




































LOAD GAME SCREEN 

Load Ins 
To load a saved game, press f 1 to open the 
Main Menu, then select Load Game. Select a 
saved game from the list and press Enter. 

MAIN MENlJ SCREEN 
You can adjust various game settings from 
the Main Menu screen. Press ft to access 
this screen. You'll get the following choices: 
* Control Help Select to access three different 

MAIN MENU SCREEN 
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screens- a complete list of keyboard commands, 
all the default settings for the joystick or gamepad 
as well as Inventory key commands. Use the 
Ri2ht Arrow key to move through the three 
screens, press Enter to return to the Main Menu. 
* Options Select to adjust several options. 
Use the Left and Ri2ht Arrows to change 
the options. See page 18 for details on Options. 
* Save Game Select to save your game. See 
page 16 for details on Saving and Loading. 
* Load Game Choose a saved game name 
from the list and press Enter to load it. See 
page 16 for details on Saving and Loading. 
* Erase Saved Game Choose a game name 
from the list and press Enter to delete it. See 
page 16 for details. 
* View Dialo2 Transcript Turn this on/off to 
store the dialog you chose during gameplay in 
a transcript that you can return to and read. 
Reach the dialog transcript from the Main 
Menu (press f 1, then select View Dialog 
Transcript) or Options screen by selecting the 
Dialog Transcript option. You can also read 
the transcript from outside the game, by open­
ing the file 2Timdialo2.htm using any standard 
Web browser. Each saved game also saves a 
parallel dialog transcript, called 2rimlo2.htm. 
* View Cutscenes This allows you to view 
cutscenes that you've previously viewed during 
garneplay. Use the Arrow keys to choose a 
cutscene and press Enter to play it. 
* Credits View a list of the creators of 
Grim Fandango. 
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* Return to Game Leave the Main Menu to 
return to the game. 
* Quit Ouit the game. Use the Arrow keys 
to select Yes or No, then press Enter. 

OPTIONS SCREEN 
Access the Options screen by pressing f 1 to 
get to the Main Menu, then select Options. 
These choices are available: * Music, Sound Effects and Voice Volume 
Use the Left and Ri2ht Arrows to adjust the 
sliders up or down. * Text Mode Select how dialog is seen and 
heard in the game: text only, voice only, or 
voice and text together. * Text Speed Use the slider to adjust how 
long text appears onscreen. 
* Dialo2 Transcript Use this feature to see a 
list of all dialog lines you've chosen. See page 
11 for details. 
* Voice Effects Toggle this feature off or on 

OPTIONS SCREEN 

to disable/enable the voice effects processor 
that creates more realistic voice effects. If you 
are having poor performance, try turning off 
the Voice Effects. 
* Movement Mode Choose your orientation 
for movement in the game: Character Rela­
tive {the default) or Camera Relative Mode. 
See page 12 for more on the two modes. * Joystick/Gamepad If you have one of 
these devices, select Enable. * Bri2htness Use the Left and Ri2ht Arrows 
to adjust the slider for screen brightness. * 3D Hardware Acceleration Turn this 
option on if your machine has 3D accelera­
tion, or turn it off to return to normal mode. 
If you have a 3D-only card, this option will 
select that card. If you have more than one 
3D-capable card and you'd like to select 
which card to use Direct3D with, select 
Advanced 3D Hardware Settings in the 
Options screen. 
* Advanced 3D Hardware Settin2s 

- Choose a Display Device: Pick 
Primary Display Driver if you wish to 
use your 2D/3D video card; pick the 
3Dfx driver if you have a 3Dfx-based 
video card. The name of the choice will 
vary with your card. 
- Choose Supported Mode: The modes 
shown will change depending on the 
display device chosen. If you chose the 
Primary Display Driver, and your primary 
video card is 3D-capable, you can choose 
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both Software and Direct3D. If your pri­
mary video card is not 30-capable, you 
will only be able to choose Software. If you 
chose the 3Dfx driver, you will only be 
able to choose Direct3D. Direct3D pro­
duces smoother textures and characters, 
and slightly speeds up game performance. 

QlJITTlllllG 
To quit the game, press the Alt+ X key com­
bination. Use the Left Arrow key to highlight 
Yes or press Y, then press Enter. 

MANNY ON THE HIGH SEAS 
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!lips for 

If gou are plagim1 with a keyboard, 
the 2ame has been desi2ned so gou 
can plag entirely with gour rh1ht 
hand on the numerical kegpad. Use 
gour ri2ht hand to work the num­
ber pad Jlrrow kegs for Manng's 
movement, the number pad + keg 
for pickin2 up items, the number 
pad lmc:r keg for usin2 items, the 
number pad Dd keg for skippin2 
dialo2 or redirectin2 Manng's atten­
tion, and the number pad Ins keg 
for accessin2 the Inventory. Use the 
number pad Up Jlrrow (tap it twice, 
then hold down) to make Manng run. 

If gou do not have a numeric 
kegpad, or if gou want to 2ive gour 
ri2ht hand a break, then trg the 
alternative, two-handed method: 
Your ri2ht hand works the normal 
Jlrrow kegs for movement. and gour 
left hand uses the A. S. D. and W kegs 
to "Pick Up," "Examine." "Access 
Inventory," and "Use," respectively. 
Use the ShW keg to make Manng run. 
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Jlel}6oard fontrols 
Some 9'e.,.s are spec:•f•c: to the 9'e.,.board 
or number pad as noted. 

~ m To9Sle Mo..-ement 
_., .. Mode 

Toggles between 
Character Relative 
and Camera Relative. • 

* Character Relatl..-e Mode 

• or . Mo..-e Foriward 
(Number Pod) 

• or & Turn Left 
(Number Pad) 

•• 
. or . or . 

• or . Turn R•9ht 
(Number Pod) 

• or . Mo..-e Bac:"-ard 
(Number Pod) 

Camera Rela1'..-e Mode 

~ PP Mo..-e Mann.,. 

(Number Pad) 

iii iii iii E•9ht D•rec:t•ons 

• • ;=!: Mo..-ement • or . or . 

pp. (Number Pad) 

(Number Pod) 

Run 

Tap Tiw•c:e 
and Hold to 
Run 

lJse Item/ 
Tal9' or E••t 
ln..-entor.,. 
Holdfo9 
Item 

Open 
ln..-entor.,./ 
E••t 
ln..-entor.,. 
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• Pull Out Sc~he , •• Tosgle •o.,-dlc"/ 
Gamepad (Keyboard) 

Toggles joystick or ·-· Pull Out ln•ento•.,-
Items •n the O•de• 

gamepad on and off. 
(Keyboard) P•c"ed lJp S"lp Cuhcene/ • E•lt ln•ento•.,-• See P•e•lous without Item 

ln•ento•'?' Item 
(Keyboard) ~@\!\ Pause the • See ~e•t Game 

ln•ento•.,- Item (Keyboard) • Go to Mlaln 

&& Sc.oil Items In Open Mlenu 
ln•ento•.,-

S"lp Dlalo9 •• Sc•oll Th•ou9h Line 
Dlalo9 Lines When conversation 

is going on, this will 

F'" Select Dlalo9 speed you through it 
Line Otherwise, this key 

will move Manny's •• Tosgle Speech head around to look 
Ml ode at different objects. 
Toggles between Speech •• Only, Text Only, or Quit Game 
Speech and Text modes . 

•• Adlust B•l9htness 
Le•el 
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Jol}sticfl and §omepod f:ontro(s 

SKIP DIALOG LINE 
(Located on Back) ~ 

NORTH ~ 
{Move forward) 

WEST 
ffurn Left) 

EAST 
ffurn Ril1ht) 

SOUTH 
{Move Backward) 

INVENTORY 

OPTIONS 

USE ITEM/TALK TO CHARACTER 

NORTH 
{Move forward) .... ~---..l 

- SAME FOR BOTH MODES 

- CAMERA RELATIVE 

- CHARACTER RELATIVE 

RUN RUN 
/ (Located on Bock) 

SKIP CUTSCENE 

PICK UP/PUT DOWN ITEM 

--+-==---+----- USE ITEM/ 
TALK TO CHARACTER 

EXAMINE ITEM 

PICK UP/ PUT DOWN ITEM 

EAST 
(Turn Ril1ht) 

~---I• SOUTH 
{Move Backward) 

RUN 



USE ITEM/TALK TO CHARACTER 

USE ITEM/TALK TO CHARACTER 

INVENTORY 
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PICK UP/ PUT DOWN ITEM 

EA.ST 
/ (Turn Ri!lhtl 

-----1 .... ~ SOUTH 
(Move Backward) 

PICK UP/ PUT DOWN ITEM 

EA.ST 
/ (Turn Riaht) 

----1..,_• SOUTH 
(Move Backward} 

l 
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Walhthroueh of ~rst Pu:.:.Ce 
H ere is Manny in his office, ready for 

another boring day in the Land of the Dead . .. 
little does he know that his afterlife is about 
to undergo a radical change. 

l \ . 
' ~ 1 ... 

~ i .r, IP§ fllil 
LJi . 1 ~ "·;}L;-'"Lli _. 

- ~ ·-- -=•.iS,.. ~.--

Use the Arrow keys to walk him to that 
table under the pictures, and then use the + 
key to pick up the deck of cards on the left of 
the table. (If you played through the Interface 
section above, Manny may already have the 
deck of cards.) Press the + key on the number 
pad to put the cards in Manny's coat pocket. 

N ow walk him to the back of the office 
(near the windows). You will see his message 
tube with the little red flag on it. Press the 
Enter key to have him use the tube, and he 
will read a message from his boss, Don 
Copal, telling him to hurry off to a poisoning. 
(Manny's job is to pick up recently departed 
souls in the Land of the Living, then offer 
them the best possible travel plans through 

the Land of the Dead . . . depending on how 
good a life they have been living.) 

S o, walk Manny out of his office and 
down the hall to drive off and get a client. 

B ut first, it probably wouldn't hurt to 
check with Eva, Manny's boss's secretary. She 
knows everything. Get up close to Eva so 
Manny "notices" her, then press the U key or 
Enter to ask her a question. Keep asking her 
about the poisoning by highlighting dialog 
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choices with the Up Arrow and Down 
Arrow keys and using the Enter key to select 
a line. When she mentions Manny's driver, 
ask her about the driver, and you will get all 
the information you need. 

N ow we need to get Manny to the 
garage, so have him take the first elevator to 
the left ... no need to press the button, just 
walk on in . 

O kay, Manny's in the garage, but it looks 
like the last car just drove off and Manny's 
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driver is nowhere in sight. Maybe he should 
go talk to Glottis, the garage supervisor ... he's 
in the shack in the rear right-hand corner. 

After Manny introduces himself to Glottis, 
always pick the first line of dialog until Glottis 
says he's too big ... to which Manny should 
reply that the cars are too small. This will get 
Manny a work order for his boss to sign. 

Unfortunately, if you have Manny check 
with Eva, she will tell him that his boss isn't 
signing anything right now. Manny's a good 
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salesman, though, and he probably could 
convince his boss if he could just get into his 
office. So let's see if there's another way to get 
in there.. . like through an outside window. 

S end Manny down in the other elevator, 
that goes to the street level. 

T hen have him walk out the door at the 
end of the lobby. 

N ow Manny is on the steps of his office 
building. Take him down the steps and walk 
him down the sidewalk to the right. Wow, it's 

the Day of the Dead festival. Looks interesting, 
but Manny doesn't have time right now; we 
need to get the boss to sign that work order. 

S o take Manny into that alley on the left. 
Maybe there's a fire escape or something he can 
climb up to his boss's window. Well, it doesn't 

look too promising, but make him run (press 
the Shift+Arrow keys) all the way to the end of 

the alley. There just might be something there 
he can use. Yep, a rope made of old ties. 

Let's have Manny climb the rope (press 
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MANNY AT THE DAY Of THE DEAD FESTIVAL 

the Enter key) and see where it goes. 
Y ow! It's a narrow ledge right outside the 

office window of Don Copal, Manny's boss, 
and the boss is gone. Manny suspects he 
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might be able to sneak in and dig up some 
dirt on his boss to get that work order signed. 
Climb Manny through the window to check it 
out. Hey, his computer is just like Manny's. 
Have Manny use it (Enter key) to see what 
he can find out about his boss. 

O h, he's hooked his computer up to the 
answering machine to give the appropriate 
response when he wants to sneak out. We can 
fix that. Use your Down Arrow to scroll down 

to the next to the filth answer- the one about 
having Eva sign for Don, then press Enter. 
Now take Manny out the window, down the 
tie rope, out the alley, up the steps, into the 
building, up the elevator, and give the work 
order to Eva. 

S he'll sign it, and Manny is on his way to the 
Land of the Living. 
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How to tontact 
.£ucas.llrts 
LucasArts has set up a variety of services to 
provide you with information about our latest 
games, hint and gameplay assistance, and 
technical support. 

HINT LINE 
United States 
If you need a hint, you may call our auto­
mated Hint Line. This service costs 95 cents 
per minute, requires a touch tone phone, and 
you must be at least 18 years old or have 
your parents' permission to call. The number 
is 1-900-740-JEDI (1-900-740-5334). The 
option to speak with a live Hint Operator is 
also available from this number. (Average 
call length is three minutes.) 

Canada 
Our Hint Line is also available to our Cana­
dian customers. This service costs $1.25 (U.S.) 
per minute, requires a touch tone phone, and 
you must be at least 18 years old or have 
your parents' permission to call. The number 
is 1-900-611-JEDI (1-900-611-5334). 
(Average call length is three minutes.) 

WHERE TO FIND US ONLINE 
Web Site 
Visit the LucasArts Web site at 
www.lucasarts.com. You can reach us 

" GRIM fANDANGO e 
through the Technical Support section of the 
LucasArts Web site. from there, you will 
have the option to receive online technical 
support through Yoda's Help Desk, browse 
technical documents, or leave a message for 
an online representative. 

Yoda's Help Desk 
We are proud to feature Yoda's Help Desk, a 
self-help knowledge base, which is available 
in the Technical Support section of the 
LucasArts Web site at www.lucasarts.com/ 
support. Yoda's Help Desk offers interactive 
solutions to technical issues based on infor­
mation you provide. Visitors to Yoda's Help 
Desk will be able to receive technical support 
24 hours a day, seven days a week. 

TECHNICAL SUPPORT PHONE 
NUMBER 
This number is for technical assistance only. 
Hints will not be given out over the Technical 
Support line. 

If you need technical assistance, please 
don't hesitate to contact us after reading the 
Troubleshooting Guide and the Readme file. 
for your convenience, if you cannot get 
through to a representative by phone and 
you have access to a fax machine or any of 
our online areas, please consider contacting 
us through one of these alternate means. 

When contacting us, please be sure to 
provide us with as much information as 
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possible. Make sure to note the exact type of 
hardware that you are using in your system, 
including: your sound card, video card, 
CD-ROM drive, amount of RAM present, 
speed and manufacturer of your processor. 
Also, make sure to include the title and 
version of the game, and a detailed descrip­
tion of the problem. 

You can reach our Technical Support 
department by calling 1-415-507-4545. We 
are available to help you Monday-Thursday 
from 8:30 a.m.-5:30 p.m. and on Friday from 
8:30 a.m.-4:30 p.m. (Pacific Standard Time). 

TECHNICAL SUPPORT FAX 
For your convenience, we also off er the 
option of faxing us with your technical ques­
tions at: 1-415-507-0300. 

When sending us a fax, please include 
your name, return fax number with the area 
code, and a voice phone number so we can 
contact you if we experience any problems 
when trying to fax you back. 

TECHNICAL SUPPORT 
MAILING ADDRESS 
LucasArts Entertainment Company LLC 
P.O. Box 10307 
San Rafael, CA 94912 
Attn.: Product Support 

LlJCASARTS COMPANY STORE 
Visit the LucasArts Company Store at 

www.Iucasarts.com. The Company Store 
offers a complete selection of LucasArts 
games, hint books and logo gear. Reach us 
by mail at: 

LucasArts Company Store 
P.O. Box 14797 
Fremont, CA 94539 

Or fax us at 1-925-275-1190. 

:foftwore License and 
Limited Worrontg 

PLEASE READ THIS LICENSE CAREFULLY 

BEFORE INSTALLING OR USING THE SOfTWARE BY 

USING THE SOFTWARE. YOU ARE AGREEING TO BE 

BOUND BY THE TERMS Of THIS LICENSE If YOU 

DO NOT AGREE TO THE TERMS Of THIS LICENSE. 

DO NOT INSTALL OR USE THE SOfTWARE. DELETE 

THE SOFTWARE AND ALL RELATED FILES FROM 

YOUR COMPUTER. AND PROMPTLY RETURN THIS 

PACKAGE AND ITS CONTENTS TO THE PLACE Of 

PURCHASE FOR REFUND Of THE AMOUNT THAT 

YOU PAJD. 

The computer software, artwork, music, 
and other components included in this prod­
uct (collectively the "Software") are the copy­
righted property of LucasArts Entertainment 
Company LLC and its Ii censors (collectively 
referred to as "LEC''). The Software is 
licensed (not sold) to you, and LEC owns all 
copyright, trade secret, patent and other pro-



prietary rights in the Software. You may use 
the Software on a single computer. You may 
not: (1) copy (other than once for back-up 
purposes), distribute, rent, lease or sublicense 
all or any portion of the Software; (2) modify 
or prepare derivative works of the Software; 
(3) transmit the Software over a network, by 
telephone, or electronically using any means, 
except in the course of your network multi­
player play of the Software over authorized 
networks; (4) engage in matchmaking for 
multi-player play over unauthorized net­
works; (5) design or distribute unauthorized 
levels; or (6) reverse engineer, decompile or 
disassemble the Software. You may transfer 
the Software, but only if the recipient agrees 
to accept the terms and conditions of this 
Agreement. H you transfer the Software, you 
must transfer all components and documen­
tation and erase any copies residing on com­
puter equipment. Your license is automatical­
ly terminated if you transfer the Software. 

LEC warrants to the original consumer 
purchaser that the media furnished in this 
product will be free from defects in materials 
and workmanship under normal use for a 
period of ninety (90) days from the date of 
purchase (as evidenced by your receipt). H 
the media supplied as part of this product 
proves to be defective, and provided that the 
consumer purchaser returns the media to 
LEC in accordance with the instructions in 
this paragraph, LEC will replace the defective 
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media: (a) free of charge to the consumer 
purchaser, if the media proves to be defective 
within the ninety (90) day period following 
the date of purchase, and (b) for a fee of 
$5.00 per Compact Disc, if the media proves 
to be defective after the expiration of the 
ninety (90) day warranty period. To obtain a 
replacement CD, please return the CD only, 
postage prepaid, to LEC. at the address 
below, accompanied by proof of date of pur­
chase, a description of the defect, and your 
name and return address, as well as a check 
for $5.00 per Compact Disc if after expira­
tion of the warranty period. LEC will mail a 
replacement to you. 

You expressly acknowledge and agree 
that use of the Software is at your sole risk. 
Except for the limited ninety (90) day war­
ranty on the media set forth above, the 
Software and any related documentation or 
materials are provided "AS IS" and without 
warranty of any kind. LEC EXPRESSLY DIS­

CLAIMS ALL WARRANTIES, EXPRESS AND 

IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE 

IMPLIED WARRANTIES Of MERCHANTABILITY, FIT­

NESS FOR A PARTICULAR PURPOSE AND NONIN­

fRINGEMENT. LEC DOES NOT WARRANT THAT THE 

FUNCTIONS CONTAINED IN THE SOFTWARE WIU 

MEET YOUR REQUIREMENTS, OR THAT THE OPER­

ATION Of THE SOFTWARE WILL BE UNINTERRUPT­

ED OR ERROR-FREE. OR THAT DEFECTS IN THE 

SOFTWARE WILL BE CORRECTED. THE ENTIRE 

RISK AS TO THE RESUCTS AND PERFORMANCE Of 
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THE SOFfWARE IS ASSUMED BY YOU AND YOU 

(AND NOT LEC) ASSUME THE ENTIRE COST Of ALL 

SERVJCING, REPAIR AND/OR CORRECTION. SOME 

JURISDICTIONS DO NOT ALLOW THE EXCLUSION 

OF IMPLIED WARRANTIES. SO THE ABOVE EXCLU­

SION MAY NOT APPLY TO YOU. 

UNDER NO CIRCUMSTANCES INCLUDING 

NEGLIGENCE SHALL LEC, OR ITS DIRECTORS. OFFI­

CERS, EMPLOYEES OR AGENTS, BE LIABLE TO YOU 

FOR ANY INCIDENTAL, INDIRECT, SPECIAL OR CON­

SEQUENTIAL DAMAGES (INCLUDING DAMAGES 

FOR LOSS Of BUSINESS PROFITS, BUSINESS INTER­

RUPTION, LOST DATA, LOSS Of BUSINESS INFOR­

MATION, AND THE LIKE) ARISING OUT Of THE 

POSSESSION, USE. OR MALFUNCTION Of THE SOFf­

WARE. INCLUDING WITHOUT LIMITATION DAMAGE 

TO PROPERTY AND, TO THE EXTENT PERMITTED 

BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN 

If LEC OR AN LEC AUTHORllED REPRESENTATIVE 

HAS BEEN ADYlSED Of THE POSSIBILITY Of SUCH 

DAMAGES OR LOSS. SOME JURISDICTIONS DO NOT 

ALLOW THE LIMITATION OR EXCLUSION OF LIABILI­

TY FOR INCIDENTAL OR CONSEQUENTIAL DAM­

AGES, SO THE ABOVE LIMITATION OR EXCLUSION 

MAY NOT APPLY TO YOU. 

THIS WARRANTY GIVES YOU SPECIFIC LEGAL 

RIGHTS, AND YOU MAY HAVE OTHER RIGHTS 

DEPENDING ON THE LAWS IN YOUR STATE YOU 

AGREE THAT THE LIABILITY Of LEC ARISING OUT 

OF ANY KIND OF LEGAL CLAIM (WHETHER IN CON­

TRACT. TORT, OR OTHERWISE) WILL NOT EXCEED 

THE AMOUNT YOU ORIGINALLY PAID FOR THE USE 

OF THE SOFfWARE 

If the Software is acquired under agree­
ment with the U.S. government or any con­
tractor therewith, it is acquired as "commercial 
computer software" subject to the provisions 
hereof, as specified in 48 CFR 12.212 of the 
f AR and, if acquired for Department of 
Defense (DoD) units, 48 CFR 221-1202 of 
the DoD FAR Supplement, or sections suc­
ceeding thereto. 
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