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Name of the profile:
To distinguish and identify yourself, you must assign a name to 
your profile.
Shot inversion:
Reverse the direction shot control. 
Auto selection:
Using the slide control, choose how you want to select the next 
available player on the game field. Choose between automatic or 
manual selection.  

Once you have adjusted the ideal settings for your game, click on 
“Create” to save the profile. 

b) Edit a profile

Name of the profile:
Choose the name of the profile you wish to edit from the list. The 
options here are the same as in the section “Create a profile.” The 
settings will reflect the characteristics of the selected profile.  

c) Erase a profile
From the list, choose the profile you want to erase and click on 
“Accept.” Select “Confirm” to finally erase the selected profile. 

6. SINGLEPLAYER MODE

In this menu, you can choose between four different game types.

a) Knock-Out
In this mode, you can play versus the CPU or friends on one com-
puter. This mode allows playing with up to 4 players at the same 
time (2 players per team).
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In this screen, you choose your profile, a team you want to play 
with, the control device you are using (keyboard, or game pad), 
and the color of your team icon. 

Game settings:
You can choose the length of one half of a match (possible selec-
tions: 90, 180, 240 or 480 seconds). In addition, you can choose 
the various arena bonuses available on the field (random bonus, 
ramps, stars, electric ball, hole, magnetic plot).

Arena choice:
Select one of the 4 different arenas available you want to play in.

Difficulty level:
There are 4 difficulty levels, marked by different colours (the team 
names in the selection menu will be coloured accordingly).  

Green:	   Novice (= league 4 teams)
Blue:	   Intermediate (= league 3 teams)
Orange:	  Difficult (= league 2 teams)
Red:	   Very difficult (= league 1 teams)
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b) League (career mode)
In this mode, you can start a new league or take part in an open 
league.
There are four leagues, consisting of 14 matches each. Your team 
will advance into the next league if, by the end of the season, you 
have fought your way up to first or second place. During every 
season, you can use the credits you have accumulated to recruit 
new players or to upgrade your teammates. 
Balance at the beginning of a new game: 850 credit units

c) Cup
Cup mode consists of 8 rounds. You face your opponents both 
during the first and the second leg of each round. 
Balance at the beginning of a new game: 1’500 credits

d) Practice
There are no opponents in this mode. Practice mode allows you to 
test and practice the controls, strategies and formations.
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7. Team-Management

Colour set: 
In the colour set menu you can change the appearance of your 
team. You can load presets, choose from different skins, fonts, 
tags and change to colour as you wish.

Players: 
These are your regular players shown on the playground.

Star Players: 
Better player which can’t be upgraded.
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Team formation: Choose a formation for 
your team 

Team mates: Choose one character after 
another.

Character settings:
Type: Male, female or cyborg
Function: Position on the field (forward, cen-
ter or defender)
Position: Position within the formation
Number: Team number of this character
Goal: Number of goals 
Injured: Number of opponents knocked-out 

Skill parameters: Allows you to set 
the skill levels of the character. Button “+” 
upgrades the selected skills by 5, 10 or 15 
(according to the skill) 
Button “>” increases all skills to their limits. 
Click button “APPLY” if you are ok with the 
upgrade done.

	
The button “UPGRADE ALL” allows you to upgrade all your cha-
racter skills. 
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8. MULTIPLAYER MODE

In this mode, you can initiate a LAN or online game with other 
players. 

a) LAN game
You can start a new game on a local network, or enter an existing 
game. 

• Create a local server:
Here you can set up a server for a local network game. 

Name of the server:
Here you can enter the name of your server!

Password:
Set up a keyword that players will have to enter in order to access 
the game. If you do not want to protect the game with a password, 
simply leave this field blank. 

Click on “Accept” to create the game.



- 1 8 -

• Joining a local server:
Here you can join a game that was previously established on a 
local server. 

Name:
Name of the server
IP address:
IP/network address of the server
Status:
Game status: in-game or waiting for others players
Number of players:
Number of players (1 vs. 1, 1 vs. 2 or 2 vs. 2)
Password:
Indicates if the server is protected by a password.
Ping:
Reaction speed of the server, in milliseconds (ms).

The field “Refresh server list” renews the list of available servers. 
Click on a server to enter a game.  

• Starting a local server:

Name:
Name of the server
IP address:
IP/network address of the server
Length of one round:
Here, the creator and host can adjust the length of one half of a 
game, setting it at 90, 180, 240 or 480 seconds.
Number of players:
The creator and host of the game can determine the number of 
players that will take part in a match. The players will then set up 
their own profiles and choose their control device (game pad, joy-
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stick or keyboard). Once all players have made their selections and 
clicked on “Ready”, the field will light up red to confirm the start of 
the game. The first round will start automatically when all players 
have finished this process.

b) Online game
At first you have to enter your login and password to connect to 
the game portal. (Note that the login and password have to be 
created on the game portal www.speedball2.com/game center. 
Refer to chapter “SPEEDBALL2.COM”).

In this menu, you can start or join an existing online game.
The creation and management of online games follows the same 
steps as the creation and management of a local network game. 
Bulletin a) will tell you everything you need to know. 

Team management:
Here you have to set your team before playing online. (Refer to 
chapter “Team Management”)

 

9. GAME OPTIONS

a) Display options

Resolution:
Set the desired screen resolution. Click on “Accept” to confirm 
your selection. 
Full screen:
Starts the game in full screen mode.
Gamma value, brightness, contrast:
Use the slide control to adjust these settings.
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Quality/detail of character models:
Quality and detail level of all character models.
Shadow count:
Shadow count on arena ground (0 – 4).
Entity reflection:  
Mirroring of players (On/Off).
Arena reflection:
Arena reflection (On/Off).
Post process:
Enables Post Processing glow effect (On/Off).
Texture size:
Using the slide control, you can adjust the resolution of textures. 
Antialiasing
Allows you to adjust the smoothness of object edges.
Dynamic Helmets:
Helmets can be ejected from hurt characters (On/Off).

b) Sound options

General volume:
Use the slide control to adjust the overall volume of the game.
Sound effect volume:
Use the slide control to adjust the volume of the sound effects.
Music volume:
Use the slide control to adjust the volume of the music

c) Control

This section allows you to configure the key assignments for your 
input device (game pad or keyboard). (See chapter 4. Game cont-
rols).
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10. SPEEDBALL2.COM

The game center of Speedball 2 – Tournament is the central hub 
for all Speedball 2 gamers. You can enter your team into the 
ranking and use it to fight your way to the top of the list. In additi-
on, you can use the game center to contact and work with other 
players, establish your profile and organize your clan!

a) User

Registration: To play Speedball 2 – Tournament online, you must 
set up a login and a password within the game center, which you 
will then use to log into the online mode of the game client. 

To set up your own account, go to the game center screen, click 
on “Register” and fill out the form that appears on your screen. 
After registering, you will receive an email that contains a confir-
mation link; click on this link or enter it into your browser to unlock 
your account. Please make sure to provide a valid email address 
during registration!
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Team functions: 
As soon as you have registered at the Speedball 2 – Tournament 
Game Center, you will be able to find an overview of all news at 
“MyGameCenter”. You best create an own profile first, for that 
your teammates know who they are playing with.

Team profile: 
Your team profile will be visible to all site visitors that have an in-
terest in your team. All important information regarding your team 
will be listed here: everything from match statistics, clans, recent 
blog entries and friends – even a picture gallery. If you select your 
own profile, you can see who last visited your page. If you visit the 
profile of another player’s team, you can view the extended friend-
ship network that connects you and the other player.

Click on “Edit a profile” to enter additional information about 
yourself (for example, your date of birth). You should also use this 
section to edit your abbreviated profile – this allows you to perso-
nalize your site! On the pin board, visitors can leave comments, or 
just thank you for a good match!  

Blog: 
Did your Speedball team just finish a memorable match, or do 
you want to share some stories about your life as a Speedballer? 
That’s what your blog is for! If you publish an entry on your blog, 
all users can view it via the game center screen. Other players can 
comment on your entries, but only if you have activated the com-
ment function. Of course, you can edit, publish or erase any blog 
at any time. To do so, simply select the entry you want to work on 
and click on the link for that function.

Friends: 
The friend list shows you who is currently online. Adding a new 
friend is easy – simply look for the screen name of the player, or 
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the player’s team, enter his or her profile and click on “Add friend”. 
The player will receive a friend request email, and can enter you 
into his or her list of friends.

Gallery:
You can use your picture gallery to collect and share your best 
Speedball 2 – Tournament screen shots and other personal 
pictures. Simply select the file name and click on “Upload”. The 
most recent pictures will show up in your profile, and can be seen 
by everybody that is part of the Speedball community. Sharing 
pictures of your most recent match in a forum of fellow gamers 
couldn’t be any easier!

Personal Messaging:
Game center offers a mailbox to every team and every player. If 
you want to contact another player, create a new mail and enter 
the name of his or her team. You will receive a notification email 
once you get mail through the game center. Of course, you can 
also check your inbox directly through the game center screen.  

Match statistics:
The results and data for all of your online matches will be saved 
in a permanent ranking system, allowing the player to review all 
achievements and successes. Never lose track of your career!

Team:
In the “Team” section, you find review data for all players that are 
part of your team. You also have access to information about the 
other players’ abilities (speed, shot strength, aggression, accuracy, 
resistance and condition). 
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b) Clan functions
A number of players can combine their teams into a clan. You can 
set up matches within a clan and take part in the clan ladder. The 
game center helps you organize and introduce your team to the 
Speedball Community! To build a new clan, click on “Create a new 
clan”. Choose a name, provide a short description of your clan (not 
necessary) and establish a password, unless you do not want to 
restrict access to your clan. 

Clan profile: 
Just like in the team profile screen, all of the necessary informa-
tion is listed here. For example, you can review recent matches, 
new forum entries, news and new members. Whenever somebody 
visits your clan pages, this profile will be the first page that shows 
up on their screen.  

News:
Similar to team blogs, the news section allows you to publish 
entries and information about your clan. You can set entries as 
“public,” allowing everybody to view them in the clan news section 
of Speedball 2 – Tournament. If you set entries to “not public,” only 
the members of your clan will be able to view them.

Members:
You can add new members to your clan in a number of ways. For 
one, you have the option to invite players and their teams. They 
automatically become members if they accept your invitation, and 
they will not be required to enter a password, even if access is 
password-protected.  
However, players can also apply to become members of a clan: 
the clan receives a personal note from another player and can 
either admit or refuse him or her. 
The “Edit” field allows you to assign certain rights or forum abilities 
to different players in your clan, such as entering news, or acting 
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as a facilitator or host to the clan. The founder of a clan always has 
“full rights,” but may grant such rights to other members as well.
If you want to remove a member from a clan, then you have two 
options: You can erase the person from the member list, or com-
pletely ban the player. If you ban a player, he or she will not have 
access to the clan and its various forums anymore.    

Forum:
The forum can be organized and partitioned into different sub-
categories. To use the forum, you will have to set up a sub-forum 
first, and give it a title and a description.  After setting up such a 
sub-forum, you can use the “Edit forum” field to admit or grant 
managing authority to others. Every host can set up discussion 
topics (threads), or close those topics for further discussion. New 
forum entries will automatically appear on the personal game 
center screen for all members of the clan. You always have easy 
access to all activities and news!

Links:
Here you can post various links for your clan. Be it your own 
website, you IRC Channel or just a link to an interesting site you 
came across – make it available to everybody. Of course, you can 
also post links to entries you made in a previous news section (for 
example, a definition of your clan rules). 

Gallery:
Similar to the gallery that is available in the team profile, this gal-
lery allows all members to upload their own pictures (if this option 
has been enabled). This allows all of you to easily share screen 
shots of recent matches.
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c) Ladder function 
The Speedball 2 – Tournament ladder function allows you to play 
online against other players, and gives you the chance to move 
your team up the ladder by winning as many matches as possible. 

How does the ladder work?
A ladder is a continuous contest between players with a ranking 
system. The more games you win, the further you move up the 
ladder. After entering a ladder contest, you can challenge other 
players to a match – you don’t have to wait for the start of a tour-
nament or other set events! 

Overview:
Once you access the ladder menu, you will see a summary of the 
most important information about that ladder (for example, a list of 
the Top 20 Players, the last 10 matches and other statistics for this 
ladder). 

Enter/Leave:
Use this menu to enter or leave the ladder you have selected.

Rules:
The ladder is subject to a number of rules, which you can review 
in this section. Please read through them carefully before entering 
and actively playing in a ladder!

Matches:
The “Matches” section lists all games that are currently being 
played in the ladder. Besides the final scores of all games, you can 
also review current half-time scores and leave a comment about a 
specific game.

Ranking:
The section “Ranking” lets you review an up-to-date ranking list. 
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Each table lists important information, such as a player’s user-
name, a statistic about won, lost and tied games as well as a 
table summarizing each player’s ladder points. You can access 
an opponent’s profile by clicking on his username. To challenge 
players to a match, simply click on the “Challenge” button next to 
their names. 

Challenge:
To challenge an opposing player to a match, go to the overview 
screen or the rankings page and click on the “Challenge” button. 
The following menu lets you decide on some basic options for this 
match (arena, host server for the game, length of the match and so 
on). After you have chosen the settings, your opponent will receive 
a notification of the challenge. Depending on the ranking gap bet-
ween you and your opponent, the player can accept or refuse the 
challenge. Should the opposing player accept the match, both of 
you will meet at the agreed-upon time on the server and face each 
other in a match.  
 

“Have a ball” with the tournament version of Speedball 2!
We wish you good luck!
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