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1. RealSports TENNIS!

You're in the third set. The game
score is 5-4, your AD. Your oppo-
nent overpowers you with a tre-
mendous smash to your backhand.
The score is DEUCE again—you're
tense and tired, but you muster all
your strength and go for it. Just two
more points and the match is yours!

Positioned at the baseline, you
prepare to serve. Maybe this time
you'll ACE him and take the advan-
tage—and then, maybe you won't.
Anyway, there's no time for specu-
lation; the ball’s in the air. Your
serve lands near the baseline and
you rush the net to volley. This time
you're ready! . .. POW! You hit a

steely angle shot down the sideline.
Your ocpponent lunges fiercely . . .
stumbles . . . and misses.

The crowd stirs restlessly with ex-
citement in the stands. You turn
around to see your name lit on the
scoreboard with the AD in your
favor. The tension builds as you
|s_,lowly move back to the service
ne.

It's hot! Your eyes are straining
and your body's weakening after
hours on the court. The clink of
champagne glasses and bright
white suits in the first row don't
help your concentration either . . .



Across the court, your opponent
crouches, ready for your serve.
He's got to be as tired as you—but
doesn’t show it. This is your chance!

Feeling a second wind, you reel
back as the ball descends. You

uncoil, hitting the ball with a
powerful stroke—it lands in front
of your opponent’s astonished face
and bounces wildly to the side-
lines. You've ACED him! You fall to
your knees, your arms upraised in
victory.

2. GAME PLAY

In order to win the RealSports
TENNIS match, you must win two
out of three sets. Points are
scored by hitting a shot over the
net that your opponent can't
return. (See Section 5, SCORING,
for details.)

Following each game, the receiver
becomes the server. Also, players
switch sides after the first game

and then after every other game,
according to the official rules
of tennis.

RealSports TENNIS can be played
by one or two players at slow or
fast speed. In addition, each player
can play with either automatic or
manual racket control (see DIFFI-
CULTY SWITCHES for more
details.)

3. USING THE CONTROLLERS

Use your Joystick Controllers with
this ATARI Game Program™ car-
tridge. Be sure the controller
cables are firmly plugged into the
CONTROLLER jacks at the back
of your Video Computer System™
game. Use the Joystick plugged
into the LEFT CONTROLLER jack
for one-player games: plug an ad-
ditional Joystick into the RIGHT
CONTROLLER jack for two-player
games. Hold the Joystick with the

red button to your upper left,
toward the television screen.
(See your owner’s manual for
further details).

CONTROLLER ACTION
THE SCOREBOARD

You can personalize the RealSports
TENNIS scoreboard by entering
your name or your player’'s name;
move the Joystick to select a letter,
space (), or period (=) from a
scrolling alphabet. When the
desired character appears, press
the red controller button. When you
are finished, select the start arrow
(¥ ) to begin the game. (See
Figure 1).



Left Player's
Name

Right Player's
Name

Figure 1 - Personalized Scoreboard

NOTE: If you don't want to pro-
gram a name into the scoreboard,
maove your Joystick forward until
the start arrow (¥ ) appears. Then
press the controller button. Now
get ready to serve!

PLAYER CONTROL
Move your Joystick in the same

4. CONSOLE

GAME SELECT

Press GAME SELECT to choose
either a one-player or a two-player
game and the speed of the game
(FAST or SLOW). Continue press-
ing until the game you want to play
is displayed on the scoreboard (see
Figure 2).

GAME RESET

Press RESET to bring up the scroll-
ing alphabet on the scoreboard; the
letter A will appear. The game will

direction you want your player to
run. Press the red controller button
to serve the ball. In a one-player
game, the computer player waits
until you press the red button
before serving.

NOTE: In some games, the red
controller button is used to swing
the racket (see Section 4, CON-
SOLE CONTROLS, under DIFFI-
CULTY SWITCHES).

There are three kinds of shots in
RealSports TENNIS: normal, lob,
and smash. A normal shot is hit
when your player is in a standing
position or is moving from side to
side; a smash, as your player runs
towards the net, and a lob, as your
player runs away from the net.

You can angle your shot by hitting
the ball with the tip of the racket.
The closer to your body the ball is,
the straighter the ball will go. In
addition, the computer automati-
cally positions the player to hit a
forehand or a backhand.

CONTROLS

begin after you enter a name and/or
select the start arrow (¥ ). (See
Section 3, USING THE CON-
TROLLER under CONTROLLER
ACTION.)

DIFFICULTY SWITCHES

Use the DIFFICULTY SWITCHES
to select automatic or manual
racket control. In position A, you
must press the controller button to
hit the ball; in position B, your player
will automatically hit the ball.



In single-player games, the right
DIFFICULTY switch controls the
ability of the computer player. Set
the DIFFICULTY switch to posi-
tion A for a more skilled computer
player and to position B for a less
skilled computer player.

Figure 2 - Game Select

5. SCORING

Scoring is just like real tennis.
Players compete for points to win
games, sets, and finally, to win the
match (see Figure 3).

Set Scores Game Score

Figure 3 - Scoring

GAMES

For each game, points are awarded
as follows:

i

mont

To win a game, a player must have
a two-point lead. If both players
score three points (40-40), the
score is called DEUCE. The next
player to score a point has the
advantage (AD), and must score
another point to win the game. If
the other player wins the next point,
the score becomes DEUCE again.
When the score is DEUCE, a player
must win 2 points in a row to win
the game.



SETS AND THE MATCH. ‘game is added to break the tie. The
The first player to win six games player that wins two out of three

with a two-game lead wins the set, ~ SE!S Wins the match.
If the score is six-to-six, a seventh

6. GAME VARIATIONS

RealSports TENNIS can be played play at two different speeds— fast
by two players, or by one player or slow (see the GAME SELECT
against the computer. You can also TABLE).

GAME SELECT TABLE




7. HELPFUL HINTS

m Begin by playing a 1-PLAYER
SLOW game. Practice different
shots against the computer to im-
prove your tennis skills. Then try
mixing your shots to catch the
computer off guard.

m |f the other player hits from the
baseline, try rushing the net to
volley. Then hit the ball at an
angle—out of the other player’s
reach.

m When your opponent moves to

the net, hit the ball to the baseline.

Your opponent will have a hard
time returning the ball in time.
Another tactic is to try to hit the
ball past your cpponent, down
the sidelines.
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m If you are in trouble, try hitting
a lob. This will give you time to
reposition yourself on the court
and may throw your opponent
off balance.

m To start the game quickly: Enter
the start arrow () in the score-
board and press the controller button.



8. BEST SCORES
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Call toll-free:
(800) 672-1404 (in California)
(800) 538-8543 (Continental U.S))

RealSportsTENNIS

GAME CARTRIDGE LIMITED NINETY DAY WARRANTY

ATARI, INC. (“Atari”) warrants to the original consumer purchaser that your ATARI® Game Program cartridge

is free from any defects in material or workmanship for a period of ninety days from the date of purchase. If any

suchdefectis discovered within the warranty period, Atari’s sole obligation will be to replace the cartridge free

of charge on receipt of the cartridge (charges prepaid, if mailed or shipped) with proof of date of purchase at

githarthe retail store where the cartridge was purchased orat one of the ATARI Regional Service Centers listed
elow:

Atarl, Inc. Atari, Inc. Atari, Inc, Atari, Inc.
1312 Crossman Ave. 5400 Newport Dr. 12 B World's Fair Dr. 2109 East Division St.
Sunnyvale, CA 94086 Suite 1 Somerset, NJ 08873 Arlington, TX 76001

Rolling Meadows, IL 60008
This warranty shall not apply if the cartridge (i) has been misused or shows signs of excessive wear, (ii) has
been damaged by being used with any products not supplied by ATARI, or (iii) has been damaged by being ser-
viced or modified by anyone other than an ATARI Regional Service Center.
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE, CONSEQUENTIAL OR
INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED WAR-
RANTIES ARE HEREBY EXCLUDED.
Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusions or
limitations of incidental or consequential damages, so the above limitations or exclusions may not apply to
you.
This warranty gives you specific legal rights and you may alse have other rights which vary from state to state.
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