Control scheme:
Main gameplay screen consists of three segments.
On the very top is a description of the space around the character. 
The two lines below inform the player of directions that can be taken and objects in their vicinity.
At the very bottom is a question and below it a command line for orders.

The possible controls are shown on the error screen. It displays during the game when a wrong command is inputted. 
Help – triggers an unhelpful message. 
Inspect - provides description of the item, in some cases it will discover another items or instructions.
Take - picks up items, their names must be fully typed, i.e., TAK STICK for taking stick.
Put - puts away an item in the current location
Light – activates a special item
Use - self explanatory
Dig - possible with a shovel at the correct location.
Say - uses the password
Open - self explanatory
Inventory - lists items Conan is currently carrying. 
N, S, W, E are directional commands as sides on the compass.
D and U stands for Down and Up.
Commands can be abbreviated to the first three letters, but the name of an item must be written in full.
Carry limit is 5 items.

A part of the game is taking place in dark tunnels. Conan needs to have a pyramid to light the way, otherwise the description of the space around the character will not be provided. The light will not last long and any extra moves or investigations will consume its life.

Trigger warning: Flashing bright lights

Manual:
For the correct path through the game, follow these instructions:
1. From the starting position, go west to the dense forest. Pick up the stick then go back east to the clearing.
2. Now go north. Inspect the chest. A packet will appear. Inspect the packet. A bag will appear, and Conan will find a password: sesame. Inspect the bag a pebble will appear. Take it.
3. Go south to the front of the old jungle temple. Say the password. Then open the door. Then go east to the stone room.
4. Inspect the skull, it will reveal a pyramid. Take it. Go back to the small clearing.
5. Open the boulder and go down.
6. Light up the pyramid. Pick up the shovel and go east, then south until you find a skeleton.
7. Use the salve next to the skeleton. Then go back north to the narrow tunnel. 
8. Dig. This action will open a new room. Go down. Then east and up.
9. You are in a small room with malachite walls. Go east.
10. In the huge room that’s lit green, inspect the box. A spark will appear. Take it.
11. Go once west and then three times south. At the long narrow hallway go twice east. 
12. You are in a lit room. Place the spark on the floor. Light it up. And then go west.
13. Go back east. The evil wizard will be dead. Take the crystal and you will successfully finish the game.
