Control scheme:
Names of the authors are visible the entire time at the top of the screen. Mr. Durkovic has glasses that also track gameplay time.
Below there is a green text describing player’s surroundings.
In the center, two sentences tell the possible movement choices and what interactable objects can be seen. 
The controls are present at the very bottom. Press A for going up or Z for down along the context menu and confirm your choice with Enter.

The inventory can take up to ten items and one space can take a maximum of three items.

Manual:
For the correct path through the game, follow these instructions:
1. Start by going to the basement with a Sanyo hi-fi tower. (Go to the left side of the roof - castle's left tower, then go once down, three times right, twice down, four times right and three times down, two times to the left and once more down, and twice to the right.) There take the Playboy. 
2. Then go to the room with Vise. (Twice left, up, twice left, down, twice left.) Take the pliers. 
3. Go to Rambo. (Twice right, twice up, twice left). And give him the Playboy. 
4. Now go to the elevator at the ground floor. (Left, down, four times left.) While inside the cabin, press number 6.
5. Go to the elevator’s engine (right and up). And take out the credit card.
6. Take the stairs back through Rambo’s room to the movie studio room (down, right, six times down, twice right, up, three times right, up, left). Take the ladder.
7. Go to the room with the open window. (Five times right, twice up, twice left, twice up twice right.) Use the credit card. Then go down.
8. Use the pliers. Then use the ladder. It will uncover another credit card. Take it.
9. Go to the attic. (Up, left, up.) Take the jerrycan.
10. Now go way back to the helicopter. (Down, left, twice down, twice right, down, four times left, twice up, three times left, up, right.) Use the jerrycan on the helicopter. This will mark the successful end of the adventure.

Bonus manual:
· An alternative way to save Durkovic is to give him a parachute in the room “Machine with Durkovic”, you will still have to escape the regular way.
· If you bring a tape deck to F. Fuka, he will give you Coca-Cola.
· The game does not require it for the successful walkthrough, but there is a way to obtain an in-game map of the castle (which is mostly accurate). This is only possible before the elevator is shut down.
1. Next to helicopter, take the first aid. Use it, take the napkin.
2. On the medieval toilet, take the grenade.
3. At the room with the vise with index finger take the screwdriver.
4. Then at the room with electronic components take both the monitor and the printer.
5. Go to the room with the Grim Reaper and use the grenades.
6. Go to the dungeon with the talking head and use the tissue. 
7. Go to the room with the big funnel and use the screwdriver. You will get an interface for this.
8. Go to the second floor with the elevator. And go to the room with the Sinclair ROM.
9. Use the monitor, interface, and printer. This will give you a map.
