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Arefu Expanded

Complete Walkthrough
by Jeff Leung
Introduction
This is a complete walkthrough for Arefu Expanded. Karma and experience rewards for completing objectives have been marked in bold.
The one big clue is to talk to everyone, and pay attention to what they have to say. Clues to solving a quest are often found in the conversations. All of the quests have non-violent solutions, with two exceptions (both of these occur outside of Arefu). If you want to finish the quests and get your rewards, keep your violent tendencies at check while inside Arefu!
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I. Quests
1. The House That Armitage Built
· Talk to Jesse and ask about Arefu.

· Ask about "who lives in that house in the far side?". The quest will become activated.

· Go investigate the house.

· If you have a science skill of 90, you'll be able to examine the door and find out that it is sealed tight with military locks (15 xp).

· OR, talk to Pamela Vasquez, the woman hanging around beside the house. She is too sad to talk to you, so you need to first solve her love problems.

· You can try a "force speech" on her to snap her out of her mood (10 xp), or sweet talk her if you have the Black Widow or Lady Killer perks. 

· OR you can deliver her message to Henry Keller (the man in the armor at the town entrance).

· Henry will give you a message. Deliver the message to Pam. When she asks you for your opinion, you can tell her to leave Henry (+30 xp, +20 good karma), stay with him (+30 xp, -20 bad karma), or simply wish her luck with the meeting (neutral karma).

· Tell Mary Keller about Henry’s cheating (+20 good karma, +20 xp). She will thank you and welcome you into the Keller trailer any. A spare key to the house is under the front door, behind the cinder bricks.

· Pam is now willing to talk. Ask her about the house. She will tell you that it's deserted (15 xp)
· After you've gotten this information (either from talking to Pam or examining the door), go back and talk to Jesse.

· Jesse will admit that the place is deserted.

· Ask Jesse what you need to do to earn the house. He will tell you about a recipe he is working on.

· If you have a high enough charisma and speech skill, there will be an option to talk Jesse into giving you the keys.

· Find all the ingredients for the recipe and give it to Jesse (150 xp).

· 1 bottle of Brahmin milk. This can be found in a crate inside the Brahmin pen at the base of Arefu (15 xp). To get into the pen, jump down via the bridge, and then exit using the pile of tires.
· 1 bag of potatoes, earned from Fiona (see The Sleaze).

· 1 batch of wild mushrooms. Get it from the cave near Arefu (see Far From Home).

· 2 purified water (common, buy from Marie).

· 2 Yao Guai meat (common).

· Jesse’s stove also needs to be tweaked.
· You can try to do it yourself (90 repair) (30 xp).
· OR get Harry Herston to do it for you (See Harry Herston).
· Once you give Jesse the ingredients, and tell him that the stove is fixed, he’ll give you the keys to the house.
· Go claim your new property.
· Examine the ray of light coming from the walls near the lockers. To see it better, turn off the lights in the room (light switch on the wall, and the bedside lamp).
· You will need something to put into the pinhole to activate the switch. Use a pencil. There is one on the bedside table (+10 xp). The metal walls will slide open to reveal an elevator.
· Try activating the elevator. It appears to be disabled. You’ll have to find someone to help you.
· Talk to Jesse about the elevator, and he will tell you he didn’t even know it existed. He’ll tell you to go talk to Marcus Ramsey, an engineer who did some work for Armitage.
· You can also ask Harry to help you try and repair it, but he will refer you to Marcus as well.

· See the “Marcus Ramsey” section. The quest will end once you get Marcus to help you activate the elevator.

Harry Herston

· Talk to Harry. Talk to him about “so you’re the mechanic?”. He will tell you he isn’t working as quickly as he used to.
· Ask about helping him. He needs help finding his 3 gold-colored tools, which he threw down into the wasteland (east from his house).
· Go down and find the 3 tools (a hammer, a wrench, and a saw). 2 are around the big rock and tree immediately east of Harry’s house.
· Go to the abandoned campfire and read the Scavenger’s note.
· The 3rd and last tool is in the Scavenger’s loot box, which is inside one of the bathrooms in North Seneca Station. 
· Go to the station and kill the raiders patrolling outside.
· Go into the station’s bathroom (ladies side), and Benton will approach you. You can convince him to trade with you with your speech skill, or if you have the Scoundrel and Scrounger perks (15 xp). You will find Harry’s Saw in his trade inventory. You can also simply kill him and take his key (-30 bad karma if you kill him yourself). The key will unlock the men’s bathroom door. Harry’s saw is inside the ammo box in the middle stall.
· Return the tools to Harry for free (+100 xp, +20 good karma).

· OR ask for a fee. 100 caps, or 200 caps if your barter is higher than 50 (100 OR 200 caps, +100 xp).
· Harry will now repair things for you. He can help you repair the outhouse at the back of town, Marie’s operating table (requires 1 sensor module), and Jesse’s stove. You gain 20 xp for each item that gets fixed.
Marcus Ramsey
· You need to help Marcus win the chess game, so that he’ll help you fix the elevator. 
· Ask him about “how’s the game going?”. He’ll mention needing “Gypsy magic” to help him win.
· Go to Marie’s clinic at the back of town. Fix her operating table to get a discount on items you buy from her.
· You can fix the table yourself if you have 70 repair and 1 sensor module (30 xp), or you can get Harry to help you (see Harry Herston).
· Talk to Marie and choose “So are you the doc around here?”. You will find out that she is a Gypsy.
· Ask her if she has anything that would help with gambling.
· She will give you 2 options: the Master Gambling Oil (neutral karma), or the Snake Charm Bag (bad karma).
· For the Master Gambling Oil: 
· Give it to Marcus to drink, and he will tie the game against Xu (40 xp).
· For the Snake Charm Bag:
· Go to Xu and “activate” him. Pluck a piece of hair from him.
· Go to the Commons and find the bed with the Chinese officer’s cap and Chinese officer’s sword. This is Xu’s living area. You can also talk to Fiona and ask her which bed is Xu’s, or wait until night time to see which bed Xu gets into.
· Put the piece of hair and the Snake’s Charm Bag inside his footlocker (-20 bad karma).
· Go back to the chess game and find out that Marcus has finally won the game (80 xp).
· Ask Marcus about the elevator. He will help you fix it (60 xp).
· You can also try to convince Xu to let Marcus win, after you find out that Marcus has been losing.

· You can threaten him (requires strength of 9 or higher and medium speech skill) (20 xp, -10 bad karma).

· You can charm him (requires charisma of 9 or higher and medium speech skill) (20 xp)

· You can convince him with your speech skill (very hard) and 1000 caps (20 xp)

2. Pandora’s Box

· Talk to Manny Herston. Ask him “who are you?”. Offer to help him find the toy cars, and the quest will become active.

· 3 cars are in town (1 in the Common House, 1 at the rear of the undersection, 1 in the Keller trailer). The last one will have to be found in the wasteland.

· Return the 4 cars to Manny for free (60 xp, +15 good karma). 

· OR, tell him you want 200 caps for them (+200 caps, -15 bad karma).

· He will give you a clue as to the whereabouts of the secret stash. It is in the outhouse at the rear of town.

· To get Manny to give you the straight answer, you can try to threaten him with your speech skill (hard) (-10 bad karma).

· If you have the Child at Heart perk, you will get a dialogue option to coax the answer out of him (15 xp).

· Go to the outhouse and examine it. It needs to be unclogged.

· If you have a repair of 85 and 1 plunger you will be able to fix it (30 xp). A free plunger can be found in the Herston residence.

· If not, you will need to get Harry Herston's help (see Harry Herston section).

· Once the outhouse is unclogged, a stash box will appear.

· Open it and take all the items, including a piece of lingerie and a note. The note will trigger the next objective: find out who the stash box belongs to.

· Talk to Crash, as he seems to hang around the rear a lot.
· He knows something, but he can’t seem to remember. To get him to talk, you’re going to have to either give him some Jet, or cure his addiction.

· You can cure him by trying to persuade him to stop (25 xp, +10 good karma), or give him a piece of bubble gum (40 xp, +10 good karma). Gum can be bought from Jesse.
· He will tell you that he has seen someone around the outhouses on weekend nights (15 xp)
· You can also ask Marie or Fiona, but they don’t have any specific information.
· Talk to Crash again, ask him “how’s the rehab” or “how’s the gum” (depending on which route you chose), and he will give you a key. It unlocks an ammo box on the roof of Evan King’s house. The roof can be accessed from a ladder near the town center.
· Wait until Saturday or Sunday night to see who shows up at the outhouses.
· It's Jeremiah! Go up and talk to him. He will flee.

· Time to go tell someone about this. You can either:

· Talk to Mediah first, OR

· Talk to Mary Keller first (the lingerie belongs to Mary).

· Possible solutions:
· Talk to Mediah, and give the lingerie to her for free (200 xp, +50 good karma), or sell it back to her (200 xp, 400 caps, neutral karma). The quest will finish after you choose either option.
· Talk to Mary, and either blame it on yourself (200 xp, +50 good karma), or blame it on Jeremiah (200 xp, -50 bad karma). Then go back and tell Mediah what you did: blamed it on yourself (+20 good karma), or blamed it on Jeremiah (-20 bad karma). The quest will end after you tell Mediah.
3. Far From Home

· Talk to Harry Herston. A dialogue option about his deceased wife will appear when you talk to Manny Herston about “where are your parents?”, or when you accept Harry’s request to help him find his tools.
· Harry will tell you that his wife is missing, but he won’t go into details. The quest is now active.

· Go talk to Mediah Franklin. Ask about where she and Amy were attacked. She will mark the location for you on your map (near Megaton).
· You can also talk to other townspeople about Amy, but they don’t have any specific information.
· Go explore the area. Follow a trail of blood and bones to a cave door on the cliff side.

· Make your way through the hideout. Dispose of the raiders and be careful of the traps. You will find Amy lying on a mattress in one of the rooms.

· Try to heal Amy:
· Heal her yourself if you have a medicine skill of 90 (also needs 1 stimpak and 1 medical brace) (30 xp, +50 good karma). A spare medical brace can be found in the room with the floor safe.

· If your skill is too low, Go back to Arefu and get Marie to come help you. Marie will join you as a follower. Simply bring her to Amy and she will take care of the rest  (30 xp, +50 good karma)
· Put her out of her misery (30 xp, -50 bad karma). 

· If you heal her, she will regain consciousness, and you must lead her back to Arefu safely. She will also ask you to find her belongings. It is a bag that is being stored in a floor safe in one of the rooms. The key to the safe is with the Raider Captain, who you will encounter in the large cave room.

· I recommend leaving Amy in the room that you find her in, clearing the hideout of Raiders, and then going back to get her.

· How the ending plays out will depend on whether Amy lives or dies.

Amy dies:

· If you suffocate Amy:
· Go back to Arefu and tell Harry (neutral karma)
· If you kill Amy after she is healed:
· Go back to Arefu and tell Harry that either you killed her (neutral karma), or that the enemy killed her (-20 bad karma).

· If an enemy kills Amy:
· Go back to Arefu and tell Harry that either you killed her (-20 bad karma), or that the enemy killed her (neutral karma).

· Harry will also ask you if you found Amy’s belongings. If you have Amy’s bag, you can give it back to him (+20 good karma, 50 xp).
· The quest will end once you deliver the news to Harry (200 xp).
· If you want, you can bury Amy’s dead body. Just “activate” her dead body, and choose the burial option (+20 good karma if you didn’t kill her yourself, 20 xp for burial).
Amy lives:

· Go back to Arefu and approach Harry. He will thank you. You can choose to take his money reward (neutral karma), ask for more (-30 bad karma), or refuse any money (+30 good karma).
· The quest will finish after Amy talks to you (200 xp). If you found Amy’s bag, you will get extra experience (50 xp).
· Once Amy has been returned to Arefu, you can ask her about where to find wild mushrooms (one of the ingredients of Jesse’s stew, see The House That Armitage Built). She will tell you it is in a cave just west of Arefu, near the sunken ship.
· To find the mushrooms yourself, you could simply go exploring, OR you can go to the Herston home and find Amy’s journal entry, which will tell you the location of the mushrooms. You will need to find the 3 note scraps that make up the note. They are in the garbage can, under the double bed mattress, and in the roof trunk (20 xp for assembling the note).
4. The Sleaze

· Go talk to Fiona in the Common House.

· If Jesse’s quest is active, you can ask her about the potatoes. She will tell you she doesn’t sell them. It looks like you’ll have to do something special for her.

· She will ask you to look into her missing camera. She is convinced that Crazy Legs Larry stole it. She will also tell you that Larry is in some kind of trouble with the authorities.

· If you want to bypass the quest, you can threaten her into giving you the potatoes. This will require a strength of 8 or higher, and a speech skill greater than 80 (+50 xp, -50 bad karma).

· Go ask Mary Keller about Larry. She will tell you that Larry is in some kind of trouble with the Brotherhood of Steel (clue discovered: WHO is after him).

· Go ask David Xu about Larry. He will mention that he is wanted for stealing military goods from Bunker Gamma (clue discovered: WHY he is on the run).

· You can also talk to the other townspeople about Larry, but they don’t know anything useful.

· You now have both clues. You need to use this to get Larry to run away from his store, so that you can search the store for the camera.

· Remember that Henry Keller is ex-Brotherhood. He mentioned that he has a Brotherhood terminal linked to their network in the Keller trailer.

· Gain access to the Keller trailer by either picking the lock (bad karma), talking Henry into giving it to you (in the “you’re ex-Brotherhood of Steel?” topic) or telling Mary Keller that Harry is cheating on her (see “The House That Armitage Built”).
· Both Henry and Mary have seduce options. If you are able to seduce either one, you will end up inside their trailer. Henry will give you a spare key, and Mary will tell you that there’s a spare key under the trailer door.
· Use Henry Keller’s terminal. It requires a password. Look around the room for clues. 

· The correct password is the date on the birthday poem found under the bed. Use it to gain access to the terminal (+15 xp).

· Go to “Security Reports”, then “Create New Report”. Use the 2 clues to forge an arrest warrant for Crazy Legs Larry. The warrant will be added to your notes (+30 xp).

· Show the warrant to Larry. He will panic and run away.

· The key to Larry’s safe is in the clean looking book on his display counter. The key to his footlocker is on his person. If you want to open it, you’ll have to steal it from him before you scare him away.
· Open Larry’s safe and take all the items inside, including Fiona’s camera (+10 xp). Since this is all stolen property, you won’t lose any karma.
· Return the camera to Fiona (+150 xp, +40 good karma). She will give you the potatoes.
· In Larry’s safe, you’ll also find a Chinese pistol belonging to David Xu. Return it to him for free (+20 xp, +10 good karma), or for 100 caps (+20 xp, 100 caps).
· Make sure you take everything you want from the safe and the ammo box. Once the camera is removed from the safe, it will trigger Larry to return, and your access to either container will be blocked.

II. Rewards
· A new player home, rewarded upon completing “The House That Armitage Built”. The home contains many features, including a jukebox, a bathing pool, a storage room, a kitchen and bar, an aquarium, light switches, remote access of the door and lights, and framed photos of classic stars. See the “Vault Features” message in the vault’s terminal for more details.

· A new radio station. This will appear on your Pipboy once you enter the personal vault.

· A unique Gypsy Ripper (40 damage, 15 critical damage). It is inside the floor safe of the personal vault, which will unlock once you finish all 4 quests.

· Armitage’s Katana (30 damage, 30 critical damage), found in the display case in the personal vault.

· Jesse’s stew. Restores health to 15, or 25 if you have the Fast Metabolism perk. Also increases damage resistance by 10 for 1 hour.
· Jesse will give you a free beer for bringing Amy back alive.

· Ammo box on the roof of Evan King’s house. It contains stimpaks and some grenades. Crash will give you the key once you cure him of his addiction.

· Outhouse stash box. It contains stimpaks and a Chinese Army Spec Ops Training Manual.
· Larry’s safe. It contains a copy of “Tales of a Junktown Jerky Vendor”.
· The patriotic bandana that Henry Keller wears can be bought from Mary Keller.

· The brown Wasteland Wanderer’s outfit can be bought from Crazy Legs Larry.

· The Arefu Doctor Fatigues can be bought from Marie.
