
Texas 4-H Quiz Bowl Guidelines 
 
Mission 
 
The 4-H program seeks to provide a variety of positive educational experiences to help youths acquire 
knowledge, develop life skills and form attitudes that will enable them to become self-directed, productive, 
contributing members of society. One way to accomplish this in a specific project area is to hold a quiz bowl. 
 
The Texas 4-H Quiz Bowl Guide was developed to aid 4-H project leaders. A quiz bowl can supplement or enhance 
a 4-H project member’s knowledge and skills on a variety of subjects. This material can also be adapted and used 
for any 4-H project or officer training, or as a tool to teach knowledge and skills about 4-H in general. 
 
Aside from being an effective and enjoyable teaching method, a quiz bowl can be used any time of the year, 
even when inclement weather prohibits outdoor activities. 
Another advantage of a quiz bowl is that 4-H members do not have to finance an actual project individually to 
participate. 
 
This gives more youths the opportunity to learn about a variety of projects as well as 4-H itself. 
Research tells us that people are more willing and able to learn when the learning experiences are fun. Quiz bowls 
are fun! The guide will help project leaders plan, implement and evaluate a 4-H quiz bowl for a local project 
meeting or a county, district or state event. The county Extension office can provide information about contests in 
your area. 

 
Purpose 
 
A quiz bowl offers opportunities for youths to enhance and demonstrate their knowledge and skills related to 4-H 
projects in a semi-competitive setting where attitudes of friendliness, cooperation and fairness prevail. 

 
Instruction and Game Play 
 
Quiz bowls are a valuable teaching technique regardless of the subject matter being quizzed. They present project 
information in a semi-competitive setting characterized by attitudes of friendliness, cooperation and fairness. 
 
A quiz bowl is not meant to be a memorization process, in that members only study questions and know the 
answers to those questions. It is a motivational tool to provide a fun way to encourage members to learn project 
information. 
 
Quiz bowls teach such life skills as self-discipline, observation, listening, and making and defending decisions. 
 
They teach members to: 

 Develop reasoning and critical-thinking abilities; 

 Make sound decisions; 

 Improve their personal skills; 

 Develop quick and accurate powers of observation; 

 Express themselves concisely; 

 Develop poise, self-discipline and self-confidence; 

 Develop project knowledge and skills; and 

 Participate as a member of a team, thus developing cooperation and teamwork among project members. 
 
Whether the 4-H members’ learning experience is positive or negative depends on the project leader, team coach 
or contest officials, how they are introduced to quiz bowls, and how bowls work at the local or other levels. 



Members should be introduced to quiz bowls in a noncompetitive environment, such as at a project or club meeting 
rather than at the county or district contest. 
 
Begin by setting short-term goals. Rather than trying to attain the long-range goal of “knowing it all” in a short 
time, break up the information into smaller portions. For example, during the first 2 weeks of the horse project, 
have junior members learn the five parts of a dog and 10 other questions. Then each week or two (or other time 
line), have members build on that information. Senior members should learn more than the younger ones. Ideally, 
the members should acquire knowledge and skills that relate to a project meeting just held or one to be held soon.  
 
As a 4-H project leader, you should be able to deal effectively with all age groups, but most importantly the 4-H 
age group. Encourage their self-esteem and growth through positive motivation. Congratulate the members for 
learning new skills and knowledge, for achieving goals, and for being attentive and enthusiastic. Criticism in any 
form is usually non-productive. The members will make mistakes and should be corrected in a positive manner. 
Teach them to learn from their mistakes and past experiences, and encourage them to go forward with that new 
experience. 
 
Leaders also need other skills and traits when dealing with 4-H members: 

 Always be honest and fair. Treat every member equally. 

 Give the members an honest assessment of their strengths, as well as areas in which they need 
improvement. 

 Teach them that each member is an important part of the project team. 

 Give each member an equal opportunity for group involvement. This helps them feel accepted and 
involved in the learning process. 

 
Leaders should also develop a systematic way to track the each 4-H member’s progress. Do not include or 
exclude members from a bowl team or a project because you like or dislike them. Incorporate a reward system 
into the teaching process, such as a certificate of completion, an opportunity to participate in a contest, a ribbon or 
medal at an achievement event, or a simple pat on the back. 
 
Communicate with the project member’s parents. 
Tell them about their child’s progress. Parents are interested in their children and can greatly help motivate them as 
well as aid in the physical needs of conducting the project and related activities, including a quiz bowl. Do not be 
afraid to ask parents for help. Most are happy to assist. 
 
Always bear in mind that the leader’s own attitudes and behaviors affect the attitudes and behaviors of the 
members, whether it concerns winning or losing, speaking to or about someone, or their own personal actions or 
dress. 
 

General 
 

1. Texas 4-H Quiz Bowl contests are divided into three divisions based on the member’s grade as of 
August 31 of the year the contest is held (Juniors: 3rd to 5th grade; Intermediate: 6th to 8th grade; Seniors: 
9th to 12th grade). 
 
2. No individual matches are played. 
 
3. Anyone may help a contestant prepare for the contest. 
 
4. The decision of the judge(s) and/or moderator is final. 
 
5. Only the contestants, each team’s coach (of the match in progress) and contest officials are allowed in 
the contest room during the preliminary matches. If facilities permit, others attending the contest may watch 
the final match. 

 
 



 
Equipment 

 
1. Game panels: An appropriate device is used to indicate clearly the first contestant responding to a 
question.  
 
2. Time recorder: A stopwatch or other appropriate timing device is required. 
 
3. Signal device: The signal device is controlled by the timekeeper and must have a distinctly different 
sound from that of the game panel. If such a device is unavailable, the timekeeper(s) responds vocally. 
4. Score-keeping device: One device, such as a blackboard, flip chart or electronic light display, is used to 
record team scores. The contestants, and if possible the audience, must be able to see it. An oral tally will 
also be given after the official scorekeeper completes each question. 
 
5. Questions: All questions will come from the references listed in the current official reference list for the 
selected subject matter. There are three types of questions: individual, toss-up and bonus. Toss-up and 
individual questions are worth one point. All bonus questions are worth two points throughout the match. 
At least 25 percent of all toss-up questions should have a bonus question attached. 

 
Officials 

 
1. Moderator: The moderator is responsible for directing each match, asking all questions and accepting or 
rejecting any corresponding answers unless the questions and/or answers are challenged. Further, the 
moderator determines whether a single- or double elimination system is used and declares the winner of 
each match. 
 
2. Referee/judges: The referee or judge holds the original reference material and provides materials for 
protested questions. We recommend using at least two referee judges who are knowledgeable about the 
project. Judges, in conjunction with the moderator and scorekeeper, rule jointly on whether a question or 
answer is acceptable. 
 
3. Timekeeper: The timekeeper monitors all intervals and indicates when the time to respond to a question 
is up. This duty can be assumed by the moderator or another person. 
 
4. Official scorekeeper: One person officially records all points scored, keeps an official record of team 
playoffs and announces running tally after each question. 
 
5. Scoreboard attendant: After points are awarded or deducted, one person posts team scores on a 
blackboard, flip chart or other visual scoring device. This is not the official score. 

 
Teams 

 
1. Each team is encouraged to have four members. Three-member teams are allowed, but during the 
“Individual Question” (Round 1) segment of the quiz bowl, the individual question for that team’s fourth 
member is discarded. No points are deducted; only the opportunity for scoring is lost. 
 
2. Only contestants may sit at the game panel. 

 
 

 
 

 



CONTEST RULES 
 
Procedures of play 
 
1. Each contest is a double-elimination tournament. 
 
2. Each match is divided into two rounds: individual question and toss-up question. Each match has 30 questions with 
the possibility of a number of bonus questions totaling no more than 1/4 of the match questions. The contest 
committee will determine how long the contest will last.  
 
3. The contest chairman will prepare a packet of questions for each match. Each packet will contain typed 
questions using the given format on a regular sheet of paper or index cards. If a question has several potential 
answers, all should be listed. Questions may be visual, such as those referring to a poster or overhead 
transparency.  
 
4. A coin toss will determine which team will answer the first question in the first round. 
 
5. During the individual question round, only one team member may respond to a given question. Eligibility 
alternates between teams, with the questions beginning with first player (team captain) and passing to the second, 
third and fourth players, respectively, until each team member has a chance to answer one question each. See Rule 
1A under Teams for the exception for three-member teams. During the second part of each match (the toss-up 
round), any member of either team is eligible to respond to a given question. 
 
6. Teams are seated with the team captain sitting closest to the moderator. The members will check their equipment 
before play begins, as instructed by the timekeeper. 
 
7. The moderator reads each question and its category until he or she finishes asking the question or until a 
contestant activates a buzzer. If the allowed time elapses and no contestant activates a buzzer, neither team gains 
or loses points. If a buzzer is activated while a question is being read, the moderator immediately stops reading 
the question and the contestant activating the buzzer has 10 seconds after being acknowledged (the moderator 
will announce before play the method of acknowledgment) to begin to answer the question. To answer any 
question, a participant must buzz in and be acknowledged by the moderator. If a participant answers a 
question without being acknowledged, the team loses one point. If the contestant repeats the question, it is not 
considered the initiation of an answer. It is the moderator and/or timer’s responsibility to determine if the actual 
answer has been started with the 10-second period. This ruling cannot be protested.  
 
8. If the answer to any question, whether read to completion or not, is incorrect, the question is not repeated for the 
opposing team and is discarded. It is optional to read the correct answer. 
 
9. If a team begins to answer a question during the 10-second period and the answer is incorrect, that team loses 
one point. 
 
10. If a team correctly answers a question within the 10-second period, it gains one point. 
 
11. The scorekeeper announces the gain or loss of point, as well as the total of each team at the end of each 
question. At this time, a coach may request a review of the score if he or she thinks it is needed. Each coach may 
request a review of the score a maximum of three times. 
 
12. If a bonus question is attached to a correctly answered tossup question, the moderator reads the bonus 
question to completion. Upon completion, the team can confer for 10 seconds to determine the answer. After the 
consultation period, the designated team member, chosen by the team during consultation, must buzz in and has the 
normal 10-second period to begin answering the 
bonus question.   
13. No part of the bonus question may be repeated, nor may additional information be given to the contestants.  



 
14. Either a team captain or the moderator may call for a time-out for a rule clarification, or to allow for any 
unexpected problems. Coaches are allowed one 1-minute time-out during the match. A “coach’s timeout” should be 
used as a way to preserve the positive youth development experience of the quiz bowl. If during a “coach’s time 
out,” the coach behaves in a way that undermines positive youth development, or is unsportsmanlike, the 
coach will be dismissed from the contest. Time-outs are allowed only after a question is answered and before 
the next question is started. 
 
15. The moderator continues to read all toss-up questions and any bonus questions until either the timer signals that 
time has expired for that period of play, or all questions in that packet have been asked. 
 
16. If the moderator has finished asking a question when the signal indicates that the time period has expired, and 
a team member activates a buzzer within the 10-second period, that person must answer the question for a 
possible gain or loss of points as previously described. 
 
17. If time expires while a toss-up question is being read, the moderator immediately stops reading the question. 
Both teams have 10 seconds to activate their buzzers for an opportunity to answer that question. 
 
18. If time expires after a correct answer to a toss-up question to which a bonus question is attached, the 
moderator continues to read the bonus question and the team has 10 seconds to confer among themselves and 
another 10 seconds to begin answering the question. 
 
19. After the last question, the team with the most points wins. Once the winning team has been declared, there are 
no protests. 
 
20. Winners of each match advance to the next round of competition. If teams are tied at the end of regulation 
time, five additional tossup questions, each being worth one point, will be asked. If a tie still exists after the five-
question overtime period, the moderator will continue to read toss-up questions, each being worth one point. The 
first team to win a point, or take a one-point advantage because the opposing team loses a point, is declared the 
winner. 
 
21. Unsportsmanlike conduct may result in one or more of the following: 

 Warning; 

 Dismissal of the team member; 

 Dismissal of the coach; or 

 Dismissal of the whole team. 
The moderator, judge(s) and/or scorekeeper will decide what action to take. (If there is only one judge, the 
scorekeeper will complete the three-member group.) 
 
22. Only audience members directly associated with counties competing in the current round of play will be 
permitted in the contest room. Any audience member making excessive noise or movement that could influence a 
team answer will be asked to leave the contest. 

 
Protests 
 
1. Any team member may declare an unofficial protest to a question or answer to a question, but only when a 
question is read or the answer is given. Once an unofficial protest has been made, the team lodging the protest 
has a 10-second consultation period to declare an official protest. The team captain buzzes in and announces the 
team’s intent to lodge an official protest. If the protest focuses on contradicting information from the official 
references, the team will be allowed 2 minutes to find the relevant facts in the official references provided by the 
match referee/judge. 
 
2. A protest committee comprising the referee/judge, the moderator and scorekeeper will consider the protest. 
Their decision in all cases is final. 
 



3. If a protest is sustained, the moderator then takes one of the following actions as deemed appropriate: 

 If a question is protested before an answer is given and the protest is sustained, the moderator discards 
the question with no loss or gain of points for either team. 

 If an answer is protested (given either correctly or incorrectly), the moderator and referee judge(s) will 
determine the validity of the protest and points are added or subtracted as appropriate. 

 If a question is protested after an answer is given (either correctly or incorrectly), the moderator and 
referee judge(s) will determine the validity of the protest. The question may then be discarded with no loss 
or gain of points, or the question may be allowed with the appropriate loss or gain of points. 

 
4. Abusing the protest provision will result in one or more of the following: 

 Dismissal of the team captain; or 

 Dismissal of an entire team and forfeiture of their points. This decision is final. No protests will be 
accepted. 

 
5. Spectators, parents and visitors may not protest any question, answer or procedure during the course of play. 
They may, however, submit in writing to contest officials any suggestions or recommendations after the contest. 

 
Equipment failure 
 
1. If a device malfunctions during a match or is believed to be malfunctioning, any contestant, the moderator or 
either coach may call time. If, after checking, the equipment is determined to have malfunctioned, either the system 
or the faulty parts will be replaced and the match resumed.  
 
2. The scores accumulated up to the point that time is called stand and all further points awarded during the 
remainder of the match will be added to or subtracted from this total. However, if the moderator and the referee 
judge(s) deem it proper, any points awarded for the two questions asked immediately before time was called may 
be recalled and two additional questions used. Under no conditions will a match be replayed because of 
equipment failure. 
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