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1.1 The Pitch 

The layout of the beersbee pitch can be seen in Figure 1.  

 

Figure 1: Pitch Layout 

 There is no regulation width or length of the pitch, however the poles 
must be placed 35 feet away from each other along the centerline of 
the length of the pitch (see Figure 1). All players on each team stand in 
their respective zones while playing. 

 Any object (tree or bush) that is naturally in the field of play (the 
rectangle) extending upwards can obstruct a frisbee throw. A throw that 
hits such an object will be treated the same as any other throw. 

 The team to throw first will be decided by a frisbee flip (up or down) 
home team captain to call in the air. The referee will announce the 
beginning of the game. 

1.2 THROWING & CATCHING 

1) Players must throw the frisbee from behind the throwing line. If the 
frisbee is not thrown from behind the throwing line the referee will 
warn the offending player and issue a re-throw. 
 

2) All players on the team must throw in sequential order based on their 
starting positions. If players switch positions part way through a game 
the ORIGINAL throwing order must be maintained. 

Center line 

Side line 



 
3) If an offending player throws the frisbee and it lands or bounces in the 

center-field before it crosses the defending teams throwing line a 
‘Penalty shot’ will be awarded to the defending team. The next player in 
the defending teams throwing order will throw the frisbee at the spot 
where the original throw landed in center-field as determined by the 
referee. 
 

4) If a player throws the frisbee and it lands before the center line on 
his/her side of the pitch a Penalty shot will be awarded for the other 
team in the center circle regardless of where the frisbee landed. 

 
5) If an offending player throws it over the defending teams line and it is 

determined by the referee to not be REASONABLY catchable, the team 
that threw the ‘Uncatchable’ frisbee must each take one drink. 
Uncatchable throws can be too far right, too far left, or higher than the 
defender can jump. 

 
6) If an offending player throws the frisbee out of bounds to the right or 

left of the sidelines before it crosses the opposing teams throwing line 
the throw will be deemed Uncatchable, and the offending team must 
each take one drink. 

 
7) The defending team must catch the frisbee BEHIND the plane of their 

own throwing line. If the frisbee is caught by the defending team in 
from of the line a re-throw for the thrower will occur. If the frisbee is 
caught in front of, or within hitting distance of the pole one point will be 
awarded to the team who threw.  

 
8) If the defending team unintentionally makes an astounding or inspiring 

catch of either the cup or the frisbee, the entire throwing team will take 
a drink. 

 
9) If a frisbee is thrown and it lands exactly on top of the defending teams 

throwing line a ‘Liner’ is declared and all players in the game must take 
one drink. 

 
10) During timed rounds the referee will indicate the end of the game either 

by announcing or a whistle. At this point BOTH teams will have one 
throw left each to finish their games.  

 
11) Should an unforeseen offense occur the referee may declare a Penalty 

shot for the other team taken at the center circle. 
 

12) After any hit, the defending team has the option to ask the referee to 
hammer the pole back into place to ensure fair play. Teams may not 
request a re-hammer for another team. Teams may not abuse this 
action, if the referee feels a team is wasting time, a warning may be 
given, followed by a penalty shot for repeat offences. 

1.3 SCORING 

1) One point is awarded for hitting the cup off of the defending teams 
pole. 
 

2) One additional point is awarded if the defending team fails to catch the 
cup and it hits the ground.  
 

3) No points are awarded for hitting the pole if the cup does not come off 
the pole and become airborne.  

 
4) While defending, if the frisbee bounces off of a player into the pole OR 

in the process of catching the defending team knocks the cup off the 
pole in any manner, a SINGLE point will be awarded to the offending 
team ONLY if the cup hits the ground. 

 
5) If the cup is knocked off of the throwing teams pole during their throw 

or by a team member while on offense, NO points will be awarded. 
 

6) Cups knocked off by wind or earthquakes do NOT constitute valid 
points. 

 
7) In rounds with time limits, once the game has officially ended the team 

with the most amount of points wins the game. If the game is tied it will 
go to overtime (See Section 1.5). 

 
8) In rounds with no time limits games must be won by TWO points. 

Scoring continues beyond the game scoring limit until one team incurs a 
two-point lead. 

 
9) Special scoring rules apply for shootouts (See Section 1.5). 



1.4 DRINKING 

1) All players on the defending team must drink if the cup touches the 
ground. 
 

2) All players on the defending team must drink if the frisbee touches the 
ground behind their throwing line and was deemed catchable. 
 

3) All players on both teams must drink for a Liner. 
 

4) All players on the offending team will drink for an amazing or inspiring 
catch made by the defending team. 

 
5) All players on the throwing team must drink if someone on their team 

takes a penalty or throws an uncatchable shot. 

1.5 OVERTIME/ SHOOTOUT 

1) In a timed round if the game is tied after final throws, the game will go 
to a shootout. 
 

2) In the shootout, the cup MUST hit the ground for a point to be awarded. 
 

3) The shootout will start with a single shooter from the team who lost the 
frisbee flip at the beginning of the game. 

 
4) The defending team will choose a SINGLE defender to face off against 

the opposing shooter. 
 

5) The shooter will throw from the center circle. 
 

6) The shootout will cycle through all players on BOTH teams until every 
player has thrown and defended. The team with the most points in the 
shootout will win the game.  

 
7) Should the game not be decided after all players on both teams have 

thrown, the shootout continues in the same shooting order. The game 
will be decided by the most amount of points gained in that single 
round. (The round consisting of Team A shooting, then Team B 
shooting). Rounds continue in the original shooting order until the game 
is decided. 

1.6 TEAM ROTATION 

1) Teams will only field three players at a time. Any remaining players will 
remain in an off-field position until they are rotated in, these players will 
be called substitutes or “subs”. A sub will rotate into play after a hit for 
either team, while one player on the field rotates to an off-field 
position. Players are not required to drink while in an off-field position. 
 

2) The rotation of the frisbee throws and the players must go in opposite 
directions. Players will rotate to the left, frisbees to the right. After a hit 
for either team, both teams will rotate to the left. The left most player 
will now become a sub while the sub who is next in line will enter the 
game on the right.  

 
3) The next frisbee throw after a rotation will take place in the same 

position as the throw that counted as a hit. This will be true for both 
teams. This ensures that no player throws twice, and that a player’s turn 
is not skipped. See figure 2 for an explanation. 

Player 1 
Player 2  
Player 3 
Player 4 (SUB) 

Player 2 
Player 3  
Player 4 
Player 1 (SUB) 

 Player 2 throws and hits 

 All Players rotate, player 1 leaves, player 2 enters 

 The next throw will be taken by player 3 

 The same rotation will occur for the opposite team 

Figure 2: Throwing position after a hit 


