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HELP E.T. GET HOME!

What kind of crazy planet is this,

/e came here to conduct
3 simpe study of primitive pianets,
and I al

things...came and scared away my
friends. Before | knew it, all my
mends bcarued our lightship and
flew

What do | do now? The only one |
can trust s that nice little
alien—Ellleeott. He gives me those
tasty eneray pils Wnat did he call
hem? Reeessseess Pecesssesss?)
Bl hos other ahena! Every tim
get ready o assemble my rans.
galactic communicator, they come

and take me away. The one with
the white coat sticks that
temperalure measuring device in
my mouth (I wonder wi y he was so
Upeer when i melted?)

Oimat one n the \ench cost keeps
muttering those strange sou
(Naaashaaannaall Seeeccuuuu-
reeetteee?) | just want to go home!
1 hope Elllieeott and | can assemble
all the pieces of my communicator
before my energy runs out

Oh, oh. Here come those crazy
aliens again. Help me, Ellleeoit!
Help me get home!

2. GAME PLAY

Your mission is to

im
10 the landing pad in
time (0 be rescuec

o this before ET.'s

BB onergy runs out, and
you'll win the round

Scientist  and score palnts!

sites on Planet Earth. Four of lhese
are full of pitfalis— they are dotted
wllh deep wells (Figure 1) m(o
h ET_can fall (Figure 2). A
mm St Figure 3) shows Ellot's
se, the Institute of Science, and
s e b building. Here, E.T. is taken
by the scientist to be studied. The
sixth site (Figure 4) is a forest set-
ting where ET_ first lands and
where the ship will land to pick
im up.

Phone Piece
Wells Indicator

Candy Candy Energy
Piece Count Count

Figure 1—Well-Pocked Surface



A round ends when

E.T. boar TS

spaceship. Al (he

end of each round, =

all your bonus points g —

are displayed. If you ~EE==
F .

ET's foleghone Elliott

Bancy wil be gedistributed for him
{0 find again. You can play as
many rounds as you

Your banus Bots wil sccumuate.

Phone Part ET.
A game ends when E.T. runs out
Figure 2—E.T. Falls Into a Well of energy or when you decide to
quit playing
On each site ELT.
moves through
various power zones.

Science
Institute

Elliott's
House

FBI
Building

=
Z
5
5
»
3
3
2
£
3 I

zone, E.T. can exe-
cute only one of his
extraordinary powers.
For example, if ET. ET.
is ready to call his
spaceship, he must

L. beina “call st
=" zone. AsE.T. stands

’, i in a power zone, the
symbol for ihat zone

(Figure 4). At the
beginning of each
new round,
power zones are
redistributed on

Figure 3 FBI Agent

Inter- Power
planetary Zone  Countdown
Phone Indicator Clock

L= iy

)

Figure 4—E.T.'s Landing Site

The power zones are as follows:

Find phone piece zone—
Power executed in this
zone will reveal to
whether a part of his in-
terplanetary telephone
is hidden on the current
screen. (The part will blink as
shown in Figure 1) E.T. must go
1o the telephone piece and touch
it. Then, via telekinesis, it will
] move 1o the telephone construc-
tion site at the top of the screen
| (seeFigures)

Send humans back zone-
£.T. can send the FBI
agent, Elliott, and the
Scientist back to their
respective buildings in
Washington, D.C.

Eat Candy zone—
T. eats one of the

what the Candy pieces
look like. Note: When E.T. eats a
piece of Candy, the Candy count
goes down one point and E.T.'s
energy increases.

Call Elliott zone—
Elliott will go to ET.'s
rescue when E.T. calls
from this zone. If E.T.
has nine Candy pieces,
Elliott will take the

Candy, chase away dangerous

humans, and leave to find a missing

phone piece. Elliott will then mmg
the phone piece to

less than nine Candy pieces, Emuu

il take the Cancy and go!

Home. You score paints for eve y

Candy piece that Elliott akes ek

home (see section 5, SCORING).

Move to a new site zone—
Executing power in any
of these four zones will
cause E.T. to immediate-
Iy Move 10 a new site in
the direction indicated
by the arrow.

Call ship zone—
ET. can use this zone to
call his rescue ship after

the phone is assembled.

Once ET. executes his
“call ship™ power,
clock will appear at the
the screen (as shown in Figure 4).
he clock will count down the time

ET. has to arrive at the landing



e. In most cases, E.T. cannot

can ms shig when 3 numan is pre-
1. (See Section 4, CONSOI

SONTROLS 1 excopions,

Landing zone—
ET. must be on the

Landing zone to be

rescued. If a human is

escue ship eppears,
the ship will leave st B 2hd
he will be left stranded once again.

NOTE: Sometimes the ship will
still land when ENIoH is present.
(See Section 4, CONSOLE CON-
TROLS for details.)

While trying to get home, E.T.
eencounters many hindrances. He
might fall into a well, the FBI agent
can take away his phone pieces
and Candy by touching him, the
scientist can detain him for scien-
tific studies, or E.T. can simply run
out of energy.

NOTE: If ET. has any phone
pieces when the FBI agent
touches him, the FBI agent will
take one of the pieces and hide it

on the screen when the

in a well. If E.T. has no phone
pieces, the FBI agent will take all
ine Candy pieces that ET.is
holding.

E.T. uses energy when he seeks
phone pieces, executes special

. of when he's escapi
from dangerous humans. Although
E.T. can replenish his energy with
Candy pieces, the supply is [mited
50 they should only be used for
Snergy in an emergency.

I ET.s energy xpires before he
is rescued, Ellott wil appear on
e the waning E.T. by
melgmg w.m him. This 'emer jency
measure'’ results in a revive
carrying 1500 energy unis. Ellit
can merge with ET. three times
per game._Once during a round,
however, ET. can encounter a

Ellottie given the ability to merge’
E.T. one extra time. If
runs out of energy after the last
ergency measu: . goe:
into niseration 10 await he next
rescue attempt.

3. USING THE CONTROLLER

@ Your Joystick Controler yith
e i Game Progra
Cartiige, Be surs the Songrollr

cables are firmly plugged into the
jacks at the back of your ATAR
jeo Computer System™

Same. Hold e Jaystek wih e
red button to your upger feft,
fowarg ine {elevision screen

FT CONTROLLER lack lov
1his onepla

yer ga
501 Jour Owner's Manual for i
ther details.)

STARTING THE GAME

Press the RESET switch on your
console or press the tton on
Joor JoystiEk Contrelior o Sian e

ET. moves up: down, right, left,
and diagonall ly in the same direc-

press the controller button and
push your Joysiick forward. To
help E.T. make a speedy escape

4. CONSOLE

GAME SELECT SWITCH

Press the GAME SELECT switch
10 select a game variation. The
variations are

Game 1- 'humans present in
T

GAME RESET SWITCH

Press the GAME RESET switch to
start the gume Each time GAME
RESET is pressed, the game
stants over.

from the FBI agent and the scien-
tist, move your Joystick in the
desired direction and press the
controller button. Remember, the
faster you move, the more energy
you'll use!

Press the ccnm’z‘lller button to oxe-
while

head will iovate

whenever he executes a power.

CONTROLS

DIFFICULTY SWITCHES
The RIGHT DIFFICULTY switch

move faster than in the B position
The LEFT DIFFICULTY switch
determines the landing conditions
for the rescue ship. If the switch is
in position A, Elliott cannot be pre-
sent on the landing field when the
rescue ship arrives, If the switch is

in the B position, Elliott can be pre-
sont whan E-TGalls the Ship ar
when it lands.

TV TYPE SWITCH

On a color olevision set the game
will appear in color. On a blac

e.
E swln:h is not used in this



5. SCORING

There are four ways to earn

screen at the end of a game, or
when ET. boards the rescue ship.

Candy Pieces carried onto Rescue Ship

Candy Pieces given to Elliott

Candy Pieces after the 31st piece

Remaining energy

PENALTY
After ET. collects 31 Candy

tracted from E.T.'s energy count in
the next round played

Bonus points are scored as
follows:

490 points each
770 points each
1000 points each

1 point per unit

6. HELPFUL HINTS

This game manual provides the
basic information you'll need in
order 1o rescue ET. But remem-

T.is an adventure game
and adventure games are full of
surprises. So, keep your eyes and
mind open, experiment with
various techniques, and expect the
unexpected! The foliowing are just
a few hints to help you get

rescued before his energy runs
out. As you play the game, you'll
discover other strategies

1. Use the wells as escape zones.
Since humans can't go into the
wells, E.T. can deliberately fall
into one if a threatening human
approaches. Remember,
fioating in and out of wells
costs energy.

©

o

Since the game is set up S0
that only one human at a time
can be on the screen with E.T.,
asionally want to
let the scientist capture E.T.
This way, the FBI agent can't
get to our hero and take away
precious phone pieces.

Give Elliott as many pieces of

andy as possible. The more
you give him, the more bonus
points you score at the end of
the game.

To pause play, allow E.T. to fall
into a well. You can leave him

well and resume the game.

Sometimes E.T. will fall back
into a well after he has levitated

move from the well onto solid
ground, in the same direction
Yyou move your Joystick.
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