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February 4, 2006

2006 SANTA CLARA VALLEY MATHCOUNTS COMPETITION



Countdown Round Rules

The Countdown round is optional at the chapter level. Our Chapter has taken some variations from the standard Countdown Round, so our rules are different.  For our Chapter, all regular team members are invited to participate. If a school is entered without a full team, up to 4 Individual entries from that school are invited.  The tournament layout will be displayed.  Please check to see that all participants are shown in the tournament layout before we start.

In this round, groups of two to six students will challenge each other in an oral competition.

Slight modifications of the rules, as administered by the moderator, may occur.

1. Seat the competing students so that they are in clear view of the moderator.  Each competitor should be given scratch paper and sharpened pencils before the round begins.

For the first few rounds, as shown in the tournament draw, there will be 4, 5 or 6 students competing at a time.  For the last rounds, there will be two students competing at a time.

2. The moderator will read the following statement to the competing students:

“In this round, you will be given a copy of the question face down.  Upon my “Go” command, turn it over.  I will read this problem out loud to you and the audience as it is being projected on the screen.  You may use the scratch paper and pencil in front of you to calculate your answer to the problem.  You may also use your printed copy of the question as scratch paper for your calculations.  You are not allowed to use calculators during this round.

“You will have a maximum of 45 seconds to solve the problem after the “Go” command.  You will be given a ten-second warning before time expires.  As soon as you have solved the problem, press the button in front of you, which will sound the buzzer and light up your controller.  The judge will recognize you to give your answer, do not announce your answer until the judge recognizes you.  Every time you wish to answer, you must press the button.  If you do not press the button and have your light signal that it is your turn to answer, that answer will not count.    We ask that you wait until you see or hear a clear signal from the judge before answering so that there is no confusion.  The judge will watch the hand motion of the competitors, and may overrule the buzzer system if the buzzer system malfunctions.
“Once the judge calls on you, you will have three seconds to begin your answer.  Your opponent (or opponents) may continue working while you are responding.

“If you answer correctly, you will score one point in the round.  If you answer incorrectly, the judge will reset the remaining buzzers, and the remaining contestants will have the remainder of the 45 seconds to push his or her button for an opportunity to answer the problem and score a point in the round.  If the forty-five seconds runs out while the first or a succeeding player is still answering incorrectly, the other player (or players) may have up to a maximum of 5 seconds more to ring in after the first response is ruled incorrect.

“As shown in the draw, for the first several rounds, the first player to give a correct answer and score a point wins the round, and that player advances to the next round.  Where the draw shows more than one player from a group advances to the next round, after the first player advances, the remaining players from that group (who have not yet advanced) will get a chance at another question in order to advance.

3. “For semifinal and final rounds, there is a best of three questions competition.  Whoever answers the most of the three problems correctly (not necessarily two out of three) will progress to the next round to compete for the next placed.  If neither participant answers correctly after three successive problems, or if the score is tied one to one, another problem will be presented, and the first one to answer a problem correctly and score a point will progress to the next round.

“Note that this procedure does not necessarily require a student to answer two out of the three problems correctly.  For instance, a student answering one of the three problems correctly will advance to the next round if his or her opponent has not correctly answered any problems in the round.  If one student scores the first two points, there will not be a third question.

Points of clarification:
“As soon as a competitor’s buzzer is sounded, the moderator will stop reading the question out loud, and the competitor must begin his or her answer within the allotted three seconds after being recognized.

“Once a competitor has signaled and been recognized, and does not give the correct answer within the allotted time, that competitor cannot attempt to give another answer to that same question.

“If a second competitor rings in after the first one, but before the first player has given his or her answer, that second player’s ring does not count. The buzzer system will “lock out” all such signals.  If the first competitor’s answer is ruled incorrect, the second competitor may ring in again later.  

Special request to the audience:

“We ask the audience not to make noise or call out answers while the competitors are doing the problems.  We especially ask that only encouraging remarks or cheers be given to all competitors.  We realize how tough it is to be in front of this crowd, trying to answer questions, and all participants deserve respect and encouragement.”

4. Proceed to conduct the round as described, asking each new competitor to introduce himself or herself and test his or her bell before the questions are presented.

5. After the winner of each round is identified, ask these students to step down and ask the next competitors to come forward and be seated.  Call for applause for the students leaving the stage.

6. Continue through the rounds until the tournament results are decided.

Notes for running the Countdown round
The following positions should be assigned:

1.  Host / narrator
Read the rules to the entire audience before beginning




Introduce participants as they enter




Read off the problem to the audience as it is projected on screen

2.  Overheads keeper / displayer       
Put up overhead projection screens (including 

tournament draw, and each question as it is announced)

3.  Tournament record keeper

Write in names of winners of each round on tournament 

draw.   (Neat hand printing required)

When it gets to three question set:  keep score of who has points.

4.   Timer


Keep a stopwatch for 45 second limit





Give 10 second warning when required

5.   Judge / buzzer controller
Controller master.  Also, watch the competitors, and signal clearly which one has rung in and has the 


Reset the buzzer as needed.  See separate instruction.

6.  Judge of correct answer or not
This judge gets the answer key.






Sit away from any prying eyes.






Rule clearly whether an answer given is correct.






Note:  One confusing part is allowable forms 

of answers.  Be careful for some of the oddball answers that may be right or wrong depending on format.

Example:  correct answer is supposed to be decimal form, and shown on answer key as 10.05

“Ten point oh-five” is correct,

“Ten and five hundredths” is correct,

but “Ten and one twentieth” is wrong.

7.   Problem organizer

Make sure each student has pencil and scratch paper available.  

Hand each student (face down) a copy of the question. 

Cover the page with a blank paper over the top so that 

student cannot read through the page before they turn it over.

When the round is done, collect the “used” questions and put into discard pile.  (Since other chapters have their tests at a future date, we must collect and keep all questions).

Check with Overhead keeper to make sure we’re all on the same problem.

Tools and layout for the Countdown round

Buzzer system:  with 6 controllers
Desks for participants (up front, where audience can see them): 6 each


(try to find at least one left-handed desk for any left-handed students)  

Chair (preferably desk) for Judge of correct answers (in location where nobody is looking over the judge’s shoulder)

Chair for Judge of who rang in first (locate directly opposite the participants)

Chair for timer.

Watch or clock for timer.

Chair (preferably desk) for tournament keeper to write down winners.

Tournament draw (on overhead projection sheets)

Overhead projection pen to write down winners

Box of written questions (6 copies for each question)

Box of overhead copies of questions (1 for each question)

Answer key + list of questions for Judge of correct answers.

Scratch paper

Pencils

Overhead projector

Screen

Short of people?

Positions that can be combined:

2 and 3. 
Overhead projection person and Tournament record keeper.

5 and 7.

Judge of who rang in first and Problem organizer.
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