Initial and Rejected Design Phases

Initial Design:

Our first strategy involved a single robot with two XBC’s and four plus sensors and two arms.  We examined the programming and construction phases as well as the game timing.  For several reasons we rejected this idea. 

· Complicated mechanical design

· Potential conflicts in two brains controlling the robot

· Timing was too short for one robot to be efficient

· Too high a risk of mistakes

 Our second design was to develop two robots. The primary Rumba would act as a gatherer of the plants and crew.  The second robot will have a scoop that bumps the satellites and solar sails.  It will accomplish its mission on cups and sails and knock the bridge down.  The second robot will be skinny enough to go over the bridge for 15 points. If time allows the first robot (Rumba)will attempt to make it over for another 15 points.  We have several concerns with this design:

· How to arrange a tether to pull the other bridge side down

· Timing issues. Should we let the smaller robot go first and bump object and then send out the Rumba?

· Power is a concern for the second robot.  We have vex batteries.  They match the need for power but are not in the original set.  Some vague wording could excuse this.
 Our last design strategy was to have the small robot look for blue cups to push for 15 seconds and then crew for placing them into the shelter with the red/orange paper. The Rumba would look for plants and the garden and place them into the solarium which has green paper.  This is a stream line design for programming and should be easier.   We are focused on this idea at the moment. 
Rejected:

We rejected the Master single robot and like parts of our second and third design phases.  We are concentrating on the third phase at the moment.

