Thieves

Carrack's quest needs interjections. Korgan should say it serves Booter right for being so loose-lipped. Yoshimo might mention really not wanting to get on thier bad side at some point. I think Nalia should comment on how terrible it is to lose your family... but that only makes sense if you've done the Keep. Jaheira or Mazzy instead, on the loss of a loved one and desire for revenge? Maybe Keldorn should say something there as well, though it could be tricky to get it right depending on the status of his family quest. Booter's stories call for some commentary as well, ranging from "That's awful! I can't listen to any more!" (Aerie) to "I would have done the same" (Viconia?).
Various party members could mention how this is further evidence of the brutality/ruthlessness of the Shadow Thieves. Interjections like this are appropriate at various points throughout the quest, and would provide further justification for returning in Chapter 6. Come to think of it, does Carrack resurface in Brega's quest? It would be a nice touch if he did.

After killing Aran:

according to the commoners and merchants, crime is still terrible in the district. There's just no helping some people.

When you meet him, he doesn't give his common "Greetings, I'm Edwin Odesseirion" greeting, instead he jumps directly to the part where he offers his assistance to bring down Mae'Var. If you accept, he joins up, and I guess you would have to go and get the evidence, but then Renal is gone, and another guy stands there. If you don't accept him, then he has nothing to say to you. There was a way CLUAConsonole should have solved it, but it didn't work for me. Anyway, I go to Aran instead, so I can at least finish the quest. I don't know if this problem is related to the new quest pack or the old one.

Apparently, this can happen if you leave his quests until Ch. 6. I have no idea what mods might cause it though, or if it's even mod-related at all. In the one game where it happened to me, Renal was still there to finish the major quest though.
Make it possible to pay Renal off with the Thieves’ Stronghold without returning to guildhall? Or have Andyr do it in S&S.

If Edwin already told you about Mae’Var’s treachery, then you reject him and he goes to the coronet, then you confess to Mae’var, he repeats his talk about what Mae’Var’s up to. He should just skip to the end of it, because it works fine from there.

Finish cleric quest.

Does casting Knock on Mae’Var’s chest break anything?

After you’ve cleared out Aran’s lair for Brega, replace the areas with D00328 and so on, which are copies of AR0306 but with guards in clearing it out. AR0329 would be locked because it’s too big to fill easily. Meet someone in there who says “With Aran gone, I’ve been assigned the task of securing the area and clearing out the remnants of the Shadow Thief presence. There’s this troublesome fellow named Mae’Var still around, blah blah blah.” Somehow work in the Council’s anger at Aran’s death because one of their members is a Shadow Thief.

Player should still be given thieves guild after doing coup.

I would be nice if you could tell Mae'Var about Edwin's treachery (i.e. revealing the location of the documents).  Of course you'd have to provide for players who'd already told Rayic they'd bring Edwin to him; "Erm, I'm afraid Edwin fell afoul of someone else before we could bring him to you.  In fact, I'm sure you probably heard the screams all the way over here... Here's your ring back, anyway."

Both guards and Larell’s men should spawn in AR0307/29 during battle.

If you're after more Shadow Thief quest ideas, perhaps something involving the various priests in the group? There's a great deal of animosity between Cyric and Mask, so stirring up some trouble between Shadow Thief followers of the two gods shouldn't be very difficult... (Note: Suggest this should start in AR0306 after the chapter 2 portion of the Renal/Mae’Var scenario has played out. A cleric should speak with the player—Renal/Larell should not be involved too heavily. Mae’Var’s Priest of Cyric can be involved.)

For the first Mae'Var quest (steal the statuette / ring), how about an alternative to stealing the item? The Lathanderites might be persuaded to give you the statuette simply on the grounds it would help an innocent in need, whilst the Tallassians would probably demand serious cash.  Or perhaps they'd be willing to let it go if you got the statuette for them (with the same steal/tell your sob story solution).

Ama should make an appearance if you side with Mae'Var.

Reynald involvement: if you're working for Larell, Reynald turns up with the city guards during the coup. Maybe he can be persuaded not to attack you since you did him a good turn earlier. Already partially implemented in area script. 

If you're working for Brega, Reynald will be one of the guards sent down to help with the assault.

Some city guards turning up while the coup in Aran's lair is taking place? 

Imprisoned Renal should be in Aran's lair even in chapter 2.

Out-of-work but still loyal troops appear around city? (New random encounters.)

Add auto-save to Rayic’s house.

Anishai gets into Aran’s lair from the back during Larell assault.

Mae'Var sends Anishai to help destroy Bodhi?

Good reward item for taking down Aran for Brega?

Expand thieving opportunities around Athkatla? 

Hmm, perhaps provision could be for if you agree to plant the forged letter implicating Renal, but "accidentally" plant the real letter implicating Mae'Var instead. Both? Renal hires expert to identify forgery.

Automated thieves’ stronghold.

Edwin interaction with Mae’Var? (“Ah, Edwin, I trust you’re keeping them busy blah blah blah.”)

Brega’s "quest completes, here's your EXP" speech is well done, though. Makes me wonder if he's going to ask us to do more jobs for him.....perhaps he might point the party toward the Fallen Paladins quest, if you haven't already done so by x days.

Telling Edwin you remain loyal to Mae'var results in him calling you a traitor and summoning guards. I didn't kill him, just ran - talked to Mae'var, who still told me to talk to Edwin. –solution = tell Mae’Var of Edwin’s treachery (TEST THIS PATH OUT)

If you kill Aran in chapter 2 without killing Mae'Var, Larell or Mae'Var should move into his lair.

If you kill Aran in chapter 2 having killed Mae'Var, Larell should move into both Aran and Mae'Var's lairs.

Night Knives need to actually move into Aran's lair if you work with Larell, or Mae'Var's men if you betray Larell at the end.

Good aligned thief stronghold?

Dialog1.d:

IF ~~ THEN BEGIN MV_14a

SAY ~You did what?! You have some nerve, betraying me and returning to my own guildhall. You will not leave this place alive!~

// NOTE: ADD MENTION OF "HOW DID YOU EVER GET THOSE DOCUMENTS?" HERE, ALLOWING BETRAYAL OF EDWIN.

  IF ~~ THEN DO ~Shout(89)

Enemy()~ EXIT

END

