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The Land of the Dead in Grim
Fandango™ is a blend of images
from Mayan and Aztec art, Mexi-
can folklore, and film noir of the
1930s, ‘40s and ‘50s. For those who
don’t know, film noir is a film genre
that features hard-boiled detectives,
hard-hearted, treacherous women,
big guns, fast cars, labyrinthine plots,
and snappy patter. The men wear
big hats, and everybody smokes*
and drinks a lot.

The Land of the Dead,
according to Aztec beliefs, was a
real place where dead souls
journeyed for four years until they
reached the ninth underworld, their
final home. To help the souls make
their long journey, the dead were
buried with money, food, and even

dogs. Mexican folklore
added humour and

festivity to those
beliefs by
celebrating

special
days
each

year when
the dead

returned to visit
their loved ones
as honoured
guests. For the
annual fiestas,
papier-mâché

skeleton dolls were made and
dressed in traditional and
contemporary costumes. Our 
hero, Manny, and the other
inhabitants of Grim Fandango’s
Land of the Dead, are modelled
after these colourful skeleton dolls,
called calaveras. 

And what about Manny? Well,
he’s not exactly hard-boiled —he’s
just led a less-than-perfect life and is
trying to work off his “debt” by
helping out at the Department of
Death. His job is to act as a travel
agent, picking up souls from the
Land of the Living (it’s called
“reaping” because the Department
of Death issues scythes to its
agents), and then selling the souls
the best travel package possible to
get them through the Land of the
Dead. 

Then things go wrong for
Manny, and it’s all because of a
dame. He must hit the road to stop
the skells that have made this
afterlife into a cruel game, so that
good souls everywhere can rest in
peace.

Welcome to the Land of the Dead

* For those who are disturbed by the amount of smoking in Grim Fandango, we offer two reasons: 1) we
wanted to be true to the film noir atmosphere, and 2) everybody in the game who smokes is DEAD.

Think about it.



G R I M  F A N D A N G O 6

EL MARROW’S DAY OF THE DEAD FESTIVAL

Exciting Travel Packages Available!

TRAVEL TO THESE AND OTHER EXOTIC LOCALES!

All Aboard 
the Number 9!

All Aboard 
the Number 9!

Your Grim Fandango travel
package includes passage by car,
boat or train to 90 intriguing
destinations, so get ready to enjoy
your four-year excursion through
the Land of the Dead.

El Marrow

Gateway to the Land of the Dead.
Your first stop on your four-year
journey, El Marrow will delight the
antiquarian with its quaint blend of
Aztec and Art Deco design. Here
you will review with your
Department of Death (DoD) travel
consultant the many travel
packages available to speed you on 

your journey. And during Festival
week, many of the dead who are not
returning to the Land of the Living
travel to El Marrow for our
colourful street festival with the giant
piñata balloons and friendly
vendors… be sure to bring the
angelitos!

The Petrified Forest 

Once a unique spot on any
traveller’s agenda, the Petrified
Forest is currently
recommended only for the
brave and hard-boned

adventurer.
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THE NIGHT SKYLINE OF RUBACAVA THE BLUE CASKET, A RUBACAVA NIGHT SPOT

THE PETRIFIED FOREST

Despite the appeal of the desolate
beauty of this natural wonderland,
the DoD must advise travellers to
either avoid it altogether or, if
absolutely necessary, only travel
through it with an experienced
guide. The wildlife here is poten-
tially dangerous. Watch for signs
pointing to the opening.

Rubacava 

The Town That Never Died. When
it comes to nightlife, nothing beats
Rubacava. Here travellers from all
over the Land of the Dead come to
play the night away before
embarking for the end of the world
on the DoD’s famous Nada
Mañana line of luxury cruises.
Perhaps you will want to play the
kitties at the famous Feline
Meadows, or merely enjoy some
“hip” poetry at the avant-garde
Blue Casket. Whatever your
pleasure, it’s waiting for you in
Rubacava. 

And when you’re ready to get on
board, your ship will be waiting ship-
shape, thanks to Rubacava’s own
Sea Bees—the union that never
strikes.
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Meet Your Travel Companions

Manny Calavera

You play Manny
throughout Grim
Fandango. He’s a
regular guy serving his
time in the Land of the
Dead by working for
the Department of
Death. Manny is a
kind of travel agent
who can arrange
deluxe transportation
to the ninth
underworld for those
who have lived
virtuous lives.
Unfortunately, all his
clients lately seem to be
losers, which means no
commissions for Manny
and no job security. He 
is starting to suspect that there is
dirty work afoot in the Department
of Death. Who has it in for Manny?
Why can’t he get any good clients?  

Eva

She’s secretary to
Manny’s boss, Don
Copal. Eva is 
a sharp cookie who
feels sorry for
Manny, but is anxious

to keep her new job. There is more
to Eva than meets the eye, though,
and she may be moonlighting for
someone else. Who is the secret
man in Eva’s life? What dirt does
she have on Don Copal? 

Don Copal

Manny’s unscrupulous
boss. You could say he
makes Manny’s
existence a living hell,
except Manny’s not
alive. The only time we see Don
Copal is when he’s yelling at
Manny. Does Don Copal have a
bone to pick with Manny? 

Domino Hurley

Manny’s
competition—
the salesman who
seems to get all the
choice souls. What is
his inside track with
Don Copal? What is
the secret of his
success?

Mercedes

Colomar

(Meche)

The mystery woman
who blows into
Manny’s office like a
breath of spring, but
gives him the cold shoulder. What
happened to Meche’s eternal
reward? Where does she
disappear? Does Manny stand a
ghost of a chance with her?
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Salvador

Limones

The revolutionary
leader of the
underground
movement, the Lost
Souls’ Alliance.
What are his secret

plans? How does Manny fit into his
scheme? And what is his strange
obsession with pigeon eggs?

Glottis

Manny's driver and companion,
Glottis is an enormous, grotesque
monster of the underworld with
nothing in his heart but love. Love
for driving. Love for cars. Love for
anything with an engine that moves
fast. He is an elemental spirit of the
Land of the Dead, summoned from
the soil and given one purpose—to
drive. Or, to change oil and adjust 
timing belts if no driving jobs are
open. 

Warning: Never allow Glottis to
enter a gambling institution, or you
may never get him out.

Hector Lemans

Behind every foe
that Manny must
face, there is 
a dark and sinister
figure pulling the
strings—crime boss

Hector LeMans! 
This ruthless mobster is building an
empire out of greed and treachery,
but he is devising an even darker
scheme that will remain a mystery
until the very end! 
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Starting the Game
INSTALLATION

1 Close all open windows on your
desktop and quit all other
applications.
2 Put Grim Fandango Disc A in
your CD-ROM drive.
3 The Grim Fandango Installation
screen will appear. If Autoplay is
disabled and the game’s Installer
does not appear when you insert
the CD-ROM in the drive, you'll
need to open the Installer manually.
To do this: Double-click the My
Computer icon, then double-click
the CD-ROM icon in the window
that opens. Double-click the
Grim.exe file to open the Installer. It
has these options:

✷ Install Grim Fandango Installs
the game on your hard drive.
✷ Analyse Your Computer Check
to see if your computer meets
system requirements.
✷ Readme & Troubleshooting We
strongly suggest you view the

Readme and Troubleshooting
Guide. See the Readme for the
most up-to-date game information.
See the Troubleshooting Guide for
detailed installation and trouble-
shooting tips.
✷ Exit to Windows Returns you to
your desktop.
4 To install, click the Install Grim
Fandango button. Follow the
onscreen instructions.
5 Next, choose the destination for
Grim Fandango installation. The
default Grim Fandango directory is:
C:\Program Files\LucasArts\
Grim. If you wish to install
elsewhere, specify a different drive
or directory name.
6 You’ll be given the option to
create a series of shortcuts. Creating
a shortcut will make it easier for
you to launch the game. Click the
tickboxes to deselect any shortcuts
you don’t want. 
7 Setup will create a Grim
Fandango Program Folder for the
program icons. Click Next to
choose the default (Start
Menu\Programs\ LucasArts\Grim
Fandango), or create a new folder
or select an existing folder, and then
click Next.
8 You’ll be prompted to create a
shortcut for your desktop. You’ll
also have another opportunity to
view the Readme.
9 If you are playing with a joystick,
we recommend that you calibrate it
now before playing. 

INSTALL SCREEN
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10 If the program successfully
installed, you will see a Setup
Complete screen.
11 After installing the program,
you’ll be prompted to install
DirectX 6.0, which is 
necessary to run the program. If
DirectX 6.0 (or a later version) is
detected on your system, the
tickbox to install it will remain
empty, and you will not need to
install DirectX. Click Finish to
complete the Setup.
12 You are ready to play Grim
Fandango.

IF YOU HAVE TROUBLE

INSTALLING

If you are having trouble installing
the game, see the Troubleshooting
Guide for more detailed installation
and troubleshooting tips. To access
the Troubleshooting Guide:
1 Insert either disc, then
double-click the My
Computer icon.
2 In the window that
opens, double-click
the icon for your
CD-ROM drive.
This opens the
Installer. You may
also need to
double-click the
Grim.exe file to
open the Installer.
3 From the Installer,
click Readme &
Troubleshooting,
then Trouble-
shooting Guide.
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Running the Game
1 To run the game, insert Grim
Fandango Disc A into your CD-
ROM drive. The game’s Launcher
will appear automatically 
if Autoplay is active.
2 If Autoplay is disabled, find the
Grim Fandango directory on your
hard drive
and double-click the Grim
application icon, or double-click the
CD-ROM icon on My 
Computer, then double-click the
Grim.exe file. This Launcher
appears whenever you insert 
a Grim Fandango disc, when you
double-click the CD-ROM icon, or
when you select the Grim Fandango
shortcut from your Start menu, or
when you double-click the
Grim.exe file.
3 Select Play Grim Fandango in the
Launcher to play the game.

THE LAUNCHER

The Grim Fandango Launcher has
the following options: 
✷ Play Grim Fandango This button
launches the game. 
✷ Resume Last Saved Game If
you’ve saved a game before, click
here to resume play.
✷ Readme & Troubleshooting We
strongly suggest you open the
Readme to view the most up-to-date
game information. See the Trouble-
shooting Guide for detailed
installation and troubleshooting tips.
You can also analyse your computer
to see if it meets system requirements,
reinstall DirectX 6.0 or calibrate
your joystick.
✷ Other Options Here you can go
to the LucasArts Web site if you
have Internet access.
✷ Exit to Windows Returns to
your desktop. 

Playing the Game

MOVEMENT

Unlike other LucasArts adventure
games, Grim Fandango does not
use the mouse for movement. You
can manipulate Manny by using the
arrow keys on your keyboard, your
joystick or your gamepad. See pages
19-21 for keyboard playing tips and
key commands. 

You can play the game from
either of two perspectives: Camera
Relative and Character Relative. In
Character Relative mode you move
Manny as if you were Manny, from
his viewpoint. This mode generallyLAUNCHER SCREEN



1 3 G R I M  F A N D A N G O

works better for people using the
keyboard. 

In Camera Relative mode you
move in respect to the camera. This
mode works best when playing with
a joystick or gamepad. The mode
you'll prefer depends on what you 
are used to from playing other
video games. At the beginning of
the game, Manny is set to move in
Character Relative mode.
✷ To go forward (no matter which
way Manny is facing), use the Up
Arrow or move the joystick up. 
✷ To go backward, use the Down
Arrow or move the joystick down.
✷ To turn Manny right or left, use
the Right or Left Arrows or move
the joystick right/left. 

If you choose, you can switch
to Camera Relative mode by
pressing Ctrl+M. In this mode,
Manny moves in relation to the
camera.

✷ The Up Arrow (or moving the
joystick up) moves Manny north,
away from the camera.
✷ The Down Arrow (or moving
the joystick down) moves him
south, toward the camera. 
✷ The Right and Left Arrows (or
moving the joystick right/left) moves
him east and west at right angles to
the camera’s line of sight. You can
also move Manny diagonally by
combining two arrow keys or using
1, 3, 7 or 9 on the number pad.
You can move diagonally using the
joystick or gamepad as well. 

In Camera Relative mode,
there is no backward movement,
and every time a camera angle
changes, there is a good chance you
will have to reorient your
movement. In other words, if
Manny is running north away from
the camera down a long hall, and
the camera angle changes so
Manny is running south toward the
camera, you will have to change 
from the Up Arrow to the Down
Arrow if you want Manny to keep

BackBack

ForwardForward

Turn to LeftTurn to LeftTurn to RightTurn to Right

CHARACTER RELATIVE MODE

North 
(Away from Camera)
North 
(Away from Camera)

South 
(Toward Camera)
South 
(Toward Camera)

East 
(Turn to Right)
East 
(Turn to Right)

West 
(Turn to Left)

CAMERA RELATIVE MODE

West 
(Turn to Left)








G R I M  F A N D A N G O 1 4

running in the same direction. You
can toggle back and forth between
the two modes by pressing Ctrl+M.

Vehicle Movement
Occasionally, as Manny

journeys through the Land of the
Dead, he may use some special
vehicles that operate differently. In
these cases, move the vehicles
according to Character Relative rules
(Up for forward, Down for
backward, Right and Left for
pivoting). 

Vehicles may be on a track that
only allows movement in two
directions. 

To raise and lower the crane,
use the Up Arrow and Down
Arrow keys. As soon as Manny
stops using these vehicles, he will
return to his previous mode of
movement. 

THE INTERFACE

The Interface in an adventure
game is the means by which you
communicate with the 
character you play—the way in
which you get the character to do
what you want. In Grim Fandango,
the Interface is invisible; essentially
your Interface is Manny himself. 

When the game begins, Manny
is standing by his desk. Using your
arrow keys, walk him over until he
is standing in front of the pile of
books on the table to the right. Now
turn Manny with the arrow keys a
little to the left and then back so he
is facing the books. 

MANNY IS THE INTERFACE

CAMERA RELATIVE NORTH

CAMERA RELATIVE SOUTH
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You will notice that Manny’s head
goes down when it is directly in
front of the books, and back up
when he turns away. When Manny
is interested in something, he will
move his head in that direction: up
if it is above him, down if it is
below. 

Make sure that Manny is
looking at the books with his head
down, then press the 5 key on your
keypad. This is the “Look At” 
or “Examine” key. Manny should
now say something about the
books. If you walk him down to the
end of the table, Manny’s head will
bob down to see the deck of cards. 

If you press 5 again, he will
look at the deck of cards. If you
press the Enter key (which is how
you use an item) or the + key
(which is how you pick up an item),
he will pick up the deck of cards
and hold it. Press + again to put the
cards in the Inventory. Now the
deck of cards is in Manny’s
Inventory.  

If you press 0 on your number pad,
you will access Manny’s Inventory,
and Manny will hold his scythe.
Press 6 on your number pad, and
he will bring out the next Inventory
item, which should be the deck of
cards. If you press 4 on your
number pad, he will go through his
Inventory in reverse order, and
hold his scythe again. Pressing the
+ key will put the item in Manny’s
hand. Press + again to return the
Inventory item to Manny’s coat. You
can also access individual Inventory
items without going into Manny’s
Inventory by using the number keys
1-0 on your keyboard. 

Press ESC to exit the Inventory.
You can look at Inventory items while
in the Inventory or while holding them
in your hand. If you want to use an
Inventory item with a person or object
on the screen, first put it in Manny’s
hand, then move Manny until he
“notices” the person or object you
want to use with the Inventory item.
Then press the Enter key to use the
object. (For experienced adventure
game players, note that there is no
way to combine Inventory items in
Grim Fandango.) 

MANNY NOTICES INTERESTING OBJECTS LOOK AT CARDS
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CONVERSATION

If you want Manny to talk to
another character, move him
around until his head moves to
“notice” that character, then use the
Enter key to begin conversation.
(This may take a little practice. If
Manny picks up an object, or says
a line that doesn’t seem to be
conversational, he may be looking
at an object instead of the person
you want him to talk to. Just move
him a little and try again.) 

Frequently, beginning a
conversation with someone will give
you a series of dialog choices. You
can scroll up and down through
these by using the Up and Down
Arrows. When you find a sentence
you would like Manny to say, use
the Enter key to select it.

SAVING AND LOADING

GAMES

Saving
To save a game, press the F1 key
to open the Main Menu. Select
Save Game from the list to reach
the Save Game screen. Highlight 

the word (Empty) on the screen
and press Enter to get a flashing
cursor. Type in a game name and
press Enter to save your game. 
The name of your saved game will
appear in 
the list and a thumbnail image of
where you are in the game will be
saved as well.

You can erase a saved game by
selecting Erase Saved Game in the
Main Menu. Select the name of the
game you want to erase from the list
and press Enter to remove it.

DIALOG CHOICES

SAVE GAME SCREEN

ERASE SAVED GAME SCREEN
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Loading
To load a saved game, press F1 to
open the Main Menu, then select
Load Game. Select a saved game
from the list and press Enter.

MAIN MENU SCREEN

You can adjust various game
settings from the Main Menu screen.
Press F1 to access this screen.
You’ll get the following choices:

✷ Control Help Select to access three
different screens—a complete list of
keyboard commands, all the default
settings for the joystick or gamepad as
well as Inventory key commands.
Use the Right 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 Right
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 Dialog 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 F1, 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
opening the file grimdialog.htm
using any standard Web browser.
Each saved game also saves a
parallel dialog transcript, called
grimlog.htm. 
✷ View Cutscenes This allows you
to view cutscenes that you’ve
previously viewed during gameplay.
Use the Arrow keys to choose a
cutscene and press Enter to play it.

LOAD GAME SCREEN

MAIN MENU SCREEN
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✷ Credits View a list of the
creators of Grim Fandango.
✷ Return to Game Leave the Main
Menu to return to the game.
✷ Quit Quit the game. Use the
Arrow keys to select Yes or No,
then press Enter.

OPTIONS SCREEN

Access the Options screen by
pressing F1 to get to the Main
Menu, then select Options. These
choices are available:
✷ Music, Sound Effects and Voice
Volume Use the Left and Right
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.
✷ Dialog Transcript Use this
feature to see a list of all dialog
lines you’ve chosen. See page 17 for
details.

✷ Voice Effects Toggle this feature
off or on 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 Relative (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. 
✷ Brightness Use the Left and
Right Arrows to adjust the slider
for screen brightness.
✷ 3D Hardware Acceleration
Turn this option on if your machine
has 3D acceleration, 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
Settings

- 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-

OPTIONS SCREEN
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capable, you can choose both
Software and Direct3D. If your
primary video card is not 3D-
capable, you will only be able to
choose Software. If you chose
the 3Dfx driver, you will only
be able to choose Direct3D.
Direct3D produces smoother
textures and characters, and
slightly speeds up game
performance.

QUITTING

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

MANNY ON THE HIGH SEAS

If you are playing with a

keyboard, the game has been

designed so you can play entirely

with your right hand on the

numerical keypad. Use your right

hand to work the number pad

Arrow keys for Manny’s

movement, the number pad ++ key

for picking up items, the number

pad Enter key for using items,

the number pad Del key for

skipping dialog or redirecting

Manny’s attention, and the

number pad Ins key for accessing

the Inventory. Use the number

pad Up Arrow (tap it twice, then

hold down) to make Manny run.

If you do not have a

numeric keypad, or if you want

to give your right hand a break,

then try the alternative, two-

handed method: Your right hand

works the normal Arrow keys for

movement, and your left hand uses

the A, S, D, and W keys to “Pick

Up,” “Examine,” “Access

Inventory,” and “Use,”

respectively. Use the Shift key to

make Manny run.

Tips for
USING THE KEYBOARD
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Keyboard Controls                     

Some keys are specific to the keyboard or number pad

as noted.

¬m
Toggle Movement 

Mode

Toggles between

Character Relative 

and Camera Relative. 

✷ Character Relative Mode 

8or “ Move Forward

4or … Turn Left

6or ‘ Turn Right

2or æ Move Backward

✷ Camera Relative Mode 

789 Move Manny 

446

123

ß+ Run

“ Tap Twice

and Hold to

Run

“æ Raise and

Lower Crane

5oreors Examine

Item

+orpora
Pick Up/

Put Away 

Held 

Item

Δoruorw Use Item/

Talk or 

Exit 

Inventory

Holding 

Item

0oriord Open

Inventory/

Exit 

Inventory

(Number Pad)

(Number Pad)

(Number Pad)

Movement
Key

(Number Pad)

(Number Pad)

(Number Pad)

(Number Pad)

(Number Pad)
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1 Pull Out Scythe

2–0
Pull Out Inventory

Items in the 

Order

Picked Up

-
See Previous

Inventory Item

+ See Next

Inventory Item

…‘
Scroll Items in 

Open

Inventory

“æ
Scroll Through

Dialog Lines

Δ
Select Dialog 

Line

¬t
Toggle Speech

Mode

Toggles between 

Speech 

Only, Text Only, or 

Speech and Text 

modes.

¬b
Adjust Brightness 

Level

¬j
Toggle Joystick/

Gamepad

Toggles joystick or 
gamepad on and off.

ç
Skip Cutscene/

Exit Inventory

without  Item

˙ Pause the

Game

¡ Go to Main

Menu

∂or.
Skip Dialog 

Line 

When conversation 

is going on, this will 

speed you through it. 

Otherwise, this key

will move Manny’s 

head around to look 

at different objects. 

åx Quit Game

(Number Pad)

(Keyboard)

(Keyboard)

(Keyboard)

(Keyboard)
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RUN 

WEST
(Turn Left)

SAME FOR BOTH MODES

CAMERA RELATIVE

CHARACTER RELATIVE

EAST
(Turn Right)

PICK UP/PUT DOWN ITEM

SOUTH
(Move Backward)

USE ITEM/
TALK TO CHARACTER

INVENTORY

EXAMINE ITEM

OPTIONS

SKIP DIALOG LINE 
(Located on Back) RUN 

(Located on Back)

EXAMINE ITEM

SKIP CUTSCENE

SOUTH
(Move Backward)

EAST
(Turn Right)

NORTH
(Move Forward)

WEST
(Turn Left)

PICK UP/PUT DOWN ITEM

INVENTORY

RUN

USE ITEM/TALK TO CHARACTER

NORTH
(Move Forward) SKIP CUTSCENE

SKIP DIALOG LINE 

Joystick and Gamepad Controls
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PICK UP/PUT DOWN ITEM

EXAMINE ITEM

EXAMINE ITEM

INVENTORY

SOUTH
(Move Backward)

EAST
(Turn Right)

NORTH
(Move Forward)

WEST
(Turn Left)

SOUTH
(Move Backward)

EAST
(Turn Right)

NORTH
(Move Forward)

WEST
(Turn Left)

INVENTORY

PICK UP/PUT DOWN ITEM

USE ITEM/TALK TO CHARACTER

USE ITEM/TALK TO CHARACTER

N

S

W E
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WA R N I N G !  

The following section 

contains actual hints for 

solving the first set of 

puzzles. If you wish to

be surprised, skip on to the

next section. The Department

of Death also wishes to

advise you that cheating at

electronic recreations may

impair your ability to

acquire first-rate

transportation 

in the Land of the Dead…

but, what the heck, you

always liked a good walk

anyway, right?
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Here 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.

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. 

Now 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.)

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

But 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
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. 
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Now 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.

Okay, Manny’s in the garage,
but it looks like the last car just
drove off and Manny’s 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
salesman, though, and he probably
could convince his boss if he could

GLOTTIS
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just get into his office. So let’s see if
there’s another way to get in
there… like through an outside
window. 

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

Then have him walk out the
door at the end of the lobby. 

Now 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. 

So 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. 
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Let’s have Manny climb the rope
(press the Enter key) and see
where it goes. 

Yow! It’s a narrow ledge right
outside the office window of Don
Copal, Manny’s boss, and the boss
is gone. 

MANNY AT THE DAY OF THE DEAD FESTIVAL
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Manny suspects he 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. 

Oh, 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 fifth
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. 

She’ll sign it, and Manny is on his
way to the Land of the Living.
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CUSTOMER SUPPORT

WEB SUPPORT

http://www.activision.com/support

Our support section of the web has the most
up-to-date information available. We update
the support pages daily so please check here
first for any solutions that you require. This
service is available 24 hours a day, 7 days a
week and offers a fully comprehensive list of
known issues as well as providing the latest
updates/patches.

EMAIL SUPPORT

If you require email support on a specific
issue not covered by our website, please
contact:

lucasarts activision.com.au

When contacting Technical Support via e-
mail, please have the following information
available: computer brand and model,
processor type and speed, video card, sound
card, CD-ROM/DVDROM drive brand and
model, and amount of RAM. Also, make sure
to include the title and version of the game,
and a detailed description of the problem.

PHONE SUPPORT

In Australia, for Technical Support, Hints and
Tips, please call 1902 263 555. Calls are
charged at $2.48 (inc.GST) per minute. In
NZ for Technical Support, please call 0800
160 110.

E-REG FOR AUSTRALIAN
CUSTOMERS

Do you want to receive news on new games
and special offers for Activision customers?
Register On-line at
http://ereg.activision.com.au 

Complete the registration form & help us
keep you informed about Activision games.
You will be notified of upcoming releases &
special offers.

Note: Activision Asia-Pacific is committed to
safeguarding the privacy of information
entrusted to it. Accordingly, Activision
complies with all relevant legislation
concerning the collection, use, security and
disclosure of personal information.

For Technical Support and Customer Service
in areas not listed, please contact your local
distributor or Activision via online. (Please
note the online support is available in English
only).
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Software License
Agreement

IMPORTANT - READ CAREFULLY: USE
OF THIS PROGRAM IS SUBJECT TO
THE SOFTWARE LICENSE TERMS SET
FORTH BELOW. "PROGRAM"
INCLUDES ALL SOFTWARE
INCLUDED WITH THIS AGREEMENT,
THE ASSOCIATED MEDIA, ANY
PRINTED MATERIALS, AND ANY
ONLINE OR ELECTRONIC
DOCUMENTATION, AND ANY AND
ALL COPIES OF SUCH SOFTWARE
AND MATERIALS. BY OPENING THIS
PACKAGE, INSTALLING, AND/OR
USING THE PROGRAM AND ANY
SOFTWARE PROGRAMS INCLUDED
WITHIN, YOU ACCEPT THE TERMS OF
THIS LICENSE WITH ACTIVISION
PUBLISHING, INC. AND ITS
AFFILIATES ("ACTIVISION"). 

LIMITED USE LICENSE. Subject to the
conditions described below, Activision grants
you the non-exclusive, non-transferable,
limited right and license to install and use one
copy of this Program solely and exclusively
for your personal use. All rights not
specifically granted under this Agreement are
reserved by Activision and/or its licensors.
This Program is licensed, not sold, for your
use. Your license confers no title or ownership
in this Program and should not be construed
as a sale of any rights in this Program.
Activision may make improvements,
modifications or updates to the Program at
any time and with or without notice to you,
which may be made available to you as
Activision may determine.  Such
improvements, modifications, or updates may
change the game play associated with the
Program.

LICENSE CONDITIONS. 

You shall not:

• Exploit this Program or any of its parts 
commercially, including but not limited to 
use at a cyber cafe, computer gaming center
or any other location-based site. Activision 
or its licensors may offer a separate Site 
License Agreement to permit you to make 
this Program available for commercial use 
in their sole discretion. Activision or its 
licensors may charge a fee for any such 
separate license; see the contact information
below.

• Use this Program, or permit use of this 
Program, on more than one computer, 
computer terminal, or workstation at the 
same time.

• Make copies of this Program or any part 
thereof, or make copies of the materials 
accompanying this Program.

• Unless an authorized copy of the Program
is electronically delivered to you, copy this 
Program onto a hard drive or other storage
device; you must run this Program from the
included compact disc (“CD”) or digital 
versatile disc (“DVD”) (although this 
Program itself may automatically copy a 
portion of this Program onto your hard 
drive during installation in order to run 
more efficiently).

• Use the program, or permit use of this 
Program, in a network, multi-user 
arrangement or remote access arrangement,
including any online use, except as 
otherwise explicitly provided by this 
Program.

• Sell, rent, lease, license, distribute or 
otherwise transfer this Program, or any 
copies of this Program, without the express
prior written consent of Activision.

• Reverse engineer, derive source code, 
modify, decompile, disassemble, or create 
derivative works of this Program, in whole 
or in part.
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• Remove, conceal, disable or circumvent any
proprietary notices or labels contained on 
or within the Program.

• Export or re-export this Program or any 
copy or adaptation or any portion or 
derivative thereof in violation of any 
applicable laws or regulations of the United
States government. 

OWNERSHIP.  All title, ownership rights
and intellectual property rights in and to this
Program (including but not limited to any
patches and updates) and any and all copies
thereof (including but not limited to any titles,
computer code, themes, objects, characters,
character names, stories, dialog, catch
phrases, locations, concepts, artwork,
animation, sounds, musical compositions,
audio-visual effects, methods of operation,
moral rights, any related documentation, and
"applets" incorporated into this Program) are
owned by Activision, affiliates of Activision or
Activision’s licensors. This Program is
protected by the copyright laws of the United
States, international copyright treaties and
conventions and other laws. This Program
contains certain licensed materials and
Activision’s licensors may protect their rights
in the event of any violation of this
Agreement.

PROGRAM UTILITIES. This Program may
contain certain design, programming and
processing utilities, tools, assets and other
resources ("Program Utilities") for use with
this Program that allow you to create
customized new game levels and other related
game materials for personal use in connection
with the Program ("New Game Materials").
The use of any Program Utilities is subject to
the following additional license restrictions:

• You agree that, as a condition to your using
the Program Utilities, you will not use or 
allow third parties to use the Program 

Utilities and the New Game Materials 
created by you for any commercial 
purposes, including but not limited to selling,
renting, leasing, licensing, distributing, or 
otherwise transferring the ownership of such
New Game Materials, whether on a stand 
alone basis or packaged in combination 
with the New Game Materials created by 
others, through any and all distribution 
channels, including, without limitation, retail
sales and on-line electronic distribution. You
agree not to solicit, initiate or encourage any
proposal or offer from any person or entity
to create any New Game Materials for 
commercial distribution. You agree to 
promptly inform Activision in writing of any
instances of your receipt of any such 
proposal or offer.

• If you decide to make available the use of 
the New Game Materials created by you to
other gamers, you agree to do so solely 
without charge. 

• New Game Materials shall not contain 
modifications to any COM, EXE or DLL 
files or to any other executable Program 
files.

• New Game Materials may be created only
if such New Game Materials can be used 
exclusively in combination with the retail 
version of the Program. New Game 
Materials may not be designed to be used as
a stand-alone product.

• New Game Materials must not contain any
illegal, obscene or defamatory materials, 
materials that infringe rights of privacy and
publicity of third parties or (without 
appropriate irrevocable licenses granted 
specifically for that purpose) any 
trademarks, copyright-protected works or 
other properties of third parties.

• All New Game Materials must contain 
prominent identification at least in any on-
line description and with reasonable 
duration on the opening screen: (a) the 
name and E-mail address of the New Game
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Materials’ creator(s) and (b) the words "THIS
MATERIAL IS NOT MADE OR
SUPPORTED BY ACTIVISION
AND/OR ITS LICENSORS."

• All New Game Materials created by you 
shall be exclusively owned by Activision 
and/or  its licensors as a derivative work (as
such term is described under U.S. copyright
law) of the Program and Activision and its
licensors may use any New Game Materials
made publicly available by you for any 
purpose whatsoever, including but not 
limited to, for purpose of advertising and 
promoting the Program.

• Activision may revoke your right or 
permission to use the Program, or to make
or distribute the Program Utilities or New 
Game Materials, at any time and in its sole
discretion.

PROGRAM UTILTIES AND ANY
ACCOMPANYING DOCUMENTATION
ARE PROVIDED AS IS.  ACTIVISION
DOES NOT PROVIDE ANY
TECHNICAL OR PRODUCT SUPPORT
FOR PROGRAM UTILITIES.

LIMITED WARRANTY. Excepting patches,
improvements, modifications, updates and
any downloaded content, Activision warrants
to the original consumer purchaser of this
Program that the recording medium on which
the Program is 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 its receipt of the product, postage paid,
with proof of the date of purchase, as long as
the Program is still being manufactured by
Activision. In the event that the Program is no
longer available, Activision retains the right to

substitute a similar program of equal or
greater value. This warranty is limited to the
recording medium containing the Program as
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 prescribed by statute are expressly
limited to the 90-day period described above.

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, FITNESS FOR A
PARTICULAR PURPOSE OR NON-
INFRINGEMENT, AND NO OTHER
REPRESENTATIONS OR CLAIMS OF
ANY KIND SHALL BE BINDING ON OR
OBLIGATE ACTIVISION AND/OR ITS
LICENSORS. IN NO EVENT WILL
ACTIVISION OR ITS LICENSORS BE
LIABLE FOR SPECIAL, INCIDENTAL,
PUNITIVE, OR CONSEQUENTIAL
DAMAGE RESULTING FROM
POSSESSION, USE OR MALFUNCTION
OF THIS PROGRAM, INCLUDING
DAMAGE TO PROPERTY AND, TO THE
EXTENT PERMITTED BY LAW,
DAMAGES FOR PERSONAL INJURY,
EVEN IF ACTIVISION OR ITS
LICENSORS HAVE BEEN ADVISED OF
THE POSSIBILITY OF SUCH DAMAGES.
SOME STATES/COUNTRIES DO NOT
ALLOW LIMITATIONS ON HOW LONG
AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OR
LIMITATION OF INCIDENTAL,
PUNITIVE, OR CONSEQUENTIAL
DAMAGES, SO THE ABOVE
LIMITATIONS AND/OR EXCLUSION
OR LIMITATION OF LIABILITY MAY
NOT APPLY TO YOU. THIS WARRANTY
GIVES YOU SPECIFIC LEGAL RIGHTS, 
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AND YOU MAY HAVE OTHER RIGHTS
WHICH VARY FROM JURISDICTION
TO JURISDICTION.

LIMITATION ON DAMAGES. IN NO
EVENT WILL ACTIVISION OR ITS
LICENSORS BE LIABLE FOR SPECIAL,
INCIDENTAL, PUNITIVE, OR
CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE
OR MALFUNCTION OF THE
PROGRAM, INCLUDING DAMAGES
TO PROPERTY, LOSS OF GOODWILL,
COMPUTER FAILURE OR
MALFUNCTION AND, TO THE EXTENT
PERMITTED BY LAW, DAMAGES FOR
PERSONAL INJURIES, EVEN IF
ACTIVISION OR ITS LICENSORS HAVE
BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES. ACTIVISION
AND ITS LICENSORS SHALL ALSO
NOT BE LIABILE FOR ANY DELAYS,
SYSTEM FAILURES OR SYSTEM
OUTAGES WHICH MAY, FROM TIME
TO TIME, AFFECT ONLINE GAME PLAY
(IF ANY) OR ACCESS THERETO.
NEITHER ACTIVISION’S NOR ITS
LICENSORS’ LIABILITY SHALL
EXCEED THE ACTUAL PRICE PAID
FOR THE LICENSE TO USE THIS
PROGRAM. SOME
STATES/COUNTRIES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN
IMPLIED WARRANTY LASTS AND/OR
THE EXCLUSION OR LIMITATION OF
INCIDENTAL, PUNITIVE, OR
CONSEQUENTIAL DAMAGES, SO THE
ABOVE LIMITATIONS AND/OR
EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY TO YOU.
THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU
MAY HAVE OTHER RIGHTS WHICH
VARY FROM JURISDICTION TO
JURISDICTION.

TERMINATION. Without prejudice to any
other rights of Activision or its licensors, this
Agreement will terminate automatically if you
fail to comply with its terms and conditions. In
such event, you must destroy all copies of this
Program and all of its component parts.

U.S. GOVERNMENT RESTRICTED
RIGHTS: The Program and documentation
have been developed entirely at private
expense and are provided as "Commercial
Computer Software" or "restricted computer
software." Use, duplication or disclosure by
the U.S. Government or a U.S. Government
subcontractor is subject to the restrictions set
forth in subparagraph (c)(1)(ii) of the Rights
in Technical Data and Computer Software
clauses in DFARS 252.227-7013 or as set
forth in subparagraph (c)(1) and (2) of the
Commercial Computer Software Restricted
Rights clauses at FAR 52.227-19, as
applicable. The Contractor/Manufacturer is
Activision, Inc., 3100 Ocean Park Boulevard,
Santa Monica, California 90405.

INJUNCTION. Because Activision and/or
its licensors would be irreparably damaged if
the terms of this Agreement were not
specifically enforced, you agree that
Activision and/or its licensors shall be entitled,
without bond, other security or proof of
damages, to appropriate equitable remedies
with respect to breaches of this Agreement, in
addition to such other remedies as Activision
or its licensors may otherwise have under
applicable laws.

INDEMNITY. You agree to indemnify,
defend and hold Activision, its licensees and
each of their partners, affiliates, licensors,
contractors, officers, directors, employees and
agents harmless from all damages, losses and
expenses arising directly or indirectly from
your acts and omissions to act in using the
Program pursuant to the terms of this
Agreement.
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MISCELLANEOUS. This Agreement
represents the complete agreement
concerning this license between the parties
and supersedes all prior agreements and
representations between them. Activision may
make improvements, modifications or
updates to the Program at any time and with
or without notice to you, which may be
automatically downloaded to your system
used in connection with this Program.  Such
improvements, modifications or updates may
change the game play associated with the
Program.  Except as provided herein, this
Agreement may not be amended except in a
writing signed by both parties; provided,
however, that Activision has the right with or
without a writing signed by both parties, to
amend this Agreement in connection with any
improvements, modifications or updates to
the Program.  If any provision of this
Agreement is held to be unenforceable for
any reason, such provision shall be reformed
only to the extent necessary to make it
enforceable and the remaining provisions of
this Agreement shall not be affected. This
Agreement shall be construed under
California law as such law is applied to
agreements between California residents
entered into and to be performed within
California, except as governed by federal law
and you consent to the exclusive jurisdiction
of the state and federal courts in Los Angeles,
California. 

If you have any questions concerning this
license, you may contact Activision at 3100
Ocean Park Boulevard, Santa Monica,
California 90405,USA, (310) 255-2000,
Attn. Business and Legal Affairs,
legalaffairs@activision.com.

This game and manual are each a work of
fiction. All of the characters and events
portrayed in this game are fictional. Any
resemblance to real persons, living or dead, or
actual events, is purely coincidental.

LucasArts and the LucasArts logo are
trademarks of Lucasfilm Ltd.  © 1998-2006
Lucasfilm Entertainment Company Ltd. & ™
as indicated.  All rights reserved. iMUSE U.S.
Patent No. 5,315,057. 

Online play (if applicable) subject to terms of
use and privacy policy as may be available
online at www.lucasarts.com or such other site
as LucasArts may designate.

ACTIVISION (UK) Ltd., 3 Roundwood
Avenue, Stockley Park, Uxbridge UB11 1AF,
United Kingdom

Activision Asia Pacific, Level 5, 51 Rawson St
Epping, NSW 2121, Australia
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IF YOU HAVE A HANKERIN’ 
FOR MORE ADVENTURIN’,

DON’T FORGET TO CHECK OUT LUCASARTS’ 

ESCAPE FROM

Monkey Island.
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Monkey Island.
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“Aye, 'tis an offbeat adventure 

of piratey proportions!”
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