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HARDWARE

OBIJECTIVE

“Construct an autonomous, one-on-one soccer-playing robot capable

SOFTWARE
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TEAM MEMBERS & ROLES
Budget Breakdown

ol Maximum Budget: 324 Hours Abby Li Project Manager and Documentation \
Budget Spent: 285 Hours Rony Azrak Testing Lead
Wole Obayomi Software Development \_ r \
) 88% spent Peter Quinn Software Development
Santiago Bernal Hardware Development e R /
« Documentation ® Software  Hardware = Testing Marcel Morin Hardware Development and Testing




