Alabama Scholastic Competition Association
The Alabama Scholastic Challenge

2010 Procedures and Rules
1. School Eligibility:  Public and private middle and high schools in Alabama are invited to participate in the Alabama Scholastic Challenge.  No school may enter more than one team for each level of play (middle or high school).  Home schooled teams shall show evidence of eligibility.  An ASCA member must sponsor the team.

2. 2010 Competition Dates:
Small High School Date:

January 15                                                                                                                                      
Junior Varsity Competition Date:
January 15                                                                                                                       High School Competition Dates:  
February 19 (District), March 13 (Regional), and April 9                                                                                                                           Middle School Competition Dates:
January 30 (District) and March 6 (State) 

3. Tournament Assignments:  The state coordinator assigns teams to district tournaments based on geographical proximity.  District coordinators randomly group teams into pools for round robin play.  The number of teams advancing from each district will be determined by the state tournament coordinator based on the size of the field at each site.  The state coordinator, using results provided by district coordinators, will create regional tournament pools.  Teams will be placed in pools in alternating fashion based on their points per game (PPG) average from district play, with the team with the top average being placed in pool one, the team with the second best average being placed in pool two, the team with the third best average being placed in pool three, and so forth until all teams are placed.  For the purpose of pool placement, ties would be broken based on a coin flip.  The state coordinator will apply the same process following the regional competition to determine pools for the state tournament.
4. Pool Winners shall be determined using the following criteria listed in order of precedence.

· 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)

· Coin toss.


5. Alternates and Wildcards:  Alternate teams replace winning teams that choose not to continue to the next competition level.  First and second alternates are named at the district and regional tournaments based on their win/loss records or, when schools played different numbers of rounds, the average number of points per round.  They automatically replace the withdrawn winners from their district or region.  If authorized in advance, wildcard teams may be named to fill out a State or regional tournament field.  The Board determines the number and qualifications of wildcard teams.

6. Play-offs:  At the State Tournaments, pool winners advance to a play-off.  The Board shall announce play-off procedures at the beginning of the State tournaments.  The State champion and three runners-up receive trophies.

7. Player Eligibility:  Players must be enrolled at the represented school (not just the same system or in feeder schools) and must be in one of the grades specified for their level of competition (5, 6, 7, or 8 for middle school and 9, 10, 11, or 12 for high school).  Teams that play ineligible players shall, at a minimum, forfeit any rounds in which the ineligible students competed.

8. Teams shall consist of up to four players and two substitutes. Teams register their players at the beginning of each tournament.  After play begins, these six shall not be changed for the duration of that tournament. 
9. Rounds:  A round matches two teams who compete to answer a series of academic questions.  Teams earn points for correct answers.  Each team designates a captain before the round.  Teams may replace players with their substitutes at the beginning of any period.  Four periods comprise a round:

Period 1: 10 toss-ups, worth five points each.

Period 2: 10 toss-ups, worth 10 points each, with bounce-back bonus questions worth 20 points collectively.

Period 3: A worksheet of 20 questions, worth five points each.

Period 4: 10 toss-ups, worth 15 points each.


10. Officials:  The moderator reads the questions and enforces the rules.  As head judge, he/she decides whether to recognize a player, whether the answer given is correct, when and how to re-read questions, and whether the answer was given in accordance with the rules.  His/her decisions are final.  The timer tracks the seconds after the moderator finishes reading a question.  His/her sole responsibility is to call “time” when necessary.  The scorekeeper accounts for players and substitutes, records points, and announces the tally after each period.  These officials may be combined as the moderator deems necessary and appropriate.
11. Room Procedures:  Teams shall report on time to their assigned rooms.  If a team is not present within five minutes of the scheduled time, the moderator may declare a forfeit for that round.  Pencils and paper shall be provided and should be left in the room at the end of each round.  Other student aids or devices are prohibited.

12. Observers:  Observers are expected to be quiet and not move around.  They should not cheer or clap until the round is over.  During play, observers may not use video cameras or other recording devices.  Unruly observers may be removed.

13. Toss-up Questions:  
a) On a toss-up, any player may press the buzzer to answer a question.  The player must wait until recognized by the moderator, preferably by name.  If a player gives an answer without being recognized, the answer shall be ignored and the question shall be offered to the other team.
b) At the conclusion of the reading of a toss-up question, contestants shall have five seconds to buzz (ten seconds for designated computation questions).  If no player buzzes within that time, the moderator shall reveal the answer and continue to the next toss-up.
c) Once a player is recognized to answer a toss-up question, he/she must begin answering the question within three seconds.  If the answer is incorrect or not given in time and the question was read in its entirety, the moderator shall offer the question to the other team.  A player on that team must signal immediately (with the exception of designated computation questions, in which case the remainder of the original ten seconds shall be allowed) else the moderator shall reveal the answer and continue to the next toss-up.  The moderator shall not re-read the question (compare with 13d).
d) During the reading of a toss-up question, a player may interrupt to answer it.  The moderator shall stop reading and recognize the player who buzzed.  If the player’s answer is incorrect or not given in time, the moderator shall go back to reading the question for the opposing team.  That team shall have five seconds (10 seconds for computations) to buzz after the conclusion of the reading of the question unless they too interrupt by buzzing to answer the question.

14. Bonus Questions:  During Period 2, bonus questions shall be offered after each correctly answered toss-up.  After the reading of the bonus questions, teams shall have 20 seconds to confer.  At the end of 15 seconds, the timer shall say “five seconds” and at the end of the twenty seconds, the timer shall say “time”.  Immediately thereafter, the captain of the team that correctly answered the toss-up, or a player the captain designates, must begin answering.  If the captain designates another player to answer the bonus, that player must answer both parts of the bonus.  If a player asks the moderator to repeat any bonus questions, this reading shall be included in their 20-seconds conference time.  Incorrectly answered and unanswered bonus questions shall then be offered to the opposing team.  Their captain or designee must begin answering immediately.  Bounce-back team players shall not have the bonus questions re-read for them.

15. Worksheets:  Period 3 consists of a worksheet containing twenty questions.  Each team shall receive two copies of the worksheet faced down and shall write its school name on the back of them.  The penalty for failure to write the team name on the back of the worksheet that is turned in to be scored shall be a ten point deduction from the worksheet score.  All team members (up to six) may participate during the worksheet period.  Once the moderator (or timer) says “begin,” the teams shall have two minutes to confer and complete the sheet.  The timer shall prompt by saying “one minute,” “thirty seconds,” “fifteen seconds,” and “stop.”  The moderator shall collect the official copy of the answer sheet (the team may keep the second copy), check answers silently, and announce the points earned.  The moderator shall not read the correct answers.

16. Conferencing:  If a player talks or signals to anyone (including team members) during a toss-up question or talks or signals to anyone other than competing teammates during bonus or worksheet questions, his/her team shall be disqualified from answering the current question(s).  The other team shall not be deprived of their opportunity to answer the question(s).

17. Disclosed Answers:  If an answer is disclosed before teams have a chance to answer the question, that question shall be replaced with an emergency question, which shall be offered to both teams.  If, after Team A misses an answer to a question, the moderator reveals the answer before giving Team B an opportunity to answer, the moderator shall select another question solely for Team B to answer.  

18. Sudden-Death Tiebreak:  If the score is tied after the completion of Period 4, toss-up questions shall be asked until a team correctly answers a question.  That team wins the round, but receives no points for the tiebreaker question.

19. Procedural Protests:  The purpose of a procedural protest in ASCA competition is to challenge what the coach or player perceives as a serious error by the moderator.  The team captain or coach shall lodge the protest before the reading of the next question, preferably by raising his/her hand and waiting for recognition.  A team shall be limited to two procedural protests per round.  Discrepancies in announced scores shall be reconciled before the next period begins.  The moderator’s decisions are final!  After a round is completed, the results may not be contested.

20. Disputed Answers:  In the event that an answer is disputed, it shall be marked and, provided the disputed points will affect the outcome of that round, the question shall be brought to the tournament director, who shall resolve it using a reputable source.
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