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On-Court Tennis was created by Ed Ringler, Scott Orr, and Dan Ugrin.
Produced by Scott Orr.

Original music by John Fitzpatrick.

LET’S GET TO KNOW EACH OTHER

We’re working hard to design the kind of computer software you want.
And we’d love to hear your comments. Drop us a note. We’ll put
you on our special mailing list. If you’d like to find out about our newest
computer software, call 800-633-4263 ANYTIME ON WEEKENDS.
In California, call (415) 940-6044/5 (WEEKDAYS ONLY).

Write to:

Consumer Relations
Activision, Inc.
P.O. Box 7287
Mountain View, CA 94039

COPYING PROHIBITED

This software product is copyrighted and all rights are reserved by
Activision, Inc. The distribution and sale of this product are intended
for the use of the original purchaser only and for use only on the com-
puter system specified. Copying, duplicating, selling, or otherwise
distributing this product without the express written permission of
Activision are violations of U.S. Copyright Law and are hereby ex-
pressly forbidden.

Program and audiovisual ©1984 Activision, Inc.

Packaging, documentation, and other materials ©1986 Activision, Inc.
All rights reserved.

GAMESTAR is a trademark of Activision, Inc.

Commodore 64 and 128 are trademarks of Commodore Electronics, Ltd.
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Go to the Net

With On-Court Tennis, you can enjoy a little ‘‘round robin’’ with

- friends and family members. Or challenge some of the greatest tennis
stars in computer play—each one will vary his skill to match yours,
so as you get better, so will he.

And when you want to take a breather, you can watch two computer
stars of the court go at each other.

The choices are yours.

You choose a playing style, and a playing surface to suit your style—
grass for an extremely fast game, the hard court for consistently true
bounces, or the clay court to play at a more leisurely pace.

You choose the length of each match—a single set for warming up,
best of three sets, or best of five.

And you play your game, with full racquet control over groundstrokes
(angle and spin), serves, and smashes.

This Player’s Guide includes all the information you need to play

. On-Court Tennis. The first section, ‘‘Getting Started,’” tells you how
to load the program into your computer, select a playing surface and
style, and set the length of the match. You’ll also find a rundown on
the four top seeded computer players you can choose from. ‘‘On the
Court”’ describes all the rules and techniques for play: how to serve,
rallies, smashes, and scoring. Finally, in ‘‘Tips for Stars’’ you’ll find
some hints on improving your On-Court Tennis skills.



Getting Started
Loading On-Court Tennis

To load On-Court Tennis into your computer, follow these steps:

With the Commodore 64,

1. Start with your computer turned off and the cartridge slot
empty. Turn on your disk drive and monitor or TV, if neces-
sary. When the busy light on the drive goes out, insert the
On-Court Tennis diskette in the drive, label side up.

2. Turn on the computer. When the word READY appears, type
LOAD ¢‘“TENNIS”’,8,1 and press RETURN. The program
will load automatically. -

With the Commodore 128,

1. Start with your computer turned off and the cartridge slot
empty. Turn on your disk drive and monitor or TV, if neces-
sary. When the busy light on the drive goes out, insert the
On-Court Tennis diskette in the drive, label side up.

2. Hold down the Commodore key in the lower left corner of
the keyboard while you turn on the computer. When the word
READY appears, type LOAD ‘“TENNIS”’,8,1 and press
RETURN. The program will load automatically.

For a one-player game, plug a joystick into port 1; for a two- player
game, plug another joystick into port 2.

Pregame Warmups
To set up a match, first select your playing surface and type of game.

o Press the F3 key to choose your playing surface:

GRASS—an extremely fast surface; balls tend to skip and
pick up speed on impact.

HARD COURT—the most predictable playing surface;
balls bounce consistently throughout the match.

CLAY—the slowest playing surface; balls tend to slow
down and bounce high on impact.



o Press the F3 key to select a 1 PLAYER 2 PLAYER, or
DEMO game.

o Press the F7 key to go to the NEXT MENU.

To choose your style of play, select one of the four top seed stars to
take the court for you.

e PLAYER 1 presses the F3 key to select his or her top seed.
(If you’re playing solo against the computer, the menu reads
COMPUTER instead of PLAYER 1.)

¢ PLAYER 2 presses the F5 key to select his or her top seed.
Both players can select the same top seed if they like. Here
are your choices:

JOHN RINGLER has a great backhand, decent forehand
and serve. Aggressive—going to the net often, he pres-
sures opponents into making mistakes. But his hot temper
sometimes hampers his play during long matches.

BJORN UGRIN has good control over all his shots—a
very good backhand and serve, good forehand. He plays a
baseline game, so he has exceptional stamina.

JIMMY ORR has a great forehand, decent backhand, and
good serve. He wears opponents down with his tenacious
all-court play. But his endurance is sometimes a question
mark.

IVAN MESSIER has a great serve. He tends to play the
baseline with a very good forehand and a good backhand.
Unflappable—his even temper makes him especially tough
during long matches.

PLAYER 1 (or the COMPUTER player) always wears a blue shirt;
PLAYER 2 always wears a yellow shirt.

 After selecting your top seeds, press F7 to go on to the
NEXT MENU.



To choose the length of the match and start play,

o Press the F3 key to select 2 OF 3 SETS, 3 OF 5 SETS, or
1 SET.

¢ Press the F7 key to PLAY TENNIS.

To pause during a game, press the F1 and F7 keys at the same
time; press them again to resume play.

To restart a game, press the F3 and F5 keys at the same time.

On the Court

Each game begins with PLAYER 2 serving from the near court (at
the bottom of the screen) to PLAYER 1 in the far court (at the top
of the screen). Players always serve from the near court.
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The Art of Service

The player serving automatically tosses the ball in the air. To serve,
move the joystick to swing your racquet when the ball is near the top
of the toss. The direction you move the joystick determines the place-
ment of the serve in your opponent’s court, as shown in the joystick
diagram below.

For a hard serve, press and hold down the joystick button as you
swing.

Middle of
Service Court
Press for
Hard Serve o T

Left Side <_@_, Right Side

!

Middle

A serve that lands anywhere inside your opponent’s service court is
good. If your serve lands outside your opponent’s service court or
hits the net, it’s a faulr. If you hit two faults in a row (a double faulf),
you lose the point.

The serve changes after each game—accompanied by a musical inter-
lude. See ‘‘Scoring”’ for details.

Rallying
During play, the computer automatically moves your on-screen player
to the ball, so you can concentrate on your swing.

To return a shot, press the joystick button or move the joystick when
the ball’s shadow approaches your player’s feet in the near court, or
Jjust after it bounces in the far court.



By pressing the joystick button, you can hit a drop shot. The direction
you move the joystick controls the other kinds of shots you can hit,
as shown in the joystick diagram below.

Flat Shot
(No Spin)
Press for e)
Drop Shot T
Slice 4._®_> Topspin
Shot Shot

Lob

The timing of your swing determines the direction, or angle, of
your shot.

It’s a Smash

If your opponent lobs the ball to you, you must smash it back.

Lobs, of course, have a high arc. To smash one back at your opponent,
move the joystick just before the ball’s shadow reaches your on-screen
player’s feet.

The direction you move the joystick determines the placement of a
smash, as shown in the joystick diagram below.
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For a sharper angle on a smash, press and hold down the joystick
button as you swing.



Scoring

You win a point when your opponent—
¢ double-faults
. hits the ball out of bounds or into the net, or
« misses the ball entirely.

You win a game when you score at least four points and outscore
your opponent by at least two points. On-Court Tennis uses the same
scoring system as real tennis:

NO SCORE = 0

1ST POINT = 15
2ND POINT = 30
3RD POINT = 40
4TH POINT = GAME

A score of 40-40 is called deuce (—). The player who wins the next
point scores an advantage (AD). If a player holding advantage wins
the next point, he or she wins the game; otherwise, the score goes
back to deuce.

To win a set, you must win six games by a margin of at least two games.
If the set score goes to 6-6, you must play a tiebreaker. The server
serves one point to begin a tiebreaker. The serve changes after the
first point, and changes every two points thereafter. The first player
to score seven points wins the tiebreaker and the set.
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Ti ps for Stars

The key to victory in On-Court Tennis is finesse and strategy.
Before playing a game, you might want to watch a DEMO
game or two to get a feel for the rhythm of the game.

When you’re serving, keep in mind that the height of the toss
affects the depth of the serve. By going with hard, wide serves,
you may be able to force your opponent out of position and—
sometimes—score an ‘‘ace.”’

When hitting groundstrokes, remember that the angle of your
shot will vary with the timing of your swing. Your on-screen
player will get to most balls, so don’t rush your swing—let
the ball bounce, especially when returning dropshots and slic-
ing groundstrokes.

Use lobs to force your opponent away from the net; use drop-
shots against opponents who like to play the baseline. But
wait for the right situation to use lobs and dropshots—if you
hit too many of them, you’ll end up hitting a lot of balls out
of bounds or into the net.

Smashing takes some time to master, so be patient. As with
groundstrokes, you must focus on the ball’s shadow when going
for a smash—when the shadow approaches your on-screen
player’s feet, swing. As you get better at smashing, try put-
ting a sharper angle on your smashes by pressing the joystick
button while you swing.

Choose an on-screen player whose style is consistent with your
own, and develop a game plan. Learn the strength’s and weak-
nesses of your opponent’s playing style. Some players are strong
early in a match; others come on strong in the late going. Run
the opposing player around to wear him down both physically
and mentally.



ACTIVISION LIMITED 90-DAY WARRANTY

Activision, Inc. warrants to the original consumer purchaser of this computer software
product that the recording medium on which the software programs are recorded will be
free from defects in material and workmanship for 90 days from the date of purchase. If
the recording medium is found defective within 90 days of original purchase, Activision
agrees to replace, free of charge, any product discovered to be defective within such period
upon receipt at its Factory Service Center of the product, postage paid, with proof of date
of purchase.

This warranty is limited to the recording medium containing the software program originally
provided by Activision and is not applicable to normal wear and tear. This warranty shall
not be applicable and shall be void if the defect has arisen through abuse, mistreatment or
neglect. Any implied warranties applicable to this product are limited to the 90-day period
described above. If the recording medium should fail after the original 90-day warranty
period has expired, you may return the software program to Activision, Inc. at the address
noted below with a check or money order for $7.50 (U.S. currency), which includes postage
and handling, and Activision will mail a replacement to you. To receive a replacement, you
should enclose the defective medium (including the original product label) in protective
packaging accompanied by: (1) a $7.50 check, (2) a brief statment describing the defect,
and (3) your return address. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS
IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY OR FIT-
NESS FOR A PARTICULAR PURPOSE, AND NO OTHER REPRESENTATION OR
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACTIVISION.
IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR
CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND,
TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY,
EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL
OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EX-
CLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WAR-
RANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER
RIGHTS WHICH VARY FROM STATE TO STATE.

- WARNING

Any attempt to duplicate this product may damage it. Such damage is not covered by the
warranty. Please see above for complete warranty. U.P.S. or registered mail is recommended
for returns. Please send to:

WARRANTY REPLACEMENTS
Consumer Relations
Activision, Inc.

2350 Bayshore Parkway
Mountain View, CA 94043
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