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What’s New for CSAL in 2010-11?
The following clarifications to rules and changes to this manual are as follows:
1. Rules about time-outs have been modified to align with KAAC Governor’s Cup rules.  Conferring is now allowed during substitution time-outs and coaches now must substitute at least one player during substitution time-outs (see page 12.)
2. Guidelines for moderator arrival times during tournament matches have been added (see page 16.)

CSAL Philosophy
The philosophy of the Catholic Schools Academic League is to provide the opportunity for Catholic School students to participate in Quick Recall competition in a positive environment.  The league is competitive, but league standings do NOT affect tournament seeding.  The league discourages “stacking” teams and lopsided scoring.  It encourages managing teams so that every player participates in every match.  It also realizes that this league helps prepare students for Governor’s Cup competition, so the rules used at CSAL matches are based on KAAC Governor’s Cup rules with only slight modifications. 
Coaches and moderator/judges are asked to exercise the following positive human-relations skills:


Act with a kind spirit.


Act with certainty, never defensively.


Never argue. Walk away from irate individuals.


Be an effective listener, but do not prolong discussions.


Move discussions away from students and spectators to a quiet area.

Conscientious Officiating

Academic officiating is a worthwhile experience that demands one's full attention; it is not something one can accomplish without training or experience. Students and adults invest numerous hours preparing for matches, and the teams deserve matches officiated in a fair and competent manner. Quick Recall officials must follow these guidelines:


1.  Know and review the rules and rule interpretations.


2.  PRACTICE by officiating at practices and at matches.


3.  Demonstrate impartiality through a consistent application of the rules.


4.  Apply the rules with a kind spirit.


5.  Remain alert during the entire match.


6.  Work as a team with the other officials during a match.


7.  Make quick decisions, but remain flexible. An incorrect decision (other than 


hesitation calls) can be changed at the end of the half.


8.  Pay attention to pre-match details.


9.  Take officiating tasks seriously, but remember that students are the focus of the 

competition.

          10.  Remember that the officials are in charge of the match. Officials must make 


judgments about the particular nuances of a given match based on the 


information in this manual. The most pertinent rule of thumb is that an official 


understands the rules and is impartial and consistent in the application of those 

rules.
Ethical Coaching

Quick Recall coaches should emphasize positive experiences, not winning at any cost.  Coaches must follow these guidelines:


1.  Have knowledge and application of all CSAL Quick Recall rules.


2.  Ensure that each team member knows and understands CSAL Quick Recall 
 
     rules.


3.  Always maintain the highest level of integrity.


4.  Shall not place undue pressure upon members of their team or allow others to 
     exert such pressure.


5.  Instruct team members and their parents not to address moderator/judges 
    
     concerning decisions or match procedures.


6.  Encourage positive relationships and good sportsmanship with other teams 

     and team members.


7.  Follow proper channels for inquiries, in the event of a disagreement with 
   
     moderator/judges.


8.  Do not file inquiries at the end of a match that only delay the inevitable outcome 
     or widen the margin of victory. "Informal" requests for answer clarifications are 
     acceptable, however, when students want to know more about a particular  
  
     question.


9.  Show good sportsmanship and sign the official scoresheet at the close of a 

     match, whether the team wins or loses.

Website

CSAL provides a website, WWW.CSALQR.COM, for easy access to this manual, forms, schedules, coach listings, and more.  Please visit our website to get directions to schools, or to view match results once the season gets underway.  You can contact CSAL via the website as well, to report match results or ask questions.  Also, a link is provided on the CSAL homepage to the Kentucky Association for Academic Competition (KAAC) for further information about Governor’s Cup competition.
League Guidelines
1. There is a $45 fee per team for participation in the league.  Registration and checks should be mailed to:

CSAL

486 Lamaster Lane

Simpsonville, KY  40067


Any school that has not paid by week 4 of the regular season will not be eligible for tournament play.  In addition, any team that withdraws from the league after the schedule has been made will be subject to a $25.00 fine.  This fine must be paid before the school can participate in any future league play.

2.   This is a Catholic School activity.  Public school students are not invited to participate.
3.   A school may register a maximum of three teams per league per season.

4.   Three grade level leagues are available.  In the fall, 6th-only and 6-7-8th leagues are scheduled.  In the spring, 4-5th league is scheduled. 4-5th grade and 6-7-8th grade matches are normally scheduled on Tuesdays and 6th-only grade matches are normally scheduled on Wednesdays.

5.   All league communication during the season is via our website and via email to the coaches.  Please make sure that the email address provided for your coach is checked regularly.

6.   In the event of inclement weather, CSAL will post a message on our website by noon of match day.  In addition, an email will be sent to each coach.  CSAL will either cancel all matches that day, or CSAL will let individual coaches decide whether or not to cancel their match.  CSAL strongly encourages makeup matches for every cancelled match. All makeup matches must be rescheduled by the individual coaches before the sixth week of match play.  Please inform CSAL of your makeup match date, so that we may anticipate when results will be communicated.  If teams are unable to make up a match, then the match will not be counted as a win or a loss for either team.  Please let CSAL know your plans about makeup matches.
7.   New coaches and moderator/judges must attend a quick recall training session that is held 1-2 weeks before the start of both fall and spring seasons.  Failure to provide a trained moderator/judge at matches will result in forfeiture of those matches. Coach packets, which include match questions, match schedules, manuals and other important information are distributed at the training session.  
8.   Coaches and moderator/judges must be 21 years of age or older.

9.   Host schools must provide a spotter and a scorer.  These officials do not have to be certified and host school children are permitted to serve in these capacities.

10. Each school will host a minimum of three matches during each season and will be responsible for providing a lockout buzzer system for each match.  Schools may borrow a system if the school does not have one.
11. Host schools are asked to select a match site that is free from cross traffic and noise.
12. Host schools will provide blank scratch paper and pencils for the match.  Each school is responsible for providing its own nametags.

13. Coaches will receive the six sets of match questions for the six regular season matches sealed in individual packets at the beginning of the season.  These are normally handed out at the training session.  Questions must only be opened immediately preceding the start of a match in the presence of both moderator/judges.  Questions from previous matches may be used for practices and the obvious agenda of the question company may be taught.  Please do not copy the questions and pass them out to the students.  Our question vendors have asked us not to do this. 

14. Coaches must submit a roster listing team members’ names and grades before the third regular season match.  The roster form is available in the coach packet and on the website.  This form can be mailed to CSAL at the same address as registration materials (see #1 above), or it can be emailed to CSALQR@HOTMAIL.COM  

15. Reporting of match results is the responsibility of both coaches during the season.  After every match, home coaches must mail the match score sheet (or a copy) to:

Sarah Hellman
4021 Norbourne Blvd.
Louisville, KY  40207

Visiting coaches must email the match score to:
CSALQR@HOTMAIL.COM 

or call:  





Lisa Kleyer at
425-3940, x103 

to report the score. Your timely attention to score reporting each week is appreciated.  The sooner results are received, the sooner they will be posted on our website. If a score is not received (either by email, phone or through the mail) for a match by the Friday following the last regular season match, the match will count as a loss for both teams.
16. There will be a season-ending, single elimination tournament following the six weeks of regular match play.  All teams are invited to play regardless of their league record and teams are placed in the tournament bracket randomly.  Schools are required to host tournament matches, which are similar to regular matches.  Hosting duties are shared equally by all participating schools. The hosting of the semifinal and final matches of the tournament (our only evening matches) is rotated.  Previous hosts of the tournament finals will be exempted until one full round of responsibilities has been completed. 

17. It is the responsibility of the coach to inform the League Coordinator in writing if they do not wish to participate in the tournament by the third week of regular match play.  The tournament bracket and schedule will be mailed out around the 4th or 5th week of regular match play. 

Quick Recall Rules
Quick recall is similar in concept to the television "college bowl." Students answer questions based on Kentucky school curriculum. Team members use a buzzer system and try to beat the clock—and the opposing team—with a correct answer.

A. Format

1.  Competition is between two teams of four students from each school.  Exactly four 
students must compete at all times. Students must be currently enrolled at the school 
and be in the grade level applicable to the match.  In other words, there will be no 
‘playing up’ allowed.  Also, if a school has a 6th-only team during any given season, then 
6th grade students may not play on the 6-7-8th team that season.  
2.  No photography, audio or videotaping is allowed during a match.
3.  The officials for Quick Recall competition are two moderator/judges, a spotter, a 
scorer, and a computer operator.  The moderator/judges (age 21 and older) must have 
attended a CSAL training session.  The spotter and computer operator duties may be 
combined.  The school hosting the match should provide the spotter, scorer and 
computer operator.  These officials do not have to be certified, and the host school 
children are permitted to serve in these capacities.

4.  Each team may have alternates eligible for substitution.

5.  Matches begin promptly; no match is delayed for a tardy team member.  CSAL 
recommends that the coaches communicate at least one day before a scheduled match, 
to discuss any items that may need to be addressed (e.g. parking issues, when 
moderator/judges will arrive, where teams should enter the building, etc.)

6.
Five extra questions are included in each set of Quick Recall questions. These questions may be used in case of a correctable moderator error, to replace a discarded question, or if an additional tossup or bonus is needed after an inquiry.  Never are more than five extra questions allowed, unless overtime ensues.  Any question that is replaced must be replaced with a question from the same subject area, when available.  If a question from that subject area is not available, use the next question in the extra questions.

7.  Pencils and scratch paper are to be provided by the school hosting the match. Teams 
should bring their own name/team cards.  No other items may be used by the 
participants.  All personal items must be placed out of sight until the match is completed. 
This includes all electronic devices (cell phones, iPods, and calculators) which must be in 
a silent mode or turned off. After the match has begun, participants are free to make 
notes on their papers, but clean paper must be used at the beginning of each half or 
overtime.

8.  Each question, tossup or bonus, is worth one (1) point. There is no penalty for an  
incorrect answer.

B. Tossup Questions

1.  Each half begins with a tossup question. On a tossup question, any member of either 
team may buzz in.  The first student to buzz in before the tossup answer time expires is 
recognized by the spotter.  Students recognized by the spotter on tossups must 
answer immediately after being recognized.

2.  Tossup questions answered incorrectly after being read in their entirety are not read 
again. The tossup answer time is reset, and the second team may buzz in before time 
expires, as in B (1) above. 

3.  If a tossup question is not answered correctly by either team before the tossup answer 
time expires, another tossup question is asked. 

4.
A contestant may buzz in and interrupt the reading of a tossup question, but if he/she hesitates after being recognized or gives an incorrect answer, the moderator/judge states  “incorrect” or “hesitation” and the interrupted question is then re-read from the  beginning of the sentence that was interrupted, solely for the opposing team.

5.
If both teams interrupt a question with an incorrect answer, the moderator/judge shall immediately proceed to the next tossup question without reading the rest of the question.

6.  When answering tossup questions, teams may NOT communicate orally, by signals, or 
by passing notes. Conferring on tossups will cause the question to be offered solely to 
the opposing team. If the infraction occurs during or after the opposing team's incorrect 
tossup answer, the question is discarded.

7.  A team member who correctly answers a tossup earns one (1) point for his/her team and 
the right to a bonus question for his/her team.  The only exceptions to this rule are when 
the tossup question is the final question of either half or when time expires. In both of 
these cases, no bonus question is offered, despite the correctly answered tossup.
C. Bonus Questions

1.  A team that answers a tossup question correctly receives the right to a bonus question 
(unless time expires in the half or the tossup was the final question). If a team 
successfully answers its bonus question before the bonus answer time expires, it is 
awarded one (1) point and the moderator/judge proceeds to the next question, reading it 
as a tossup. If a team answers a bonus question incorrectly or fails to answer, the bonus 
question “bounces back” to the other team.  For more information on the bounce-back 
bonus, see section D below.

2.  Both teams may confer quietly on a bonus question.

3.  There are only two team members who may answer a bonus question: the captain 
or the person whom the captain designates. Only the captain may answer in the direct 
fashion. On a "captain designation," the captain chooses which other team member 
may answer.

4.  If the captain wishes to designate another student, the captain must say, “I designate 
(name).” That designation must be given without pause; if it is not, a hesitation or 
infraction is called. The captain MUST use the name by which the designee is being 
recognized on tossups. No additional time is given; the designee must begin his or her 
answer before the bonus answer time is over, and immediately after the captain calls his 
or her name. If anyone other than the designated student answers, the answer is counted 
as incorrect.

5.  During the bonus answer time on a "regular" bonus question, answers given by the 
wrong person or after time has elapsed are ignored by match officials (see page 18.)   
The rule is different for the captain designation. 

6.
Teams MAY interrupt the reading of a "regular" bonus question before it is read completely; if the answer is correct, the team is awarded one (1) point and the moderator/judge proceeds to the next tossup. If the answer is incorrect, the moderator/judge states “incorrect” and re-reads the question from the beginning of the sentence that was interrupted for the other team, with a full bonus answer time for the second team.

D. Bounce-back Bonus Questions

I.
After a team correctly answers a tossup question, it earns the right to a bonus question 
(unless half time expires or the tossup was the final question).  If the team fails to answer   
its bonus question, or answers its bonus question incorrectly, the bonus question 
“bounces back” to the other team.  Here’s how it works during a match:

a. After an incorrect answer from the team that earned the bonus question:

1.  If the moderator/judge completed the entire question, immediately following an 

 incorrect bonus answer, the moderator states, after turning to the other team, 

 “Incorrect--captain?”  That captain must then immediately give his or her 

 answer, or designate a team member to answer, as described in C (4) above. 

 Hesitation rules are in effect as soon as the moderator finishes his or her prompt 
 “Incorrect—captain?” and as soon as the designation is begun by the captain, if 
 applicable.

2. If the moderator/judge was interrupted before completing the entire question, the moderator states “incorrect” and then re-reads the question from the beginning of the interrupted sentence for the second team, with a full bonus answer time given. The captain of the second team may either answer or designate as described in C (4) above.

b. After a team offers no answer to its bonus question or bonus answer time expires:

1.  Immediately following the signal indicating that bonus time has expired, the 

 moderator/judge states “Time--captain?” while turning to the other team. That 
 team captain must then immediately give his or her answer or designate a team 
 member to answer as described in C (4) above. Hesitation rules are in effect as 
 soon as the moderator/judge finishes his or her prompt “Time—captain?” and as 
 soon as the designation is begun by the captain, if applicable.

II.   Each team may confer quietly while bonus questions are being read by the 
  

      moderator/judge.

III.  Only the team captain or the captain’s designee may answer a bounce-back bonus 
   

      question. If the captain designates Sally, but Robert answers, the moderator/judge calls 
 infraction and moves on to the next tossup.

IV. If the bonus question was read in its entirety for the first team, no extra time is given for 
 the second team to answer a bounce-back bonus. Once time expires for the first team, 
 the moderator/judge prompts the other team for its answer or designation, which must be 
 given immediately by the team captain. The rules for hesitation are in effect as soon as 
 the moderator/judge finishes his or her prompt (see above), using guidelines similar to 
 those in effect after the spotter recognizes students buzzing in on a tossup question.

E. Equipment

1.  The home team is responsible for supplying a timing device, separate from the computer 
 system (e.g. kitchen timer, digital wristwatch, stopwatch, etc.) to keep the official match
 time.  The time displayed on the computer system is not official.

2.  A buzzer lockout system is used during matches.

3.  Both teams shall be allowed to inspect and test the buzzer equipment prior to the 
beginning of each half to ensure that the equipment is working properly. Any equipment 
operating improperly shall be replaced before the match begins.

4.  If any part of the buzzer equipment is operating improperly, participants or coaches 
should notify the moderator/judges of the problem. The moderator/judge will stop the 
match before the next tossup question to test the buzzer system and repair or replace 
system components as necessary. If this occurs, the system should be checked before 
the match resumes. If a coach calls a time-out to bring a verified malfunction to the 
attention of the moderator/judges, the coach’s timeout may be reinstated by the 
moderator/judge. The coach may NOT demand a half be replayed.

F. Match Timing

1.  A match consists of two equal halves. A half is over when EITHER the allotted time limit 
OR the allotted number of questions has been reached.

2.  The moderator/judge who is judging the half will use the required timing device to keep 
the official match time.

3.  A student must buzz in on a tossup question, or the captain or designee must begin to 
answer a bonus, prior to the end of the allowed answer time interval. An answer does not 
have to be completed in the answer time interval, UNLESS MATCH OR HALF TIME 
EXPIRES, but an answer must be continuous once begun.

4.  Match timing is ABSOLUTE. If the half time or match time expires during an answer, 
the officials consider only the portion of the answer heard before the expiration of time. 

5.  The halftime should not exceed 10 minutes. Five to seven minutes is preferred. Teams 
exchange places (switch sides) at halftime and equipment is checked (buzzer check) 
prior to the start of the second half.

6.  Length of halves and answer times are determined by grade level, as follows:






4th & 5th Grade
6th Grade
  6-7-8th Grade

Minutes per Half

   
10

       12


12

 
# of Questions per Half

30

       40


40


Tossup Answer Time
   10 seconds

5 seconds
     5 seconds

Bonus Answer Time

   10 seconds
          10 seconds
   10 seconds
G. Time-outs

1. Each team is allowed (a) two “regular” time-outs and (b) one “substitution” time-out that                                       may be used anytime during a match.  Each team is awarded one additional “regular” time-out for each overtime period.  All time-outs are one minute.
2.  If, after a team has exhausted all of its allotted time-outs, the coach interrupts the match  to try to call a time-out, the officials shall offer the next question as a "tossup" solely to the other team.
3.  Only the coach may call a time-out. Time-outs may not be called between a tossup and a  bonus. Time-outs may not be called between a missed bonus and a bounce-back bonus.

4.  For a time-out to be granted by the match officials, the coach must call it BEFORE the  moderator/judge begins the next tossup question.
5.  To request a time-out, the coach must say either “‘time-out” or “substitution time-out”.

6.  Even though only one coach calls a time-out, both coaches may take advantage of 

     the time-out period. 
7.  Coaches may confer with their team during either type of time-out.  They also may confer with their team while officials are resolving inquiries. Coaches may not confer with their teams during official time-outs or equipment delays, unless instructed otherwise by the moderator/judges.  Conferring with team members during one of these times will cause the next tossup question to be offered to the opposing team. A warning is not required.

8.  Substitutions may be made during either type of time-out, at halftime, or prior to an overtime period.  Coaches are responsible for informing the moderator/judges of substitutions.  An equipment check (buzzer check) will be performed before the match resumes, if substitution(s) was (were) made.
9.
If a “substitution” time-out is called, the coach who called the time-out must substitute at least one player.  If a coach has exhausted his or her “regular” time-outs and calls “time-out”, the judge shall inform the coach that a substitution is mandatory.
10. Inquiries may not be raised during a time-out. All inquiries must be held until the end
 
of the first half, second half, or overtime period.

11. If a coach believes that significant errors are being made by the match officials, or that  buzzer equipment is malfunctioning, or a situation has arisen that endangers health or  safety, the coach may call a time-out to bring the situation to the attention of the moderator/judges. The moderator/judges may, but are not obligated to, declare the 
     time-out an official time-out and reinstate the time-out taken by the coach.

H. Overtime

1.  Ties are decided in an overtime period that continues under the tossup/bonus format.


Overtime begins with a tossup question. The first team to score five (5) points is the 
winner.  Questions are read in order, from the overtime question set described below.

2.  Overtime Question Set #1 is included with the coaches’ packet distributed prior to the 
beginning of the season.  Both coaches, not moderator/judges, are responsible for 
bringing this set to each match, including tournament matches, for use during a possible
overtime.  This set should only be opened in the event of overtime.  Once this set is 
opened, the coaches must contact the CSAL League Coordinator for a replacement set
as soon as possible, in order to receive a new set before the next match.

3.  After a team scores five (5) points, the overtime period ends and the three-minute 
inquiry period begins.

4.  After an overtime period, if the amended score following an inquiry results in neither team 
having the required five (5) points to win the match, the overtime is resumed from the 
amended score, until a winner is clearly decided.  If the amended score following an 
inquiry results in a 5-5 score, an additional overtime period begins with no score.

5.  Unused overtime question sets may not be opened until the season is over, including the
tournament rounds.  

I. Inquiry Procedure

1.  A coach may file an inquiry in Quick Recall in only two areas: procedure or answer. All 
inquiries must be in writing; no moderator/judge is to answer any inquiry that is not 
written. Although coaches must present all inquiries, there are no restrictions as to who 
may write the inquiry. Moderator/judges may ask a coach for clarification of a written 
inquiry, but no oral argument is allowed. Coaches may submit supporting material to 
support their position. No inquiries on hesitation calls—or the lack thereof—are 
allowed.

2.  The acceptable areas of procedural inquiries are the following:


a. Questions read inaccurately,


b. Challenges relating to the timing of a match,


c. Answers by incorrect individuals,


d. Application of rules.

3.  The acceptable areas of answer inquiries are:


a. Answer stated in the question set is incorrect,


b. Correct alternate answer was not accepted by the moderator/judge,


c. Correct answer was not the first answer given,


d. Incorrect or incomplete answer accepted by the moderator/judge.

4.  Inquiries must be presented at the end of the half or overtime in which the alleged 
infraction occurs. A coach may consult with his/her team concerning possible inquiries. 
Any inquiries regarding the just completed half or overtime must then be lodged in writing 
by the team coach and presented to the moderator/judges within three (3) minutes. 
When requested by coaches, moderator/judge shall re-read a question during the inquiry 
period for clarification purposes.

5.  The moderator/judge rules upon all inquiries after the half in which they occur. The 
moderator/judge renders a decision and informs the coaches of the ruling.

6.  Resolution of accepted inquiries is dependent upon the type of question and the type of 
call by the moderator/judge.  Refer to the table on the next page for the specific actions to 
take in each situation.

7.  When a completed inquiry requires that a team be offered an additional question, that 
question is given WITHOUT time running on the clock. The question can be taken from 
the previous half’s unused questions or from the extra questions provided at the back of 
each set.

Resolution of Inquiries

	Situation
	Resolution

	Tossup answer called correct.  It is later ruled incorrect through inquiry.
	Subtract one point, and any and all points that resulted from this answer (including the team’s resulting bonus point or the other team’s bounce-back bonus point, if applicable).

	Tossup answer called incorrect.  It is later ruled correct through inquiry.
	Add one point; subtract any and all points that resulted from this question (including the other team’s tossup point, bonus point, or the inquiring team’s bounce-back bonus point, if applicable).  Offer inquiring team a bonus question, which is eligible for bounce-back.         

	Bonus answer called correct.  It is later ruled incorrect through inquiry.
	Subtract one point.  No bounce-back bonus is offered to the other team.

	Bonus answer called incorrect.  It is later ruled correct through inquiry.
	Add one point.  If applicable, subtract bounce-back bonus point from other team.

	Bounce-back bonus answer called correct.  It is later ruled incorrect through inquiry.
	Subtract one point.  No bounce-back bonus is offered to the other team.

	Bounce-back bonus answer called incorrect.  It is later ruled correct through inquiry.
	Add one point.


J. Tournament Information 
After the regular six week league season, CSAL conducts a single-elimination tournament.  All teams are included and are randomly placed in the bracket.  If a team does not wish to participate in the tournament, the coach must inform the League Coordinator in writing (or via email) before the third week of league play.  Participating teams must be able to host tournament rounds.  The tournament bracket will be mailed to each participating team after approximately 4 weeks of league play.  The tournament bracket and instructions must be reviewed upon receipt, to determine match hosting and officiating responsibilities.  The details of the tournament are as follows:

1.
For each round, groups of four teams will meet at “host” schools.  Each team will play
one match per round.  Moderator/judges will read for the two teams they have no ties to.

2.
Each team will provide a CSAL-trained moderator/judge for each match they play 
(except the final match – see #6 below).  In an effort to assure experienced moderators 
during tournament rounds, CSAL requires that moderator/judges for tournament 
matches must have moderated a minimum of three matches during the current season.  
Moderator/judges should arrive at the host school no later than 3:00pm with the 
unopened question set for that tournament round match.  If a moderator/judge knows in 
advance that they cannot arrive by 3:00pm or encounters an unexpected delay, they 
must communicate with the school and/or Chief Official as soon as possible about their 
arrival time. 
3.
Each host school is asked to supply a Chief Official, someone familiar with CSAL Quick Recall rules.  If the host school does not have someone they feel is qualified, then they may ask a visiting school to supply someone who is not connected with the team to be the Chief Official.  The host school must email CSAL the name of the Chief Official by the day before the round.
4.
The Chief Official and the four moderator/judges will preview the questions together 
before the 
matches, beginning as close to 3:00pm as possible. If a team’s moderator/judge does not arrive 
by 3:30pm and has not contacted the school or Chief Official in advance with a reason for 
delay, a forfeit may be declared by the Chief Official.  A forfeit may also be declared if a 
team’s moderator/judge does not arrive with 
the correct unopened set of questions.
5.
The two matches of each round will be held simultaneously, beginning as close to 3:30pm as possible. The host school must provide two classrooms (or spaces) for the matches, in addition to two buzzer systems and operators for both.  Visiting schools may be asked by the host school to bring their buzzer system to the site, along with someone to operate the system.  The coach of the host school must determine exactly what equipment, if any, a visiting school needs to bring, and is expected to communicate and resolve all equipment issues prior to the tournament matches.  Having an extra buzzer system is strongly encouraged, in order to prevent delays in the event of equipment malfunction.

6.
The semi-final and final rounds of the tournament are held on the same date, in the evening.  
CSAL will provide overtime questions for these matches, if needed.  CSAL will provide officials 
for the final match.  Immediately following the final match, trophies for the tournament (winner and 
runner-up) will be awarded.  Trophies for the teams with the
best regular-season record in 
each division will be handed out as well.

7.
All CSAL Quick Recall rules are in effect for the tournament matches.  The inquiry procedure 
is 
expanded to include a Chief Official (see section K of this manual). 

K. Tournament Inquiry Procedure (with Chief Official)

The inquiry procedure is expanded during CSAL tournament rounds, to utilize a Chief Official.   The inquiry rules described in the CSAL Quick Recall Manual Inquiry Procedure section are in effect during the tournament, with the modifications described below.

1.
A Chief Official is required at each round of tournament matches.  The Chief Official is 
someone who is familiar with Quick Recall and with CSAL Quick Recall rules.  The Chief 
Official previews the match questions with the four moderator/judges.  The Chief Official 
does not attend any matches and is only consulted if needed.  

2.
The moderator/judge rules on all inquiries after the half in which they occur.  The 
moderator/judge renders an initial decision.  The moderator/judge must make a 
ruling and may not simply defer to the Chief Official.

3.
If the moderator/judge’s decision is not to the satisfaction of both coaches, either coach 
may direct that the inquiry be sent to the Chief Official for review of the 
moderator/judge’s 
decision.  At this point, the coach not lodging the original inquiry has three (3) minutes 
to present a rebuttal in writing on the inquiry form.  The coach filing the original 
inquiry may not amend his/her original inquiry; once inquiries are
submitted, the 
team coaches may make no changes or additions.  Team names are not allowed on 
tournament inquiries or rebuttals, in order to allow the Chief Official to rule without the 
potential prejudice of knowing the teams involved.  If a coach identifies a team name on 
the inquiry sheet, the Chief Official shall ignore that coach’s inquiry or rebuttal.
4.
Decisions of the Chief Official are final and cannot be appealed.  All disputes 
involving events occurring at a match (correctness of answers, timing, or scoring errors, 
rules interpretations) shall be resolved by the officials at the match.  If the officials cannot 
agree, the Chief Official makes the final decision. The Chief Official is the final authority 
when disputes arise.  
5.
The score is not adjusted at halftime for inquiries that go to the Chief Official.  If 
the Chief Official makes a decision that causes a change in score, the score is adjusted 
at the end of the match.  The second half of competition is not delayed for inquiries that 
are sent to the Chief Official after the first half.  If an inquiry from the first half is not sent 
to the Chief Official, but is decided in the room, then the score is changed at halftime.  

INQUIRY PROCEDURE TIME LINE

· The time in a half or overtime expires.  Moderator/judge notifies coaches that the three-minute inquiry period has begun.

· Coach files written inquiry within three-minute period.

· Moderator/judge considers inquiry and informs coaches of initial ruling.


· Either coach informs moderator/judge if he/she wishes the inquiry to be sent to the Chief Official.

· If so, moderator/judge notifies the coach who did not file the inquiry that the three-minute rebuttal period has begun.

· After rebuttal, moderator/judge sends inquiry to Chief Official.  Team names are not allowed on the inquiry sheet.
· If the inquiry is filed at halftime, the moderator/judge begins the second half and does not wait for the inquiry to be returned from the Chief Official.

L. Guidelines for Moderators and Judges

Description:  CSAL combines the duties of moderator and judge in league matches.  The moderator and judge are the primary officials of the match.  Each moderator/judge will moderate one half of the match and judge the other half of the match. The two moderator/judges work together with overlapping duties, in order to control the flow of the match and apply all CSAL Quick Recall rules fairly and impartially. The “secret” to being an effective official is maintaining an atmosphere of authority, not arrogance. This can be accomplished by a thorough knowledge of Quick Recall rules and an efficient yet pleasant demeanor.  Duties, which are shared between both moderator/judges, are described below.  Specific duties when judging or moderating follow. 

Equipment:  Timing device to keep official time (see page 9), supplied by moderator/judge of the home team.

Shared Duties of Moderator/Judges

The moderator/judges have these responsibilities:

1.
Each team shall provide a trained moderator/judge for each match.

2.
The two moderator/judges will preview the match questions.  At least 30 minutes 

preview time before each match should be allotted.  This time is spent reading the 
questions and noting unfamiliar items, especially mathematical symbols and/or 
pronunciation.  Moderator/judges are welcome to write notes on their copies of the 
questions.  

3.
During the preview time, acceptable alternate answers, if any, should be discussed.  When in doubt, the moderator/judge should ACCEPT ONLY THE ANSWER (S) ON THE ANSWER SHEET.  

4.
The moderator and judge ensure that each player has a writing instrument and blank 
scratch paper prior to each half of competition or overtime.

5.
All personal items must be placed out of sight until the match is completed. Students 
are prohibited from using electronic devices at league matches, including (but not 
limited to) cell phones, iPods, calculators and pagers.  All devices must be turned off or 
in a silent mode for the duration of the match. If a device makes any sound during a 
match, the moderator/judge shall call an infraction against the offending team and 
confiscate the device until the end of the match.  If a student attempts to use a device 
during a match (even without any sound, e.g. text messaging), the match is immediately 
forfeited.
6.
The moderator and judge will make sure the match room is properly set up, prior to the 

       start of competition.  This includes the buzzer system, name cards, pencils, scratch   

       paper, and official timing device.

7.
The moderator and judge shall confirm identity of the spotter, computer operator, and 

       scorer before the match.  Any questions concerning their duties must be addressed  

       prior to the start of competition.

8.
Immediately prior to the match, a buzzer check will be performed.  To do this, at the 
direction of the moderator/judge, each player buzzes in, one at a time, while the 
moderator/judges and spotter make sure the players’ names coincide with their 

       buzzers.  Any problems with buzzers must be resolved at this time. 

9.
After the buzzer check, the host team moderator/judge will introduce the officials, and 
ask each team captain to introduce his/her team members and coach (es).  The 
moderator/judges will confirm which player is the captain of each team at this time.

10.
After the introductions, the host team moderator/judge should remind the audience to 
turn off any electronic devices (e.g. cell phones, pagers, etc.), for the duration of the 
match.  He/she should also caution the audience against any disturbance that may 
disrupt the match (e.g. noisy children, calling out answers, etc.)

11.
The moderator and judge ensure that individuals not enter or leave the competition 
room while the match clock is running, with the exception of emergency situations.

12.
The moderator and judge shall provide immediate and courteous application of all 
CSAL Quick Recall rules.

13.
Match officials shall be prepared to make judgment calls. Once a decision has been
made, the official shall concentrate on the match, not on past decisions. At some point,
each official is required to make a decision that determines or changes the outcome of 
a match. Officials must act with confidence founded on preparation.

14.
Either the moderator or judge may call "hesitation" when a team member fails to 
respond or hesitates after being recognized by the spotter (or moderator on a 
bounce-back bonus, or captain on a bonus designation.) 

15.
The moderator and judge may not indicate to teams that time is expiring on either a 
 tossup or bonus question.

16.
The moderator or judge stop match time via an official time-out to correct problems         
that interfere with the proper running of the match. These problems could include, but        
are not necessarily limited to, equipment difficulty, rules clarifications, or disruption by 
participants or audience members.

17.
The moderator or judge may make an immediate reversal of a decision, if the reversal      
is done before the next question is read (e.g., “correct, incorrect”).

18.
A buzzer check will be performed after each substitution, before each half and before 
any overtime.

19.
At the end of each half, the moderator/judges announce that the three-minute inquiry 
period has begun and they receive any inquiries from coaches during this period.

20.
The moderator or judge may not initiate inquiries or provide content-related    
assistance to coaches.

21.
The moderator and judge must make the ruling on each inquiry that is filed.  The moderator and judge may leave the competition room if needed in order to research an inquiry.

22.
The moderator and judge direct the scorer to make the appropriate change(s) on the 
official scoresheet following the resolution of an inquiry that results in a score change.

23.
The moderator and judge confirm the score after each half of competition and verify that        
the score on the computer system is accurate.

Specific Duties when Judging

When a moderator/judge is not moderating (i.e. reading the questions), he/she is judging and has the following responsibilities:

1.  Keeps the official match time, by starting the official time at the beginning of each half 
and stopping it during any time-outs.  

2.  Confirms the correct reading of a question and stops the moderator if the question is
misread so that it is SUBSTANTIALLY altered. The judge indicates "moderator error" 
and instructs the moderator to read the next question. Questions read incorrectly are 
discarded and replaced with a question from the same subject area found in the set of 
five extra questions provided on the last page of the match questions. This is done after 
the last question of the half, if time permits.

3.  Writes next to each question if the question is a tossup (T) or bonus question (B), and
notes which team, if either, correctly answers the question.  It also helps to make a 
written notation of incorrect answers, if it does not delay the match.   This can prove to 
be helpful when considering inquiries.

4.  Rules on the correctness of answers (when the moderator asks for a ruling) and on rules 
violations.  Rulings are given quickly with a simple "yes/no," "correct/incorrect," 
"hesitation," "infraction," or "moderator error" indication. The judge does NOT explain 
rulings during match time.

5.  Reminds a negligent moderator to prompt the team captain for an answer to a bounce 
back bonus question.

Specific Duties when Moderating

The moderator is largely responsible for the flow of a match, controlling the pace of the match through effective verbal skills.  When moderating, the moderator/judge performs the following jobs:

1.  Reads each question, preceded by its number and its tossup/bonus status. Do NOT say, 
"Question number one is a tossup question," –this wastes valuable playing time.  Rather, 
say, "One, tossup” or “Tossup, One.”   He/she also notes on the question set whether 
each question is a tossup (T) or bonus question (B).

2.  Gives the initial ruling of the answer. The acceptable responses by the moderator are 
the following: "correct," "incorrect," "hesitation," "infraction," "[defer to] judge," or (while 
turning to the other team on bounce-back bonuses) “incorrect-captain?” or “time-
captain?”  When in doubt, the moderator defers to the judge for a ruling.  EVALUATION 
OF ANSWERS MUST BE MADE QUICKLY.  The moderator may make an immediate 
reversal of his or her decision (e.g., “correct, no, incorrect”).

3.
Reads the correct answer after both teams miss a tossup (which was completely read), time expires for a tossup, or both teams miss a bonus.

4.  Speaks clearly and correctly.  Moderators do not attempt to rush through the questions, 
but combine speed with good diction.

5.  Avoids extraneous comments during a match. This wastes valuable playing time!

6.  Does not indicate to a student, by word or by a pregnant pause, to be more specific or 
to give more information in situations where a student gives an incomplete answer. 
Answers are evaluated in their initial form.  The moderator may ask a student to repeat 
an answer; however, both the moderator and judge must be certain that the repeated 
answer is the same as the first answer stated.

7.  May not ask the team or team captain for an answer to a bonus question that team has 
earned by answering a tossup. The moderator does, however, prompt the team captain 
to answer a bounce-back bonus question. See page 8 for more information on how the 
moderator administers the bounce-back bonus.

8.  Announces the score during time-out periods and at the end of each half.  If a match 
score is altered following an inquiry, the moderator announces the change(s).

M. Guidelines for Spotters

Description:  The spotter recognizes the team and individual who buzzes in first on a tossup question.   He or she may also operate the computer equipment.  Adults or students (not participating in the match at the same time) may serve as spotters. 

Equipment:  Lockout buzzer system supplied by participating teams.

The Quick Recall spotter has these responsibilities:

1.  Immediately calls the name of the school followed by the name of the student when that 
student buzzes in. The spotter may "shorten" team names to versions that, in the 
judgment of the moderator/judges, accurately represent the school in question. For 
student participants, either first or last names may be used. Students may also use 
“nicknames,” but these may also be shortened by the spotter as deemed necessary and 
must be appropriate for use.  Names used should match the nameplates in front of each 
team member.

2.
If working as a computer operator, resets the equipment if the answer to a tossup question is ruled incorrect, which allows the other team to buzz in. If the answer to a tossup question is ruled correct, the spotter delays resetting the equipment until the bonus question is answered or time expires. This prevents inadvertent buzzing in on bonus questions by either team.

3.  Becomes familiar with the equipment to be used during the match. This is accomplished 
by spotting at practice matches or league matches.

N. Guidelines for Scorers

Description:  The scorer keeps the official record of the match score. 

Equipment:  An official CSAL score sheet, provided by the coach of the home team.  

The Quick Recall scorer performs these jobs:

1.  Writes both team names, including color if applicable (e.g. St. Albert – Blue), the   

     match location and the match date on the official scoresheet.

2.  Indicates on the official scoresheet whether a question is a tossup or bonus question. 
In addition, the scorer indicates which team, if either, gives a correct answer to a 
question. It may be necessary to alter these indications following an inquiry.

3.  Confers with the Moderator/Judges at the end of each half, to verify the correct scores. 
Writes the score of each team on the scoresheet at the end of each half.  

4.  Obtains the signature of each participating coach on the scoresheet after the match, 
verifying that the indicated match results are correct.

5.  Returns the official scoresheet to the coach of the home team following the match.  
Home team coaches are required to mail the official scoresheet to the league coordinator 
each week that they host a match.


O. Rules Clarifications

Hesitation

1.  The student must begin to answer immediately after being recognized by the spotter on a 
tossup. The captain must respond immediately after being prompted by the 
moderator/judge on a bounce-back bonus. The responding student must answer 
immediately after being designated by the captain on a bonus or bounce-back bonus.  

2.  Because of the limitations of timing equipment, no precise time interval is set. 
Hesitation calls are judgment calls made by the moderator/judges. A good rule of 
thumb is that if a moderator/judge has time to wonder whether or not a student is 
hesitating, he or she probably is.

3.  Once the student begins an answer for a tossup or bonus question (including multiple 
answers), that answer must be continuous.  “Hesitation” will be called if the response 
includes “Umm…” or “Uh…” at any point in the response.

4.  No inquiries may be filed on either hesitation calls or the lack thereof.

5.  Hesitation rules on the bounce-back bonus are in effect as soon as the moderator/judge 
prompts the team captain for his or her answer, using the same guidelines given in Item 
#1 above.

6.  If the captain wishes to designate on a bonus, both the designation and the answer must 
be given without pause. If a pause occurs, hesitation will be called.

Answer/Recognition Errors

1.  Once a student begins an answer to a question, the answer may not be altered in any 
way. This includes misspeaking or self-correction. Applicable calls include "infraction," 
"hesitation," or "too much information."

2.  Counted incorrect are answers given under these conditions:


a. Prior to recognition by the spotter on tossups 

b. Prior to recognition by the moderator/judge on a bounce-back bonus


c. Prior to designation by the captain on a bonus or bounce-back bonus designation


d. After a hesitation, whether designated by the spotter or captain on a designation


e. After oral, written, or non-verbal conferring (on tossups)


f.  By the wrong (undesignated) person on a captain bonus designation


g. By the wrong person on a tossup (unless spotter error--see #3 below)

3.  If the spotter recognizes the wrong individual, and the correct individual responds, 
the answer will be accepted as either correct or incorrect.

4.  If the spotter recognizes the wrong individual and that (wrong) individual responds, 
the question is thrown out and the next question in the question set is read as a tossup 
for both teams. No replacement is given.

5.  If the spotter recognizes the wrong individual and neither the wrong individual nor 
the correct individual responds, the question is thrown out and the next question in 
the question set is read as a tossup for both teams. No replacement is given.

6.  On a “regular” bonus question, prior to captain designation or captain response, the 
moderator/judge should ignore answers given by anyone other than the captain.  If a 
moderator/judge errs, however, and accepts an answer as correct from someone other 
than the captain, that is an uncorrectable moderator error. The point must be 
awarded. This usually occurs when the moderator/judge mistakes team conferring for the 
team’s actual response.  Although the moderator/judge should be careful not to accept 
any answer unless it is from the captain or a designee, if he/she does, the team should 
not be penalized. If the same thing happens, and the moderator/judge rules “incorrect,” 
the question is thrown out and immediately replaced with one from the same subject area 
in the extra questions.

Conferring/Communication

1.  During tossups, team members may not pass messages, communicate with each other 
or the audience, or display unsportsmanlike behavior that may distract the opposing 
team. To do so will cause the moderator/judges to offer the question solely to the 
opposing team. 

2.  On bonus questions, each team may confer.

3.  Coaches may NOT assist the team by counting down bonus time.

Unsportsmanlike Behavior

1.  A coach, student participant, or spectator refusing to allow a match to continue may 
cause his/her team to forfeit the match.
2.  Teams, coaches or spectators may not engage in behavior that, in the judgment of the 
moderator/judges, is considered disruptive to the other team. Such behavior includes, but 
is not limited to, excessive body gestures or displays of emotion, extraneous noise, or 
other actions outside the bounds of proper decorum Such prohibited behavior includes 
excessive congratulatory exclamations (e.g. “Good job!” etc.)

3.  At no time may a student present an inquiry to the moderator/judges. Any student 
attempting to argue an inquiry will be warned once; any additional discussion by the 
student in an inquiry will cause the student to be removed from the match.

4.  The moderator/judges may agree to remove from the premises of any contest


any person whose conduct is unsportsmanlike, offensive, in violation of the rules, or 
illegal. The moderator/judge who removes a person on such grounds shall make a report 
of the incident in writing to the CSAL League Coordinator and the Principals of both 
schools. 

Equipment Errors

1.
Prior to a tossup, if the buzzer system is not reset by the computer operator, the moderator/judge shall call an equipment error, discard the question and offer an immediate replacement question.

Correctable/Uncorrectable Moderator Errors

1.  Because Quick Recall is a timed event, most moderator errors are uncorrectable. The 
chart below lists situations and resolutions for common moderator errors.  While 
moderator/judges should be familiar with this chart, it is acceptable to call an official 
time‑out after a moderator error occurs, in order to verify that the correct resolution is 
applied.

Common Moderator Errors – Tossup Questions

	Situation
	Resolution

	Moderator substantially alters question before either team’s answer


	Judge calls “moderator error.” Next question is read as tossup, replacement question given at end of half from the same subject area in the extra questions, if time permits. 

	Moderator inadvertently gives answer before either team’s answer
	Judge calls “moderator error.” Next question is read as tossup, replacement question given at end of half from the same subject area in the extra questions if time permits. 

	Moderator inadvertently gives answer after one team’s answer
	Judge calls “moderator error:” Next question is read as tossup.  No replacement question is given.

	Moderator mistakenly accepts answer from an unrecognized player (either prior to recognition or not who was recognized); rules “correct”
	Judge calls “moderator error.” Next question is read as tossup, replacement question given at end of half from the same subject area in the extra questions, if time permits. If discovered during the inquiry process, no penalty may occur.


Common Moderator Errors – Bonus Questions

	Situation
	Resolution

	Moderator substantially alters question before either team’s answer
	Judge calls “moderator error.” Question is immediately replaced with one from the extra questions in the same subject area.

	Moderator inadvertently gives answer before either team’s answer
	Judge calls “moderator error.”  Question is immediately replaced with one from the extra questions in the same subject area.

	Moderator inadvertently gives answer after first team’s bonus answer
	Judge calls “moderator error.”  No replacement is given.  Next question is read as a tossup.

	Moderator mistakenly accepts answer from someone other than captain; rules “correct”
	Answer is accepted as correct.

	Moderator mistakenly accepts answer from someone other than captain; rules “incorrect”
	Judge calls “moderator error.”  Question is discarded and immediately replaced from the extra questions in the same subject area.  If discovered during the inquiry process, all bonus points are taken away, all bonus points are taken away and a new bonus question is given.


P. Answers—“Correct” or “Incorrect”?

Mathematics

1.  Fractions must be reduced to lowest terms but need not be given in mixed numeral 
form.  For example, if the question asks for the quotient when 16 is divided by 6, 
"two and two-thirds", "eight-thirds", and “eight over three” are acceptable answers. 
“Sixteen-sixths" is not. Fractions cannot be stated as ratios.  For example, “eight to 
three” is not acceptable.
2.  Units are always required in math problems, unless they are specifically included in the 
prompt of the question. For example, if a question asks, "How many square feet are there 
in a rectangle six feet by four feet?," a correct answer would be "twenty-four" because the 
units, square feet, is specifically included in the prompt of the question. If the question 
asks, "What is the area of a rectangle 6 feet by 4 feet?” the correct answer is 
"twenty-
four square feet (or feet squared)."

3.  "Radical" is an acceptable substitute term for "the square root of" in math problems.  All 
radicals must be in simplest form.

4.  Unless directed otherwise, in math problems students shall give their answer using the 
word "pi" instead of multiplying by 3.14 or its equivalent.

5.  Probabilities may be given in any of the following forms:


a. Reduced fractions--"three eighths" or "three over eight"


b. Decimals-- exact, rounded to the hundredths place, or identified as repeating


c. "Three out of eight"


d. Percents--"37.5 percent"

6.  Decimal equivalents are acceptable answers for questions involving fractions, if they 
cannot be reduced if heard as a fraction. Answers to fractional questions such as "six 
tenths" or "eight tenths" are not assumed to be in decimal form, since officials cannot 
distinguish between fractional and decimal forms in this type of oral answer, and fractions 
must be reduced.
7.
Multiple answer formats are acceptable when a decimal response is called for.  For the 
decimal response 2.7, “2 point 7”, “2 and 7 tenths”, “2 decimal 7” and “2 decimal point 7” 
are all acceptable.  “Point 3”, “zero point 3”, “3 tenths”, “decimal 3”, “decimal point 3”, “0 
decimal 3”, and “0 decimal point 3” are all acceptable for the decimal 0.3 .

8.  “One hundred and twenty-seven” shall be an acceptable way to express 127.  “One 
hundred twenty-seven” and “one twenty-seven” are also acceptable answers.
Science

1.  Phylum names may be given using either the "formal" Latin name or its "informal" 
equivalent (e.g., Amphibia, Amphibians).

Language Arts

1.  When answering spelling questions, students may also pronounce the word in question. 
For example, when asked to spell the word "cat," a student may correctly respond simply 
“c-a-t,” "cat, c-a-t," or "c-a-t, cat." (This allows students to respond as taught for spelling 
bees.)

2.  On spelling questions involving capitalization, the capitalization shall not be required in 
the answer unless specifically stated otherwise in this manual or in the question itself. For 
example, the answer “n-a-c-l” will be an acceptable answer to a question that asks for the 
chemical representation for table salt.

3.  Articles such as “a,” “the,” and “an” are optional when they are the first word in the  
title of books, songs, works of art, etc.; students may NOT, however, add those articles if 
they do not exist in the work’s title.

General

1.  When a full name answer is required, it will be so stated in the question. The important 
consideration is whether the student knows the answer beyond a shadow of a doubt. 
When a full name is not required, the optional part of the answer will appear on the 
question set in parentheses [e.g., (Ronald) Reagan] in the question’s answer.

2.  Acceptable alternate answers are also given on the question set. Unforeseen alternate 
answers may arise during a match. In that case, coaches should use the inquiry process.

3.  Too much information given is a legitimate basis for ruling an answer incorrect. For 
example, if a student buzzes in after a question asking for the “next two numbers in the 
sequence” and gives three (or more) correct numbers in the sequence, the answer is 
incorrect, because too much information was given. A distinction needs to be made, 
however, between providing too much information and providing further, clarifying 
information. Example: A question asks, "What military leader is famous for his promised 
return to the Philippines?" The answer supplied to match officials is "DOUGLAS 
MACARTHUR," but the student replies "General Douglas MacArthur." The student gave 
further clarifying information, not superfluous information and would be correct.

4.  Alternate pronunciations of answers are considered correct, if an answer is pronounced 
as it is written, or if the moderator/judges believe that the essence of the answer is given. 
For example, if the answer is DESCARTES [day-CARR], accept the pronunciation [des-
CART-es]. This shows that the student has studied the material and knows the answer 
beyond a shadow of a doubt, even though he or she is not familiar with its pronunciation.

5.  Answers given in a “Jeopardy!” format (What is...) are not allowed, because they allow for 
additional thinking time. The match officials should call either “incorrect” or “hesitation.”
6.
When students are asked to provide a list in a response, stating the word “and” before 
the last item in the list is acceptable but not required. 
Q.  You Make the Call!   (Answers can be found in the next section)

1.  Team A misses a tossup question.  The moderator/judge notices that members of Team B are talking to each other.  What call should the moderator/judge make?

2.  On a bonus, the timer goes off during the interval between the captain saying, “I designate Susan,” and her answer.  Although Susan begins her answer after the timer sounds, she does begin it immediately upon designation, with no hesitation.  How should the moderator/judge rule?
3.  The coach of Team B, during his team’s bonus opportunities, uses hand gestures to give a “stop…think…5…4…3” message to his team as bonus time counts down.  Is this allowed?

4.  During a time-out, the coach tells Sally to replace Jenny, but fails to inform the moderator/judges of the substitution.  When play resumes, Sally buzzes in on a tossup question and responds when the spotter calls Jenny’s name.  How should the moderator/judges rectify this student mix-up?

5.  A coach feels that the moderator/judge in a match is reading very slowly, interfering with her team’s play.  May she call an official time-out to bring this to the attention of the moderator/judge?  

6.  A moderator/judge mistakenly says, “Fourteen, bonus” when the question actually is a tossup.  Neither team buzzes in, although the coach of Team A is certain his captain knew the answer.  The coach files an inquiry requesting a replacement question.  How should the moderator/judge rule?

7.  A team member from Team A responds to a question.  At the same time, the moderator/judge states “hesitation” while the other moderator/judge states “correct.”  What ruling should the moderator/judge make if the question is a (a) tossup or (b) bonus question?

8.  Before a match, a coach insists that the spotter refer to her team by long “nicknames” rather than their given names.  The opposing coach feels that such long names would give that team more time to prepare its answer.  How should the spotter and moderator/judges handle this situation?

9. A question asks, “What is the sum of 123 and 18?”  Sally answers “One hundred and forty-one.”  Is she correct?

10. An individual from Team A answers a tossup and the response is allowed.  Team A is then given a bonus question, which it answers correctly.  Following an inquiry, it is determined that Team A’s tossup response was actually incorrect.  How does the match proceed?

11. Before a match, the coach from Team A asks the moderator/ judges to replace the buzzer system set up in the room.  The coach asserts that her team has never practiced on the system in question and would have to abandon a good deal of its strategy if forced to use this system.  The coach prefers another system that is stored in a separate area of the building.  How should the moderator/judges handle this request?

12. An individual from Team A gives an incorrect answer to a tossup question.  Instead of allowing Team B an opportunity to respond, the moderator inadvertently gives the correct answer.  What should the moderator/judges do?

13. After Team A’s bounce-back bonus response was ruled incorrect, the coach shouts out, “That was correct!”  How should the moderator/judges handle this?

14. A student gives an answer of “the square root of 75” to a question that has an answer of “five times the square root of 3” on the moderator/judge’s sheet of answers.  Should the moderator/judge accept the response as correct?

15. A question reads, “What is three tenths times two”?  A student’s response of “six tenths” is ruled incorrect by the judge for being an unreduced fraction.  Upon inquiry, the coach states that the student was giving his response in decimal form. How should the moderator/judges rule in this case?

16. A question asks for the first and last name of the first president of the United States. A student from Team A responds with “General George Washington” and is ruled correct.  At halftime, the coach of Team B brings an inquiry to the moderator/judges asking for Team A’s response to be ruled incorrect because the student gave too much information.  Is this true?

17. The correct answer to a tossup is “Galileo (Galilei).”  The first half time is about to expire.  A student manages to say “Galileo Gal-“before the timer sounds, ending the first half.  Should this answer be accepted?

18. Team B’s tossup response is ruled incorrect.  Team A then answers the tossup, and misses the bonus, which Team B then answers correctly as a bounce-back.  On an inquiry, Team B’s initial tossup response is ruled correct.  How should the match proceed?

19. Team B is ruled correct on a tossup, misses the bonus, which is then answered correctly by Team A as a bounce-back.  An inquiry by Team A finds team B’s tossup response incorrect.  How should the match proceed?

20. After an incorrect bonus response from Team A, the moderator inadvertently gives the answer rather than prompting the Team B captain for an answer.  How should the match proceed?

21. The computer operator fails to reset the system prior to a tossup.  Both teams are frantically trying to buzz in, but the buzzers are locked out.  What should the moderator/judge do?

22.  On a tossup, the spotter recognizes Sam but Sally answers with the correct response.  The moderator/judge accepts Sally’s answer.  What can be done?

R.  You Make the Call! Answers

1.  The moderator/judge rules infraction.  Team B forfeits the opportunity to answer the tossup.  Team A has already missed the tossup; no point is awarded.  The moderator/judge provides the correct answer and proceeds to the next question, a tossup question.
2.  The moderator/judge does not allow the answer.  As it always has been, it is the responding student who must begin his or her answer before the bonus answer time is over.

3.  No.  Coaches may not assist with bonus time.

4.  Because match officials were not informed of the substitution, Sally is not eligible to buzz in and respond.  An official time-out should be called, the question thrown out, and the confusion cleared before play continues.  Both moderator/judges and coaches have a responsibility to recognize this situation should it arise.  Once this situation is detected, it is immediately corrected, but no retroactive action may be taken.  If this situation goes undetected, the half is not replayed nor may inquiries be filed.  In this case, the spotter correctly called Jenny’s name.

5.  She may do so, but at the risk of losing a time out.  After conferring, the moderator/judges may, but are not obligated to, reinstate the coach’s time out.  This is a judgment call made by the moderator/judges, based upon their evaluation of the coach’s request.
6.  Mistakenly referring to a tossup as a bonus question (or vice versa) is an uncorrectable moderator error.  No replacement question is given.

7.  If the moderator/judges can’t agree on which call was made first:  on tossup questions, the question has been compromised and is discarded – a new tossup question is offered to both teams.  On bonuses, the answer is disallowed and the next question read as a tossup.

8. The spotter may”shorten” team names to versions that, in the judgment of the moderator/judges, accurately represent the school in question.

9. Yes.  Any of the following are acceptable:  “one hundred forty-one”, “a hundred forty-one”, “one hundred and forty-one”, “a hundred and forty-one.”
10. Two points (one for the tossup and one for the resulting bonus) are subtracted from the score of Team A.  Team B is not given an additional question.

11. The moderator/judges are under no obligation to use any particular type of buzzer equipment.  Both teams use the same system, and switch sides at halftime; this ensures that neither team has an advantage over the other.  Quick recall matches operator under a tight time frame, and delays should be avoided.

12. The error is not correctable.  The moderator/judge reads the next question as a tossup to both teams.  A replacement question is not given.

13. The moderator/judge stops the match and reminds the coach that in the interest of fair play, disruptions are not allowed.  Continued disruption shall result in a forfeit.

14. No.  This is not an acceptable alternative form of the answer given on the official answer sheet.  A coach’s inquiry would be denied in this case.  Radicals are always reduced to simplest form.

15. The answer should be counted correct, since officials cannot distinguish between fractional and decimal forms in this type of oral answer.  “Six over ten”, however, is an unacceptable unreduced fraction.

16. The moderator/judge rules that the student’s answer is acceptable because the student gave the first and last name as well as a title that further clarifies the answer.  A distinction is made between further, clarifying information and too much information.

17. Yes.  Only the part of an answer heard prior to the expiration of time is regarded.  If officials agree that “Galileo” was heard prior to the expiration of time, the answer should be allowed because, in this case, “Galilei” is an optional part of the answer.

18. Team B is given one point for its correct tossup point, and a point is subtracted from Team A.  Team B’s bounce-back bonus point is also taken away, and a new bonus is asked.  This bonus question, if answered incorrectly, is eligible for bounce-back to Team A.

19. Team B’s tossup point is taken away, as is Team A’s bounce-back bonus point.  The net effect is minus one point for each team.

20.  The moderator error is not correctable.  The match proceeds with a tossup question.

21.  If the buzzer system is not reset by the operator, officials shall call an equipment error, discard the question and offer an immediate replacement question from the extra questions.

22. On a tossup, if the moderator/judge mistakenly accepts a correct answer from an unrecognized player, the moderator/judges must correct this error immediately by discarding the question.  If not, this is an uncorrectable error; no penalty may occur later.

S.  True/False Review (Answers can be found in the next section)
1.  A team may begin a match with three students if the opposing coach agrees.   T
F
2.  The only time a time-out may be called is after a bonus question.  

T
F

3.  If a student interrupts a tossup with an incorrect answer, the team is penalized a point.  












T
F

4.  If the captain does not know the answer to a bonus question, any student can respond.










T
F

5.  An overtime consists of five questions using the tossup/bonus format.  The team with the higher score is the winner.







T
F

6. If the spotter recognizes the wrong individual and that individual responds, the match proceeds as if the spotter had recognized the correct individual. 


T
F

7. There are forty questions possible per half in 6th-only and 6-7-8th matches, and thirty in a 4-5th match.









T
F

8.  A question reads, “How many square feet are there in a closet 6 feet by 4 feet?”  A student responds “twenty-four,” neglecting to give the units, square feet.  The moderator/judge should rule the answer incorrect due to the omission of units in the answer.










T
F

9.  The correct answer to a question is “Robert Kennedy.”  A student’s answer is “Robert Kennedy, John Kennedy, and Ted Kennedy.”  The moderator/judge should rule the answer incorrect.









T
F

10.  Moderator/judges may discard a question they feel is too hard for the students at a particular grade level.








T
F

11.  Moderator/judges may consult with other match officials while deciding an inquiry.












T
F

12.  Captain designation is only allowed on the “regular” bonus question, not the “bounce-back”.










T
F

13.  A moderator/judge may ask a student to repeat an answer not clearly understood.












T
F

14.  A coach may call only one time-out per half.












T
F

15.  During a bonus opportunity for Team A, the members of Team B are using hand signals to determine the time remaining in the half.  The moderator/judge should complete Team A’s bonus question and offer the next tossup question for Team A only.














T
F

16.  A question asks for a first and last name answer.  After buzzing-in and being recognized, the student responds, “George Armstrong Custer.”  The moderator/judge rules the answer incorrect because too much information was given.












T
F

17.  A coach has not broken contact with his/her team after the time-out period has elapsed and the coach is warned by the moderator/judge.  If such an infraction occurs again, the next tossup question is offered to the other team.




T
F
18.  Substitutions are allowed during a time-out, at halftime, or prior to overtime.












T
F

19.  If a buzzer fails during a match, the coach or student may ask that the buzzer be checked.  The moderator/judge should stop the match before the next tossup question and check the buzzer button.












T
F

20.  Player 1 of Team A misses a tossup, and Player 2 from Team B gives the correct answer prior to being recognized by the spotter.  The moderator/judge should rule “infraction” and the answer is not allowed.











T
F

21.  Only the moderator/judges are allowed to call “hesitation”.












T
F

22.  Player 1 of Team A gives an incorrect answer to a tossup question.  The moderator/judge inadvertently gives the correct answer instead of giving Team B an opportunity to respond.  This is ruled an uncorrectable moderator error, and the next question is read to both teams as a tossup.












T
F

23.  Students from Team A may write the names of the U.S. Presidents on their scratch paper during a bonus opportunity for Team B.












T
F

24.  To expedite matters, a coach may file an inquiry during a time-out.












T
F

25.  The inquiry rebuttal period is three minutes long.












T
F

26.  If both schools agree, teams may elect not to use the bounce-back bonus.












T
F 

S.  True/False Answers

1.  False.  Matches must begin with four students.

2.  False.  Time-outs may also be called after a tossup question that neither team answers, or after a bounce-back bonus question.

3.  False.  There is no penalty for an incorrect answer.  

4.  False.  All responses given by anyone other than the captain are ignored.  If the captain answers within the time limit, the answer is allowed.  The captain may also designate another team member to respond.
5.  False.  An overtime period continues until one team scores five points.
6. False.  The question is thrown out and the next question is read as a tossup.
7. True.
8.  False.  Units are not required because they are found in the question prompt.

9.  True.  Too much information was given.  

10.  False.
11.  True.
12.  False.  The captain designation is for ALL bonus questions.
13.  True.
14.  False.  During match play, each team is allowed two regular time-outs and one substitution time-out to be used at their discretion.
15.  False.  Teams may use hand signals during their opponents’ bonus question, barring disruptive activity.



16.  False.  The middle name offers further, clarifying information, not extraneous information.
17.  False.  The next tossup should be offered to the other team after the initial infraction.  There is no provision in the rules for a warning from the moderator/judge.
18.  True.
19.  True.
20.  True.
21.  True.
22.  True.
23.  True.  Once the match begins, there are no restrictions on what notes students may make.
24.  False.  Inquiries may only be presented after each half or overtime period.
25.  True.
26.  False.  The bounce-back bonus must be used in all matches.
 Quick Recall Glossary

Alternate--a substitute that may be inserted at specific times during the match

Bonus--a question that a team earns "first crack at" by answering a tossup question correctly

Bounce-Back Bonus--a question that may be "picked up" by the second team when the first team fails to answer its bonus question correctly

Captain--a team's primary spokesperson on bonus questions; bonus questions may be answered only by the captain or the person the captain designates

Captain Designation--on bonus questions, the captain may choose another student to respond, using a very specific procedure

Chief Official—the final authority when disputes arise involving answers or rules (used in tournament matches only)

Conferring--talking among team members.  Permissible ONLY during bonus questions.

Extra Questions--the set of 5 questions provided in each question set when replacement questions are needed

Hesitation--when a student fails to give an immediate answer after being prompted by the spotter or by the captain on a bonus designation

Infraction--a rules violation; e.g., illegal conferring, wrong person answering, etc.

Inquiry--a formal, written challenge to an answer or procedure presented by a coach to the match judge at the end of a half or overtime

Judge--the primary match official who also conducts the inquiry process

Moderator---sometimes called the "reader," the moderator/judge official that reads questions for teams and makes initial evaluations of student answers

Moderator/Judge—combined duties shared by the two match officials, one from each team

Overtime--a "first-team-to-five" extra period mandated when a match ends in a tie score.

Overtime Question Set #1—the set of 40 questions provided to each coach in the coach’s packet at the beginning of the season, to be used only in the event of overtime

Scorer--the official that keeps the official match score on the official score sheet

Spotter--the official that recognizes students buzzing in on tossups; he/she may also serve as timer and operate the buzzer equipment

Tossup--a question that may be answered by either team--the starting point in CSAL's tossup/bonus format
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