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What Makes a Winning Team?

Good teams are formed of smart students, who know the
rules of the game and understand how to play.

Because the game is played in English, proficiency in
hearing, reading and speaking English is important.

Great teams understand that practice games should be
used to learn how teammates play, which combinations of
players are the most successful and which strategies are
necessary and/or effective in winning a match.
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Quick Tip

Teams with a wide knowledge
base in all question categories will
play best. Instruct team members

to study in their course subjects
AND others

Training Tips
% Run club and practice sessions at a “championship
pace”

e Do not joke around during games

e Keep talking to a minimum

e Reduce distractions

R . . . .
%" Practice with the computerised game version
® Those questions are closest in style and content to

games at ZAC tournaments

<> Players should write questions and then play them in

practice games

e This helps reinforce information and teaches
players how to analyse a question

e This provides ample material for practice games
and helps spread knowledge amongst all team
members

Practice Techniques

R/ . .
%* Think Outside the Box
® Force players to only pick categories outside of
their course studies or interests

7
%" Sudden Death
e Tie game, one question decides it all

9 .
*%* Working the Category
® Play one round where you must complete an entire
category before moving to a new one

9 ,
*%* Survivor
e Play a set of Face-Offs, eliminating anyone who
offers the wrong answer

7 . 2
%" Ultimate Ultimate Challenge
® Have one player at a time try to answer all 10
questions before the next player can come in

Office number:+254 20 221 3203

Quick Tip

The best practices test a variety of game
skills. Mix up the techniques and keep the
game interesting all the time.

----------- O www.ZainAfricaChallenge.com
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Game Strategies

The Zain Africa Challenge game will be new to a majority
of the players. However, those that can
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quickly pick up the strategies below will have a much
stronger showing in the competitions.

Answering Questions

<* Giving the minimum amount of information (For
example, YAR’ADUA for Nigerian President Umaru

Musa Yar'Adua)
DS

#*  Always knowing the score helps you to manage your
pace and to decide whether taking a risk on a Face-Off
is necessary

R N o

*%* No matter what the situation, maintain your energy;

your mind is your muscle in this game and you must

keep it prepared at all times

#*  Maintain momentum by congratulating teammates,
even in a loss or a close game

#* Maintain confidence in yourself and your team; you will
need it to survive the tournament together

Play to Win
% Establish an early lead
* Make a solid effort to win the first few Face-Offs;
establishing momentum is key
e If you correctly answer at least 75% of your
Bonuses, you could have a 100 point lead, or
better, after only a few questions
* Doing so can help prevent a later comeback in the
Ultimate Challenge, or protect your team if you hit
a patch of questions which you do not know

Quick Tip

Remember to “pass” quickly if you
draw a blank during the Ultimate
Challenge. You will have another
chance if time permits. Each
second is precious.
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Stay competitive

e The psychological battle is key to winning
the game
Don't let the other team get on a roll

e The goal is to score as many points in the first three
rounds as possible

----------- O www.ZainAfricaChallenge.com
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Game Rules

The following are the official rules of the game:

Format/Game Overview

1.
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Zain Africa Challenge is a question and answer game
played between two teams of three players each.

The game is played in four rounds.

The first three rounds are called Face-Off Rounds. In
each of these rounds, there are two types of questions:
Face-Offs, worth 10 points each and Bonuses, worth 20
points.

The fourth round is called the Ultimate Challenge.
Each team gets a turn to play the Ultimate Challenge.
The team has 60 seconds to answer 10 questions in the
category of its choice. Each correct answer is worth 50
points, for a total of 500 points.

In each of the three Face-Off rounds, a different player
represents the team answering Face-Off questions.
That player is the only one who can answer for his or
her team.

In each Face-Off round, there are four new categories.
In each category there are three Face-Off questions.
Each Face-Off has a related Bonus question.

The last player to correctly answer a Face-Off selects
the category for the next Face-Off.

On Face-Offs, after the entire question is read, the first
player to signal gets to answer.

If he/she answers correctly, the team gets a Bonus
question.

. If he/she answers wrong, the player representing the

other team gets a chance to answer the Face-Off. If
that player answers correctly, his or her team gets the
Bonus.

. Bonuses are played by the entire team. The team may

confer on its answer.

. In the computerised version and at the National

Qualifying Tournaments, each Face-Off round lasts
three minutes or until no Face-Off questions remain,
whichever comes first. When the three-minute timer
reaches zero, the currently playing Face-Off/Bonus
question pair is completed, then the round is declared
over. At the International Championship Festival, an
audio signal will announce the end of the round.

13.

14.

15.

16.

17.
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At the end of the three Face-Off rounds the teams play
the Ultimate Challenge. The team that's behind goes
first. If there's a tie, there is a coin toss and the team
that wins decides if it wants to go first or last.

In the Ultimate Challenge, there are four new
categories from which to choose. When it's a team’s
turn to play, the players confer and select the category.
Once a category is selected it is no longer available.

In the Ultimate Challenge, the team has 60 seconds to
answer 10 questions. The questions are read rapid-
fire one after the other. Team members can confer on
answers. Any team member may call out an answer.
The first answer heard by the presenter is the one that
will be accepted. As long as there is time remaining,
teams can keep coming back to questions which they
missed or on which they passed.

In the Ultimate Challenge, if the team answers all 10
questions correctly it scores 500 points. Even if the first
team to play the Ultimate Challenge does not take the
lead in the game, the second team plays the Ultimate
Challenge. For televised matches, as a reward for
answering all 10 questions correctly, each student team
member receives a $500 Bonus.

The team with the most points at the end of the
Ultimate Challenge wins the game.

Game Procedures

1.

The answers provided by Zain Africa Challenge are
the official answers. The underlined information

is considered the minimum needed for a correct
response.

At the end of the game, the Scorekeeper verifies the
score and it is declared official.

If the score is tied at the end of the game, the tie

is broken by a sudden-death play-off of Face-Off
questions with all players eligible to answer. The first
correct answer scores 10 points and wins the game.

........................... 0 www.ZainAfricaChallenge.com
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Answering Face-Offs

1. On Face-Offs, players signal and are recognised
before beginning their answer. Once a player has been
recognised, he/she must immediately begin their
answer.

2. After the presenter completes the reading of the
question, the lockout signal system is activated and
the players are given approximately 3 seconds to
signal and must answer immediately once they are
recognised.

3. A correct answer on a Face-Off question scores 10
points. If the answer is incorrect, the question is turned
over to the player on the other team.

4. Every time a player answers a Face-Off question
correctly, their team, and their team only, gets the
chance to answer a Bonus question.

5. If a player does not answer immediately, a game
official calls “time.” An answer given after time is
called does not count. Where applicable, the question
is turned over to the player on the other team.

6. If a player confers with a teammate on a Face-Off
question, the answer is disqualified, even if it was
correct. Where applicable, the question is turned over.

Answering Bonuses

1. Ateam earns the chance to answer a Bonus question
after its team member correctly answers a Face-Off.

2. On Bonus questions all team members should confer.
If there are conflicting answers, the player in the centre
position must speak for the team. That player may
designate (verbally or with a gesture) another player to
answer. The presenter will take the first clear answer
obviously directed toward him/her, so teams should be
sure that they agree on their response before anyone
gives an answer.

3. The team is given five seconds to confer on each
Bonus. The presenter will allow for a natural pause but
no stalling. Once the presenter has prompted for an
answer (“Your answer please”), the team must begin
the answer immediately.

Office number:+254 20 221 3203

XX OXDROXO KO KO X RO XX XTI X OT X H)

e

Acceptable Answers

1.

The correct answer and acceptable alteratives are given to
the presenter. The necessary information is underlined. The
presenter and judge will determine if the player has answered
giving clear and precise knowledge of the information
requested, or if the player is just guessing in an effort to hit the
required answer.

Answers which show clear and precise knowledge
will be judged correct. For example, if a question lists
famous guitarists and the given answer is “guitar”,
then “guitars” and “guitarist” or “guitarists” are also
acceptable answers.

On a Face-Off, the first response given is the one
that counts. If a player gives more than one piece of
information, the presenter and judge will evaluate the
first answer only.

Unless otherwise stated in the question, players may
use abbreviated answers, such as last names only,
acronyms, etc.

For all married women, we will not accept the form of
her husband’s name. “Mrs. Jakayo Kikwete” would not
be an acceptable answer for Mama Salma Kikwete.

Proper names, quotations and titles must be exact.
Neither “Sonnets In the Portuguese” nor “Sonnet
From the Portuguese” are acceptable for “Sonnets
From the Portuguese,” for example.

When the presenter gives a list of choices for answers,
the player must give the specific answer. Answers like
“the third one” or “the last one” are not acceptable.

If the presenter’s question card includes the word
“Prompt” as a note below the answer, the presenter
can ask the player for “more specific information” to
determine if an answer was correct. A presenter may
only prompt once per question. For example, if the
player answers “Kabila,” the presenter may ask for
more information, to elicit “Laurent” or “Joseph.”
A presenter may ask a player to spell a response to
determine if s/he was correct on phonetically similar
answers, i.e. “Manet” or “Monet”.

Conversely, if a player spells an answer to a question
which does not ask for spelling, it should be
considered correct, as long as he/she spells the
answer correctly.

........................... 0 www.ZainAfricaChallenge.com
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Correcting Presenter Errors

1.

If the presenter inadvertently gives an answer to

a Face-Off without giving either team a chance to
respond, the presenter simply reads the next Face-
Off in the same category. If the problem occurs on a
Bonus, the presenter uses the next Face-Off/Bonus
pair in the same category. The presenter reads the
Face-Off, gives the team the answer, then reads the
new bonus.

If the presenter gives the answer to a Face-Off after
one player has answered incorrectly, without giving the
second player the chance to respond, the presenter
reads the next Face-Off in the same category for the
second player only.

If someone in the audience shouts out an answer, the
presenter throws out the question and reads the next
Face-Off or Face-Off/Bonus pair in the same category.

If, however, all questions in the category have been
used, the presenter will select a replacement from the
remaining questions available in the round.

Playing the Ultimate Challenge

1.
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In the Ultimate Challenge, each team has 60 seconds
to answer 10 questions, worth 50 points each.

The team that's behind goes first. If there's a tie score
at the end of the three rounds, a coin toss determines
which team will play first.

There are four categories from which to choose. When
it's a team’s turn to play, the players confer and select
the category. Once a category is selected it is no
longer available.

The questions are read rapid-fire one after the other.
Team members may confer on answers. Any team
member may call out an answer. The first answer heard
by the presenter is the one that will be accepted.

The presenter will acknowledge if an answer was
correct or incorrect.

Any member of the team may “pass” on any question
if they do not have or know the answer. If a team says
“pass” the presenter will go to the next question.

As long as there is time remaining, teams can keep
coming back to questions which they missed or on
which they passed.

10.
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If a team answers all 10 questions correctly it scores
500 points.

Regardless of score, both teams always play the
Ultimate Challenge. For televised matches, as a reward
for answering all 10 questions correctly, each student
team member receives a $500 Bonus.

The team with the most points at the end of the
Ultimate Challenge wins the game.

Player Eligibility & Substitution

1.

The Zain Africa Challenge Scholars Team consists of
four players (three players and an alternate).

Teams may substitute freely between games, but may
not substitute during a game, except in the case of
incapacitating illness or injury.

Only undergraduate students who have never received
an undergraduate or bachelor's degree are eligible to
compete. Students must be registered at the university
and must be full-time students. Schools may add
additional eligibility requirements.

Students must be full-time as defined by the university.
Registrar verification that a lower second term course
load completes all degree requirements is acceptable
in lieu of the term credit requirement.

Each member of the Zain Africa Challenge Scholars
Team must be registered in school for the semester or
term during which the National Qualifying Tournament
or International Championship Festival is conducted in
order to be eligible to compete.

Players may compete at the National Qualifying
Tournament in successive years until their team
advances to the International Championship Festival.

All players are limited to one year of Zain Africa
Challenge International Championship Festival
attendance/play, regardless of institutional affiliation.
Once a player has attended/played at an International
Championship Festival, they may not play in any
successive National Qualifying Tournament or
International Championship Festival.

--------------------------- O www.ZainAfricaChallenge.com
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A player whose conduct is unsportsmanlike or who
disrupts game play will be warned once. This warning
is in effect for the duration of the competition. A
second violation will result in the player’s ejection
from the match in progress. The team may substitute
this player at the end of a round. An ejected player
may return in subsequent matches; however, a third
violation will result in a player's expulsion from the
competition. This pertains to conduct of the entire
team (including the Coach and Liaison) during the
entire tournament (including at the hotel, etc.).
Warnings may be issued by any tournament official.

Resolving Game Discrepancies

1.
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The programme producers have ultimate authority in
all matters during the competition. Their decisions are
final.

Every attempt will be made to rectify procedural
discrepancies (discrepancies concerning the
implementation of the game rules and procedures)
quickly and fairly. During the games, the game officials
will talk to the Captain and Coach of each team, one

team at a time, away from the rest of the players. They
will then attempt to decide if the discrepancy is valid
and if so what adjustments should be made.

e ORI
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At the end of each round, the game officials should
review the round amongst themselves to ensure that
no errors were made. They should also approach each
team and ask if they have any questions.

If a player or Coach feels an error has been made, he/
she must wait until the end of the round to bring this
to the attention of the game officials.

The game officials will review the discrepancy and
adjust the point totals in accordance with their
decision. The outcome of the review and resultant
score changes should be announced before the start
of the next round.

The only points in question are those points awarded
or not awarded in error. Intangible issues like
momentum are not considered.

In most cases, discrepancies will be resolved by the
addition or subtraction of points and/or the playing

of additional questions without the clock. Replaying

a round or game will only occur in extreme situations,
such as one plagued by numerous discrepancies, poor
officiating or equipment malfunctions.

At the end of the game the captains initial the
scoresheet.

--------- O www.ZainAfricaChallenge.com
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QUESTION CONTENT

Zain Africa Challenge questions cover many topical areas.
This brief list is provided to give players and coaches a
preliminary look at areas from which questions will be
drawn.

Science

Astronomy ® Biology ® Chemistry
Maths e Physics ® Earth Science
Computer Science

History
African History ® European History
World History ® Ancient History

Sports
Football ® Rugby ® Tennis ® Basketball
Cricket ® Athletics ® Olympics

What type of questions are
asked in Zain Africa Challenge?

Face-Off questions are played by individual players and are
therefore easier than Bonus questions on which the team
confers on its answer.

Office number:+254 20 221 3203
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Given the differing education systems in the Zain Africa
Challenge countries, the “baseline” for the difficulty of
questions is intended to be information that students
entering universities should have mastered upon
completion of their secondary education.

General Knowledge
Words & Word Origins ® Language
Spelling ® Flags & Emblems

Popular Culture
Pop Music e Film e Television
Fashion ® Games

In each Face-Off Round, there are four categories of
questions, with three questions available in each category.
The category serves as a clue to the likely content of the
question. Consult the sample questions page on the

www. ZainAfricaChallenge.com website for examples of the
Face-Off, Bonus and Ultimate Challenge questions.

----Q www.ZainAfricaChallenge.com
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QUESTION CONTENT

Who writes the questions?

Zain Africa Challenge employs a team of question
submitters from multiple continents. In addition, a team of
academic professionals fully research and authenticate the
questions.

The editorial staff is directed by the programme producers,

Africa Challenge Productions Ltd, which has 50 years of
experience in producing academic games for university
students around the world.

Persons interested in applying to submit questions are
asked to email Mary Oberembt (mary@africachallenge.
com). Note that personnel directly involved in Zain Africa
Challenge at the participating universities may not be
question submitters.

How is question security handled?

Question security is of the utmost importance. No question

submitter will know which of his or her questions are being
used or in which programme. Only the senior editorial
staff will have access to question placement information.
Stringent security measures will be used during the games
at the National Qualifying Tournaments and the games
recorded for television broadcast at the International
Championship Festival.

Office number:+254 20 221 3203
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Are sample games available?

Accompanying this programme guide is a computerised
version of the game which is played in the identical format
as the games at the National Qualifying Tournament and
International Championship. The computer game system

is pre-loaded with over fifty games of material. This will
provide lots of material for practice.One of the best ways
to familiarise oneself with the game is to write questions for
practice games.

Sample questions are available for download at
www.zainafricachallenge.com/Ul/question-sample.html.

Quick Tip

Don't forget to write questions. It provides
additional practice material, improves player
performance and sharpens one's game
instincts.

----------- O www.ZainAfricaChallenge.com

XX OXDROXO KO KO X RO XX XTI X OT X H)

—~—ue



