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PUT JOUR SKILLS TO THE TEST AT THE
TECHNICAHAL CONNECTION EVENT! DIVE INTO
A UNIGQUE CHALLENGE UHERE THE CLUES
ARE SHY, HELP THEM COMmMeEe OUT OF THE BOX.
SOUR MISSION: CONNECT THE DOTS AND
UNCOVER A CAPTIVATING TECH WORLD. IT'S
A BRAIN TERASER MIXING OBSERVATION AND

PUZZLE-SOLVING. JOIN US FOR FUN,

CURIOSITYH, AND HIDDEN DISCOUVERIES IN

THE WORLD OF TECH!



CONNECTION

RULES

1L.PARTICIPANTS MUST PRE-REGISTER FOR THE EUVENT
WITHIN THE SPECIFIED TIMEFRAME. REGISTRATION
DEARADLINES MUST BE STRICTLYE FOLLOWED.

2. TEAMS ARE LIMITED TO A MAXIMUM OF 3 MEMBERS.

3. THE EVENT IS CONDUCTED IN THREE ROUNDS TO
DETERMINE THE WINNERS.

H.ROUND STRUCTURE:

« ROUND 1: CONDUCTED ON KAHOOT WITH ALL 20 TEAMS
ANSWERING RAPID-FIRE TECHNICAHAL CONNECTION
QUESTIONS.

« ROUND 2: THE TOP 10 TEAMS FROM ROUND 1 WILL COMPETE
IN A QUIZ APP TO SOLVE CONNECTION-BASED PUZZLES.

« ROUND 3 (FINALS): THE TOP 5 TEAMS WILL COMPETE, AND
THE TOP 2 TEAMS WILL BE DECLARED WINNERS (1L.ST AND
2eND PLACE).

5.EACH ROUND WILL PRESENT A SERIES OF IMAGES, WORDS,
OR HINTS RELATED TO TECHNOLOGY, AND TERAMS MUST
IDENTIFS THE HIDDEN CONNECTION.

B.TIME LIMITS WILL BE ALLOCATED FOR EACH ROUND.
TEAMS MUST SUBMIT THEIR ANSUERS WITHIN THE GIUVEN
TIMEFRAME.

7T.POINTS WILL BE AUARDED BASED ON ACCURACYE AND
SPeEED. THE TEAMS WITH THE HIGHEST SCORES WILL
PROGRESS TO THE NEXT ROUND.

8.ALL PARTICIPANTS ARE EXPECTED TO UPHOLD FAIR PLAY
AND FOLLOW EVENT RULES. ANY FORM OF CHERTING IS
STRICTLY PROHIBITED.

S.JUDGES AND ORGANIZERS WILL OVERSEE THE EVENT TO
ENSURE SMOOTH EXECUTION. THEIR DECISIONS ON SCORING
AND RULE ENFORCEMENT ARE FINAL.



