.

• Students practicing mock pit interviews 

and getting feedback from adults and 

other students. 

• Students and adults reviewing the 

Design rubric and sample judge 

questions.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults giving students on their team or 

alliance partners step-by-step match 

play instructions prior to or during a 

match.

• Adults specifying teams to select for 

alliance selection without student 

collaboration.

• Students consulting with adults on 

overall game strategy and alliance 

selection tips for their own team. 

• Adults explaining how an event is run 

and assisting their own teams in getting 

to the matches on time or finding 

alliance partners.

• Students collaborating to discuss game 

strategy with alliance partners at the 

practice field, team pits, and queuing 

areas.

• Adults offering cheerful and positive 

encouragement as a spectator during 

matches and helping students to reflect 

after a match is complete.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults building or fixing the robot with 

no student assistance or students only 

watching.

• Adults demonstrating how to assemble 

a component or make minor repairs with 

the assistance of students. 

• Students make improvements after the 

demonstration is completed.

• Students actively working on their robot 

and investigating failures. 

• Adults sharing troubleshooting 

strategies when students have 

questions.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.
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This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults programming or revising code.

• Students are unable to explain the code 

functionality or development without 

adult assistance. 

• Students cannot demonstrate applying 

programming concepts contained within 

their code.

• Adults describing programming 

concepts and debugging techniques 

that may be useful for solving an issue 

that the team has encountered. 

• Students devising and making any 

necessary code changes.

• Students creating and revising their own 

programs and explaining code 

functionality and development over the 

season.

• Students can demonstrate applying 

programming concepts contained within 

their code. 

• Adults sharing troubleshooting tips 

when students encounter a complex 

programming task.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.



Information + Getting Started

This column represents examples of appropriate adult guidance that may be 

given to students with novice skills to help them achieve student-centered 

learning and application. 

Adults should be cautious that they reserve these supports for students that 

need them and strive to remove supports when appropriate.

This column represents examples of adult guidance that is not aligned with a 

student-centered policy and may be considered a violation of the Code of 

Conduct.

• Adults actively prompting students 

during pit interviews or being a 

distraction to students or judges during 

the interview process. 

• Adults answering interview questions or 

approaching judges after an interview to 

attempt to add information.

• Adults reviewing best practices with 

students on how to effectively speak to 

judges. 

• Adults assisting with ensuring students 

are available in the Pit area for judges.

• Students collaborating to discuss 

possible interview questions and 

responses.

• Students can describe in detail the 

development of the:

• Robot design across the season and 

functionality of the mechanisms created.

• Functionality of the program(s) utilized 

on the robot being used at the event.

• Adults being respectful of the interview 

process and allowing student to 

represent themselves independently.

This column represents the goal for student-centered learning and application. 

Students and adults should strive for these behaviors, although it expected that 

students with novice skills may need adult guidance to achieve these 

behaviors.


