4-H Livestock Quiz Bowl Volunteer Instructions
Judge's Instructions: 
Responsibilities:
1. You will make the final rule or decision on answers that are referred to by moderator. You may not ask for further clarification of an answer from a contestant. Responses from contestants will either be acceptable or rejected.
2. Take lead if you feel that something is incorrect (but was not referred to you).
3. Be professional in your actions and responses.
4. Please review the questions ahead of time, if possible, to make any necessary changes needed.
5. Hold on to your questions! Do not leave these lying around! Return your packets to the Quiz Bowl Superintendent when finished.
Note: 
1. This is a highly competitive event.
2. Parents, coaches, extension staff, and public are allowed to watch the matches. Contestants are allowed to watch matches only if their team has been eliminated from competition.
3. All decisions need to be made quickly and firmly. There can be no wishy-washy decisions.
4. Keep the contest moving at a steady pace.


Moderator Instructions:
1. Announce to spectators and contestants to silence or shut-off cell phones. Also announce that no recording writing, recording devices or other similar materials are allowed in contest room.
2. Ask team members to introduce themselves. Identify the team captain and be sure he/she is seated next to the timekeeper.
a. The nametag should indicate the team captain.
b. Ask if coaches are present and to identify themselves (Should also have a badge).
c. Test buzzers for each team.
3. Alternates - An alternate can be substituted at the conclusion of any phase within a round, after being approved by the moderator. No substitutes within a phase. Alternates should be present and sit with team throughout rounds. Alternates cannot join in discussion during team phase or bonus questions. Substitution for participation in other events (meaning alternate is not present with quiz bowl team) must be approved by contest Superintendent.
4. Scheduling: Start at the time scheduled. Do not start early.
5. In reading questions: 
a. Read the question to yourself first, before reading it out loud, so you know where to place emphasis, pauses, etc.
b. For Phases I and II - always state which team member or team the question is directed to before asking it. Answer MUST be started BEFORE the buzzer goes off to be considered.
c. In Phase II, timer will give a 3 second warning. Answer MUST be started BEFORE the buzzer goes off to be considered. If there is no answer or answered incorrectly, offer the question to the opposing team without rereading the question.
i. They have an additional 20 seconds to answer. If no answer or the incorrect answer is given, read the answer and move on.
d. You may not ask for further clarification of an answer from a contestant. Responses from contestants will either be acceptable as given or rejected.
e. If in doubt on an answer, refer it to the judges, but remain timely.
6. Before you begin the first two matches, review the following rules for Phase 1:
a. Phase One will consist of eight (8) one-on-one questions. During the one-on-one competition, only one member of each team who the specific question is directed to will be eligible to respond. This eligibility will rotate with each question beginning with the captain of each team, and rotating to the 2nd, 3rd, and 4th contestants of each team, respectively, until all eight questions have been asked.
b. Correct answers are worth 10 points with no deduction for incorrect answers. If incorrect or no answer, the question dies and the next pair of contestants get a new question.
c. No teammate assistance may be offered or received in this phase. 
d. A contestant must buzz in within 5 seconds after the question is read and answers must be started within 5 seconds of the contestant being recognized by the moderator.
i. The moderator will acknowledge you by name.
ii. A designated contestant answering a question before being acknowledged by the moderator will lose 10 points, even if the answer is correct. The opposing contestant will have the option of buzzing in and answering the question.
e. The question will only be asked once; it will not be repeated .
7. When finished with Phase I, review the rules for Phase II.
a. Phase II is the Team Phase. Team members may discuss the question after it has been read.
b. Only the team captain can answer. No points awarded if someone else answers.
c. Answers must be started within 20 seconds of completion of the question. Correct answers are worth 10 points, no penalty for incorrect.
i. Once the team captain starts their answer, no additional help may be offered by other team members.
d. The question will only be asked once, it will not be repeated. If no answer is given or an incorrect answer, the question will be given to the opposing team to answer without rereading the question. They will have 20 seconds to answer.
e. The opposing team cannot discuss the question until it is offered to them. Give 1 warning, the second time 10 points are deducted. 
8. Before beginning Phase Ill, review the following rules:
a. Phase Ill is the Toss-up Phase. The first two questions will be regular questions, the third is a toss-up with a bonus attached. Any team member from either team may buzz in on a regular or toss-up question.
b. After the moderator acknowledges you, you will have 5 seconds to begin your answer. Correct answers are worth 15 points. Incorrect or incomplete answers are a deduction of 10 points. The moderator will acknowledge you by name, not just a nod of the head.
c. If the answer is incorrect, the second team can buzz in within 10 seconds of being offered the question. The question will not be re-read.
d. Both teams buzz at the same time: If the equipment allows a member of each team to buzz in at the same time and the moderator cannot determine which team buzzed first, the question will be discarded and new one selected by the judges.
e. Answering without being acknowledged: Anyone answering a question before being acknowledged by the moderator will lose 10 points, even if the answer is correct. The second team will have the option of buzzing in and answering the question.
f. Premature buzzing: If someone buzzes in before the question is completed, the moderator will stop reading the question and acknowledge the buzzer. IF the answer is incorrect, the question will be re-read and the second team will have the chance to answer.
i. If it is a multiple-choice question, the answer must match the answer exactly, either by letter choice or the corresponding wording of the correct letter. If the answer is not correct, the question will be reread, and the other team will be offered the question.
g. Bonus questions: If a bonus is attached to a correctly answered toss-up question, the team is allowed to discuss the bonus question after the moderator has read it. Answers must be started within 20 seconds, only one person, the team captain, may answer. If anyone other than the team captain answers the question, no points will be awarded. Correct answers are worth 15 points. No points are deducted for incorrect answers to bonus questions. The opposing team does not have the opportunity to answer bonus questions.
h. If toss-up questions are not correctly answered, the bonus question becomes a regular question and the cycle of R, R, Toss-up starts over. (The moderator will have to scratch out and change the order as you go on if this happens.)
9. In the case of ties, all 3 tiebreaker questions will be read as regular, Phase Ill questions and then the final score will be tallied. If still tied, judges will select questions from the list of extras on a sudden death form of play; the team with the first correct answer wins, or the team that answers incorrectly loses 10 points and the opposing team wins.
10. Challenges: Challenges may only be raised by coaches and team members. They must be raised before the moderator has moved on to the next question.
11. Recording Devices: No electronic or recording devices are allowed in contest room. This includes any writing materials or notebooks.
12. Judge or moderator must initial score sheet at end of match.


Scorekeeper Instructions:
1. Phase I (One-on-One Phase):
a. Only the two individuals to whom the question is addressed can answer.
b. Correct Answers: +10
c. Incorrect: 0
d. If person answers without being acknowledged by moderator: -10
e. If any contestant, other than the two designated contestants, answers: -5
2. Phase II (Team Phase)
a. Only the team captain can answer, no points awarded if someone else answers.
i. Correct Answers: +10
ii. Incorrect: 0
b. If no answer or incorrect answer, it will be offered to other team. Only team captain can answer.
i. Correct Answers: +10
3. Phase III (Toss-up)
a. Regular and Toss-up questions:
i. First person to buzz in and be acknowledged by moderator can answer.
ii. Correct answers: +15
iii. Incorrect/incomplete answers: -10
iv. If person answers without being acknowledged by moderator: -10
v. If premature buzzing on multiple choice, must match the moderator’s answer exactly, either with letter or corresponding wording. Same point values as above.
vi. If first answer is incorrect, opposing team can buzz in and answer. They also get +15 for correct or -10 for incorrect answer.
4. Bonus Questions:
a. Only team captain can answer.
i. Correct answers: +15
ii. Incorrect/incomplete answers: 0
5. Keep a running tally, i.e. cross out old score and write new one whenever the score changes, don’t erase until the match is over. Keep one score on paper and one on the board. If different at the end, paper score is official. 


Timekeeper Instructions: 
1. Contestants’ answers must begin before the allotted time has elapsed. Beginning an answer after the timer has gone off is not acceptable.
2. Phase I (One-on-One Phase)
a. Only the two individuals to whom the question is addressed can answer.
b. Individuals must buzz in within 5 seconds after the question is completed, or moderator reads answer.
c. Start timing when question is completed.
d. First person to buzz in and be acknowledged by moderator can answer.
e. Individual has 5 seconds to begin answer.
f. If there is an incorrect answer or no answer, the question dies and the next chair gets a new question.
3. Phase II (Team Phase)
a. Only the team captain can answer.
b. Start timing when question is completed.
c. Give a 3 second warning.
d. Team captain has 20 seconds to begin answers.
e. If no answer or answered incorrectly, the question will be offered to the other team. The question will not be re-read. Team captain has 20 seconds to begin answer after it is offered.
4. Phase Ill (Regular and Toss-up)
a. Individuals must buzz in within 10 seconds after the question is completed, or moderator reads answer.
b. First person to buzz in and be acknowledged by moderator can answer.
c. After acknowledgment, answer must be started within 5 seconds.
d. If incorrect answer, the other team is offered the question and again has 10 seconds to buzz in.
5. Bonus Questions: 
a. Answers must be started within 20 seconds of completion of the question.
b. Bonus questions are not offered to the other team.
