
SOLUZIONE OBDUCTION 
 
Examine the area 

 
You will start the game on an indefinite island. You must listen to the monologue and 
follow the only available path. You will pass by camping sites and you will try to reach 
the top of the hill. There you will encounter an unidentified ball of light and you will be 
transported to an unknown planet. 
 

 

What you will see at first will be quite similar to the island on which you started the game. 
On the nearby table there is a lamp which you can examine and turn on. The item serves 
no purpose except for being a part of the tutorial that shows you how to manipulate 
objects. Once you thoroughly check the item, move away from the table and go through 
the gorge. You will encounter a welcoming sign with which you can interact. A hologram of 
the mayor of the city of Hunrath will appear. He will welcome you in the city and he will 
guide you towards the house with the white fence. 

 
The mentioned building is directly ahead of the path, so all you need to do is go straight 
ahead. The city mayor - Josef - had mentioned a woman that can help you accommodate 
in the new environment. Sadly, after getting to the building you will learn that it is closed. In 
front of it you can find another hologram that will give you some information. Listen to the 
information and walk to the building. Near the door you will find a drawing which might 
be important. Take the photo of the drawing for later. Before you leave this place, look 
around. In the mail box at the fence you will find a letter. From it you will learn that both 

the author and the recipient of the letter might be in danger. 
 
When standing ahead of the house, go to the left side. Behind the fence you will find a 
hole in the rock and inside a toy fire car. It serves no purpose for you yet, but you should 

memorize that it's there. Stand in the opposite direction from the house for a better 
orientation in the area. 



 

Now you should move to the right, to the center of Hunrath. On the way you will bypass 
collapsed mines and a few levers. For now you shouldn't use them. In the central point 
between the buildings you will find another sign with a hologram. Josef will tell you about 

the good sides of the city center and he will suggest that at this point you should have 
already encountered many citizens. As you noticed, the city is empty. You won't find 
anything useful in the nearby house, but you will easily notice that the same diagram that 
you took a photo of at the house with the white fence was placed on a few 
buildings.You can look around the area, but you won't find anything useful. Go 
directly to the house above which you will see a red beam of light. 

 

 



When walking through the gate you can notice two buildings. If you go to the one on the 
left, you will enter a blocked railway with no option of further exploration. You should walk 
to the building marked on the above picture. 

 

 

After walking inside you will notice a barricaded door. Walk towards it and interact with 
the object shown on the above picture. After a while another man will appear in the door. 
He will inform you that the place is a prison and you must do whatever you can to 
escape.He will ask you to turn the main generator on. 
 
Turn the generator on  
 
here is nothing interesting in the room, but from here you can get to the wooden 
bridge. It will lead you to the elevator through which you can reach the higher floor of the 

building. Interact with the object and pull the lever. Wait until you're at the top and explore 
the area. Go directly to the bridge on the left side after leaving the elevator. Climb on the 
roof of the building and keep going up through the only available path. 
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By sticking to the right side you will reach the dam and the lever. Interact with the lever 
and unlock the dam. From now on the water from the upper levels will fall on the lower 
ones. After using the lever you can close the dam. 
 
For now you won't have anything to do here and the remaining rooms on the upper floor 
are inaccessible. Leave through the gate and go to the left, to the waterfall. You can 
walk to the signpost and listen to what Josef has to say. 

 

 

Notice the above picture. In front of you there is a lever and the dam. The pendulum in 
the dam is used for manipulating the location of the dam. At first the pendulum will be set 
in neutral position, but that setting makes it impossible to change its location. Walk 
towards the pendulum and interact with it. You must make the right part of the dam be 
lower than the left part. This will allow opening the dam by using the previously 
mentioned lever. 
 
The only available path leads to the right. Go across the river to the place where on the 
left you will find an abandoned gas station and on the right there will be single rail 
wagons. You must activate the electric generator. 
 

 



 

 
Walk towards the wagon shown on the picture. You will see generator's control 
panelin front of you. 
 

 

In order to activate the device, in first order you must switch the lever on the screen to 
thebottom position and turn the upper switch ON. Make sure that the switches are in 
the right position (shown on the above picture) and go towards the gas station. 
The lever of one of the distributors is active and you must interact with it. Your target is to 
pump the fuel into the generator. Activate the lever and wait a bit. Walk back to the 
generator. 
As you might notice, you don't have access to all parts of the console. The remaining 
buttons are blocked by a plate. If you press it, it will move to the left and block the devices 

you used before. 
 

 



Interact with the switch shown on the picture. In first order set it to "Prime" mode and 

wait for the tube marked on the picture to be filled with gas.  
 
Once the process is over, the lamp in the middle of the console will start glowing with 
a yellow light. At that point you can again interact with the switch and set it to "Start". 
Wait for the mentioned lamp tostart glowing in green and walk away from the device. 
 
Since the task is over, you can go back to the man who gave it to you and ask for further 
instructions.  
 
The mysterious person will introduce himself as C.W and he will ask you for help in 
escaping. He will tell you that he blocked the city with the red beam of lightthat you see 
on the sky. You must destroy the mechanism. 

 
Mofang beam and Farley's house 
 
Finding the cart 

 

 

Leave the building and go towards the closed gate in the courtyard. Before you activated 
the generator the button that opens the gate was inactive, but now you can enter the 

building. Use it and go to the higher floor. Here you will find  
 
many notes and writingswhich you should thoroughly read. You should take a special 
interest in the small piece of paper on which the mayor wrote a request for changing 
the code to Farley's house. 



 

In addition to that, in the room you will find a blue beam emitter and a test 
hologram.Next to the mentioned items there is a cart on the rails. It emits a blue 
beam which you could have noticed while entering the room. On the above picture you 
can see the panel which allows changing the position of the rails. When you press the 
marked button, the cart with the emitter will ride down. Soon you will be able to enter it 

- the further part of the task will require that from you. 
 

 

Before that happens, walk to the object shown on the picture. By interacting with it you 
can open the hatch where you will find a note and a valve. Read the notes - they won't 



be very helping. Right now you don't know what the device is for, but just to be 
sure, interact with the valve and prepare it for use. 
Before you move to the cart with the emitter, notice the railroads at the left edge of the 
above picture. You can walk on them and reach the center of the city. Turn left at the 
courtyard (it's the only possible road) and interact with the valve in the large tank. Turning 
the valve will cause the tank to start leaking. You can assume that the hose connected to 
it transports the water to the tree. 

 
Cart with the blue beam emitter 

 
Walk down to the cart after performing all of the above actions. By interacting with 
the door you will make the protagonist enter inside. The cart is moving through the 
rails. During the journey you can stop and interact with the steering levers without 
leaving the vehicle. 
 

 

1. The green handle - it switches the modes of the cart. In first position it determines the 
movement of the cart on the rails. You can move forward and backward. In this position 
you can also leave the cart if you need. The second mode allows controlling the emitter 
with the objects described below. 
 
2. Projector - it is dark when you move the vehicle. But if you change the mode, an image 

from the emitter will appear on the projector. It will help you in aiming the beam. Notice 
that the image is strongly zoomed. 
 
3. Activator - after interacting with it you activate the beam. Interacting with it again 

disables the beam. 
 
4. Position change lever - with this lever you can aim the beam of light. You can control it 
using the same keys you use for moving. Try pressing the keys carefully because the 
handle is very sensitive and holding it for too long will move it too far away. 



 

Your current task is to destroy the Mofang beam with the blue beam emitter which you 

have on the cart. In order to do it, you must position the cart on the side (or frontally if you 
want to play with the crossovers) and aim the beam directly at the device. 

 
While considering all the factors related to the machine, move the cart from the court 
and ride it forward. You will reach the first crossover. Its current setting will lead you to 
the center of the city, so you must interact with the lever and change its position. Now 
move back and the cart will drive backwards to the dam. This position should allow 
you to aim the beam at the emitter. If you have trouble with aiming, you can 
deactivate the laser in order to have better image from the projector. Once you're 
aiming close enough, you can turn the emitter on. If it hits the device, it will destroy 
it immediately, even if you haven't aimed very precisely. The barrier around the city 
will be broken and you will have access to larger area from now. 
 
Farley Community Center 

 

 



Before you go to the newly open area, you should first visit Farley's house to which you 

obtained the access code. Bypass the dam and go to the generator which you previously 
turned on.  
 
Pass by the mentioned cart and enter the building shown on the above picture. The 
building is just an empty facade behind which you will find further path. Follow it while 
sticking to the right side and at its end you will find an entrance to the mine. 
 
The door leading to Farley's house is protected with a key. As you learned from the note, 

the code is her house's number turned around.  
 
Enter numbers 6341 on the panel. 
 
Once you enter the house, on the left side you will see a desk with a green lamp. On it 
there are a few notebooks and notes. Read them thoroughly. The information provided 

by them won't be useful now, but you can always return to them later. 
 

 

There is a projector on the nearby table. What's interesting, it is pointed towards 
theboard on which you can see the map of the city.  
 
The board nearby is empty, but you can interact with it and pull the sheet down. On it you 
will see something similar to number 15. 
 
 
 
 
 
 
 
 
 



Projector 

 

 
 
1. Turn on/off switch 
2. Change frame (two options) 
3. Rotating the projector 

 
First activate the device. It will light up the map. Use the frame that displays only a single 

circle on it. 
 

 

This will mark an area on the map. It is the place near the trees, on the other side of the 
wall. Currently it is locked. 



 

Change the frame to the one that displays dots. Since on the world map this configuration 
doesn't seem to make any sense, rotate the projector at the second board. The dots 
will seem to be connected in some way. Right now it doesn't seem to make any sense, 

but you should make a photo of it anyway. 
The projector doesn't offer any more possibilities, you can turn it off. 

 
In the nearby room you will find a teddy bear and a tape recorder. The bear doesn't 

matter, but the device offers multi-level interaction. 
 

 

In first order you should interact with the cassette[1]. This will turn the cassette to the side 
on which you will find the recording. Press the "Play" button[2] then. You will listen to a 



recording similar to the monologue you heard at the beginning of the game. However, the 
recording will be filled with statements of other citizens of Hunrath. 
 
Once you listen to the recording, you can leave the house through the front 
door.Remember to first unlock the lock above the handle. This will unlock a shortcut to 
the further part of Hunrath. Walk back to the place where you left the cart. 
 
Scrapyard and Mayor's House 
 
Unlock the shortcuts and turn on the power 
 
Your next objective is to travel with the cart close to the canyon from which you reached 
Hunrath. Turn every encountered switch to a position that will allow you to reach the 

mentioned target. Continue driving the cart, bypass the canyon (it should be on your right) 
and drive onto the hill. You will find a closed gate and a fence. Exit the cart and open 
the gate. 
 

 

Your goal is to direct the emitter's beams to the mine shaft. At the moment, you will 
find a heap of stones, which can be burned using a laser. Target the device and activate 
the laser. If you hit your target, the stones will disappear. Leave the cart and jump into the 
shaft. 
 
Behind the portal, proceed through the only available path, and turn right on the fork. 

When you reach the higher level of the scrapyard, you'll find a railway loop. Proceed by it, 
and you will find a gate, closed from inside. Open it, to unlock another shortcut, and enter 

the booth above the gate. 



 

To enter it, you need to back down a little, until you see a footbridge visible on the above 
screenshot. There is a inventory notebook in the booth, investigate its contents and 
return to the railway loop. 
 

 

Take a look at the above screenshot. You can see the booth which you visited moments 
before, allowing you for a better navigation through the guide's contents. On the left side, 
there's the device which will allow you to reach the lower part of the 
scrapyard.When you enter it, on the left side you will find an activation button. Ride down 
the rails, and when the "lift" will stop, leave the shovel and descend down the stairs. Turn 
left and move forward. 
 
On the right, you will see a closed chest. Using it, you need to turn the power off in the 
lower part of the scrapyard. Once you open the chest, you will notice that the left leveris 



blocked, and the right is facing down.  Interact with it and set it in the upper position. 
Once you complete the action, keep going and move to the left. You'll find a petrol 
station, which you've used to start the generator. This time, you'll enter the building, not 

from the side of the street. 
 
Villein Control Panel 
 

 

Take notice of the above screenshot. Near the left edge of the screen, you'll find a strange 
device, which will be discussed in a moment. Enter further into the building, andgo in the 
direction of the gate on the right side. If you turned the power on in the box, you should 
be able to open it using the green button.  

 
This will enable another shortcut.Now investigate the mysterious machine. There is 
an advertising poster nearby. It is unclear what it means, so it's better to make a photo of 
it. Next to the poster, there is a user manual on the table. 

 

 



 
The machine[1] is connected to the cash register [2] and both devices work bi-polarly. 
The dots on the panel[3] are used to circle the numbers in Villein numbering (it looks like it 

was brought by an alien civilization).  
 
We input the numbers by connecting the singular dots. If you make a mistake, you can 
eliminate a connection through perpendicular drag of the cursor. The written number will 
be shown on the cash register screen.  
 
If you write a number on the cash register , and accept it, this number will be visible on 
the Villein panel. 

 
Your task is to mark the same combination that you've seen on the projector 
in Farley's house. Once you connect the appropriate dots, press the blue 
button[4] above the panel.  

 
You will notice number 406 on the cash register's screen. For now, there isn't any use for 

it, but you better remember it.  
 
Exit through the open gate of the station, and move in the direction of the back entrance to 
Farley's house. But do not enter it, just head to the left, go under the rocky arch, and turn 
right. Ascend on the rock stairs, go to the violet wall and go through it. 
 
Mayor's House 
 

 
 
Once you cross the portal, you will see the above view. Go ahead, keeping to the left 
side. You are nearby a waterfall and an opened dam. Due to the fact that you are on a 
hill, you can see that the closed dam creates a passage, so it would be best to close it 
when you are down there. 
 
Travelling near the dam, turn left and enter the mine shaft. There will be another portal 
there, which will teleport you to the wall. Go forward, on the way you will see a right turn, 
but at this moment, you can ignore it. When you reach the end of the wall, there will be a 
door leading to the mayor's house. Interact with the panel and input the only code which 



you currently know, 406. The door will be unlocked, and you can investigate the inside of 

the house. 
 

 

The above screenshot shows the inside of the mayor's house. Firstly, move towards 
the door on left[1], remove the sliding bolt and unlock the shortcut to the city center. By 
leaving through the aforementioned door, you will find yourself near a tree. Near the door, 
you can find a lift[2], which is inactive for the moment, so ignore it.  

 
On the nearby table[3]you will find notes prepared by C.W, which bring up the subject of 
the Reducer. For now, they don't have any use for the game, but get acquainted with the 
contents. There is another door[4] near the table, unlock the sliding bolt, revealing 

another shortcut, which will lead you near the generator.  
 
Finally, approach the mayor's desk[5]. You will find a sketch, which you could have seen 
on Farley's house, and other buildings. Aside from that, you'll find two compasses and a 
journal. The compass in a square box is the most important.  
 
After you interact with it, you can rotate it, to see a writing found underneath it. In my 
case, the writing said Pennsylvania, but the writing is generated randomly from a 
certain pool. Remember the writing or make a photo of it. After that, read the journal, and 

you will learn few interesting facts about the events which took place before your arrival 
to Hunrath.  

 
The journal mentions that all inhabitants went to an unspecified Capsule. Additionally, on 

the second page of the journal, you can read that the code to the upper tower was 
changed, and the first mayor of Hunrath will give you a hint. What's more interesting, near 
the table you will find tablets documenting the office time of all mayors[6]. 
 
Used denominations: BH and AH, along with the dates, may symbolize that BH means 
"Before Hunrath" and AH "After Hunrath".  
 
Following this clue, the first mayor would be Karl Hunrath, but to be safe, make a photo of 
all tablets. You've investigated everything, so now go to C.W for further clues. 



 
The lift and the tree  
 
Find the code for the lift 
 
The conversation with C.W will bring new objectives to the game. He will explain to you 
the nature of the tree, and asks you to get underneath it. Additionally, he will ask you 

to connect a conduit to the battery, but for now it's hard to make anything from what he 
said. 
Using the information which says that there is a passage above the barrier, 
from C.W'shouse go to the waterfall, and close the dam. This happens analogically to the 
way you've opened it, but this time you have to lower the pendulum in such a way to so 
the left wing is lower than the right. Once you complete the action, move thelever, and 

the dam will be closed. 
 
Choose any way to reach the upper level of the dam. You can go through 
the mayor'shouse or through Farley's house, and enter the violet portal. 

 

 

While being above, you'll easily notice that the passage is already available. Enter it and 
use the lever on the right side. This way, you'll lower the footbridge, and unlock 
another shortcut, which will lead you to the gas station and the generator.  
 
Your current objective is the gas station's garage, specifically license plates, which are 
on one of the walls. I'm not including their picture, as each game has randomly 
generated plates, similarly to the inscription on the compass in the mayor'shouse.  
 
Find the license plate, which represents the state seen on the inscription under the 
compass. In my case, it was Pennsylvania, but it can be completely different for your play 
through. Regardless, you have to make a photo, which will be very useful later. 
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There is a huge chance, that on the generated license plate, you will find letters and 
numbers. The numbers can be used easily for a code, while letters are not so easily to 
interpret. When leaving through the garage door, you'll notice a telephone booth on the left 
side. Enter it. 
 

 

On the above screenshot, you can see how the numbers are represented on the phone's 
dial plate. 
 

Letter Equivalent 

A, B, C 2 

D, E, F 3 

G, H, I 4 

J, K, L 5 

M, N, O 6 

P, R, S 7 

T, U, V 8 

W, X, Y 9 

Z 0 

After acquiring new knowledge, return to the shortcut created by the lowered footbridge 
above the dam. Enter the footbridge, turn left and go forward. The road leads 
to mayor's house, but this time you'll be on a higher level. You'll see a elevator shaft. 
Before you, there is a button, which calls the elevator, but for now it's inactive. 



 

On the left side, you'll notice a device visible on the above screenshot. The important 
parts are the screen and the dial shield. The shield doesn't contain any numeration, but 
from 10 spots, you can guess that its operates using numbers from 1 to 0.  

 
The numbers' arrangement on the shield is analogical to the numbers on the screenshot 
above the table (see above). The interaction consist of placing the cursor on the 
chosen spot, and turning the shield using a button on the keyboard. Once you 

complete the action, the chosen number will appear on the nearby screen. 
 
You have to input the number, which will correspond to the number from the license 
plate. In my case, for Pennsylvania, it was 3ADX61. Considering the distribution of 
numbers on the dial shield, I have to input the code: 323961. When the code is correct, 
the screen will blink in green and you'll hear a phone ring. Approach the button and 

call the elevator. 
 
Investigate the lower level 
 
When the elevator arrives, enter it and use the lower button. This way, you'll once again 
appear in the mayor's house. Press the lower button again, and ride to the lower level. 



 

On the left side of the lower level, you will find a piece of paper[1], which refers 
to Villeins' panel, but this time it will have certain numbers marked on it, so make a 
photo. Aside from that, you can find a gramophone[2] in the room, which you can 
activate.  
 
At the end of the room, on the right side, there is a small crevice[3]. There is a cogwheel 
with a leverwhich can unlock the path to the tree. Perform the action, and use the 
elevator to return to the level with the mayor's desk. 
 

 

Take notice of the above screenshot. The way to the courtyard with the Tree is open for 
you. If you go around the tree, you will notice that you can enter it. Enter the tunnel and 



go down. 

 

 

You should see the above view. Your current task is to approach the valve visible on 
the photo, and unscrew it. If the basin underneath the  
 
Three hasn't begun to fill with water, you need to return upstairs and unscrew the valve 
near a big basin (see: the subchapter Finding the cart in the chapter Mofang beam and 
Farley's house).  
 
The completion of the above task will unlock the Tree's energy source. In the 
chamber, you'll find three corridors, which are probably portals, and are colour-locked. 
Currently you cannot cross through them. 
 
Use the teleporting machine 
 
Return to C.W for further instructions. He will tell you that everything you've done so far is 
very helpful, but you still have to connect the remaining devices to the three. He uses the 
opportunity to remind you of connecting the conduit to the battery. 
 
Immediately after, go to the mayor's house. Enter the lift and use the upper button, to 
travel upstairs. You'll stop on a level with the device that allowed you the access to the lift. 
Press the button again, and ride up to the Tower. 



 

You'll find a device visible on the above screenshot. The green light can be seen 
byHunrath, but other ones are inactive. While on the tower, you'll find a camera screen 
pointed at the inside of the gas station.  
 
Behind the lift, there is a small balcony with a lever. Even if you use it a few times, nothing 

happens. Nevertheless, all of this may have some meaning, so it's better to make an 
interaction. The red conduit connected to it leads to The Bleeder. 

 
Use the elevator to descend to level below (not the mayor's house), follow the path, go 
above the dam, and turn left right behind it. Go forward until you see a small niche 
surrounded by planks. Enter the portal which is behind it. Once again you will find 

yourself on the Wall, but in a different part. The only way leads forward, so follow it. 



 

You'll see two objects visible on the above screenshot. Approach the ramp on the right 
side and press a button on it. This way, a part of the ramp will be lowered, and you'll 
unlock a shortcut to the scrapyard. Then, approach the device on the left. Interact with only 
available lever and press the blue button, which will become active after interacting with 
the lever. 

 
Kaptar 
 
Activate the mechanism 

 

 



After teleportation, you'll easily notice, that the new location is completely different from 
Hunrath. You are on a different planet, or in a completely different part of the same planet. 
Follow the only available way. You'll bypass a lever, which currently won't be useful. Enter 
the bridge, and descend the stairs on the left. You will find a lever, which has to be 
unscrewed. When you do that, a pendulum will begin to rotate above the device, and the 

whole mechanism will become active. 
 

 

Using the lever you can rotate the whole structure, allowing you to move forward. Cross 
the second bridge, which will place you on a rocky ledge. Now, a long walk near the ledge 
awaits you. In the meantime, you can admire the "New World" 
 

 



Finally, you reach a place visible on the above screenshot. There are several ways 
leading from this point, but follow the way which was marked on the 
screenshot. Follow the direction of the red ray of light, and you'll find a small room with 
another teleportation device. Once you use it, you'll teleport to an only house in The 
center of Hunrath, which you were able to enter. At the same time, the teleporting device 

will appear in the aforementioned building, creating a shortcut between these two worlds. 
 

 

Currently, there aren't any tasks waiting for you in Hunrath, so once you unlock the 
shortcut, return to the new location. After teleportation, go to a roomy courtyard. You 
will see a stairs before you, visible on the above screenshot. They will be close to a 
passage, which you used to reach the courtyard for the first time. Enter the stairs and go 
up. In the meantime, you can see that this world also has a tree just like one in Hunrath. 

 



Finally, you'll reach a huge mechanism, visible on the above screenshot. While moving in 
its direction, you'll notice stairs leading downwards, but you can omit them. The 
mechanism cannot be interacted with, so head to the cave near the device. 

 

 

Once you'll enter the cave, you'll see the above view. Bypass the advanced control 
panel, and head to the place marked on the screenshot. You'll find few levels of stairs 
there, and when you cross them, you'll notice mechanisms which can be interacted with. 
Once you leave the stairs, you'll notice a valve, bypass it and go forward. 
 

 

On the above screenshot, you can notice a valve[1] and a lever[2]. For everything to go 
smoothly, use the lever first. This way, you'll place the smaller cogwheel on the bigger 



one. When you do that, turn the valve. You can notice, that the gigantic windmill above 
you began to rotate. Now, approach the valve, which you omitted earlier. Turn it, and you 
will notice that the whole mechanism above you works with the windmill's rotation. Return 
to the upper level. 
 

 

Notice, that once the mechanism has been enabled, the object marked on the 
screenshot has changed. You can now use the stairs and interact with the object. At this 
point, I will include few illustrations, to make the target of the task clearly visible. 
 

 



After interacting with the object, your field of vision narrows down to the area visible on the 
screenshot. While operating the device, you can interact with the lever visible on the 
screenshot. As you can see, it has three extremities, with two are used to switch 
between the four arms of the machine. The area in the circle shows the mechanism, 
which moves thanks to your previous intervention. 
 

 

Take notice of the above screenshot. After focusing your attention on the mechanism, you 
can notice that further pistons of the device don't work, because the part of the 
mechanism[1] is only bouncing from the further part[2] instead of putting the whole thing in 
motion. This action is enabled by the third extremity of the lever. Once you aim at a 
chosen path, you can connect it by using the lever. 

 

 



Important thing is to use the lever in the exact moment when the both ends of the 
arm will connect. On the above screenshot, you can see, that after the connection, the 
energy generated by the windmill is transported to other parts of the mechanism. In the 
same way, connect all four arms, and step away from the device. 
 

Destroy Mofangs beam 
 
While facing the device, turn right. You'll find a corridor, which you can go through. At 
the end, there is an elevator, which will lead you to an exit point on the planet. 

Remember about this shortcut, but take notice of the fact, that the mechanism operating 
the elevator is on it, so you won't be able to call it if you leave it on a different level. Return 
above and move back to the place from which you teleported to the house in 
Hunrath's center, and use the machine. 

 

 

Once you teleport, you need to find a cart with the emitter. Take a look at the above 
screenshot. If you used the direct transport to the house in Hunrath, the railway tunnel, 

visible on the screenshot, will be traversable. Drive the cart to the tunnel.  
 
An immensely important thing is to drive the front of the cart to the tunnel, which can 
also be seen on the screenshot. If you drive inside the tunnel facing backwards, you won't 
be able to complete the task.  
 
You'll have to return and turn the cart around, so it's better to do it now. 
 
If the cart is placed correctly, enter the shaft. In a certain moment, you'll find yourself in a 
place, where there will be a window on the right, which is directed towards 
the teleporting machine. Use the teleport without leaving the cart. 
 
As it turns out, you've teleported to Kaptar along with the cart. On the left side, you can 
see Mofang beam, which destruction is your current objective.  
 



Back down the cart how far you can, aim the laser, and destroy the device. Along 

with the beam, the barrier blocking the planet will be destroyed. After the whole event, 
teleport, back the cart(backwards) from the shaft, and return to Kaptar. 

 
Once you teleport, you need to reach the exit point on the island. You can reach the 

place through the unlocked elevator-shortcut, or return to the mentioned place by foot. 
Regardless of how you get there, your objective is to set the movable bridges in such 
a way, for one of them to lead straight to the wall. As the Mofangs beam was 
destroyed, you will be able to use the wall as a portal. Once you get the correct setting of 
the bridges, enter the portal.  
 
Kaptar ruins, shortcuts, and Farley's bedroom 
 
Explore the Kaptar ruins 
 
Behind the portal, go left to the stairs onto a metal footbridge. Follow this path until you're 
on a metal platform. On the right, there will be a leverthat has to be used. After that 
interaction, the platform will move and take you to the main part of the ruins. At the same 
time you can notice that the great anchor that blocked your way into the ruins, was used 
as counter-weight for the platform and has been moved.  
 
After getting down from the platform, head to the courtyard. Right next to the path that 
leads to the teleport device there's a path downwards. Follow it until you get to the dock 
where the anchor was previously lying. On the left there will be stairs, which lead into the 
ruins. Go there. 
 

 

You will see the above vista. You can check the new location out, but you'll soon 
notice that you have access only to one entrance. Keeping in mind the above image go 
straight and then take the stairs on the left. You'll see a wooden structure that will let 
you reach subsequent locations. While going there, you'll reach a stone ledge; a 
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great skeleton towers it. Go straight ahead until you reach the next wall-portal. Go 
through it. 

 

Continue exploring by following the only path that's now available. Ultimately, you'll reach 

stairs. After climbing them, you'll find yourself facing a chamber containing 
a teleporting device highlighted above. Go ahead and use it. 

 

 

You'll reach an undefined location that doesn't remind neither Hunrath nor Kaptar. Next 
to it, there's a Villein Panel - you've seen one of those on the gas station.  
 
This one, however, has a much smaller range of interactions. Mark the dots the same 
way as shown above and then press the blue button. The doors on the left from the 



device will open. You will be unable to reach them from where you stand, so just keep in 
mind the fact they're there, and go back to Kaptar. 
 

 

After returning from the ruins, leave the room and turn left. Take the stairs up until you get 
to a big stone ledge near a mechanism. Mind that the above image shows two possible 
paths. My first suggestion is to take the stairs. 
 

 

The path leads to another mechanism and a platform, that will get you to the same spot 
you were starting the windmill. The difference is that this time, you're above the entrance 
to the cave. Go straight ahead until you reach the point shown above. The elevated 
footbridge is a shortcut to the upper level, and it can be unlocked now. Mind the fact 
that after lowering it, the control panel attached to it will raise and you will be able to 



access it after entering the footbridge. Despite unlocking the shortcut you shouldn't 
go to the ruins, rather, go to the elevator, which can be found on the upper level, 
right next to you. 

 

 

Use the lever, and the elevator will take you down. The only available way takes you to 
stairs. Take them and you'll see a wooden structure as seen above. There's 
another teleporting device and stairs up. Behind the stairs there are closed doors, so the 
best idea is to use the teleport. 

 
Farley's bedroom 

 
You will appear in Hunrath, not far from the generator and the junkyard. Previously, there 
was a stone ball that you were able to enter, but it caused nothing. Walk down from the 
wooden platform and head underneath the whole structure. 

 

 



See the picture above. There's a button highlighted. It can turn the whole structure 
around. With each press, the whole thing turns a couple of degree. Press the button 
four times and using a platform teleport to Kaptar.  

 
Take the stairs that this time are facing the second niche. Find blocked door there. Raise 
the bolt and open the door - this will unlock the main Ruins on the planet.  
 
Go through them again: pass the stony ledge under a skeleton and reach the point 
where you could choose whether to go up the stairs or down. This time go down. At 
the end of the path, there's another small teleporting device. 
 

 

It soon turns out that you had made it to Farley's. Examine the house thoroughly. 
There's a table on the right, on which you'll find a note saying about cultivation of Arai 

plant.  
 
For now, you'll find no use for this information, but you should read it anyway. 
A journal might prove much more interesting - you'll find it near the bed.  

 
All other contents of it aside, Farley mentions C.W and his plan with the battery.  

 
Maybe we'll be able to ask him about that on the next occasion, especially because during 
every conversation with him, he asks you to plug an unspecified wire to a battery.  
 
After familiarizing yourself with all objects here, start walking through the long corridor, go 
past the teleporting machine and turn right for the path that leads to a Bleeder (through 
the Farley's home's door that you opened with the code).  
 
You should again use the teleport on the wall to get to the area near the waterfall, over the 
dam. 



 

Enter the shaft shown above. You've already used it when you were trying to get into 
the Mayor's house. Then, you had to continue ahead the stony corridor after stepping over 
the purple portal. If you turn right immediately after passing that portal, you will appear 
above the gorge, next to The Bleeder, and you'll be able to use the next teleporting 
device. 
 
Maray 
 
The teleport will lead you to the area, where the only path available takes to the door 
which you have opened with the small Villien panel. After getting through them, there 
will be a map on the right, as well as a screen, on which Farley will appear. The women 
will tell you to proceed the path and cross the bridge to reach a registration area. The 
bridge is damaged, or perhaps inactive, but you can take the path to the right, 
behind the gate. 

 

 



On the crossroad, take the left and go up to the stone hill. At first glance you will 
notice the teleporting device shown on the picture. Above it, behind the trees you can 
notice another Mofang ray.  
 
Right now, you're on Maray planet. Use the machine pictured here to teleport. 

 
You will get back to Hunrath, landing very close to the machine that you used to get to a 

new planet at the beginning of the chapter.  
 
This place where the teleport is used to be a stone bridge above the gorge.  
 
By following this trail, you will learn that the path in the area where you got to Maray from, 
has been completed with a stone bridge, so now you're able to get across.  
 
Get to Maray using the same mechanism that you used at the beginning of the chapter, 

reach the door, and turn right.  
 
You should find a stone bridge in the same spot where there was only an precipice. 
 

 

Go straight ahead, until you reach crossroads. Turn left and you'll notice that the road 
leads up. You will reach an unusual object, shown above. It's just a blue ray emitter, 
only a bigger one than you've seen in Humrath. 



 

Use the lever shown above, and direct the beam from the emitter onto the Mofang 
Ray. You'll have to manipulate it a bit, but you can get it straight easily. Destruction of the 
Ray will result with activation of the screen that stands behind you.  

 
The mayor ofHunrath - Josef - will appear there. He will ask you to free him from a prison 
where he's held captive by the Vellins. After ending the transmission, go back to the 
crossroads, pass the bridge which was teleported from Hunrath on the right, and go 
straight. 
 
The road leads down to the bridge, and then again up the stairs. Ultimately, you'll reach a 
precipice, behind which there's another wall-portal. Go through it. 

 

 



Behind the wall, you'll see the above. Walk ahead via the path. You will reach another 
portal that will get you to another emitter. Go ahead, you will find an inactive bridge on 
the right, and a teleporting device behind it. Keep walking until you reach another screen 

that will again show Josef. He'll ask you to hurry. 
 
Villeins' bridges  
 
Attention: The combinations used to run the bridges aren't the only possible options. You 
can use the method of trial and error, and you'll eventually move a bridge. Nevertheless, 
all the symbols discussed in this chapter should be used in the order presented here. If 
you happen to try some combinations but hit a dead end, you can remove all the 
connectors from the panel and press a button to reset the panel. Then, you can use the 
tried paths shown below. 
 
Instructions: Each bridge requires the input of a defined number from the Villein's 
numeration system. After inputting a single combination, press the blue button above the 
panel in order to confirm the number. After every dot connection you have to repeat it until 
the last combination, that will move the bridge. After that, you can't make any changes 
to the panel. 

 
Below, there's a list of bridges from this chapter. 
 

 Bridge 1 - Opening a shortcut to the crossroads 
 Bridge 2 - the way to teleporting devices. 
 Bridges 3 & 4 - the destroyed Mofang Ray and a teleport device 
 Bridge 5 - needed for exchange 

 
Bridge 1 - Opening a shortcut to the crossroads 
 
Way back to the planet's starting point. 
 

 



#1 

 

 

#2 

 

 

#3 
 

 



 
 
#4 

 

#5 
 

 

#6 

 

 



#7 

 

 

#8 

 

 

#9 
 

 



The above input will activate the bridge. Of course, that's just a shortcut to previous 
locations, but a very convenient one.  
 
Go to the opposite bridge, which leads to a chamber with a teleporting device. 
 
Bridge 2 - the way to teleporting devices. 
 
Further exploration. 
 

 

#1 

 

 

 
 
 
 



#2 

 

 

#3 

 

 

#4 
 

 



#5 

 

 

After getting through the bridge, you'll reach a small chamber where 
two teleport devicesstand next to each other. 

 

 
 
For now, ignore the one on the left [1] and use the one on the right [2]. After teleporting, it 
turns out that you've landed on a junkyard in Hunrath, and along with you - 
the mechanism that you ignored [1]. Use it to get back to Maray. 

 
After returning, you will notice that a part of the junkyard has been teleported with you. You 
can also notice, that a way out of the room has appeared. Right behind it, there's an 
elevator. Press the lower button, wait until you get downstairs, and move ahead. 



 

At the end of the road, you will reach the room shown above. There are 
three teleporting devices. Use the one highlighted above, and you'll get to Hunrath. It's 
very east to notice that the place you're in is new.  
 
On both sides of the platform you're standing on there are slots for bridges. 
 

 

This time, use a teleport which has been highlighted. It's the one standing on a barrel. 
Where the device that moved you to Hunrath was, now stands another Villein panel. 
This means some more brain-racking. 
 



Bridges 3 & 4 - the destroyed Mofang Ray and a teleport device 
 
The same formula is true for both bridges. 

 
#1 

 

#2 

 

#3 

 



#4 

 

#5 

 

#6 

 

 



#7 

 

After finishing the first bridge leave the room the same way you entered it. 
 

 

You'll find a small pillar that you can interact with.  
 
After pressing a button, the whole structure will turn 180 degree, and 
the Villein panel will be connected to the second, inactive bridge.  

 



Finish the bride by using the above combinations. After crossing it you will reach a room 
with another teleporting device.  
 
There's no point using it now, so go back to the central chamber. 
 

 

For teleportation use the device that stands next to a Villein Panel. You will move that 

panel to Hunrath. 
 
Bridge 5 - needed for exchange 
 
#1 
 

 

 
 
 



 
#2 

 

#3 

 

#4 

 



#5 

 

 

#6 
 

 

#7 

 

 



#8 

 

#9 

 

After finishing this combination, the bridge will become active. Now you need to make a 
long teleportation process. During it all, you will only use devices placed on two 

platforms closest to the bridge. 
 

 



1. Go back through the device linked with Villein panel. 
2. Cross the bridge shown above. Use the machine. 
3. On Hunrath cross the bridge again and teleport using the first machine after leaving 

the cave. 
4. Cross the bridge again, This time you'll notice that at the very entrance to the small 
room from Hunrath, there's also a piece of rock. Use the machine again. 
5. You will get back to Hunrath with this piece of rock. Cross the bridge and go 
to Marayvia the first device behind the bridge. 
6. Skip the bridge and use teleportation. 
7. Again you're in Hunrath, you have to go back to the device behind the bridge and use 
it. 
 

 

When you finish the whole sequence, it will turn out, that there's no teleporting machine 
in the room behind the bridge - instead, there's a corridor, that will let you reach the 

next part of the game.  
 
Go ahead and you'll reach another corridor. This one is untypical. 
 
Maze and new shortcuts 
 

In the chapter below, you'll unlock a couple of shortcuts and learn some rules of the 
mysterious mechanics of Maray. 

 
For better readability, we've divided the chapter into these sections: 
 

 Principles of the Maze 
 Shortcuts to Hunrath 
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Principles of the Maze 
 

 

The above screen shows the unusual building created by the Villeins. By following the 
path, you will reach the elevator. Press the upper buttonin order to get to the upper level. 
 

 

When the elevator stops, you'll see the above. The highlighted columnis a very important 
element here. 



 

After interacting with the button on the column, the structure seen above moves 90 
degrees clockwise. You have to turn it four times to set it the starting position. The 
starting position is shown above, and you should try to keep it like that to be able to use 

all of our advice. 
 
An equally important element of this process is the elevator. At the beginning of the 
chapter, when you approached the building, the elevator was on level 0. Mind the 

settings below: 
 

 1 upper level; the button turns the whole structure 
 0 execute the set path of the maze 
 -1 Hunrath teleport access 

 

 



In further analyzing the maze's mechanics, we will use this picture. This is still the 
starting position. Four circles have been highlighted here [1,2,3,4]. Underneath every 
of these circles is a teleporting device.  

 
In order to get to them, you have to turn the whole structure in such way, that the 
highlighted circle is in the middle. Then, after taking the elevator down, you'll be able to 
use the teleport and get to Hunrath, which you should do now. 
 
Right now you're in a cave, which you've seen in the previous chapter. Mind the fact that 
after the teleportation from any of the circles, you'll have four ways out.  
 
This means that regardless of how you have turned the structure while in cave, you'll be 
able to enter it in every case.  
 
A good way to compare the position of the structure to the starting position is 
the teleporting device. Remember the position of the main button before you make any 
use of the tools in the cave. 
 

 

After exiting the stone structure go to the stairs. On the top level of the cave, on the left, 
there's a small panel as shown above. With the buttons there, you can turn the structure 
clockwise [1] or counterclockwise [2].  

 
You can also easily see the shape of the maze's path[3] which makes it a whole lot easier 

to get the shape you want. 
 
Shortcuts to Hunrath 
 
Use this opportunity of having access to the cave and take off the door shutters, which 
made it impossible to enter this cave from Hunrath. 



 

Reference the image above for easier navigation. We've highlighted the panel which turns 
the structure [1]. Right next to it, there's a corridor [2]. Take it, and you'll arrive at 
the door, which can be opened. This passage leads to the closed dam on the lower 
level. Using the closed dam, you'll be able to reach C.W and the subsequent part 
of Hunrath. Go back to the cave and take the next corridor [3]. This way, you'll 
unlock doors, that lead to Bridge number 5 (see the chapter: Villeins' Bridges). Once you 
do that, go back to the small structure and teleport to Maray. Time to solve the riddle of 
the maze. 
 
Establishing a path and powering the Capsule 

 
In this chapter, you will learn how to create a universal path from the Maze's elements, 

as well as get to know how to power up the Capsule. 
 
Labyrinth puzzle 
 

 



See the image above. The first path will be created from the point highlighted on this 
image. The main structure is still in the starting position. 
 

 

Press the button on the column three times. After finishing the process, you should see 

identical shape of the maze as above. Get down to the elevator and teleport to the cave. 
Do not turn the small structure, which has been teleported together with you to 
Hunrath. Leave it after teleportation, and turn right after the stairs. Run through the cave, 
pass the bridge number 5 and go to the farthest teleporting device (you can use the 

other ones as well, but it's best to use the 3rd one from the bridge). 
 

 



Run to the Maze and take the elevator to level 1. Make sure that what you see is identical 
to the picture above. Press the button once, and go down to level -1. Teleport to 
Hunrath. The structure that has been teleported with you has to be turned around. Do that, 
using the lower button. Press it three times, and get back to Maray, with the structure. 
Go up with the elevator. 
 

 

Compare the shape of the Maze with the picture above. If you've done all the steps 
properly, it will look like this. Rotate the whole thing clockwise once. 

 
Then take the elevator down to level 0 and take the path that leads to the chamber 
with three teleporting devices. Use the same teleport as at the beginning of this section. 
After you get back to Hunrath, run across the bridge number 5 until you reach the 
structure. Enter it and teleport, the said block doesn't have to be turned. 
 

 



After teleporting, go back to level 1 and compare the shape of the Maze with the picture 
above. Rotate the whole thing clockwise by pressing the button one time. Go down to 
level -1 use the teleport. 
 
Using the lower button, turn the block twice. Teleport back to Maray. Take the elevator 

to level 1 and look at the whole thing. 
 

 

If everything looks as shown above, it means you're doing good. Turn the whole thing 
once and teleport to Hunrath, where, by pressing any button you prefer, you should 
turn the block once. When you're done, use the teleport to go back to Maray. 
 

 



After finishing all the above tasks, you should see a path identical to the one shown 
above.You can finally go to level 0 and enter the tunnel.  
 
Because the path is universal for every destination, it's enough to just turn it with the 
button on the wall. 

 
Bridge 6 and activation of Capsule 

 
After getting through the tunnel, proceed forward and keep to the right. You will arrive at 
yet another inactive bridge.  
 
Your task is to activate it which will let you travel freely from where you are now, to the 
Maze. 
 
#1 

 

 

 
#2 
 

 



 
#3 
 

 

#4 

 

 

#5 

 



#6 

 

#7 

 

After entering the above combinations, the bridge will be up and running. Now you have to 
get to the Maze and press the button on the column. The path will turn 90 degrees, which 
allows you to get back to the bridge and the Maze's corridor, and from there to the 
point which is opposite the central building. 
 

 



See the picture above. There will be another Villein panel. Create a patter identical to 
the one shown above, and confirm by pressing a blue button. You will hence unlock the 
door highlighted on the picture above. For now, you're unable to get there, but it's a good 
idea to do these things to make the subsequent play easier. 
 
After doing this, go back to the turning mechanism once again and open the passage 
to that bridge which is next to the portal-wall. 

 

 

Do all the mandatory stuff to get to a new area in Maray. Follow the only path available 
here and go through the next portal. Behind it is another path, and at it's end, there's 
a Villein panel which can be seen on the picture above. Mark the points the same way 
as shown above and the next door hanging on rails will be open. Go back to the Maze. 

Proceed now to the region you've explored first after completing the path from Maze's 
block. You can do that by changing the settings of the path or by using the bridge you've 
unlocked previously. 
 

 



Once you get to the required place, reference the picture above. Highlighted is a place that 
you have to get to. Take the footbridge on the left, and you'll see another footbridge, 
going down.  

 
Use it, and then proceed to the central point of the whole building. You will 
see Josefa again, he will ask you to hurry.  
 
Right next to the screen there's a button. Press it, and the capsule spanning device will 
prepare a warm and cozy one just for you.  

 
Because you've just opened both blockers of the lift, you can go to the upper level of the 
structure you're now in, and enter the Capsule.  
 
Once you do it, the lift will start going. 
 
Human repository  

In this chapter, you will learn both how to examine the capsules of your 
"acquaintances" from Hunrath and all the other key information. 

 

 

After reaching the destination, you will automatically exit the pod. Take the footbridge 
down, turn right and go straight ahead.  
 
Now you have two options: get on the elevator[1], which will take you deeper into the 
forest, or go left [2].  

 
To solve this riddle more conveniently, it's better to take that second option - go left, 

you'll get back here in a second. 



 

After walking the only path available here, you'll find yourself in an open structure, from 
which you cannot exit for now. There are screens in every corner, which show a 
number - 222. For now, this doesn't mean anything for us, same as the presence of 
a wounded Villein, shown above.  
 
At the wall opposite from him, there's a table, and on it, a notebook. After interacting with 
it, you'll learn that it's an index of people who are in the silo. Farley is in pod #194 floor 2 
place 12. Josef is in pod #222, floor 14, place 13. The mayor's pod, explains the 
number on the screen. Right now you can get a Steam achievement, if you only 
examine the pod where Farley is. It's of course optional, and in order to progress in the 
game, you have to find Josefa. 

 
After reading the journal, go back to the elevator. You need to enter the right number in 
Villein system into the panel. After confirming the number of a pod, the elevator will get 
you to it. Should you go back to level 0, just delete all the connections in the panel and 

confirm reset. 
 

 



First, go to Farley's pod. Connect the dots as above. After confirming, it will go down 
to 2nd level, and you'll see Farley's pod. Reset the panel after you do it. 
 

 

The next step is the above combination. You will activate Josefa's pod. Look at the 
Mayor, reset the panel, and get back to the wounded Villein. 
 

 

It turns out that the pathway is available (the door will materialize when you approach 
them). Go through to see the view shown above. Right next to you will lie a corpse, that 
can be just ignored. The two objects seen above. The first one is a Mofangs' 
artefact [1]. It's easy to recognize some of the sketches from Hunrath. The 



announcement said not to approach it and for a good reason. You can either approach it, 

or destroy it at once. 
 
If you decide to approach the artifact, you will get a Steam achievement. However, if you 
get too close, the ARTIFACT WILL KILL YOU. Let me add, that the achievement will be 
awarded only after you water the Tree on Maray, so if you die, you'll get no 
achievement. 
 
You also can destroy the artifact. In order to do this, don't approach the dangerous area, 
and go to the platform instead [2].  
 
There's a blue beam emitter. Use this in the same way as before. Aim the beam at the 
dangerous artifact, and you will destroy it.  
 
When that happens, leave the platform and take the path down to the left. 

 
Bridges, Maray tree and Mofang  

 
In the following chapter, you'll activate the remaining Bridges on Maray, activate the 
energy of the local Tree, and travel to Mofang.  
 
Most 7 - Maray's exit point 
 

 

The entrance can be barely visible through the fog, but by navigating using the above 
screenshot, you should be able to find it without difficulties.  
 
While following the path, you reach the next bridge that has to be activated. 
 
By crossing the bridge, you'll reach the first gate, which got you to Maray. You can find the 

complete sequence that activates the bridge below. 



 
#1 

 

#2 
 

 

#3 

 



#4 

 

#5 

 

 

#6 

 

 



#7 

 

 

#8 

 

#9 

 

 



#10 

 

#11 

 

Once you start the bridge, return to the place where you destroyed the Mofang's 
artifact. The road leads ahead, there is another bridge there. 
 
Most 8 - Maray Tree 
 
The unlocked bridge will lead you to the entrance of Maray Tree. It's the only available 
course right now. Below, you can find the whole combination. 
 
#1 

 



#2 

 

#3 

 

Cross the bridge when it's ready. Follow the path until you see a tree bough on the left 
side that you can enter. Your task is exactly the same as in the case of Hunrath Tree. 
You have to open the valve that supplies the plant with water. Once that's done, you 
can check the corridors, which results in a discovery that the red and the blue portal are 
still closed. As you have unlocked Hunrath Tree, you will be able to use the portal 
ascribed to it. 



Way to Mofang 

 

Teleport to Hunrath using the Tree abilities, and head to the waterfall. On the way, you 
can visit C.W for further tips. Your goal is to set the dam in such a way, so the left lock is 
lower than the right one. Once you set the locks correctly, you should see the view 

similar to the one shown on the screenshot. 
 

 

To complete the next goal, you need to find the cart and drive it to the scrapyard. Just 
before its gate, there is a junction, with one road leading to the scrapyard, and the other 
one to a chasm. Take a look on the above screenshot. Your target is to destroy the 



marked pile of stones. This means that you have to turn the cart in such a way, so 
the emitter is set in the direction of the cliff. Then, all you have to do is target the obstacle. 
 
Take any way to reach Hunrath Tree.  
 
Descend and use the green portal to return to Maray. Return to the bridge, bypass the 
Mofang artifact remains and head to the exit point on the planet. Don't leave it, but turn 

left before the door, cross the rock bridge, and go ahead on the crossroad. 
 

 

Cross the bridges and the elevator, until finally, you will find yourself in a chamber with 
three teleportation devices. Use the machine marked on the above screenshot.  
 
After a successful teleportation to the cave, return to the bridge, enter the area with 
the panelfor moving the Labyrinth blocks and head right to the door that you 
unlocked earlier.  
 
Thanks to turning the dam, the left bank of the river is accessible. Follow the path up to the 
shaft, in which you burned the stones few moments earlier.  
 
Shortly after the entrance to the shaft, you'll notice anote and a machine, which will 
allow you to teleport to Mofang.  
 
Take time to read the note, and travel to Mofang. 
 
Mofang planet 
 
Here, you won't encounter any riddles or puzzles. Leave the device, and take the only 
available way. 



 

When you get past two big rock columns, you will see a junction on your left (visible on the 
screenshot). Go forward [1], head this way for a moment, and then turn left to the hill. If 
you reach the top, you'll receive a Steam achievement. Once you get your reward, 
return to the junction and turn right (from the side of the hill) [2]. 

 
Mofang Tree is at the end of the junction. As always you'll have to descend to a lower 
level, and turn the valve. Once you complete these actions, all is left to do is to use the 
portal system, and travel to Hunrath. Enter the upper levels of the tree, and get ready for 
tasks involving watering the Kaptar Tree. 
 
Lower Kaptar and the Russian machine  

In this chapter, we'll investigate the lower part of Kaptar ruins, and solve the secret of the 
Russian control panel.  
 
The bottom level of the Ruins 

 
From the vicinity of the Tree, travel to the center of Hunrath. Enter the house with 
theteleportation device and use it. Head in the direction of Ruins, which means that once 
you teleport, you have to take the path on the right, that leads to the docks with the 
gigantic anchor. 
 
In the Ruins, head in the direction of the shortcut that you opened using the wooden 
landing.  
 
The landing itself has been rotated, to allow you to open the door, but as one can easily 
notice, the stairs leading down, near the teleportation device, lead not only to the 
elevator, but also there is another bottom corridor. 

 
Use the teleportation device to get to Hunrath, and by using the mechanism, turn the 
object. Taking under consideration the initial setting of the landing, you will have to use 



the button controlling the machine two times. Once you return to Kaptar, the way 

downstairs should be accessible. When we enter it, you should see representatives of Arai 
species that are similar to bees. 
 

 

Go ahead until you see a junction, shown on the screenshot. If you turn right [1] you'll 
reach the vicinity of the Tree, but because of the machine's alignment, you won't be able 
to reach it. Go forward [2]. The road is not far, and you'll quickly notice interesting objects 

in the cave. 
 
On the table on the right, there are two notes, in which one of them has notes about the 
planned war, while the other one is a multi-digit code.  

 
Such an extended code seems to be applicable only to an extended panel, which we 

could see in the vicinity of the mechanism powering the fan.  
 
You have to know that the mentioned code is generated randomly for every player. To 
be sure, make a photo of it, or write it on a piece of paper. Aside from that, in the cave you 
can find a damaged teleportation device, connected to scales. 
 
At the moment, you cannot perform any actions, so the best solution is to return to the 
wooden landing. Because of its current position, every other path is locked. Use the 
machine to teleport to Hunrath. Use the tracks, and turn the whole structure two 
times, by pressing the button. 
 
The Russian machinery 
 
Return with the structure to Kaptar. You'll see that the way to the elevator is now 
unlocked. Use it to reach the higher level of the cave with the fan. 



 

You can notice a machine on the above screen, which will take some of your time. The 
screenshot includes marks for two main elements, which are the numeric 
keyboard and the"enter" button (the red dot). You always input the numbers from left 
to right - keep that in mind. First, you have to input the numbers that you've seen on the 
piece of paper in the cave at the bottom of Ruins. After accepting the numbers with 
Enter, the machine will fall to a lower floor, and you'll receive a Steam achievement. At 
this point, you can just leave the machine, and continue with the main task. 
 

 

If you want to receive another Steam achievement, input a different code, which is 
connected to an easter-egg placed by the developers. First, input the following code: 0118 
9998 8199 9911 97253. After accepting, another code awaits: 3472 9207 6458 3902 0234. 



The indicators should constantly flash with green light. If it isn't so, something is 

wrong, and you have to repeat the process. 
 

 

If everything went smoothly, once you return to Hunrath, you can enter Faray's house and 
start the projector. The previous slides have been exchanged for a photo. The 
moment you'll see it, you'll receive a fitting achievement. 
 
Kaptar Tree and Epilogue  

 
In the below chapter, you learn of the steps necessary to reach Kaptar Tree, and how 

to proceed with the required actions leading to the end of the game. The chapter also 
contains information about the endings prepared by the developers, along with the tips 

on how to achieve them. 
 
Kaptar Tree 
 

 



 
The Russian machine is not the only reason why you visit this cave once again. Using 
the device for hooking arms, you have to unhook the one that are responsible for 
the mechanism in the main ruins. It is shown on the above screenshot. Approach the 
mechanism and move the camera to the aforementioned arm. Pull the lever, and check 
if the mechanism has stopped. It it's so, leave the cave, enter the footbridge, and 
descend using the elevator. 
 
You'll land on the wooden landing. Use the teleporting device to teleport to Hunrath. 
Jump from the mechanism and turn the whole structure six times using 
the panelunderneath it. Enter the landing again, and teleport to Kaptar with it. This time, 
the stairs down will be directed to the cave in which you've seen Arai earlier. Turn right on 
the junction, and go ahead. 

 
The moving machine wheel that blocked the way earlier is now stopped, and you can now 
proceed to the further part of Ruins. Follow the only available way, and enter the hole in 
the bough. Just like with the previous trees, your task is to turn the valve. 

Once you complete the interaction, use the golden portal, and teleport to Hunrath. 
 
Epilogue 
 

 

Before proceeding with further actions, you can visit Farley's house to acquire the Steam 
achievement connected to the Russian machine. If you decide to ignore it, head 
straight to C.W. house. You can visit him to check what he has to say regarding the 
current stage, but to push the action forward, you have to enter his workshop. Use the 
opened gate, enter the upper level and open the door shown on the screenshot by 
raising the sliding bolt. 

 
The following road is the same as at the beginning of the game, when you had to open the 
dam. Only difference is that instead of turning right, you have head straight ahead. 
You'll find a wall-portal that you have to cross. 



 

You'll find yourself in a vicinity of the Bleeder. Cross the bridge, and reach 
the chestlocated on one of the walls of the Bleeder. Open it, and move the switch. It's the 
only possible action you can perform here. Check if the lever is set in the same manner 
as shown on the above screenshot. 
 
Here, you have the possibility of deciding what ending you will see. I won't analyze 
them, but you have to know that one of them is a "good ending", while the other one ends 
with a disaster. 
 

 



Check the above screenshot. If you leave the marked device in such position (connected), 
then after the further actions, you will see the tragic ending. 
 

 

If you want to participate in the good ending, you have to leave the device in the position 
shown on the above screenshot. 
 

 

Regardless of the chosen ending, you have to reach the top of the Tower. From the 
current location, the shortest way leads through mayor's house. While on the Tower, 
there is one last task remaining. Using the detonator, you have to blast the Bleeder. 

This action will start the sequence that ends the game. 



If you are interested in alternative endings, after the credits load the last saved game, 
and set the battery's wire in a different manner than last time. This way, you'll be a 
witness to the other ending, and receive the achievement. 
 
 

 
 

 
 
 
 
 
 
 
 

 
 
 
 
 

 
 

 


