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INSTALLING THE PROGRAM

1. Download the install program from www.quizstuff.com. You may download the 30-day free trial program at no risk
or cost. Once the 30-day trial period is over a registration code will be required to continue to use the program. A
CD version may be requested for an additional $10 processing fee. A user profile with administrator
authority must be used to install the programs — Y2K, XP, Vista and Windows 7.

2. Once downloaded (or from a CD), run the install program (QuizMachinelnstaller.exe) and review the QuizMachine:
Installation Options screen. Version 4.0 is the only version that works with the new USB interface box and
Windows 7 operating system from Microsoft. The version is backward compatible with the other MicroSoft
operating systems. Version 1.0.a44 is the only version that works with Windows 95.

3. Select the components to install and click the Next bu

#5 QuizMachine: Installation Options

8] Check the components you want to install and uncheck the components
S you don't want to install, Click Next to continue.

Select components to install: | %] QuizMachine Executables

Space required: §.2MB

|en:'— QuizMachine: Installation Folder o i

folder, click Browse and select another folder, Click Install ko start the

g! Setup will install QuizMaching in the Following folder. To install in a different
installation,

C:\Program Files\GQuizStufF QuizMaching Browse, .. |

"Destination Falder

Space required: 6.0ME
Space available: 2.6GE

Cancel | CufeMachine Inskallsr < Back | Install l

tton.

Choose the program installation folder. The default
location is recommended. The amount of space
available on disk and the required amount for
QuizMachine. If the amount of space available less than
the amount of space required, click the Cancel button,
remove enough data and/or programs to have the
required space available and restart the install program.

=10 x|
| Created uninskaller: C:iProgram FilesiQuizStuffikest\Uninstall, exe

I B L o
=7 ININNNNNANENNNNENNENNENENEENEENR

Show dekails

x
\!‘) QuizMachine Inskalled,

Carcel GuizMachine Installer = Hack | Close ]

5. Once the folder is entered, click the Install button or press the I key. If the installation was successful, click the OK
button to continue. The QuizMachine is now ready to run. If you receive an error message or are having trouble

with the installation, contact QuizStuff by email: info@quizstuff.com
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3.

STARTING THE PROGRAM

1. To start the QuizMachine program, double click the icon on your desktop.

QuizMachine.Ink

2. Thefirst time the program is executed or each time during the 30-day trial period, a registration code entry
screen will appear.

3. A Registration Code may be obtained by registering at www.quizstuff.com and placing an online order for QuizMachine.
Once payment is received, the Registration Code will be emailed to the registered user or mailed if desired.

4. If this is a 30-day trial, click the OK button and the program may be used until expiration of the 30 days.

LuareMlachins #rhal a Jufap A gsclcct afile B B
Look in: | Quizhtachine i [ = s e
Caohlachirm 2.2 & = -
Bulk: Fl fuiq 75 20: 18:39 2006 _ldata [#8] BHnetkey4.qm =] DHkeynetS.gm ] MTamkey . qm
:IDebug 'ﬁ BHretkeyS.qm ﬁ EAgmkey.qm ﬁ grnkey .gm

b T oo _limages :ﬂ BHornkeynetl.qm  [8] FSqmkey.qm iﬁ RHgmkey.qm
For ragetration in ' " 1ib [#]BHornkeynet2.am [ #] Kgmkey.am [#]Rskeynetl.qm
Conkat r:gtd:rul:lu'm:q.l::tlﬁ.cnm (" sounds ﬁ BHgmkey.gm =] MTkeynet1.gm Eﬁ RSkeynetZ.qm

El BHkeynet1.gm |=] OHkeynet1.qm EI MTkeynetZ.qm ;ﬂ RSkeynet3.qm

#] BHkeynet2.qm (] DHkeynek2.qm [#] MTkeynet3.qm \#] RSkeynetd.qm

Q BHnetkey2.qm =] DHkeynet3.qm ﬂ MTkeynetd.gm 3] RSkeynetS.qm

®] EHnetkey3.qm =] OHkeynetd.qm 8] MTkeynets.gm =] vigmlkey .gm
4| | 1|
File name: ] _'_I | Open

El = Files of type: ]K.ey Files (*.qm] :I Cancel

I Dpen as read-only

Lie= the registration code that wes emaled b you.

The demo sapiped 267 dares ol |

Lowad | ioereee Al From Quirsuff. com I

ty Computer
3

If you have received a Registration Code by paying the fee, click the Load License File from QuizStuff.com button. Select the
xxx.gm file from the location where it saved from the email. Select that file and click the OK button to continue or the click

Cancel button to return to the Main window without applying Registration code. When the Registration Code is accepted, the
Thank You screen will appear

. Click the OK button to continue.

. After the 30-day trial period, a Registration Code will be required to continue. The program contains a “sanity check”

and will cease to work after 30 days. You will notice that the program will allow entry of question number 1 but will fail
at question number 2.
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PROGRAM SETUP

1. The Program Setup options screens must be changed with care. Please read through these instructions carefully before
making any permanent changes.

a. From the Program Main Screen, dlick the Setup/Exit button or the X key.

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

EMember 1 BMember 1
EMember 2 BMember 2
EMember 3 BMember 3
EMember 4 BMember 4
Member 5 Member 5

Click here to start

2. The Quit? screen appears. Click the Yes button or press the Y key to continue with setup or click the No button or
press the N key to exit the program.

]

D wou really wank ko change the setup?
Seleck "Mo" to exit,

3. The QuizMachine Properties screen appears.

QuizMachine Properties: General Tab
QuizMachine Properties

General | Rules/Scoring | Server/Sneakernet | Hardware | 1| 4| *

I. Version — Use this information when contacting a QuizStuff staff
person or when emailing customer service.

QuizMachine General Information

Version: 2.2 15 II. Built — Date and time this version was created.

Ruilf: Fri Auin 25 70:18:39 2006 ITII. BogoLoops — This is a technical number indicating the number of
e scans the computer makes on the parallel port each second.
Registered to: Not Registered IV. Registered to: - The person who registered the product (email

Nemn Fxnires in 30 davs

address of contact person) and the registration number (encrypted).
Register/Change Registration — If a new registration code has been
emailed, apply the new code at this point. Follow the instructions in
Testers: Bill Horning, Daniel Henderson, Dan Reinhart, Kim the Startlng the Program section to apply the code.
rlenn. Faul inker VI. Testers — The people who are instrumental in testing new releases
[ ]pema Mode: [ change Resolution | . .
and versions of this program.
VII. Demo mode — This will put the program in “automatic”. Different
pads will be selected at random, emulating a real quiz.
VIII. Change Resolution — DO NOT CLICK THIS BUTTON AT THIS
TIME.

Register/Change Registration v

oK } [ Cancel

Click the OK or Cancel button to return to the Main window.
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QuizMachine Properties:

~Sconng Rue

Crganization
iNazum _‘_’J
RulesMebhod

iInmmm:nt _'J

- Change Rubks/SConng opions
Change Secrirg DptloraiFule Dptlend For the showe organizstion snd
e,

dptone

Rules/Scoring

|ox

ak I Carcel I appke I

iii. Options

I. Organization

i. At present, the only accepted Organization is Nazarene. In later
versions other denominations/quiz groups may be accepted,
such as Wesleyan. This sets the allowed parameters, scoring
options, pad configuration, etc., for that Organization.

II. Rules/Method

i.  Tournament - This is the setting for a normal quiz. Normal
Nazarene options may be set. The default options will be set
and will allow only 4 active quizzers and 1 substitute. Other
settings may be changed under the Options tab. Do not
change this setting once the round has started as unexpected
results may occur. Nazarene and tournament are the defaults.

ii.  Practice - This is the setting for team practices. It will allow all
5 seats for up to 3 teams to be used. Other settings may be
changed under the Options tab. Remember to make this
setting Tournament before using QuizMachine in a
tournament or district quiz.

iv. Rules/Method — see II above.
V.  Quiz Out — The number of correct toss-up questions required for a quiz out. Default is 4.
vi.  Error Out — The number of incorrect toss-up questions required for an error out. Default is 3.
vii.  Foul Out — The number of fouls required to foul out. The default is 3.
viii.  Team Error Deduction — The number of individual errors on a given team when a ten-point deduction
occurs for that specific team. The deduction begins with this error.
ix.  Individual Error Deduction - The number of errors for an individual when a ten-point deduction occurs

for the individual.

X.  Clock Start Delay — The amount of time before the 30-second

countdown begins after a jump has occurred. This number is in
tenths of a second. The default is 35 or 3.5 seconds.
xi.  Bonus Clock Start Delay — The amount of time before the

L lachine -- Lhanus I.ll'Jln':j.liﬂ’ |

countdown begins after the reading of the bonus question has Gz Ok [4 :|'
occurred. The number is in tenths of a second. The default is e ]
101 or 10.1 seconds. E =l
To apply the selections, click the OK button and return to the QuizMachine Fend clut |3 j
Properties screen or click the APPLY button to remain in the options window. To L
return to the QuizMachine Properties screen without making any changes click the E

Cancel button.

QuizMachine Properties:

Geraral | Rules{Sooring Server/Sneakemet | Hardware | Lipdates

Export)Trpart {Sneaker Net)

I Expart/import Wizard J [ use Imported tames

Tourfsment SErver

1P Ackdress fHostname:

Exarpleis): 192.168.2.1 or
Tournamenks, Cuizstuff, com

quizstuff.com

Tournament key:
Example: 678y

Phyvsical BidaiRaom
Weber Test

[Cluse the server:

Check in with the Servaer

l

ok | [ coel | [ mppr |

Individual Error Cechuction |_3 j

Clodh Start Delery 15 )
Server/Sneaker net {intenthe o saconds) | :i

Boras Choah Shart Ddﬂ*lr 1m ﬂ
tintanbs of Pconds) | .

A L

Although the Sever version was used at Q2010, please contact
us if you plan to use it.

All information should remain the same. DO NOT CHANGE
THESE ENTRIES.

I. When the server version is available, then the fields in the
Server/Sneakernet options screen will be defined. See next

page.
II. Click the OK or Cancel button to return to the Main window.
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QuizMachine Properties: Server/Sneaker Net only

To try QMServer (the program is located in the program files folder, QuizStuff folder, QuizMachine2 folder as
QMServer.exe.) start that program to get QMServer running. It looks just like the start of QM but will have a menu
driven screen for server functions.

Before the server functions can be used for a quiz, quizzer and team names need to be entered into the client. Then
rounds can be entered using the names from that file. The names are entered into a file that is an Excel spreadsheet
(or any spreadsheet program with an xlIs or csv extension). The record layout is simply Column 1 (no header) Team
Name, Column 2 (no header) Quizzer Name for all teams and quizzers for that quiz. Use the same computer for the
server as for a client.

This file is important because you need the quizzer names to be the same from round to round. If quizmasters enter
the names manually, each must be typed in exactly the same for each round or multiple entries will be created for the
same quizzer and/or team. This is why a file with names already entered is ideal for QMServer.

Once the file has been created and the quizzer and team names entered, save the file somewhere easy to locate later.
Please note that a version 3.1 or later version, of QuizMachine must be on all computer or the current version on the
website (QuizStuff.com) for download. To obtain a more current version, please contact Bill Horning (see contact
information on page 1 of this document and be aware that you can only get upgrades or new releases if you have
purchased the lifetime upgrade option.

Next, start a QuizMachine client and import the name file. This can be accomplished by going to the Setup/Exit screen,
then Server/Sneaker Net, then Export/Import Wizard, then Import Names/Schedules. A file browser window will open
and then point to the earlier saved spreadsheet file. It will import the file very quickly. Click OK to return to the
Server/Sneaker Net screen and make sure the option for using the imported names box is checked. This must be
completed for each client. Click OK to return to the main jump screen.

Next, go to the lineup screen (lineups tab) and create a new quiz. When the lineups screen is displayed a window
should pop up that is states that the file is being imported (the one saved and loaded a little while ago). Now that the
file is loaded, the clients are now ready to set the teams and quizzers from drop down lists. If the list of teams is not
correct, exit the lineup screen and then go back into the lineups as the file may not have been loaded properly.

As rounds are entered, records are being written to a file that must be exported (either on a network-unlikely at the
moment or a memory stick) and brought to the server. To do this, dick the Score Sheet tab after the last round is
completed (in the top left hand corner of the screen the word DONE should be displayed to indicate the round is
complete. If the word is not displayed, that round will not be exported. On the score sheet screen, click the
export/import button and a file browser window will open. A name for the file, on the memory stick, must be entered
the first time and the program will ask for a new file to be created; the answer is yes. Usually, create the file with a
tournament and room designation such as Indy2007R1 for the Indy 2007 quiz and Room 1. The name can be anything
as long as it can be remembered and found easily. At this point it is imperative to be patient and let the program
export the file. It is best to export today’s files but any selection will work. If all is selected or on slower machines, do
not be tempted to think the file has been created when it has not. Two windows, one that give an indication of the
progress of the export and the second will state the file has been created. Please wait for the second message to
appear before striking any other keys on the keyboard or clicking any buttons with the mouse. Failure to do so may
cause the program to fail. The rounds from that client are ready and the server can be set to import the records. For
testing, it may be best to use the same computer for the client and the server so the file can be saved somewhere on
that computer’s hard drive rather than a memory stick (USB pen drive).

To set the server, first create a new tournament. On the stats line, right click stats and then add. Give the tournament
a name and then click OK. An entry with that tournament name should be displayed. Expand that entry and more
entries should display (4 or 5 entries depending on your version). At this point, the rounds previously exported need to
be imported. Take the USB pen drive and put it into the server computer and click export/import on the title line of
QMServer. Point to the file or files on the USB pen drive (or on the computers hard drive) and all the rounds will
import. Next, refresh the file list by clicking the quizzes button again. All the rounds just imported should be
displayed. Now, highlight each round for viewing by either clicking a single round or using MS windowing selection
options; either the Ctrl or Shift keys to make multiple selections at once. Once the rounds are selected the stats for
teams and individuals should be displayed. The options on the name of the tournament are for sorting by wins/losses,
modified Olympic points or Olympic points. There are also options for 2 team point calculation when mixing 2 and 3
team quizzing. Unfortunately, your version may not have all the options including the print and file output from the
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stats screen unless you get a newer version from me. This may be in the next release. Again, if QMServer is chosen
for district statistics, a more recent version may be needed.

If a correction to the spelling of a name is required, it is best to wait until the end of the day as each time quizzes are
imported, the names will get messed up again as the import brings in all the records each time from each round for
each client. The name may be changed for any team or quizzer by going to the quiz tab and then either teams or
quizzers and highlighting the name that needs to be changed. A window will open with an option to change the name.
When the name is changed, all occurrences of that name found in the scoresheets will be changed to the new one.

Statistics may also be viewed or printed (a printer attached to the server is needed; if the server is not a client, then
the printer can either be USB or parallel; if the server is a client, then you will need a USB printer as the parallel port is
used for the interface box.) Do not use an A/B switch for the parallel port because QuizMachine may not work

properly.

One thing that will help make data entry less time consuming is requiring online registrations. Doing it at a district
quiz might be a little more difficult unless that district becomes a little more advanced such as CCD has become. They
have a web site, www.ccdquiz.org that offers online registration for teams. A copy of the registration file is exported to
a spreadsheet and the spreadsheet file is created automatically. This is much less trouble than to do entry while at the
quiz or much less effort, anyway. If a team calls in a registration or just shows up at a quiz, the entry is manually
entered into the file and then the first thing that happens after the rooms are set is to load the file on the clients and
QMServer is ready. For individuals, if someone should quiz in a lesser number of rounds than their team, the average
is based on the number of rounds for the team not the individual.

QuizMachine Properties: Hardware — Interfaces and PCMCIA Cards — USB Driver

I. Interface Type — If a parallel port interface box is used, select _
Lpt Interface. The other option is for a USB interface box called =
the QuizStuff USB Qbox. The default is pt Interface. Click the |
OK button to return to the QuizMachine Properties window.

II. Options — Select this option to change the PCMCIA or Express

Card I/O Address. The scroll option window is already s B
populated with the most common addresses.

: @ ITII. 0x378 is a common address

and would be the default if e —
PCMCIA Card IO Address: the PCMCIA or Express

! Card is notused. The

address to use is found in
; control panel; system
[ ok ] [ cancel | properties; hardware;
device manager; ports and
either the ECP Printer port LPT1 or the PCMCIA or Express Card
option (do not use the PCMCIA or Express Card entry, it must
be under ports); resources tab then I/O address. Please note
that the format in QuizMachine will not match exactly to the I/O
address in the resources tab. Please use the first I/O address in
the range and note that QuizMachine inserts an “x” after the
first position of the I/O address in the range. The “x” (without 8
the “"’s) must be entered of an error message will be displayed. The I/O Range is listed below. Use the first
number in the range. Click the OK button on any window to return to the QuizMachine. Properties window. All
addresses (some from the PCMCIA or express cards might seem somewhat different) must start with 0x (zeroX)
and may have 4 digits.

[ S IV, When using the USB Interface Box, a USB driver must be
loaded. This driver is loaded after QuizMachine version 4 is

| = g v loaded, QuizMachine is started and the USB Interface Box is

j — ik connected to the computer the first time. A Windows operating
i system message display will appear indicating the driver is
loading and then loaded and may be used. When the box is

| - | connected or disconnected, a message indicating the status is
displayed.

LPT Options

F.

|0x378
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VI.

V. Diagnose Interface Box — This will be available when USB interface e (=
boxes are available. This does not work for parallel interface boxes. e mf:mem"’:’ s e
Seat Type — Identify which type of interface box is present. There R
are two connector and receptacles available. Type 1 is the QuizTime ey =
(red box) connector. Type 2 is a specially made connector that is ' :
smaller. Most interface boxes are the QuizTime connector style. I ptore I
After making the appropriate selection, click the OK button to return [ Dragnose Interface Bor |
to the Main window or click the cancel button to return to the Main e
windows without making any changes. i _
; Type | Seats bl
Drop/Add a Quiz Seat 3 e e —
Select Seat{s)or | |y 1 11 Says seat name when button pushed
Button(s)todrop: | 5 2 e
! 3 3 ! 3 [ Test seats:
' 4 4 ' 4
18 5 |8
|
| | |
| I ik J | Cancel ]
[ oK || Cancel ] ( Apply ]

ECP Printer Port (LPT1) Properties

| Geneal | Post Seltings | Driver | De!dgi Fesouices |

3 ECP Prinlet Poit LPT1)

Besowce setfings:

: Resource typs "
#8170 Range 037F
8170 Range T077A
[#] Lise automatic settings
Conflicting device ist
[No conficts.

There are some issues using a PCMCIA or Express card driver
with Vista. The UAC must be turned off before the drivers can
be installed. Follow this procedure:

QuirMachine Properties

QuizMachine Properties E|

General | Rules/Scoring | ServerSneskernet || Hardware | Lpdates

Hardware Information
Intarface Type
Lpt Interface Ll
[ Ciagmose Interface Box |
Seat Type
[Type 1 Seats v
[ Dropiadd Seate
Says seat name when button pushed

@ﬂ Seats!

VII. Drop/Add Seats — Option allows a specific

seat(s) to be dropped. This could be the result of a bad pad
or if a handicapped person needs to use seat 5 on a specific
team. More than one seat may be dropped for a team or
across teams. Click the number of the seat(s) to be dropped.
Click the OK button to apply the changes and return to the
QuizMachine Properties window. Please remember that the
pad must then be removed from use. The default is all boxes
checked.

VIII. Test Seats — Mark the check box to have the name of the

seat spoken. When the pad for a given seat is pressed,
QuizMachine will speak the name of the seat ("Red One”).
This only verifies that a seat is working. Make sure to
uncheck this box prior to using QuizMachine for a
tournament or district quiz. Click the OK button to return to
the Main window.
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QuizMachine Properties: Updates-OPTION DISABLED UNTIL FURTHER NOTICE!

QuirMachine Properties El

1. DISABLED! The Software Update Information screen
allows computers that have lifetime upgrades to check
in with the server for any new
upgrades/updates/fixes. An Internet connection is

Mest update check scheduled: Sat Sep 02 18:42:53 2006 required before clicking Check for updates Now.

Gereral | RulesiSooring | ServeriSneakemat | Hardware | Updates
Software Lipdate Informmation

Last updated: Sat Aug 26 16:42:53 2006

| Check for updates how | II. This screen also displays the last update; date and
time, and the next scheduled update; this is provided
an Internet connection is available. Click the Cancel
button to return to the QuizMachine Properties menu
without making any changes. Click the Apply button
to remain in the Updates window. Click the OK button
when finished to return to the QuizMachine Properties
window.

Software Updates

weould wau like ba check for an update?

[ Yes ] | o |

o) Comm )

If the version does not require an update, this window is displayed. Click the Software Updates [z|

OK button to return to the QuizMachine Properties window.

Mo update available.
If updates are available, the QuizStuff server will display a download window Try again later,

with a progress window indicating the status of the download and the update
progress. When the update is complete, the QuizMachine software will be
updated to the newest release with all fixes applied.
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LINEUPS
Start a New Quiz (round) from this QuizMachine

Click the LINEUPS button or press the L key to begin.

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

BMember 1 BMember 1
EMember 2 BMember 2
EMember 3 B Member 3
EMember 4 B Member 4
Member 5 Member 5

o
Nest Jump Jump sb Appesl
ec) ul

\ Click here to start

1) The Create a New Quiz button is used to begin a new tournament, such as the first District quiz. This should be
completed only once on each QuizMachine used for that tournament.

QuizMachine Line Lips gﬁ

uizMachine -- Create a New Quiz
Tournament DeisionFoomFourd Enformatior Q Q @
e : Rules Method
Tournament: District Invite #1 [Cresteopgque | | optiors
Tournament W
Division: Experienced [ Lowd Gui Scoreshest |
Tournament
Room: 1 Round: 4 l Mt Oz
Diskrick Irvvike #1 ~
Taam snd Cuizzar Information 1
Cinvision
Team Name: | ped Team s G0 vellow Team w| €0 Green Team w L€ ;
Esxperienced W
Qaczw E L | Red #1 w| OO | retiow #3 w| B O [Greenes v B0
e L — Room
Quizzer # 2 Red #2 w| F O | vellow s w| O B | greenaz | O B
1 W
Caszrer # 3 Red #3 | O E | el #2 2 O O g a3 |
Quizzer # 4 Red #4 W 0o Yellow #4 & OO Gresn £4 o O O Round
Quizzer £5  ped 2% | OO [vetownr | O O [areena = 00 ] v
- 1 T
[ (a7 ] l Cancel ] | oK ] |. Cancel | | Apply |

a) Rules Method

i) Tournament — This is the setting for a normal quiz. Normal Nazarene options are set. The default options will
be set and allows only 4 active quizzers and 1 substitute. Other settings may be changed under the Options
tab. This is the default.

i) Practice - This is the setting for team practices. It will allow all 5 seats for up to 3 teams to be used. Other
settings may be changed under the Options tab.
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b)

d)

e)

Tournament — This is the name of the tournament. Highlight the entry and type over with the new name. The
entry is free form and there is no default. For a tournament that uses a QMServer, each QuizMachine must
have the same name for the tournament. Failure to do so creates multiple entries in the database.

Division — This is the division within the tournament. Highlight the entry and type over with the new division.
The entry is free form and there is no default. As with the tournament name, each QuizMachine used with
QMServer must have the correct division entered.

Room — This is the room number of this QuizMachine in the tournament. Highlight the entry and type over
with the new room number. The entry is free form and the default is 1. This option is relevant for scoresheet
printing and with QMServer. Otherwise, it is just for display purposes.

Round — This is the round number for this QuizMachine in the tournament. The round number may be updated
manually or using the next quiz option. Highlight the entry and type over with the new Round. The entry is
free form and the default is 1. This option is relevant for scoresheet printing and with QMServer. Otherwise, it
is just for display purposes.

Click the Cancel button to return to the QuizMachine Line Ups menu without making any changes. Click the Apply
button to remain in the Updates window. Click the OK button when finished to return to the QuizMachine Line Ups
window.

Load a Previous Quiz (round) from this QuizMachine

2) Load another Quiz — When a previous round needs to be loaded from this QuizMachine, select this option.

S D=Nachine ol 3] QuizMachine -- Load another Quiz E]
Tour et [Tivision RoomFound Enformation
o 2 Tournament
Tournament: District Invite 51 [crestmnewquiz | [ optios | — -
S ; - Diskrict Invite #1 W
Division: Experienced [ tosicue ]| [ Scoreshest | : =
Room: 1 Round: 4 { Nt Qutz Click here Division
Experienced v
Teanm and Quizzer Information _ d
Team Mome: | ped Team w | T CC | yellow Team w| £ O Green Team A B o =
= . Room
Quzzer #1 Red #1 o O O [vedow 3 w| F O [ green #s o = O {
S o e 1 ™
Quazer #2  ped £2 w| [ O | vedow #5 w| O B | creen sz o B -
Quizzer #3  ped #3 w| O B | vetlow 22 w| O O [ Green a3 o O O Round
Quizzér #4 ped 4 v O O [ vellow =+ w| O O [ greenes « OO B B
Quizzer #5  peg 2s w| OO [vetows v OO Greensi = O 0 i
o ][ comen | [ 04 ] [ Cancel ] [ Apply ]

d)

Tournament — This is the name of the tournament form which a previously completed round will be loaded.
Highlight the desired entry from the drop down list.

Division — This is the division from which a previously completed round will be loaded within the tournament.
Highlight the desired entry from the drop down list.

Room — This is the room number from which a previously completed round will be loaded within the
tournament. Highlight the desired entry from the drop down list.

Round — This is the round number from which a previously completed round will be loaded within the
tournament. Highlight the desired entry from the drop down list.

Click the Cancel button to return to the QuizMachine Line Ups window without making any selections. Click the Apply
button to remain in the Updates window. Click the OK button when finished to display the line up window from the
round and room selected. From this window, the scoresheet from that round and room may be viewed and/or printed.
When a previous round has been displayed, click the Cancel button to return to the QuizMachine Line Ups window. By
clicking the Cancel button at this point will reload the most recent round. The next round (quiz) will be ready for line
up entry.
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Start the Next Quiz (round) for this QuizMachine

3)

Next Quiz — Select this option to increment the quiz (round) to the next sequential quiz. PLEASE REMEMBER to set
the captain and co-captain for each team as the selections have been cleared. The teams and quizzer names will
remain the same from the previous round.

QuizMachine Line Ups @

Team and CQuizzer Information

ourmament [Devition R oomPourd Enformation

Tournament: District Invite #1 [cresenewoue | [ opors | a) If the previous quiz (round) was not
completed (does not say DONE if the
question number; upper left corner of

Division: Experienced [ tosique | [ Scoreshest |

Room:1  Round:4 [ mse®~ [Fomrs the windows), a warning message
window will appear.

Team Mame: | fpd Team 2| & 2 Tvetow Toam 2| & 2 Treen Team e _ District Invite #1 _

Zha XA = i ol Division Experienced F .
Quizzer #1 ped &1 w| O O | veow #3 w| B O Greenes v E O Room: 1 Round: 3 n
QuEzer #2 ped g2 | O | vedow a5 | O B [ gresnaz o O | I Tournament ) _|
QUZEEr £33 ped #3 w| O F [reiow 22 w| O O e #3 - 00
Quizzer # 4 Red &4 w l_ —I edlow &4 - l_ —l Green £4 - l_ :‘
Quizzer #5  ped ag w| O O [ vedow i w| O O [areen s = 00 @ The current quiz isn't done. Are you sure you wank to go to the next quiz?

[ o [ coe | [y J[w ]

4)

5)

This could indicate that less than 20 questions were completed. Perhaps the last question was correct but the OK
button was not clicked or a time limit for the quiz (round) was reached and 20 questions cannot be completed.
This is just a warning to alert the officials to a potential problem.

Options — Please refer to section QuizMachine Properties Rules/Scoring — Options on Page 5 for detailed
information.

Team and Quizzer Information — Enter the team name (please note that if the name chosen is long, the font will
automatically change to fit the computer screen size when displayed) for each team beginning with the team on the
quizmaster’s left. If only two teams, please make sure to verify that the pads are plugged into positions one and
three on the interface box and then enter the team and quizzer information into the left and right positions. Enter
the Quizzers in the appropriate order. If a position is skipped (no quizzer on that seat) make sure that the entry is
blank (move the cursor to that position, click the backspace key until the cursor is as far to the left as possible).
Make sure the captain and co-captain entries are selected for each team. Duplicate names are not allowed on a
specific team. If either a duplicate name or the captain or co-captains have not been selected, a warning message

will be displayed.

There must be at least one team and ak least one quizzer
per keam with a designated capkain and co-capkain.

Also, check ko make sure the quizzer names are unique.
Make sure the Question # < 21.
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Score Sheets
6) Scoresheet — The current scoresheet may be displayed and printed.

QuizMachine Score Sheets _-i |
District Inwite #1 Score Sheet Area: 1 ~
Experienced [ite e Found: 2
Fed Team R P - ; - 3 " | o

QAR Hames tl a2 s e )s|afr s e o[ o|2]13[w|E)16]17[mE]ie]20]oT
1 [Fed#1 N E ] B &0 3 |0
2 [Pedsz ) ) [} Z |0
5 |Fed#s e} ) ]
I [Fed & 1] T |0
T |Fedes E [E [-I0 0 [
BonvsPeraty Palt (Fonk: T 1] =
Riklig Soore -0 |10 |3 |50 [=0 o [m 1w 10 6|3
Wellow Team e - - - o 3
CAEZer Names LI = = O = < = T O = < = O Al =0 = -
1 [Telow s E 0 0|0
T [reliowEs 1] [ ]
3 [relow 2 0 0|0
T [reliw = ] [l ]
5 [relow 1 ) [ E I T 1) [
Bonns Pebaty Polit ([ N -0
Faiulig Soore il o 1z} 0 |a0 [ 100 Lo
Green Team e o . - a i ' 1
QAR Names N RN R R N N R R T =h 0 o R = s
| [Greer s ) B ) ]
T [Grer &2 ] Ex) 3] FEE
3 |GrerEs o0 ] [} PR
+ [Greer &k ] o0 o
T |Greer £ 1) 1) [0
Bonns Peraty Polk (Fork: 1 (0 T ] ]
Eanalg Soom b T O e v [ 140 160 [1z0 120 T|a
»
£ >
[ Fix | [ et ] [Tk | [ Exportimport | [ signjinitial |

a) At the end of a round, it is possible to have a tie between teams (2 or 3). In a 2-way tie during a 3 team
round, the team not involved in the tie should remain seated until the tie is broken. The Quizmaster will ask a
tiebreaker question. If a correct answer is given, that team wins the tiebreaker and the question box for OT
will contain a C. If an incorrect answer is given, that team loses the tiebreaker and the question box for OT will
contain an E. No points are awarded or deducted to/from either the teams or the individual. If a tie exists
between 3 teams, the Quizmaster will ask tiebreaker questions until the final placement is determined. In that
case, more than one C or E may be entered in the OT question box. See the picture below.

b) Click the fix button to correct a mistake in entry during the quiz (round).

Backup Fix Fixing ScoreSheet @

|20 | #  Hext Question Mumber all questions >= 20 were deleted.

[ Rernove Questions | | Dane |

To make a correction, select from the drop down list the question that should be next. The fix can make
corrections to any question but all questions after that question must be re-entered. It is then advisable to have a
at least one coach to have a verified handwritten scoresheet or have written down all entries from the starting
question to the question being fixed. Click the Remove Questions button to remove all questions in error. Please
note that this entry removes all questions before the next starting question number. PLEASE WAIT UNTIL THE
Fixing Score Sheet message is displayed before clicking Done. The Fixing Scoresheet window is displayed
indicating the question(s) was deleted. Click the OK button and then click the Done button to return to the Score
Sheet window.

Page 13



c) To print the scoresheet, click the Print button. Please note that it is best to have a USB connected printer as
the parallel port is used for the interface box. The operating system print window will be displayed and any
connected printed may be selected.

d) To export quiz (round) records to a .csv format, click the Export/Import button. A CSV file is a spreadsheet file
that will be used with the QMServer version or special reports may be written using this file for statistics, etc.

QuizMachine Export &l
Select what datels) bo expartfimpork
(®Today's
() vesterday's
al
O Date Range | September v| |2008 | L |September | 2006 |3
Sun Maon Tue Wed Thu Fri Sat | Sun Mon Tue Wed Thu Fri 54t
1 8 1 8
i 4 5 &6 7 & 9 3 4 5 6 7 &8 9
10 11 12 13 14 15 16 o 11 12 13 14 15 16
17 18 19 20 21 22 23 17 18 19 20 21 22 23
24 25 26 27 25 29 30 24 25 26 27 25 29 30
Select what to do
[ Export Quizzes ] [ Export teamfindividual names ]
[ Import Quizzes ] [ Import teamfindividual names ] []Use Imported Names
[ [o]'s ] [ Cancel
Select a file ﬁ]g|
Look i | (3 Bamy's Program __V\ € 1} > m'
= ‘@Qulzzes
sl () QuizMachine Tnstructions
Fecent IChkeys
Desktop
My Documents
31
My Computer - _
File name: Luzzes hd w I Open ]
‘;—‘l Files of type: Quiz Files *.c3v] _v-§
My N;‘l-vfurk [ Dpen a3 read-only

i) First, select which option is best: Quizzes
from Today’s (all quizzes with the current date
on this QuizMachine), Yesterday’s (all quizzes
with yesterday’s date QuizMachine), All (all
quizzes found on this QuizMachine) or from a
specific date range (choose the range from
the drop down lists — the dates may be the
same), or use the calendar to select which
days within the selected month will be used.

i) Next, click the Export Quizzes button to create
and save a .csv file. A file location browse
window is displayed. Choose a name and
location for the .csv file. Click the Open
button to save the file.

iii) At this time, the Export Quizzes feature is the
only option active.

Click the Cancel button to return to the QuizMachine
Score Sheet window without making selections. Click
the OK button to return to the QuizMachine Score
Sheet window after the entries have been applied.

Export Quizzes

@ 3 quizzes were copied to Bl PersonaliQuizzing!Barry's ProgramQuizzes. csv in 1
seconds

7) Sign/Initial — Enter the initials for each team’s coach and the officials. This is valid for QMServer for final
verification of the quiz (round) being complete.

The initials of only the coaches will also be printed on the

scoresheet.
Cfficials/Coaches: Please enter your Initials
Click the Cancel button to return to the QuizMachine Main window without making any it
selections. Click the Apply button to remain in the QuizMachine Main window after the Red Team |

entries have been applied. Click the OK button to return to the QuizMachine Main window

after the entries have been applied.
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TIMEOUTS

1). To assign a timeout, make a substitution or check the score sheet, click the Time Out button or press the T key.

QuizMachine Timeoukt ]

Test 1
Division Varsity

Member 1 0/0
Member 2 0/0
Member 3 0/0
Member 4 0/0

Room: 1 Round: 2 — Select the team that requested the timeout.
Tournament | N
(17feami |  2-Team2 | 3-Team2 |
— Options

EMember 1 EMember 1 Substitution | Score Sheet | Tirner |
EMember 2 EMember 2
HEMember 3 EMember 3
HEMember 4 EMember 4

Member S QE. | EaﬂCE| |

Member S 0/0 Member S

Click here

a) Select which team requested the timeout by clicking the button for that team.

b) When a team has been selected, the timer will reset to 60 seconds and begin the countdown to 0. The timer
can be changed to a different starting time by clicking the Timer button or pressing the T key again. Clicking
the Timer button multiple times will allow the selection of 0, 15, 30, 45 or 60 seconds. DO NOT CLICK OK
UNTIL THE TIMER REACHES 0. If you click OK you will be taken back to the Main Quizzing Screen.

QuizMachine Timeout

Substitution

1) During the timeout, a substitution can be made. Click the Substitution button or press the S key.

QuizMachine Substitution x|

Select the team and quizzer to be zubstituted:

2-Team 2 | 3-Team 2 |

a - Member 1 | b-MemberEl c-MemberEl d-Memberdl

ak. | Cancel | Apply |

QuizMachine Timeout

a)

b)

Select the team for which the substitute will be used.
Click the desired Team button or press the number
key for that team.

Select the member of the team the substitute will
replace. Click the Member button or press the letter
key for that member.

Click the OK button when finished or click the Cancel
button to return to the Timeout window. Click the
Apply button to accept any changes and remain on
this window.

Score Sheet

1) During the timeout, a score sheet can be displayed. Click the Score Sheet button or press the C key. See the

Score Sheet options on page 12.

2) When viewing of the score sheet is complete, click the OK button to return to the Timeout screen.

QuizMachine Timeout

Timer

1) The timer can be changed to a different starting time by clicking the Timer button or pressing the T key again. Clicking
the Timer button multiple times will allow the selection of 0, 15, 30, 45 or 60 seconds. DO NOT CLICK OK UNTIL THE
TIMER REACHES 0. If you click OK you will be taken back to the Main Quizzing Screen
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RESET TIMER

Test 1
Division Varsity

Room: 1 Round: 2 1). This option can be used to reset the

Tournament

EMember 1
EMember 2
EMember 3
EMember 4

BMember 1
BMember 2
BMember 3
BMember 4

Member 5

countdown timer to a specific
amount of time; 15, 30, 45 or 60
depending on the current screen
within QuizMachine. To change the
timer, click the Reset Timer button
or press the R key until the
appropriate amount of time s
displayed.

Member 5

Click here

NEXT JUMP

District Invite #1 This is the button that arms
QuizMachine in readiness for the next
question to be read. Once this button
has been selected, any movement on
the pads will cause a jump notification.
Click the Next Jump button or use the
space bar and the button changes color
to a tan (light yellow) and the message
changes to “Waiting for jump”. A jump
is now anticipated.
If a foul or mis-jump has occurred, click
the Cancel button and the main jump
screen is displayed.
When a jump occurs, the toss-up screen
appears. The timer starts and the
quizmaster waits for an answer. During
this time, the timer may be reset using
Yellow #1 / Green #1 the Timer Reset button or the R key
ST (see above). If the Timer does not
fest e (2“52'2) el | S start, the Timer button may be clicked
7\ or the T key pressed to start the timer.
Click here

Division Experienced
Room: 1 Round: 3
Tournament

Green Team

140

MGreen #5
BGreen #2
MGreen #3

Yellow Team

MYellow #3
MY ellow #5
MYellow #2
MY ellow #4 MGreen #4

Yellow #3

Page 16




4)

3)

6)

7)

If the quizzer answers correctly, click the Correct button or press the C key. Click the OK button or press the enter
key and the program returns to the main jump screen and the question number is incremented by 1.

If the quizzer answers incorrectly, click the error button or press the E key. Click the OK button or press the enter
key and a bonus screen will appear for all corresponding seats.

Green #5

Once the bonus question has been asked and the quizzers have answered, click the appropriate Correct or Error
button or press the C or E button for each team. If more time is needed, click the Timer Reset button the number
of times needed for an additional 30 seconds. If a foul has occurred, click the Foul button or press the F key. First,
click the Team that had the foul, then click either the Quizzer # on that team, the coach or the Team button.
When finished, click the Apply button or press the A key to register the foul or click the Cancel button or press the
C key to cancel the foul and return to the Bonus window.

Select the teann:

| Red Team | [‘.’ellow Team] [Green Team]

Quizzer:

[ Red #1 ‘I Red #2 ‘[ Red #3 I[ Red #4 ‘I Red #5 ‘[ Coach I[ Team ‘
[ Apply ] [ Cancel ]

If a microphone is attached to QuizMachine, it is possible to record and playback questions, answers, rulings,
challenges, rebuttals and appeals. Click the Play button or press the P key to playback a recording. A Microsoft
audio player will be displayed with the option to playback either the current or previous questions.

Green #5

QuizMachine Play Question Answer @

[Previnus Cuestion ] [Current GQueskian ]
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Member 2
Member 3
Member 4
Member 5

NO JUMP

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

EMember 1
EMember 2
BEMember 3
EMember 4
Member 5

BMember 1
BMember 2
BMember 3
BMember 4

Member 5

s Nestlmp yump BN Bopesl
e Foul

Click here

1) After arming QuizMachine and no jump has occurred, click the No Jump button or press the space bar. The
countdown timer starts at 5 seconds. If someone jumps during the 5-second countdown, the Next Jump logic is
executed. If the timer reaches 0, then the question number is incremented to the next question and QuizMachine
waits for the next arm. If a No Jump condition occurs and the No Jump button is not selected, a manual 5 second
countdown should occur and then the No Jump button should be used to increment the question number.

Member 2
Member 3
Member 4
Member 5

SUBSTITUTION

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

EMember 1
EMember 2
BEMember 3
EMember 4

Member 5

eea Nerump

BMember 1
BMember 2
BMember 3
BMember 4

Member 5

Click here

1) To make a substitution click the Sub button or press the S key. Please remember that under normal circumstances,
a substitution may only occur during a timeout, a quiz out or an error out of some sort. Please follow the
instructions for substitution on Page 10 when a valid reason for a manual substitution occurs. This could be used

as an official’'s timeout substitution or when an official misses a substitution during a timeout.

substitutions, use the timeout window and follow normal substitution rules.
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CHALLENGE/APPEAL/FOUL

CHALLENGES AND REBUTTALS
1) If a Challenge, Appeal or Foul occurs, click the Challenge/Appeal/Foul button or press the C, A or F key.

Division Varsity
Room: 1 Round: 2
Tournament

EMember 1
EMember 2
EMember 3
EMember 4

Member 5

aaaaa

NestJump

EMember 1
EMember 2
BEMember 3
EMember 4

Member 5

Challenge Appeal

Foul

3) Click the Challenge button.

4) Click the appropriate team button.

Red Team (Challenger)
Red #2

‘ellow Team (Challenger)

vellow #3

Green Team {Challenger)

Gresn #5

Click here

QuizMachine Challenge E3

— Select the team:

HsdTeaml YsllowTaaml GmnTaaml

Incaorrect Infarmation |

Incorrect Information l

Incorrect Information l

[ Arcepted ] ’ Overruled ] ’ Cancel

J

Play

] ’ Timer ] ’R_esetTimer]

5) After selecting the appropriate team and
hearing the challenge and rebuttal, click either
the Accepted or Overruled button or (press the
A or O key) or click the Cancel button (or press
the C key to return to the QuizMachine Main
window). If the challenge accepted, the
decision on the score sheet is changed and
either the question decision is changed to
correct and points are awarded or points are
removed and a bonus question is asked. If the
challenge is overruled, points stand as originally
awarded and an overruled challenge is entered
for the team that challenged. Please see page
14 of the Official Rules and Guidelines; Section
C, 12, h for point deductions. The Main Jump

window is then displayed for either the bonus or the next question.  See either the Bonus or Next Jump screen
instructions.  If a playback is required and a microphone is being used, click the Play button or press the P key to
playback the previous or current question. The timers can also be reset.

6) If any erroneous information is given click the Incorrect Information button for the appropriate team and quizzer

who is the captain. A deduction of 10 points from the selected team is entered

on the score sheet. This deduction may be taken for more than 1 team on this
window. Click the Incorrect Information button before clicking the Accepted or [orevious Quesin | SRR THEREE e
Overruled button to finish the Challenge.
deduction later, a fix on the score sheet must be entered to remove that
Please see page 14 of the Official Rules and
Guidelines; Section C, 12, h, i &j for point deductions and page 12 of the user
manual, Score Sheets section in Lineups for information about fixing a question.

question and be re-entered.
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APPEAL

Division Varsity
Room: 1 Round: 2
Tournament

EMember 1 BMember 1
EMember 2 BMember 2
BEMember 3 BMember 3
EMember 4 BMember 4

Member 5 Member 5
Setup Line Time B | e LN“ ] Ebé“fﬁ sooe
Click here
7) To enter an Appeal, click the Challenge/Appeal/Foul button or press the A key.
QuizMachine Challenge,/ Appeal /Foul X QuizMachine Appeal Ed
Select the team:
Challenge Appeal Foul | Fed Team | ‘Yellow Team | Green Team |
8) Click the Appeal button.
9) Click the appropriate team button.
: 3 10)  After hearing the appeal and then ruling, click either the
QuizMachine FEES = Accepted or Overruled button or press the A or O key. To return
—Red Team to the QuizMachine Main window without entering any Appeal
Bed #1 information, click the Cancel button. If the appeal is accepted the

QuizMachine Main window is displayed and the question is ready
to be completed again. If the appeal is overruled the QuizMachine
T Overmded Cancel Main window is displayed and the next jump is ready.
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FOULS

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

EMember 1 BMember 1
Member 2 EMember 2 B Member 2
Member 3 EMember 3 BMember 3
Member 4 EMember 4 BMember 4
Member 5 Member 5 Member 5

Click here

11) To enter a Foul click the Challenge/Appeal/Foul button or press the F key.

QuizMachine Foul | x|
(- Select the beam: -
‘ | Red Team YellowTeaml GreenTeaml
QuizMachine Challenge/ Appeal /Foul E
~ Quizzer:
Red #1 | Fed #2 | Fed #3 | Red #4 | Fled #5 | Coach | Team |
Challenge Appeal Foul |
Apply | Cancel |

12) Click the Foul button or press the F key.

13) Click the appropriate team button.

14) Click the Team and Quizzer buttons for who committed the foul or click the Coach or Team button.

15) Click the Apply button or press the A key to apply the foul. QuizMachine will keep track of the number of fouls on

an individual and for total fouls. Refer to page 16 of the Official Rules and Guidelines; section C, 14,c & d for foul
deductions. The QuizMachine Main Window is the displayed and is ready for the next question.
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DISPLAYING THE SCORESHEET

1) To display the scoresheet, click the Scoresheet button (no key is supplied)

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

EMember 1 BMember 1
EMember 2 B Member 2
EMember 3 BMember 3
EMember 4 BMember 4

Member 5 Member 5

el Line Time o o
o The e fea NewtJump Loy b ppedl

Click here

2) To view and print the scoresheet, follow the instructions on page 12 of the LINEUPS and SCORESHEET instructions.

EXITING THE PROGRAM

Test 1
Division Varsity
Room: 1 Round: 2
Tournament

HEMember 1 BMember 1
HEMember 2 BMember 2
EMember 3 BMember 3
EMember 4 BMember 4
Member 5 Member 5

NewtJump,

Click here I

To exit the program, click the Setup/Exit button or press the X key. The Quit? screen appears. Click the No button or
press the N key to exit the program.

When the Quit screen appears click the Yes button or press the Y key _ =

to exit.

Do vou really want to change the setup?
Select "Mo" o exit,
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