Control scheme:
At any moment, the player can type in “C” for Controls and see the list of all available commands. They are for moving i.e., L for left, D for down or interactions as P for place or E for Use. This list can be taken off-screen with another press of “C”.
When an interaction command is selected, another list of possible items comes up. In these lists, each item has its number which must be used to select the said object. (The game does not run well so sometimes the choosing of a number on the list needs multiple tries. And it doesn’t work with a numeric keyboard.)
It is recommended to turn off the music at the start of the game, otherwise it will run in the short loop for the entirety of the game.
There are some items players won't use and they do not need to be picked up. In some cases, using the items can lead to a bad ending. Each item can be placed in any quantity in any room.
All rooms contain an abundance of “bupkis” which is basically nothing.
Trigger warning: Animal violence is described.

Manual:
For the correct path through the game, follow these instructions:
1. Use the doorbell and then go right to the garden.
2. Take the bone and throw it, then go right to the entrance hall.
3. Work your way through these rooms: entrance hall > hallway > hallway’s end > 1st floor > guest room > kitchen > terrace and pick up the flashlight there.
4. Then follow this sequence: terrace > kitchen > guest room > 1st floor > poster room > mezzanine > 2nd floor > Alfred's workroom > living room > son's room > balcony and take the battery.
5. Use the battery on the flashlight.
6. Backtrack this way: balcony > son's room > living room > Alfred's workroom > 2nd floor > mezzanine > poster room > 1st floor > hallway’s end > hallway > entrance hall and go down to the cellar with a switch.
7. Use the flashlight and continue to the cellar in the dark, then take the rope.
8. Follow the path: cellar in dark > cellar with a switch > entrance hall > hallway > hallway’s end > 1st floor > poster room > mezzanine > 2nd floor > Alfred’s workroom > staircase > 3rd floor > open window > staircase to garden.
9. In this room, pickup the bullets and then continue on this path: staircase to garden > staircase to garden with exit > end of staircase > parsley garden > relax space > garden with hay.
10. In this room take the hay and continue to the next room with a pile of manure.
11. Take a revolver and reload it with bullets. Then go up to pony behind the fence.
12. Throw hay to pony, then go left behind the fence.
13. Pick up the brass key, and use the revolver on the horse.
14. Follow this path: pony behind the fence > garden glasshouse > parsley garden > end of staircase > staircase to garden with exit > staircase to garden > open window > Alfred's laboratory.
15. Here, use the key and pick up the recipe.
16. The game won’t allow you to escape until you “take revenge on that bastard” so follow the path to the dog: Alfred's laboratory > open window > 3rd floor > staircase > Alfred's workroom > 2nd floor > mezzanine > poster room > 1st floor > guest room > kitchen > terrace. Here use the revolver and then follow the very same path back to the room with an open window.
17. Follow this path: open window > staircase to garden > staircase to garden with exit and use rope.
18. Drop all the items except the recipe and then go right to successfully finish the game. 
