
DON’T DOUBT THE SCOUT
The subliminal and often-neglected key to FRC success.

JAY SRIDHARAN, Ctrl-Z FRC Team 4096



WHO AM I?

• Member of Ctrl-Z 4096 for 6 years

• Scouting Captain 

• Programming and Data Analytics fanatic



WHAT IS SCOUTING?

• Understanding the abilities of other teams

• Subjective, Objective or both.



WHY SCOUT?

• Informed decision making. 

• Match Strategy

• Dynamic Strategies.

• Analytical thinking.

• Real-world experience of using data. 



COLLECTION



PRE-DESIGN

• Design starts Day One.

• Keep notes of strategies discussed, their pros/cons, 
and possible implementations



OBJECTIVE DATA

• Split the game up into its basic actions

• List the details that can be collected



FIRST STEAMWORKS
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Don’t overscout!!!



SUBJECTIVE DATA

• Depends on experiences of individual scouters.

• Quantitative
• Easier to analyze, but more restrictive

• Can be normalized

• Qualitative
• Harder to analyze, but less restrictive



PIT DATA

• Things you can't see from match data:

• Drivetrain

• Strategies you might want

• Cheesecake

• Ground Feeder

• Be careful of what you ask.



PAPER SCOUTING

• Cheap and Easy

• Harder to Analyze

• If implementing a paper scouting system:
• Keep an entire team’s data on one page

• Keep collection limited
• Aggregate whenever possible

• Keep it organized!!









PAPER + ELECTRONIC

• Easy to collect, Easy to analyze, but requires data entry.

• Allows more data IF data entry and analysis happens in 
real time

• If implementing a hybrid system:

• Try to make data entry and analysis quick and easy.

• Keep analysis dynamic and visual.







FULLY ELECTRONIC

• Easy to scout, Easy to analyze (if done well) but can pose 
logistical issues. 

• ThunderScout, GearScout, FIRES, Wildrank, many more

• If implementing an electronic system:
• Try to make data entry easy for the scouter. Prioritize the UI
• Make analysis dynamic and visual
• Create fail-safes – things happen.

• Plan out logistics well beforehand



DEMO!



ANALYSIS



MATCH STRATEGY

• Extent of match strategy depends on the game

• Offense, Defense or Both?
• Make scenarios: worst case, average case, best case

• How close will this match be?

• What may the opposing alliance strategy be?
• Plan for all scenarios based on their abilities.

• Look through everything!



OFFENSIVE

• What needs to happen for a win?

• Which opposing teams, if any, might pursue defense?

• How close will the match be? How much risk should be 
taken?



DEFENSIVE

• How much do the opponents need to be limited for a win?

• Which teams are the most susceptible? Which teams need to 
be limited most?

• What is the best way to slow a team down?



ALLIANCE SELECTIONS

• Create pick-lists ranking team by action



ALLIANCE SELECTIONS

• If alliance captain: 

• Predict opposing alliances 

• Determine your strategy

• Filter teams to create picklist

• Keep cooperation in mind.

• Don’t rely solely on numbers!

• If first pick: 

• Analyze strengths and 
weaknesses of captains

• Help captain in achieving 
their strategy

Keep lists general! Don’t limit yourself.



ANALYTICS IMPLEMENTATIONS

• Paper: Good for overviews, but hard to answer very specific 
questions

• Electronic: If done right, can make it easy to drill deep.



A FEW TIPS
• Don’t just use averages!

• A team’s performance can’t just be summed up with one 
number. Include min, max, median and IQR.



A FEW TIPS
• Track performance over time

• If a team experiences massive damage, the medians might be 
an inaccurate representation.



TABLEAU



THANK YOU!

Ctrl-Z FRC 

Jay Sridharan 

jay.s@team4096.org
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