Creative Competition
Penta Arcade  ·  Spectrum 26  ·  DHA Suffa University  ·  3-Day Event
	Total Games
5
4 announced + 1 surprise
	Team Format
5 Members
one squad per team
	Event Duration
3 Days
Day 1 -> Day 3
	Qualification Flow
Day 1 -> Day 2 -> Day 3
points-based shortlisting
	Finale Game
Surprise
revealed before final

	
	
	
	
	


Registration & Team Details
	Team Size
5 participants
	Team Slots
Limited seats
	Registration Fee
Rs. 2,000 per team
	Category
Creative Competition


Competition Overview
Penta Arcade is a 3-day creative team competition designed to test speed, memory, coordination, trust, physical strategy, and team communication. The event consists of five games in total: four announced games and one surprise finale game.
The first four games will be played across Day 1 and Day 2, with two games conducted each day. The exact day-wise sequence of the first four games is intentionally not disclosed in this document and will be managed by the organizing team. The fifth game will be the surprise game and will be played only by the finalist teams on Day 3.
Competition Timeline
Day 1 - Preliminary Arcade Round     2 Games
All registered teams participate in two games selected from the announced game pool. Scores from both games are combined to prepare the Day 1 leaderboard. The highest-scoring teams qualify for Day 2.
Shortlist Announcement     After Day 1
The qualified team list is announced after score verification. Any scoring objection must be raised within the announced review window. The Competition Head and game marshals hold final authority over the Day 1 qualification list.
Day 2 - Semi-Final Arcade Round     2 Games
Only qualified teams compete on Day 2. They play the remaining two games from the announced game pool. Scores from Day 2 are verified to shortlist finalist teams for Day 3.
Day 3 - Grand Finale     Game 5: Surprise Game
Only finalist teams participate on Day 3. The fifth game is the surprise finale game. Its rules, scoring method, and required participants will be revealed shortly before the finale begins.
Qualification Flow
	Stage
	Participants
	Games Played
	Outcome

	Day 1
	All registered teams
	2 games from announced pool
	Qualified teams move to Day 2

	Day 2
	Day 1 qualifiers
	2 remaining announced games
	Finalists move to Day 3

	Day 3
	Finalist teams only
	Game 5: surprise finale
	Winner and runner-up decided


Announced Game Pool
The following four games are part of the announced game pool. These games will be scheduled across Day 1 and Day 2, but their exact order is not fixed in this document.
Chromatic Harvest
A high-speed sensory sorting challenge in which one player is blindfolded and guided by teammates to collect assigned colored balls from a central pool.
One member from each team is blindfolded and enters the central pool.
The remaining members guide the player verbally and help sort the collected balls at the team station.
Each team is assigned two target colors. Correct target-color balls earn points; incorrect colors create penalties.
Special white and black balls may change the score through bonus or penalty effects.
Memory Matrix
A tactical memory-and-relay game where teams recreate a displayed card pattern within the given time.
One player observes and memorizes the required pattern.
Two players search the master deck/grid and collect the required cards.
The objective is to recreate the exact sequence or layout before time runs out.
Accuracy, completion time, and rule compliance determine the score.
The Iron Maze
A precision-based trust challenge in which a blindfolded player navigates a maze and collects rods with the help of a navigator.
Two members participate: one blindfolded collector and one outside navigator.
The blindfolded player must collect assigned rods without disturbing other rods in the maze.
Red and white rods add points, while black rods and accidental drops create penalties.
Unsafe movement, intentional disturbance, or marshal warnings may reduce the score.
Wavelength Survival
A tactical territory and survival game in which players must reach the announced safe zone while protecting their team ribbons.
Active players begin from the center of the field with a team ribbon attached at the back.
A color/wavelength is announced, and players must move to the matching safe zone within the time limit.
Opponents may attempt to snatch ribbons during movement, subject to safety rules.
Players losing their ribbons are eliminated from the active round. The last surviving teams score highest.
Game 5 - Surprise Finale
Game 5 is the final surprise game and will be played only on Day 3 by the finalist teams. The setup, rules, scoring, and required number of active players will be announced before the finale begins.
Only finalist teams qualify for the surprise finale.
The game will test a different skill set and may influence the final leaderboard.
The Competition Head and marshals will brief finalists on safety and rule compliance before play begins.
Scoring System
Scores from Day 1 decide qualification for Day 2. Scores from Day 2 decide finalist teams for Day 3. The final winner and runner-up are declared after the surprise finale and score verification.
	Action / Item
	Points / Outcome

	Correct assigned ball collected
	+20 points

	Incorrect ball collected
	-10 points

	White ball collected
	+30 bonus points

	Black ball collected
	-10 points and may allow a steal effect, as briefed by marshals

	Red rod collected
	+30 points

	White rod collected
	+10 points

	Black rod collected
	-20 points

	Accidental rod drop / knockover
	-10 points per incident

	Opponent ribbon snatched
	+10 bonus points, subject to safety compliance


Judging Criteria
Cumulative scores will be recorded by assigned game marshals using official score sheets.
In case of equal scores, the team with better completion time, fewer penalties, and stronger rule compliance will be ranked higher.
Any scoring dispute must be raised immediately after the round. Late objections may not be entertained.
The Competition Head reserves final authority to approve results, resolve disputes, and disqualify any entry for violation.
Integrity and Safety Policy
No pushing, rough contact, unsafe pulling, or physical misconduct is allowed.
No intentional damage, hiding, or shifting of props is allowed.
Teams must follow the instructions of game marshals and volunteers at all times.
Use of unfair assistance, outside interference, or intentional rule manipulation may lead to immediate disqualification.
Participants must wear comfortable shoes and follow all safety boundaries marked for each game.
Venue and Logistics Notes
Outdoor field or activity area required for movement-based games; indoor or semi-open setup may be used where suitable.
Required props include colored balls, baskets, blindfolds, cards/pattern boards, rods, boundary circles, colored ribbons, cones, whistles, timers, and score sheets.
At least 2-3 marshals per game station are recommended for timing, scoring, and safety monitoring.
A central score desk should verify round results and update the leaderboard after every game.
A first-aid desk and water point should be available because several games involve running and physical movement.
Results and Prize Distribution
Winners will be announced after the Day 3 finale and score verification. Prize distribution will follow the official Spectrum 26 schedule. The prize pool and final award breakdown may be updated by the organizing committee.
	Final Note
Penta Arcade is a high-energy team competition. Teams should come prepared for speed, coordination, strategy, communication, and the unexpected surprise finale.
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