BEERFEST!!!

First and foremost, this is a FRIENDLY competition, if you can't handle losing or are short tempered, Beerfest isn't for you.  Compete and try to win, but if you don't, oh well, at least have fun with it.

Teams will consist of 3 players, each of whom must compete in all events (with the exception of events that only require 2 people).  The competition will be set up either as a tournament, or for points.  

If it is a tournament, it will be single elimination (with a consolation bracket so all teams will be guaranteed 3 matchups).  The 1st two rounds will be best of 5 series', and the finals will be a best of 7 series.  To determine what games are played, cards will be drawn (example: A=Beirut, 2=Volume Chug, etc).  Each team will draw 2 cards to determine which games are played.  If the series is tied 2-2 or 3-3, the 5th/7th deciding game will be a Pint Chug Relay (where all 3 members have 16 ounces of beer, head to head, first to finish their beer advances).

If we end up going with a point style system, there will be 8 games picked to play, with teams earning points for how they do in each game.  If there happens to be a tie at the end, the teams who are tied will do the Pint Chug Relay to decide the champions. 

POINTS WILL BE GIVEN IN THE FOLLOWING MANNER:

4 TEAMS: 1ST 10, 2ND 6, 3RD 3, 4TH 1

5 TEAMS: 1ST 10, 2ND 7, 3RD 5, 4TH 3, 5TH 1

6 TEAMS: 1ST 10, 2ND 7, 3RD 5, 4TH 3, 5TH 2, 6TH 1

7 TEAMS: 1ST 10, 2ND 7, 3RD 5, 4TH 4, 5TH 3, 6TH 2, 7TH 1

8 TEAMS: 1ST 10, 2ND 8, 3RD 6, 4TH 5, 5TH 4, 6TH 3, 7TH 2, 8TH 1

1. Turbo Quarters

OBJECT
Two teammates must each sink 5 quarters in a red cup, and chug a beer

RULES
All three players will compete in this event.  It will require two "shooters" and one "shagger".  It is a timed event.  The first shooter must make 5 quarters and then chug a 12 oz beer.  Any misses can be retrieved and returned to the shooter by the shagger.  When the first shooter puts his cup back on the table, the 2nd shooter may begin.  The clock will stop after the 2nd shooter makes his 5 quarters, finishes his beer, and puts the cup back on the table.  This event will be ran in two heats (if you choose to attempt a 2nd).  The only catch is the same teammate cannot be the shagger in both heats. The fastest time will be declared the winner of this event.
2. Speed Quarters
OBJECT
Don't let the person behind you make their quarter before you, or you're eliminated

RULES
This event will be 2-3 rounds (depending on time constraints) if there are 5 or more teams.  If there are 4 or fewer, it will be ran as one big game.  Players will sit in order (Team 1, 2, 3, 4, 5, 1, 2, 3, 4, 5 ) like in Thumper.  Of if there are 5 or more teams, one player from each team will play each round.  Every player will be given one quarter.  Players sit in a circle around the table.  The players at opposite sides of the table will start (if there are 6 players, players in seats 1 & 4 could start, also 2 &5, or 3 & 6).  Each player has a cup in front of them, when they make the quarter in their cup, the person to the left then starts shooting their quarter, when the same person is stuck with both quarters, that person is out and must drink their beer.  Play will then resume with the remaining players until there is only two players left.  In a heads up situation, on go both players will shoot their quarters and the first player to make 3 will win the round/game for their team.  Each player will be given a certain amount of points for their place in the round.  The points are strictly for this game, and don't count towards overall point totals.
3. Team Quarters
OBJECT
Make the most combined quarters after 3 rounds

RULES
This event requires all 3 teammates.  Two teammates will have 10 quarters to start, the third will be shagging.  On "GO", they will attempt to make as many quarters as they can in 30 seconds.  After the initial 10 quarters, either teammate may pick up the remaining quarters, for example, one teammate may make 12 quarters, and the other one may make 8 to get to the full 20.  At the end of the time limit, the shooters will put all remaining quarters on the table, and step back.  Only the ref(s) will count the quarters, if you empty and count the quarters on your own, your score will not count for that round!  There will be 3 rounds for this event (Teammates A&B, B&C, A&C).  The team who makes the most COMBINED quarters from all 3 rounds will be the winner.  In the case of a tie, the teams that are tied will have a one round shoot-off with any 2 of the teammates they choose.  If a team makes all 20 quarters in the allotted 30 seconds, they will be awarded 5 bonus points for each round they do it, so a "perfect" score would be 75 (20 quarters plus the 5 point bonus in all 3 rounds).
4. Paddle Pong
OBJECT
Play a game of ping pong; hit your opponents’ cup 4 times, or make the ball in your opponents’ cup.

RULES
This event requires 2 players per team per game, however each team member must play at least one game. It will be ran in a "Round Robin" style tourney (if we have 5 or fewer teams).  If there are 6 or more, teams will be split into divisions with 1st in one division playing 1st in the other, 2nd vs. 2nd, etc.  Or if we happen to have 8 teams, will be a straight up Consolation style tournament.

Games will be played under "gentleman's rules" (all lobs, no slamming the ball).  Legal serves must be made.  It is illegal and a one cup penalty to hit an opponents cup on a serve.  You must let the ball bounce once on your side before hitting it.  Game play will take place under normal ping pong rules other than these amendments.  Play will stop when the ball is unsuccessfully returned, double bounces on one side, is double/illegally hit, strikes a cup, or goes in a cup.  However, if a ball hits a cup, and the team hits the ball back and hits the other teams cup, the rebuttal will receive credit for the strike.  Winners will be team with the best record, if two teams have the same record, tiebreaker will first be head to head, then margin of victory.

5. Beer Pong
OBJECT
Eliminate all your opponents cups before they eliminate yours.

RULES
This will be ran in the same format as the Paddle Pong, and will require all 3 teammates and 15 cups per side.  In order to ensure there is no arguments about a ball hitting beer or not hitting beer, there will be no fingering/blowing.  Also there will be no "fire" rule.  Cups must remain visible at all times (no covering with hats/arms; however attempting to distract is okay).  If 2 of the 3 teammates make it, only those 2 get an extra shot ("balls back").  If two teammates make it in the same cup, it is an "explosion"  and all cups that are touching are out, if all 3 teammates make the same cup, it is an automatic win (courtesy pulls are allowed).  If the ball rolls back passed the half court line and you get if before it hits the ground, you will be awarded an extra shot, however you must start behind your side of the table when the shot is taken.  Bounces are worth 2 cups, but may be swatted away as soon as they hit the table, on a successful bounce the defenders choose the extra cup that is eliminated.  You will be allotted 2 re-racks a game, however no re-racks after explosions or balls back (you must wait until a new round to re-rack).  The first team that successfully eliminates all their opponents cups wins the game, however the other team may have a chance at a rebuttal.  If all players make the balls the last round , there will be no rebuttal.  A successful rebuttal eliminates all the other team's cups from play.  If a team makes a successful rebuttal, there will be a 4 cup overtime where there are no rebuttals or re-racks.  You can choose how you want your OT rack as either a diamond or a square.  The team that took out all the other teams cups first will shoot first in overtime.

Tiebreakers will first be decided by head to head, then margin of victory (how many cups in total you won-lost by).
6.  Cross Fire Beer Pong
This event will be ran in the same way as both Paddle Pong and Beer Pong.  It requires 2 teammates, though all teammates must play at least 1 game.  Teammates start on opposite corners of the table with 3 cups in an inverted triangle in front of them.  Each team is given one ball that sits on top of the cups until the game starts.  On "GO" the teammate that starts with the ball shoots, this game is fast paced as you do not have to wait for your opponents to shoot.  Teammates must alternate shots (if a ball rolls back, the same player can't shoot twice in a row).  If Team A makes a cup, they pull that cup out and Team B has to wait 5 seconds before they can continue shooting, however Team A just removes the cup and can continue shooting.  If one player on a team clears out all 3 of his cups, he just rolls the ball back to his or her teammate until the teammate clears their cups, first team to clear out all their cups win.

Tiebreakers will be determined first by head to head record, then by total margin of victory (+ or - how many cups won or lost).

7. Elimination Pong
OBJECT
Eliminate your opponents cups

RULES
This event will be ran the same way as the other pong games.  All 3 teammate are needed, each teammate has a set of 3 cups in front of them.  Opposing teams are across the table from each other.  It is pretty much exactly like Cross Fire, with rapid fire shooting, but you may shoot at any of your opponents cups you choose, when Team A makes one of Team B's cups, that teammate must drink, remove that cup, and roll the ball back to the other team.  Additionally, no members of Team B may shoot until their teammate is done drinking, Team A may continue to shoot.  You may bounce, but like in Beer Pong, the opponents can swat it away.  If two people happen to make it in the same cup, it is considered an explosion and that player is out of the game.  However, since it is a fast paced game, if a cup has been made, and you shoot and it hits the players hand as he is pulling the ball, there is no penalty (unless it was purposely blocked).  When all three of your cups are out, you are eliminated from the game and you must sit down, the game then continues 3 against 2.  The first team to eliminate all the other teams cups is the winner. 
8. Beer Dodgeball
OBJECT
Hit your opponents cup and drink your beer

RULES
This game is very similar to 4-Banger.  All three teammates are needed for this event.  Each teammate will have a cup of beer filled to the 12 ounce line.  There is one ping pong ball needed.  There will be a rock/paper/scissors to see which team starts the game.  Team A tries to hit one of the Team B's cups, on a successful hit, only the shooter gets to drink out of his cup until the ball is returned to the water cup.  When the ball is returned to the water cup, the referee will yell "time" and the player must stop drinking.  If Team A actually makes it in the cup, the shooter gets to take a small drink and shoot again.  Teams will alternate shots, Player 1 from Team A shoots, then Player 1 from Team B shoots, etc.   There is absolutely NO SPILLAGE allowed in this game, any spillage at all will result in the cup being refilled to the 12 ounce line.  Also if a player continues to drink after the referee has yelled "time", his cup will be refilled to the 12 ounce line.  If a cup is knocked off the table by a throw, it is considered out of the game, so you don't want to knock off your opponents cups.  When one teammate has finished his beer, the cup is removed from the table, and he may not throw anymore, but still may help retrieve the ball.  First team to finish all their beer will be the winners.
9. Bat Spin Relay

OBJECT
Spin 5 times with your head down on a bat, cross the patio and chug a beer, then come back and tag your teammate who does the same

RULES
This event requires two players per team.  A referee will say "Go" and the 1st player will spin 5 times with his head down on a baseball bat.  After that, you will walk,  run, or fall down across the patio and chug a 12 oz beer.  Then come back and tag your teammate, who will spin 5 times on the bat, cross the patio, and chug a 12 oz beer.  Fastest Time is the winner.  You can choose to do a 2nd heat, although it is not required and the teammate that did not go in the first heat must go in the 2nd.  Minor spills will be time penalties, major spills will result in a DQ for the round.
10. FLIP CUP

OBJECT
Be the fastest team to drink your beer and flip your cups

RULES
All 3 teammates are needed for this event.  Teams will line up in relay chug lines and be timed, not head to head.  Fasted time is the winner.
Each player will have two cups in front of them, one empty, and one with 12 oz of beer.  On "Go" the first player will chug their beer then attempt to flip the empty cup.  Upon a successful flip, the 2nd player will then chug their beer and flip.  If a teammate touches their cup before a successful flip, the team will be assessed a time penalty.  Any spills will be assessed time penalties at the referee’s discretion.  You are allowed to try two heats if you choose to, although it is not required.

11. Obstacle Course Relay

OBJECT
Get through the course as with the fastest time.

RULES
This event requires all 3 teammates

1) When the referee says "GO", the first person will start by attempting to make 1 quarter in either a shot glass or red cup (player's choice).  After they make the quarter, they will then go to the other side of the table where ping pong balls will be waiting and shoot at 3 red cups (in a triangle), once you make any of the cups, there will be 12 ounces of beer and an empty cup waiting, drink the full one, and flip the empty one, once there is a successful flip, teammate #2 will go through the course.  Players who aren't the current one in the obstacle course may return balls/quarters to their teammate.  When the last person successfully flips their cup, the time will be stopped.

2) The course will be broken down into parts.  The first teammate will chug 12 ounces of beer, then attempt to make a quarter in either a shot glass or a red cup.  After they make the quarter, their teammate who will drink 12 ounces of beer, then attempt to make a beer pong shot at the 3 red cups. Upon a successful make, their 3rd teammate will drink 12 ounces of beer and attempt to flip the cup.  When the cup is successfully flipped, time will be stopped.

If we go with version 1, it will be ran in one heat, if we got with version 2, you can run a 2nd heat, but the same person cannot do the same part both times (quarters must to pong/flip cup, etc).  Spillage penalties are in effect at the ref's discretion.  Fastest time wins.

12. Thumper
OBJECT
To be the last remaining player or team by repeating other players hand gestures and adding one of your own.

RULES
If there are only four teams then all players from all teams are involved in this event.   If there are 6 or more teams, each team will select two participants for this event.   Players will sit around a table alternating team members (1, 2, 3, 4, 1, 2, 3, 4, etc).  Teams will draw cards to see who gets the ace to be the first leader of the game.  All players will start slapping their knees or table as the leader yells out "What is the name of the game?" All players reply "THUMPER!" The leader then yells out "And why do we play?" Players reply "TO GET FUCKED UP!"  The leader will then make a hand gesture.  The player to the left must repeat the gesture and add one of his or her own.  The 3rd player will repeat only the 2nd player’s gesture and add his or her own and so on.  If you use a gesture that has already been used in the same round, take too long to make a gesture, or mess up the gesture of the person before you, you will have to drink your beer and be eliminated from the game.  When somebody messes up, a new round will start with the person to his or her left becoming the new leader.  At this point, all gestures from the last round are back in play.  The last person wins the game for their team.

If Thumper is played in a tournament style competition, all 6 players will sit around the table, each player will pick a specific sign that is theirs for the duration of the game.  Whenever your sign is called, you have to answer with your sign, and then use somebody else's sign, if you take too long, mess up your sign, or use a sign that is not in play, you are eliminated.

13. Volume Chug
OBJECT
Be the fastest team to finish all their beer
RULES
The event can be done by either one teammate (if they choose to chug the whole thing), or split between the teammates.  Teams will be given a large glass (minimum of 64 ounces).  The first person drinks as much as they want/can then passes to the 2nd. They do the same, then pass to 3rd.  There is no limit to how many times you can pass, however the first player cannot go again until all three players have chugged.  Fastest time will be the winners of this event.  Moderate spills will be assessed a 5 second penalty per spill, major spills is a DQ for the round at the referee's discretion.  Only 1 heat in this event.

14. Boat Race

OBJECT
Be the fastest to finish your beer

RULES
This event requires all 3 teammates who will line up in relay chug lines with 2 beers in front of them.  On "GO" the first person on the team chugs one of their cups, when he sits his cup down, the 2nd person on the team chugs one of his cups, spillage or early touching of the cup will result in a time penalty.  When the 2nd finishes, the anchor must then chug his 2 cups back to back (or he may use a bigger glass to put both beers in to chug all at once.  Then the 2nd person chugs his 2nd cup, and the 1st person chugs his 2nd cup, when he finishes his beer and sits the cup on the table, the clock will stop (basically down and back chug line), fastest time wins.  Teams are allowed to do two heats if they choose to do so.

15. Pint Chug Relay
OBJECT
Be the fastest to finish your beer

RULES
This will be used as a tie-breaker in a tournament style competition, or as a tie-breaker if two teams finish tied in a points style competition.  It requires all 3 teammates who will line up in relay chug lines with a pint (16 ounces) of beer.  You can touch the cup, but it must remain on the table until the player before you sits his back on the table.  On "GO" the first person on the team chugs their pint, when he sits his cup down, the 2nd person on the team chugs their pint, spillage or early lifting of the cup will result in DQ.  When the 2nd person finishes, the final team member will then chug their pint.  Since this is a tiebreaker, it will be ran in a head to head format, first team to finish is the champions and/or advances to the next round.

16. DAS BOOT RELAY!!!
OBJECT
Be the fastest team to finish all your beer

RULES
This event will require all three teammates in a relay chug.  The first teammate will chug a pint (16 oz) of beer.  The second teammate will have 24 ounces of beer, and the anchor will have a 1 liter Das Boot (about 34 ounces).  You are not allowed to pick up your cup/glass/boot until the teammate before you sets theirs back on the table.  You may use both hands to hold your cup/glass/boot if you choose.  Any early picking up, or any moderate spillage will result in a time penalty at the referee's discretion...or if it is in the head to head tiebreaker, a DQ will result as long as the other team successfully finishes all of their beer without any spilling. 

