Control scheme:
During the entire game, there is a health bar at the top of the screen. Some actions can be followed by unfortunate events that will kill the main character immediately. But there are also situations where Stensontron will be just hurt a little bit. In that case the health bar will reflect this. It can be refilled with special items. Below the health bar is a window with the text description of the situation or a room. Finally, there is a command line at the bottom of the screen. Inputting orders into it will result in various interactions. Commands must be written completely, name of interactable items too. Then the Enter key needs to be pressed and held until the command is accepted by the game.
Movement is done by typing N for north, W for west, etc.
For items, there are commands TAKE, USE, PLACE. After this command an exact name of the item needs to be written.
List of commands:
E, W, S, N, D, U - For moving east, west, south, north, down, up.
Enter - For entering a space that is not considered a room
Take - Allows taking an item from the room you are currently in.
Place - After entering an item’s name it will put down the item in the current room.
Put - For inserting an item into a device. Item selection is automatic.
Use - Command for using a selected item.
Check - Makes a recap of player’s surroundings.
Info - After entering the name of an item, the game will tell the weight and information about it.
Hit - Attacking someone or something with a fist.
Inventory - Lists names and weight of all items currently carrying.

In each room, there will be a description of the current space, and a list of visible items. Some items are given by characters only after specific conditions are met. Items have their weight that can be checked with Inventory command. The maximum weight is 147 lb. If the capacity is reached, items must be left in a room. The maximum allowed number of items per room is four.

Manual:
For the correct path through the game, follow these instructions:
1. Use the Hit command. It will open the door to the E.
2. Go east and in the white painted room go south. In the damp room take the currant syrup bottle. 
3. Continue west and south to the dead-end room, take the beekeeper handbook.
4. Follow the path to a room lined with mirrors and a bearded man. Use the razor to shave him. He will leave a stack of banknotes for the service. Take them. Place the razor in the room.
5. Follow through the halls with thick Persian carpets to a single bed hotel room and take the mace.
6. Go back to the hall and go east and north to a hotel room with beehives. Place the beekeeper handbook down for the beekeeper. He will leave a box of grenades in the room. Take it.
7. Go through the fancy restaurant to the hotel kitchen. Place down the currant syrup bottle. As a reward, you will get the instructions to go west before going north.
8. From the kitchen go west, to the stinky shaft and then down to its bottom. Nort of there will be a dark store, enter it and then go east. If you have the box of grenades in the inventory a man will be waiting here. Use box of grenades. It will open a new path east. Go that way.
9. From the well-lit room go north and after the description of the room is shown, press Enter for another part of the text to appear. There is a mafia council that gives you advice to go to junkie and tell him “The tomato is ripe”. 
10. Go west to the lift and go up to the ground floor and from there back to the single bed hotel room where previously the mace was. The junkie is already there. When in the room, type in The tomato is ripe. You will get a quest to bring LSD 25 to the junkie. He will also give you some hints how to manage it.
11. Go back to the boiler room and take box of matches, then go to the lift and up to the first floor.
12. Place box of matches in the room and you will get information to throw grenades at the triangular door. Use box of grenades. This will open the door east.
13. Go east to a round room and take the mysterious device. Then find your way back to stinky shaft. Use the mysterious device here.
14. Proceed north and in the room with the aquaclub sign go to the west. In the small room with aquariums, take the diving suit.
15. Go back to the boiler room, and from there west to the shabby room. Then north to the hall with the blue sign Devil’s cave and then north to the cash desk. Place a stack of banknotes there. This will open the route north.
16. Go north and then down to the ladder that goes to the Devil’s cave. Then twice south until you enter the end of the spacious house. Take the powdered LSD 25 here.
17. Go back to the ladder to the Devil’s cave, then down to the bottom of the rock chimney and then west to the concrete platform.
18. Use the diving suit. Then go down into the water and then east until you reach the end of the underwater tunnel. Go up the ladder and reach the plastics covered room. Then go south to the coordination unit.
19. Use the mace. Take the antiradiation suit. Place the diving suit in this room, you won’t need it anymore. Then go north.
20. Use the antiradiation suit and go up, and again up and finally west, into a well-appointed room.
21.  Place down the mace. And take the mirror. Then place away the antiradiation suit. Go three times to the east until you bump into the junkie. Place the powdered LSD 25 in front of him, this will solve this “room” and the junkie with his location will disappear. Continue east.
22. In the already looted room, a shaking person will give you the floppy disc for the pmd 85 computer. Take it. Go east to the laser.
23. Place the mirror and use the PUT command. Then go south through the newly created opening.
24. Take the flamethrower, then go west. You will fall into a dark alley. Confirm the fall with Enter, or type in Check and then go west.
25. Now trace back your steps to the Aquaclub location with the empty space and the ladder. (Go twice south, east, south, west. Use the mysterious device. Then three times north and east.) 
26. Use the flamethrower. It will melt down the gate. Go up the ladder. Then south, east, and north.
27. At the room with hanged man, take the gas mask. Go south.
28. Use the gas mask and go east and then north.
29. The soldier in this room will check your fake ID (if you didn’t drop it for some reason). Go east.
30. Go down to the dark room, take the battery and then go up, west, north and west again.
31. Use the box of grenades to clear out the wires. Then go twice west, south.
32. At the magnetic orbit station use the PUT command and then Enter.
33. Go west and place all the items you currently have in the inventory. Then Enter for a successful finish.
