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The Crimson Caravan
By Jeff Leung
This is a walkthrough for The Crimson Caravan, a quest mod for Fallout 3.
ACT 1: The Crimson Caravan

This quest consists of 3 parts. Each part is given to you by Samuel McLafferty, Ernie McLafferty, and Gaz. To start the quest, talk to Samuel McLafferty in the undersection. He can be found minding the front of the Crimson Caravan during the day.

1) Advertising
· Talk to Sam. He will tell you he needs help spreading the word about the Caravan around town.

· He will give you 5 flyers. Give them to 5 of any of the following people: Harry Herston, Jesse, Henry Keller, Marie, Crazy Legs Larry, or Fiona.

· Talk to Sam once you've given the townspeople the flyers.

2) Build a bridge
· Talk to Ernie McLafferty. He will tell you he needs help building a bridge underneath Arefu.

· If your repair skill is high enough, go and build the bridge yourself. First, go underneath Arefu, to the south side of the river. You will see an unfinished bridge. Pick up all of the wood planks at the base of the bridge. Dive into the river and "activate" the wood support to build it. Go back up to the surface. "Activate" the plank at the end of the unfinished bridge to build it. The bridge is now complete.

· If your repair skill is not high enough, go talk to Harry Herston the mechanic. Ask him to help you build the bridge. 
· Harry will only help you repair things after you have found his three tools. Two of the tools can be found on the ground underneath Arefu, directly east of the Herston Residence. The third tool is with the scavenger in Northwest Seneca Metro Station. You can either buy this tool from the scavenger, steal it from him, or kill and loot him.
· Talk to Ernie once the bridge is built.

3) Find a turret
· Talk to Gaz. He needs you to go find an Enclave turret for him. He will give you the location of a potential lead: the crash site of a downed Enclave vertibird.

· If you want to disguise yourself as a Reaver, go talk to Mary Keller and buy the Reaver outfit from her.

· Travel to the location Gaz gave you. Enter the Circle K Grocer and head for the back of the store. Exit out of the store's back door.

· If you have the Reaver outfit on, the Reavers will not attack you. If you do not, they will.

· Travel down into the crash site, and into the vertibird.

· Access to the vertibird control terminal (center terminal in the cockpit) requires a keycard. Use the floor hatch near the dead enclave soldier to go under the gantryway. An access card can be found on top of the crate.
· In the control terminal, turn off the force field blocking the storage crates in the rear.

· Take the Enclave turrets.

· If your computer skill is high enough, hack the communications terminal (right terminal in the cockpit) and turn off the emergency beacon. This will prevent the Enclave search party from coming.

· Exit the vertibird. If you did not disable the emergency beacon, an Enclave search party will arrive and attack you.

· Return to Arefu and give the turret to Gaz.

Danny Calavera
· Danny is the owner of Calavera Cafe. He is always interested in new and exotic alcoholic beverages.

· In The Junction are scattered 35 Junction Beers. Find them and sell/give them to Danny.
ACT 2: The Famous Five

· Once you finish all three parts of Act 1, go ask Sam if he needs more help.

· He will tell you about his wayward daughter Leeanne. He wants you to go find her, and convince her to rejoin the Caravan.

· Go to the ring at Canterbury Commons to find Leeanne.

· Talk to her and maneuver the dialogue options until she tells you about her missing crew, the "Famous Five". You must find all 5 of her crew before she will agree to rejoin the caravan.
· Ask about each of her crew to trigger the quest sub-objectives.

· You must find Johnny Rotten before you can find Robert Foster and Bonzo Tannen.

1) Regulator Country (Robert Foster, Bonzo Tannen)
· Talk to Johnny Rotten to find out where Robert Foster is (3. Hyde in the Dark).

· Go to Minefield and find Robert. He is standing at the top of the steep slope near the Minefield map marker, holding a double barrelled shotgun.

· Talk to him and discover that he is being pursued by Regulators. Use any of the dialogue options to make him run away.

· Follow Robert to Scrapyard.

· Talk to Robert and offer to help him fight the Regulators.

· Kill the Regulators, then talk to Robert about his plan. Offer to help him. Robert will now become your follower.

· Search the lead Regulator and take the Wanted note. Read it to find out that their brahmin is trained to go home to their headquarters.

· Go to the Scrapyard entrance and "Activate" the pack brahmin. Slap him twice and start following him.

· Follow the pack brahmin all the way to the entrance to The Junction.

· Robert will ask you what you want to do. Choose either to a) talk to the Regulators, or b) fight the Regulators.

· If you choose to talk to them, Robert will not follow you.

· If you choose to fight them, Robert will follow you.

a) Talk to the Regulators
· NOTE: If at any time you open fire on the Regulators, and they become hostile to you, this quest will cancel itself and you will have to fight them (see b) Fight the Regulators).
· Enter the Junction

· Travel through the maintenance tunnel and exit out the rear. You are now in The Junction. Walk out of the tunnel, turn left, and go up the stairs to the bridge. Walk across the bridge towards the Regulator guards.
· You will be approached by Regulator Wallace. Use the dialogue options to convince him to let you through. Be careful not to be rude, or he will open fire.

· Wallace will tell you to go talk to Dafoe. Continue further into the complex until you find a large open square with a fountain in the middle. At the far end is a large building (the university). Regulator Dafoe is on the 2nd floor of this building.

· Talk to Dafoe about Bonzo. He will tell you about the Junction's history. After you talk to him, a new sub-objective will appear: "Find out the true history of the Junction".
· Talk to Quartermaster Quincy about the Junction. She will give you a key to the Distillery.

· Check the chalkboard near Dafoe. You will see a Blue Line Bus Ticket hanging from the frame of the chalkboard. Take it and read the letter.

· Go to the ticket booth under the bridge. Inside is a key dispenser. “Activate” it, and use your Blue Line Ticket on it. You will get a key for locker #3.

· Use the key to unlock the locker. Inside you will find a note, “The Junction Conspiracy (part 1)”. The note also gives the location of the key to the general store: the flowerpot beside the door.

The Distillery

· Enter the Distillery. There is an access card stuck inside one of the distilling machines. You need this to unlock the wall safe at the back of the factory. 

· Go to the back of the factory and “activate” the ham radio to take the Robco fusion cell.

· Go to the work tables in the middle of the factory and take the steel rope.

· Go to the crane and “activate” it. Move it so that it is directly underneath the large crates.

· Use the steel rope to attach the crane to the crates. Move the crane up to move the crates away.

· Go to the brick wall and find the loose brick. “Activate” it and take the Robco fusion cells.

· Use the 3 Robco fusion cells on the 3 distilling machines.

· One of the distilling machines is blocked up with beer bottles. Take all the bottles to unblock it.

· Go to the terminal at the back of the factory and use it to turn on the distilling machines.

· Take the access card from the distilling machine.

· Use the terminal again, and unlock the wall safe.

· Open the wall safe and take the note: “The Junction Conspiracy (part 3)”
The General Store

· The key to the door is in the left flowerpot beside the door.

· Enter the store and “activate” the door at the back. You need to find a way to clear the rubble.

· Take the shovel on one of the store shelves. Take the sledgehammer underneath the counter.
· Use the sledgehammer to break the rubble into small pieces, and then the shovel to clear the rubble aside.

· Go upstairs and into the bathroom. Investigate the skeleton in the bathtub. You will get a key.

· Use the key on the footlocker in the bedroom. You will find a note: “The Junction Conspiracy (part 2)”.
The Cafe / The University
· Go to the cafe near the Junction’s main road. One of the tables has a tipped over glass. Examine it. You need to find a way to examine what’s behind the sewer grate.

· Go back to the maintenance tunnel you came into the Junction from. The hallway with the dead end has a sewer grate on the floor. Use it. You will find yourself in the sewer grate.
· Examine and taste the white powder on the ground.
· Travel back to the university. On the ground floor are 3 desks, each with a test tube rack. Try each rack until you find the rack that matches the taste of the powder at the Cafe. The correct one is on the desk nearest to the lockers. Read the note beside the rack.

· If you have 1) tasted the powder at the Cafe, 2) found the matching powder in the university, 3) read the note about the powder, you will get the note: “The Junction Conspiracy (part 4)”.

· Open the desk that had the tube rack with the matching white powder. Take the “References for Dexys Compound” note.

· Go to the library (destroyed side building in the main square).

· Open the cabinets and find the microfiche.

· Fix the microfiche machine. You will need a pilot light and a sensor module. Both can be found in the university.

· Use the microfiche on the machine. You will get a note: “The Junction Conspiracy (part 5)”
· You now have all the parts of the Junction Conspiracy. Go talk to Dafoe and show him this information.

· He will ask you what you think happened. Tell him that Junction’s independence was no accident, that the citizens worked to keep it that way, that Jack Horner knew about it, and that they killed him and made it look like an accident.

· Dafoe will now think about releasing Bonzo, however you must first go and help Wallace fend off a supermutant attack.

· Go to the bridge and help Wallace defend the bridge against the 3 waves of supermutants.

· Wallace will tell you to go check on the square. Defend the square against the supermutant attack.

· After the supermutants are defeated, go talk to Dafoe. He will agree to release Bonzo.

· You can also search the supermutants for a scrap of paper which gives clues as to why they attacked. Show this to Dafoe.

· Go collect Bonzo and leave the Junction. Robert will meet you at the entrance, and both he and Bonzo will return to Arefu.

b) Fight the Regulators
· The objective here is to fight your way through the Regulator defences, and to get to Dafoe’s safe. In the safe are the keys to unlock Bonzo’s jail cell.

· There are 2 ways to get into the main square. One is via the trenches, and the other is via the sky bridge. Use either one, depending on your play style.

· There is a side entrance to the square’s main building, found in the small alleyway at the side of the building. You can use this for a sneak attack, or to get in and steal the keys undetected.
· The supermutants will attack once you have the jail keys.

· Once you have Bonzo, leave the Junction. Robert will meet you at the entrance, and both he and Bonzo will return to Arefu.

2) The Gamma Gambit (Devon Sawa)
· Talk to Henry Keller in Arefu. Find out that he used to be in the Brotherhood of Steel, and then ask him about Devon Sawa. He will suggest that you talk to Crazy Legs Larry.
· Talk to Crazy Legs Larry. He will give you the location of Devon’s squad, for a price.
· Henry will ask you to find a new gun for him, and Larry will ask you to find an AK-102 for him from Bunker Gamma. This gun can be found in the locked room inside Bunker Gamma. You can either give it to Henry for caps, or to Larry for a discount on his goods (and bad karma).

· Go to Bunker Gamma. You will see Wolf Squad patrolling outside.

· Talk to Star Paladin Garrett. Convince him that you can help them.

· Go into the maintenance tunnel and into the room flooded with water. “Activate” each valve until all 4 are lit up, then turn the valve in the middle of the room. The water will drain out.

· Go talk to Garrett. He will now follow you.

· Enter Bunker Gamma and clear the first room of Enclave troops.

· Take the pilot light on the work table (if you don’t already have one).

· Go into the second room either through the ground or the top door. Fight the Enclave.

· Garrett will inform you that more Enclave are coming. You must find a way to lock down the main door. The main door is controlled via a terminal in the control room on the second floor. There is no power going to it, so you must restore the power.

· Go to the rear of the control room and pick up the wire pile on the floor.

· Go back to the first room and into the power generator room. “Activate” the powered down generator to fix it (requires 1 wire pile and 1 pilot light)
· Return to the control room and use the terminal to lock down the main door.

· Clear out any remaining Enclave. Garrett will approach you and tell you that the area is secured.

· Talk to Devon and convince her to rejoin the Caravan.

· Unlock the locked bunker door using the control terminal. Enter the bunker and take what you want.

· There are two Dragunov rifles in this room. One is playable, and the other is to be given to Johnny Rotten (3. Hyde in the Dark).

3) Hyde in the Dark (Johnny Rotten)
· Go to the Common House in Arefu.

· Talk to Fiona and ask her about Johnny. She will tell you that he used to stay with them, and had a bed in the back room.

· Check the last bunk bed in the back room. On the top bunk, you will find a cigarette pack and a ticket. Take the ticket. This will mark a new location on your map (Hyde Park Subway Station).

· Travel to Hyde Park Subway Station. Enter the station.

· The station is very dark. Turn on your pipboy light and travel through tunnel, towards the faint red light. Try flipping the switch. It will tell you that there is not enough power going to it.

· The rooms to the left and right of the main tunnel (the diner and the offices) have 2 power boxes you must turn on. Find them and turn them on.

· Try turning on the switch again. You will hear the power turn on, which will awaken a pack of ghouls. Kill them.

· Go to the diner. On the counter is a letter reminding the staff to return the bathroom key, and not to give it to Martin.

· Find Martin's cubicle in the offices (check the names printed on the sides of the cubicles). On Martin's desk you will find an Eat'o'tronic 3000 cash card. Take it.

· Go to the Eat'o'tronic 3000 near the entrance of the subway station and use the card to open it.

· Take the bathroom key inside. Use it to unlock the bathroom.

· Drop down the hole in the ceiling. Follow the halls until you exit into the subway train tracks. Fight off the ghouls.

· At the fork of the train tracks, turn right. Go behind the broken train to find a maintenance exit. 

· You will emerge onto a balcony overlooking the subway platform. Go down the walkway stairs. Keep going down the rubble slope and jump down. Enter the maintenance tunnel. Open the door at the end of the tunnel. 
· You will find yourself at the end of a long tunnel. Travel to the end of it and use the intercom beside the door.

· Talk to the intercom operator about Johnny. She will ask you to help her find a typewriter.

· Go back to the subway offices and find a typewriter. It is in the “B. Grimm” cubicle. Go back to the intercom. Fight off any ghouls you encounter. 

· Tell her you have a typewriter, and she will let you in.

·  Go down to the second level and find Willie. Talk to her to give her the typewriter.
· Go down to ground level and travel to the very rear. You will find Johnny Rotten near the campfire.

· Talk to Johnny, and discover that he is broken up about his special “lady friend”.

· Ask Johnny about Robert Foster. He will tell you that Robert likes to go to Minefield sometimes.

· Talk to Willie about Johnny’s lady friend. She will tell you that it is his SVD Dragunov sniper rifle, which has gone missing.

· A Dragunov can be found in the locked room in Bunker Gamma (2. The Gamma Gambit). Take both Dragunovs that you find there, and give one to Johnny.

· Once Johnny has a Dragunov, he will agree to rejoin the Famous Five.

DC Memoirs (9 in total)
Willie needs help finding materials for her book. There are 9 in total. They will become active once you get the quest from her. Give her all 9 for a reward.
Sunken Overpass

· Floor of Marsha’s living area

Hyde Park Subway Station:

· Garcez desk in the offices

· Suitcase at the top of the escalator

The Junction:

· Cafe table near the potted plant
· Broken refrigerator in the alleyway

· Desk in the large chasm of the university

Bunker Gamma:

· Table top inside the locked room
Crash Site:

· Wall safe in the Circle K Grocer
· Bench near the crash site
4) Unfinished quest (Victoria Persaud)
· Go to Springvale and find the trapdoor in one of the ruined houses (the burned house next to the children’s playground).
· Knock on the trapdoor and use the dialogue options to convince the occupant to open it.

· Rym, Victoria's older sister, will tell you that Victoria is missing.

· Investigate the chalkboard near the mattress. Move the poster and look at the map of DC. Victoria is in Fairfax Ruins.

· Go to Fairfax Ruins and head for the large open square. Help Victoria fight off the raiders.

· Tell Victoria about the Crimson Caravan. She will return to Arefu. 

ACT 2: End

· Once you have all of the Famous Five back in Arefu, go talk to Leeanne. A new option will appear under “About the Famous Five...”, allowing you to tell her that the crew are back together again. She will now return to Arefu.

· Return to Arefu and head for the undersection. This will trigger Sam to come talk to you. He will welcome you into the Crimson Caravan.
· You can now hire any of the Famous Five as followers. They can be customized through their dialogue options (equipment, tactics, go home, wait here). They will follow you once you have an active job, which you can get from the board at the front of the Crimson Caravan. You can only have 2 crew members at a time.

· The jobs are currently unfinished. You can select them from the board, but you cannot do the jobs.

· Sam will give you a Crimson Caravan Tracker. To use it, put it on like an apparel item, and this will open a menu once you exit your pipboy. Use this to call Leeanne's caravan home, or to send her out. You can also use it to control your own crew (fall in, wait here), or to cancel a job.

· You now have a bed and footlocker in the living quarters of the Crimson Caravan. You can also use the first aid station. The leftmost cabinet near the stairs is also unlocked, and contains various armors.
· You now have pack brahmin of your own. He is at the Arefu entrance by default. "Activate" him to open a control menu, where you can see his inventory, give him directions on how to follow, and so on.
ACT 3: Unfinished
Act 3 involves the jobs that you will do for the Crimson Caravan. This act is not yet finished.
