MODIFIED EUROPEAN HANDBALL RULES 
FOR PRIMARY SCHOOLS
Adapted from Official International Rules
Updated 29th August 2018
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1. The Playing Court

A standard Basketball or Netball court (with or without Netball posts in place).
Portable soccer goal is placed in the centre of each goal line.
The size of goalposts is not important.
2. The Goal Area

The Goal Circle Area is that defined by the semi-circular shooting zone on a Netball (4.9m radius) or Basketball court 6.25-6.75m). Where both radii exist then the largest is preferred. 

3. Playing Time
Flexible, according to number of teams and time budget.
4. The Ball
The Mitre Oasis Mini Size 5 netball (code BB1256PCYMINI), costing $10 each, is perfect for European Handball.
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It can be purchased ONLY from:

SPTGRP WHOLESALE (Australian distributors for Mitre Neballs)
5-7 Capella Crescent
Moorabin   VIC   3189

Email- mitre@sptgrpwholesale.com.au

Ph (03) 9091 5017
Please note that this ball is not advertised on the STPGRP website
Ii is suggested that your school purchase 6 or more balls at a time as the bubble grip can wear out over time when used daily on a normal bitumen netball court surface.

However, any similar-sized ball with the similar bouncing/throwing and catching attributes may be used if the Mitre ball is not available.
5. The Team

No more than 7 team players may be present on the court at the same time. 
The remaining players are substitutes.

Unlimited interchange applies.

Unselfish interchange should be a habit so that all players participating should feel that they have made a contribution.

At all times during the game, the team must have one of the players on the court designated as a goalkeeper. 
The Goalkeeper can swap position with another playing or bench team member at any time except after a penalty shot is awarded against their team.
7. Playing Equipment
All the court players on a team must wear identical uniforms.

The combinations of colours and design for the two teams must be clearly distinguishable from each other. Fluoro Oz-Tag belts and tags, Netball, bibs or fluoro vests should be used by at least one of the two teams where their school uniforms are almost identical.
Normal safety precautions with rings, necklaces, earrings, etc. should be taken.
8. The Goalkeeper
The Goalkeeper can touch and move with the ball only inside their own Goal Area. 
The Goalkeeper can be replaced at any time EXCEPT after a Penalty Shot on Goal has been awarded

9. Playing the Game:

A start can begin with either of the following (not all that important):
a) Umpire throw-up between opposing players over the Centre Circle

b) Coin toss to decide who starts the game with possession

Before the commencement of the game players from both teams must be positioned within their own half of the court.

Once play commences there is no offside.
The ball can be passed in any direction.

The ball can be fumbled/dropped without loss of possession.
Players in possession pass, throw, bounce or roll the ball to another team member.

Should they decide to run with the ball then a bounce must be made every 5 steps in any direction as in basketball. Players exceeding 5 steps without bouncing are signalled ‘travel’ and a changeover is taken.
10. Penalty Shots at Goal

· The attempt is taken directly in front of goal, outside the Goal Circle.

10. Penalties:

To avoid chaos or injury, the following 6 incidents are NOT tolerated and incur a Penalty Shot on Goal against the team of the offender:
· pulling or hitting the ball out of the hands of an opponent
· holding or restraining the body or uniform of an opponent with or without the ball (defenders cannot move sideways into an attacking player as they pass by if they have not established a legal blocking position) (Unintentional physical contact is tolerated.)
· the ball-carrier charging into a defender who has already established a legal blocking position. (Unintentional physical contact is tolerated.)
· The Goalkeeper touching the ball when it is still in play anywhere outside their Goal Circle.
· Defensive players entering inside their own Goal Circle. (If an attacking player enters an opponent’s Goal Circle then goals shot by their team members are disallowed).
· Any player, including the Goalkeeper, lobbing a ball from their Goal Circle/end Third across the Middle Third of the court into the Third at the other end of the court. (See the diagram below)

(The ‘Pass to Adjacent Third Only’ rule is to make the game attractive, interactive and strategic – rather than players lobbing the ball from one end of the court to the other. Lobbed balls can attract head clashes between catchers who are focussing on the ball rather than their proximity to an opposing player also wanting to catch it.)
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11. Should opposing players gain simultaneously possession of a loose ball then the umpire makes a Throw-Up between those contesting players for a restart of play. 
12. A partial foot on a boundary line whilst in possession of the ball counts as ‘out’ and incurs a changeover.
13. Scoring a goal whilst a partial foot is on the Goal Circle line is considered a ‘No goal!’ – restart of play by the Goalkeeper.
14. The ‘5-second’ rule incurs a changeover when a player is unable to find a recipient to pass the ball to after 5 second in a standing still position.

15. When the Goalkeeper retrieves the ball from the net, play recommences immediately.
16. Out-of Bounds
· When a ball lands or rolls over the sideline then the non-offending team re-commences play with a Throw-In.
· Opposition players must give the Throw-in player a 2m clearance from both corner throws and sideline restarts.
· When a ball, last touched by the attacking team, passes over the goal line then the defending Goalkeeper re-commences play by passing/throwing from inside the Goal Area.
· When a ball is last touched by the defending Goalkeeper/team member and passes over the goal line then the attacking team re-commences play with a Corner Throw-In. (Same rule as in soccer)
17. 17. Jumping and Landing Inside the Goal Area Whilst Taking a Shot:
You will notice the cover of this booklet contains a photo of a girl shooting for a goal from OUTSIDE the Goal Circle, but who will eventually land INSIDE the Circle. The goal (if scored) is allowed only if the ball leaves the hand BEFORE the foot lands within the Circle.
whilst scoring goals this way is allowed in the International game, and adds an element of excitement to the game, it also adds a risk of injury via collision as well as adds debate as to whether or not the ball was released before the shooter landed. Jumping into the Goal Circle to score is NOT recommended for Primary school children.
Tips to make the Game More Attractive for Everyone:

1. If a student frequently runs from one end of the court to another and then tries to shoot for goal, without sharing or playing as team member, then he/she should be replaced until they can change their attitude.

2. Have teams avoid following and surrounding the ball ‘en mass’ – like bees around a honeypot. This simply brings on crowding, collisions, fighting for the ball inside a crowd with little opportunity for sharing play or getting good shots on goal.

It also leaves a huge portion of the court unprotected and ready for an easy breakaway.

‘Honeypot’ play is somewhat ugly and boring to watch and doesn’t develop skill or strategy.
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3. Instead train teams to operate in a 2/2/2 or 3/3 pattern as shown in the following diagrams so that there is a balance between Attack and Defence.
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Umpire Tip:
Go into the game with 2 balls, keeping one as a spare. If a stray ball escapes some distance from the court, then simply throw the spare ball to the player or Goalkeeper to restart play. Reserves or other students should be pre-organised to chase these loose balls and return to you. This strategy keeps the game rolling.

Other Suggestions:
Bluetooth link an old mobile phone with a small but loud portable music box.

Using the phone’s Clock/countdown app, select a time and a noisy alarm ringtone.

Set the duration of the game.

Appoint students to manage the starting/stopping/resetting of this alarm. 
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Appoint students to keep score of the game using portable scoreboards.

Historical Background for This Rule Book


In 2008 Teachers at Smithfield West PS began teaching their students a modified form of European Handball as a suggested activity from a ‘Beijing Olympics’ Unit of Work.


The students instantly loved the game and soon after it was demonstrated to other schools within the Horsley PSSA Zone. Eventually European Handball was introduced as a major sport for the annual Gala Day, held between the Winter and Summer competitions in the Horsley Zone.


After all these years it remains popular wherever it is played and schools are being introduced to it on a regular basis.


Its popularity is earned because the ball is easily controlled, with few rules and lots of student involvement.


The Rules here have been modified many times over the years but they now reflect, perhaps, the best way to conduct the game with students in Stages 2 and 3.


Any suggestion to improve on these rules is welcomed.


Enjoy!


Ray Howitt (Retired teacher formerly of Smithfield West P.S.)


0409 395 967








