
Application manager

GigE

60Hz

Motion

Worldmodel

Kinect

EtherCAT

LRF

1000Hz

Shared memory
RTDB

Local Shared

ML WL MS WS

BS AS

Comm 
Multicast 

communcation

To peers (20Hz)From peers (20Hz)

VL VS

From coach (20Hz) To coach (20Hz)

AS

ML

MS

BS

WL

WS

Compass

10Hz

Vision

VL

VS



Application manager

GigE

60Hz

Motion

Worldmodel

Kinect

EtherCAT

LRF

1000Hz

Shared memory
RTDB

Local Shared

ML WL MS WS

BS AS

Comm 
Multicast 

communcation

To peers (20Hz)From peers (20Hz)

VL VS

From coach (20Hz) To coach (20Hz)

AS

ML

MS

BS

WL

WS

Compass

10Hz

Vision

VL

VS

Localization

Obstacle 
detection

(local) obstacle 
tracking

White line 
detection

Ball 
detection

Image

Fieldmap

Compass

Image

Image

Ball color

Pose[2]
Pose

Obstacles[50]
Obstacles[20] (pos)

Obstacles[20] (speed)

Balls[10] (pos)

Vision ball (2D)

Peers ball (3D)

Pose mergerLRF data

Encoder data

Vision pose

Pose

Sensor fusion

Control

Setpoint 
generator

Ball handling 
control

Shooter 
control

Emergency 
handler

ActionsStrategy
Defcon

Obtain team and 

opponent state

Role 
assigner

Mu fields

Task 
executer

Waypoint planning

Action 
handler

Subtarget 
planner

Target

Ball tracker
Ball (pos)

Ball (speed)

100Hz

Ball 
detection

Kinect data

30Hz

Kinect ball (3D)

Obstacle 
pre-filtering

Vision obstacles
Peer obstacles
Peer position

Sequential 
clustering

Obstacle 
post-filtering

Opponent 
with ball 
tracker

Ball position

Opponents (pos+vel)

Peers

Opponent with ball


	Turtle.vsd
	TurtleA
	TurtleB


