Control scheme:
Description of the game screen
The game has movement commands like W for West or S for South, and also corresponding letters for Up and Down. Together with other game interactions, i.e., tak-take, plc-place, use-use, inv-inventory, end-end, which are triggered by typing and confirming the specific three letters of the command and then the first three letters of the object.
There is an inventory limit of five items. Triggering its command will also show the player how much “energy” it has left. There is enough for finishing the game three times over, but in rare case that the energy would be spent all, it means an unsuccessful end.
Only one item per room can be placed.
The dynamite ends the game upon use. 

The map is set as 5x5 spaces on multiple floors without any special description, which makes them hard to navigate. In some cases, they are even wrongly connected. On a specific location, you can go up or down the hole, thus moving between the floors.
Also, feedback for the player is missing. Sometimes, an action will trigger a new event, but the screen won’t bring your attention to it (i.e., a character will get alcohol from you and that will open the door, but there is no notification of it being opened). At one point, there is a known bug, where the player needs to put a lamp away to progress to the next floor.

During the gameplay, there are some optional ways to solve the problems. Some are inserted into the manual, and some are mentioned below it.

Trigger warning: Bright flashing lights.

Manual:
For the correct path through the game, follow these instructions:
1. At the starting location, follow exactly the instructions, otherwise your lamp will die out and the game ends - go twice north and twice east. 
2. Take the candle. Place (plc) the lamp away.
3. Go to the southwest corner and then up.
4. Find a way up at the north part and go up to the first floor. 
5. At the southwestern corner, take the rope.
6. Go to western hole and then up to the tower.
7. Now go to the southeastern corner and take the flask marked C2H5OH.
8. Go down to the corresponding holes until you will be at the 2nd underground floor.
9. Go almost to the northeastern corner where you meet R. Zizka. Place the flask marked C2H5OH in front of him.
10. Go one space north and then down the hole to the 3rd underground floor.
11. Find another hole north and go down to the 4th underground floor.
12. (Next step is optional) Go to the southeastern corner and meet B. Kotvas. He will give you information about your missing friend.
13. Go to the southwestern part and down the hole to the 5th underground floor.
14. Take the holy water, meat, and the boot. 
15. (Optional step) Take the potion and place it in front of the alchemist, this will give you additional energy.
16. Head straight to the crocodiles in the cave system. Use the boot. Then pass them to the south.
17. Head for the cliff, don’t mind the headless knight. At the cliff, use the rope. Then go north to Fredy.
18. Put the eat in front of Fredy and head to the demon in the southwestern corner.
19. Use the holy water and take the axel grease. Go back to the crocodiles.
20. Use the axel grease to pass them. Now go back to the starting space of the 1st underground floor.
21. On the starting space, go up for a successful finish.

Optional solutions:
· The crocodiles can be passed by using the toilet bowl, which will not be spent, and it stays in the inventory for future use, rendering the boot, holy water and axel useless.
· The headless knight, although harmless, can be erased from the map by using the bow and arrows.

