Control scheme:
During the entire game, there is a box on the top of the screen with possible interactions. There are movement commands like north or west, and other game interactions i.e., use, inventory.
The player selects these commands by typing in the corresponding letter and then confirming the command.
In case of object interaction (use, take, etc.), after the command is chosen, the game screen will ask for the first three letters of the object. When they are inputted and confirmed, the interaction will be successfully described on screen. 
Below this box of commands is a timer counting down time to endgame. This timer works with real time, but also, interacting with some objects (i.e., manual) can subtract some minutes from the counter. 
In the middle of the screen is always a description of the current room/situation.
Below that is a text always telling the player what commands are usable at the moment, typically possible directions or objects to interact with. When an interaction is chosen, the number list of items is shown. Choose one of the numbers to take the selected item.
Few rooms contain gas that will poison and eventually kill the player if you cross the room. Also, multiple useless items kill the main character after usage.


Manual:
For the correct path through the game, follow these instructions:
1. (Optional part for finding the password) go twice west and then north to the computer lab. Use the computer to get to a clue for the weapon warehouse password: “E6B3E4B1E3E2” and the sentence: “Stew isn't upfront”. The clue is describing position of letter in the sentence from the Beginning or End. so i.e., E6 is “P” and B3 is “E”. This way, you can decipher the entire password as: PERSON.
2. Go to the dilapidated room and then north. You will be asked for the warehouse password. Type in “PERSON” and you will get through.
3. Take the wine and then go east to the weapons warehouse. There, take the gun.
4. Now go to the square room and use the gun on the robot. Afterwards go west to the luxurious office.
5. Take the telephone book, then use it and remember the numbers “Alkoholsoft: 609 792” and “Police 123 456” then put the telephone book down.
6. Use the gun on a fat guy to obtain the password. Place the gun away afterwards.
7. Go to the lecture hall and take the bomb. 
8. From the lecture hall go to the crossroads and take the matches.
9. Visit the room to the north to notice that “YES” is red.
10. Then go to the round room and tell the guard the password from the fat guy, you will be let into the room with paintings.
11. Continue to the big hall and give wine to the archivist who will grant you access to the archives to the south.
12. Go twice south to the archive with a handbook. Take it and read it by using the item (-22m).
13. Go to the electrical workshop and take the tools, then go back to another room with “Enter only with permit !!!” writing and use tools to deactivate the alarm (-5m).
14. Then go to the rest room and take the money card. 
15. Go north and then west to the end of the hallway, where you use the card on the short guard.
16. Go to south to the room with suits and take a hazmat suit, use it.
17. Go to north to the green gas and then to the clean room to the east. 
18. Take the laser and go back to the end of the hallway.
19. Continue to the west and then north to the office room.
20. Use the phone and input the number for police (123456), this will open the door to the south.
21. Go to the windowless room to the south and use the laser, this will open the armored room.
22. Go west to the armored room and then south.
23. A voice will ask you to use one of the levers. From the previous visit of a room, we know Red = “Yes”, so use the red lever. 
24. In the spacious hall, use matches to light the bomb to successfully finish the game.
