Scouting History
2000-2001


Look at all the pretty robots…Pretty much what robots stuck in our memories. No systematic analysis, or even watching all the matches.

2002

· Methodology/Organization

· Paper recording sheets
· Grid w/categories across the top

· Such as:

· Drivetrain: Crab drive/swerve/omni/kiwi

· Grab goals

· Ball collector

· MouseBot?
· Human Player

· All team #’s

· Fill out most before the competition based on team websites and posted information

· Sorted through stack when information was needed

· Big discussion determined our rankings
· 2 vs. 2 required 4 scouters per match

· Arrangements were reached ahead of time. That year a team could refuse an alliance request and accept a later one.

· Difficult to get consistent reports from inexperienced scouters

2003

· Methodology/Organization

· Paper recording sheets (same as 2004)
· Big discussion mentor made final selection 

· Map of autonomous mode paths taken

· 2 vs. 2 required 4 scouters per match
· Difficult to get consistent reports from inexperienced scouters

2004

· Methodology/Organization

· Paper recording sheets 

· One sheet per team one scouter assigned to one team
· Scouter name

· Team #

· Match #

· Robot type [box, uncapper, plow, goal puller, 2x ball arms, bar hanger, ball collector]

· Scouting sheets had boxes that were checked off by Match #
· Notes (e.g., tipped)

· [x-cannot | 0-not used | 1-5 poor to excellent ]

· Autonomous 
· Small ball handling

· Hanging

· Stairs

· 2x ball

· Driving

· Speed

· Power

· Human Player

· Pit inspections

· Drivetrain (omni, swerve…)

· Sheets used to counter autonomous modes

· Difficult to get consistent reports from inexperienced scouters

· Group meeting Friday night to review everyone’s impressions on every robot. Create initial robot categorization based on compatibility with our robot and game strategy.

2005

· Drive team evaluates referee calls and trends. How are the game rules being interpreted?

· Methodology/Organization

· Paper recording sheets 

· 3 red alliance binders / 3 blue alliance binders. Each binder is associated with a specific field starting position.

· Six scouters per match

· Data entered into scouting computer database (with 85 teams it took all night on Friday at Championships)

· Scouting sheet
· Pit inspection for basic design data (drivetrain motors/gearboxes/wheels/gearing, manipulators, ruggedness
· Match data

· Drive team evaluations

· Engineer visits to evaluate mechanical soundness/durability/ruggedness

· Every able body taking turns scouting

· Difficult to get consistent reports from inexperienced scouters. Better results with non-subjective data. 

· Scouting sheets entered into one scouting computer

· Photos of all robots as reminders

· Head scouter setups and manages the teams of scouters, assigning robots/matches to report on. Robots evaluated by different scouters.
· Thursday practice scouting only

· Friday night scouting meeting (full team then those most interested) to analyze ranking results, debate teams to revisit, look for gems lost in the rankings. Teams sorted by compatible playing skills, designs. Coarse groupings: Great, Good, or Incompatible. (Late night working with the data).
· Saturday pit re-visits for engineering validation of initial rankings

· Saturday meeting of scouting team/mentors after last matches to determine final selection order. Summary sheet prepared for Team Captain.
· Summary lists teams in order of preference. Includes evaluations of higher ranked teams so the Team Captain can judge offers of alliance.
· Scouting Sheet – only for observed match play

· Team #/Name
· Match #

· Freeform Comments

· Multiple choice

· Driving speed 
[fast | medium | slow]
· Pushing power 
[n/a | strong | Medium | Weak ]

· Capping Ability 
[Strong | Medium | Weak | Can’t ]

· Turning Speed/Maneuverability 
[Good | Medium | Poor ]

· Driving Skill 
[ Reacts well to change | Average | Freezes ]

· Outcome 
[ Win | Lose | Tie ]

· # of caps

· Center of Gravity 
[box, can’t fall | tips | tower, not tippy] 

· Tetras scored under goals

· Autonomous
[None | moves | knocks hanging tetra | picks up & caps | starts w/tetra ]

2006

· Multiple computers, linked one master 
· Scouting table at Championships

· Scouting database used for Friday night meeting

· Moved data into excel to crunch numbers primarily to watch for teams moving up or down in our rankings on Saturday morning.

· Rows of teams vs. columns of attributes

· Reduce the amount of subjective data

· No pushing power

· Driver skill
· Data designed to be much faster to enter and had dedicated data entry people taking turns.
· All team members serve a turn as scouters.
· Group meeting Friday night to review everyone’s impressions on every robot. Create initial robot categorization based on compatibility with our robot and game strategy.

· Reduced issues with inconsistent reports from inexperienced scouters by allowing only measurable data.

· Still had pit reports that were pretty far off from reality.

· Scouting sheets

· # balls shot vs. # balls scored

· High/low goal

· Fished on Ramp

· Basic maneuverability - Turn fast or not 
· Autonomous block or score

· Pit inspection

· Drivetrain (6wheels, #motors, 
2007
· 2005-6 based, paper reports tabulated on one master laptop

2008

· 2005-6 based, paper reports tabulated on one master laptop

Scouting Heaven

· Objective measures of game play

· Objective evaluation of drivetrain power/maneuverability/speed/durability

· Easy for rookies to pickup and contribute

· Easy to enter
· Speed results are available

· Data easy to sort

· Drill down for details, original scouter report, etc.

· Low complexity

