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1. BACKGROUND

QB JR. is an academic competition and a family entertainment television program.
This series features middle school students from the Mid-Michigan area. These matches are
Ooe-time-onlyO and are not qualifiers for any type of tournament. We encourage
participants to have fun during the taping.

2. GENERAL INFORMATION

2a. PUBLIC ACCESSIBILITY:

The @B JR. production staff, students and volunteers wear nametags for ease of
identification. Team members, advisors and guests are encouraged to seek out any member
of our @B JR. OamilyOf the need arises. We would be happy to help you.

2b. SPECIAL NEEDS ACCOMODATIONS:

One of our missions at QB JR. is to try to serve the needs of ALL of our invited
participants and studio guests. Every attempt will be given when players or audience
members with disabilities require adaptive equipment or related support to participate in or
view our series.

QB JR. producers request as much advance notice as possible to insure these
needs are properly addressed.

2c. THE USE OF EMAIL

If advisors have access to email, QB JR. producers strongly encourage the use this
method of communication when you need to get in touch with us. Our e-mail addresses are
listed in the @QVho To ContactGsection at the end of this manual.

2d. CLOTHING TIPS

Avoid excessive white and small patterns, such as herringbone tweeds and small
stripes, which can be problematic. Because of lighting problems, we ask contestants to
avoid wearing hats during tapings.



3. GENERAL RULES

QB JR. is played between two teams of four players each. Substitutions are
forbidden during a game.

Points are scored by correct answers to questions. All questions are worth ten
points. In addition, a team can score an extra ten points by answering three consecutive
bonus questions in a category.

In the first and second halves, points are never subtracted. In the final Lightning
Round, a wrong answer (or a signal and failure to answer) is penalized ten points.

Questions requiring a personOsname as an answer may be correctly answered by
giving the personOssurname only, provided there are no others having the same surname
with whom the subject might be confused (e.g., the Roosevelts).

In the case of an incomplete or imprecise answer, the judge and/or host, at either®
discretion, may request a more complete answer. Similarly, if a player tries to give too much
information (fishing for the right answer on an interrupted Toss-up, for example), the judge
and/or the host may choose to accept only the first part of the response and ignore the rest.

Should answers be interjected by the audience, the questions may be discarded at
the judge and/or hostOdgliscretion.

The judge has final say in all matters, including interpreting or expanding upon these
rules to preserve the integrity of the game. The judgeOsdecision regarding correctness or
incorrectness of an answer cannot be challenged. As in any competition, once a game is
declared official, the game is over, even if the outcome could have been altered by judgment
errors.

To be an eligible contestant, a student must be enrolled in his or her participating
middle school at the time of the contest.



3. GENERAL RULES [continued]

3a. RESPONSE TIME

i. On “TOSS-UPS” players are allowed five seconds to buzz in. Math questions
involving computation are allowed a longer duration.

Once a player has buzzed in and been identified by the program host, the player is
given approximately three seconds to respond to the toss-up. Once they have begun his/her
response, the player is allowed approximately ten seconds to complete the response. A
response that begins or is completed after the timer says the word: OQIMEQ|is considered a
wrong answer.

If a player confers with a teammate on a toss-up, or if any teammate of the first
player to signal gives a response, the incident is treated as a wrong answer and the
question is offered to the other team.

If an opponent of the first player to signal gives a response, that response, right or
wrong, is ignored and the first player to signal is allowed to respond.

ii. In a “BONUS” situation, players are encouraged to confer with his/her
teammates. After the complete bonus question is asked, the team captain has
approximately five seconds before the program host will ask for the answer. Once they have
begun the response, the captain is allowed approximately ten seconds to complete his/her
response. A response that begins or is completed after the timer says the word: OQIMEO.,is
considered a wrong answer.

iii. In the “POP QUIZ”, again, once a player has buzzed in and been identified by
the program host, the player is given approximately three seconds to respond. Once they
have begun the response, the player is allowed approximately ten seconds to complete
his/her response. A response that begins or is completed after the timer says the word:
OTMEQ, is considered a wrong answer.

If a player other than the active player signals, the question is read through and
offered first to the active player on the opposing team. If that player is wrong, the question
is then offered to the active teammate of the player who mistakenly signaled.

iv. The “LIGHTNING ROUND?” is the Opeed roundOThe questions involved require
short answers [usually one or two words] given rapidly. In this round only, once a player
has buzzed in and been identified by the program host, the player is given three seconds to
respond in_full. A response that begins or is completed after the timer says the word:
OTME,Gis considered a wrong answer.



3. GENERAL RULES [continued]

3b. BRINGING REFERENCE MATERIALS INTO THE STUDIOS

Players may not bring any reference materials into the studio. Notes, lists or any pre-
written materials are prohibited. QB JR. will provide players with paper and pencils for use
during the taping of the game.

3c. GENERAL RULES ABOUT CONFERENCES

In any situation which allows a team to confer, the agreed-upon answer must come
from the team captain. The host will ignore any other team memberOgesponse, regardless
of whether it is right or wrong. Players may NOT confer, either in oral or written form on
Toss-ups, or during the Quick10, PopQuiz or Lightning Rounds.

3d. AUDIENCE CONDUCT

QB JR. features an on-camera seating area for our studio audience in close
proximity to the teams and program host. We ask that there be no talking, discussion,
mouthing of words or physical gestures indicating the correctness of player responses by
any member of the studio audience. The seating capacity for this area is 30, which includes
advisors and non-participating team members. There is an over-flow room in which the
taping can be watched if necessary.

4. QB JR. GAME RULES

QB JR. is played in two-nine-minute halves, beginning with the Quick10 and followed
by a 60-second lightning round to determine a winner. With the exception of the Quick10
and lightning round, which consist entirely of toss-up questions, and the Pop Quizzes, which
are described later, the game is built around single toss-up questions, followed by up to
three bonus questions in a single category.

Play begins with the QUICK10 round. This round consists of 10 toss-up questions.
Teammates may not confer on Quick10 questions. A player may signal at any time; the
host will immediately stop reading the question on hearing the signal and request an
answer. If the first player to signal is right, that playerOgseam scores ten points. If that player
is wrong, the question is NOT offered to the other team and play continues with the next
Quick10 question. No points are deducted for a wrong answer in the Quick10 round. At the
end of the Quick10 round, play moves on to the first half of the game.

The first half begins with the host reading a regular TOSS-UP question. Teammates may
not confer on toss-up questions. A player may signal at any time; the host will immediately
stop reading the question on hearing the signal and request an answer.



4. QB JR. GAME RULES [continued]

If the first player to signal gives the correct answer to the toss-up question, that
playerOgeam scores ten points and is entitled to answer the bonus questions. If the player
gives a wrong answer to the question, or if that player fails to give an answer within the time
frames stated in this manual, the question is read again to the opposing team. Only the first
player to signal is allowed to respond, and the team members may not confer. If the first
signaler is right, that team gets the ten points and the bonus questions. If the player is
wrong, the bonus questions are not asked and play continues with a new toss-up question.
If no one buzzes in, we go to a new toss-up question.

(Note that in the first and second halves, no points are deducted for a wrong answer.
This will change in the lightning round, where wrong answers are penalized.)

The team, which gained control by correctly answering the toss-up question, has the
opportunity to answer up to three additional BONUS questions from a single category.
Teammates may confer to agree upon an answer and that answer must be given by the
team captain.

Each correct answer to a bonus question is worth ten points. If a team answers all
three bonus questions correctly, they receive an additional ten points, for a maximum
possible bonus of forty points.

Any wrong answer (or no answer) to a bonus question ends the bonus round. Play
then continues with a new toss-up question.

4a. END OF HALF

A musical Osinger(a series of musical notes] will sound when the time for each half
has expired. If the host is reading a toss-up question and no player has yet signaled, the
half ends. If a player has signaled to answer the toss-up before the OsingerOsounds, that
answer will be accepted even if the answer is given after the sound of the OtingerO. The half
ends after that answer, even if the answer is right.

If the host is reading a bonus question, or re-reading a toss-up question because of a
wrong answer, the host will continue reading that question and accept an answer. The half
ends after that question, regardless of whether additional bonus questions remain.



4. QB JR. GAME RULES [continued]

4b. THE “POPQUIZ”

The “POPQUIZ” is a rapid-fire set of twelve questions and answers which allows
each member of a team the chance to face off one-on-one against a single opponent. We
play two PopQuizzesOa game: they start roughly four minutes into each of the two halves.

At the start of the OI%pQuizO,the,host will announce a general category (for example,
that all answers will begin with OBE-LO)and play begins with the players from each team
sitting farthest left of the host.

These two players are asked a total of three toss-up questions. They are playing
one-on-one, so teammates may NOT help. A right answer is worth ten points; a wrong
answer allows your opponent the chance to answer. If both players are wrong, no points
are awarded.

After three questions, the play continues with the next two players on the hostOs
(viewerO¥ right. These two players are asked three toss-up questions, and the process
continues through all four players on each team for a total of twelve questions.

The ®opQuizOis intended for play @ne-on-oneObetween the designated players
from each of the competing schools. As such, we do not allow oral conferring or the passing
of any written materials between team members within the play of the ORpQuizO.

After the PopQuizO,play continues with a toss-up open to all players, followed by
bonus questions, and the rest of the half continues to follow the standard format.

4c. THE “LIGHTNING ROUND”

After the end of the second half, play concludes with the “LIGHTNING ROUND”. It
is a final, sixty-second period which consists of a series of toss-up questions. The team
which leads at the end of the lightning round is the winner.

OLi@ptning RoundCrules differ from the regular game in two ways:
1) There are no bonus questions, only toss-ups.

2) Most importantly, to keep the lightning round moving quickly, only one answer will
be accepted for each toss-up. If the first player to signal is right, that playerOgeam
scores ten points. If that player is wrong, the team LOSES ten points, the question is
NOT offered to the other team, and play continues with a new toss-up.



4. QB JR. GAME RULES [continued]

4d. THE “LIGHTNING ROUND” [continued]

A musical Osinger(a series of notes] will sound at the end of the Q.ightning RoundO.
If a question is being asked and no one has signaled, the game is over. If a player signals
before the OsingerO sounds, that playerOsanswer will be accepted and points will be added
or subtracted accordingly.

In the event of a tie at the end of this round, the host will ask a tie-breaking, toss-up
question. For the tie-breaker, a wrong answer is not penalized, but as in the first and
second halves, the question is read again to the opposing team. The first team to give a
correct answer wins the game.



5. “WHO TO CONTACT” AT QB JR.

Susi Elkins
Series Producer
WKAR-TV
521 Communication Arts and Sciences Building
Michigan State University
East Lansing, Ml 48824-1212
[517] 432-3120 [x-418]
FAX: [517] 353-4359 or 353-7124
email: susi@wkar.org

Matt Ottinger
Program Host
WKAR-TV
212 Communication Arts and Sciences Building
Michigan State University
East Lansing, Ml 48824-1212
FAX: [517] 353-4359 or 353-7124
email: ottinger@acd.net

Timothy W. Zeko
Executive Producer
WKAR-TV
520 Communication Arts and Sciences Building
Michigan State University
East Lansing, Ml 48824-1212
[517] 432-3120 [x-417]
FAX: [517] 353-4359 or 353-7124
email: timz@wkar.org



