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Introduction


When moderating a quiz bowl match, it is important that you speak clearly and loud enough so that the players can understand you. Remember: CONSULTATION IS NOT PERMITTED DURING TOSSUPS. However, consultation is permitted during bonuses. That being said, there are certain guidelines to follow when reading tossups and bonuses. 

Remember: “Prompt” means to ask for more information.

Tossups

1.
Players Buzzing In

When reading tossups, always begin by giving the number of the tossup (ex: “Tossup number one…”). You then read the question until a player buzzes in. They will buzz in when he or she believes to know the answer to the question you are asking. As soon as a player buzzes in, you must stop reading the question to allow them to answer. Remember, a player does not have to be recognized after they buzz.


2. Incorrect Answers

There are two scenarios to a player incorrectly answering a question: 1) An incorrect answer given after the question is completed. 2) An incorrect answer given before the question is completed. If scenario “1” occurs, inform the team that their answer was incorrect by saying “incorrect” or an equivalent term. The other team will then have the opportunity to answer, but the question cannot be repeated once it is finished. If scenario “2” occurs (and it will occur fairly often), a -5 point penalty will be assessed to the team who answered incorrectly. When this happens, the opposing team will have the opportunity to answer the question, but the penalized team will not. When you read the question for the opposing team, read from the point where you were stopped on the interruption. If the opposing team buzzes in early and answers incorrectly, they are not penalized because the other team was already penalized.

(Ex: Team “A” is penalized 5 points, so Team “B” gets a chance to answer the question. If a player on Team “B” buzzes in early and answers incorrectly, Team “B” is not penalized because Team “A” was already disqualified from the question). When a penalty occurs, inform the penalized team that they are penalized.

EXAMPLE DIALOGUE:

Moderator: “Tossup 1: It is known as ‘The Big Easy’ (*) and ‘The Crescent City’. For ten points, name this largest…”



*PLAYER BUZZES IN*


Player: “Lafayette!”

Moderator: “Incorrect. Minus 5”

END DIALOGUE

2.
Correct Answers

When a player buzzes in and correctly answers a question, they can receive 15 or 10 points.

A.
15 pointers

If a player buzzes in before the power mark “(*)” is reached and correctly answers the tossup question they will receive 15 points for the question. When this happens, you will say “power” or “15 points”, or an equivalent. 

EXAMPLE DIALOGUE:

Moderator: Tossup 1: It is known as ‘The Big Easy’ (*)…”




*PLAYER BUZZES IN*




Player: “New Orleans!”




Moderator: “Fifteen points”




END DIALOGUE

PLEASE NOTE: A player receives 15 points at the point where he or she buzzes. Not where the moderator stops reading. For example, if Player “A” correctly answers a question before the power mark is reached, but the moderator continues to read the next word or so after the power mark, then the player will receive 15 points. 

B.
10 pointers

A player receives 10 points when he or she correctly answers a question after the power mark has been passed by the moderator. 10 pointers will happen more frequently than 15 pointers. When a player receives 10 points for a question, say “Correct”, “10 points”, “yes”, or any equivalent term or phrase.

EXAMPLE DIALOGUE”

Moderator: “Tossup 1: It is known as ‘The Big Easy’(*) and ‘The Crescent City’. For ten points, name this largest city in Louisiana.”

*PLAYER BUZZES IN*

Player: “New Orleans!”

Moderator: “Correct. 10 points.”

END DIALOGUE

C.
Continuation to Bonuses

When a team correctly answers a tossup question, it will have the chance to answer bonus questions that are worth up to 30 points. When a team correctly answers a tossup, they will be given the bonus number that corresponds to the tossup number (ex: if a player correctly answers tossup 1, their team will receive bonus 1).

EXAMPLE DIALOGUE

Moderator: “Tossup 1: It is known as ‘The Big Easy’(*) and ‘The Crescent City’. For ten points, name this largest city in Louisiana.”

*PLAYER BUZZES IN*

Player: “New Orleans!”

Moderator: “Correct. 10 points. Bonus number 1…”.

(You then would read the bonus)

END DIALOGUE

Bonuses

When a player correctly answers a tossup question, his or her team is rewarded with a set of bonus questions that are for their team only. Not the other team. Players can consult each other for bonuses, but the answers must be given by the captain or a designated person. Rebuttals are not allowed. Here is a rundown of the different types of bonuses.

1.
Three and Two-Part Bonuses.

Three-part bonuses are usually three questions worth 10 points each, but there are some instances in which a three-part bonus can have one question worth 5 points, another worth 10, and another worth 15. In any case, state the number of points a bonus question is worth before proceeding. Teams have 5 seconds to answer a bonus question. Once the 5 seconds have passed, prompt the captain for an answer. If they do not have an answer, proceed to the next bonus question.

EXAMPLE DIALOG

Moderator: “Your bonus: name the original three stooges for ten points each”

*PLAYERS CONSULT EACH OTHER AND TALK ABOUT ANSWER*

Team Captain: “Moe, Larry, and Curly.”

Moderator: “Correct. 30 points”.

END DIALOG

Bonuses can also be in 2 parts, in which case each part is worth 15 points. 

2.
30-20-10 Bonuses

Another type of bonus is the 30-20-10. In this bonus, the moderator will read 3 clues to a single answer. The clues will start off difficult, but proceeding clues become easier. The first clue is worth 30 points, the second clue is worth 20 points, and the third clue is worth 10 points. If a team takes longer than 5 seconds to answer one of the clues, prompt the captain for an answer. If they do not have an answer, proceed to the next clue.

EXAMPLE DIALOG

Moderator: “For 30 points: It is located in Lafayette, LA”

*PLAYERS CONSULT EACH OTHER AND TALK ABOUT ANSWER*

*NO ANSWER OR INCORRECT ANSWER*

Moderator: “For 20 points: It changed its name in 1999”

*PLAYERS CONSULT EACH OTHER AND TALK ABOUT ANSWER*

*NO ANSWER OR INCORRECT ANSWER*

Moderator: “For 10 points: School nickname is the “Ragin’ Cajuns”

*PLAYERS CONSULT EACH OTHER AND TALK ABOUT ANSWER*

Team Captain: “UL Lafayette”

Moderator: “Correct. 10 points”.

END DIALOG

3.   10-5 Bonuses

The last major type of bonus is the 10-5 bonus. For this bonus, there will be three answers, with each answer having two different clues. You will read the first clue to the answer which is worth 10 points. If the team does not know the answer or answers incorrectly, then you proceed to the 5 point clue (which is the easier clue). 

EXAMPLE DIALOG

Moderator: “Number 1: For 10 points - It’s school colors are red and white"

*PLAYERS CONSULT EACH OTHER AND GIVE WRONG ANSWER OR DO NOT KNOW ANSWER*

Moderator: "For 5 points - It's nickname is the Ragin' Cajuns"

Captain: "UL Lafayette"

Moderator: "Correct. 5 points".

Moderator: Number 2: For 10 points - "It's capital is Baton Rouge".

*PLAYERS CONSULT EACH OTHER*

Captain: "Louisiana"

Moderator: "Correct. 10 points."

Moderator: Number 3: For 10 points - "It is a red crustacean that resembles a lobster".

*PLAYERS CONSULT EACH OTHER AND GIVE WRONG ANSWER OR ARE NOT SURE*

Moderator: "It is also called a 'crayfish'."

*PLAYERS CONSULT EACH OTHER AND GIVE WRONG ANSWER OR ARE NOT SURE*

Moderator: "The correct answer was 'crawfish'". No points on number 3, but they receive 15 points for the entire bonus. (numbers 1 and 2 combined).

END DIALOG
Half Time 


After the 10th question has been asked, half time will begin. 


During this time, ask the scorekeeper to give a total score through 


10 questions for both teams. Teams can substitute players during 


this time also. When the halftime score is read and both teams have 

made their substitutions (if they want to substitute), then continue to the last 10    tossups. 

Time Outs


Each team is given one (1) 30-second time out per match. During this 

time, they can substitute players or briefly discuss the match. Time outs 

may only be called before a tossup is read.  

Protests

During match play, a player or coach may protest an answer to a tossup as well as any aspect regarding the matches. If this happens, make a note of the protested tossup or bonus. After the match, determine if the protested item could have changed the game’s outcome. If it could not have changed the match’s outcome, then the protest is disregarded. If it could have changed the outcome, then inform the tournament director(s) of the protest so that they may reach a decision regarding the matter. NOTE: the decision of the tournament director(s) regarding protests are final.

The End of the Match

When the match has been completed, tell the teams that the match has been completed. Ask the scorekeeper for a final tally of the score. If there is a tie at the end of the twenty (20) questions, then the match will go into a sudden death tiebreaker, during which time the moderator will read the remaining three extra tossups in the packet until one of the teams correctly answers. The first team to correctly answer a sudden death question is the winner of the match. 

