Ctrl-Z Robot Engineering Process Flowchart
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BRAINSTORM DESIRED FEATURES FOR

BASE ROBOT

 small footprint

« 2 drive motors and 2 attachment motors

« frame for strength, squaring against walls /
mission models and shielding ambient light

* 4 color sensors placed at corners of robot

« standardized bay for large motorized
attachments

» small drive wheels

» accessible microcontroller and li-ion battery

» steering neutral trailing wheels
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Time in Base

Before Mission Robot Running Total Mission  Clock at End of
Points (sec) Time (sec)  Time (sec) Mission Pts/sec
o 8 8 0Min 8Sec 113
13 2 35 0Min 43 Sec 20
9 34 a3 1Min 26 Sec 3.0
12 a3 55 2Min 21 Sec 2
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