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1. BACKGROUND

1a. SCHOLASTIC SCRIMMAGE POLICY STATEMENT 
Scholastic Scrimmage is an academic competition and a family entertainment television program.  It is the commitment of the Scholastic Scrimmage production team to present programming that is both entertaining and educational. The competitive format of Scholastic Scrimmage is one of the most effective ways to make learning fun - and to shine a spotlight on some of the brightest young people in our schools. 

1b. OVERVIEW 
Scholastic Scrimmage is a fast-paced question and answer game, featuring students from ninety central Pennsylvania high schools. In each match, two teams compete to showcase their knowledge, recall, and reflexes as they attempt to advance and to become the 2008-2009 Scholastic Scrimmage champion. 

This manual provides all of the information needed to prepare for Scholastic Scrimmage, including complete rules and an explanation of the tournament. 

Educators, students, business leaders, and the public television viewing audience have all praised Scholastic Scrimmage and the exciting competition it provides. The Scholastic Scrimmage production team wishes all participating students the best of luck in the upcoming season. 

1c. GOALS

The Scholastic Scrimmage staff have a three-pronged mission for this program: 

1) To reward the students for academic achievement.  We want to make everyone look as good as possible.

2) To make good television.  We’ll attempt to make each game as close and exciting as possible.

3) To educate the public.  We will complete the reading of as many questions as possible so the viewer can play along.

2.  THE SCHOLASTIC SCRIMMAGE WEBSITE
2a. WEBSITE CONTENTS

All information regarding the production of Scholastic Scrimmage, including archives of past games and the broadcast schedule, can be found on the official Scholastic Scrimmage website.  The address is http://www.wpsu.org/scholasticscrimmage. 

2b. COACHES CORNER 

In addition to the publicly accessible section of the website, there is a part of the website dedicated to Scholastic Scrimmage team coaches.  This “Coaches Corner” section can be found at: http://www.wpsu.org/scholasticscrimmage/coaches.html.  It contains all of the forms that teams will need for Scholastic Scrimmage, including the schedules, tournament brackets, this manual, sample questions, and other information for coaches and team members. 

2c. ONLINE BIOGRAPHICAL INFORMATION

Please note that all student biographical information used for the on-air interviews will be collected using an online form.  This form can be found within the Coaches Corner. It is up to the discretion of the team coach whether the participating students submit their biographical information on an individual basis via the online form or if the coach submits all of the information via the online form.  However, please note that it is ultimately the responsibility of the team coach to have all team biographical information submitted to Jessica Peters two weeks prior to the team’s scheduled game day.

3. GENERAL INFORMATION
3a. ACCURACY OF QUESTIONS 
Scholastic Scrimmage strives to maintain the highest level of accuracy in the questions used. National academic question-and-answer services are the basis for all questions used on Scholastic Scrimmage. Questions are reviewed by the series producers, game judge and program host prior to the taping of all matches. Content is verified to the best of our ability and is current as of the date of taping. 

3b. PUBLIC ACCESSIBILITY & SPECIAL NEEDS ACCOMMODATIONS

Scholastic Scrimmage staff are available to you during your visits to the studio. Team members, coaches and guests are encouraged to seek out any member of the Scholastic Scrimmage staff if the need arises. 

Every attempt will be made to assist players or studio audience members with disabilities who require adaptive equipment or related support while a guest of WPSU-TV.  Scholastic Scrimmage producers request one week’s advance notice as possible to ensure these needs are properly addressed. 

IMPORTANT

3d. THE USE OF E-MAIL 
Because of the number of schools involved, Scholastic Scrimmage uses email as the primary method of communication. COACHES: Please monitor your email regularly.  Scholastic Scrimmage staff email addresses are listed in the “Who To Contact” section at the end of this manual.  In addition, please provide an alternate email address for contact if available.

3e. ADVANCED SCHEDULING
The Scholastic Scrimmage production schedule will be set for the 2008-2009 season on September 18, 2008. Once the tournament begins, advancing teams will be notified when their next match will be played. Teams will NOT be asked to play games on back-to-back days if at all possible. If scheduling conflicts arise, they will be dealt with on an individual basis by the team coaches, working with Jessica Peters, and Bethany Sefchick.

3f. CLOTHING TIPS 

1. Avoid white.  White tops cause the camera to “bloom” or wash out the details.

2. Please - no sheer, flesh colored, or see-through materials.  The lighting may cause blouses to show more than we want to show.

3. Avoid small patterns, such as herringbone tweeds and small stripes, which can cause video problems. 

4. Because of lighting angles, we ask contestants not to wear hats during the tapings.

3g. MAKE-UP TIPS

Scholastic Scrimmage is recorded in High Definition, which shows extreme detail.  In order to avoid an unflattering appearance, please discourage the use of heavily caked make-up.  If make-up is worn, a light translucent powder applied with a brush is recommended. 

3h. CELL PHONES

All cell phones must be turned COMPLETELY OFF (powered down) while in the studio.

4. SCHOLASTIC SCRIMMAGE GAME RULES
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Rules for Scholastic Scrimmage
2008-2009
Scholastic Scrimmage is a high school academic challenge program open to school districts in WPSU-TV’s viewing area. The program offers an opportunity for academically talented young scholars in area high schools to compete against their peers.  

4a.  THE TEAM

1.
Each team will consist of four student participants and a coach chosen from the school’s faculty.

2.
Each team will designate a team captain.

3.
Each team should be prepared with one alternate who will not play except in the event of a team member’s absence or inability to play that particular game.  However, this team alternate should submit biographical information via the online form in the event that the alternate should need to substitute for a designated team member.


Occasionally because of conflicts, additional alternate players may need to be added to a school’s team.  This is permissible upon notification of Scholastic Scrimmage staff.  The student’s biographical information should be supplied on-line in advance of the taping date.

4.
To be an eligible contestant, a student must be enrolled in his or her participating high school at the time of the contest. Violation of this rule may result in a team’s forfeiture and elimination from the tournament. Occasionally a team has requested that a student enrolled in eighth grade be allowed to participate.  This is not encouraged, and permissible only if the school cannot field a team of students in grades 9-12.

4b. GENERAL FORMAT OF THE COMPETITION   

PROGRAM LENGTH
Each program will be 27 minutes in length including the championship game.  Each game will be divided into three rounds of questions.  Each round will be approximately 6 minutes in length, with a Fast Track segment at the end of the first and second rounds.

ANSWER FORMATS

Questions requiring a person’s name as an answer generally will need the full name to be considered acceptable.  Some questions may be correctly answered by giving the person’s surname or nickname only, provided there are no others having the same surname or nickname with whom the subject might be confused. For example, the single name of Voltaire would be acceptable, but the surname of Roosevelt alone would not.  The host will advise the teams when a complete name is required.

In the case of an incomplete or imprecise answer, the host will not prompt for a better answer, and it will be considered incorrect when the time limit has expired. If this happens on a toss-up question in the second and third rounds, the other team may have an opportunity to answer it correctly.

Should answers be interjected by someone other than the team members, the questions may be discarded at the discretion of the judge and/or host.

TEAM CONFERENCES

In any situation that allows a team to confer, the agreed-upon answer must come from the team captain. The host will ignore any other team member’s response, regardless of whether it is right or wrong.  Players may NOT confer, either in oral or written form on toss-ups, or during the Fast Track rounds.  Sharing notes is considered a form of conferring and is prohibited. 

AUDIO / VIDEO QUESTIONS 

Scholastic Scrimmage will feature at least one audio and one video question in each game contained within rounds two and three. The first part of the question will be a visual or audio sample shown or heard in the studio. The players will then have to answer a question related to that sample. 

RESPONSE TIME 

On “toss-up” and “follow-up” questions, players are allowed ten seconds to “buzz” in. Players should wait to be identified by name by the program host before giving their response.  Once a player has buzzed in and been identified by the program host, the player is given five seconds to respond to the toss-up.

If a player confers with a teammate on a toss-up, or if any teammate other than 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 “on the rebound” (SEE REBOUND QUESTIONS). 
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. The first responder may use the other team member’s answer if he or she chooses.
For a follow-up question, players are encouraged to confer with their teammates.  The team captain must answer the follow-up question. After the complete follow-up question is asked, the team captain has ten seconds to answer the question. 

The Fast Track is a speed round. Questions asked during the Fast Track require short answers (usually one or two words) and are asked in rapid succession. In the Fast Track round only, once a player has buzzed in and been identified by the program host, the player is given three seconds to respond. 
BUZZER SYSTEM

Players should buzz in each time they intend to answer a question.  Once a player has buzzed in, all other light signals are locked out and will remain locked out until the answering player’s buzzer light has been turned off.
END OF ROUND SIGNALS

An audio signal will denote the end of each round of questions and the end of the contest.

If the signal sounds while a question is being asked, the game will stop and the question will be discarded.

If the signal sounds while a team is answering a toss-up question, the team will be allowed to complete its answer and appropriate points will be awarded. A follow-up question will not be asked and the other team will not be given an opportunity to answer the question “on the rebound”.

If the signal sounds while a team is answering a follow-up question, the team will be allowed to answer the question and the appropriate points will be awarded.

4c. THE FIRST ROUND 

The first round begins with the host asking questions in a “toss-up style” to each team in turn. The order in which the teams will be asked questions is determined by ascending alphabetical order.  Each team will have the opportunity to answer the same number of “toss-up style” questions in this round. Teams have 10 seconds to answer the question after the host has finished asking the question. Teammates may not confer on “toss-up style” questions.  A player may signal to answer the question at any time. Upon hearing the signal, the host will immediately stop reading the question and request an answer. However, it should be noted that buzzing in early is not necessary for the first round.  Teams buzzing in early will be given one verbal reminder of this.

If the correct answer to the “toss-up style” question is given, that player’s team scores ten points and is entitled to answer a follow-up question. If the answer to the “toss-up style” question is wrong, the follow-up question is not asked. Play continues with a new “toss-up style” question for the other team. 

Note that in the first round, no points are deducted for a wrong answer. This will change in the second and third rounds, where wrong answers may be penalized. 

As stated earlier, a team that correctly answers the “toss-up style” question has the opportunity to answer a follow-up question in the same subject category. Teammates may confer and agree on an answer for follow-up questions, and the agreed upon answer must be given by the team captain. 

Each correct answer to a follow-up question is worth ten points. 

Play then continues with a new “toss-up style” question to the opposing team. 

4d. “FAST TRACK” SEGMENTS  (after the first and second rounds)

The Fast Track is a rapid-fire set of questions that require short answers. These segments will be 60-seconds in length.  Each Fast Track will have the same complement of questions and subject areas.  Normally, the number of questions asked will be determined solely by the time limit. However, there will not be more than 10 questions in any Fast Track segment.  At the end of the first round, the team with the lower score will be asked the Fast Track questions.  At the end of the second round, the opposing team will be asked the Fast Track questions.  If there is a tie at the end of the First Round, the Fast Track team will be determined by ascending alphabetical order.

4e. THE SECOND and THIRD (FINAL) ROUNDS

During the second and third rounds, two types of questions will be asked: “toss-up” and “follow up.”  It should be noted that there may be several possible answers that come to mind as the questions are being asked.  However, no points will be awarded for responses that are not the answer to the completed question.

The 10-second timer will begin as soon as the host completes the question. After the question is asked, the student who sounds the buzzer first is given the opportunity to answer the question. All correct answers are worth ten points, except for “rebound” questions. If a team gives the correct answer “on the rebound,” when the other team gives an incorrect answer, it is worth 5 points.  Teams have three seconds to answer “on the rebound” (SEE REBOUND QUESTIONS).
If a team buzzes in before the host completes the question, the student has five seconds to give an answer.  If the student answers incorrectly, five points will be deducted from their team’s score. The question will then be finished for the opposing team and they will be given the full 10 seconds to answer. Once the host has completed the question it will not be repeated and points will not be deducted for an incorrect answer. A correct answer is worth 10 points. 

Members of the team may confer on a follow-up question. Only the team captain can respond for the team.  In the event of an incorrect answer to a follow-up question, the opposing team will not have the opportunity to gain points by “rebounding” this question.

4f. MISCELLANEOUS GAME INFORMATION

REBOUND QUESTIONS

Following a team’s incorrect answer to a toss-up question that has been read to completion, the opposing team will have the opportunity to answer the question “on the rebound.”  The opposing team will be given three seconds to answer the rebound question. A correct answer will be awarded five points and no penalty will be charged for an incorrect answer.  Opportunities to earn points on rebound questions are only available during the second and third rounds.

TIES AT THE END OF REGULATION TIME
In the event of a tie at the end of the regulation time of the third round, the host will continue to ask questions until one team takes the lead, winning the game. Generally, this will go unnoticed in the studio, as the game will simply proceed until one team wins.  The televised version of the game will be slightly longer with shorter credits. 

In the unlikely event that a scoring correction results in a tie game, the team that gave the most correct answers in their Fast Track round will be declared the winner.  In the event that the game is still tied, the team that gave the first correct answer in the second round will be declared the winner.

CHALLENGES
The Scholastic Scrimmage production team will make every effort to be sure that answers to questions are accurate and current as of the date the game is played.  However, there may be the occasion where alternate answers may be acceptable.  In cases such as these, please adhere to the following protocol when lodging a complaint.
A team coach or student team member may not lodge a complaint during the recording of the game itself.  All complaints must be lodged by the team coach with the judge or the program producer immediately following the conclusion of the game. If a complaint is lodged, the videotape of the show will be reviewed, along with all written scoring notes.

If a scoring error is discovered, the score of the contest will be recalculated and the corrected score will be declared official, even if this results in a reversal of the original outcome of the game. An explanation will be made as appropriate to the teams involved, and the viewing audience as necessary. 

In the unlikely event that a scoring correction results in a tie game, the team that gave the most correct answers in their Fast Track round will be declared the winner.  In the event that the game is still tied, the team that gave the first correct answer in the second round will be declared the winner.
BACK-UP QUESTIONS 

During the process of videotaping a match, questions may occasionally need to be       discarded due to obvious errors, production problems or for other reasons. The producers, host and/or judge reserve the right to exercise this option in fairness to BOTH teams. Back-up questions for each game will be available and used as needed to complete the game.

REFERENCE MATERIALS

Players may not bring any reference materials onto the set. Notes, lists or any pre-written materials are prohibited. Scholastic Scrimmage will provide players with paper and pencils for use during the taping of each game. In the event of an interruption in taping the match, the studio may be cleared of guests for the comfort of the players and audience members. No materials created by the players are to leave the studio or be brought back into the studio during such delays. 

AUDIENCE CONDUCT 

Scholastic Scrimmage programs may feature a seating area for a studio audience in close proximity to the teams and program host. To maintain the fairness and integrity of the game, it is absolutely essential that there be no talking, discussion, mouthing of words or physical gestures indicating the correct answer or the correctness of player responses by any member of the studio audience, coaches or alternates. This includes conferring with team members during stops in production.

If, in the opinion of the program host, program producers or studio production staff, an audience member or members are not conducting themselves in an appropriate manner, the game will be stopped and the offending audience member(s) will be removed from the studio for the duration of the program taping.
5.  RESPONSIBILITIES OF THE COACH AND THE TEAM

5a.
It is the responsibility of the team coach to inform all team members of Scholastic Scrimmage rules.

5b.
The team coach must provide the names, via email, of the coach, captain, and team members (including alternate), to Jessica Peters at least two weeks before each scheduled taping of Scholastic Scrimmage.

5c.
The team coach, in consultation with each student, must submit a biographical form, found on the Scholastic Scrimmage website, for each participating student, including the team alternate. 

5d.
It is the responsibility of the team coach to confirm the availability of the team for the team’s scheduled game day.  If a conflict should arise, it is the responsibility of the coach to contact Jessica Peters or Bethany Sefchick to make the necessary accommodations needed to reschedule the team’s game.

5e.
It is the responsibility of the team coach to be sure the team is at the WPSU studios at the Outreach Building an hour before the scheduled start time of the game.

5f.
It is the responsibility of the team’s school district to budget for and arrange classroom coverage in the team coach’s absence and transportation for travel to the WPSU studios.

5g.
It is the responsibility of the team coach to alert Scholastic Scrimmage staff to changes in participating team members, preferably 24 hours in advance of the scheduled game day.

5h.
It is the responsibility of the team coach and team members to conduct themselves in an appropriate manner at all times while in the Outreach Building.
6. WEATHER ADJUSTMENTS OR TRAVEL DELAYS


In case of a weather/travel problem, school closure, or a delayed opening on a taping day, (or to determine if Penn State University is open for business) the coach must contact Scholastic Scrimmage staff by 8:00 a.m. the morning of the taping day.  It is critical that you speak to a member of the Scholastic Scrimmage staff personally. Please inform Scholastic Scrimmage staff as soon as school re-opens so that a make-up contest can promptly be rescheduled.  Scholastic Scrimmage staff can be reached at one of the following numbers:


Bethany Sefchick:
814-553-5197 (cell)





814-863-9302 (office after 7am)


Jessica Peters:

814-206-8158 (cell)





814-863-6224 (office after 8am)




Jerry Sawyer:  

814-234-3323 (home)  





814-863-9945 (office after 8:30am) 


WPSU Main Number:
814-865-3333 (after 7:30am)

7. THE SCHOLASTIC SCRIMMAGE TOURNAMENT 2008-2009
The Scholastic Scrimmage tournament for 2008-2009 is separated into three 30-team divisions.  Divisions are based on the participating school’s enrollment of students in grades 9-12.  In each of the three divisions, the winning teams will advance to play in the next round of the tournament.  The one exception to this rule will be in Round One, the opening round, where a WILD CARD team will join the 15 teams that have won their opening game and have advanced to the Round of Sixteen. The WILD CARD will be the team with the highest final score among the group of teams who did not automatically advance to the Round of Sixteen.

In the event that two or more teams have identical final scores and are tied for the WILD CARD position in their division, a tie-breaker will be used to determine which team advances.  The team with the highest score at the end of round one of their opening round game will advance as the WILD CARD team.  Should another tie-breaker be necessary, the second tie-breaker criteria will be the team’s Fast Track score.

Each division will compete in separate brackets.  The breakdown of rounds for each bracket are structured as follows:
Round One—Opening Round:  

15 games

30 teams compete

Winners of each game (15 teams total) will move on in the tournament

One WILD CARD team will be chosen to complete the bracket for the Round of Sixteen

Round of Sixteen:  

8 games 

16 teams compete

Winners of each game (8 teams total) will move on in the tournament

Great Eight: 

4 games

8 teams compete

Winners of each game (4 teams total) will move on in the tournament

Featured Four:  

2 games

4 teams compete 

Winners of each game (2 teams total) will advance to the championship

Championship: 

1 game

Each of the three divisions will have a 2008-2009 champion.

The Scholastic Scrimmage production schedule will be set for the 2008-2009 season by September 18, 2008. Once the tournament begins, advancing teams will be notified when their next match is scheduled. An updated set of brackets and a schedule will be sent via email to coaches and will be posted to the Scholastic Scrimmage website. Normally, teams will not be asked to play games on back-to-back days or weeks until the final rounds. If scheduling conflicts arise, they will be dealt with on an individual basis by the team coaches and the Scholastic Scrimmage staff. 

8. PROGRAM FORMAT (APPROXIMATE TIMINGS)
VT Open/funding credits


1:00

Team introductions



0:30

Host introduction, welcome, rules of play
1:00

Round One-




5:30


alternating questions -- no direct competition

Fast Track #1




1:00


(team with lower score: Team A)

Team A interviews



2:00

Round Two-




5:30


(toss-up, follow-up format)

Fast Track #2




1:00


(other team, regardless of score: Team B)

Team B interviews



2:00

Round Three (Final Round)-


5:45


(toss-up, follow-up format)

Game ends, wrap-up



0:30

Close, funding credits



1:00







26:46

9. “WHO TO CONTACT” AT SCHOLASTIC SCRIMMAGE
Jessica Peters

Scholastic Scrimmage School Coordinator, Game Judge    

814-863-6224 

jld352@psu.edu
Bethany Sefchick

Associate Producer, Question Master

814-863-9302 

bms113@psu.edu

Jerry Sawyer
Producer

814-863-9945 

jvs3@psu.edu

Nancy Eckenroth
Staff Assistant, Scorekeeper

814-863-6226 

nle1@psu.edu

Babs Bengtson

Executive Producer, Director of Educational Services

 814-863-6223

babs@psu.edu
David Price

Executive Producer, Host

814-863-9897

dap101@psu.edu
WPSU MAIN NUMBER: 814-865-3333
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