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After enduring thousands of years of chaos, there came the ancient humans on the earth. 

As nature changes, the ancient humans had migrated again and again and finally settled 

down along rivers on the planet. Their living style, in the meantime, had started to evolve 

gradually. At last, when the ancient tribe was formed, and religion, language, character, 

tool, transportation etc. came to exist, human s civilization had begun. 

History of human s civilization is the one that tells how humans have evolved. Along 

the line of civilizations in the world, there once existed various civilizations, such as 

Ancient zhang zhung civilization, Nile civilization, Indus civilization, Chinese civilization, 

Aegean Civilization, Ancient Greek civilization, Ancient roman civilization, Olmec 

civilization, Mayan civilization, Aztec Civilization etc. , and some we haven t found yet, 

such as Minoan Civilization, Atlantis civilization etc. 

In 2015 season, with the company of WER robots, we are going to track down the origin 

of civilization.  

1. Introduction of the Arena 

 
Figure1 Contest Arena 
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Figure2 Illustration of the ground floor 

 

Figure3 Illustration of the second floor 
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Figure4 Ilustration of the slope 

1.1Door to Civilization 

As a part of the arena, the door of civilization isn t a mission model, meaning its 

position and orientation won t change, however, it can be revolved. The robot can 

open the door  by revolving it. 

The robot cannot make marks or change the arena. Any damage to the Door to 

Civilization (seen as part of the arena), no matter intentionally or unintentionally, will 

lead to a penalty of 50 points deduction, i.e. -50 points per time. However, the robot 

doesn t need to reboot from the base. 

 

Figure5 Door to Civilization 

1.2 Base 

Base: Any one of the two bases can be used to set the robot off. 
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Figure6 Second floor base Figure7 Ground floor base 

2. Tasks 

Task1: Cuneiform  

 Cuneiform script, created by Sumerian in about 3200 B.C., is 

one of the earliest known systems of writing, originated from 

the ancient writing along the Dijla and al-Frat rivers. 

Throughout its history of 3000 years, cuneiform writing 

firstly began as a system of pictographs. Then, the pictorial 

representations became simplified and more abstract as the 

number of characters in use grew smaller, from about 1,000 

in the Early Bronze Age to about 400 in Late Bronze Age. 

Most of the cuneiform scripts that have been discovered are 

written on clay tablets, few of them are written on stone, metal panel or wax plate.  Originally, 

pictographs were either drawn on clay tablets in vertical columns with a sharpened reed stylus, or 

incised in clay tablets with a wooden stick. 

(1)Task Instruction  

The robot needs to put the cuneiform model, which it gets from the judge when it sets off from 

the base, to the target position in the arena.  

2 Task Specification and Score 

 

Is the task model fixed on the arena  

Figure8 The original location for the task model of 

cuneiform is in the ground base 
 

http://en.wikipedia.org/wiki/Sumerian_language
http://en.wikipedia.org/wiki/Writing_system
http://en.wikipedia.org/wiki/Pictography
http://en.wikipedia.org/wiki/Bronze_Age
http://en.wikipedia.org/wiki/Clay
http://en.wikipedia.org/wiki/Phragmites
http://en.wikipedia.org/wiki/Stylus
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Any part of the vertical projection of the cuneiform model shouldn t exceed boundary of the 

target position. And the task model should keep its original shape (Table 1). If cuneiform model 

exceeds the boundary or is changed, the task will be failed. However, if completing successfully, the 

robot will get 20 points.  

Table 1 Score system for Cuneiform 

   

Vertical projection of the task 

model is completely within the 

boundary. 

Vertical projection of the task 

model covers the boundary, but 

within. 

Vertical projection of the task 

model covers the boundary, and 

exceeds.  

20 Points 20 Points No Points 

Task 2:Arabic Numerals 

 

 

 

 By the middle of the 2nd millennium BC, the Babylonian 

mathematics had a sophisticated sexagesimal positional 

numeral system. The lack of a positional value (or zero) 

was indicated by a space between sexagesimal numerals. By 

300 BC, a punctuation symbol (two slanted wedges) was 

co-opted as a placeholder in the same Babylonian system. 

In a tablet unearthed at Kish (dating from about 700 BC), 

the scribe BΆl-bªn-aplu wrote his zeros with three hooks, rather than two slanted wedges. Arabic 

numerals were introduced to China during the Yuan Dynasty (12711368) by the Muslim Hui 

people. In the early 17th century, European-style Arabic numerals were introduced by Spanish and 

Portuguese Jesuits. 

(1)Task Instruction  

Before the contest begins, the participants need to build an Arabic numeral model 

themselves. It can be any one from 0 to 9. There are two target areas in the arena, one 

for odd numbers and one for even numbers. The robot needs to bring the numeral 

model into the area that fits its category.   

(2)Task Specification and Score  

As the Table 2 shows below, the task will be completed if any part of the vertical 
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projection of the Arabic numeral model covers the target area and the task model should 

keep its original shape. The range of the target area is confined by its boundary.  

If completing successfully, the robot will get 30 points. 

Table 2: Score system for Arabic Numerals 

   

The even number (8) is in the 

even number area. 

The even number (8) covers the 

even number area.  

The even number (8) is in the odd 

number area. 

30 points 30 points No points. 

Task 3:Egyptian Chariot 

The chariot and horse were introduced to Egypt by the 

Hyksos invaders in the 16th century BC and undoubtedly 

contributed to the military success of the Egyptians. In 

the remains of Egyptian and Assyrian art, there are 

numerous representations of chariots, which display rich 

ornamentation. The chariots of the Egyptians and 

Assyrians, with whom the bow was the principal arm of 

attack, were richly mounted with quivers full of arrows. 

The Egyptians invented the yoke saddle for their chariot 

horses in c. 1500 BC. The best preserved examples of Egyptian chariots are the four specimens from 

the tomb of Tutankhamun. Chariots can be carried by two or more horses. 

(1)Task Instruction 

The robot needs to push the Egyptian chariot on the track, and the points for Junior 

 

Is the track model fixed on the arena? 

Figure 9:The Egyptian chariot and its original status  
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Division and Junior High Division are determined on how far the task model has moved; 

the points for Senior High Division are determined if the chariot enters the target zone. 

The chariot will be considered to enter a color zone where the vertical projection of it 

covers. During the process, robot cannot bring the Egyptian chariot to base. 

(2)Task Specification and Score  

The task for Junior Division and Junior High Division will be completed if the chariot 

stays on the track after it stops. However, any part of the chariot shouldnt contact the 

outside ground. 

The chariot entering the white zone, the robot gets 10 points. The chariot entering 

yellow zone, the robot gets 20 points. The chariot entering the red zone, the robot gets 

30 points. If the chariot enters two zones, the robot will get points from the higher color 

zone. 

 
 

Figure 10 Color zones of Egyptian chariot track 

Table 3-1 Score system for Egyptian Chariot-Junior Division and Junior High Division 

   

Entering the white zone. 
Entering the red and yellow 

zone. 

Chariot model contacts the 

ground. 

10 Points 30 Points No Points 

The task for Senior High Division will be completed if all the chariot wheels contact the 

yellow zone. However, the wheels shouldnt contact the red, white or grey zone. 

Completing the task successfully, the robot gets 30 points.    

Table 3-2 Score system for Egyptian Chariot- Senior High Division 

30 20 10 0 
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The chariot wheels contact the 

white zone. 

The chariot wheels contact 

ONLY the yellow zone. 

The chariot wheels contact the 

ground. 

No points 30 Points No point 

Task 4: Mayan Pyramid 

 Mayan pyramid is a structure whose outer surfaces are 

triangular and converge to a single point at the top, making the 

shape roughly a pyramid in the geometric sense. The base of 

Mayan pyramid can be trilateral, quadrilateral, or any polygon 

shape, meaning that a pyramid has at least three outer 

triangular surfaces (at least four faces including the base).  

A pyramid's design, with the majority of the weight closer to 

the ground, and with the pyramidion on top means that less material higher up on the pyramid will be 

pushing down from above. This distribution of weight allowed early civilizations to create stable 

monumental structures. 

(1)Task Instruction 

Mayan pyramid no longer has its mysterious power, because the top altar is lost. 

However, the robot can recover the power by finding the altar on the second-floor arena 

and putting it back on the top of the pyramid.  

(2)Task Specification and Score  

As the Table 4 shows below, the task will be completed if the altar, as a whole, is plugged 

 

Is the Mayan pyramid fixed on the arena? 

Figure 11 Mayan Pyramid without the altar.  

 

Is the Altar fixed on the arena? 

Figure 12 The original location of the Altar is in 

the second-floor base  
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into the cube at the top of the pyramid  

Completing the task successfully, the robot will get 30 points. 

Table 4 Score system for Mayan Pyramid 

 

The altar is plugged into the pyramid successfully 

30 Points 

Tack 5 Egyptian Calendar 

The ancient civil Egyptian calendar had a year that was 365 days long and 

was divided into 12 months of 30 days each, plus five extra days at the 

end of the year. The months were divided into three weeks of ten days 

each. Because the ancient Egyptian year was almost a quarter of a day 

shorter than the solar year and stellar events therefore "wandered" 

through the calendar, it has been referred to as the "wandering year". 

1 Task Instruction 

There s a revolver attached on the Egyptian calendar. The robot can control an 

indicator by rotating it. Lines that each two tubes on the same horizon form divide the 

 
 

Is the task model fixed on 

the arena? 

Figure 13 The original status of 

Egyptian calendar. 

Figure 14 The back of 

Egyptian calendar. 
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score zone into two. Final score depends on which zone the end point of the indicator is 

in. 

2 Task Specification and Score 

If end of the indicator is in Zone 1, the robot gets 30 points. If end of the indicator is in 

Zone 2, the robot gets 40 points. Like the Table 5 shows below. 

Table 5 Score system for Egyptian Calendar 

 

Invalid Invalid  Zone 1 Zone 2 Zone 2 Zone 1 Invalid  

No points No points  30 Points 40 Points 40 Points 30 Points  No Points 

Task 6: Minoan Palace  

Palace are the best-known Minoan building types excavated on 

the island. They are monumental buildings serving 

administrative purposes, as evidenced by the large archives 

unearthed by archaeologists. Each of the palaces excavated to 

date has its own unique features, but they also share features 

that set them apart from other structures. The palaces are often 

multi-storeyed, with interior and exterior staircases, light wells, 

massive columns, storage magazines, and courtyards. 

1 Task Instruction 

In the middle of Minoan civilization s developing and thriving, a catastrophe 

descended in 1470 B.C. The Minoan civilization suffered from a devastating hit, and the 

  

Is the Minoan palace fixed on the 

arena? 

Figure 15,The original status of 

Minoan palace 

Figure 16,The status of Minoan 

palace when it s completed.  
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staircase of Minoan palace collapsed. The robot needs to repair the staircase to recover 

the magnificence of the palace.  

2 Task Specification and Score  

As the Table 6 shows below, the task will be completed if the vertical projection of the 

staircase contacts Minoan palace. 

Repairing the staircase successfully, the robot will get 50 points. 

Table 6 Score system for Minoan Palace 

    

The vertical projection of 

the staircase doesnt 

contact Minoan palace 

The vertical projection of 

the staircase doesn t 

contact Minoan palace 

The vertical projection 

of the staircase contacts 

Minoan palace 

The vertical projection 

of the staircase 

contacts Minoan 

palace 

No points No points 50 Points 50 Points 

Task 7 Atlantis 

Atlantis is the name of a fictional island mentioned 

within an allegory on the hubris of nations in Plato's 

works Timaeus and Critias, where it represents the 

antagonist naval power that besieges "Ancient Athens", 

the pseudo-historic embodiment of Plato's ideal state. In 

the story, Athens was able to repel the Atlantean attack, 

unlike any other nation of the known world, supposedly 

giving testament to the superiority of Plato's concept of a state. At the end of the story, Atlantis 

eventually falls out of favor with the gods and famously submerges into the Atlantic Ocean. 

Despite its minor importance in Plato's work, the Atlantis story has had a considerable impact on 

literature. The allegorical aspect of Atlantis was taken up in utopian works of several Renaissance 

writers, such as Bacon's New Atlantis and More's Utopia. On the other hand, 19th-century amateur 

scholars misinterpreted Plato's account as historical tradition, most notably in Donnelly's Atlantis: 

The Antediluvian World. Plato's vague indications of the time of the eventsmore than 9,000 years 

before his day and the alleged location of Atlantis"beyond the Pillars of Hercules"has led to 

much pseudoscientific speculation. 

1 Task Instruction 
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As the Figure 19 shows, natural disasters had buried Atlantis into the Atlantic Ocean. 

The robot needs to lift the Atlantis civilization out of the water, to let the world witness 

what it truly is. During the task, the robot cannot bring model of the continental shelf or 

castle into any base.  

2 Task Specification and Score 

The robot needs to lift the continent up beyond the water level. 

The task for Junior Division and Junior High Division will be completed if the robot lifts 

the continent up beyond the water level. Only lifting the continent up beyond the water 

level, the robot gets 30 points. If not only lifting the continent up beyond the water level, 

but also keeping the castle upright on the continent, the robot gets 50 points. 

Table 7-1 Score system for Atlantis- Junior Division and Junior High Division 

  

Is the task model fixed on the 

arena? 

Figure 17 The original status of 

Atlantis  

Figure 18 The status of Atlantis 

when it s completed. 
 

 

 

 
Figure 19 Model of Atlantic. The blue 

line serves as water level. 

Figure 20 Continental shelf and 

castle  

Figure 21 Status of the 

models before the task begins. 




























