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IDEAS 4.0 * RULE BOOK

General Rules & Terms

REGISTRATION & ELIGIBILITY

1. Registration for all events closes on the date announced by the organising committee; entries after the deadline will not be
accepted.

2. Participants must be currently enrolled as School or University Students to be eligible for event listed under the respective
category.

3. Avalid school/college/university ID card must be carried at all times and produced on request by organisers or volunteers.

REPORTING & PUNCTUALITY

1. Participants must report at the venue at least 15 minutes before the scheduled start time.
2. Latecomers may be denied entry into the event at the discretion of the organising team; no extra time will be granted.

3. The schedule listed in this rule book is indicative; participants should check event notice boards or the fest helpdesk for last-
minute updates.

TEAM COMPOSITION

1. Team size must strictly match the range specified for each event; teams outside the permitted range may be disqualified.

2. Substitution of team members after registration is not allowed without prior written approval from the organising committee.

CONDUCT & DISCIPLINE

1. Participants are expected to maintain discipline and sportsmanship throughout the event.
2. Any form of misconduct, indiscipline, abusive language or unsporting behaviour will lead to immediate disqualification.

3. Ragging, harassment or any conduct that compromises the safety of fellow participants will be reported to university authorities
and may attract disciplinary action.

DECISIONS & DISPUTES

1. The decision of the judges and/or the organising committee is final and binding in all matters related to scoring, conduct and
eligibility.
2. No correspondence or argument regarding results will be entertained once the event has concluded.

PRIZES & CERTIFICATES

1. Prize money will be disbursed after verification of participant and bank details submitted during registration.

2. Winners must be present at the prize distribution ceremony to receive their award, unless prior exemption has been granted by the
organisers.

3. Certificates of Participation will be issued to all registered participants; Certificates of Merit will be issued to winners.

SAFETY & LIABILITY

1. Participants are responsible for their own belongings; the university is not liable for loss, theft or damage to personal property.
2. Any equipment, models or props brought by participants must comply with the safety specifications listed under the relevant event.

3. In case of injury or medical emergency, participants should immediately inform the nearest volunteer or the event's faculty in-
charge.

MEDIA & GENERAL

1. Event proceedings may be photographed, filmed or recorded by the organisers for promotional and archival purposes.

2. The organising committee reserves the right to alter the venue, timing, format or rules of any event, if required, with prior notice
where possible.
3. Any matter not explicitly covered in this rule book will be decided upon by the organising committee.
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IDEAS 4.0 RULE BOOK

Crime Scene Investigation Game
| SBAS - School of Basic & Applied Sciences

PARTICIPATION
NATURE ENTRY DATE

SEhael Stodents | TEAM (2-5 members) 27-28 October 2026

Dl University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

B Block, Lobby, Ground Floor B Block, Lobby, Ground Floor
TIME TIME

10:00 AM - 12:30 PM 1:30 PM - 3:30 PM

ABOUT THE EVENT

A simulated crime scene investigation where participants collect and document evidence, prepare crime scene sketches, analyse clues and witness
statements, build criminal profiles, and identify the culprit. Teams are evaluated on evidence search, sketching accuracy, storyline formulation, profiling and
the accuracy of their final verdict.

RULES & REGULATIONS
o Time Management

= The investigation phase is strictly limited to one hour.
* No team is allowed to go back into the crime scene after the 5-minute mark.

o Evidence Handling
« Evidence must be photographed and logged before physical collection, to preserve the integrity of the scene.

° Collaboration
- Teams must divide tasks - sketching, searching and profiling - effectively, using the provided CS kits and raw materials.

° Conduct

» Crossing barricades outside designated entry points, or tampering with another team's scene,will result in immediate point deductions.

o Team Size

» Each team must consist of a minimum of 2 and a maximum of 5 members.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ 2,000 1sl Prize ¥ 2,000
2nd Prize Z 1,500 2nd Prize ¥ 1,500
3rd Prize Z 1,000 3rd Prize Z 1,000
i 1 8’000 Subtotal ¥ 4,500 Subtotal ¥ 4,500
Identical prize structure on both days.
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Sourabh - 9007561621 Vaibhav Saini
Mr. Vaibhav - 8992918165 Arijit Adhikari
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IDEAS 4.0 RULE BOOK

Robots Race
I SOET - School of Engineering & Technology

PARTICIPATION ENTRY

NATURE DATE

Technical SEGol BUenLy | 20LO/ TEAM |4 27-28 October 2026
University Students members)

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE
Al Arena Al Arena

TIME TIME

10:00 AM - 12:30 PM 1:30 PM Onwards

ABOUT THE EVENT

A head-to-head robotic sprint on a purpose-built track of turns, straight runs, obstacles and ramps. Robots must follow the track without skipping
checkpoints, while participants are evaluated on speed, design, navigation and technical complexity. The robot completing the track first within the
predefined time slot wins.

RULES & REGULATIONS

o Machine Specifications

* The robot must be wireless.
» Maximum dimensions and weight will be specified by the organisers, such as 30 x 30 cm and 5 kg.

o Track & Run

= The track will include turns, straight paths, obstacles or ramps, announced in advance or revealed on the spot.
* Robots must follow the track without skipping checkpoints.
* Touching the robot during a run, except for an official reset, attracts penalty points or disqualification.

o Evaluation

» Judging is based entirely on speed, design, navigation and technical complexity.
= The robot that completes the track first within the time slot is declared the winner; in the event of a tie, judges will decide based on design, navigation, penalty
points and technical complexity.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ TBD 1st Prize T TBD
2nd Prize ¥ TBD 2nd Prize I TBD
i TBD 3rd Prize ¥ TBD 3rd Prize T TED
Subtotal ¥ TBD Subtotal I TBD
Prize details to be announced closer ta the event.
FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Gaurav Verma - 9910152655 Tanush Tyagi
Dr. Imran Siraj - 9069360400 Tanishka
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IDEAS 4.0 RULE BOOK

Robo War (Al Arena)

I SOET - School of Engineering & Technology

PARTICIPATION ENTRY

NATURE DATE

Technical SEGOl BUenLy | 20LO/ TEAM |4 27-28 October 2026
University Students members)

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

Al Arena Al Arena

TIME TIME

10:00 AM Onwards 1:00 PM Onwards

ABOUT THE EVENT

A high-energy robotics gaming arena where student-built robots compete head-to-head in Sumo Battle, Robo Soccer and Task Arena challenges.
Participants design, program and control their machines to outmanoeuvre opponents through strength, strategy and agility, showcasing innovation,
teamwork and technical skill across three formats.

RULES & REGULATIONS
o Robot Specifications
» The robot must be wireless.
» Maximum robot size and weight will be specified by the organisers, such as 40 x 40 cm and 10 kg.
o Match Formats
* Robo Soccer - score the maximum number of goals.
= Sumo Battle - push the opponent out of the arena.
* Task Arena - collect objects or complete missions in the fastest time.
o Arena Conduct

*» Robots must remain inside the arena at all times; leaving it results in a penalty or disqualification.
+ Each match has a fixed time limit of 2-5 minutes.

o Evaluation

+ Teams will be judged on speed, design, navigation and technical complexity.

PRIZE STRUCTURE

e

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ TBD 1st Prize I TBD
2nd Prize ¥ TBD 2nd Prize T TBD
i TBD 3rd Prize ¥ TBD 3rd Prize ¥ TBD
Subtotal ¥ TBD Subtotal T TBD
Prize details to be announced closer to the event.
FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Gaurav Verma - 9910152655 Umar Farooq
Dr. Imran Siraj - 9069360400 Ayush Partap Singh
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IDEAS 4.0 RULE BOOK

React to Situation

I SOMC - School of Management & Commerce

= PARTICIPATION
NATURE ENTRY DATE

Academic School Students / SoLo 27.28 October 2026
University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

C Block, Room No. 415 C Block, Room No. 415
TIME TIME

9:30 AM - 12:00 PM 1:00 PM - 3:00 PM

ABOUT THE EVENT

A one-minute spontaneous speech challenge on legal and ethical dilemmas covering justice, cybercrime, equality and professional ethics. Participants
think, structure and deliver their response on the spot, building quick thinking, communication, legal reasoning, confidence and responsible citizenship.

RULES & REGULATIONS

o Format

« Each participant receives a stimulus word or situation on a legal or ethical theme.
» One minute is allotted in total, covering thinking, structuring and delivery; there is no separate thinking time.
+ Speaking must begin as soon as the timer starts.

o Delivery Standards

* Responses must be relevant, well structured and reflect logical, legal or ethical reasoning.
« Exceeding the one-minute limit results in automatic stoppage and disqualification from scoring for that round.
* No external aids, notes or prompts are permitted.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ 2,000 1st Prize ¥ 2,000
2nd Prize Z 1,500 2nd Prize Z 1,500
3rd Prize Z 1,000 3rd Prize ¥ 1,000
i 1 8!000 Subtotal Z 4,500 Subtotal ¥ 4,500
Identical prize structure on both days.
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Anumeha - 9898249600 Vandana
Dr. Sapna Rana - 9810699860 Mansi
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IDEAS 4.0 RULE BOOK

Button Masala
| SOAD - School of Architecture & Design

NATURE PARTICIPATION ENTRY DATE
Academic School Students INDIVIDUAL 27-28 October 2026

VENUE & TIMINGS

SCHOOL STUDENTS

VENUE

C Block, Room No. 116 (Pattern Making Lab)
TIME

10:00 AM - 2:00 PM

ABOUT THE EVENT

A zero-waste fashion technique using buttons and elastic bands to shape garments without cutting or stitching. Participants learn the fundamentals of
Button Masala before applying them in a creative competition, exploring material innovation, sustainability and original design thinking through a hands-on
workshop-to-contest format.

RULES & REGULATIONS

o Materials

« Each parlicipant receives basic malerials - fabric, buttons, elaslic or rubber bands, scissors and measuring tools.
» Additional non-permanent or reusable materials may be brought with prior permission.

o Construction Rules

« Fabric, buttons, elastic or rubber bands and other approved materials will be provided by the organisers.

* The primary construction must be achieved through Button Masala techniques; conventional stitching should not be used.

« Avoid unnecessary cutting and wastage of fabric. Buttons and elastic should be integral to the construction, not merely decorative.
» The final design should preferably be reversible, detachable, reusable or reconfigurable.

PRIZE STRUCTURE

PRIZE BREAK-UP

TOTAL PRIZE POOL 1st Prize ¥ 2,000
2nd Prize % 1,500
3rd Prize ¥ 1,000
i 9,000 Subtotal ¥ 4,500

Identical prize structure on both days.

FACULTY IN-CHARGE STUDENT COORDINATORS

Ms. Paramjeet Kaur - 8600962162 Himanshi Singla
Dr. Dinkar Kumavat - 8826289725
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IDEAS 4.0 « RULE BOOK

IMPRINT: The Art of Hand Block

Printing

| SOAD - School of Architecture & Design

NATURE PARTICIPATION ENTRY DATE

Academic School Students INDIVIDUAL 27-28 October 2026

VENUE & TIMINGS

SCHOOL STUDENTS

VENUE
C Block, Room No. 101 (Textile Lab)
TIME

10:00 AM - 2:00 PM

ABOUT THE EVENT

A hands-on introduction to traditional hand block printing, covering block design, colour preparation, fabric selection and printing
techniques. Participants create their own printed textile sample while exploring Indian textile heritage through a blend of traditional
craftsmanship and contemporary design approaches in a guided workshop.

RULES & REGULATIONS

o Workshop Guidelines

+ Use printing blocks carefully and handle all tools respansibly.

+ Maintain cleanliness and keep the work area organised throughout.

* Do not exchange or misuse tools and materials without permission.

+ Clean the blocks, work surface and tools after completing the activity.

« Follow the instructor's demonstration and safety guidelines throughout.

PRIZE STRUCTURE

PRIZE BREAK-UP
TOTAL PRIZE POOL

1st Prize ¥ 2,000
2nd Prize
Z 9,000 '
Identical prize structure on both days. ord Prize € 1,000
Subtotal ¥ 4,500
FACULTY IN-CHARGE STUDENT COORDINATORS
Ms. Annu Yadav - 9650468235 Kirti
Ms. Karishma Singh - 7408099878
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IDEAS 4.0 RULE BOOK

Soap Carving - Carved Expression
| SOAD - School of Architecture & Design

NATURE PARTICIPATION ENTRY DATE
Academic School Students INDIVIDUAL 27-28 October 2026

VENUE & TIMINGS

SCHOOL STUDENTS

VENUE

C Block, Room No. 201
TIME

10:00 AM - 1:00 PM

ABOUT THE EVENT

A creative art form transforming ordinary soap bars into detailed sculptures. Participants express ideas through delicate carving, building imagination,
patience and precision. The activity blends artistry with mindfulness, letting students showcase intricate designs while developing fine motor skills in a
calm, hands-on setting.

RULES & REGULATIONS

o Format

« Each participant will be given 2 hours to complete their soap carving arlwork.
» The theme for the competition will be announced at the slart of the workshop.

o Materials & Originality

« Soap and basic carving materials are provided by the organisers.
» Each artwork must be original; pre-designed or pre-carved soap is not allowed.

o Conduct

+ Carving tools must be used carefully, following all safety instructions given by the organisers.
» Participants must complete their artwork independently; teachers, parents or accompanying persons are not allowed to assist.

PRIZE STRUCTURE

PRIZE BREAK-UP

TOTAL PRIZE POOL 1st Prize Z 2,000
2nd Prize 1,500
3rd Prize ¥ 1,000
i 9,000 Subtotal Z 4,500

Identical prize structure on both days.

FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Deepanshu Sharma - 9646617238 Bhumika
Mr. Indrajeet Singh Pandit - 9354271104 Anjali
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IDEAS 4.0 RULE BOOK

Debate Competition
| SOLA - school of Liberal Arts

= PARTICIPATION
NATURE ENTRY DATE

Academic SEhael Stodents | TEAM (3 members) 27-28 October 2026
University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

A Block, Room No. 213 A Block, Room No. 213
TIME TIME

9:30 AM - 12:00 Noon 1:30 PM - 3:30 PM

ABOUT THE EVENT

A structured two-day debate competition with a fresh motion each day. Participants compete as For Speaker, Against Speaker or Interjector, developing
argumentation, questioning, rebuttal, communication and critical-thinking skills, with each role judged and awarded separately.

RULES & REGULATIONS

o Team Composition

= Each team shall consist of one For Speaker, one Against Speaker and one Interjector.
+ Teams shall be randomly paired on the day of the competition.

o Format

+ A separate motion shall be announced for each day.

« Each speaker shall have 1 minute 30 seconds for the opening statement, followed by 30 seconds of interjection and 30 seconds for response.
« Interjections must directly address the speaker's arguments and remain relevant to the motion.

* Participants must strictly follow the allotted time.

o Conduct

» Personal attacks, discriminatory remarks, irrelevant arguments and unauthorized interruption are prohibited.

o Scoring

* For Speakers, Against Speakers and Interjectors shall be evaluated separately.
* AWinner and Runner-Up shall be awarded in each category.
* The decision of the judging panel shall be final.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL For Speaker - Winner Z 3,000 For Speaker - Winner Z 3,000
For Speaker - Runner-Up Z 2,000 For Speaker - Runner-Up Z 2,000
i 30,000 Against Speaker - Winner Z 3,000 Against Speaker - Winner Z 3,000
Against Speaker - Runner-Up Z 2,000 Against Speaker - Runner-Up Z 2,000
Same prize structure on both days; identical for school and Interjector - Winner Z 3,000 Interjector - Winner Z 3,000
university students. Interjector - Runner-Up Z 2,000 Interjector - Runner-Up ¥ 2,000
Subtotal ¥ 15,000 Subtotal < 15,000
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Vagish Mishra - 8790077916 Manasvi
Harsimran
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IDEAS 4.0 RULE BOOK

ReelBaaz (30s Reel Making)

I SEMCE - School of Emerging Media & Creator Economy

PARTICIPATION ENTRY

NATURE DATE

Technical SEhael Stodents | 2 OEQH TEANSS 27-28 October 2026
University Students members)

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

C Block, Room No. 119 (SEMCE Studio) C Block, Room No. 119 (SEMCE Studio)
TIME TIME

10:30 AM - 12:00 PM 2:00 PM - 4:00 PM

ABOUT THE EVENT

A short-form content challenge where participants create and upload a 30-60 second Instagram reel on the given theme. Entries are judged on creativity,
originality, storytelling and adherence toc submission guidelines and community standards, blending digital media skills with fast-paced content creation.

RULES & REGULATIONS

o Submission Format

» The reel duration should be 30-60 seconds.
» Participants must upload the reel on their own Instagram account using these hashtags: #ldeas4.0, #KRMU and #SEMCE_KRMU, and tag @semce_krmu.
+» Download the reel and submit it with the Instagram link through the official submission form, using ReelBaaz as the submission title.

o Content Guidelines

* The reel must be original, creative and comply with Instagram Community Guidelines.
« Plagiarism, violence, hate speech and inappropriate content are strictly prohibited.

* Multiple entries are allowed, but each must be registered separately.

* Al-generated or plagiarised content will lead to disqualification.

o Deadline

« All reels must be uploaded and submitted within the specified submission period.
» The jury's decision will be final and binding.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ 2,000 1sl Prize % 2,000
2nd Prize ¥ 1,500 2nd Prize ¥ 1,500
3rd Prize Z 1,000 3rd Prize Z 1,000
i 1 8,000 Subtotal ¥ 4,500 Subtotal ¥ 4,500
Identical prize structure on both days.
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Neha Arora - 9541394959 Poorti Sharma
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IDEAS 4.0 ¢« RULE BOOK

Group Dance

l Student Welfare

NATURE PARTICIPATION ENTRY DATE

Cultural School Students TEAM (3-8 members) 27-28 October 2026

VENUE & TIMINGS

SCHOOL STUDENTS

VENUE
D Block Ground

TIME

10:00 AM - 12:30 PM

ABOUT THE EVENT

Teams of three to eight take the stage in an open-format dance battle spanning contemporary, hip-hop, classical and fusion styles.
judged on creativity, coordination and stage presence. The event rewards rhythm, energy and teamwork in a high-voltage group
performance showcase.

RULES & REGULATIONS

S

o Performance Rules

» Time limit: 2-2.5 minutes per performance; points are deducted for exceeding it and organisers may stop the performance.

= Any dance form is allowed.

* Pre-recorded audio tracks must be submitted at least 3 days before the event; last-minute audio changes are not allowed.

» Costumes and props are allowed; colours, gulal, water or any stage-damaging material are strictly prohibited and lead to disqualification.
+ Obscene or derogatory moves or lyrics are strictly prohibited.

PRIZE STRUCTURE

PRIZE BREAK-UP
TOTAL PRIZE POOL

1st Prize ¥ 3,000
% 1 5, 000 2nd Prize ¥ 2,500
Identical prize structure on both days. S Piee S A,000
Subtotal ¥ 7,500
FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Yash Jasoria - 9220168938 Nigam
Mr. Raj - 9716810434 Moksh
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IDEAS 4.0 « RULE BOOK

Science Quiz & Puzzle Solve (Al Theme)

| SMAs - School of Medical & Allied Sciences

= PARTICIPATION ENTRY
NATURE DATE

School Students / SOLO / TEAM (2-5 27.98 October 2026

AEECiE University Students members)

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

A Block, 2nd Floor, Room No. 213 A Block, 2nd Floor, Room No. 213
TIME TIME

10:00 AM - 12:00 Noon 12:30 PM - 2:30 PM

ABOUT THE EVENT

An Al-themed science quiz and puzzle-solving competition spread across multiple rounds. The first two rounds are team-based, while the final round is
individual, sharpening scientific awareness, logical reasoning, teamwork and quick thinking through interactive quiz and puzzle-solving challenges.

RULES & REGULATIONS

o Format

= The event runs across multiple rounds.
* The first two rounds are conducted in teams; the final round is individual.
+ Participants must follow all instructions given by the organisers.

o Puzzle Round

* The puzzle-solving round has a 5-minute time limit.
« The fastest participant or team to solve the puzzle correctly receives the corresponding score.
* Atie-breaker round may be conducted in case of a tie.

o Conduct

» The decision of the jury or organising committee will be final.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize Z 2,000 1st Prize Z 2,000
2nd Prize % 1,500 2nd Prize % 1,500
3rd Prize ¥ 1,000 3rd Prize ¥ 1,000
i 1 8,000 Subtotal % 4,500 Subtotal ¥ 4,500
Identical prize struclure on both days.
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Swati Kaushik - 9911032049 Piyush Jain

Ms. Samiksha Mehra - 8979678411
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IDEAS 4.0 « RULE BOOK

Poster / Collage Making (Theme: Know

Your Laws)

| soLs - School of Legal Studies

PARTICIPATION
NATURE ENTRY DATE

Academic Schaol Studanits | INDIVIDUAL 27-28 October 2026
University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

A Block, 4th Floor, Multi Purpose Hall A Block, 4th Floor, Multi Purpose Hall
TIME TIME

10:00 AM - 11:00 AM 11:30 AM - 12:30 PM

ABOUT THE EVENT

A visual art competition encouraging participants to depict cyber law and digital safety themes - cybercrime, online fraud, data privacy
and social media's impact on youth - through an original poster or collage paired with a clear, self-composed slogan.

RULES & REGULATIONS

o Guidelines
+ Posters must include a slogan reflecting a cyber-related legal issue such as cybercrime, online fraud, data privacy or the impact of social
media on youngsters.
* The slogan should be short and catchy, with a maximum of 15 words; avoid long explanations.
« The slogan must be original and well-composed.
« Each poster must include the participant's name, class and institution.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize Z 2,000 1st Prize Z 2,000
f 1 8,000 2nd Prize Z 1,500 2nd Prize Z 1,500
Identical prize structure on both days. ol Prize 1,000 S Ftiee €1,000
Subtotal T 4,500 Subtotal ¥ 4,500
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Ankita - 9501474254 Rishabh

Dr. Arti Sharma - 9099072342
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IDEAS 4.0 RULE BOOK

Drone Race (Al Arena)
I SOET - School of Engineering & Technology

PARTICIPATION ENTRY

NATURE - DATE

Technical SECOl BUenLy | ASSpecined by 27-28 October 2026
University Students Organisers

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

Al Arena Al Arena

TIME TIME

9:30 AM Onwards 1:30 PM Onwards

ABOUT THE EVENT

A precision flying contest where manual or remote-controlled drones navigate a marked obstacle course of hoops and zig-zag poles. Judged on compact,
efficient and innovative design and precision through the course, the fastest drone to reach the destination wins.

RULES & REGULATIONS
o Drone Specifications

+ Drones may be manual or remote-controlled.
» Maximum size and weight will be specified by the organisers, such as diagonal under 500 mm and weight under 2 kg.

o Course Rules

* The obstacle course may include hoops or rings to fly through and zig-zag poles.
* Drones must follow the marked obstacle path without skipping.

o Evaluation

» Drones will be judged on compact, efficient and innovative design and precision in crossing the course.
* The drone that reaches the destination first wins.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 15t Prize Z TBD 1sl Prize % TBD
2nd Prize ¥ TBD 2nd Prize ¥ TBD
? TBD 3rd Prize ¥ TBD 3rd Prize T TBD
Subtotal ¥ TED Subtotal I TEBD
Prize detlails to be announced closer to the event.
FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Gaurav Verma - 9910152655 Krish
Dr. Imran Siraj - 9069360400 Arun
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IDEAS 4.0 « RULE BOOK

Agritech - Al Smart Farming Models

l SOAS - School of Agricultural Sciences

ENTRY
NATURE PARTICIPATION DATE

Technical School Students SOLGLHTEAM (24 27-28 October 2026
members)

VENUE & TIMINGS

SCHOOL STUDENTS

VENUE
C Block, Room No. 306A
TIME

11:00 AM - 2:00 PM

ABOUT THE EVENT

A farming innovation competition where participants design and present models integrating loT, sensors, drones, automation, Al,
precision agriculture and smart irrigation. The event showcases technology-driven and climate-smart solutions that improve productivity,
resource efficiency, sustainability and farmer profitability.

RULES & REGULATIONS

o Guidelines

+ Participants may compete individually or in teams of up to 4 members.

= The model must be original and related to smart or sustainable farming and Al technologies.
+ Use of recycled or eco-friendly materials is encouraged.

» Students must bring their own prepared model.

* Model size must not exceed 3 x 2 feet.

« Teams must adhere to safety guidelines and maintain fair play throughout.

* The judges' decisions will be final.

PRIZE STRUCTURE

PRIZE BREAK-UP
TOTAL PRIZE POOL

1st Prize Z 2,000
% 9 : 000 2nd Prize £ 1,500
Identical prize structure on both days. e At = 808
Subtotal ¥ 4,500
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Jay Nath Patel - 9258270015 Shubham
Dr. Agnibha Sinha - 9123336346 Anjali
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Zero Waste Innovation
| SOLA - school of Liberal Arts

PARTICIPATION
NATURE ENTRY DATE

Technical SEhael Stodents | TEAM (3-5 members) 27-28 October 2026
University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

C Block, Ground Floor, TT Room C Block, Dance Room
TIME TIME

10:30 AM - 3:00 PM 10:30 AM - 3:00 PM

ABOUT THE EVENT

A team-based competition encouraging students to develop original solutions for waste reduction, recycling, reuse and sustainability. Teams create and
present an innovative model or prototype addressing real-world waste challenges, followed by a brief Q&A with the judges.

RULES & REGULATIONS
o Team Composition

« Participation is strictly in groups of 3 to 5 members from the same school or university.
o Theme & Originality

» All models and presentations must align with the theme 'Zero Waste Innovation', focusing on sustainability, recycling and waste reduction.
+ The project must be original and student-developed; plagiarism or pre-made models will lead to immediate disqualification.

o Presentation

» Each team gets 5-7 minutes to present and explain its model, followed by a short Q&A with the judges.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize Z 2,000 1st Prize ¥ 2,000
2nd Prize ¥ 1,500 2nd Prize ¥ 1,500
3rd Prize Z 1,000 3rd Prize % 1,000
i 1 8!000 Subtotal Z 4,500 Subtotal Z 4,500
Identical prize structure on both days.
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Amrita Ratan - 6394260965 Manish Kumar
Dr. Jyotna Tyagi - 9728509807 Anushka Ray
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Tech Treasure Hunt

l SOET - School of Engineering & Technology

NATURE PARTICIPATION ENTRY DATE
Technical Bl g ks SRR VRN et 27-28 October 2026
University Students members)

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE
B Block, Central Gate, Opposite Boys Hostel B Block, Central Gate, Opposite Boys Hostel
TIME TIME

10:00 AM - 12:30 PM 1:30 PM - 2:30 PM

ABOUT THE EVENT

A clue-based treasure hunt where participants solve puzzles and riddles across checkpoints to locate a hidden treasure. The format
builds teamwork, problem-solving, logical thinking and observation skills through a fast-paced technology-themed challenge.

RULES & REGULATIONS

o Team Rules

« Teams must stay together at all times and are not allowed to split up.
» Each clue should logically lead to the next checkpoint.
= Teams cannot skip clues or move ahead without solving them.

o Conduct & Boundaries

« Participants must respect the environment and must not litter or disturb nature.
» Smaller rewards may be included at checkpoints, along with a grand prize at the end.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL FRIZE FOOL 1st Prize Z 2,000 1t Prize Z 2,000
i 1 8,000 2nd Prize z 1,500 2nd Prize z 1,500
Identical prize structure on both days. 2rd Prize X 1,000 S5 Frize ¥ 1,000
Subtotal Z 4,500 Subtotal Z 4,500
FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Manish Kumar - 9712221254 Randhan

Dr. Faiz Ahmad - 9718122309
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Duet Dance
| Student Welfare

B PARTICIPATION
NATURE ENTRY DATE

Cultural School Students / DUET 27.28 October 2026
University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

D Block Ground D Block Ground

TIME TIME

10:30 AM - 12:00 PM 12:30 PM - 2:30 PM

ABOUT THE EVENT

Pairs take the stage to showcase rhythm, coordination and creative expression through dance and are judged on choreography, energy, coordination and
overall performance. The duet format highlights synchronised artistry and stage presence in a compact, high-impact performance slot.

RULES & REGULATIONS

o Performance Rules

« Time limit: 2-2.5 minutes per performance; points are deducted for exceeding it and organisers may stop the performance.

= Any dance form is allowed.

« Pre-recorded tracks must be submitted in advance; last-minute audio changes are not allowed.

= Costumes and props are allowed; colours, gulal, water or any stage-damaging material are strictly prohibited and lead to disqualification.
» Obscene or derogatory moves or lyrics are strictly prohibited.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ 2,000 1st Prize ¥ 2,000
2nd Prize ¥ 1,500 2nd Prize ¥ 1,500
3rd Prize Z 1,000 3rd Prize Z 1,000
z 1 8!000 Subtotal % 4,500 Subtotal Z 4,500
Identical prize structure on both days.
FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Yash Jasoria - 9220168938 Moksh

Mr. Raj - 9716810434
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One Day Hackathon

| SOET - School of Engineering & Technology

NATURE PARTICIPATION ENTRY DATE
Technical School Students TEAM (2-4 members) 27-28 October 2026

VENUE & TIMINGS

SCHOOL STUDENTS

VENUE
Al Arena

TIME
10:00 AM Onwards

ABOUT THE EVENT

An innovation challenge empowering school students to turn creative ideas into working solutions using Al, machine learning, generative Al, robotics and
loT. Run as an online ideation round followed by an offline Al Arena demo, it builds problem-solving, teamwork and real-world technology exposure.

RULES & REGULATIONS

o Format

* The theme is Artificial Intelligence; teams must build an innovative solution to a real-world problem using Al.

« Teams must consist of 2-4 students.

* Round 1 (Online): teams submit their idea, problem statement, solution and Al implementation plan with a short presentation or video before the deadline.
- Shortlisted teams advance to Round 2 - Al Arena, held physically at K.R. Mangalam University.

o Round 2 Requirements

» Teams must present and demonstrate a working Al-based software and/or hardware prototype before the judges.

+ Any combination of software, hardware, Al tools, APls, ML models, generative Al, loT or robotics may be used, provided Al is central to the solution.
» Teams must bring all hardware, components, software and datasets needed for their demo.

* The final-round project must substantially match the Round 1 submission; major changes require organiser approval.

o Evaluation

« Projects will be judged on innovation, originality and creativity of the Al solution.
* Projects will be assessed on functionality, working prototype quality and real-world feasibility.
« Presentation quality and the ability to answer the judges' questions will also be considered.

PRIZE STRUCTURE

PRIZE BREAK-UP

TOTAL PRIZE POOL 1st Prize % 2,500
2nd Prize Z 1,500
3rd Prize Z 1,000
i 1 O’OOO Subtotal % 5,000

Identical prize structure on both days.

FACULTY IN-CHARGE STUDENT COORDINATORS
Dr. Amar Saraswat - 9958984080 Aditya Kumar Singh
Dr. Megha Sharma - 7830932723 Kartik Sharma
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Robo Soccer
I SOET - School of Engineering & Technology

= PARTICIPATION
NATURE ENTRY DATE

Academic SEhael Stodents | TEAM (3-8 members) 27-28 October 2026
University Students

VENUE & TIMINGS

SCHOOL STUDENTS UNIVERSITY STUDENTS

VENUE VENUE

Basketball Ground / Al Arena Basketball Ground / Al Arena
TIME TIME

11:00 AM Onwards 1:00 PM Onwards

ABOUT THE EVENT

A robotic football match where two teams of robots compete to score goals, each fielding 3-5 robots with one possible goalkeeper. Robots must meet
safety specifications for battery, voltage, infrared emission and magnetic interference, competing fairly under official supervision.

RULES & REGULATIONS

o Match Format

= Each soccer team may have a minimum of 3 and a maximum of 8 members, with 3-5 robots participating in a match; one robot may serve as the goalkeeper.
* The number of robots in a match may vary depending on the number of participating teams, but each team must field at least 3 and at most 5 robots.
» Matches will be played in a designated arena with standard setup and rules as announced by the organising committee.

o Robot Safety Specifications

* Robots must be sealed, non-explosive, electrically powered type; battery, NiCad or dry cell may be used.

« Voltage anywhere in the robot must not exceed 24V DC at any point during the match.

* Robots must not emit infrared light; however, infrared-distance optical sensors may be used if they do not affect other robots.
* Infrared-reflecting materials must not be used externally; painted robots must have a matte finish.

+ A team claiming interference from an opposing robot must provide proof, to be confirmed by a referee.

o Fair Play & Evaluation

» Teams must adhere to all safety rules, game etiquette and match discipline during the competition.
= Any robot violating safety norms or causing deliberate disruption shall be penalized or disqualified by the judges.
* The team with the highest number of goals at the end of the match will be declared the winner.

PRIZE STRUCTURE

SCHOOL STUDENTS UNIVERSITY STUDENTS
TOTAL PRIZE POOL 1st Prize ¥ TEBD 1st Prize I TBD
2nd Prize ¥ TBD 2nd Prize ¥ TBD
i TBD 3rd Prize ¥ TBD 3rd Prize ¥ TBD
Subtotal T TED Subtotal T TBD
Prize details to be announced closer to the event.
FACULTY IN-CHARGE STUDENT COORDINATORS
Mr. Gaurav Verma - 9910152155 Deepanshu Gulia
Dr. Imran Siraj - 9069360400 Aadhima

Dr. Naman Gupta - 8808954130
Dr. Digvijay - 9644271996
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