Rules of the game 
„ A Dose of Knowledge: The Deadly (Un)serious Library Quiz”
§ 1 Basic information about the game
1. The organiser of the game "A Dose of Knowledge: The Deadly (Un)serious Library Quiz" is the Library of the Wroclaw Medical University.
2. The game will take place on 16 October 2026 at 7.00 pm at the Main Library of the Wroclaw Medical University, located at 2–6 Marcinkowskiego Street.
3. The game is intended exclusively for students, PhD students and staff at WMU.
4. The game takes the form of an intellectual challenge, in which teams made up of Participants answer questions posed by the Host.
5. The number of participants is limited. A maximum of 6 teams may take part in the Game, in groups of between 2 and 4 participants. A group must be registered by the person who will act as its Representative, either via the registration form on the website: https://bg.umw.edu.pl/index.php/en/library-night-2026/ or by contacting the Organiser directly before the start of the Game at the WMU Library.
6. Participation in the Game is free of charge and voluntary.
7. These Terms and Conditions are binding on the Organiser and the Participants; they set out the terms and conditions of participation in the Game, as well as the rights and obligations of the Organiser and the Participants.
§ 2 Terms and Conditions of Participation in the Game
1. By taking part in the Game, you agree to the terms and conditions set out in these rules.
2. Participation in the Game requires prior registration (see § 1, point 5 for details). At least two Teams (up to a maximum of 6 Teams) may take part in the Game, and each Team must consist of between 2 and 4 Participants. The number of participants in each Team taking part in the Game does not have to be the same.
3. Each Team chooses its own name and a representative. The Team representative acts as the liaison between the Game Master and the Team, records answers and points on the game sheets and, in the event of a tie-breaker, answers the tie-breaker question. Team names that are generally considered vulgar or offensive will not be permitted. The Host has the right to refuse to enter such a team name into the table. Team names must not be repeated during a single game. If at least two teams wish to use the same name, the order in which they registered will determine which of them may use it.
4. Applications will be accepted until all places are filled.
5. Participation in the Game is determined on a first-come, first-served basis. Teams will be informed whether they have been registered for the date specified above.
6. Please arrive at the venue 5 minutes before the start of the game on the first floor of the WMU Library, in the Open Access Area next to the circulation desk.
7. Participants taking part in the Game grant the Organisers an irrevocable, perpetual and royalty-free right to use, on multiple occasions, photographs and videos featuring their likeness, taken during the course of the Game. Recorded images may be published on the Organiser’s website and social media profiles (Facebook, Instagram) for the purpose of documenting the event and promoting the library’s activities.
§ 3 Quiz Rules - Questions
1. The game consists of 9 categories, with 5 questions in each (45 questions in total).
2. The questions may be presented by the Host by:
a. reading out the question,
b. showing a film clip and reading out a question relating to the clip being shown,
c. showing a photograph and reading out a question relating to the photograph shown.
3. The presenter shall inform the Participants of the method by which the questions will be presented before beginning to ask questions in a given category.
4. Each question and answer prepared by the Organiser is backed up by a source of information. Should a Game Participant question the accuracy of an answer prepared by the Organiser, they may request details of the source used by the Organiser. The person concerned should submit their request for the source of the answer to the Organiser via email to: informacja.naukowa@umw.edu.pl. 
5. The Host’s decision on disputed matters is unequivocal, final and binding on the participants.
§ 4 Quiz Rules - How the Game Works
1. Each team receives a game sheet from the organiser, on which they write their answers to the questions asked. The game sheet consists of one sheet of paper.
2. The questions are the same for all teams. The organiser asks a question and then gives the participants time to answer; this must be at least 30 seconds.
3. The game consists of 3 stages:
a. Stage I – the Host asks questions,
b. Stage II – the Host collects the answer sheets from the Teams and presents the correct answers,
c. Stage III – the Host checks the answers given by the Participants on their answer sheets and announces the results,
4. During Stage I, in any round, participants are not permitted to leave the table without the host’s permission. If a participant leaves the table without the host’s permission, the host may prohibit them from returning to the table until the end of Stage I.
5. To check whether the answers are correct, the Game card containing the recorded answers is handed to the Game Master, who checks them and announces the number of points scored by the Team.
6. A team receives 1 point for a correct answer. A team receives no points for failing to answer or for giving an incorrect answer.
7. The team that scores the most points wins.
8. In the event that two or more Teams score the same number of points, a tie-breaker will determine which Teams win the prizes. The tie-breaker question is the same for all Teams and involves identifying a number that is equal to, or as close as possible to, the correct answer to the given question. The aim of the tie-breaker is to identify the best Teams, who will be awarded the prizes. If a single tie-breaker is insufficient to determine the best Teams, another tie-breaker will be held; should the best Teams still not be determined, the tie-breaker will be repeated until a result is achieved.
§ 5 Quiz Rules - penalty points
1. Participants in the Game are strictly prohibited from using electronic devices such as mobile phones, laptops, smartwatches, etc., as well as any other materials that may contain answers to the questions asked during the Game. In particular, the following are prohibited:
a. sending text messages (e.g. SMS, Messenger),
b. making phone calls,
c. using the Internet,
2. If any breaches of the prohibitions set out in paragraph 1 are identified, the Organiser may issue a warning to the Team or deduct 5 points from the Team; in the event of a repeat breach of the aforementioned prohibitions, the Organiser shall deduct 10 points from the Team.
§ 6 Final provisions
1. The Game Rules are available for inspection at the Host’s premises for the duration of the Game.
2. The Organiser reserves the right to the final interpretation of the rules. In the event of any dispute, the Organiser’s decision shall be final. Ignorance of the rules does not exempt the Participant from complying with them.
