
DESIGN, BUILD, TEST, COMPETE.
The Robodox get down to work.

 An air of concentration and effort fills the room.  Light filters down through the shades as drawers of VEX parts lay scattered 

around the room.  Mr. Vanderway and Dr. Koroleva are making their rounds giving aid and 

advice to teams in need. It’s another day in Robotics and the students of team 599, the 

Robodox, are working hard on finishing their robots for the upcoming VEX robotics com-

petition in October. Our first competition is on October 22nd at Viewpoint and the whole 

team is anticipating the chance to see their robots in action.  

              And where would we be without our fabulous mentors? Mr. Paulson, Mr. Siegert, 

Professor Shriabati, Alex, and Jamie all came in throughout the first months of our sea-

son and have been a huge part of our experience by sharing their knowledge and time.

 Go mentors!
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Learning from the pros.
Shuhrah and Andy learn about 
drive systems, torque, speed, 
and efficiency from Mr. Siegert.

ROBODOX
October 2011 This Month:

The Robodox get their 
hands dirty (with 
metal oxides and 
grease). This volume 
also includes: Team 
social announcement 
(important please 
read!), Upcoming 
events, and Upwards 
and Onwards! An expla-
nation of this year’s 
VEX challenge, Gate-
way. 

 

Anton and Omar 
work on their robot 

599B.
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“Click” and they’re off! The red alli-
ance scores two barrels in a 30” goal 
and the blue team scores 1 ball into a 
11.5” goal. “Buzz!” The drivers flip 
their controls and the robots are off 
again shooting across the field to pick 
up pieces and dump them into goals. 
What is happening? 

WELCOME TO THE 2011 - 
2012 VEX GAME “GATEWAY” !

 Gateway is played on a twelve 
by twelve field divided into three zones: 
the two isolation zones (two smaller 
zones), and the interaction zone (largest 
zone). Between the two isolation zones 
is the “fence”, an immobile barrier.  
Separating the isolation zones from the 
interaction zone are the gates, liftable 
barriers.  These gates can be raised any-
time during the match however once 
lifted they must remain raised for the 
duration for the match and must be 
lifted by the last thirty seconds of the 
match. In each isolation zone is a red or 
blue tile which the respective alliance 
places its robot at the start of the match. 
The interaction zone has one blue tile 
and one red tile in which once again 
each alliance places its robot at the begin-
ning of the match. Attached to the walls and the fence are goals in which game pieces, balls and barrels, can be placed 
inside to score. The goals vary from the tall 30 inch goals to the floor goals in the corners of the interaction zone. There 
are a total of 11 goals with three 30” goals, two 20” goals, four 11.5” goals, and the two floor goals.
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UPCOMING EVENTS VIEWPOINT ROBODOX/SMI VEX 
“GATEWAY” CHALLENGE 
AND OPEN HOUSE

LOS ANGELES VEX RO-
BOTICS CHAMPIONSHIP

Category: VEX Competition
Date: October 22nd
Location: TBA

Category: VEX Competition 
and Open House
Date: November 18th and 
19th
Location: GHCHS

Category: VEX Competition
Date: December 9th and 
10th
Location: CSUN

The Vex gateway challenge

 The VEX Gateway Field
The field (12x12)is divided into 3 regions the interaction 
zone (upper-right) and the red and blue isolation zones 
(bottom and left). There are a total of 9 goals with 3 30” 
goals, 2 20” goals, and 4 11.5” goals. There are also 2 
floor goals in the corners of the interaction zone. 

Upwards and Onwards! An explanation of this year’s 
VEX challenge Gateway.



Most of the game pieces begin on the field with five pieces (3 barrels and 2 
balls) of the alliance’s color in each isolation zone and a stack of 18 pieces (half 
red and half blue and 12 barrels and 6 balls) in the interaction zone. However, 
each robot is allowed two preloads, objects beginning on the robot, four barrels 
and four balls present outside of the field per alliance, and one negation and one 
doubler barrel per alliance. The barrels and balls outside of the field can be 
added to any robot present on its alliance’s tile in the interaction zone. The ex-
ceptions are the negation and doubler barrels which are able to be put into play 
during the last 30 seconds of the match with the negation barrels loaded in the 
isolation zones and the doubler barrels in the interaction zone.

Scoring is a simple process as each game object of an alliance’s color in a goal 
is worth one point for that alliance. The first object in a goal on the other hand 
is worth an additional point. The doubler barrel doubles all of the game pieces 
in a goal and the negation barrel makes the value of all objects in a goal zero. 

An alliance is a coalition of two teams working together. Each begins with one 
robot in the interaction zone and one in its respective isolation zone. Each alliance is identified by its color, either red or 
blue and must place its robot on its respective tile. The alliances in a match compete to score the most points in a match by 
placing game pieces into goals.

There are two periods of match time in Gateway: the autonomous period (first twenty seconds) in which the robot 
must operate solely on preprogrammed commands and the driver control period in which the driver or drivers are able to 
control the robot (one minute and forty seconds). The total match time is thus two minutes. One may ask, why the 
autonomous period? The answer is that it grants an advantage for teams that are capable of and are willing to dedicate 
time to develop autonomous coding for their robot as they may be able to score additional objects (saving time during the 
driver control period) or set up the field to the team’s advantage (moving the stack or placing pieces in isolation zone).

Gateway is a complex game and thus building a robot capable of performing all the feats necessary to be success-
ful is a challenge. Strategy becomes a key in the endeavor to create a robot capable of competing effectively against other 
teams. One cannot simply score game objects, one must also develop a strategy to either prevent opponent scoring or to 
score faster and more efficiently. This year’s VEX challenge presents a lofty goal however with hard work, determination, 
and a dash of fun we will be successful this season. 

Team Social Announcement
	
	
	
This Saturday, October 1st, is the Robodox Team Social. It is 
taking place at Sabrina Alvarez’s home, one of our students and 
our de-facto events executive,  from 12-4 p.m. The Alvarez 	
	

address is 11125 Louise Avenue Granada Hills, CA 91344. 
	

 We hope that all of our parents, mentors, and students are 
there for a afternoon of bonding and fun! 
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The VEX Gateway game 
pieces: red and blue barrels. 
and balls.



FOR ADDITIONAL INFO, COMMENTS, 
CONCERNS, OR SUGGESTIONS  
CONTACT: 

	 Our P.R. Executive Johnathan Maynard at pr.robodox@gmail.com

	 Our team coaches, Mr. Vanderway (jvanderway@ghchs.com) and Dr. Koroleva (okoroleva@ghchs.com)

mailto:pr.robodox@gmail.com
mailto:pr.robodox@gmail.com
mailto:jvanderway@ghchs.com
mailto:jvanderway@ghchs.com
mailto:okoroleva@ghchs.com
mailto:okoroleva@ghchs.com

