
 

 

 

Thanks for purchasing OnTop Pro.  I hope you will find this game strikes a perfect balance between a fun recreational activity and a friendly competitive 

environment.  This is great for the outdoors (camping, barbeque, tailgating, etc...), but also great fun playing indoors in a basement, bar, or any area where you 

have 12-15 feet of unobstructed space.  Please visit our website @ theontopshop.com for more information, or Instagram @ontopballtoss 

OnTop Pro Teams: 

• Each team consists of 1 or 2 players.  

• Each team plays with a set of 3 like colored balls (6 balls, total).   

OnTop Pro Official Match Play: 

• A flip of a coin decides who starts the match (loser starts the match by tossing first). 

• Points are awarded, at the end of each round, to ONLY the player OnTop (Except for the Juice Box Method & “Error to the Thrown” Method). 

• No points are awarded for balls that travel between the bars into the tower.   

• The Official distance between game units is 15 feet.  Place towers with logo’s facing each other. (This distance can be modified based on skill level of 

participants in friendly competition, such as 10-12 feet) 

• The Official throw line is an imaginary line that runs along the front of the base. 

• Official match play allows for players to toss either underhand (think slow pitch softball), or overhand (think darts or a free throw).   

• Team’s alternate tosses until all 6 balls are tossed.  The team “OnTop” at the end of the round is awarded points, based on the method of play, and 

tosses first the next round (or half round).  If no balls were tossed into the tower, the last team OnTop goes first in the next round. 

o Tournament Play: If no balls were tossed into the tower during the round, the team that tossed last, tosses first in the next round. 

• First player/team to reach 20 wins the match.  When a player/team exceeds 20 points it is called a “Screamer” (or Bust).  The player with the Screamer 

subtracts the number of points scored in the round from their score entering the round.  For example, if the player had 18 entering the round and scored 

4 points in the round, their new score would be 14 Points (18-4). The  Screamer tosses first the next round.  The Screamer does not apply to Positional 

Points, Winner Take All, Juice Box, and Poker Methods of Play.  Matches to 20 do not apply to the following methods of play:   Round Play, OnTop 

Baseball, OnTop Football, OnTop Golf, OnTop Bowling, Addition by Subtraction, and OnTop 6. 

http://www.ontopballtoss.com/


 

 

  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

End Of Round Scoring: 

THE PLAYER WITH THE TOP BALL WINS THE ROUND AND THE POINTS 

• THE TOP BALL IS WORTH 2 POINTS AND EVERY ADDITIONAL BALL OF THE WINNING PLAYER IS WORTH 2 POINTS, 

REGARDLESS OF POSITION WITHIN THE TOWER. 

• THE OTHER TEAM DOES NOT EARN POINTS AS A RESULT OF BEING CANCELED BY THE TOP BALL. 

 

  SCORING EXAMPLE ILLUSTRATION: RED WOULD EARN 6 POINTS FOR HAVING THE TOP BALL AND THE 2 RED BALLS BENEATH IT.  ALL BLACK BALLS ARE 

CANCELED BY RED’S TOP BALL. 

  

OnTop Traditional Method of Play 



 

 

  



 

  



 

 

 



 

 



 

 



 

 



 

 

 



 

 

 



 

 

 



 

 



 

  



 

 

OnTop Pro Baseball  

• Teams decide before play begins how many innings will be played in the game, and who is home team.   

• Each round is treated as the top half, or bottom half of the inning, with the visiting team batting in the top half, and the home team batting in 

the bottom half of the inning.  

• The only team who can score during an inning (round) is the team at bat. 

• In OnTop Baseball, each missed ball is treated as a strikeout.  The team at bat tosses their balls in succession, until they put their first ball in play 

(in the tower).   

• After their 1st ball is made, the team in the field (defense), tries to throw them out by tossing their first ball OnTop of their opponent.  If they 

miss, the ball in the tower is treated as a base hit.  

• The defensive team only tosses a ball if there is an offensive ball in the tower.  For example, if the offensive team misses their first toss, the 

defense does not toss a ball because it’s an out. Once an offensive ball is made, the defense will toss one ball to try to get them out. 

• Play continues until the team at bat (offense) has 3 outs, or all 6 balls have been tossed.  

EXAMPLE   

(Top of the Inning) 

▪ 1st ball missed – 1 Out  

▪ 2nd ball made 

• Defense tosses, and make ball – 2 Outs 

▪ 3rd ball missed – 3rd Out 

• SCORE IS 0-0 (GO TO THE BOTTOM OF THE INNING) 

(Bottom of the Inning) 

▪ 1st ball made 

• Defense tosses but miss – Base Hit 

▪ 2nd ball made 

• Defenses tosses their 2nd ball and makes throw – Double Play (2 outs) 

▪ 3rd ball made 

• Defense misses with their final toss – RUN SCORES 

• SCORE 0-1 (GO TO THE TOP OF THE INNING) 

    (Top of the next Inning) 

▪ Team at bat misses all 3 tosses (Struck out the side. Go to the Bottom of the 2nd with the score still 0-1) 

 

Scoring 

 (Only awarded if offensive player finishes OnTop): 

1 ball On Top:  Home Run (1 run) 

2 consecutive balls:  2 Run Home Run 

3 consecutive balls:  Grand Slam (3 Run Home 

Run + 1 run bonus) 

If the score is tied after regulation (agreed upon 

innings), the game goes into extra innings.   

 

 



 

 

 

OnTop Pro Bonus Ball 

• The bonus ball method can be combined with any one of the previously mentioned methods, except for OnTop Golf, OnTop Baseball, and OnTop 

Football. 

• During the course of a match, each team can choose to toss the Bonus Ball as their last ball within the round of their choosing.   

• Teams can only toss it once per match.   

• Before the Toss, the player must announce it as a “Bonus Ball”.   

• If this Bonus Ball is OnTop at the conclusion of the round, the winning teams point total becomes equal to their opponents.  For example, if the 

score is 18 to 6, and the team with 6 points successfully tosses the Bonus Ball OnTop, the score becomes 18 to 18.   

• But if they fail to put the Bonus Ball in the tower, their point total returns to 0.  They cannot throw the Bonus Ball again for the remainder of the 

match.   

• However, if a team’s Bonus Ball is thrown into the tower, and their opponent ends the round On Top, the opponent automatically wins the 

match.  For example, if the score is 18 to 6, in a match being played to 21, and the team with 6 successfully tosses the Bonus Ball in the tower, 

BUT the other team ends the round On Top, they automatically win the match. 

 

ZIPPER (SUDDEN DEATH)  

(Does not apply to Round Play, OnTop Golf, OnTop Bowling, OnTop Baseball, OnTop Football, OnTop 6, or Addition through Subtraction) 

• After 2 consecutive rounds of neither team being awarded points due to the SCREAMER RULE (BUST), a final round is played with the team OnTop at the 

end of this round declared the winner.   

o Example:  Team Y has 14 Points & Team Z has 14 Points, in a match to 16.  In the next round Team Y prevents Team Z from winning, but in the 

process has too many points to win themselves.  In the second round, Team Z prevents Team Y from winning, but also in the process has too 

many points to win.  Team Y and Team Z would then go to Sudden Death where the team finishing OnTop in the next round would be declared 

the winner. 

 

RUDZ RULE Instant Win 

Once the balls become pliable from gameplay, it is possible (but very uncommon) for a tossed ball to come to rest on the top rim of the tower.  If this happens, 

and the ball is still perched on the top rim at the conclusion of the round, the player/team automatically wins the match.  This is known as the “RUDZ Rule”, 

named after a gentleman who played at a beer festival.  He earned zero points throughout the match when, in the final round, tossed a ball that settled on the 

top rim. 



 

 

“Alternatives to the Alternate” Methods? 

As if 15 methods were not enough, we have included some variations to add value and variety to the OnTop experience.  Check them out … 

16.   OnTop Bocce Ball  

• Play traditional Bocce Ball, using the OnTop Balls as bocce balls.  Use a golf ball in place of the Pallina ball.  Score according to Bocce Ball 

  

 

17.   OnTop Opponent Grab 

• Teams can combine most every method of play with the Opponent Grab option.  The Opponent Grab option gets 3 of 4 players involved 

during each toss. 

• Rules for Opponent Grab 

o A toss must pass the tower completely for the Opponent Grab to be utilized. (If the Grab took place over the top of the tower, or in 

front of the tower, it’s considered a foul and results with the ball placed in the tower as though the player made the toss). 

o The player from the opposing team can Grab (catch) balls missed by the other team as it passes the tower.  If they catch it, they must 

hold onto it until the round is over. 

o However, the teammate of the player tossing the errant ball can swat the ball away (CANNOT CATCH IT), preventing the opponent 

from grabbing it.   

▪ Scoring is as follows: 

• Every ball grabbed by a player is worth a 1 point deduction from their opponents score, provided the player held onto 

the ball the entire round.  For example, if they caught an errant ball but dropped it in an attempt to catch or swat 

another toss, the original catch is nullified. 

• (As an alternative to Opponent Grab method, teams can flip the objective, where a player tries to catch their team 

balls and swat away opponents.  In the alternative, a team would be awarded 1 point for every “grab” of their own 

balls.) 

 

 

 

 

 

 

 



 

 

18.   OnTop Center of Attention 

• An OnTop tower is placed in the center of the playing area, with players equidistant from the center.  

• The match is played in the same manner as the “normal” way, except the tower is centered.  With this arrangement, you can have several 

teams playing at once, either as individuals or teams of 2. (If you have more than 2 teams, more balls will be needed) 

• Turns would be taken by going clockwise, with the round starting with the player winning the previous round going first. 

• If more than 2 teams are playing, it’s quite possible the chamber can fill up with balls before the round is complete.  If this happens, the 

round ends when the chamber is full (last visible ball, or portion of ball), even if there are balls left to toss.  The player (ball) on top at this 

point is considered the winner of the round. 

 

19.  OnTop 4-Square   

 



 

 

20.   OnTop Take the Tower 

 



 

 

 

23. OnTop Combo (Not really a method, but….) 

 

These illustrated OnTop methods are just examples.  You can combine any 2 of your choosing. 



 

  



 

  



 

  



 

 

Caring for your game unit & other suggestions: 

1. The towers should not be left outdoors. 

2. The towers have rubber feet at the base to minimize movement.  However, on slick surfaces such as hardwood or smooth concrete, and on uneven 

surfaces such as asphalt, the towers tend to “scoot”.  If you find that there is too much movement during gameplay, I recommend placing the towers on 

a mat with a rubberized backing, like a door mat.    

3. The proper placement of the OnTop Towers is 12-15 feet apart, with the OnTop Logo side facing each other. 

4. Do not pull balls through the bars.  This shortens the life of the ball by stressing the covering & stitching.  Either pull the ball stop pin in the base, or 

guide the balls out of the top of the tower. 

5. Over time, the metal bars may become loose (for towers with metal struts).  If so, use the hex wrenches included with your game towers to retighten the 

struts to the chassis plates.  Be sure to orient the struts so that the strut wall is flush with the ball hole. 

 

 

                                         

PATENTED 

OnTop Ball Toss LTD. 

(RJ Schirmer Creator/Owner) 

 

 

 

OnTop Ball Toss - It’s How You Finish! ® 


