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HnnDBF“.L ... the electronic version of handball that challenges

your responses and reactions in a fast moving game.
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SET UP

1. Insert GAME CARD #8 into the Master Control Unit.

2. Place the HANDBALL Overlay on the screen.

3. Turn the CENTER Coniral on the Master Control Unit to
position the VERTICAL WHITE LINE on the television screen
to the LEFT edge of the screen. (ILLUST. A)

4. Turn the SPEED Control on the Master Control Unit to the
LEFT for the slowest setting.

PREPARATION FOR PLAY

1. Both players use their HORIZONTAL and VERTICAL Controls
to position themselves in the area between the RED and BLUE
line as shown. (ILLUST. B)

2. Both players now set their ENGLISH Control to the upright
center position.

3. Only the player using Player Control 41 (indicated on the
back of the Master Control Unit) can SERVE (RESET) the ball
during the game. The scoring section will explain when the
two players exchange Player Control Units during the game.

4, The player using Player Control Unit #2 (indicated on the
back of the Master Control Unit) will not be required to use his
RESET Button at any time during a game unless the ball passes
through or around the WALL (vertical white line).

5. Player #1 should press his RESET Button to bring the ball
into play. The ball will enter the screen from the right side.
Should the ball not appear, Player #2 should press his RESET
to position the ball on the right side off the screen. Player #1
again presses his reset button. (ILLUST. C)

6. Both players should alternate hitting the ball back and forth
against the WALL until they become accustomed to the action
required.

7. Both players may now wish to use their ENGLISH Control in
order to increase the difficulty for the OPPONENT after the
ball has hit the wall. A greater challenge.
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PLAY

Before play begins, the players should toss a coin to determine
who will be the first SERVER. The SERVER must use the Player
Control Unit #1 .The SERVER positions himself between the
BLUE (SERVING) Line and the RED (SHORT) Line as the
RECEIVER positions himself between the BLUE (SERVING)
Line and the LONG Line (right edge of the screen). These
positions are assumed at the beginning of play and after each
point is scored. (ILLUST. D)

The server presses his RESET Button to send the ball smash-
ing into the wall. (The ENGLISH Control may be used.)When
the ball bounces off the wall, the RECEIVER must return it by
intercepting its flight and bouncing it back off the WALL. (The
ENGLISH Control may be used.) The players MUST alternate
hitting the ball. Once the SERVE is made, the players may
move about the court to play the shots crossing whatever lines
they desire. But, they must resume their starting positions each
time a player serves.

When the ball is in play, each player controls the ball with
his ENGLISH Control after he has hit it. He should attempt to
maneuver the ball past his OPPONENT.

SCORING

If the SERVER maneuvers the ball past the RECEIVER and off
the right edge of the screen (long line), he scores a point
(ILLUST. E). If the RECEIVER maneuvers the ball past the
SERVER, he does not score a point but does gain the right fo
SERVE. The Player Controls must be exchanged so that the
new SERVER is operating Player Control #1.

Should a player hit his own shot, he loses the point (or serve)
depending upon whether he is the RECEIVER or SERVER.

If the ball goes off the top or bottom of the screen, the player
responsible loses the point (or serve) depending upon whether
he is the RECEIVER or SERVER (ILLUST. F).

The first player to score 21 points wins.

GAME VARIATIONS
ZONING

.Th.e RECEIVER must stay behind the blue line at all times. The

SERVER must stay between the blue line and red line.

SIMULATED DOUBLES

Players alternate hitting the ball from in back and in front of
the red line.

EXAMPLE:

Player §1 hits from a point behind the red line.
Player 42 hits from a point behind the red line.
Player #1 hits from a point in front of the red line,
Player #2 hits from a point in front of the red line.
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