Some way for non-Paladin characters to get the Reynald stuff. Bylanna/Brega?

Anarg’s sword should show up in a cabinet with an info point if he moves into the stronghold. When he goes crazy, the info point would change to say that the sword had vanished. The weapon would be an Unholy Reaver.

Un-comment stuff in reynald dialogue file and finish fallen paladin stuff. Also un-comment line to spawn the messenger from Anarg in the TP2.

Ability to get Kamir out the Graveyard without killing him, somehow tied in with the Fallen Paladin plot.

 I'm writing Anarg badly. Would be better perhaps if he wasn't openly evil, but apparently trying to be good without the restrictions of the Order?

 Ironically, it could turn out that Ryan Trawl was wrong or lying about them smuggling, etc. Blurring of good/evil, but need to check characterisation.

Good NPCs aren't gonna be impressed with killing Ryan Trawl or Wessalen.

Need to implement assassination of Ryan Trawl. Reynald should tell you he'll be in the government district at night. You kill him and get the key to a chest in the Order building, from which you get Anarg's cup.

Later on, Anarg comes to claim that the Shadow Thieves are responsible for the death of Ryan Trawl.

Speech dialogue: ~Noble Prelate Wessalen was poisoned: a cowardly and deceitful attack from an equally vile source. The Shadow Thieves cannot be allowed to escape justice!~

Fallen Paladins can't ask you to wipe out Shadow Thieves (especially if you sided with them), so you should have to subtly retaliate against them without leaving evidence, maybe? OR the stronghold quest is delayed until chapter 6. OR paladins offer own path to Brynnlaw? Actually, maybe Anarg should be aware of PC tie with shadow thieves, and send PC to negotiate.

After killing the paladin/ogres, there should be some very interesting dialogue options with Garren Windspear if you’ve already wiped out the Radiant Heart in Athkatla. This would be a good place to learn of what Firkraag really is, getting a free ticket down to the ‘man’ himself by speaking to the gate guards and explaining that you want to talk to him. Alternatively, the party could still go through and kill everyone there, but Firkraag’d be a touch annoyed about that, and an XP reward for negotiating with the guards should offset any player fear that it could turn out worse for them. The other option is of course that if you fight your way down to Firkraag he doesn’t want to help you, in which case proceed as before.

From here, the quest can be concluded with the PC killing Garren and taking the deed to the Windspear Hills to Firkraag. This could even be the act that Ol’ Sparky requires to join the PC’s side.

Qwinn’s Quest:

If the player returns to the Magistrate, she tells the player that she did hire Reynalt and that he's been posted at the city gates. When you talk to him, he's very upset. He's become aware that one of the guards has been taking bribes from smugglers, specifically black lotus smugglers (this would tie in nicely with the cut scene you get at the City gates in the unmodded game, where a lotus smuggler does indeed bribe a guard at the city gates to let him through - in fact the "soldier" remains at the City Gate and you can repeatedly ask him about black lotus and he just tells you to get lost).

The player notices that Reynalt seems inordinately upset about it, and can get Reynalt to explain how he fell: his girlfriend became addicted to black lotus, and either convinced him to get her some or just convinced him not to turn her in, thus breaking the law and causing his fall.

He can't do anything about the smuggling, though, because he's not sure which of the guards is doing it or who the lotus smuggler is. If he knew who either the guard or the smuggler was, he could catch him in the act and thus have evidence.

The player can then find Reynalt's ex in the lotus den in the Coronet. By threatening, bribing, or with a high charisma convincing her you're a fellow junkie, he can get Reynalt's ex-girlfriend to tell you how to find her source. Stick in an intermediary source somewhere in the city who then describes to you -his- source, the guy who actually brings it into the city. PC then goes back to Reynalt and gives him the detailed description. He says he recognizes the smuggler by your description, and knows that it's always the head guard of the city gates, a very tough customer, that lets that trader through. He asks you for help, and if you agree, to come back that night.

If the player comes back at night, a cut scene begins: the smuggler appears and tries to get through again. The head guard is prepared to let him through, but Reynalt challenges him and attempts to search the smuggler. The head guard takes the still somewhat naive Reynalt by surprise and strikes him down (not dead yet). Do not change the Guard's posture at this time - leave him neutral (blue). If at this point the player just force-attacks the corrupt guard, Reynalt will die and the PC will take the appropriate reputation hits because the PC won't have a strong enough defense without Reynalt as a witness. If, however, the player talks to Reynalt, he says he's mortally wounded and will die shortly, and then passes out. I don't know if this next part can be done easily, but if you can, give the player like 10 seconds to cast any cure spell on Reynalt, else he dies (and a subtitle appears over his head indicating that he has finally bled to death, as a hint to the player that he could've done something about it during the pause). If he dies, the quest ends. If the player does cure him, then Reynalt gets back up (with however many hit points the cure put him above 1hp, so hopefully the PC cast Heal!) and challenges the head guard to battle. That turns the head guard red and he can now be killed without a reputation hit. Make him really tough, lots of hp and AC (give him good AC items, maybe a Cloak of Protection +2 that can already be upgraded by Cespenar in ToB, and/or a nice magic plate mail, as loot for the player), tough enough that Reynalt -needs- the party's help in order to kill him. If the guard is killed, and Reynalt doesn't die during this fight, cut scene to his paladinhood being restored. He thanks you profusely and asks you to report what happened to the Magistrate for him (and thus also acting as witnesses for him). If you do so, the Magistrate thanks you and gives you a small additional reward and tells you that she's promoting Reynalt to head guard at the city gate.

Head back to Reynalt. As he thanks you again, a man from the Order approaches. Reynalt has to choose between being head guard or being readmitted into the Order (or with a high charisma, the PC can convince the Order that he should be -both-, after all, it doesn't hurt to have one of their number as a head guard at the city gates).

If you wanted to go nuts and go for an absurdly happy ending, you could add a bit a few game weeks later where the PC can motivate his girlfriend (who's now broken her habit as a result of the supply drying up) to go back to him and ask forgiveness. If this option is taken, you can add an appropriate "stop wasting your life away" option to the earlier conversation when she tells you her source.

So whatcha think? I hope you like it, but feel free to tell me if it sucks. If you like it but you're already backed up with other projects, let me know - I've got an itch to try my own hand at modding (I'm a programmer by trade) and might be willing to lend a hand if you'd be willing to let me build on what you've already done.

