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General Competition Rules (adapted from the SeaPerch National Challenge) 

1. For the Seacoast SeaPerch competition there will be three competition events: two pool 
events and one poster presentation.  All events will comprise three classes: elementary, middle, 
and high school, with each class competing in two in-water events and the poster session. 

2. For each of the classes, awards will be given for the first three finishers in each pool event 
and in the poster presentation competition in each of the three classes. 

3. Three overall awards will also be presented, one in each of the three classes (elementary, 
middle, and high school) for the best combined scores from all three events. 

4. A state champion award will be presented to the highest combined score across all stock 
class competitors.  

5. Only two team members are allowed on the pool deck during a competition event. 

6. All team members must wear shoes with rubber soles on the pool deck. 

 7. Each SeaPerch ROV must be presented for a compliance check during check-in upon arrival 
prior the team competing in the pool events.  Once the team has passed the compliance check-
in no more modifications may be made to the SeaPerch, only emergency repairs. 

8. In the event that a vehicle is inadvertently interfered with during a competition, or a 
malfunction of a vehicle's parts (i.e., the motor) occurs that is beyond the design and 
construction, the lead pool judge will have the sole authority to provide the team time to fix 
their vehicle and to allow them to compete later in the round. Malfunctions will be evaluated 
on a case-by-case basis. 

A 12V power system will be available for all that wish to use it. It is designed to work with the 
alligator clips in the SeaPerch kit. Each lane will have its own power connection. 
 
9. Each team must consist of a minimum of 2 students to a maximum of 6 students. Maximum 
two coaches per team.  



Vehicle Design Rules (Adapted from National SeaPerch Stock Class rules) 

Teams are encouraged to think outside the box and change the shape and configuration of the 
SeaPerch ROV. 

Teams must use the same SeaPerch for each event. (Obstacle Course and Orbs). No 
modifications can be made to the vehicle in between courses. Vehicles can be serviced at the 
triage table, but must contain the same elements.  

Vehicles shall consist of the parts and components contained within the equivalent of one 
SeaPerch kit, with the following exceptions: 

 Teams have a budget of $20.00 to modify the SeaPerch. It is the actual value of the 
modifications that must be $20 or less. Donated material should be assessed at what 
the cost would be to procure the material. The $20 limit is for costs of the materials 
utilized on the final competition vehicle.  Reasonable spare parts are not included in this 
budget. 

 Hooks and attachments MAY NOT be added/removed during the competition round. 
 Additional motors may be utilized for actuation or other non-propulsion uses.  Motors 

may be found at Jameco P/N 232022. 
 Teams may only utilize stock SeaPerch motors in thrusters (Jameco P/N 232022).  
 Teams may not add additional thrusters to the SeaPerch.  A thruster is defined as a 

means of propulsion for the SeaPerch, normally but not limited to a motor and propeller 
assembly. 

 Teams will design for and utilize a 12-volt power source. Over charging or stacking 
batteries is not allowed.  

 The vehicle may be worked upon by the teams during the competition 
 The vehicle cannot be dragged via the tether. 
 No dimension shall be larger than 22" (minimum obstacle diameter) 

 

Challenges and Disputes 

Sportsmanship is expected at all times. Should a protest or dispute occur during the 
competition it is the intent to resolve the grievance at the time it occurs, and the ruling by the 
Head Judge shall be final. 

A team that wishes to have an issue considered shall send the student team captain and one 
additional student member (2) to the lead judge with the inquiry or question. The lead judge 
will make the decision on the issue, and this decision is final. The same issue may not be 
brought to the judge a second time by any member of the team. Adults may not approach the 
lead judge on the pool deck regarding any perceived issues. 



Teams may not question the legality of other competing vehicles; it is the Head Judge's role to 
determine if vehicles meet the entry and compliance requirements. 

Unsportsmanlike conduct is grounds for the disqualification of a team. Team members and 
advisors are responsible for the conduct of all members and adults accompanying the team. 

Obstacle Course 

An underwater remotely operated vehicle (ROV) must be able to maneuver successfully 
under its own power. If a vehicle cannot maneuver to the appropriate location to perform its 
task, the vehicle is of no use.   

 
Note: Ring size has changed from 22” to 18” 

 
The submerged obstacle course involves 5 large rings (18" minimum diameter), oriented 

in any direction, through which the vehicles must travel. Teams must navigate through the 
obstacle course, surface, then re-submerge and return through the course to the end. 
Consideration of optimal maneuverability, control and speed should be given when 
constructing your SeaPerch (thruster placement and orientation, tether attachment, buoyancy 
and ballast, etc.) and control box.  

 

 Teams will have 15 minutes total to make up to 2 attempts 

 Vehicle starts touching the wall of the pool 

 Vehicle must surface after driving through the rings, the judge will indicate when to turn 
around. 

 Time stops when vehicle reaches the wall of the pool or after 15 minutes. 

 Scores will be based on the fastest time for successfully navigating the obstacle course.  
If a team uses all 15 minutes then the number of rings cleared will be counted. 

 Penalties – Judges will add 2 minutes to 
the time if a team requests diver 
assistance.  A 1 minute penalty will be 
added for intentionally using the tether to 
maneuver the ROV. 

 
An Obstacle Course scoring rubric can be 
downloaded at Seaperch.org 

 

 

  



The Challenge –Orbs!!! 

While many roles for ROVs require power, most require the ability to collect and control 
samples and items in the water. 

This 2016 National Challenge task will require students to release objects and transport them in 
a controlled manner. 

The course consists of three stations in which the vehicles will have to maneuver and actuate 
equipment in the pool. The maximum pool depth for this event is seven feet. 

Scoring: Maximum number of points in the shortest amount of time.  The clock stops when the 
team identifies they are done, surfaces and touches the wall with the vehicle.  Teams may stop 
the clock at any time, but it will not be restarted. Teams must inform the judges at the time if 
they wish to stop the clock and lock in their scoring. 

Who doesn't love gum balls? Well, we do! So do SeaPerches. 

There will be four dispensers containing different sized balls in each. The first three dispensers 
each contain 5 plastic balls of various sizes [golf ball (1.68"), baseball (2.86"), and softball 
(3.82")].that float up to the surface when released. The fourth dispenser contains 5 real golf 
balls that sinks. 

Each released plastic ball can then be brought to either a pen on the surface or to a submerged 
container. The submerged container will be an inverted 5 gallon bucket. Depth of the container 
will be approximately 3 feet off the bottom of the pool. The bucket will be tethered to a line 
and anchor and will sway when pushed. More points will be given to placing the balls into the 
submerged bucket. 

The golf balls will have to be herded into a scoring area on the floor of the pool.  

The "floating pen" will be a floating line on the surface of the pool 1 foot from the wall. All balls 
will have to be within this area to be scored. 

Scoring 
 
1 Point for each ball released 
2 Points for each ball within the floating pen 
4 Points for each ball placed under the Bucket 
2 Points for each golf ball pushed up to scoring area. 

 

For more details about the Orbs challenge go to the National Seaperch Challenge Website at 

http://www.seaperch.org/challenge_rules.  

http://www.seaperch.org/challenge_rules


Poster and Presentation Judging 

Due to several other events at the UNH Field House on the day of the Challenge and the new 

electronic poster format for the National Seaperch Challenge, we will not be holding a poster 

contest this year.  For teams who qualify for nationals we will be available to review and 

support their electronic poster. 


