SOUTH ALABAMA ACADEMIC COMPETITION ASSOCIATION

Scholastic Challenge Format (Adapted from ASCA)





BAY AREA SCHOLASTIC CHALLENGE LEAGUE COMPETITION RULES 2010
1. Teams representing South Alabama’s public and private high schools and middle schools are welcome to enter Scholastic Challenge academic competitions sponsored at least in part by the South Alabama Academic Competition Association (SAACA).  One or more teams within their level of play may represent a school.  Those levels are sixth grade; middle school (6-8) and high school (9 – 12 only).  Each team must be sponsored and coached by a current SAACA member.

2. A team consists of four competing members, one of whom is designated as captain, and up to two alternates.  (With the tournament director’s prior permission, three players can represent the team at one event.)  Players must be enrolled at the represented school and must be in one of the grades specified for the competition.  Teams register their players at the beginning of each tournament or meet.  After play begins, these six may not be changed for the duration of the competition.

3. Teams enter the Bay Area Scholastic Challenge League by correctly completing and returning the appropriate application form and paying the specified fee to SAACA within the designated time. Teams are then grouped into geographic pools for round robin play.  The top teams will be taken from the pools, based on win/loss record, the highest average number of points per round.  Pool winners advance to the SuperTournament.  The following list is the order in which the top teams will be determined, with the second through sixth ways being used in cases of ties only.

·   win-loss record

·   head-to-head competition
·   average number of points per round played
·   point differential (total points a team scores minus the total points scored against that team)

·   forfeits caused

·   coin toss

4. At SuperTournament Invitational, the teams will participate in round-robin play (morning) and seeded (afternoon) finals.  Only those teams participating fully in the Bay Area Scholastic Challenge League for middle schools may participate.
5.       A round consists of two teams competing to answer a series of academic questions.  Four periods comprise a Scholastic Challenge round (game).  Alternates may be sent in at the beginning of any period by the team’s coach.  The four periods are:

· Period 1: Ten toss-up questions worth five points each

· Period 2: Ten toss-up questions worth ten points each, with bounce-back bonus questions worth twenty points collectively

· Period 3: A work sheet containing twenty questions worth 5 points each

· Period 4: Ten toss-up questions worth fifteen points each

6.  After each period, the scorekeeper announces the score.  Score discrepancies must be noted and resolved before the next period begins.  The moderator’s decision is final.  If the score is tied at the end of the round (game), tie-breaking questions are asked in sudden-death format until a team correctly answers a question.  Tie-breaker questions do not earn points.
7. The answers provided on the answer sheets are considered the official answers.  The moderator’s decision as to whether an answer given is correct or incorrect is final! While a moderator cannot give credit for an alternate answer to a question with an official answer deemed wrong by both teams’ coaches and the moderator, the moderator can choose to throw out the question and substitute another in its place

8. If a team wishes to protest procedures, the protest must be lodged and resolved before the reading of the next question.  Only the designated team captain (or elementary or middle school coach) may lodge the protest, preferably by raising his/her hand, waiting to be recognized by the moderator.  The moderator’s decision is final as long as no rule has been violated.  After a round is completed, there can be no protest of the results.  (Team ignorance of the rules/procedures is not valid for protesting, so keep a copy of these rules handy and check on tournament director interpretations during the orientation period.  Moderators and other officials must also follow the rules, however.  If a coach believes a rule has been violated, gain the moderator’s attention before the next question and ask to approach with a rules violation notification.  Politely and quietly point out the error.  A coach can ask for the tournament director to be consulted if a clear breach of the rules is not correctly resolved and the coach has followed procedures.  Protesting afterwards is too late.)

9. Points are earned by giving the correct answers to questions that the moderator asks.  There is no penalty for incorrect answers, but a player cannot correct him/herself (first answer given is the one recognized).  On a toss-up, any team member may press the buzzer to answer a question. The player must wait until the moderator verbally recognizes him/her before answering.  If the player gives an answer before being recognized, the answer is ignored and the question is offered to the other team.

10. During a toss-up question, a player may interrupt the reading of a question to answer it.  The moderator immediately stops reading and recognizes the player who buzzed.  If the player’s answer is incorrect, the moderator then reads the entire question or completes it (moderator’s choice, depending upon how much of the question remains) for the opposing team.

11. In questions that require an answer to be spelled, the player may say the correct answer first and immediately begin to correctly spell the answer.  If the player pauses between saying the word and spelling the word, a “stall” will be called.

12. If players confer with or signal to any other team or audience members during a toss-up question, their team loses the opportunity to answer that question.  The same question is offered to the other team.  At least one official (moderator, scorekeeper, or timer) must have seen the infraction, but a coach has the right to point out illegal communications by players to the moderator (raise hand for recognition before the next question).  This warning will put all on notice to be more vigilant and correct.

13. If, after Team A misses an answer to a question, the moderator gives the answer before giving Team B an opportunity to answer, the moderator selects another questions (from that round’s extra questions or tie-breakers) and gives Team B a chance to answer.  Team A will not get a chance to answer the substitute question.

14. Timing on a toss-up question begins at the conclusion of the reading.  If no contestant buzzes in within five seconds, the moderator will give the answer and then continue to the next toss-up.  Ten seconds will be allowed for answering certain designated questions that require calculations.

15. Once a player is recognized on a toss-up question, he/she must being answering the question within three seconds (only the moderator’s timing).  If the answer is incorrect or not given in time and the question was read in its entirety, the moderator will offer the question to the other team whose players then have the opportunity to buzz in immediately and give an answer within three seconds.  The moderator will not re-read the question.
16. After bonus questions have been read, team members may confer for twenty seconds.  At the end of fifteen seconds, the timer says “five seconds” and at the end of 20 seconds, “time.”  Immediately thereafter, the team captain for elementary or middle school events, or another player he/she designates, must begin answering.  High school captains must have already begun answering when time is called.  If the captain asks the moderator to repeat any bonus questions, this reading is included in their twenty seconds conference time.  All audible conferring must cease when the team captain (or designee) starts giving an answer, even if time remains.  The same person must give all bonus answers for one set.
17. All incorrect and unanswered bonus questions of the first team are then offered (bounced back) to the opposing team.  Their team captain or designee must answer immediately.  Questions may not be reread for the bounce-back team.

18. After the bonus round (period 2), there is a worksheet that consists of a page of twenty questions.  All six team members may participate in the worksheet period (coach’s decision). Each team receives two copies of the work sheet, faced down, and writes their school name on the back of them.  Once the moderator (or timer) says, “Begin,” the teams will have two minutes to confer and complete the sheet.  The timer will prompt by saying “one minute,” “thirty seconds,” “fifteen seconds,” and “stop.”  The moderator will collect the one, official copy of the answer sheet, check answers silently, and announce the points earned.  The answers must be legible and at least phonetically correct to gain credit. The moderator then collects the second, unofficial copy of the answer sheet.  The moderator will not read the correct answers.

19. Teams must report to the assigned competition site on time.  BASC League Site directors shall direct rounds to commence at 3:30 pm (times may be different for ASU/SN).   If a team is not present within five minutes of the appropriate time after teams are told to report to their next round site, that team will forfeit the round.  In BASC League play, if a traveling team has called the host school before 3 pm, it is the Moderator's call whether or not a team should be allowed an additional five minutes grace.  
20. Observers are welcome to attend.  Once a round begins, however, no one should enter or leave the room.  (Exceptions may be made for emergencies, by the tournament/site director to accommodate the media, or for necessary monitoring purposes.  Coaches should indicate before competition begins if they do not want media representatives to enter where their team is playing.) Observers must remain quiet (no talking, clapping, walking around, etc.) until each round is over (except for the worksheet-grading period, when they may talk quietly).  Disruptive observers will be instructed to leave the room.  While these actions should remain uncommon, moderators do also have the right to penalize teams (5 points) if any team member and/or supporter(s) become too distracting or disruptive and fail to heed a warning.  They may also recommend to the tournament director that a team be disqualified for repeated rules infractions, or for any display of rudeness, vulgarity, intimidation, or violence.

21. Tape recorders, video cameras, and all student aids are forbidden.  Cell phones and pagers should be in silent mode or not brought into the competition room at all.  Pencils and paper are provided in each room and should be left in the room after each game.

22. Except in very specified instances when the moderator or scorekeeper addresses them, team coaches should be “seen and not heard.”  All members of the audience, including coaches, should sit well back of and behind their teams.  Coaches and others do not “coach” their team during a match except for between period-substitutions and making any legal protest where necessary.
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