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In this session, the team will . . .
•	Finalize their live innovation project presentation.
•	Finalize their robot for the robot game and prepare their robot design explanation.

Session 11  

	 Provide the team with the 
robot design rubric.

	 Have the team reflect 
on their progress and 
complete the final section 
of the Team Progress 
sheet on page 8 of the 
Engineering Notebook.

	 It’s important for 
the team to practice 
communicating their 
innovation project and 
robot design solutions.

	 Every team member 
should participate in 
the presentation at 
the judging session. 
If the team needs any 
accommodations,  
contact the organizer of 
the event.

	 As part of their mission 
strategy, the team should 
know who will run the 
robot during the matches.

1

2

3

4

5

Outcomes
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	 Try to split the time in 
this session equally 
between rehearsing 
the presentation and 
practicing the matches.

	 Encourage the team 
to practice their 
presentation before  
the event. They can  
practice by sharing their 
solutions with others.  
The judging session 
flowchart tells you how 
much time is allowed for 
the presentation.

	 Have the team run 
their 2.5-minute robot 
matches. Make sure  
they practice running  
their programs in  
the right order.

	 The team should have 
a contingency plan for 
if things don’t go as 
planned during the robot 
game. They could identify 
other missions to run.

	 Remind the team about 
the Core Values and 
how they will show them 
throughout the event, 
including at every robot 
game match.
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Session 12 

In this session, the team will . . .
•	Practice their presentation of their innovation project and robot solutions.
•	Run practice robot game matches.

Outcomes
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Prepare for the Event

It’s normal to feel like there’s still so much to do as your first event approaches. The most important thing is to 
strive to complete as much as possible and come ready to share what you’ve accomplished so far. Whether it’s 
your robot design, innovation project, or Core Values, your event will give you new ideas and inspiration to keep 
building on what you’ve started.

If there is too much information for the team to cover in detail, visual aids can be very useful references. Make sure 
the team practices how they will use them in the judging session, keeping in mind the time limits for sharing their 
innovation project and robot design work.

:)
:)

Judging Session Flowchart
During judging, team members will present 
their innovation project and robot design 
work. Judges will ask questions to help them 
score the team’s progress according to the 
rubrics, then give positive and constructive 
feedback to the team.

Teams should demonstrate FIRST® Core 
Values in everything they do. Judges will be 
excited to see how teams used teamwork, 
discovery, inclusion, innovation, impact, 
and fun in all aspects of their work.

2 minutes

5 minutes

5 minutes

5 minutes

5 minutes

Up to 8 minutes

10 minutes

TEAM ENTERS

TEAM LEAVES

Team Welcome
Introductory conversation takes place as the team sets up 
any materials they have brought.

Innovation Project
Team Presentation

Innovation Project
Question & Answer

Robot Design 
Team Explanation

Robot Design
Question & Answer

Final Share & Feedback

Judges may ask clarifying questions, then will provide 
verbal feedback to the team.

Judges discuss the team and complete the 
rubrics together.

Judges hand in the rubrics once they are 
complete, before next team enters.
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Final Checkpoint

Finished with Your Season?

Here are some suggestions for wrapping 

up after your team’s last event:

•	Hold a team celebration!

•	Have the team share 

their experience with 

friends and classmates.

•	Have the team continue 

developing their 
innovation project.

•	Discuss your rubric 
scores and feedback 

received.

•	Clean up and take apart 

the robot and mission 

models.

•	Allow time for the 
team to reflect on their 

experience.

•	Inventory the LEGO® 

set to make sure all the 

pieces are there.

The goal of a Challenge event is for the team to celebrate their hard work, compete to the 
best of their ability, share what they have learned, and, most importantly, have fun! Here 

are some helpful steps to help your team prepare.
	 Determine what type of event you’re attending 
and identify the organizer of your event. If you 
purchased a Class Pack, the event will be your 
responsibility. Check out the Class Pack Guide for 
more details.

	 Decide how your team will get to the event. Confirm 
what time they need to arrive and how long they 
are expected to stay. Encourage families and 
caregivers to attend if possible.

	 Review the details and requirements for the event 
you are attending. They can vary depending on the 
type of event.   

	 Ensure each team member knows the key aspects 
of your work and can contribute to explaining it 
according to the rubrics. You could also practice 
presenting your work with an adult or another team 
for feedback.

	 Have the team prepare a checklist of materials 
that are needed for the event, including your robot 
and attachments, innovation project materials, and 
any scripts or robot programming notes.

	 Take a moment to reflect, celebrate how far you’ve 
come, and get excited to share your progress. 
Every team starts somewhere, and your event is a 
chance to grow, learn, and have fun!

	 Remind the team that FIRST® LEGO® League is 
about the process of learning, experimenting, and 
improving. Participating in your first event is an 
important step in this process.  

	 At the event, encourage the team to engage with 
other teams to share what they have learned and to 
support each other.

Beyond FIRST ® LEGO® 
League
Connect with a FIRST ® Tech 
Challenge or FIRST ® Robotics 
Competition team so that your 
Challenge team can see how 
they can continue their FIRST 
experience in the future.
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