ALABAMA SCHOLASTIC CHALLENGE
Sponsored by Alabama Scholastic Competition Association
2025-2026 Rules
1. Player Eligibility:  Players must be enrolled at the represented school or play for a direct feeder school and must be in 6th grade or lower for Division I of the elementary school  tournament, 5th grade or lower for Division II of the elementary school tournament,  8th grade or lower for middle school, 10th grade or lower for junior varsity, and 12th grade or lower for high school.  Students who play up will be permitted to play in multiple state events, provided they are not held on the same day and that there are no conflicts due to question overlap.  Eligibility of students at feeder schools that share levels of play with their destination school due to grade overlap is subject to Rule 4 in ASCA’s Procedures document.  Teams that play ineligible players will, at a minimum, forfeit any rounds in which the ineligible students competed.
2. Teams:  Teams will consist of up to four players and two substitutes.  Teams register their players at the beginning of each tournament.  After play begins, these six may not be changed for the duration of that tournament.
3. Officials: The moderator reads the questions and enforces the rules.  As head judge, he/she decides whether to accept a player’s answer, whether the answer given is correct, when and how to re-read questions, and whether the answer was given in accordance with the rules.  His/her decisions are final.  The timer tracks the seconds after the moderator finishes reading a question.  His/her sole responsibility is to call “time” when necessary.  The scorekeeper accounts for players and substitutes, records points, and announces the tally when directed by the moderator.  These officials may be combined as the moderator deems necessary and appropriate.
4. Coaches as Moderators:  If it is necessary for coaches to moderate due to lack of personnel, the procedure will be for one team’s coach to read the first half and the second team’s coach to read the second half.  The coach not reading will keep score.  One team’s coach may defer to the other coach to read the entire match.  If there is a disagreement about who reads first, a coin toss will be used to make the determination.  When a coach is in possession of the questions, he/she will defer all coaching duties to the team captain, including but not limited to time outs, substitutions, and protests.   
5. Forfeits:  Teams should report on time to their assigned rooms.  If a team is not present within five minutes of the scheduled time, the tournament director may declare a forfeit for that round.  A team that withdraws from competition prior to the completion of their assigned rounds will be ineligible for any awards, titles, and/or prizes at the tournament in question unless specific permission has been granted by the tournament director.
6. Rounds:  A round matches two teams who compete to answer a series of academic questions.  Teams earn points for correct answers. Each team designates a captain before the round.  Each team is entitled to one one-minute time-out per round.  A time-out may be called by either the coach or team captain prior to the reading of a toss-up question.  Preliminary statements such as “Toss-up number x” do not constitute a part of the question.  Once the moderator has begun reading a toss-up question, a time-out may not be granted until the current toss-up/bonus cycle is complete.  After each period and during any called time-outs, the moderator will ask the scorekeeper to announce the score, and either team may replace players with substitutes.  Score announcements and substitutions may not be requested at any other time.  Discrepancies in announced scores will be reconciled before the next period begins.

For both middle and high school tournaments, two halves comprise a round.
Period 1   Ten toss-ups worth 10 or 15 points each, with bounce-back bonus questions worth 30 points collectively.
Period 2   Ten toss-ups worth 10 or 15 points each, with bounce-back bonus questions worth 30 points collectively.
7. Toss-up Questions:
a) On a toss-up, any player may signal to answer a question.  If a player who has successfully signaled (i.e. light is on) answers before being acknowledged in another way by the moderator, the activation of the player’s light will be considered recognition in and of itself, and therefore, there will be no penalty.  However, if a player who has NOT signaled answers the question, the answer will be ignored, and the question will be offered to the other team.
b) At the conclusion of the reading of a toss-up question, contestants will have five seconds to buzz (fifteen seconds for designated computation questions).  If no player buzzes within that time, the moderator will reveal the answer and continue to the next toss-up.
c) Once a player has signaled to answer a toss-up question, he/she must begin answering the question within three seconds.  The moderator will evaluate a player’s first complete answer only.  If the answer is incorrect or not given in time and the question was read in its entirety, the moderator will offer the question to the other team.  A player on that team must signal immediately (with the exception of designated computation questions, in which case the remainder of the original fifteen seconds will be allowed) else the moderator will reveal the answer and continue to the next toss-up.  The moderator will not re-read the question (compare with 7d).
d) During the reading of a toss-up question, a player may interrupt to answer it.  The moderator will stop reading and, optionally, recognize the player who buzzed.  If the player has rung in before the designated power mark and answered correctly, he will be awarded 15 points; however, if the player answered correctly but after the power mark, he will earn 10 points.  If the player’s answer is incorrect or not given in time, the moderator will go back to reading the question for the opposing team.  That team will have five seconds (15 seconds for computations) to buzz after the conclusion of the reading of the question unless they, too, interrupt by buzzing to answer the question. There will be no penalty for an incorrect answer, regardless of when it is given.
8. Bonus Questions:  Bonus questions will be offered after each correctly answered toss-up.   Each bonus segment will be read and answered separately.  After reading the first segment of the bonus, the moderator or timer will count to five for non-computation questions and fifteen for all computation questions.  If a player asks the moderator to repeat any bonus questions, this reading will be included in the team’s conference time.  At the expiration of the time, the moderator will prompt the captain for an answer.  The captain of the team that correctly answered the toss-up, or a player the captain designates, must begin answering within two seconds.
9. Bounce-Back Questions:  Incorrectly answered or unanswered bonus questions will then be offered to the opposing team.  The moderator will prompt for an answer, and the captain of the opposing team or his/her designee must begin answering within two seconds (with the exception of designated computation questions, in which case the remainder of the original fifteen seconds will be allowed).  Bounce-back team players will not have the bonus questions re-read for them.  A correct answer will give the opposing team the points for that segment of the bonus, but the next segment, if any remain, will still be read to the team that originally answered the toss-up correctly. This process will repeat through all segments of the bonus question.  At the end of the bonus sequence, the moderator will announce the total points scored on the bonus questions.
10. Conferencing:  Players may not verbally communicate during a tossup.  Players may hold their signaling device forward, gesticulate, or otherwise indicate that they know the answer, but they may not indicate in any manner what they believe the answer to be, nor may they communicate with teammates verbally or in writing during a tossup.  Any such communication, including verbal signaling, will constitute conferencing and will result in the team losing the right to buzz on that toss-up, which will be continued for the other team alone. 
11. Disclosed Answers:  If an answer is disclosed before both teams have a chance to answer the question, that question will be replaced with an emergency question, which will be offered to both teams.  If, after Team A answers a question incorrectly, the moderator reveals the answer before giving Team B an opportunity to answer, the moderator will select another question solely for Team B to answer.  
12. Sudden-Death Tiebreaker:  If the score is tied after the completion of the final period, 10-point toss-up questions will be asked until a team correctly answers a question.  Points earned on the tiebreaking question will be included in a team’s score but will not affect the team’s points-per-game average for determining pool winners, seeds, wildcard berths, or playoff berths.  Tiebreaking toss-ups will be counted as toss-ups heard, and points earned on tiebreaking toss-ups will count toward individual totals for the purpose of determining individual awards (See Procedure 20).
13. Procedural Protests:  The purpose of a procedural protest in ASCA competition is to challenge what the coach or player perceives as a serious error in following the rules by the moderator. (Disputed answers are covered under rule 14, below.) The team captain or coach should lodge a procedural protest before the completion of the reading of the next question, preferably by raising his/her hand and waiting for recognition.  A team is limited to two procedural protests per game.    Discrepancies in announced scores should be reconciled before the next period begins, and protests must be made prior to the end of the game.  If the moderator cannot determine a satisfactory resolution to a procedural protest, the local tournament director will be summoned to the game room to hear and resolve the protest(s).  If the local tournament director cannot resolve the issue to the satisfaction of both teams, the protest may be referred to the state tournament director for a final decision.
14. Disputed Answers:  In the event that an answer is disputed, the team captain or coach must lodge a protest prior to coaches agreeing on the final score of the match.  If the tournament director is unable to resolve the disputed answer, an ASCA board member present at the tournament or on call will resolve the protested answer using reputable sources.  Teams may not leave the room before the protest is resolved.
15. Student Aids:  Pencils and paper will be provided.  Pencils should be left in the room at the end of each round.  No other aids will be available to a player or in hand while competing. This includes, but is not limited to, cell phones, tablets, calculators, printed materials, and prepared notes.  A player will not attempt to access information from any maps, charts, etc. located in the room. The penalty for use of such aids will be removal of the player for the remainder of the round with no substitute permitted.  A player’s cell phone ringing (not vibrating when silenced) constitutes a violation of this rule if it occurs during a round.  If an inactive player, coach, or spectator causes said disturbance, the moderator will ask the offender to leave the room for the remainder of the match.
16. Observers:  Observers are expected to be quiet and not move around.  They should not cheer or clap until the round is over.  During play, observers may not use video cameras, phones, or other recording devices.  All personal electronic devices must be turned off or silenced.  Observers who are unruly or whose electronic device makes noise during a match will be removed.  Teams are responsible for their observers’ behavior during and outside of matches and are subject to the tournament director’s discipline as a result.
17. Sportsmanship:  ASCA expects players and coaches to represent the state and their schools with honor and respect.  Players or coaches who violate this standard through fraud, cheating, impropriety, or poor sportsmanship will be ejected from the tournament and may be sanctioned or banned from future ASCA events.
