WISCONSIN STATE LIVESTOCK QUIZ BOWL

Saturday, January 23, 2010 – Madison, WI
University of Wisconsin – Madison Animal Science – 9:30 a.m. Registration
Start Promptly at 10 a.m.
Cost:  $15/team
Deadline:  January 15, 2010 (Firm deadline)

OBJECTIVES:
1. To provide an exciting and fun way for youth to explore their project.

2. To encourage youth to develop team work, self-confidence and decision making skills.

3. To develop committee member organization and leadership skills.

ELIGIBILITY:
1. Team members must be 4-H/FFA members in the county and chapter they represent.  They need not, however, be enrolled in the livestock (beef, sheep, swine) projects.  Youth Livestock Specialist reserves the right to check eligibility. 
2. Each team must designate a captain and a coach.
3. Teams should consist of four members, with a minimum of 3 members.  (Only 4 members are seated at a time.)  An alternate is suggested.
4. There will be three age divisions in the livestock bowl contest.  The junior division made up of four members under 14 years of age as of January 1, 2010.  A senior division will be for teams of four members who are all 14 years of age or older as of January 1, 2010 and that have not have reached their 19th birthday prior to January 1, 2010.  A mixed team division has been designated for teams that are any combination and the team must contain at least one youth in each age division.
5. Selection of team members is up to each county/chapter.
6. Registrations are due on January 15, 2010 (firm deadline as brackets need to be made before the event.)  There is a $15.00 entry fee per team with payment due at the time of registration.  Checks should be made payable to the UW-Madison Department of Animal Science.  
7. Contestants may attend a college beyond high school and still compete.  However, members who enroll in or audit an animal science course prior to the fall term are not eligible to compete.
8. The captain for each team needs to be seated next to each other, in the middle.
BEHAVIOR AND CONDUCT 

4-H conduct and behavior expectations apply to all participants, coaches and spectators.  Officials in the room can and will hand out warnings to team members, coaches, etc.. to anything they deem unsportsmanlike, sarcastic or out of line conduct or behavior.  A team will get 1 warning all day, 2nd inappropriate behavior-points will be deducted.  Inappropriate behavior will not be tolerated!
Procedure of Play

1. The contest is organized on a double elimination basis with teams competing in a series of one-on-one elimination matches, advancing on, until a champion team emerges.  Teams will be assigned to the first round competition before the contest.  Some teams may be awarded byes during the elimination as part of the assignment process.  Teams face the judge, timer and score keeper.  They don’t face the audience to eliminate the chance mouthing answers to participants.
2. Coaches and adults may not challenge the Livestock Bowl judges.  Challenges may only be from the youth team members.  If a coach or a member of the audience disrupts the contest, they will be asked to leave.  Reminder challenges are on questions only not procedure of play.
3. Three officials will conduct the bowl.  A judge/moderator who asks the questions and maintains overall control, and who will rule on all responses and challenges, a timekeeper and a scorekeeper.
4. Competition between two teams will be in two phases for mixed and juniors:  Phase 1 and Phase 3.  Seniors will have phase 1, 2 and 3.
Phase 1:  (No discussion among team members)

a) Each team member will be asked three general livestock questions in rotation.  Each are worth 10 points with no deduction for incorrect answers.  No teammate assistance may be offered or received.  Questions will not be repeated.  Contestants have five seconds to answer the questions.  Other teams will remain in isolation until the team in action completes the questions.

b) Teams consisting of only 3 members will only receive 9 of the 12 phase 1 questions.  The moderator will skip every fourth question in this circumstance.  However if the opposing team is of 4 members, those questions will be asked in a rotating manner so the 4th person will have the opportunity to answer.
Phase 2:  Phase two will consist of 8 questions.  Each team will be asked four questions each on alternating basis.  Correct answers are worth 10 points, with no deductions for incorrect answers.  The team shall discuss questions prior to answering, but only the team captain can report the answer.  If anyone other than the team captain answers, no points will be awarded.  Answers must be started within 20 seconds after the question is read (starting an answer after the 20 second buzzer goes off is not acceptable).  Questions shall primarily be fill in the blank, completion or short answer, but may include some multiple choice.  When a team fails to answer the question in the allotted time or answers the question incorrectly, the moderator shall offer the question to the opposing team, re-reading it.  The opposing team may discuss the question and shall have 20 seconds (from the time the moderator offers the question) to begin an answer to the question.  Correct answers are worth 10 points, with no deductions for incorrect answers.  This team may discuss the question only, after being offered to them, by the moderator (not while the team originally asked the question is discussing it).  Only the team captain may report the answer.
Phase 3:  (Every 4th question, discussion is allowed.  Otherwise no discussion among team members.  This will be stated by the moderator.  Discussion questions will get 10 seconds for discussion.  The team who buzzes in has earned the right to discuss, the other team can’t discuss at this time.  If the first team gets it incorrect, the 2nd team can then discuss the question.)
 

a) A total of 16 toss-up questions will be asked.  The first contestant to signal by pressing the buzzer, must answer within 5 seconds after being acknowledged by the moderator or lose 5 points.  Students need to be acknowledged by moderator first then answer the question.  Failure to do so will result in minus 5 points.  You will get one warning per team.  The opposing team will not have the opportunity to answer that question.  The moderator will give the correct answer and play will continue with the next question.  
b) If a correct answer is given, the team will be awarded 10 points.

c) If an incorrect answer is given, the team will lose 5 points.  The question will then be reread to the opposing team.  Any member of the opposing team must signal to answer the question.  If the answer is correct, the opposing team will be awarded 10 points.  If incorrect, they will lose 5 points.  If the opposing team chooses not to answer, no points are deducted from their score. 
d) When a signal is activated before a question is completely read, the moderator will stop reading the question.  That person may answer the question.  If correct, the team will receive the credit.  If incorrect, the question will then be completely reread for the opposing team. 
e) In the case of a tie, five additional Phase 2 questions will be asked.
a. Each correct answer will be awarded ten points
b. Five points deducted for incorrect answers
c. If a tie still exists, the first team to correctly answer the next question will be declared the winner.
CHALLENGES
1. No source of information is infallible.  There may at times be answers given to questions that are in agreement with the recommended sources, but which are in fact erroneous.  Every effort shall be made to eliminate such questions; but in the event of such an occurrence, any team may challenge the answer.

2. Coaches may not challenge.  Coaches may not signal a challenge, or use a time out to prompt a challenge.

3. Answers and interpretations of questions will be the sole responsibility of the judge.  A decision made by the judge after the answer is verified will be final.

4. All challenges must be made after both teams have had a chance to answer the question and before the start of the next question.

5. Challenges must be resolved within a 3 minute time period.

6. The burden of proof from the listed references is with the team challenging.

7. Any team member or coach of the challenging team may look up information in the references.

8. References can only be opened during a challenge and will be available in each room.
9. All questions or contest procedures not immediately resolved by the judge should be referred immediately to the contest coordinator for clarification before proceeding.

PROCEDURE OF CHALLENGING
If an answer is ruled correct and is challenged by the opposing team:

· Phase 1:  Only the designated team member may challenge after the answer is given and before the next question is asked.  The team member that is eligible to answer that question is to say…”I challenge that ruling.  The correct answer is _____.”  The team has 3 minutes to prove the challenge and the designated team member is to answer.
· Phase 2:  After the answer is given and before the next question is asked, any seated team member may challenge by saying…”I challenge that ruling.  The correct answer is _____.”  The team has 3 minutes to prove the challenge.

· If the challenge is successful:  The original ruling is changed.  The team that did not give the correct answer does not earn 10 points.  If it is Phase 1, that team loses no points.  If it is Phase 2, that team loses 5 points.  The challenging team earns 10 points.

· If the challenge is ruled unsuccessful:  The original ruling stands.  The first team keeps their earned 10 points.  Challenging team is recorded with one unsuccessful challenge.  Each team will be allowed two unsuccessful challenges per match without penalty.  After 2, there will be a 5 point deduction for each unsuccessful challenge.

If an answer is ruled as incorrect for both teams and is challenged by either team.

· Phase 1:  After the judge rules incorrect and the opposing team member has had a chance to answer, but before the next question is read, the designated team member of either team may challenge by saying…”I challenge that ruling.  The correct answer is______.”  The team has 3 minutes to prove the challenge and designated team member is to answer.

· Phase 2:  After the judge rules incorrect and the opposing team has a chance to answer, but before the next question is read, any seated team member for either team may challenge by saying…”I challenge that ruling.  The correct answer is_____.”

· If the challenge is ruled successful:  The original ruling is changed.  The challenging team earns 10 points.

· If the challenge is ruled unsuccessful:  The original ruling stand.  Challenging team is recorded with one unsuccessful challenge.  Each team will be allowed 2 unsuccessful challenges per match without penalty.  After 2, there will be a 5 point deduction for each unsuccessful challenge.

TIME-OUTS
1. A coach, team captain, or the moderator may call for a time-out for clarification of a rule, to replace team members, or to allow for unexpected problems.

2. Time outs maybe called only after a question has been answered and before the start of the next question,

3. There is a limit of 3 minutes for each time out, and a limit of 2 per team in each match.

4. Timeout will not be charged to either team for replacement of members between Phase 1 and Phase 2.

REPLACEMENT OF MEMBERS
1. During any match, one or two team members only maybe replaced at the panel when the moderator deems it impossible for one of the seated members of the team to continue in the contest OR the captain/coach of a team requests the replacement of a team member.
2. The team member removed from a match becomes ineligible to return to the particular match.  The team member removed and the replacement member are both eligible to participate in further matches.  
QUESTIONS
1. Only the first answer given is accepted and will be ruled as correct or incorrect.  Any additional answers will not be considered.
2. All teams will be asked the same questions in the same round.  In the next and subsequent rounds, a different set of questions will be used.

3. The moderator reads each question until the completion of the reading of the question OR until a contestant activates a buzzer.
4. If a buzzer is activated during the reading of any question, the moderator will immediately stop reading the question and recognize the participant buzzing in.
5. When the moderator recognizes (calls the name of) the participant “buzzing in”, that participant has 5 seconds to begin to answer.  
6. The repeating of the question by the contestant shall not be considered the indication of the answer.

7. No questions or any parts thereof shall be repeated during the asking.

8. Only if a question was not completely read due to an early signal by the first team, will the question be re-read for the second team.

9. When the first team answers a question incorrectly, the opposing team gets 10 seconds to activate the buzzer.

10. If neither team “buzzes in” within 10 seconds, the moderator will give the answer and neither team will score points.

11. If a question is thrown out either due to poor reading by the moderator or a decision of the judges, it will be replaced by another question, of the same degree of difficulty, so that a constant total number of questions will be asked.

12. If 2 teams buzz in at the same time and the buzzers cancel each other out, the question will be thrown out and a new one inserted.

13. It is the responsibility of the coaches to bring resources into the room for challenges.

OBSERVERS
1. Watching contests:  No team members, coaches, parents or other spectators may watch any round other than their own match until that team has been eliminated from the contest.  If someone is watching a contest other than his/her own before that team is eliminated, the team is disqualified from competition.
b. If a coach coaches, multiple teams, they must choose one team to follow and if needed, select another volunteer to serve as the coach for the additional teams.
c. This includes a senior team watching a junior team or vice versa.
d. The contest coordinator will assign teams not competing in Round 1 a match to watch/observe in Round 1 only so they have a chance to hear the questions.

2. Warning:  If any members, coaches, helpers or spectators share questions or answers with other teams, the team(s) of the offenders(s) will be disqualified.  This includes mouthing or signaling during a match.
3. Talking or misbehavior of coaches or spectators:  First time offenders will receive one warning for the day.  Upon a second offense, the offending person will not be allowed to enter the contest room for the rest of the day.
4. Coaches may keep score.  However score sheets will be collected at the conclusion of each match.
5. Since there are so many requests for the score periodically throughout the match, I’m allowing a volunteer from the crowd to keep score on the chalk board during the match.  However, there will be no gesture or encouraging of answers from these individuals as they will be facing the competitors.  The Judge will make the call on this if they deem this a problem and that individual will be removed from that position.  
6. No notes may be taken and no tape recorders or video cameras may be used by anyone in the audience including coaches, during the conduct of the match.
b. At the first offense, tapes and material will be confiscated and a warning given.
c. Upon a second offense, the offending person will not be allowed to enter the contest room for the rest of the day.
7. Turn Cell Phones off while in Quiz Bowl Rooms!!

