[bookmark: _Toc14077187][bookmark: _Toc14140235]CHAPTER ONE
1. [bookmark: _Toc14077188][bookmark: _Toc14140236]INTRODUCTION TO HANDBALL
1.1. [bookmark: _Toc14077189][bookmark: _Toc14140237]Concept of handball game
Handball is a team sport in which two teams of seven players each (six outfield players and a goalkeeper on each team) pass a ball to throw (shot) it into the goal of the opponent team. A standard match consists of two periods of 30 minutes, and the team that scores more goals should be wins the game. Modern handball is usually played indoors, but outdoor variants exist in the forms of field handball.
The game is quite fast and includes body contact, as the defenders try to stop the attackers from approaching the goal. Contact is allowed only when the defensive player is completely in front of the offensive player. Any contact from the side or especially from behind is considered dangerous and is usually met with penalties. When a defender successfully stops an attacking player, the play is stopped and restarted by the attacking team from the spot of the infraction or on the 9-metre line. Unlike in basketball, where players are allowed to commit only 5 or 6 fouls in a game, handball players are allowed an unlimited number of faults, which are considered good defense and disruptive to the attacking team's rhythm. 
Objective of the game: The objective is to score the most points by throwing the ball past a goalkeeper into the net. The team with the most goals after two periods is the winner.
[bookmark: _Toc14077190][bookmark: _Toc14140238]1.2. Historical development of Handball in the world and Ethiopia
[bookmark: _Toc14077191][bookmark: _Toc14140239]1.2.1 Historical development of Handball in the world
Countries such as Denmark, Germany and Sweden are considered as the real handball pioneers of modern times. There are five developmental stages in the world	
1. 1st stage 1911-1915
· In this stage the game can call it "goal of game"
· In this stage the game was only for females
2. 2nd stage 1917-1929
· In 1917, Max Heiser formulated the first official handball rules for women. 
· In 1919, Karl Schelenz added the rules for the men. 
· In this stage male handball game was started
· In the 20s, handball became a national sport.
· In 1926, It started to governed by under IAAF 
3. 3rd stage 1929-1936
· In 1928, the International Amateur Handball Federation (IAHF) was founded in Amsterdam. 
· At the XI (11th ) Olympic Games in Berlin, host Germany won the final – and therefore the gold medal – in the pouring rain in front of an audience of 100.000 people, beating Austria 10:6.
· Handball established their own federation IAHF
4. 4th stage 1937-1945
· The first men outdoor champions started
5. 5th stage 1946-1954
· It beginning of modern handball
·  1946 established IHF
IHF Presidents
[bookmark: 2273]1st GöstaBjörk (SWE) 1946 - 1950 
2nd Hans Baumann (SUI) 1950 - 1971 
3rdPaulHögberg (SWE) 1971 - 1984 
4thErwinLanc (AUT) 1984 - 2000 
5th Dr. Hassan Moustafa (EGY) 2000 - 
The eight founder country of the IHF are; Germany, Denmark, Holland, Switzerland, Norway,	Sweden, Hungary, Chikoszlovakia
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[bookmark: _Toc14077192][bookmark: _Toc14140240]1.2.2 Historical development of Handball in Ethiopia
Handball has a short history in Ethiopia. Before 1960 EC handball in our country was not well known. After the year 1960s E.C, it should a tremendous development throughout the country, especially in military camps and in some senior high schools. Handball sport in Ethiopia started at 1960 E.C in Addis Ababa University by the foreign teachers. Handball was introduced in Ethiopia in 1960 by foreign teacher /instructors/ who worked in AAU. Especially it was introduced to Ethiopia by AtoTekuame w/Tsadik
Then in 1961 E.C the course was given for different classes of Armed Force members in order to make participant on the tournament which will be organized by the Ethiopian Handball Federation. In 1962 EC Ethiopian handball federation was established in Addis Ababa and at the same year Ethiopia has got a temporary membership in International Handball Federation (IHF) and finally Ethiopia become member of the international Handball Federation in 1964 E.C (source written documents from handball federations). 
In Ethiopia team handball was first known in 1960 E.C when the first seminar was held between Addis Ababa University of Physical Education and Sport Organization of the country. Letter on the first official handball competition was held between Addis Ababa and some regional colleagues in 1961 E.C. In the same year during the summer time all the military members of the country, sport leader and coaches took part the course of handball by the head office of police.
There are three Developmental Stage of handball in Ethiopia these are:
1. 1st stage 1960-1964
a. In 1960 the first time handball game introduced in Ethiopia by foreign teacher in AAU.
b. In 1961 the training was given to different social classes and institutes about the basic rules of the game, in order to spread throughout the country.
c. In 1962 Ethiopia Handball Federation was established in Addis Ababa. At the same time Ethiopia apply to the International Handball federation to be member of it and accepted temporal member of IHF.
d. In 1963 The 1st Ethiopia national handball champion ship was held in Addis Ababa. Ethiopia Police College was the champion of the game.
e. In 1964 Ethiopia is become a full member of IHF.
2. 2nd stage 1965-1968
a. Handball game becomes a popular and interesting game in many part of the country. 
b. Particularly the game was played in Ethiopia by few clubs. 
c. The game introduced to children, Youths, Adults, and females.
d. In 1968 the 1st time men Ethiopia national team was participated in Egypt. 
3. 3rd Stage 1969- Present
a. It gives training of handball coaching in d/t levels.
b. And increase clubs
After the federation was established, Ethiopian handball national team was participating in Africa and in the international level. Handball teams are usually organized as clubs on national level; the clubs are associated in federations which organize matches in leagues and tournaments. But, after 1982 EC, handball sport in Ethiopia was decline from time to time and the number of clubs becomes lowered. A recent study indicates that there is no female handball clubs and there is only six male clubs remain. There is also organizational and structural failure problem revolve around the governmental and amateur service in Ethiopia Handball Federation. Handball federation prepared and included in the annual sport completion held between few number of handball clubs.
By the early 1970s and mid 1970s the military and police units in the country formed several good teams. There were 17 teams nationwide and the computation for the title was very stiff.
After the establishment of EHF in 1960s, computation were held continuously on an annual basis.in Addis Abeba alone, 10 clubs participated in various computations during the decade. Within a few years the sport had become so popular in Ethiopia that it had spread to all corners of the country. The existence of 10 women’s clubs and the different handball courts found in higher institutions, military camps, and sport training centers demonstrate how popular the sport was.
After Ethiopia becomes a member of international handball federation, the national team participated in the 1972 Olympic game held in Munich, Germany.
In the 1990s the sport was lost the attention. Because the political adjustment that came with the 1991 regime change wiped out the military team from the competition. For over two decades only a handful of teams survived to keep the sport to alive. Some of these were Federal prison, Federal police and defence who competed with each other over the last 10 years.
In regular general assembly 2015, Fiteh Woldesenbet has been elected as president of the Ethiopian handball federation (EHF) to serve for four years. After the election of FitehWoldesenbet restarted Ethiopian primer league in 2017/18 after holding discussions with the general assembly.Now a days Ethiopian handball premier league competition are underway with 10 clubs. Such as; Cherkos, Defence, Gondar, Dire Dawa, Colfie, Maremia, Butajira, Federal police, Mekelie, Duramie.













[bookmark: _Toc14077193][bookmark: _Toc14140241]	CHAPTER TWO
2. [bookmark: _Toc14077194][bookmark: _Toc14140242]BASIC RULES OF HANDBALL GAME
[bookmark: _Toc14077195][bookmark: _Toc14140243]2.1. Playing field
Handball is played on a court 40 by 20 meters, with a goal in the center of each end. The goals are surrounded by a near-semicircular area, called the zone, defined by a line six meters from the goal. A dashed near-semicircular line nine meters from the goal marks the free-throw line. Each line on the court is part of the area it encompasses. 
Diagram 1: The Playing Court:  Dimensions indicated in cm
[image: ]
.[image: ]
Diagram 2: How to measure the court, Goal Area and Surroundings

[image: ]
Diagram 3: The Goal


[bookmark: _Toc14077196][bookmark: _Toc14140244]2.1.1. Goals
Each goal has a rectangular clearance area of three meters in width and two meters in height. The goal posts and the crossbar must be made out of the same material (e.g., wood, aluminum or metal) and feature a quadratic cross section with sides of 8 cm (3 in). The three sides of the beams visible from the playing field must be painted alternating in two contrasting colors which both have to contrast against the background. The colors on both goals must be the same.
Each goal must feature a net. This must be fastened in such a way that a ball thrown into does not leave or pass the goal under normal circumstances. If necessary, a second net may be clasped to the back of the net on the inside.
[bookmark: _Toc14077197][bookmark: _Toc14140245]2.1.2. Goal area line (D-Zone)
 This area is delineated by two quarter circles with a radius of six meters around the far corners of each goal post and a connecting line parallel to the goal line. Only the defending goalkeeper is allowed inside this zone. However, the court players may catch and touch the ball in the air within it as long as the player starts his jump outside the zone and releases the ball before he lands.
If a player contacts the ground inside the goal perimeter, or the line surrounding the perimeter, he must take the most direct path out of it. However, should a player cross the zone in an attempt to gain an advantage (e.g., better position) his team cedes the ball. Similarly, violation of the zone by a defending player is penalized only if he does so in order to gain an advantage in defending.
[bookmark: _Toc14077198][bookmark: _Toc14140246]2.1.3. Substitution area
Outside of one long edge of the playing field to both sides of the middle line are the substitution areas for each team. The areas usually contain the benches as seating opportunities. Team officials, substitutes, and suspended players must wait within this area. The area always lies to the same side as the team's own goal. During half-time, substitution areas are swapped. Any player entering or leaving the play must cross the substitution line which is part of the side line and extends 4.5 meters from the middle line to the team's side.



[bookmark: _Toc14077199][bookmark: _Toc14140247]2.2. Playing Time and Time-Out
[bookmark: _Toc14077200][bookmark: _Toc14140248]2.2.1. Playing Time
A standard match for all teams of 16 and older has two periods of 30 minutes with a 10minute half-time. At half-time, teams switch sides of the court as well as benches. For youths the length of the halves is reduced 25 minutes at ages 12 to 16, and 20 minutes at ages 8 to 12.
If a decision must be reached in a particular match (e.g., in a tournament) and it ends in a draw after regular time, there are at maximum two overtimes of 2 × 5 minutes with a 1-minute break each. Should these not decide the game either, the winning team is determined in a penalty shootout (best-of-5 rounds; if still tied, extra rounds afterwards until won by one team).
[bookmark: _Toc14077201][bookmark: _Toc14140249]2.2.2. Timeout
The referees may call timeout according to their sole discretion; A time-out is obligatory when: 
A)  A 2-minute suspension or disqualification is given; 
B)  A team time-out is granted; 
C)  There is a whistle signal from the timekeeper or the delegate; 
D)  Consultations between the referees 
A time-out is normally also given in certain other situations, depending on the circumstances Penalty throws should trigger a timeout only for lengthy delays, such as a change of the goalkeeper with court player.
Each team may call one team timeout (TTO) per period which lasts one minute. This right may only be invoked by team in ball possession. To do so, the representative of the team lays a green card marked with a black "T" on the desk of the timekeeper. The timekeeper then immediately interrupts the game by sounding an acoustic signal and stops the time. 
[bookmark: _Toc14077202][bookmark: _Toc14140250]2.3. Ball
The ball is spherical and must be made either of leather or a synthetic material. It is not allowed to have a shiny or slippery surface. As the ball is intended to be operated by a single hand, its official sizes vary depending on age and gender of the participating teams.

	Size
	Sex
	Age
	Circumference(cm)
	Weight(g)

	III 
	Men
	Over-16s
	58-60
	425-475

	
II
	Women or Female
	over-14
	
54-56
	
325-375

	
	Male 
	over-12
	
	

	I
	Children
	Over-8s
	50-52
	290-330



[bookmark: _Toc14077203][bookmark: _Toc14140251]2.4. Team Players, and Officials
A team consists of up to 16 players.  No more than 7 players may be present on the court at the same time. The remaining players are substitutes.  One player on the court must be the designated goalkeeper, differing in his clothing from the rest of the field players. Substitution of players can be done in any number and at any time during game play. An exchange takes place over the substitution line. A prior notification of the referees is not necessary.
2.4.1.  Field players
Field players are allowed to touch the ball with any part of their bodies above and including the knee. As in several other team sports, a distinction is made between catching and dribbling. A player who is in possession of the ball may stand stationary for only three seconds, and may take only three steps. He must then either shoot, pass, or dribble the ball. Taking more than three steps at any time is considered travelling, and results in a turnover. A player may dribble as many times as he wants (though, since passing is faster, it is the preferred method of attack), as long as during each dribble his hand contacts only the top of the ball. Therefore, carrying is completely prohibited, and results in a turnover. After the dribble is picked up, the player has the right to another three seconds or three steps. 
2.4.2. Goalkeeper
Only the goalkeeper is allowed to move freely within the goal perimeter, although he may not cross the goal perimeter line while carrying or dribbling the ball. Within the zone, he is allowed to touch the ball with all parts of his body including his feet. The goalkeeper may participate in the normal play of his teammates. He may be substituted by a regular field player if his team elects to use this scheme in order to outnumber the defending players. 
If the goalkeeper deflects the ball over the outer goal line, his team stays in possession of the ball, in contrast to other sports like association football. The goalkeeper resumes the play with a throw from within the zone ("goalkeeper throws"). Throwing the ball against the head of the goalkeeper when he is not moving is to be punished by disqualification ("red card").
[bookmark: _Toc14077205][bookmark: _Toc14140253]2.5. Team officials
Each team is allowed to have a maximum of four team officials seated on the benches. One official must be the designated representative who is usually the team manager. The representative may call team timeout once every period and may address scorekeeper, timekeeper, and referees. As of 2012, the representative may call a total of three team timeouts, with a maximum of two per period. Other officials typically include physicians or managers. 
[bookmark: _Toc14077206][bookmark: _Toc14140254]2.6. Referees	
A handball match is led by two equal referees, namely the goal line referee and the court referee. Should the referees disagree on any occasion, a decision is made on mutual agreement during a short timeout; or, in case of punishments, the more severe of the two comes into effect. The referees are obliged to make their decisions "on the basis of their observations of facts". Their judgments’ are final and can be appealed against only if not in compliance with the rules.
The referees position themselves in such a way that the team players are confined between them. They stand diagonally aligned so that each can observe one side line. Depending on their positions, one is called field referee and the other goal referee. These positions automatically switch on ball turnover. 
The referees are supported by a scorekeeper and a timekeeper who attend to formal things such as keeping track of goals and suspensions, or starting and stopping the clock, respectively. They also keep an eye on the benches and notify the referees on substitution errors. Their desk is located in between the two substitutions areas.
The referees monitor the conduct of the players and team officials from the moment
they enter the premises until they leave. The referees are responsible for inspecting the playing court, the goals, and the balls before the game starts; they decide which balls will be used. 
The referees also establish the presence of both teams in proper uniforms. They check
the score sheet and the equipment of the players. They ensure that the number of players
and officials in the substitution area is within the limits, and they establish the presence
and identity of the ‘responsible team official’, for each team. 
The coin toss is undertaken by one of the referees in the presence of the other referee 
and the ‘responsible team official’ for each team. 
 In principle, the entire game shall be conducted by the same referees.
It is their responsibility to ensure that the game is played in accordance with the rules,
and they must penalize any infractions. If one of the referees becomes unable to finish the game, the other referee will continue the game alone. If both referees whistle for an infraction and agree about which team should be penalized but have different opinions as to the severity of the punishment, then the more severe of the two punishments shall be given.
 If both referees whistle for an infraction, or the ball has left the court, and the two
referees show different opinions as to which team should have possession, then the joint
decision that the referees reach after consulting with each other will apply. If they do
not manage to reach a joint decision, then the opinion of the court referee will prevail.
A time-out is obligatory following the consultation between the referees, they give
clear hand signals and the game is restarted after whistle signal. 
Both referees are responsible for keeping the score. They also take notes about warnings, suspensions and disqualifications.
Both referees are responsible for controlling the playing time. If there is any doubt
about the accuracy of the timekeeping, the referees reach a joint decision 
the referees are responsible for ensuring after the game that the score sheet is
completed correctly. 
Decisions made by the referees or the delegates on the basis of their observations of
facts or their judgments are final. 
Appeals can be lodged only against decisions that are not in compliance with the rules.
During the game, only the respective ‘responsible team officials’ are entitled to address
the referees. 
The referees have the right to suspend a game temporarily or permanently.
Every effort must be made to continue the game, before a decision is taken to suspend it
permanently.  The black uniform is primarily intended for the referees. 
The referees and the delegates may use electronic equipment for their internal
communication. The rules for their utilization are determined by the respective
federation
[bookmark: _Toc510184117][bookmark: _Toc14077212][bookmark: _Toc14140260]2.7. The Timekeeper and the Scorekeeper
[bookmark: _Toc17186744][bookmark: _Toc14077213][bookmark: _Toc14140261]In principle, the timekeeper has the main responsibility for the playing time, the timeouts, and the suspension time of suspended players. 
[bookmark: _Toc17186745]The scorekeeper has the main responsibility for the team rosters, the score sheet, the
entering of players who arrive after the game has started, and the entering of players
who are not entitled to participate. 
[bookmark: _Toc17186746]Other tasks, such as the control of the number of players and team officials in the
substitution area, and the exit and entry of substituting players, as well as counting the
number of attacks after treatment given to a player on the court, are regarded as joint
responsibilities. These decisions are regarded as based on their observation of facts.
Generally, only the timekeeper should interrupt the game when this becomes necessary.
2.8. Awarded Throws
The referees may award a special throw to a team. This usually happens after certain events such as scored goals, off-court balls, turnovers, timeouts, etc. All of these special throws require the thrower to obtain a certain position, and pose restrictions on the positions of all other players. Sometimes the execution must wait for a whistle blow by the referee.
[bookmark: _Toc14077214][bookmark: _Toc14140262]2.8.1 Throw-off
A throw-off takes place from the center of the court. The thrower must touch the middle line with one foot, and all the other offensive players must stay in their half until the referee restarts the game. The defending players must keep a distance of at least three meters from the thrower. A throw-off occurs at the beginning of each period and after the opposing team scores a goal. It must be cleared by the referees.
Modern Handball introduced the "fast throw-off" concept; i.e., the play will be immediately restarted by the referees as soon as the executing team fulfills its requirements. Many teams leverage this rule to score easy goals before the opposition has time to form a stable defense line.
[bookmark: _Toc14077215][bookmark: _Toc14140263]2.8.2. Throw-in
The team which did not touch the ball last is awarded a throw-in when the ball fully crosses the side line. If the ball crosses the outer goal line, a throw-in is awarded only if the defending field players touched the ball last. Execution requires the thrower to place one foot on the nearest outer line to the cause. All defending players must keep a distance of three meters. However, they are allowed to stand immediately outside their own goal area even when the distance is less than three meters.
[bookmark: _Toc14077216][bookmark: _Toc14140264]2.8.3. Goalkeeper-throw
If the ball crosses the outer goal line without interference from the defending team or when deflected by the defending team's goalkeeper, or when the attacking team violates the D-Zone as described above, a goalkeeper-throw is awarded to the defending team. This is the most common turnover. The goalkeeper resumes the play with a throw from anywhere within his goal area.
[bookmark: _Toc14077217][bookmark: _Toc14140265]2.8.4. Free-throw
A free-throw restarts the play after an interruption by the referees. It takes places from the spot where the interruption was caused, as long as this spot is outside of the free-throw line of the opposing team. In the latter case, the throw is deferred to the nearest spot on the free-throw line. Free-throws are the equivalent to free-kicks in association football. The thrower may take a direct attempt for a goal which, however, is not feasible if the defending team has organized a defense.
[bookmark: _Toc14077218][bookmark: _Toc14140266]2.8.5. 7-metre throw
A 7-metre throw is awarded when a clear chance of scoring is illegally prevented anywhere on the court by an opposing team player, official, or spectator. It is awarded also when the referees have interrupted a legitimate scoring chance for any reason. The thrower steps with one foot behind the 7-metre line with only the defending goalkeeper between him and the goal. The goalkeeper must keep a distance of three meters, which is marked by a short tick on the floor. All other players must remain behind the free-throw line until execution. The thrower must await the whistle blow of the referee. A 7-metre throw is the equivalent to a penalty kick in association football; however, it is far more common and typically occurs several times in a single game.
[bookmark: _Toc14077219][bookmark: _Toc14140267]2.8.6. Penalties
[image: http://upload.wikimedia.org/wikipedia/commons/thumb/6/62/Yellow_card_handball.jpg/220px-Yellow_card_handball.jpg]
Penalties are given to players, in progressive format, for fouls that require more punishment than just a free-throw. "Actions" directed mainly at the opponent and not the ball (such as reaching around, holding, pushing, hitting, tripping, or jumping into opponent) as well as contact from the side, from behind a player or impeding the opponent's counterattack are all considered illegal and are subject to penalty. Any infraction that prevents a clear scoring opportunity will result in a 7-metre penalty shot.
Typically the referee will give a warning yellow card for an illegal action; but, if the contact was particularly dangerous, like striking the opponent in the head, neck or throat, the referee can forego the warning for an immediate 2-minute suspension. A player can get only one warning before receiving a 2-minute suspension. One player is only permitted two 2-minute suspensions; on the third time, she (he) will be shown the red card.
A red card results in an ejection from the game and a 2-minute penalty for the team. A player may receive a red card directly for particularly rough penalties. For instance, any contact from behind during a fast break is now being treated with a red card. A red-carded player has to leave the playing area completely. A player who is disqualified may be substituted with another player after the 2-minute penalty is served. A coach/official can also be penalized progressively. Any coach/official who receives a 2-minute suspension will have to pull out one of his players for two minutes—note: the player is not the one punished, and can be substituted in again, as the penalty consists of the team playing with a man less than the opposing team.
After having lost the ball during an attack, the ball has to be laid down quickly or else the player not following this rule will face a 2-minute suspension. 
Also, gesticulating or verbally questioning the referee's order, as well as arguing with the officials' decisions, will normally result in a 2-minute suspension. If this is done in a very provocative way, the player can be given a double 2-minute suspension if (s)he does not walk straight off the field to the bench after being given a suspension, or if the referee deems the tempo deliberately slow. Illegal substitution (that is, any substitution that does not take place in the specified substitution area, or where the entering player enters before the exiting player exits) is also punishable by a 2-minute suspension.
2.8.6.1. Progressive Punishments
Progressive Punishments relate to fouls that require more punishment than just a free-throw. "Actions" directed mainly at the opponent and not the ball (such as reaching around, holding, pushing, hitting, tripping and jumping into an opponent) are to be punished progressively. 
Warnings (yellow card):    The referee gives only one warning to a player for rule violations and a total of three to a team. Exceeding these limits results in 2-minute suspensions thereafter. Warnings are not required prior to giving out a 2-minute suspension. 2-minute suspensions awarded for 
· Serious or repeated rules violations 
· Unsportsmanlike conduct 
· Illegal substitution.  The suspended player's team plays short for 2 minutes. 
Disqualification and Exclusion (red card): A disqualification is the equivalent of three, 2-minute suspensions. A disqualified player must leave court and bench, but the team can replace player after the 2-minute suspension expires. Exclusion is given for assault. The excluded player's team continues change another player for the rest of the game. 

[bookmark: _Toc14077220][bookmark: _Toc14140268]CHAPTER THREE
1. [bookmark: _Toc14077221][bookmark: _Toc14140269]BASIC TECHNIQUES OF HANDBALL GAME
1.1. [bookmark: _Toc14077222][bookmark: _Toc14140270]Basic Techniques of Handball Game
Technique is the basis of any team sport. The technique is a skill which is necessary to perform a game. The technique is conditioned by motoric abilities of players and the frequency of exercise repetitions. The exercise repetitions should provide fast and almost automatically performed activities. If the players have good technique, they will pay more attention to team work and properly performed tactical tasks during the game.
A player is considered to be capable of playing handball if he can:
· Run fast and on purpose
· Change his direction of movement
· Catch and pass a ball in any directions regardless of the speed. 
· Shoot from any situation
· Free himself from an opponent
· Move on the court with a ball
· Co-operate with other players
Considering activities which are performed on the court, handball technique is divided into:
1. Catching the ball
2. Passing
3. Dribbling
4. Feint movements
5. Shooting
6. Goalkeeper’s technique
1.1.1. [bookmark: _Toc14077223][bookmark: _Toc14140271]Catching the Ball
Catching the ball is an essential technical element in handball. Accurate catching is very important and ensures a fast, smooth and efficient game. Catching the ball with two hands is the best method. In some situations one can use one hand with the help of the other hand before passing or shooting. 
Fingers must be relaxed and properly placed on the ball providing shock absorption during impact. An additional element, which is important while catching, is the speed of movement and the proper positioning of a player in regard to the path of a ball. There are some positions:
· Frontal position, rarely used in the game
· Sideward, quite often used in the game
· Backwards almost facing the path of the ball the most frequently used position in fast attack /fast break/

1.1.1.1. Types of Catching Methods
In handball there are the following methods of catching the ball:
· 
· upper
· half-upper
· lower
· after bounce
· from the ground
[image: ]
Fig. 1 Position of hands while catching a ball
1.1.2. [bookmark: _Toc14077224][bookmark: _Toc14140272]Passing
This is one of the basic, technical elements. A pass must be accurate, fast and tactically useful. Accurate means that a player has no problems when catching the ball. Decision to which a pass should be directed depends on the player’s position in a Particular situation. 
Depending on the particular situation we pass:
· Standing, while running, with jump (Horizontal or vertical jump)
1.1.2.1. Types of Passing
In regard to performance we divide passing into:
· One hand pass 
· Both hand pass
Types of passing the handball are:
· 
· Over arm pass   
· Under arm pass  
· wrist pass
· back hand pass 
· Bounce pass
· Jump pass          
· Chest pass
1.1.3. [bookmark: _Toc14077225][bookmark: _Toc14140273]
1.1.4. Dribbling
Dribbling is a key skill in handball as it allows a player to travel with the ball, and consider whether they are going to pass, run fast their opponent, or shoot. 
After receiving the ball and before dribbling a player holds the ball with both hands. The ball is being dribbled sideways at hip level. Bouncing on the ground is performed by the combined action of the elbow and wrist joints. The angle of the bounced ball depends on the speed that the player is moving at. The faster the run the more the angle becomes obtuse. If an opponent comes closer, a player must lower his position as well as the dribbling, protecting the ball from being taken by the opponent.

To implement dribbling well the following should be consider
· Palm opened and finger slightly starched apart wrist and lower arm movements are flexible. 
· The ball is touched with the fingertips and left to push up the palm until the peak of the bounce. 
· At the peak of the bounce, with a flexible wrist and lower arm movement, the ball is patted down diagonally in front at the waist level.
· The angle and the power of dribbling the ball are determined by the speed and the direction of the player.
Dribbling can be two type low and high dribbling,
· Low dribbling used when we are closed to the opponent this type of dribbling gives an advantage to guard the ball by placing the body between the ball and the defender.
· High dribbling can be used when the attacker can make a relatively long distance without bothered; it gives a chance of moving faster.
1.1.5. [bookmark: _Toc14077226][bookmark: _Toc14140274]Faking
Faking is the deception of the opponent, forcing to unfavorable position for the sake of successfully executing a preplanned technique. When executing faking, the attacker relies on the anticipation of the defender. The opponent plays out the expected continuation of the movement in this mind and the act accordingly. This is utilized by the attacker and by moving in another directed, he transfer his /her psychological advantage into action. It is a technical element which enables an attack player to free himself from a defender in order to:
·  get a better position for shooting or passing 
·  run into the space for receiving the ball
The success of this technique depends on the good execution of a few collective components. The infinite number of natural movement’s makes numerical execution of fake’s possible like,
· Changing moving rhythm and direction ,while running  Acceleration ,Deceleration, and possibly stopping short ,and in particular changing direction can make the opponent uncertain and harder for him  to follow.(for example ,during counter –attacker  or against close marking ,these sudden movements help the attacker to break away from his defender.)
· Limb movements:-stepping out and stepping back, arm movements and signal in this time and in space can give the wrong information to the opponent.
· Non –verbal communication:-head movements in particular to the eye and facial expression can be deceptive.
· Verbal communication: -calling out deceptive words or information can force the defender in to faulty consequence.
Although these fakes to a lesser or a greater degree appear in every area of the court and in all phase of the game, the main stage for their execution is the duel between the attacker and the goal keeper. It is a technical element which enables an attack player to free himself from a defender in order to: 
· get a better position for shooting 
· pass 
· run into the space for receiving the ball 
A feint consists of one or several movements which are similar to running, passing or shooting, followed by the performance of the real action. 
Based on actions performed by players, they are generally divided into:
A. Body Feints:- Body feints are performed mainly by using the trunk and legs. While feinting, a player may or may not have the ball, thus they are divided into:
1. Body feints with a ball: Body feints with a ball are used to: 
· pass the opponent, attracting another defender, then to pass the ball to a player who as a result of that action is better placed to make a shot
· free the throwing hand from the opponent
2. Body feints without a ball. The said feints are used to free the player from the opponent and to get a ter position for receiving or passing the ball. The feints are performed by attack players who are facing or have their backs to the defenders. 
B. Ball Feints: An offence player distracts the defender by performing a body feint in combination with either feinting a shot or a pass. Regarding these actions we divide ball feints into: 
· Feinting a shot: With this faking type the attacker tries to make the defenders and goalkeeper believe that he/she intended to make a goal shot. By doing so he/she can keep the defenders attention furthermore, can force them into blocking then the attackers can bounce the ball and penetrate or pass. Feinting a shot is to provoke a defender to react in such a way as to enable the attack player to implement one of the following actions: 
·  passing the opponent and performing a shot 
·  feinting a shot - initial movement by indicating a shot and then performing the shot in another way 
· Feinting a pass:  Feinting a pass is used to deceive an opponent so that one of the actions below can be carried out: 
·  passing the opponent and performing a shot 
·  passing  the opponent and passing the ball to a fellow player 
· passing the ball to a fellow player
This fake can be carried out with one hand or both hands in basic position or while moving for the execution of this fake but the griping (holding)technique should be perfect.
C. Performance of Feints: Regarding the performance of both body and ball feints we distinguish between: Single Forward Performance,   Double Forward Performance, Single Backward Performance,   Double Backward Performance 
Single Forward Performance:  This performance is especially used by the pivot and wing players. There are some variations, but all the feints are performed to the left and passing by an opponent to the right and vice-versa. A player feinting to the left takes a small step to the left front , placing at the same time the body weight onto his left foot (a ball close to the body). Then he pushes his left foot against the ground and crosses it with his right, passing by the opponent. He then takes off from his left foot and performs a jump shot or dribbles and then shoots. If the opposing team uses the zone defence, the feint is widely used by pivot players, and then by wing players. All the players can use it while screening each other.
Double Forward Performance:  This performance is similar to the single one, but the feinting player fakes twice, e.g. right, left and then runs away to the right. In executing this feint both feet are on the ground, only the body weight is shifted from one foot to the other as well as bending the trunk. 
Single Backward Performance: This action is performed by a player who has the ball, with his back towards the opponent. He imitates a move to the right with his right foot combining this with a body bend turn action. Then he performs a half-turn to the left and, depending on situation, takes off from the left foot executing a jump shot or he passes with a bounce. This feint is widely performed by pivot players and while screening each other all players are with their backs to the opponents. In such situation an attack player with the ball, being far away from the goal, bounces feinting and then finishes the action by shooting or - if attacked by a defender - passes the ball. 
Double Backward Performance: Performed similarly as a single backward pass, but a feinting movement is performed twice (e.g. right, left and passing by to the right).
1.1.6. [bookmark: _Toc14077227][bookmark: _Toc14140275]Shooting
Goal shooting is the conclusion of the attacker with the hope of scoring. The aim the attacking organization to create an advantageous position from which one member of the team can execute a direct goal shot with a good chance of scoring.
Scope of the score dangerous area is difficult to define because the relative positions of the attackers and defenders and the skill difference of the players can increase or reduce it. Generally we can divide the goal zone in to two this are:
A. Zone of the Long range  shot
B. Zone of the close range  shot
A. Zone of long range shot
Taking  into consideration the usual position taken by the defenders around  the goal-area line to cover a significant surface of the goal, the attackers try to score through or above the defense wall from the ground or the from the air ,with through –shot.  
Through shots from the ground (over arm shot curved shot and underarm shot) and through shots from the air (jump shot, curved jump shot and sliced jump shoot).
Over arm shot –it is the simplest and most common shooting technique of handball and gives the player an opportunity for direct goal shooting above the defender shoulder on the throwing arm side. The preparation activity primarily depends on the game situation and the distance from the defenders. 
The over arm shot is the basic shooting technique of the back court players and is commonly used in all three back positions, particularly by the player who player on the opposite side of the throwing arm.
Curved shot-this type of shot is developed from the over arm shot for the sake of increasing the shooting radius when the player tries to evade the defender, by curved his /her body away from him to the opposite side of the throwing arm. The implementation of this shot is technically harder because it demand a few flexibility of the spine and hip joints, strong torso muscle and highly developed movement coordination, a good execution can greatly increase the players scoring chance against a confronting defender.
The underarm: it can be employed by all three back court players from short to longer distance equally, particularly by executing it closely next to the defender, this scoring technique can be effective.
High Jump Shot: it is the most characteristics technique of handball. This shooting technique developed by Scandinavian players to increase the radius of through-shots from the ground quickly become a dominant element and the most successful goal-shooting technique of the game.
Sliced Jump Shot: if the defender is ready to block, the attacker swings down his/her head and the attacker judges that he /she cannot throw the ball over him/her, he/she can attempt a sliced shot on the throwing arm side .In this case, after jump up, the arm work of this throw corresponds to the sliced shot used by the winger.
Curved jump shoot: this is, essentially, the combination of the curved and jump shot that is the version of curved shot executed in the air. It is primarily used by the back court player who play on the corresponding side of the court.
B. Zone of the close range shoot
The zone of the close range shots is the air space behind the goal-area line and in relation to the goal; it is generally the closest area. Although it is initially the scoring area of the pivot, other player by breaking through from the field, also complete their action in this air space. Their limit is in depth goal-area line to approximately 3meterinto the goal area.
The feature of this area is that although the shooting range and angle are optimum, the player has to execute the shot in air, close behind the defenders. This make the preparation and the process of throw more difficult. There for, the player tray to get out of the defenders reach by jumping, falling and diving while executing the appropriate shooting techniques. These are long jump shot, falling shot, and dive shoot.
Long jump shoot: it gives the player an opportunity to get out of a defenders range and to approach the opponent goal as closely as possible. The player pushes him/herself off from just outside of the goal-area line and then by gliding in the air, he/she executes the shot above the goal area.
This type of shoot is for all players in all positions who jump in over the goal-area line to increase their chance of scoring.
Falling shoot- it the basic technique of the pivot when the player by falling, tries to get out the range of the defender while executing a goal shoot so that his/her legs do not leave the ground. The preparation for this is the defender usually has his back to the goal so with the caught ball he initially has to turn to face the goal with the ball at chest level then from this low position gradually falls down. ball prepared in to throwing position, swing on a straight path above the shoulder close to the head throw and prepare for landing.
Dive shot: this type of shot is developed from the combination of the failing shot and the long jump shot and it unite the advantage of both shooting techniques. While the player dives he get farther away from the defender thus decreasing the defenders opportunity to intervene and increasing the shooting angle.
Building up imputes is made harder by the fact that the player usually catches the ball with his /her back to the goal in the vicinity of the goal area line, and this performed when the pivot get positional advantage.
[bookmark: _Toc14077228][bookmark: _Toc14140276]3.1.6. The Goalkeeper
3.1.6.1. General Remarks
A goalkeeper greatly influences the game and the final result. Playing as a goalkeeper requires a lot of physical and mental efforts. A goalkeeper must be very fit, bold and self-controlled. His actions are not only limited to defending the goal. The goalkeeper also takes part in a game, when he sparks the fast attacks, co-operates with defense and prevents the opposing team’s fast attacks. This variety of tasks call for a versatile preparation of the goalkeeper in:
· Technical,
· Tactical,
· Physical conditioning.
3.1.6.2. The Goalkeeper’s Play
The basic elements of the goalkeeper’s play are:
A. 
B. Posture/ basic stance 
C. Moving
D. Using hands (upper balls)
E. Using legs (lower balls)
F. Using trunk
G. Putting the ball down


A. Posture and Moving
A goalkeeper’s posture should provide instant movement. The goalkeeper stands with his feet apart and his knees slightly bent. The distance between his feet is approximately not less than 30 cm. That posture enables him to move rapidly one footed side wards to get a lower ball. The body weight should be placed equally on both feet with the body slightly bent forwards, head up,eyes kept on the ball. The arms should be bent at the elbow-joints, palms at the chest or head level, elbows sideways. This arm position allows the goalkeeper to intercept the ball at various heights as, in that position; the hands have the shortest distance to the ball in any direction (See the following figure).
`[image: ]
Some goalkeepers lower their arms close to the thighs. This position, however, does not often work, especially when the ball is being thrown from a close distance and above the goalkeeper’s head. When the ball flies near the head, the goalkeeper defends by swinging his hand and bending the trunk (the ball near his left ear, bending to the right, simultaneously lifting the left hand).The said posture should be performed, when the attack player is in front of or slightly side wards to the goal. Variations of this basic posture are related to the goalkeeper’s particular physical condition and features. They can be used if they do not affect the defense efficiency. Among the most often committed mistakes we might find:
· Too lowered posture
· The trunk bent too far forwards
· Knee-joints and elbow-joints entirely straight
If a wing has the ball, a goalkeeper should change his/her posture. Defending a shot from a long distance, the goalkeeper stands close to the goal post, and lifts his/her arm close to the goal post with the other arm lifted to the chest level. The body weight is mainly shifted onto the foot close to the goal post, this allows the goalkeeper to defend the shots directed towards the “long corner”.
[image: ]
When defending the goal, a goalkeeper moves in any directions and in various ways. Moving from one goal post to another, he uses the drawing step or its particular variation-jump-to, and sometimes running.
Balls which fly above the hip level are caught by the goalkeeper or stopped with the trunk. Strong and surprising shots are rebounded with one hand, as there is not enough time to catch them. She/he catches weak shots executed from a distance with both hands. When defending with one hand or with both hands, a goalkeeper usually either lunges forward or jumps to the flying ball as he/she stretches the elbow-joint and stiffens his/her palms and fingers.
Balls which fly below the hip level are defended with legs and hands. The goalkeeper stops low, close flying balls with the inner part of his foot or shin, after taking astride towards the ball. To get the same balls, when directed to the goal corner, a goalkeeper performs a wide stride or splits, stretching his arm above the leg and parallel to it. The foot of the defending leg is perpendicular to the shin and with the heel supported on the ground; the trunk leans towards that leg, increasing the hand range.
This defending technique is either used while shooting from the front or shooting from the wings, but in that case a goalkeeper acts in a perpendicular direction to the goal.
Low shots between the goalkeeper’s legs should be defended by twisting the shin outwards and bringing the heels together by bending knees and putting the ball down. If the shot between the goalkeeper’s legs is being executed at the moment when the goalkeeper has already performed the lunge sideways and has lowered his/her position, one should stop the ball with both hands and fingers facing downwards.
One should not react too early to the shooting player’s feints and movements, so as to be able to react fast enough to the changing direction of the shot. A goalkeeper should react in the very moment, when the ball is being released. In some situations, the shots are being defended with the goalkeeper’s trunk, so he/she should wear proper protective equipment.
Grip and Pass
A goalkeeper always tries to catch the ball with both hands or to put it down, because in this way he/she can start the fast attack. However this form of defense should not be emphasized while defending very strong or surprise shoots, because one can easily fail.
Effective fast attack can be initiated after precise and immediate passing of the ball forwards to a distance of 20 - 30 m. Thus, during goalkeeper training, a lot of time should be spent on learning the said technical element regarding the two forms of passing the ball for fast attack.
The first form involves a goalkeeper throwing the ball strongly at first to the wings who are at a safe distance from the withdrawing defenders. In another form, a goalkeeper lobs the ball high so that it can drop down exactly. The latter form is mainly performed to the player who is running in the middle of the court when, between the goalkeeper and the running player, there is a player who wants to intercept the ball.
In both these cases timing the thrown ball to the speed of a player who begins a fast attack is a vital element. A goalkeeper passes the ball immediately, or after running to the goal line, watching - at the same time - the court, in order to judge to which of the fellow players the ball should be passed. If the opposite team’s goalkeeper has run forward to steal the ball, the goalkeeper can directly throw the ball into the opposite team’s goal in an attempt to score.
In a situation, when the pass to initiating fast attack may result in losing the ball, the goalkeeper should not attempt it and pass the ball to one of the nearest fellow players.
Physical Conditioning of Goalkeepers 
The goalkeeper’s physical conditioning should consist of flexibility exercises (bending, twisting, swinging, and so on), strength-jump exercises, speed and acrobatic exercises (forward and backward somersaults, jumps over obstacles, etc.).Proper training and the knowledge of various exercises will develop the goalkeeper’s motoric skills.





[bookmark: _Toc14077229][bookmark: _Toc14140277]CHAPTER FOUR
[bookmark: _Toc14077230][bookmark: _Toc14140278]4. BASIC TACTICS IN HANDBALL
[bookmark: _Toc14077231][bookmark: _Toc14140279]4.1. Attacking Tactical Means
Tactics is defined as the choice of the most useful and the most effective action in the given concrete situation. The higher the level of physical condition and the greater the repertoire of technical skills, the more useful and more successful the tactics of action can be.
Handball training consists of three interconnecting spheres:
· Development of movement abilities - physical condition
· Practice of playing activities - technique
· Improvement of playing skills - tactics
[bookmark: _Toc14077232][bookmark: _Toc14140280]4.1.1. Individual attacking Tactics
What kind of opponent do I face? Is it better to pass or to move into a free space round him? To the right or the left? Shall I feint? I have moved into free space and I can shoot. What kind of shot shall I choose? Where to direct the ball? The top players have highly automated this process of decision making. This stage is, however, preceded by a long-term process of learning, trials and errors and successes -all during the training process and in matches.
During a game, players will be confronted with many options on both ends of the court. Player’s ability to make good decisions concerning these options is just as important as proper execution of skills. If players are unable to make good decisions about when and where to perform their individual skills, he/she probably will not be successful, and their team will suffer the consequences. 
An attacking player primary objective is to score goals and assist your teammates in scoring goals. The essential individual tactic toward achieving this is attacking the gap and faking. A gap is a space between two defenders.




· [bookmark: _Toc534174332][bookmark: _Toc14077233][bookmark: _Toc14140281][bookmark: _Toc14429246]Attacking the gap: 
Attacking the gap is an essential individual attack tactic. And also it is important to support a teammate who executes attacking a gap. Your awareness of the developing situation and anticipation of your defender’s actions will help you take advantage. Direct your actions at a gap for two reasons:
1. To try to break through the defense for a shot from the 6-meter line
2. To draw the attention of two defenders, which creates a defensive imbalance and a      numerical advantage for the offense? This means that if you are occupying the attention of two defenders, then one of your teammates must be unguarded for a scoring opportunity
The main focus of individual tactics is on decision making. Common errors that occur with individual attack tactics are listed here along with suggestions for correction.
Table: Errors and corrections with individual attacking tactic
	Errors 
	Corrections 

	You attack the player directly in front of you.
	Attack the gap. 

	You frequently interrupt the team attack by being fouled, which results in a free-throw call.
	Don’t get too close to the defense. Create a workable space. Protect the ball.

	You take more than three steps when using a fake.
	Run to receive, catch the ball in midair, and land simultaneously on both feet. No steps are counted when your feet hit the floor and you catch the ball in midair. You will have three steps to fake and attack.

	You attack toward the gap but fail to look at the goalie.
	You must attack with the intent to score. Keep the goalie in your vision and think shooting first. Move forward toward the gap, read the defense, then make a decision quickly to shoot, drive through, or pass.





	Fig 1. Attacking the gap
· [bookmark: _Toc14077234][bookmark: _Toc14140282][bookmark: _Toc14429247]Faking 
[bookmark: _Toc9967159]Sometimes, because of the good actions of your teammates, there is a big gap in front of you and all you have to do is receive a pass and go through. Other times you have to create your own gap. Faking is the chief means of getting your defender out of position to create more space in a gap. You can do this by changing the direction and pace of your movements. Run to receive, catch the ball in midair, and land with both feet parallel to your shoulders for balance. When you land simultaneously on both feet after the catch, no steps are counted. This balanced position will allow you to change directions easily in an attempt to fake your defender. 
· Dribbling
[bookmark: _Toc9967161]After receiving the ball and before dribbling a player holds the ball with both hands. The ball is being dribbled sideways at hip level. Bouncing on the ground is performed by the combined action of the elbow and wrist joints. The angle of the bounced ball depends on the speed that the player is moving at. The faster the run the more the angle becomes obtuse. If an opponent comes closer, a player must lower his position as well as the dribbling, protecting the ball from being taken by the opponent. 


· Shooting
Shots are one of the most important elements of handball. They are vital elements that decide the scores. While shooting the muscles of the lower and upper limbs, pelvic region and trunk are extremely engaged.
In the following paragraphs we will focus on some practical advice for the individual action of players.
1. Always to Be Held True:
· Respect the rules of the game!
· Respect your opponents and behave towards them in the same manner they should behave towards you!
2. For the Players in Attack:
· You must get perfectly familiar with the ball!
· You must take on the ball and manage itas if it were an integral part of your body!
· An advantageous position is one where you can receive the pass or whereyou are a threat to the opponents’ goal. If you are in such a good position,keep it. If you lose it, try to find a new one!
· Permanently improve “leg work”, sudden accelerations and sudden changesof direction of movement!
· When moving into a free space with the ball at first use the possibility ofsteps and only afterwards try dribbling!
· When dribbling watch what happens around you!
· Learn to move into the free space round a defender in various ways and fromvarious directions!
· When you are close to the opponent, dribble or hold the ball in the furthesthand - your body should be between the ball and the defender!
· If possible, catch the ball with both hands!
· Learn to catch and to pass the ball in every situation, from and to everydirection and in various ways!
· Try to be always in motion!
· Learn to pass by using the weaker hand over shorter distances!
· Pass along the shortest trajectory to the height of your fellow-player’s chest! If there is a defender, use a bounce pass or a bow-shaped pass!
· Give preference to a pass to a better positioned fellow-player to your own movement into a free space!
· Don’t pass to the fellow-player who isn’t watching you or isn’t expecting your pass!
· Try to learn at least two ways of shooting from each part of the shooting area!
· In a match only shoot when you can achieve a goal!
· Try to surprise the defender and the goalkeeper both by the way in which you shoot and from which direction!
· Permanently watch the goalkeeper! In the final phase of your shot direct the ball according to the goalkeeper’s movement!
· Shots thrown against the movement of the goalkeeper, shots thrown downwards (goalkeeper’s legs are slower than his/her arms) and hitting shots are the most effective!
3. For the Players in Defense:
· React to the playing situations, but also try to influence them actively in a positive way by anticipating!
· Change your defending position and posture according to both the opponent and the ball!
· Move between your own goal and the opponent you are to guard! The opponent must not get closer to your goal than you!
· Provoke opponents to make mistakes!
· If the opponent doesn’t hold the ball firmly, steal it!
· Try to catch the opponent’s long and slow passes!
· When the opponent is dribbling, try to hit his ball after the bounce, at the moment when the ball moves up!
· Block the shot with both arms, if possible! Don’t be afraid of the ball, don’t dodge, and don’t close your eyes!
4. For the Goalkeepers:
· Create “a feeling for the goal” and of the correct position and posture for every situation!
· Concentrate merely on the ball!
· With long distance shots rely on your reaction!
· Don’t be afraid of short distance shots, run against them or confuse the shooter by faking!
· Don’t show your fear to the opponent!
· After catching or volleying the ball give it back to the field as quickly as possible!
· During your own attack run away from the goal area to the field!
5. In Conclusion for All:
· Evoke a feeling of uncertainty for the opponent! Therefore try to perform as wide a range of activities and faking as possible!
· Change the method of activities and faking!
· Create your own personal style!
· If you are not successful, seek the reasons!
· If you are successful, don’t get complacent, you must go on learning!
[bookmark: _Toc14077235][bookmark: _Toc14140283]4.1.2. Group and Team Tactics
Very rarely a player acts completely individually, for example at penalty shooting or at individual fast break of one player against the goalkeeper. Mostly the action of one player is integrally bound to the action of fellow-players. The co-operation of a group of players is usually called a playing combination, the co-operation of the whole team a playing system.
The playing system determines the functions, tasks, starting positions and the operating area of all players. The more perfect the playing system, the smaller the chance of misunderstanding amongst the players. In common playing situations each player should know exactly what, when and how he/she should perform. Within the rules of action accepted by the team there should remain a certain space for individual creative solutions of unusual situations. The choice of playing systems both in training and in matches depends on:
· qualification and level of players, mainly the key ones
· opponents’ playing systems
· development of the match
Consequently every team should master several attack and defense systems, which they should be able to use favorably and change quickly according to the situation. The ability to change quickly and fluently from an attack to a defense system and vice versa is also very important.
[bookmark: _Toc9967162]4.1.2.1. Group attack tactic
Even though team handball is played 6 vs. 6, scoring opportunities usually involve small groups creating an overload situation. Practicing combinations attack will enhance your awareness of your decision-making abilities. You will learn to recognize when you are open to shoot and when you should pass the ball to a teammate who is in a better position to score. Working in these small group situations will also help you learn how to move without the ball to get into better positions to attack and provide support for an attacking teammate. Coordinated actions with your teammates, coupled with good decision making, lay the groundwork for successful team attack.
· [bookmark: _Toc9967163]Support the Player in Attacking the Gap Attacking
The gap is an essential individual attack tactic. Equally important is your ability to support a teammate who is attacking a gap. When a teammate next to you attacks a gap and draws your defender, a 2 vs. 1 situation is created. Your awareness of the developing situation and anticipation of your defender’s actions will help you take advantage of the overload. As you see your defender move to close the gap, quickly run to receive a pass and attack the defensive space vacated by your defender. Timing in this action is important for two reasons: 
1 to create an open passing lane for your teammate, and
2 to get into the vacated space before your defender can recover. 
Moving too early will put you too far in front of your teammate, allowing the defense to obstruct the passing lane. Moving too late will allow your defender to recover to his or her defensive space and even the numbers back to one-on-one. If you receive the ball in proper timing to attack the vacated space and the next defender does not cover, you will have a clear path to penetrate the gap and shoot. If the next defender does cover, continue the overload by passing to the next teammate supporting your attack. This tactic is used when a attacking player unable to attack in between two defenders.

Figure2. Support attacking the gap
· [bookmark: _Toc9967164]Crossing
This strategy involves the crossing of two players, one over the path of the other, in an effort to confuse or slow down their defenders’ actions. Generally, crossing takes place between two backcourt players, or a backcourt and a wing. Let’s say the center backcourt wants to cross with the left backcourt. With the ball, the center backcourt attacks toward the left backcourt’s defender. The center backcourt must be a serious threat to score to hold his or her defender’s attention and attract the left backcourt defender’s attention as well. The left backcourt waits momentarily for the situation to develop, fakes toward the left wing to give the impression of continuing the attack, and then runs to cross behind the center backcourt. If the left backcourt shows this intention too early the defenders will recognize the situation and communicate the switch. The center backcourt waits until their paths intersect, then passes quickly to the left backcourt, who continues into the center backcourt’s position looking to shoot. The confusion comes between the center backcourt’s and left backcourt’s defenders. If they don’t communicate and switch responsibilities quickly enough, the left backcourt will be temporarily unguarded to shoot. The effectiveness of crossing depends on good timing and how well the two attackers read each other’s actions. The task is to damage the co-operation of the defenders by changing the attack area. This can be used when the defender switches your attacking area.
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Figure 3.Crossing
· [bookmark: _Toc9967165][bookmark: _Toc14077236]Screening
 The task is to stop a defender from moving in a certain direction3. This can be used when one your teammate best player is defended by opponent. Help your teammate to move freely without opponent and to score.

Fig 4 : screening


· Passing 
The task is to pass the ball to a better positioned fellow-player3.This can be used when your teammate has a better position to shot or move through free space, rotate the ball during numerical disadvantage, during fast break.

Figure 5. Passing 
· [bookmark: _Toc9967167]Pick
Intelligent play of the circle runner is vital for any offense to be successful. The circle runner should constantly be looking to coordinate efforts with a backcourt player to free the backcourt for a scoring opportunity. The most effective technique for achieving this is the “pick.” Using this tactic, the circle runner obstructs a backcourt defender’s movement creating an opening for the backcourt to shoot.
In handball, set picks with your back to the defender so you can remain an offensive threat. In this position you are facing the action so you can follow the ball and keep your hands free to be a receiver. The key to setting a good pick is stability. Position your feet shoulder-width apart with your knees slightly bent to lower your center of gravity. This position will provide a stable base and help cushion your contact with the defender. Keep your hands up at chest level ready to receive a pass and slightly in front of your body for balance. Keep your torso upright with your head up and eyes on the ball. You must be stationary when setting a pick. You may not use your hands, arms, legs, or hips to hold or push the defender. This can be used when you want to create open space for backcourt player for long range shoot.
· [bookmark: _Toc9967168]Fast break
When the defense gains possession of the ball; because of a blocked shot, interception, or rule violation, the team is at that moment in a position to begin a fast-break. The team handball fast-break uses speed and as few passes as possible to outmaneuver the defense down the court for a quick score. This can be accomplished by executing the primary or secondary fast-break. The primary fast-break is achieved when one player breaking away from the defense receives a pass from the goalie or other teammate and attacks the goal alone. This can be used when there is no defender in front of the player taking fast break. The secondary fast-break is more of a team effort—all players move up the court quickly in an effort to obtain an easy scoring opportunity against the retreating defense. This can be used when defender are quick retreat and defense the player who take primary fast break. To be an effective fast-breaking team requires super physical conditioning, mental discipline, and much practice
4.1.2.2. Team attacking tactic
If the fast-break doesn’t result in a score, you and your teammates must settle into an organized attack. From this point you must collectively focus your efforts against the set defense to score. This is not to say that one-on-one efforts are discouraged. Certainly you should pursue such actions at the proper times and circumstances. But over the course of a game, an organized team attack is more effective simply because it increases the number of scoring options.
Team attack begins from a basic formation, which are simply the starting positions players take based on their skills and abilities. The formation provides organization and balance but doesn’t prohibit players’ creativity or freedom of movement.
· [bookmark: _Toc534174342]Attacking system against Man-to-man Defense
In these systems there are no differences between the work of back court player, pivot and wing. Attack can be realized in various ways, for example:
A. The attackers separate further from each other and try to individually move into free space towards the opponent’s goal to catch the ball.
B. The attackers move as closely as possible to the opponent’s goal area and use the naturally arisen screens for moving into free space. This is very demanding on orientation and accuracy of movement in a rather small and crowded space.
C. The attackers move to the side lines, for example 3 to the left side and 3 to the right side and the goalkeeper, running into the free space in the middle of the field, to create numerical superiority2.
· [bookmark: _Toc534174343][bookmark: _Toc14077237]Attacking system against Zone and Combined Defense
When using this system the attackers play the roles of back court players, pivots and wings. In the systems against combined defense there is also the role for a man-to-man defended attacker (who can play in any of the attacking areas).
The most often used system is that with one pivot, more advanced teams also use the system with two pivots.
· [bookmark: _Toc534174344][bookmark: _Toc14077238]Attacking system in Numerical Superiority or Inferiority
In numerical superiority the systems with one or two pivots are used most often, in numerical inferiority, the system without pivot, sometimes with one pivot.
In numerical superiority the teams usually have enough time to prepare a good situation for shooting. A well-practiced shooting combination finished from the pivot’s space is usually preferred. Numerical superiority must not decrease the effort and responsibility of the attacker.
Examples: Attacking 6 vs. 5:
· Don’t rush the attack. 
· The objective is to score goals during the two minutes of the suspension.
· Work patiently for a high-percentage shot.
· Play with two circle runners (2-4 formation) to create more openings on the 6-meter line
In numerical inferiority the teams try to keep the ball in their control until the return of the excluded player. The activity of the team must not lose its attacking character, so as not to give the referee a reason for taking the ball away from them, because of passivity. Only shoot from an extraordinarily advantageous position! Even in numerical inferiority it is possible to score (the opponent underestimates us; he takes risks to get the ball2.
Examples: Attacking 5 vs. 6:
· Play with discipline and caution. 
· The objective is to protect the ball and keep possession until the suspended player returns. However, running time off the clock without attempting to score is called passive play or stalling. The passive play call is based entirely on the judgment of the referee and results in a free-throw.
· To keep pressure on the defense, continually attack the gaps trying to break through to the 6-meterline. This action will also help your team draw more free-throws, which eat time off the 2-minutesuspension and prevent a passive play call. Shoot only if there is a clear opportunity to score.
· To increase ball control, play with three backcourts, two wings, and no circle runner.
· Always be in a position to support a teammate with the ball.
[bookmark: _Toc14077239][bookmark: _Toc14140284]4.2. Defensive Tactical Means
Defensive players are allowed to use their body, arms and hands to obstruct an opponent either with or without the ball. The game is quite fast and includes much contact as the defenders try to bodily stop the attackers from approaching the goal. Only frontal contact by the defenders is allowed.
The defensive system aims to provide a collective organization for defensive action, sometimes either limiting the action area of players or pointing put the opponents to be marked for this the understanding of system dynamic and the reason of positioning and decision to be taken are necessary. 
Defending formation is done depending on the planning and experience of the player. Defense starts the moment your attacking team loses the ball. The organization of a fast return from attack to defense is the most difficult. 
· Defensive tactic consideration
• Be aware of who is the most dangerous player
• Keep in mind the responsibility
• Force the attackers	
• Anticipation
· The goals of defense
• To disturb the coordination of offensive team 
• To prevent the scoring of a goal
 • To force the attackers to make mistakes/error
 • To gain possession of the ball  
[image: ]
[bookmark: _Toc14077240][bookmark: _Toc14140285]

4.2.1. Technical elements defense
Motion in basic position- the way of position is determined by the position of the ball, the position of the opponent, the current situation on the court and the position of the teammates. The defender mostly follows the ball with his movement according to the position of the ball:         
· between his own goal and the ball
· between the ball and the opponent
· in a special way
· Activities to get the of ball
· Stealing the ball
· Obstruction of the ball
· blocking
· defense against block
· Over slipping- when the attackers have created a side-by-side block
· By pass- when the distance between the blocking  and attacking player is little, so there is no possibility to slip over.
· changing direction- follow the attackers as long as the defenders get next to each other
4.2.1.1. Individual Defense Tactic
· Man-to-man defense 
Man-to-man defense can be played throughout the field, in the own defensive half of the field or only in front of the own goal area. Man-to-man defense throughout the field demands that each player guards the closest opponent immediately after the loss of the ball. Disturbing an opponent’s attack from the very beginning is an advantage.
 The disadvantage is the possibility that weaker defenders may cover stronger attackers and vice versa. If this occurs it is necessary to make a “redistribution of attackers” during the next break in the game. If each attacker is to be guarded by the same defender all the time, then all defenders must return towards their goal. In a chosen area, for example at the middle line or at the free throw line they expect the opponents and guard them. 
Man-to-man defense is advantageous in the match against a weaker opponent or in that part of the match, when we want to surprise the opponent or to reverse an unfavorable development of the match.
· The individual tactical intentions of a player in defense are:  
• Constantly striving to regain ball possession (intercepting the ball)  
• Constantly suppressing of possible scoring chances of the opponents 
· Technical elements of individual defense tactic
· Blocking 
 Blocking with the arms is used to stop an attacker`s shot at goal or to support the goalkeeper by covering a part of the goal
· Stealing the Ball 
This element can be performed while dribbling, passing, and shooting. The stealing movement should be performed while the opponent bounces the ball against the ground. The stealing hand must get the ball in midair. The stealing player gets the ball or it goes out.
· Screening the opponent without a ball 
A defender should start the action by studying the opponent. If the defender already knows his opponent’s skill and style of playing, he can then screen successfully. Otherwise he must learn this during the first minutes of a game and then must create an individual tactical plan. This is very important while screening in a defense formation as well as in combined defense. If the team performs zones defense, screening a player without the ball is performed by hindering him/her from running into the middle of a zone. Hindering consists of blocking the path of the opposite team player. Stopping or delaying an offensive player from moving into his position is used to interrupt the opposing team’s action. 
When screening the opponent without a ball, the defenders, regardless of the defense formation, perform two tasks:
1. They perform the so-called “screening at the ball”, thus they hinder the opponents from catching the ball
 2. They make it impossible for the opponents to perform screening.
· Screening with ball
 It is a very important task, because the player with the ball is more dangerous. When the attack player is dribbling towards the goal, the defender should position him lf so as to force the offense player to the side line of the court. A defender takes up a position in relation to the dribbling player (center right or right wing) so that he hinders his way to the middle with his right shoulder.
Running beside the dribbling player, the defender takes a position from inside the court, forcing the dribbler more and more to the corner. We will also describe the position of a defender, when an attack player is in front of the goal. A center player should be screened close to his shooting hand. If a feint is performed to the right and passed by to the left, a defender will be close to the shooting hand and an offence run away is not a threat. If a feint is performed to the left, the attack will be screened from that side.
· The goalkeeping
A goalkeeper greatly influences the game and the final result. Playing as a goalkeeper requires a lot of physical and mental efforts. A goalkeeper must be very fit, brave and self-controlled. His actions are not only limited to defending the goal. The goalkeeper also takes part in a game, when he sparks the fast attacks, co-operates with defense and prevents the opposing team’s fast attacks. 
 A goalkeeper’s posture should provide instant movement. That posture enables him to move rapidly one footed sideward (or obliquely front) to get a lower ball. The body weight should be placed equally on both feet (instep) with the body slightly bent forwards, head up, eyes kept on the ball. The arms should be bent at the elbow-joints, palms at the chest or head level, elbows sideways. This arm position allows the goalkeeper to intercept the ball at various heights as, in that position; the hands have the shortest distance to the ball in any direction.
  Defending a shot from a long distance, the goalkeeper stands close to the goal post, and lifts his arm close to the goal post with the other arm lifted to the chest level. When defending the shots from a short distance, the goalkeeper lifts both his feet together. When defending the goal, a goalkeeper moves in any directions and in various ways. Moving from one goal post to another, he uses the drawing step or its particular variation-jump-to, and sometimes running.
Balls which fly above the hip level are caught by the goalkeeper or stopped with the trunk. Strong and surprising shots are rebounded with one hand. He catches weak shots executed from a distance with both hands. Balls which fly below the hip level are defended with legs and hands.  
When defending against a bounce shot a goalkeeper should lunge front-sideways, protecting with one hand or both hands the supposed path of the ball after it has bounced on the ground. 
[bookmark: _Toc14077241][bookmark: _Toc14140286]4.1.2. Defensive Tactics
4.1.2.1. Group Defensive Tactics
In defense group or part of the team tactics are used by the players who are close to each other or in the same area so they can effectively help the defense.
Group defense contains a minimum of two defenders. Together they must use their individual technical and tactical competence alongside each other. For example two defenders against a pivot player and a backcourt player is a classic example which occurs numerous times during a handball match.
Defenders must be ready to resolve the situation based on the movement and positioning of the attackers. The defenders attacking payer must change from moment to moment so it is important that defenders strike a good partnership and maintain good cooperation throughout.
Cooperation is also about how one defender can position them in order to make it easier for the players around them. For example the wing defender can choose to stand a little further towards the middle of the court, thus allowing the back defender to defend less space. Defensive cooperation are the most important to train based on the chosen defensive formation or players suitable for specific position on the court. 2 vs2 situations will often occur (for example the two middle defenders in 6-0 defense) or 3 vs 3 (for example the three front players in a 3-2-1 defense).


The Defensive Help Triangle
Triangle is formed by one defender positioned on the ball at the point of the triangle and two defenders positioned behind that defender providing help on either side. When a defender steps out, it is the responsibility of the teammates on either side to squeeze in slightly to fill the hole created on the 6-meter line. The "help" defenders serve as the "point" defender's safety valves. If the point defender is beaten, the help defenders are in position to step out and prevent a shot or a penetration to the goal area. Covering the hole also helps prevent other attackers from moving into the open space for a direct pass and high-percentage shot from the 6-meter line. Communication in the Triangle Communication is a key element in effectively executing the defensive help triangle.
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Figure1, 6-0 defensive triangle
Why is Defensive Combinations Important? 
When you step out and check the attacker in your defensive space, you create a hole behind you in the defensive structure a vulnerable spot that the attackers could easily exploit.
The defensive help triangle provides maximum defensive coverage at the point of the attack. The objective is to put pressure on the ball and fill any hole in the defense before an attacker can take advantage of it. Just the presence of the circle runner is enough to disrupt defensive unity, but it is the circle runner's movement in attack that presents the toughest problems for defenders. 
The circle runner will move in and out of many defensive spaces trying to create openings in the defense structure. To avoid confusion and to make sure one player is always responsible for the circle runner, all players must have command of the take over-pass on procedure.
 Switching is the act of changing the opponent guarded. Anytime one attacker is moving into your defensive space and one is moving out simultaneously, or when two attackers are moving in the same space at the same time, the defenders responsible must switch opponents to avoid an overload.  
4.1.2.2. Team Defensive Tactics
The end goal is that the whole team develops a clear coherent and efficient collective defense. Individual and group defense skills have been understood and are able to combine to implement a collective team defense.
· Zone defensive systems
In handball, zone defense has the most effective against an organized set of attack. The zone is established in front of and close to the goal area. The defenders position relative to 6-metre line determines the classification of zone defense. All zone defenses are named by counting the number of players from the 6-meter line out.
 Zone defense consists of three elements: width is the area covered along the 6-meter line providing protection of the goal area: depth is the area covered out from the 6-meter line providing defense of backcourt shots: and density is the close proximity of defenders minimizing the chance for attackers to drive to the 6-meter line.  
Common Zone defensive systems:
· 6 - 0 zone defense
We classified these systems according to the basic position of the defenders. If all defenders have their positions at the goal area line, then it is the defensive system 6:0. 
The 6-0 zone has naturally width and density but not depth. The 6-0 zone has 6 players on the 6-metre line and 0 players out front. This type of defensive system can be used if opponents are not good in jump shoot and if our team has good physical appearance and if we are beginners.
If our players are good in height and poor in agility, whereas the opponents are short and good in coordination we use 6-0 to cover in width. Also if we don’t have any information about opponents use this zone defense system then after 2 or 3 observation of opponents we can change the defense system based on their capacity.
The advantage of the system 6:0 is that it is relatively easy to practice (the positions of all players in one line facilitates cooperation) and protects the space in front of the goal area. The system is useful against a team with weaker shooters from the back court players’ area or when the wings and pivot are strong players. 
The disadvantage is the lack of possibilities to disturb preparatory combinations and the lack of possibilities to closely guard the attackers shooting from a long distance.
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Figure: 6-0defensive position
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Figure:  6-0 defensive movement with the position of the ball
· 5-1 zone defense
In this defense 5 defenders stay near the 6 mater arc, while one defender stays higher usually near the 9 meter arc. Typically this point defender is in the center and seeks to disrupt the backcourt offensive players.
These types of defenses are more offensive than 6-0. The defender in front must primarily cover middle rare player (CB). This point defender is in the center and seeks to disrupt the backcourt offensive player. The advanced player must be fast and aggressive and to have a good eye to the game, so his teammates don’t happen to end in a situation of numerical minority. The position demands a good deal of fitness as the player must move against his attacker all the time but also move diagonally backwards to help his teammates when the backcourts are in possession of ball. The type of defense automatically gives a solution as to who is covering CR. This type of defense is good to destroy the rhythm for the opponents who will be stopped in their play across the center as well as their possibilities to shoot from the center. Also this type of defense is good for counter attack.

5-1 the forward defender can fulfill the following tasks:
1. Guards the central back court players’ space and controls the activities in the left and right back court players’ space.
 2. Is responsible for the entire space of back court players, he moves preferably in the area where the ball is. 
3. Guards the space of the back court player who is nearest to the ball to prevent him from taking the pass.
The advantage of the systems with forward defenders is the disturbance of preparatory combinations and the close guarding of shooters from longer distances. The greater the number of forward defenders and the greater the space they defend, the better these tasks can be fulfilled. The disadvantage of these systems is a more difficult communication among the defenders from various lines and the small number of defenders near the goal area.
· 3-2-1 zone defense
Collaboration among defenders has to be excellent, especially by guarding pivot players. First task of the defenders is to make difficult run in of the attackers. They can perform that action with their bodies in accordance with rules. The main aim of this action is that attacker’s arrive at a right position with a certain delay. This defense- formation demands, a part of an excellent individual performance, very good collaboration among all players (team and group tactic). All the players have to respect certain rules at their actions. Only in this case we can aspect success with this defense. With this purpose they use especially side acting along the six meters line.  
They have a very important role at guarding the pivot player, especially when payer moves in a very width position. Center defender‘s primary task is to guard a pivot player (in collaboration with other players). 
3-2-1 defense is surely the most entertaining defensive system, but it is also incredible condition demanding, as the defender must not only pay attention to her own attacker but also be ready to help his close teammates to cover their attacking player. 
This zonal defending session gets your player to move as a unit, create defensive triangles and close down the attacking danger. Use it with your team to make sure no man goes unmarked.
In the 3-2-1 defense system every player has a clear task which makes it ideal for youth teams and teams which do not train that often. It’s a fairly similar set-up to the 5-1 defense, except with an extra layer. Your first line of defense is the player who stands at the top of your defensive pyramid (stand roughly at 9 meters) and follows the movement of the ball, after this we find your two backcourt defenders who shuffle and also follow the ball (stand at roughly 7.5 meters), and finally at the base of your pyramid are your three deepest defenders (essentially stand on 6 mater line).
The advantage of this system is that you can defend jump-shots from 9 and 10 meter line more closely, the disadvantage is that it leaves your team slightly more vulnerable to breakthroughs from the opposition, but also long your team are well drilled and prepared to run then this shouldn’t be an issue-so make sure your players are prepared to work hard this week.
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Figure:  3-2-1 defensive system	
· 4-2 defensive system
Any study of the 4-2 defensive System is very interesting, both because of the difficulty involved in implementing it correctly and because of the variations that have appeared throughout recent history. As its name suggests, it basically consists of placing 4 defenders in the front line and two in the second.In principle, it is a zone System, which provides the whole structure with symmetrical depth and makes it very solid. 
[image: ]
          Figure: 5, 4-2 defensive system
The main task of these forward players is to prevent long-distance shots from the 1st offensive line and hinder the circulation of the ball. However,  its  initial  focus  on  zone  defense  individualizes  the  tasks  of  all  the  defenders,  due  to  both  the relative  distance  produced  between  them  and  the  difficulty  involved  in  both  sliding  and  switching opponents.
The reason of using zone defenses
· The opposing team has a player/players too quick (in the case of guards) or too big (in the case of forwards or centers) for a man-to-man defense to be effective.
· Many zones pack defenders in the lane but allow the offensive team to take long-range shots. If the opponents are poor long-range shooters, a zone can be very effective.
· Unless trapping is involved, zone defenses typically don't involve aggressive pressure on the ball handler and allow the offensive team to easily pass the ball around the perimeter. This can allow the offense to use more time before a shot is attempted, an advantage for teams wanting to slow the tempo of a game.
· A poor defensive player can often be "hidden" in a zone because teammates can more easily help if he or she is beaten.
· A zone can help players in danger of fouling out by taking pressure off them.
· Against teams with inexperienced guards, trapping zones can disrupt the offense and force turnovers
[bookmark: _Toc14077242][bookmark: _Toc14140287]Disadvantages
Playing a zone causes for some risks. 
· Zones tend to be weak on the perimeter, so they are not very effective against teams with good outside shooters.
· Zones have gaps (areas that are not well-covered by defenders) that can be exploited by teams that pass well or have guards capable of penetrating the zone.
· If a team is behind in the game, playing a zone can be a poor strategy because zones usually allow the offense to take more time off the clock on each possession, which limits the time remaining for the losing team to reduce the lead. It also reduces the chances of stealing the ball from the attackers and attempting a quick counterstrike across open field. This is not always true; there are pressure zone defenses that can often cause quicker shots by the opponent or result in turnovers.
· Zone defenses require a commitment to scheming and practicing zone, both from coaches and players. While most players are familiar with playing zone defense, they are sometimes not expert in the nuances of the zone, such as spacing, which require familiarity and experience. When man-to-man teams switch to the zone defense, it is sometimes seen as a gimmick that is easily exploited by disciplined teams.
· Combined Defensive Systems
In these systems the elements of man-to-man and zone defense are combined some players fulfill the tasks of man-to-man defense and some the tasks of zone defense. 
The most frequently used system is the system 5+1. One defender practices man-to-man defense, the others practice the zone system. This system is useful against the team with an exceptionally good player
 (mostly the shooter, but it may also be the starting player). 
The pivot can sometimes be defended using the man-to-man method; in this case the other defenders form the basic defense, being a few meters further away from the goal line (system 1+5). 
During the practice of the zone and combined defensive systems we concentrate primarily on the three following aspects:

1. Taking up positions typical for the chosen system as well as for the transition from attack to defense,
2. The movement of defenders while guarding attackers in their own space with and without the ball with a strengthening defense towards the ball, 
3. Cooperation of defenders against an exchange of the positions of attackers.
At first practice in couples or groups of three defenders, later with all six players. The role of the attackers must be included. At the beginning of the practice the attackers must carry out set sequences of attack. During further practice the attackers are able to gradually play more freely.
· Defensive tactic in Numerical Inferiority or Numerical Superiority
In numerical inferiority zone defense, the system 5:0 is nearly always pursued to make extra effort to block backcourt shoots and keep the zone dense with special attention to protecting the high percentage shooting area in front of the goal. This way the space in front of the goal area is sufficiently covered. Such situation requires increased individual and collective effort. It is important to force the action of the attackers to lower percentage shooting area in the wing.
The defenders try to eliminate the opponent’s numerical superiority close to the ball as much as possible by permanently moving towards the side lines. 
Suddenly and for a short period the team can change the system, for example into 4-1 or 4+1, in order to surprise the opponent, to disturb or to interrupt their intended combination.
In numerical superiority the zone defensive systems with forward defenders and combined defensive systems, for example 5-1, 5+1 or 1+5, are preferred. During numerical advantage play more aggressively to force mistakes and defend player to player against the best shooter while the rest of the team stays in 5-0 zone.
In the system 1+5 five defenders carry out man-to-man defense and the sixth one defends the space between the ball and his own goal area. If the opponent is weaker or the development of the match makes it necessary to take a risk, it is possible to defend with only five players (zone or man-to-man). The sixth one waits somewhere at the middle line to catch the ball in case of the defending team gaining the ball. When two opponents are excluded, the system 4+2 (4 zone and 2 man-to-man defending players) is also used.






















[bookmark: _Toc14077243][bookmark: _Toc14140288]CHAPTER FIVE
[bookmark: _Toc14077244][bookmark: _Toc14140289]5. OFFENSIVE AND DEFENSIVE SYSTEM
[bookmark: _Toc14077245][bookmark: _Toc14140290]5.1. Attacking System
Offensive Phases in Handball has two parts these are:
1- Fast Break: 
2- Organized attack
1- Fast Break: 
It is a quick process for scoring a goal. There are two type of Fast Break
A- Sudden Fast Break: a quick process that occurs through 1 or 2 players for scoring a goal.
B- Wide Fast Break: this occurs through increasing the numbers of players in case of the presence of strong defense.
2- Organized attack:
There are two parts of organized attack or Positioned Attacks
A. Building Attack: Offensive formations ( 3 – 3 )  ( 2 – 4 )  ( 4 – 2 ) 
                                              Movements: long - wide – cross – complex – fixed positions
B. Finishing Attack: Using one of the Basic Offensive Formations
· The positions during attack 
Each team has a maximum roster of 14 players but only 7 players can be on the court during play.
   RW              
	                     RB
                                     MB/CB
     G.KP            

                                LB  
                LW             




RW= Right wing
LB= Right back
MB=Mid back
P= Pivot or lineman
LW= Left wing
LB= Left back

· Left and Right Wing
● typically excellent at ball control and wide jumps from the outside of the goal perimeter to get a better shooting angle at the goal.
● Teams usually try to occupy the left wing position with a right-handed player and vice versa.
● These players are usually fast and able to run fast-breaks (counter-attacks) for the team.

· Left and Right Back
· Usually tall and able to jump. 
· Goal attempts by these players are typically made by jumping high and shooting over the defenders as well as by breaking-through in 1-on-1situations.

· Center Back
● A player with experience is preferred on this position. He/she acts as a primary play-maker.
· Circle (Pivot)
● Interferes with the opposing defense to create opportunities for the team by disrupting the defense or setting picks.
● Minimal jumping ability required but ball control and physical strength are advantages.
[bookmark: _Toc14077246][bookmark: _Toc14140291]5.2. The Basic Defense
The main objectives of all defensive actions are to prevent the opposing team from scoring a goal and win the ball back to initiate the counter-attack.
There are three basic defensive systems in handball: man-to man, zone, and combination defenses.




[bookmark: _Toc14077247][bookmark: _Toc14140292]5.2.1. Man-to-Man defense or Individual Player-to-Player defense
· Man-to-man defense can be played throughout the field, in the own defensive half of the field or only in front of the own goal area.
· Man-to-man defense throughout the field demands that each player guards the closest opponent immediately after the loss of the ball. Disturbing an opponent’s attack from the very beginning is an advantage. The disadvantage is the possibility that weaker defenders must cover stronger attackers and vice versa. If this occurs it is necessary to make a “redistribution of attackers” during the next break in the game.
· If each attacker is to be guarded by the same defender all the time, then all defenders must return towards their goal. In a chosen area, for example at the middle line or at the free throw line they expect the opponents and guard them.
· These systems do not demand so much cooperation as the systems presented later. Man-to-man defense is advantageous in the match against a weaker opponent or in that part of the match, when we want to surprise the opponent or to reverse an unfavorable development of the match.
· This is the most fundamental defensive system that all new handball players should learn first until they reach an acceptable skill, proficiency and maturity to move on to more complicated plays.
· Defenders focus on guarding their respective opponents over the entire playing field or in designated space. It gets progressively more aggressive as play gets closer to the goal. 
· Man-to-Man defense can be applied in a full or half-court press system without switching opponents. This is then followed by a more physically and developmentally demanding system which includes switching. Please see below for the typical half-court man-to-man defensive formation.






[bookmark: _Toc14077248][bookmark: _Toc14140293]5.2.2. Zone Defense
● It is the primary way of defending in handball and is used by more technically and tactically advanced teams.
● In zone defenses, players focus on guarding their respective spaces and all offensive players that are coming through the zones.
● The following are the most popular zone formations: 6:0, 5:1, 3:2:1, 4:2, and 3:3
● The diagram below shows typical 6:0 formation with players positioned along goal area line.








Figure:  6:0 Defenses
[bookmark: _Toc14077249][bookmark: _Toc14140294]5.2.3. Combination Defense
● It is a combination of man-to-man and zone defenses that is used in very specific tactical situations by experienced teams.
● Depending on the formation, some defenders may engage in individual marking of one or more attackers while others play zone defense.
● The most popular combination defense formations are: 5+1, 4+2, and 4:1 + 1.
Diagram below shows typical 4+2 formation.




[bookmark: _Toc14077250][bookmark: _Toc14140295]CHAPTER SIX
[bookmark: _Toc14077251][bookmark: _Toc14140296]6. TALENT IDENTIFICATION IN HANDBALL
6.1. [bookmark: _Toc14077252][bookmark: _Toc14140297]What is talent identification?
It is the process of recognizing current participants with the potential to become elite players. It entails predicting performance over various periods of time by measuring physical, physiological, psychological, sociological attributes, as well as technical abilities either alone or in combination. Talent identification has become increasingly important across a number of different domains. Within sport, it is becoming more important than ever. Teams are desperate to try and recruit the best to help them succeed and this process begins from a young age. Talent identification involves an attempt to predict the future capacity of performance of an individual.
6.2. [bookmark: _Toc14077253][bookmark: _Toc14140298]Stages of talent identification
                                                               Talent detection 
           Discovery of potential performers who are not currently involved in the sport in question 



Talent identification  
                         Recognizing current participants with the potential to become elite performers


Talent development
Providing athletes with a suitable learning environment so that talent can be realized.




Talent selection 
Ongoing process of identifying at various stages - individuals who demonstrate prerequisite levels of performance






Importance of talent identification  
· Discovery of the great talent
· Recognition of the hidden talent
· By recognizing the talent at the early stages the children
· Can show their talent at their extreme  
· Talent identification helps in finding a big asset for the country 
[bookmark: _Toc14077254][bookmark: _Toc14140299]6.3. Talent measurement technique of handball player
 1.  Physical predictor of talent:- 
a. By the use of anthropometric variables:- Age,  weight of body,  height, body mass, body mass index, 30m running speed, standing long jump, hand grip strength, ball velocity, flexibility, agility 
b. Linear measurements (Girth):- upper arm, forearm, and calf circumferences. 
c. Bone diameters: - Elbow, wrist, knee, ankle 
d. Skin fold measurements:- Biceps, triceps,  thigh and calf skin fold.
e. Motor fitness components:- Speed, strength, endurance, agility, abdominal strength, explosive power, 
2. Psychological predictor of talent
Successful players are distinguished from less successful players by measuring of anxiety, self-confidence, motivation and attention style. Talented players are 
· more committed 
· self- confident 
· less prone to anxiety, both prior to during competition, 
· Able to employ various psychological coping strategies effectively, 
· more highly motivated and
· Better maintaining concentration during performance.  


 3. Physiological predictors of talent
Physiological measures have also been employed in an attempt to identify key predictors of performance compared successful and les successful, using measures of maximal oxygen up take, anaerobic power, grip and trunk strength measures, and heart volume. The successful players had superior physiological fitness compared to the others. 
4. Cognitive and game intelligence predictors of talent
According to (Williams 1995) stated that measurement of perceptual cognitive skills such as anticipation and decision making. Such tests, which typically employ film based stimulations of match situations, talented players are:-  
· Faster and more accurate in recognizing and recalling patterns of player 
· Better anticipating the actions of their opponents based on contextual information.
· Characterized by more effective and appropriate visual search behaviors.  
· More accurate in their expectation of what is likely to happen given a particular set of circumstance
When the coach want to identify players talent he/she must be consider the following parameters:
·  Height, length of arms 
· Muscle size, strength and muscle fiber composition 
· Heart size and resting heart rate 
· Lung size and volume 
· Flexibility of joints 
· Reaction time 
· Speed, agility, and power. 




Physiological predictors
· Anaerobic power
· aerobic capacity
· anaerobic endurance

Physical predictors
· Height weight, physical qualities
· Body size, arm length, arm span
· Bone diameter, palm size
· Somatotype,





Potential predictors of talent in handball




Psychological predictors
· Attention
· decision making
· Game intelligence
· Creative thinking
· Self confidence
· Concentration
· Motivation
· Anxiety control
Sociological predictors
· Parental support 
· Coach children relationship
· Cultural background
· Socio economic background
· education





















7. [bookmark: _Toc14140300]Hand Signal in Handball Referee
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1. Entering the goal area
[image: ]

2 .Illegal dribble
[image: ]
3. Too many steps or holding the ball more than three seconds
[image: ]
4. Restraining, holding or pushing
[image: ]
5. Hitting
[image: ]
8. Offensive foul





[image: ]
7. Throw-in – direction
[image: ]
9. Goalkeeper-throw

[image: ]

9. Free-throw – direction


[image: ]
10. Keep the distance of 3 meters

[image: ]
11. Passive play
[image: ]
12. Goal



[image: ]
13. Warning (yellow) 
       Disqualification (red)
[image: ]
14. Suspension 
(2 minutes)
[image: ]
15. Time-out

[image: ]
16. Permission for two persons 
who are « entitled to participate » 
to enter the court during time-out


[image: ]

17. Forewarning signal for 
Passive play
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