2009 Black History Quiz Bowl 
RULES AND REGULATIONS

1.  General Information and Format
a. Each school will be responsible for providing two adult volunteers to help officiate the competition.  The volunteers will fill the positions of Quizmaster, Console Judge, and Scorekeeper/Timer.  Each volunteer will serve in an assigned room throughout the competition.
b. There will be one division falling under the umbrell, highschool division.  The High School Division is for contestants in grades 9 and up. Students in the 6th, 7th, and 8th grades may participate in the High School Division. 
c. Each school must bring a buzzer system and a stopwatch for use during the entire competition.  A buzzer system will be used in every room for each round of the competition. 
d. The competition shall consist of at least five rounds.  Each round shall consist of ten toss-up questions with a two-part bonus question following each toss-up that is answered correctly.  
e. The total number of points will determine the winner of each round.  
f. This will be a  Double Elimination Tournament - In double elimination tournaments a single defeat does not preclude the player from winning the competition.  After the 1st round, the players are subdivided into two brackets: the winners of the 1st round play in the Winners Bracket while the losers of the 1st  round go to Losers Bracket. 

In every round, the losers in the Winners Bracket step down to play in the Losers Bracket. Also at every round, the losers in the Losers Bracket are eliminated from the tournament, while the winners are paired with each other for the next round. 

However, everyteam, regardless of number of games won, will compete in atleast FIVE rounds.

g. The two teams in the final round will receive prizes.

h. All decisions of the Appeals Board are final.  The Appeals Board will consist of the most senior USNA representative and two qualified adults who are not affiliated with any of the schools involved in the competition.

2.  Conduct and Etiquette

a. All teams, parents, and spectators are expected to display good sportsmanship at all times.  This includes—but is not limited to—winning and losing graciously and communicating positively with teammates, opponents, spectators, and all volunteers including coaches and tournament officials.

b. The United States Naval Academy (USNA) has offered the use of its campus for this competition.  Teams, coaches, and spectators should treat USNA’s facilities with respect.  Please do not disturb anything in the classrooms.

c. There will be no entering or exiting the competition rooms once a round has begun.  Please remain seated (or standing still) and refrain from moving around the room until after the round has ended.  All team members, coaches, and spectators must remain in their assigned room until the end of the round is announced.  The only exception is Round 3 – players, coaches, and spectators may go quietly and directly to the concession area following Round 3 after being dismissed by the Quizmaster.

d. Infants and young children should not be brought into any of the competition rooms during a round.  Parents will be asked to go to the front lobby or lounge room with children who cause a distraction. 

e. All spectators are expected to remain silent (NO talking) and avoid making any type of distraction while a round is in progress.  Video recorders and cameras should not be used until after the round has been completed.  All cell phones, pagers, and watch alarms must be turned off.  If such a device causes a disturbance, the owner will be asked to leave the room for the remainder of the round. 

f. Spectators must wait until the entire round has been completed before cheering or clapping.  Applause during a round is improper etiquette, while applause after the completion of a round is strongly encouraged.

3.  Coaches
a. The coach is the official representative of the team.  The coach must be an employee of the School System in which that team attends.  Each team must have at least one official coach present for each game.

b. Coaches are expected to know and abide by the Black History Quiz Bowl Rules and Regulations; this includes ensuring that their school has provided two adult volunteers to help officiate the competition.

c. Coaches are responsible for the behavior of their teams and spectators before, during, and after each round.  If a problem arises with a team member or spectator, the coach will be asked to deal with the individual before further action is taken by the Quizmaster or other officials of the competition.

d. Coaches will compete honestly and avoid any type of communication with their team during a question.

4.  Teams

a. A team shall consist of 10 players from the same school.  

b. Five (or fewer) team members will compete in each round.  Substitutions cannot be made during a round.  No other substitutions are allowed except in case of an extreme emergency as determined by the Quizmaster on a case-by-case basis.
c. Every child must play at least one round.
d. During each round, one team member shall be designated as captain.  The team captain will sit in the middle seat (buzzer #3) with the team placard placed in front of him/her.  The captain is responsible for answering all bonus questions, or verbally designating another team member to answer a bonus question.

e. A team may not change captains during a round.  Team may change captains between rounds. 

f. Teams must provide their own pencils and scratch paper.  Players may not have any other supplies or resources (calculators, dictionaries, or other reference materials) at their seats during rounds.
g. All players must be seated facing the Quizmaster with their backs to the coaches, spectators, and alternates.  Players should not look at coaches, spectators, or alternates during a question.
5.  Toss-up Questions

a. Toss-up questions are worth 10 points each.

b. A member of either team may buzz in to answer a toss-up question.  Only one player per team is allowed to answer a toss-up question and the player must be recognized by the Console Judge before answering.  

c. If a toss-up question is answered incorrectly, a player from the other team may buzz in and give his/her answer after being recognized by the Console Judge.

d. After a toss-up question has been read, players will have 10 seconds to buzz in.  If a player buzzes in and answers incorrectly the other team has whatever time is remaining in which to buzz in.  (Example: A player on Team 1 buzzes in after 4 seconds and answers incorrectly after being recognized by the Console Judge. Team 2 then has 6 seconds in which one of their players can buzz in and answer after being recognized.)
e. After a player has been recognized by the Console Judge, the player will have 2 seconds in which to begin answering the question.  If the player does not begin his/her answer within 2 seconds, the Quizmaster will treat it as an incorrect response from that team.  There will be no unnecessary pauses or thought breaks allowed during the answering of a question.

f. Toss-up questions that require mathematical computation will have a 15-second buzz-in time limit. However, the player must still begin his/her answer within 2 seconds after being recognized.
g. A question will be read in its entirety only once, unless a player buzzes in and interrupts the Quizmaster before the entire question has been read (see section k below).

h. If a player does not wait for recognition by the Console Judge or if two or more team members attempt to answer at the same time, the answer will be considered incorrect.

i. If a player other than the one who buzzed in first begins to answer a question and that player is not a teammate of the player who buzzed in, the Quizmaster will ignore the answer and recognize the player who actually buzzed in first.  If this occurs and the player who buzzed in first misses the question, the other team will NOT have a chance to answer the question since a member of their team attempted to answer without being recognized.

j. If a player other than the one who buzzed in begins to answer a question and that player IS a teammate of the player who buzzed in, the Quizmaster will treat it as an incorrect response from that team and allow the other team to buzz in.

k. A player may interrupt the reading of a question by buzzing in.  The Quizmaster will stop reading at the point of interruption and the Console Judge will recognize the player.  If the player misses the question, the Quizmaster will re-read the entire question to the other team.

l. Conferring is not allowed during toss-ups.  Conferring on a toss-up will be treated as an incorrect answer.

m. The initial response will be the only accepted answer.  A player may not change his/her answer in the middle of a response. 

n. If the Quizmaster inadvertently provides the answer to a toss-up question following an incorrect answer, the team that did not have an opportunity to answer will receive a replacement question.

o. The replacement questions provided are to be used only when, in the opinion of the Quizmaster and/or Console Judge, a question has been somehow compromised or invalidated, either by protest, failure to follow these rules, or simple human error.  
6.  Bonus Questions
a. By correctly answering a toss-up question, a player earns a two-part bonus question for his/her team.

b. Each bonus question contains four parts worth 5 points each.  The Quizmaster will pause for 3-5 seconds after reading the first part before beginning the second part of the bonus question.  A question will be read in its entirety only once.  Players are encouraged to take notes and/or write down the answer or any guesses.

c. After both parts of the bonus question have been read, the team will have 30 seconds to confer quietly or in writing concerning possible answers.  A 5-second warning will be given by the Timer after 25 seconds have elapsed.  All conferring must cease when time is called after 30 seconds, at which time the Quizmaster will ask the team captain for the answers.  

d. After the Quizmaster has asked the team captain for the answers, he/she must either immediately designate a teammate to answer both parts of the bonus, or begin answering the questions within 2 seconds.  If the captain designates a teammate to answer the bonus, the designee must begin answering within 2 seconds. There will be no unnecessary pauses or thought breaks allowed during the answering of a bonus question.  

e. If a team is ready to answer the bonus question before 30 seconds has elapsed, the team captain should say, “We have our answers” to ensure that he/she has the Quizmaster’s attention before answering or designating a teammate to give the answers.

f. If someone other than the captain or designee gives an answer, or if two or more team members attempt to answer a question simultaneously, the Quizmaster will treat it as an incorrect response from that team.  

g. The initial response will be the only accepted answer.  A player may not change his/her answer in the middle of a response.

7.  Bounce-Backs on Bonus Questions 
a. The team that did not earn the bonus question will be given the opportunity to “steal” the points for any part of the bonus question that was answered incorrectly by the team that earned the bonus.

b. The team that earned the bonus may confer verbally but the other team may not confer verbally, so as not to distract the first team.  If the other team talks they will lose their chance to “steal” the bonus points.

c. Each part of the bonus question that is answered incorrectly or not answered by the first team will immediately “bounce back” to the opposing team.  The Quizmaster will ask the opposing team’s captain for the answer(s) and the captain must either immediately designate a teammate to answer, or begin answering the questions within 2 seconds.  If the captain designates a teammate to answer the bonus, the designee must begin answering within 2 seconds of being designated by the captain. There will be no unnecessary pauses or thought breaks allowed during the answering of a bounce-back bonus question.  

d. If someone other than the captain or designee gives an answer, or if two or more team members attempt to answer a question simultaneously, the Quizmaster will treat it as an incorrect response from that team.  

e. The initial response will be the only accepted answer.  A player may not change his/her answer in the middle of a response.

f. If the Quizmaster inadvertently provides the answer to a bonus question following an incorrect answer, the team that did not have an opportunity to answer will receive a replacement question.

g. The replacement questions provided are to be used only when, in the opinion of the Quizmaster and/or Console Judge, a question has been somehow compromised or invalidated, either by protest, failure to follow these rules, or simple human error.  

8.  Protests

a. Only the coach or an active player may verbally address the Quizmaster about a procedure or a question during a round.  No one else (spectator or substitute) may lodge a protest.  A verbal protest from anyone other than the coach or an active player will automatically nullify the protest.

b. A protest must be lodged and settled before the next toss-up or bonus question is read.  No action can be taken on protests lodged after the fact.  Any protests concerning procedures and/or questions that occurred earlier in the round or competition will be disregarded.

c. The decision of the Quizmaster is final.  The Quizmaster has the option of consulting privately with the Console Judge and/or Scorekeeper/Timer before making his/her decision.  

d. The Quizmaster also has the option of referring a protest to the Appeals Board, in which case play is temporarily suspended until the outcome of the protest has been determined.  If the Quizmaster decides to seek help from the Appeals Board, only he/she may consult with them.  Players, coaches, and spectators will remain in the room and a decision will be made as quickly as possible. 

e. While it is important to keep the competition fair and impartial, frivolous protests are strongly discouraged.  Excessive interruptions will be considered unsportsmanlike conduct, and the Quizmaster has the right to ask anyone displaying unsportsmanlike conduct to leave the room for the remainder of the round.

Summary of Rules

The table/diagram below summarizes the procedures for toss-up and bonus questions 

described in the rules and regulations.  Please refer to whichever format you prefer.

	
	Toss-Up

Question
	
	
	Bonus Question

Quizmaster will pause 3-5 seconds

between parts 1 & 2 while reading.

	

	Quizmaster Interrupted

Player must begin answer within 2 seconds after being recognized.

	
	Quizmaster Not Interrupted 

(10 seconds to buzz in; NO conferring)

Player must begin answer within 2 seconds after being recognized.
	
	Player (Either Team) Buzzes In Simply remind all that it is a bonus question and continue.
	
	Team Confers Answers required within 30 seconds, or within 2 seconds after Timer says “time” and Quizmaster asks the Captain for answers.

	
	
	
	
	
	
	
	
	

	Correct Answer

Score-keeper enters 10 points on score- sheet.  Go to Bonus Question diagram on right.
	
	Incorrect Answer (Wrong; OR didn’t wait for Judge to recognize; OR two team members answer at the same time.) Continue with steps below.
	
	Correct Answer Score-keeper enters 10 points on score- sheet.  Go to Bonus Question diagram on right.
	
	Incorrect Answer (Wrong; OR didn’t wait for Judge to recognize; OR two team members answer at the same time.) Continue with steps below.
	
	2 Correct Answers

Quizmaster announces appropriate points awarded; Scorekeeper enters points on score-sheet.  Continue the round with the next Toss-up Question.
	
	1 or 2 Incorrect Answers

(Wrong; OR no answer; OR two team members answer at the same time.) 

ELEMENTARY DIVISION Quizmaster announces appropriate points awarded (if any); Scorekeeper enters points on scoresheet. Continue the round with the next Toss-up Question. MIDDLE SCHOOL DIV.
Go to Bounce-Back diagram below

	                  

	
	Reread Entire Question For Other Team

(10 seconds to buzz in; NO conferring.)
	
	
	
	Allow Time Remaining from Initial 10 Seconds to Allow Other Team to Buzz In. 

(NO repeating of question; NO conferring.)
	
	Bounce-Back (Middle School Division Only)

Answer(s) required within 2 seconds after Quizmaster asks opposing Captain. Quizmaster announces appropriate points for both teams. Scorekeeper enters points on scoresheet. Continue with next Toss-up.

	

	Correct Answer

Scorekeeper enters 10 points on scoresheet.

Go to Bonus Question diagram at right.
	
	Incorrect

Answer
Continue the round with the next Toss-up Question.
	
	Correct Answer

Scorekeeper enters 10 points on scoresheet.

Go to Bonus Question diagram at right.
	
	Incorrect

Answer
Continue the round with the next Toss-up Question.
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