Finksburg Beer Pong (Beirut) League Rule Book
Revised as of March 25, 2005
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1. Table Set Up

1-1
The table shall be in surface rectangular, 274 cm. (9 ft.) in length, 152.5 cm. (5 ft.) in width. It shall be supported so that its upper surface, termed the playing surface, shall lie in a horizontal plane 76 cm. (2 ft. 6 in.) above the floor.

1-1.1
Size of table may be any dimensions if agreed upon by playing teams.
1-2
The table shall be made of any material and must be as smooth as possible.
1-2.1
Correct smoothness shall be determined by the teams playing or the referee if there is one.
1-3
The table may or may not have a divider to divide the two sides down the middle


1-3.1
If a divider is on the table it shall not be wider than 1 inch and must be placed evenly down the middle of the table.

1-3.2
If a shot is taken and is blocked by the divider the shot counts as being thrown.

2. Cup Set Up

2-1 There shall be 14 16 oz. Party Cups (Dixie or Dart brand), 2 for ball washing, 12 for beer.
2-2 6 Live Cups shall be placed at opposite ends of the table in pyramid format as shown in figure 1 below.
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(Figure 1
2-3 The cups must be touching each other.

2-4 Back row of cups are to be touching the edge of the table.

2-5 Cups must be placed close enough to the center as possible.
2-6 It is referees decision if cups are positioned correctly only before play has started.
2-6.1
If no referee is appointed it is up to opposing team to determine if cups are positioned correctly.

3. The Ball

3-1 The ball shall be spherical, with a diameter of 40 mm. The ball shall weigh 2.7 gm
3-1.1 The weight of the ball does not have to be exact.

3-2 The ball shall be made of celluloid or similar plastic material and shall be white or any other color that is desired.
4. How to Determine Who Goes First
4-1 To determine who shoots first, the two teams shoot eye to eye. Shooter’s on both teams stare at each other in the eye and shoot.
4-1.1
If previous games were played, the winners of the previous game go first.
4-2 When a cup is made that team shoots first.
4-3 If both teams make their shot the process continues by alternating shooters.

4-4 If both teams miss their shot the process continues by alternating shooters.

5.
Shooting

5-1
Air Shot


5-1.1 
An air shot is when a ball is thrown at the cups without hitting the table before the cups.


5-2
Bounce Shot


5-2.1
A bounce shot is when the ball is thrown and the ball hits the table and then bounces toward the cups without bouncing more than once.
5-3
Ceiling Shot


5-3.1
A ceiling shot is when the ball is thrown at the ceiling and bounces off the ceiling and toward the cups.

5-3.1
A ceiling shot is optional to play. If this rule is not determined to be legal or illegal before play starts, the rule is legal.
5-4
Line Drive Shot (Laser Beam Shot)

5-4.1
A line drive shot is when a ball is thrown at the cups at a high rate of speed in an attempt to knock over the cup.

5-4.2
This shot is optional to play. If this rule is not determined to be legal or illegal before play starts the rule is to be illegal.
5-5
Straight Shot (Laser Beam shot)

5-5.1
A straight shot is when the ball is thrown in a close to straight arch often at high rates of speed in attempt to make it in the cup.
5-6
If playing on regulation table as made in rule 1-1, the player may not lean, but the player may extend arm as far as possible with out touching the table with any body part.


5-6.1
The shooters body parts may touch the table only when the player does not use complete extension of arm


5-6.2
If beer pong is not being played on regulation table, rules for leaning, extension of arms, and table touching while shooting are up to the two teams playing. If these rules are not determined before play then the elbow of the shooting arm may not pass the first row of cups.
5-7
Double Bounce shot


5-7.1
If any shot bounces more than once the ball becomes a dead ball and shall not count if it makes it in a cup.


5-7.2
Only bounces off of the table top shall count as a bounce for a double bounce shot only.

5-7.3
If the shot bounces more than once, but touches the defending team and then somehow makes it into the cup, the cup counts as sunk.

5-8
Lob Shot


5-8.1
A lob shot is a shot with a high arc.

5-9
Shooting Area


5-9.1
Player shooting area is anywhere where it is legal for a player to shoot his shot.


5-9.2
There are 2 shooting area set ups that are acceptable for play, called shooting area A and shooting area B, and must be determined before play has started. Figures 9 and 10 below show shooting Area A and B where the elbow is not to pass the black line completely.
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Figure 9 (above) shows shooting area A where the black semi-oval is the foul line where the elbow cannot pass completely. The shooter can shoot anywhere in the grey area on his half of the table. The two yellow lines must be the same distance as the blue line. Thought the picture does not show it, the two sides of the table are symmetrical.
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Figure 10 (above) shows Shooting Area B where the black line is the foul line. Unlike in shooting area A the two foul line are always parallel. The shooter can shoot from anywhere in the grey area on his side of the table.

6.
Scoring

6-1
When a shot has been sunk by an Air shot, one cup is to be removed and drank by the opposing team.

6-2
When a shot has been sunk by a bounce shot, two cups are to be removed and are drank by the opposing team.

6-3
When a shot has been sunk by a Ceiling shot, 4 cups are removed and drank by the opposing team.

6-4
Instant Win


6-4.1

When a shot has been sunk in a “drinking dead cup” the game is automatically over and the team who made the shot wins.


6-4.2
When a dead cup is sunk, the opposing team must drink every live cup on the table.



6-4.3
If shot has been sunk in an empty dead cup and the cup falls over, it shall only count as sunk only if the ball stays in the cup.



6-4.4
If a dead cup is not removed from the table within 15 seconds of being sunk, the cup is in play as a dead cup. If the team who just shot has another shot they can attempt to sink the dead cup to end the game.



6-4.5
Instant Wins can occur in regulation time, overtime, and shootouts.


6-5
If some how a shot lands in the middle of 3 or four live cups all cups are to be considered sunk and drank by the defensive team.


6-6
If a beer cup is knocked down it is to be refilled with double the original amount and drank.



6-6.1
This rule is not legal for a line drive shot unless rule 5-4 has been deemed legal before game has started.



6-6.2
If an illegal shot has been used to knock over a cup, the cup is replaced and refilled with original amount and the shot is forfeited.


6-7
Own Cup



6-7.1
If the ball is shot somehow or mishandled at anytime and ends up in your own cup the cup shall count as sunk and become a dead cup.

7.
Interference and Defense

7-1
When a bounce shot is attempted as soon as the ball touches the table the ball may be swatted away or caught.


7-1.1
If during an attempt to swat the ball a cup is knocked down, the cup is to become a dead cup and is filled double what was in it before and drank by the defensive team.

7-2
When a Ceiling shot is attempted as soon as the ball touches the ceiling the ball may be swatted away BUT NOT CAUGHT.


7-2.1
If during an attempt to swat the ball a cup is knocked down, the cup is to become a dead cup and is to be filled double what was in it before and drank by the defensive team.


7-2.2
If the ball does not successfully hit the ceiling it is considered an air shot. If it is interfered with, one cup is to be taken away and drank by the defensive team.
7-3
Any shot may be swatted, caught, or blown at only after the ball has become a live ball.
7-4
Psych outs may occur at anytime during the game.

7-4.1
Shaking of the table is not a legal psych out.


7-4.2
Touching the cups in attempt to psych out is illegal.

7-4.3
If during psyching out or doing nothing and the shot bounces off of the defending team member’s person or clothing and gets sunk, the shot shall be counted as sunk.

7-5
Any shot that has been interfered with by a defensive player in the game the shot shall count as sunk.


7-5.1
Any shot that has been interfered with by the own shooters team or himself, the shot shall count and the ball be considered a live ball and no redo shall be granted.

7-6
Any interference caused by a spectator, a redo shot is granted to the offensive team.
7-7
If your cup is in the process of falling over you may catch your cup to prevent it from falling and the cup is still in play. 


7-7.1
During the process of catching a cup, play is to be stopped until the playing field is reset for play and time in has been called.

7-7.2
During the process of catching a cup all interference rules are to be discarded until play is resumed.


7-7.3
During the process of catching a cup and the offensive team throws their second ball, the shot is to be forfeited and the defensive team is to become the offensive.

7-7.4
During the process of catching the cup, if the ball stays in the cup, the cup counts as sunk.

7-8
If the ball is spinning in the cup, the ball may be blown or fingered out of the cup.


7-8.1 
As soon as the ball touches the contents of the beer the ball is considered sunk.


7-8.2
Girls blow, guys finger. If a guy blows, then he is to be embarrassed and if he successfully blows the ball out of the cup, the cup shall count. Girls can finger or blow.

7-9
In the event of any defensive or offensive player knocks over their own cup(s) the cup(s) is to be refilled double and is considered a dead cup.




7-9.1
In the event that the falling cup some how falls and the beer pours into another cup the beer is to be poured back into the original cup and the cup will not count as sunk and will be replaced as a live cup.

7-10
If a shot is blown at before becoming live or dead, a penalty shot shall be granted.


7-11
If a shot is blown at before becoming live or dead and the shot is made, then no penalty shot shall be granted and the cup is considered sunk.

8.
Turns

8-1
Both teams take two shots per turn, one shot per shooter, until game is over.


8-1.1
If referee calls timeout and the offensive team shoots during time out. The throw is forfeited.


8-2
If the offensive team makes both shots, they get both balls back and shoot again.
9.
Game Ending


9-1 
The game shall end when rule 6-4 occurs.

9-2
The game shall end when all of the opponent’s cups are sunk and rebuttals by the other team have failed.
10.
Rebuttals

10-1
Rebuttals occur when the opposing team makes their last cup.


10-2
The last cup is not to be drunk until rebuttals have failed.

10-3 
Potential losing team now has a chance to make every cup by process of Make-it Take-it.

10-3.1
Make-it, Take-it means that if the player shooting his rebuttal makes the shot he gets to shoot until he misses. Each player shooting rebuttals gets to Make-it Take-it.


10-4
Rule 10-3 is to be discarded when only one cup per team is standing. 


10-5
One to one Rebuttals.


10-5.1
If offensive team makes one ball in the cup, then each player on the rebuttal team gets one shot to make the cup and send into overtime or shootout.



10-5.2
If offensive team makes both shots in final cup then they do not get the balls back. The rebuttal team then gets one shot per person and must make both shots in order to send the game into overtime or shootout.


10-5.3
Reversed Rebuttals- This occurs when the final cup is made, the rebuttal team makes both of their shots. The rebuttal team does not get the balls back. The balls go to the opposite team and they are now considered the rebuttal team and now must make at least one shot to send the game into overtime or shootout. Each player only gets one shot.

10-6 
Every shot made during a rebuttal counts and the opposing team must drink the cups that are sunk. If there is only one cup left it is not to be drunk unless the game is over or sent into overtime. 

10-7
If rebuttals are successful and a shootout has been determined by rule    11-4 both of the final cups are to remain on the table.


10-8
Rebuttals shall not be given when rule 6-4 has occurred.

10-9
If a bounce shot is made during a rebuttal it shall count as 2 cups.

10-10
If a ceiling shot is made during a rebuttal it shall count as 4 cups.
11.
Overtime, Shootouts or Ties

11-1
Overtime, shootout, or a tie may occur if the rebuttals are made successfully.



11-1.1
Whether overtime or shootout is to be determined before the start of the game or when the time occurs that it must be decided. In order for a tie to occur, it must be agreed upon by both teams before the game is to start that there is no overtime or shootout to occur.

11-2
If a tie is determined to be the ending situation then the game ends and both teams drink their final cups. If a rematch is desired then the game must be the next game played.



11-2.1
During tournament play there is to be no ties in single or double elimination tournaments. Ties are okay in other tournament styles.

11-3
If overtime is determined, then both teams drink remaining cups and each team sets up three cups in a pyramid style on opposite sides.



11-3.1
The team that shoots first in overtime is the team that did not shoot last.


11-3.2
Overtime is played the same way as a regular game.


11-3.3
There shall not be more than two overtime rounds.


11-3.4
If two overtime rounds have been played and a winner still has not been determined then a shootout shall be played.


11-4
If a shootout is agreed upon by the two teams or has resulted from two overtime rounds.


11-4.1
Both final cups remain on the table.


11-4.2
The team that shoots first in the shootout is the team that did not shoot last. 


11-4.3 
Each turn in shootout consist of one shot per player on each team.


11-4.4
If one or both shots are made then rebuttals are to occur as stated under rule 10-5.


11-4.5
Shootout is to continue until rebuttals have failed and game has ended.
12.
Cup Reformation


12-1
Live Cups shall be reformed when four cups are standing.



12-1.1
The live cups shall be placed in a diamond pattern, only in the order of 1-2-1 as in figure 2 below. This is also called the Desperate Diamond or Double D.
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( Figure 2


12-2
Live Cups shall be reformed when 3 cups are standing.


12-2.1
The live cups shall be placed in a pyramid (frontways pyramid) or sideways pyramid as shown in figures 3 to 5 below.
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Figure 3 (pyramid)
Figure 4 (sideways pyr.)
Figure 5 (sideways Pyr.)


12-3
Live Cups shall be reformed when 2 cups are standing.


12-3.1
The live cups shall be placed in a line form of one cup in front of the other in the center of the table or side by side with the middle of the 2 cups in the center of the table as shown in figures 6 and 7.
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Figure 6


Figure 7


12-4
 Live Cups shall be reformed when 1 cup is standing.


12-4.1
When only 1 live cup is left, it shall be touching the edge of the table in the center as in figure 8 below.
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Figure 8


12-5
Live Cups shall only be reformed when asked by the opposing team.

12-6
The referee shall not enforce rules 12-1 through 12-5 until reform is called by the opposing team.

12-7 
Cups may be reformed in the middle of turns.

12-8
Only one reform per team per game.


12-9
There are no reforms in 3 cup overtime.

13.
Water Cups


13-1
Each team shall have one water cup to clean off ball.



13-1.1 
Cup shall be refreshed no more than twice a game and can only be enforced by the referee or if both teams agree upon the water being too dirty.

13-2
Before each throw, the ball must have touched water in water cup with the exception of rule 13-2.3.



13-2.1
If ball did not touch water before throw and the shot was made, a penalty shot shall be given to the defensive team.



13-2.2
If ball did not touch water before shot and the shot was not made, no penalty shot shall be enforced and the shot shall be forfeited.


13-2.3
The ball does not have to touch the water before a throw if the ball did not touch the ground after it has been thrown by the opposing team.


14.
Definitions

14-1
Dead Cup



14-1.1
A cup becomes dead when a shot has been successfully made.



14-1.2
A dead cup is any cup that used to be in the field of play but has been taken away because a shot has been sunk.



14-1.3
A dead cup can be a cup that is empty or is in the process of being drunk or is sitting with beer in it.


14-2
Psych Outs


14-2.1
A psych out is defined as any attempt to distract the shooter whether it be noises, gestures or anything you can think of to distract the shooter.


14-3
Redo Shot




14-3.1
A redo shot consists of the team who just shot to retake their shot because of some rule violation or settled dispute.

14-4
Optional Rules


14-4.1
Rules laid out in this document that must be determined legal or illegal before play has started.

14-5
Additional Rules (House Rules)


14-5.1
Rules that are not written in this document but have been agreed upon before play has started also known as house rules.


14-6
Dead Ball



14-6.1
A dead ball is a ball that has not been thrown or has already been thrown and is deemed no longer in play because of a double bounce shot or the ball has passed any edge of the table.


14-7
Live Ball




14-7.1
A live ball is a ball that has bounced off of anywhere at least once and can be legally guarded by blowing, fingering, or swatting.


14-8
Sleepy Ball



14-8.1
A sleepy ball is a ball that has just left the hands of the thrower and cannot be legally guarded at anytime.


14-9
Penalty Ball



14-9.1
A penalty ball is a ball that has just left the throwers hands during a penalty shot and cannot be defended including blows and figering.

14-10
Swat



14-10.1
A swat is anytime a ball is or can be hit away by the defending team.


14-11
Sunk



14-11.1
A sunk is when a ball has successfully made it into the cup and the cup becomes dead.


14-12
Shot



14-12.1
A shot is anytime the ball leaves the hand from the shooting team when attempting to throw and has passed the edge of their side of the table.

14-13 Drop



14-13.1
A drop is when the shooting team mishandles the ball and the ball has accidentally come out of the hand of the offensive team.

14-14
Beer Cup



14-14.1
A beer cup is any cup that is live.

14-15 Live Cup



14-15.1
A live cup is a beer cup that has not become dead and is in play on the table top.


14-16 Bounce



14-16.1
A bounce is when ever the ball touches anything besides a person.


14-17
Resurrected Ball



14-17.1
A resurrected ball is any ball that has become dead by passing any of the outer edges of the table and has come back onto the table by contact of the persons of the defending team of any kind which includes but is not limited to mishandling of the ball, accidental contact, and swatting or catching of the ball.

14-18
Drinking Dead Cup



14-18.1
A drinking dead cup is a Dead cup that has beer in it and is in the process of or is being drank by a player on either team.


14-19
Catch (caught)



14-19.1
A ball is considered caught when the fingers of the catching hand grasp the ball.

14-20
Block



14-20.1
A ball is blocked when the hand is placed in front of the shot with no movement and no grasping of the ball in order to prevent the ball from making it into the cup.


14-21
Skunked



14-21.1
A team is considered skunked when it loses because of rule 6-4.
15.
Referee


15-1
Referee shall be appointed by the teams who are playing or by the home or organization that is in charge of the game.

15-2
If no referee is appointed when the game has started no referee shall be used for that game and rules are to be enforced by both teams playing and disputes are settled by prospectors who saw the disputed play.

15-3
The referee shall enforce all rules.


15-3.1
Rules listed under section 2 shall only be enforced by opposing team with the exception of rule 2-6.


15-3.2
Rules 12-1 through 12-5 shall only be enforced by the opposing team.


15-3.3
The referee shall enforce rules 15-3.1 and 15-3.2 only when a team fails to obey the opposing team.

15-4 
If a situation is to occur where there is no rule for what has taken place, then the referee shall make up a rule only for that game and a new rule shall be added to this document afterward addressing the situation that had occurred.


15-5
If no referee is appointed and there is no rule in place for the situation that has occurred then a redo shot shall take place.


15-6
If a player thinks a rule has not been followed then the player can appeal to the referee.



15-6.1
The referee cannot enforce a rule that has not been followed if he did not see that the rule has been breached.


15-6.2
A player can appeal at anytime as much as he wants.


15-6.3
If the referee believes that a player or team has been appealing too much, the referee shall place a restriction on both teams or refuse anymore appeals to that individual team or player.



15-6.4
If a video camera is being used for the game, then Instant replay can be used.


15-6.5
If Instant Replay is being used, then each team shall not ask for replay more than twice during the regulation game.



15-6.6
If during overtime each team shall be given one replay chance per overtime. Replays do not carry over into other rounds or games.


15-6.7
Unlimited replays during overtime.



15-6.8
The referee shall not overturn a call using replay unless he has clearly sees the violation in question.


15-6.9
If there is no referee then there shall be no appeals nor instant replay.

15-7 
If Referee becomes incapacitated or no longer able to referee the game then both teams shall either agree to continue without referee or appoint a new one.

15-8
The referee shall not be biased in his decisions and if he feels he will be biased or unfit he can appoint someone to take his place either before the game or during the game.
16.
Beer

16-1
Two 12 oz beers per side shall be distributed throughout six cups as evenly as possible on each side.


16-1.1
More than two beers maybe used only if agreed upon before game has started, a set amount has been chosen and both sides abide by the rule.


16-2
Any beer can be used as long as its alcohol content is not less than 4.5%.

16-3
If playing teams, the drinking is alternated, for example person A drinks a cup then person B drinks a cup and so on.

16-4
If only one person on a team, he drinks all of his own cups.

16-5
Loser(s) drink(s) all of the remaining beer on table.


16-5.1
If recycling is agreed upon before the game has started, the losing team does not have to drink the remaining beers and shall recycle them to the next game.


16-5.2
If recycling is agreed upon and a team has been skunked the losing team must drink the table.

17.
Teams


17-1
Teams shall be no more than two people each.


17-2
Games can be played one on one, two on one or two on two.


17-3
Teams in a tournament must have 1 player if playing singles and 2 players if playing doubles.

18.
Penalty Shots


18-1
A penalty shot is only to be awarded for rule 13-2.1 and rule 7-10.

18-2
The penalty shot shall be taken after the offence has occurred.

18-3
A penalty shot consists of one shot.

18-4 
The person who takes a penalty shot shall be decided by the team taking the shot.


18-5
If a penalty shot is interfered with by a player, the shot counts and another penalty shot shall be granted.

18-6
If penalty shot is interfered with by a spectator, the shot does not count and a redo penalty shot shall be granted.


18-7
All rules listed under section five shall be followed.

18-8
Psych outs are not legal during a penalty shot.

18-9
The defending team may not blow or finger a Penalty shot.
19.
Tournament play 

19-1
A tournament maybe set up if desired. 


19-2
Tournament brackets and the set up (order) of brackets or games are determined by the teams playing.

19-3 
Rules shall be uniform for the entire tournament.

19-4
Optional Rules shall be determined before tournament play has started and shall not be changed later.

19-5
If a rule is created by the referee due to the terms laid out in rule 15-4 that rule shall remain until end of tournament.

19-6
All rules in this document apply to tournament play.
20.
Optional and Additional Rules


20-1
Additional rules may be applied only if agreed upon by both teams playing.

20-2
Additional rules may be applied to tournament play if decided upon before tourney play has started.


20-3
Optional Rules



20-3.1
Optional Rules shall only be applied if agreed upon by playing teams before game starts.



20-3.2
Optional Rule- Pool of Death is when a bowl is placed in the middle of the table and is filled by spectators passing by. If the shooter makes it in the bowl, the shooter must drink the bowl before the game is to restart.


20-3.3
Optional Rule- 10 cups may be used instead of the regulation six.



20-3.4
Optional Rule- Pyramid play where cups are stacked on top if each other in the form of a 3D pyramid.



20-3.5
Optional Rule- 3 shots per turn can also be played instead of 2 shots per turn.


20-3.6
Optional Rule- Bonus Ball can also be played where one of the two balls is differently colored and when that ball becomes sunk the team gets the balls back.


20-3.7
Optional Rule- No defense can also be played, where there is no psych outs, blowing, or fingering.


20-3.8
Optional Rule- No fingering allowed, only blowing.



20-3.9
Optional Rule- Full contact beer pong where the possetion of the ball is determined by who gets the ball and yes tackling is allowed hence full contact.



20-3.10
Optional Rule- Shot Clock- where each team has a certain amount of time to shoot their 2 shots. If time expires their shot(s) are forfeited. The ball must leave the hand before time is up (Just like in Basketball).
21.
Timeout


21-1
Shall only be called by referee.

21-2
Shall never be called unless the guidelines under rule 7-7 have occured.

21-3
If referee calls an illegal time out and the ball is thrown, the shot is to be dead and a redo shot shall be granted.


21-4
If rule 20-3.10 is in play then there is a maximum of 5 timeouts per game per team.

22.
Misconduct


22-1
If a player refuses to abide by referees ruling the player may be ejected from the game by the referee.



22-1.1
If two people are on a team, the remaining player may decide to play by himself for remainder of game or ask the other team to find a replacement; if no replacement is available the remaining player must play alone or forfeit and drink all live cups.



22-1.2
If both players are ejected then the team automatically forfeits and remaining drinks are recycled.



22-1.3
If only one player is on the team and is ejected the player automatically forfeits the game and the remaining drinks are recycled.


22-2
The referee cannot eject a player without giving him a warning first.


22-3
A warning can only be issued to a team member, not to the team as a whole.


22-4
If there is no referee and a player or team decides not to abide by a rule that is set in this document the game is to be abandoned or resolved between the two teams.


22-5
If a player becomes a danger to himself, other players or prospectors he is to be ejected by a referee or by all of the other remaining players unanimously including his own teammate.
