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INTRODUCTION

Dear  reader,

You are  holding in  your  hands the o�cial  h int  book for  J .U.L . I .A . :  Among the Stars.  The goal  i s  not  
to  give you a  complete  walkthrough,  but  rather  to  provide you with progress ive  hints  for  
whatever  s i tuat ion you are  stuck in .

The hint  book is  d iv ided into �ve par ts .
 
I n  the �rst  par t  you get  general  useful  t ips  for  e�cient  gameplay.

The second par t  provides  you with gradual  h ints  for  indiv idual  s i tuat ions  encountered 
in  the game.

The third  par t  contains  solut ions  to  the upgrade puzzles.

The four th par t  contains  solut ions  to  the “M ind- O -Matic ” boards.

I n  the �f th  par t  you wi l l  get  a  l i s t  of  analyzable  i tems such as ;  datapads,  ID cards  and upgrades,  
a long with their  locat ions.

The s ix th and last  par t  te l ls  you a l l  about  achievements,  where and how to get  them,  including 
the secret  ones.

S ince J .U.L . I .A . :  Among the Stars  i s  not  a  l inear  game,  I  bel ieve this  format  is  the best  to  provide 
the most  help with the fewest  spoi lers .  

Enjoy this  companion guide as  wel l  as  our  game!

Jan K avan
1



HOW TO READ THIS BOOK?

Obviously  this  h int  book contains  spoi lers .  For  
that  reason you should t r y  to  avoid reading 
anything beyond the general  t ips  (which should 
be on the other  hand mandator y)  unless  you get  
real ly  stuck .

When you are  stuck with a  problem,  look up the 
corresponding chapter  in  the table  of  contents  
and turn direc t ly  to  that  page.  H ints  are  
separated f rom each other  with enough spacing 
that  you can real ly  go one by one.

I f  any hint  sec t ion contains  a  complete  solut ion,  
i t ’s  wr i t ten upside down at  the end of  
the re lated ser ies  of  smal ler  h ints,  so  you have 
to  work  a  bit  to  read the solut ion.  This  i s  to  make 
sure  that  you don’t  acc idental ly  read more hints  
than you want .  

Also this  book is  NOT a  walkthrough.  I f  you 
want  a  pure walkthrough,  I  would recommend 
the best  onl ine walkthrough,  wr i t ten by Mar i ta  
Robinson f rom G ameBoomers.com 1.  

1.http://www.gameboomers.com/wtcheats/pcJj/J.U.L.I.A.ats/J.U.L.I.A.AmongtheStars.htm2



GENERAL T IPS

I n  J .U.L . I .A . :  Among the Stars  you assume the role  of  R achel  Manners,  a  35 years  o ld  
astrobiologist ,  who has  been awakened f rom her  cr yogenic  s leep by J .U.L . I .A . ,  an onboard 
ar t i�c ia l  intel l igence.  R achel  i s  now stuck ,  l iv ing in  the space probe somewhere deep in  the Sal ia  
solar  system.

Since R achel  i s  the only  sur viv ing member  of  the expedit ion,  J .U.L . I .A .  won’t  let  her  leave the 
probe due to  safet y  concerns.  R achel ’s  task  is  to  control  var ious  computer  inter faces  for  
explorat ion and other  re levant  tasks.

The probe is  a lso  equipped with a  huge reconnaissance robot  cal led Mobot  2400.21.  He wi l l  be  
your  main eyes  and ears  dur ing the explorat ion par t  of  the game.

When playing the game,  the fol lowing general  t ips  might  be useful :

This  game takes  t ime.  The more you put  into i t ,  the more i t  rewards  you.  Don’t  t r y  to  rush and pay 
attent ion to  detai ls .  This  way you wi l l  get  the most  out  of  the stor y  and opt ional  content .

There are  no dead ends and the game auto -saves  at  cer ta in  points.  St i l l  there  are  100 save s lots  
avai lable  for  manual  saves.  Please minimize the r isk  of  los ing your  progress  i f  there  is  a  power  
outage or  something unexpec ted happens.

Always  consult  your  miss ion log for  impor tant  information.  Vi ta l  data  is  ex trac ted f rom datapads 
and stat ion computer  conversat ions  and stored as  M ission Data .  Data  entr ies  disappear  i f  you no 
longer  need them.

Also check your  miss ion log for  a  rough guidel ine of  what  needs to  be done.  Each game goal  
contains  a  general  p lan as  wel l  as  a l l  the re levant  steps  you’ve completed t i l l  that  point .  

When explor ing planets,  use  the magni�er  to  avoid any pixel  hunt ing.
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Hotspots  which are  no longer  needed disappear.  I f  they stay,  i t  means you need to  return to  them 
later  af ter  you have discovered the necessar y  information or  i tem(s)  to  do something else  there.

Always  use your  analyzer  to  examine a l l  acquired i tems.  Some of  them just  provide backstor y,  but  
others  are  v i ta l  for  your  progress.

Read careful ly  through a l l  datapads and communicat ions  to  obtain  as  much information as  
poss ible.  O f ten these are  your  only  c lues  for  progress ion.

Never  forget  to  check your  media  gal ler ies !  I mpor tant  things  might  be hidden in  your  
photographs.

Always  bui ld  your  upgrades  as  soon as  poss ible.  They wi l l  usual ly  a l low you to  progress  in  places  
where you were previously  stuck .

When you are  stuck ,  t ravel  e lsewhere.  There  is  a  good chance that  some newly  obtained 
k nowledge or  device  wi l l  help you progress.

Your  communicat ion inter face works  both as  a  dia logue inter face and an audio log.  You can 
a lways  replay  any par t  of  any conversat ion to  refresh your  memor y.  You wi l l  �nd v i ta l  information 
hidden in  these dia logues.

Puzzles  and mini- games have a  quest ion mark  button.  I t ’s  not  a  solut ion but  rather  instruc t ions  
on how to approach the puzzle.  Always  read what  the game wants  to  te l l  you.

You can navigate  through mazes  us ing arrow keys.

I f  you wish to  sk ip  a  cutscene use your  r ight  mouse button.

Don’t  forget  to  set  gamma correc t ion in  the game opt ions  to  maximize your  v isual  exper ience 
and i f  your  computer  a l lows i t ,  p lay  the game in  fu l l  HD resolut ion.

And mainly  -  enjoy the game as  much as  poss ible.

4



STARTING OUT -  THE PROBE IS ON FIRE!

  :   What  is  going on with a l l  these red rooms?
  :   The red rooms on the map are  damaged.  Cl ick  on them to reveal  the problem.

  :   I  got  i t .  So what  should I  do?
  :  You can see there  are  three poss ible  hazards  -  �re,  e lec tr ica l  surges  and toxic  gas.  
    Remove them to c lear  each room.

  :   I  am tr y ing to  put  out  a  �re  but  the c i rcuit  breakers  keep going o�.
  :   Do you think i t ’s  the best  idea to  use water  with  e lec tr ic i t y?

  :   Al r ight !  Now the �re  keeps spreading!  Help!
  :   Using the ventilator, while a room is on �re, will spread the �re to all adjacent rooms. Put it out �rst.

   :   I  give up.  Just  tel l  me what  to  do…

   :  In each room start with electrical problems by identifying and switching o� the correct 
circuit breaker. Then quench �ames with the sprinkler and �nalize with venting toxic gas out 
of the room.
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LIGHTS OUT ON XENOPHON

  :   The place doesn’t  exac t ly  look invit ing.
  :   Explore  the s i te  to  see i f  you can make i t  come al ive.  

  :   I ’ve  looked around the stat ion and st i l l  have no idea what  to  do.
  :   Maybe enter ing the stat ion might  help?

  :   I  am in  the stat ion and i t ’s  prett y  dark  in  here.
  :   Dark ness  might  t r igger  some associat ions.

  :   I  can’t  real ly  see any solar  panels  in  the dark .
  :   S olar  panels  probably  wouldn’t  be ins ide …

  :   Outs ide … Where exac t ly?
  :   Maybe you can �nd something in  the area to  the r ight  of  the stat ion?

   :   I  give up.  Just  tel l  me what  to  do…

   :  Uncover three solar panels hidden in a dust to the right of the station and calibrate them 
to restore the electricity. You can see that the panel is calibrated when it’s re�ecting light.
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EXPLORING THE STATION

  :   How do I  k now that  I  found ever ything?
  :   Use the hotspot  revealer  f requently  to  check a l l  points  of  interest .

  :   Where can I  �nd passwords?  I t ' s  impossible  to  guess  them!
  :   Read datapads and conversat ions  completely.  They hold v i ta l  c lues,  passwords  and codes.

  :   Those ID cards are just for doors, right?
  :   Wrong! Whenever you �nd an ID card, you can use it in any station terminal to get additional data.

  :   I  am tr y ing to  t ype in  a  password into a  datapad but  i t  doesn' t  work .  How do I  k now whose
     datapad i t  i s?
  :   Locked datapads have their  owner ’s  name wr it ten in  the upper  lef t  corner.

  :    I  keep �nding and col lec t ing i tems.  What  do I  do with them?
  :    Bring all  acquired items to an analytic station. The items hold vital  clues for further progression.

  :   How can I  hack into a  datapad?
  :   As  soon as  you get  the hack ing Nano SD card,  use  datapad maintenance to  ac t ivate  i t .  

  :   Do I  need to  go e lsewhere whi le  hunt ing for  passwords  and codes?
  :   You can obtain  a l l  the number  codes  and passwords  ins ide the stat ion.  Just  keep look ing.

  :   I  am st i l l  miss ing some c lues.  I s  there  something I  am miss ing?
  :   Never  underest imate your  media  gal ler y.  You can �nd cr i t ica l  c lues  there.
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THAT ELUSIVE ALEXANDER’S PASSWORD

  :   Your  game is  broken.  I  am using the r ight  password and i t  doesn' t  work!
  :   Maybe the password has  changed? Are  there  other  c lues?  Keep searching.

  :   Nope.  St i l l  s tumped …
  :   Careful ly  read through Pavel ’s  datapad located in  the men's  dormitor y.

  :   I  s t i l l  don' t  understand!
  :   H mm. I ncremented or  increased by one?

   :   Tel l  me the password.  I  give up . . .

   :  756 + 1 = 757. The password is xander757
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I  WANT TO GET OUT OF XENOPHON

  :   S o  is  Xenophon al l  the game has  to  o�er?
  :   Not  real ly.  I t ' s  just  the ver y  beginning.  Maybe Cynthia  Cleveland’s  datapad has  a  c lue?

  :   Vent  cover?  Where might  that  be?
  :   Didn' t  you see one in  the men’s  dormitor y?

  :   Al r ight .  I  got  that  card.  What  now?
  :   The card can be analyzed.

  :   I  got  the code.  But  where should I  use  i t?
  :   The locker  i s  in  the men’s  dormitor y.  The camera is  st i l l  d i rec ted at  i t .

   :   Just  tel l  me what  to  do!

    :  Enter the correct locker code and acquire the Master Card which can be used in any station terminal.  
Click on the blueprint image in Media Gallery.  It’s time to return to the probe and build your way out.
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BUILDING UPGRADES

  :   This  i s  impossible !  I  don' t  have enough par ts  to  bui ld  that  bluepr int !
  :   I t  wouldn’t  be much of  a  chal lenge i f  a l l  you had to  do was copy the bluepr int ,  would i t?  
     What  you need to  do is  to  careful ly  read the instruc t ions.  I f  you sk ipped them,  they are
     access ible  through the quest ion mark  icon.

  :   St i l l  nothing.  I  am stumped.
  :   You wi l l  a lways  have enough of  the func t ional  par ts .  You have to  �ddle  with the cur ved 
     and stra ight  connec tors  which are  interchangeable.
 
  :    I  see!  But  what  about  those T-shaped par ts?
  :    Those are  NOT interchangeable.  You use them to spl i t  the c i rcuit  �ow to the r ight  par ts .

  :   Not  a  chance.  
  :   Consult  chapter  3  of  th is  h int  book for  the exac t  solut ions.
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ENTERING THE STATION

  :   Not  another  locked door.  How do I  get  ins ide?
  :   Look around.  Maybe you can �nd some help.

  :   Another  solar  panel .  I  get  i t ,  but  the stat ion is  st i l l  s i lent .
  :   Maybe you should check a l l  the cables.  

  :   S o  I  got  the power  on but  the door  wi l l  squish me.
  :   Look around for  useful  i tems.  M aybe there  is  something you can use?

   :   I  just  want  the answer.
   :  Behind the station, clean the solar panels and plug in the cable. Then collect the metal bar 
and insert it to in the door to keep it open.
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STUCK IN A PRESSURE ROOM

  :   Not  another  locked door.  How do I  get  ins ide the stat ion?
  :   Look around.  Maybe you can �nd some help.

  :   I  found a  mult i tool ,  but  I  am st i l l  not  able  to  assemble the wires.
  :   Tr y  look ing for  addit ional  help in  this  room.

  :   I  found the paper  shreds.  What  now?
  :   P lace them in  your  analyzer  and assemble the result .

 :  The multito ol  inter face now 
displays  the combination hint,  but  
I  am sti l l  stuck .

   :  The hint shows which inlet at the 
top should be connected to a bottom 
outlet. Pay attention to commas and 
semicolons. A comma means that the 
inlet is connected to multiple 
outlets.
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DANGEROUS AIR

  :   I  need to  �x  the a i r  in  here.  How do I  do that?
  :   S earch the datapads for  helpful  instruc t ions  and hints.

  :   I  can' t  hack any datapads in  here.  What  to  do?
  :   You can hack Mar i ta's  datapad.  That  would make a  nice  star t ing point .

  :   Al r ight .  I  k now what  to  do,  but  how to do i t?
  :   Col lec t  three containers  and br ing them to the backup a i r  generator  unit .

  :   Where can I  �nd the backup a i r  generator?
  :   I t ' s  outs ide the stat ion.  

  :   I ' ve  removed the empt y containers  but  there  is  nothing I  can do now!
  :   Have you analyzed your  new containers?

  :   How should I  p lace the containers?  
  :   Remember  that  c lue R TL NOG?

  :   R TL?  
  :   R ight  to  lef t .

  :   NOG? 
  :   N i t rogen,  Ox ygen,  G as  mix ture.
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   :   The numb ers  are correc t  but  nothing happ ens.

   :  You have to set air �ow to full speed. If you did it right, Julia tells you to lower the air �ow to 
exactly one half. When you do this, the air �ow is �xed and the controls are locked.

DANGEROUS AIR

  :   OK ,  the containers  are  in .  But  I  need to  set  the correc t  gas  �ow.  Where do I  do i t?
  :   Have you found Maintenance card in  the mess  hal l?

  :   I ' ve  logged into stat ion computer  but  I  don' t  k now how to set  the correc t  rat ios.
  :   Check your  miss ion data  for  percentages.  Since the nitrogen access is broken, you
     have to  adjust  the ox ygen and gas  mix ture  to  get  the r ight  percentage.
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   :   Is  there a  way to get  b ehind the damaged do or?

   :  Have you found and built a laser cutter? If not, then come back later.

   :  I  am having a  hard t ime hack ing into B enjamin's  datapad.  I  k now the �rst  par t  of  the pass-
word,  but  i t 's  not  work ing.

  : The password ends with a single digit. You simply have to try them all. This datapad 
contains the code to the server room.

SERVER ROOM

  :   I  can' t  �nd a  code to  the ser ver  room.
  :   Check Benjamin's  datapad.

  :   The code to  his  datapad is  nowhere to  be found.
  :   Have you been behind the damaged door  yet?

BEHIND THE DAMAGED DOOR
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XIR FIGHT

  :   I  am always  landing on Phaidros  stat ion.  How do I  �ght  Xi r  there?  
  :   Yo u  d o n’ t .  F i r s t  y o u  m u s t  � n d  l a s e r  b e a c o n s  a n d  b u i l d  a  w e a p o n .  S e e  E l p i s  a n d  Z e n o b i a
     sections of this hint book. When you meet all  the conditions, you will  land at a di�erent place.

  :   How should I  s tar t?  
  :   Walk  around unt i l  you �nd Xir ’s  t ra i l .

  :   I  got  i t  but  I  am los ing i t  a l l  the t ime.  
  :   Whenever  you step on a  t i le  without  a  t ra i l ,  go back and tr y  another.  There  is  a lways  
     an  adjacent  t i le  with  the t ra i l .  

  :   What  should I  do with those beacons?  
  :   Save them for  Xi r ’s  la i r.

  :   I ’ve  located the la i r,  but  don’t  k now what  to  do with those beacons.
  :   P lace them to the nor th,  east ,  west  and south of  the centra l  node.

  :   Are  you k idding me? I t ’s  a  t ime based puzzle  and you promised me!
  :   Calm down,  i t ’s  not .  You can go and make yoursel f  a  co�ee or  grab a  beer.  I t ’s  a  turn based
     puzzle.  So you have a l l  the t ime in  the wor ld  for  i t .  Just  p lan your  steps  careful ly.  

18



   :   But  how c an I  solve it?

   :  The solution varies. Each beacon lasts a set amount of steps. You have to activate them in 
the right order so that the longest lasting one will be the �rst chosen and the shortest will be 
the last. Simply write down the times needed for each beacon and then activate them in this 
order. Always walk through the central node so you don’t lose valuable moves.

  :   S o  now Xir  i s  af ter  me!  And i t ’s  t imed!
  :   Ok ,  yes this  one is  gently t imed.  But i f  you fai l ,  the t imer goes s lower and slower unti l  i t  stops
      completely.  I  am con�dent  that  you wi l l  manage to  solve this  eas i ly.

  :   I  have Xir ’s  control  unit .  What  now?
  :   Return to  the l i feform in  the mist .

XIR FIGHT
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   :   Nop e.  I  st i l l  don’t  get  i t .

   :  The Ambrosian symbol cluster touches the central pillar with a �xed amount of connec-
tions or nodes. There is only one translation cluster above that touches the central pillar 
with the same exact number of nodes or connections. Click on all the relevant words in that 
group.

I  AM LOST!

LOST IN TRANSLATION

  :   I ’ve  lef t  the �rst  scene and I  am lost .
  :   Yo u  a re  s u p p o s e d  t o  e x p l o re  t h e  j u n g l e .  U s e  t h e  a r row  k e y s  o n  yo u r  k e y b o a rd  o r  o n s c re e n
     ar rows to  move around.

  :   I ’ve  explored ever ything and st i l l  don’t  k now what  to  do.
  :   There  are  10 points  of  interest  in  the jungle.  I f  you �nd them al l ,  you wi l l  surely  k now how 
     to   proceed.

  :   So  do I  a lways  have to  go through that  maze?
  :   No.  You can c l ick  on any highl ighted point  of  interest  and travel  there  instant ly.

  :   I ’ve  met  the Ambrosian and I  have no c lue how to understand him.
  :   The puzzle  is  eas ier  than i t  looks.  Just  focus  on the centra l  p i l lar.
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ALTAR OF A LASER GUN AND MACHETE

  :   There  is  a  st range contrapt ion which doesn’t  seem to do anything.
  :   Have you spoken to  the Ambrosian about  i t?  I f  not  -  come back later.

  :   I  ta lked to  the Ambrosian and got  some sor t  of  container.  
  :   Have you analyzed i t ,  yet?

  :   S o  I  can put  anything ins ide,  r ight?  
  :   Exac t ly  -  even the dangerous lake l iquid.

   :   A-ha.  S o I  c an now do something with the funnel?
    :  Yes. You can pour this liquid into both statues. Then you can �ddle with the contraption.
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   :   But  how exac tly?

   :  Block the liquid so it only �ows into the cells with the same runes as those depicted on 
the inscription. Don’t forget to pick up the gun on your way out.

ALTAR PUZZLES

LASER GUN PUZZLE

  :   Any hints  how to operate  this  device?
  :   Exper iment  with the stones.  Al l  of  them are  ac t ive.

  :   Can you be more precise?
  :   The stone at  the top pours  l iquid into the device,  s tones  on the s ide unblock the �ow into 
      the contrapt ion and stones  in  the middle  di rec t  the �ow.

  :   S o  you are  te l l ing me to  t r y  a l l  the combinat ions?
  :   No.  There  is  an inscr ipt ion.  M aybe you can c lean i t  up and get  more help with the puzzle.

  :   I ’ve  c leaned the inscr ipt ion and st i l l  can’t  �gure out  what  to  do!
  :   Flow with me to  understand your  past .  M aybe i t  i s  re lated to  the symbols.
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MACHETE PUZZLE

PILGRIMAGE OF ENLIGHTENMENT

  :   I ’ve  c leaned the inscr ipt ion and st i l l  can’t  �gure out  what  to  do!
  :   Avoid me to  learn about  your  future.  M aybe i t  i s  re lated to  the symbols.

  :   The Ambrosian sent  me to  some Pi lgr image of  enl ightenment.  Where should I  s tar t?
  :   Didn’t  he give you something to  a id  you on your  quest?

  :   Ah,  you are  r ight !  But  I  can’t  use  i t  any where.
  :   Have you analyzed i t?

  :   Pecul iar  sensit iv i t y  to  l ight .  H mm … Anything e lse  to  help?
  :   Maybe you have encountered specia l  obel isks  on your  t ravel .  Tr y  br inging your  scrol ls  there.  

   :   I  give up.  Just  tel l  me what  to  do!

     :  Block the liquid so it never �ows into the cells with runes depicted on the inscription. Don’t forget 
to pick up the machete on your way out.

   :   I ’ve  obtained a  pattern but  that ’s  i t .  Just  tel l  me what  to  do!

     :  Use your scrolls at the four obelisks to get the elements of a map. Then analyze it for an additional 
puzzle.
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   :   Where c an I  use this  O mega disk?

  :  It’s actually pretty much destroyed. Analyze it to get some interesting results. After 
solving the puzzle you will get a blueprint for a laser cutter.

GETTING LASER CUTTER

  :   S o  how can I  get  the laser  cutter?
  :   Bring the laser gun and machete to the Ambrosian. He will  give you an Omega disk as a reward.
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   :   G ot  i t !  S o what  should I  do?

   :  Revisit the peak to analyze the mysterious signal.

GETTING AROUND

  :   I ’ve  ar r ived on Zenobia ,  but  there  is  nothing to  do.
  :   Have you been to  the peak yet?

  :   Oh,  there’s  a  myster ious  s ignal .  But  how do I  decr ypt  i t?
  :   You have to  upgrade Mobot  for  s ignal  analys is .

  :   Where would I  �nd this  upgrade?
  :   On Phaidros.  Check a l l  the cards  in  your  media  gal ler ies.

  :   I ’ve  done this ,  but  nothing happens.
  :   Have you checked the maintenance card as  wel l?
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GOING DOWN

  :   S o  how do I  descend under water?
  :   I s  Mobot  equipped yet  for  under water  operat ions?

  :   No.  Where can I  �nd this  upgrade?
  :   Tr y  the ser ver  room on Phaidros.

   :   I  am equipp ed.  S o what ’s  the b est  sp ot  to  descend?

    :   Go to the beach. From there you can descend below.
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MONSTER HUNT

  :   I  am stuck at  the par t  where I  have to  get  the correc t  f requenc y and pulse.
  :   S imply  move the s l ider  s lowly  up and eventual ly  the monster  wi l l  reac t .

  :   The monster  i s  a lways  feeding on those pesk y weeds and ignores  me!
  :   Why don’t  you remove them?

  :   But  now i t  keeps hur t ing me.
  :   Don’t  let  i t  too c lose to  you.

  :   And that  blasted door  behind me traps  me!
  :   Maybe you can tr y  to  �x  i t  somehow?

  :   I  have no idea how.
  :   Look around the submar ine for  an i tem which could help.

  :   I ’ve  found a  metal  rod but  how can I  use  i t?
  :   Open the door  with the lever  and then –  whi le  i t ’s  open –  keep i t  open with the rod.
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MONSTER HUNT

  :   The monster  keeps los ing interest  in  me.
  :   Just  attrac t  i t  enough to  fo l low you,  but  not  too c lose to  hur t  you.

  :   I  am now in  the second room trapped with the monster.
  :   Did  you accidental ly  c lose the storage door  again?

   :   S o how do I  trap it?

     :  When you get trapped with the monster in the backroom, attract it and then repel it so it will �oat 
to that tiny storage room.
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DECRYPTING WOES 

FINDING WEAPON PARTS

  :   I ’ve  t rapped the monster  and now I  need to  decr ypt  the message.  Help!
  :   This  one takes  t ime but  with ever y  correc t  letter  you wi l l  progress  faster.  

  :   That  wasn’t  ver y  helpful ,  you k now?
  :   Star t  with  shor t  words  and common patterns  ( the,  a ,  I )  then tr y  to  �nd some doubled letters
     (ee,  oo,  ss ,  l l ) .   You wi l l  get  i t  for  sure!

   :   Please,  tel l  me at  least  some of  i t .

   : The message starts with “We now have a high energy weapon which can solve all our problems”. 
The rest should be quite easy.

   :   How do I  �nd al l  the weap on par ts?

    :  Just look into every single crate in the submarine. They will be there. You need to �nd all the parts 
and then analyze them.
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   :   S o where would I  �nd this  map?

   : When you get trapped with the monster in the backroom, attract it and then repel it so 
it will �oat to that tiny storage room.

DEAD END

  :   S o  nothing much to  do in  here,  eh?
  :   Unt i l  you �nd a  map of  this  p lace,  prett y  much yes.

   :   O h,  we have a  vis itor!

   :  Make sure you completely talk to the being. Some questions will emerge only when you 
fully talk to the Ambrosian as well! He will show you the way to a new location. 

BEYOND THE ROCK

  :   And again nothing?
  :   Check the organic  substance in  the dead- end area.
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MUSEUM AND TEMPLE

THREE PUNISHMENTS

  :   How should I  k now what  to  place here?
  :   Remember  what  the t wo a l ien l i feforms told  you?

  :   I t ’s  not  enough!
  :   You’ve been to  Xenophon al ready.  Don’t  you �nd i t  too much of  a  coincidence what  happened
    hundreds of  years  ago?

  :   I  don’t  understand the pic tograms.
  :   Maybe you over looked the descr ipt ions  as  you hover  over  the pic tograms.  They are  below
     the puzzle  board.

   :   What  should I  do in  here?

    :  At this point there is nothing complex around here. Solve all the puzzles on the interactive panels 
to gain access to the temple. Don’t forget to analyze everything and you will be well on your way.
   :   Thank you,  but  a  straight  answer would b e b etter.

    : Alright. The story encompasses Xenophon and Ambrosia, the two planets you should select. Then 
select thriving world, huge explosion, move to another world, poisoned lake, Ambrosians died, 
arrival of the probe and �re opened on Ambrosians.

34



  :   And again nothing?
  :   Check the organic  substance in  the dead- end area.

   :   I  give up …
   :  Ambrosians perform the summoning ritual, Ith is being abducted by the Ancients, Ith 
talks to the lifeform in the place in the mist, Ith was attacked by Xir on Phaidros, Ith 
enraged Xir, Ith escaped in the spacecraft of the Ancients, Ith returned to Ambrosia, Ith 
erected four obelisks, Ith was slain by the Ambrosians. 

STORY OF ITH

  :    Oh no.  I  am c lueless.
  :   You k now ever ything f rom the Ambrosian and Hermes Alpha l i feforms.  Also hover  tex ts
     should te l l  you what  is  going on in  the depic ted scene.

  :   I  must  have i t  r ight  but  i t  doesn’t  do anything!
  :   Look at  the connec t ing l ine.  I t  might  be a  bit  t r ick y  as  i t  changes direc t ion t wice.  
     The progress ion has  to  be set  according to  this  connec tor.
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ANCIENT SCRIPTURE

  :   I s  there  a  way to  reset  this  puzzle?
  :   No,  you don’t  have to.  Whenever  you make a  mistake,  you s imply  star t  f rom scratch.  
     You wi l l  be  not i�ed by sound and v isual  c lues.

  :   S o  the t ranslated symbols  are  …
  :   … a  dic t ionar y.  When you have them al l  there  i t  should be ex tremely  easy  to  t ranslate
     the scr ipture.

   :   Nah.  I t ’s  to o much work .  G ive me the answer.

   :  To Enter The Place Of Eternal Flow You Have To Meet The Following Requirements Be Humble 
Patient Knowledgeable Only Then The Entrance Will Be Allowed to Those who Seek The Eternal Flow
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   :   I l lusions … But  what  now?

   :  Analyze the star map and discover that you can travel to a hidden planet in the solar 
system.

STAR MAP

  :    So  where is  i t?
  :   Ta lk  to  the l i feform in  the mist  and then inser t  X i r ’s  control  unit  into the opening 
     in  the temple.
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   :   I  am inside.  Is  there anything imp or tant?

   :  You will �nd mandatory laser beacons for the Xir �ght here and a container for liquid 
transportation if you choose the Ambrosians ending. Just check all the crates.

FROZEN STATION

  :   I s  there  a  way to  get  ins ide?
  :   You have to  melt  the ice  with your  laser  cutter.

  :   But  I  don’t  have one.
  :   S o  return here  when you do.

UNDERGROUND CAVE

  :   What  should I  do with the l iquid?
  :   Analyze i t .  I t ’s  impor tant .

  :   I s  the body impor tant  for  the plot?
  :   Yes.  I t  might  be ver y  impor tant ,  but  i t  doesn’t  d i rec t ly  a�ec t  your  progress  in  the game.
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  :   What  should I  do with the l iquid?
  :   Analyze i t .  I t ’s  impor tant .

  :   I s  the body impor tant  for  the plot?
  :   Yes.  I t  might  be ver y  impor tant ,  but  i t  doesn’t  d i rec t ly  a�ec t  your  progress  in  the game.

   :   S o the answer is?
   :  Pick up the power cell from the junkyard and insert it into the cracked obelisk, which is 
located to the left from the main plaza.

OBELISKS ARE DEAD

  :   There  is  nothing I  can do in  here.
  :   Look around.  Maybe there  is  something you’ve missed.

  :   That  wasn’t  ver y  helpful .
  :   One of  the smal ler  obel isks  i s  s l ight ly  di�erent .

  :   I ’ve  not iced that  but  what  should I  do?
  :   Maybe an ancient  junk yard holds  the answer?
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POWER WOES

  :   The obel isk  has  power  but  I  have no idea what  I  should do.
  :   Examine the green substance coming out  of  the obel isk .

  :   I ’ve  switched a l l  the neurons on,  but  st i l l  nothing happens.
  :   Have you tr ied switching them o�?

  :   S omething came out  of  the upper  par t !
  :   You can rotate  the wheel  to  send energy to  di�erent  obel isks.

  :   Why would I  want  to  do this?
  :   To  get  organic  substance out  of  other  obel isks  as  wel l .

   :   OK .  Al l  ob elisks  are now p owered but  I  am sti l l  c lueless.

    :  You have to route all the obelisks to the central pillar. Then you can enter the portal for a special 
surprise.
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   :   I  got  a  vial.  How do I  leave this  place?

   :  To leave the control room, analyze the vial, examine the star map and watch the video 
machine.

CONTROL ROOM

  :   And now?
  :   Now you are  just  being laz y.  S imply  explore  this  p lace.
 
  :   How about  that  weird machine in  the back?
  :   Look at  the Ambrosian.  You might  �nd out  how to cure  him.

  :   But  the machine doesn’t  work .
  :   Tr y  pushing the large sack  on top �rst .

  :   I s  there  anything e lse  you can give me as  a  t ip?
  :   As  soon as  you �l l  the bottom container,  you need to  �nd a  �ve sacks  combinat ion.
     Choosing a  wrong sack wi l l  reset  the puzzle  so  i t  should be ver y  easy  to  do.
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ENDINGS -  BEYOND THE CONTROL ROOM

  :   I ’ve  returned f rom the control  room and have no idea what  to  do nex t .
  :   Travel  to  E lpis  and check the underground lake.

  :   I  see  another  l iquid sample,  but  nothing e lse  …
  :   Are  you sure  you’ve analyzed i t?  When you do,  go in  f ront  of  the E lpis  stat ion for  your
     �nal  decis ion.

   :   I ’ve  chosen to return to the Ear th.

     :  Congratulations,  you’ve �nished J.U.L. I .A. :  Among the Stars.

  :   I ’ve  chosen to  help the Ambrosians.  How can I  get  the l iquid to  the probe?
  :   Look ins ide the E lpis  stat ion.  M aybe something there  could help you.

  :   I ’ve  t raveled to  Ambrosia  and I  am lost  in  the jungle  again .
  :   Vis i t  the Ambrosian v i l lage.  I sn’t  there  anything helpful?

  :   Just  some i tems f rom the drop.
  :   And one brand new exit  to  a  place f rom where you can hear  the sounds.

The game auto -saves  just  before  your  decis ion so you can play  both endings.

   :   And if  I  go there?

   :   Congratulations,  you’ve �nished J.U.L. I .A. :  Among the Stars.
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THE END



UPGRADE -  SOLAR SYSTEM SCANNER

46



UPGRADE -  ANALYTICS STATION 
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UPGRADE -  AUDIO K IT
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UPGRADE -  LASER CUTTER
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UPGRADE -  UNDERWATER UPGRADE
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MIND’O ’MATIC BOARDS

SOLUTION
The crew landed on Xenophon.
The probe stopped responding.

L i  Zheng died f rom radiat ion poisoning.
Alex Hinkley died from radiation poisoning.

Andrew Lark  k i l led Cynthia  Cleveland.
Bar th K r y lov construc ted a  Geiger  counter.
Barth Krylov discovered the excessive radiation.
Barth Krylov died from radiation poisoning.

Andrew Lark  shot  Pavel  Cernohous.
Andrew Lark  shot  S cott  White.

Andrew Lark  committed suic ide.

SOLUTION
The crew landed on Ambrosia .

Ambrosians  approached the expedit ion.
Andrew Lark  ordered to  open �re.

Many Ambrosians  were k i l led.
Andrew Lark  decided to  retreat .

Bar th K r y lov invented the weapon.
Andrew Lark  ordered a  weapon test .

The crew moved to  Zenobia .
Submar ine was  secret ly  deployed.

Submar ine crashed into a  c l i�.

Disaster on Xenophon

How to get  i t?  

Complete log goals “What happened to the crew” 
and “G ather  evidence”.

Of Al iens and Men

How to get  i t?  

Decr ypt  the message in  the submar ine on 
Zenobia .
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MIND’O ’MATIC BOARDS

SOLUTION
Ambrosians  once l ived on Xenophon.

Ancients  ar r ived into solar  system.
Ancients  bui l t  an ar t i�c ia l  p lanet .

L i fe  on Xenophon was destroyed by Ancients.
A few Ambrosians  were moved to  Ambrosia .

Ambrosians  worshipped the Ancients.
Years  have passed.

Ancients  were s lowly  forgotten.
Ancients punished Ambrosians by polluting water.

Alien on Hermes banished Ancients from solar system.

SOLUTION
The crew entered solar  system.

Elpis  Alpha stat ion was  bui l t .
Andrew Lark  argued with Ian Dar l ington.

Andrew Lark  murdered Ian Dar l ington.
Andrew Lark  became a  leader.
The crew landed on Ambrosia .

Andrew Lark  ordered to  shoot  Ambrosians.
Jul ia  decided to  terminate  the expedit ion.

Jul ia  l ied about  submar ine course.
Submar ine crashed into a  c l i�.

Jul ia  l ied about  Phaidros.
The crew was lef t  for  dead on Phaidros.
Jul ia  l ied about  radiat ion on Xenophon.

The expedit ion was  terminated.
R achel  Manners  has  been spared.

Ancient H istory

How to get  i t?  

Land on the ar t i�c ia l  p lanet .

Revelat ion

How to get  i t?  

Read Ian Dar l ington’s  datapad and see the 
revelat ion v ideo in  the control  room.
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I TEMS

Andrew Lark  

Scott  White  

Alexander Hinkley

Pavel Černohous

Cynthia  Cleveland

Bar th K r y lov

Roger  Cal lan

Marita Robinson

Stephan Pr inz

Benjamin Walter

Unident i�ed

Ian Darlington

Xenophon

Xenophon

Xenophon

Xenophon 

Xenophon 

Xenophon 

Phaidros  

Phaidros 

Phaidros  

Phaidros  

Zenobia  

Elpis Alpha 

Centra l  Room

Central  Room

Men’s Dormitory

Men‘s Dormitory

Laborator y

Laborator y

Centra l  Room

Women‘s Dormitory

Sick  Bay

Mess  Hal l

Submar ine Br idge

Underground Cavern 

Datapads

Name Planet Location
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I TEMS

Alexander  H ink ley

Andrew Lark

Pavel  Černohous

Master  Card

Mar ita  Robinson

Maintenance card

Roger  Cal lan

M yster ious  card 

Xenophon

Xenophon

Xenophon

Xenophon 

Xenophon 

Phaidros  

Phaidros  

Phaidros 

Pressure  Room

Central  Room

Men’s Dormitory

Men‘s Dormitory

Women’s  Dormitor y

Mess  Hal l

Men’s  Dormitor y

Xir ’s Lair

ID cards

Name Planet Location

55



I TEMS

Upgrades

Solar System Scanner

Por table  Analyzer

Audio Kit

Laser cutter

Underwater upgrade

Xenophon

Probe

Phaidros

Ambrosia

Phaidros

Gallery section using Master CardCentral Room

Solving memory clusters puzzle

Gallery section using Maintenance card

Solv ing Omega Disk  puzzle

From the ser ver  room database

Name Planet Location
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I TEMS

Cloth sample

Body sample

Memor y card

Body sample

Nano SD card

Laser  gun

Sand

Organic  substance

Laser  gu

N itrogen container

Ox ygen container

G as  mix ture  container

Memor y card

2x St ick y  substance

Paper  shreds

Body sample

Xenophon

Xenophon

Xenophon

Xenophon 

Xenophon

 Xenophon

Phaidros

Phaidros

Phaidros

Phaidros

Phaidros

Phaidros

Phaidros

Phaidros

Phaidros  

Phaidros 

Pressure  Room

Andrew Lark’s Corpse

Ventilation

Pavel Černohous’ Corpse

Laborator y

Centra l  Room

Stat ion Entrance

Behind the Stat ion

Spacesuit  Room

Spacesuit  Room

Sick Bay

Mess Hall Corridor

Sick Bay

Pressure Room

Pressure Room

 Mess Hall

Analyzable i tems

Name Planet Location
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I TEMS

Body sample

Vine

Fruit

Plant  sample

Tree bark

Bonding plant

Tree sample

I nsec t

Tree sample

Plant

Flower  sample

Empt y container

Empt y scrol l

Omega disk

Bonding plant

Weapon par ts  

Phaidros

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Ambrosia

Zenobia

Men’s  Dormitor y

Vi l lage

Village

Village

Obel isk

Obel isk

Obel isk

Obel isk

Altar  of  Machete

Altar of Gun

Altar of Gun

Ambrosian

Ambrosian

Ambrosian

Obelisk

Submarine Crates

Analyzable i tems

Name Planet Location
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I TEMS

Weed sample

Datapad

Corpse sample

Mushroom

Coral  sample

Plant  sample

Liquid

3D map scan

Unk nown substance

Body sample

Liquid

Liquid 

Zenobia

Zenobia

Zenobia

Zenobia

Zenobia

Zenobia

Hermes

Hermes

Hermes

Elpis

Elpis

Unk nown planet

Submar ine 

Submar ine Corpse

Submarine 

Submarine Exterior

Cl i�

Cl i�

Temple of Eternal Flow

Temple of Eternal Flow

Dead End

Underground Cave

Underground Cave

Organic Machine

Analyzable i tems

Name Planet Location
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