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Enter Sandman 
 

Genre 
 
Enter Sandman, but don’t enter the sand! Destructive testing is off to never, never land, as bands will use their 

geotechnical engineering knowledge to devise and test a non-destructive technique for detecting voids. 
 

Artists 
 
Enter Sandman bands can include up to four members. 

 

Instruments 
 
Bands should design and construct a non-destructive void detection technique prior to the competition. The 
technique may utilize electronic devices such as microprocessors and sensors. However, the technique shall 
not use probes or devices which require use of destructive techniques.  
 
Bands will construct a plywood box, with interior dimensions 24” long by 24” wide by 18” tall, and tolerances 
on these dimensions of 1/8”. The box should be waterproofed and decorated to be aesthetically pleasing. 
Boxes with instrumentation ports (e.g. holes in the sides) are prohibited. 
 
Competition organizers will fill the boxes with play sand the day of competition. The void ratio of the sand 
will be provided the day of the competition. The sand will contain voids at least 1” in diameter. No accessible 
sites (e.g. a pipe going down into the sand) will be provided on the surface. Any probes in the sand, or 
insertions into the sand otherwise, must be made within 2” of the sidewall. 
 
Bands will submit a 2-3 page technical paper describing addressing the following: 

• the physical concepts on which the technique is based 

• the devices used in the technique (including make and model, if applicable) 

• the advantages and disadvantages of the technique 

• the innovative aspects of the technique 
 

Tracks 
 
Bands will be assigned timeslots the day of the competition. 

 
Setup, Deployment, and Detection 

Bands should prime any devices used in the void detection technique prior to the competition time. Judges 
will announce the start of the competition time. Once the start has been announced, bands will deploy any 
devices used for the technique and detect voids. Bands will have 30 minutes to deploy and detect after the 
start is announced. 
 
Finalization and Submission 

After the deployment and detection time ends, bands will have another 15 minutes to finalize and submit 
their answers. 
 
Time Score – 20% of Total Score 

Judges will rank bands by time spent deploying and detecting. The band that completes the deploys and 

detects in the shortest time will receive the maximum possible time score, and the band that deploys and 

detects in the longest time will receive zero time score. 

 
Void Detection Score – 25% of Total Score 

Judges will rank bands by the deviation between the number of voids detected and the actual number of 

voids. The band with the lowest deviation will receive the maximum possible void detection score, and the 

band with the highest deviation in the will receive zero void detection score.  
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Void Location Score – 25% of Total Score 

Judges will rank bands by the deviation between the detected void locations and the actual void locations. 

The band with the lowest deviation will receive the maximum possible void location score, and the band 

with the highest deviation will receive zero void location score. 

 
Water Table Location Score – 5% of Total Score 

Judges will rank bands by the deviation between the detected water table location and the actual water 

table location. The band with the lowest deviation will receive the maximum possible water table location 

score, and the band with the highest deviation will receive zero water table location score. 

 
Aesthetic Score – 5% of Total Score 

Judges will evaluate and rank the box appearance relative to other box appearances. The ensemble with 

highest-ranked box appearance will receive the maximum possible aesthetic score, and the ensemble with 

the lowest-ranked box appearance will receive zero aesthetic score. 

 
Technical Score – 20% of Total Score 

Judges will rate the technical papers submitted by bands. There will be no rubric for the technical papers 

and judges will assess the technical papers at their discretion. Technical papers corresponding to creative or 

innovative techniques will tend to receive higher scores than those that do not. Papers corresponding to 

manual techniques will receive higher scores than those corresponding to electronic techniques. 

 
Probe / Insertion Penalty – 5% of Total Score (for each probe / insertion) 

For each probe inserted into the sand, or for each insertion into the sand otherwise, teams will be assessed a 
flat 5% penalty (that is, 5% of the maximum possible total score). 
 
Leakage Penalty – 5% of Total Score 

If the box leaks water, teams will be assessed a flat 5% penalty. 
 

Notes 

 
Direct any RFIs to conference organizers. This section will be updated to include RFI responses. 
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