Companions
Khelgar

Quests: 

When you first meet Khelgar, he'll tell you of his desire to become a monk (for all the wrong reasons). You won't be able to do anything about this until you reach Neverwinter. In the Merchant Quarter there, inside the Temple of Tyr, you'll meet Prior Hlam. Pior Hlam will tell Khelgar that he'll need to pass three trials before he can become a monk: the Trial of the Maimed, the trial of the Even-Handed, and the Trial of Justice. You'll be given a quest entry for each trial. 

Trial of the Maimed: For this trial, Khelgar will need to make amends for wounding somebody in his past. You'll get just such an opportunity at the Dwarven Scouts area, which will show up on the world map after you've visited Old Owl Well. There you'll discover that the Ironfist Clan wasn't thrilled with Khelgar's decision to leave the clan and attempt to become a monk, but they'll forgive him once you've explored the area and picked up the Gauntlets of Ironfist, a relic of the clan. As of version 1.02, your quest journal won't update to let you know that you've completed this trial (it will still mention gaining influence with Khelgar), but finding the gauntlets and letting the Ironfist Clan know about it is all that you're required to do. 


Trial of the Even-Handed: For this trial, Khelgar will need to become less prejudiced about the people he's traveling with. Fortunately, unlike in real life, getting people in the game to change their views is pretty easy. Just tell Khelgar, "I wanted to ask you about some of our companions." If you have enough influence with him (7 points is enough), then the conversation will flow automatically, and you'll complete the trial. 

Trial of Justice: For this trial, Khelgar will need to learn "why he wished to fight." This will happen automatically after the Ember trial in Act II, when Khelgar declares how unjust the proceedings were. 

To complete the quest, you'll need to return to Hlam in the Temple of Tyr and let him know that Khelgar has completed the trials. Each time you "turn in" a trial, you'll receive 250 xp. After turning in all three, you'll be given the option of converting Khelgar into a monk. If you decide to do that, then Khelgar will become lawful good, and he'll drop to level 1 -- but he'll keep all of his experience, allowing you to advance him back up to his previous level. 

If you want to keep Khelgar a fighter, then all you can do is not let him convert into a monk. There's a dialogue option that makes it sound like you might be able to convince him that staying a fighter is fine, but you'll always fail the influence check on it, even if you raise your influence over Khelgar to 100 (the maximum). 

Influence
+/-1 I Weeping Willow Inn Help Gera without demanding money (+1), or refuse to help her (-1).
+/-1 I Swamp Cave When you meet up with Galen, antagonize his guards and tell them "We can settle this right now... if you're eager to die" (+1), or say "Enough" (-1).
 -1 I Bandit Toll Encounter Handle the bandits without fighting, and then tell Khelgar that you're the one making the decisions.
+/-1 I The Graveyard After discovering the dead soldier, agree that it is better to die with honor (+1), or decide that "dead is dead."

+1 I Maiden's Glade Agree to fight the wolves in the glade.
+/-1/+2 I Highcliff At the drunk sailors, offer to teach them a lesson (+2), threaten to kill them (+1), or attempt to reason with them (-1).
+/-1 I Sunken Flagon Tell Duncan that you plan to join the City Watch (+1), or tell him that you plan to join Moire's gang (-1).

+1 I Back Alley Before dealing with the City Watchmen (City Watch characters only), say that "gold is no reason for breaking the law."

+1 I Back Alley Fight the City Watchmen rather than trying to distract them.
+/-1 I Back Alley After reaching the weapons shipment (City Watch characters only), decide to take everything to the City Watch (+1), or loot it for your own needs (-1).

-1 I Smuggler's Warehouse After allowing Neeshka to loot the warehouse (City Watch characters only), admonish Khelgar for criticizing her.
+/-3 I Dwarven Scouts At the end of the conversation with Khulmar, tell Khelgar "We are with you" (+3), or else say "You don't need them" (-3).

-1 I Dwarven Scouts When you find the dead dwarf, say something uncomplimentary to Khelgar (like "I doubt you could have done much better").

+1 I Dwarven Scouts After freeing Khayar, tell him "I am honored."

-1 I Dwarven Scouts After freeing Khayar, call him a "fool" to Khelgar.

-1 I Dwarven Scouts After freeing Khayar, accuse Khelgar of being selfish.
+/-1 I Dwarven Scouts At the locked door inside the clanhold, say "We're not here as scavengers" (+1), or announce "Any treasure belongs to us now" (-1).
+/-4 I Dwarven Scouts Tell Khelgar that he can have the Gauntlets of Ironfist (+4), or keep them for yourself (-4).
+/-1 I Eyegouger Clan Let nature take its course with the wounded orcs (+1), or kill the orcs (-1).

-5 III Circle of the Mere When Elanee decides to leave your party, attack her.
+/-1 III Ironfist Stronghold When talking to Khayar, call the stronghold "impressive" (+1), or say you thought it would be "grander" (-1).
+/-1 III Ironfist Stronghold When Khulmar suggests that you track down the Belt of Ironfist, agree to go (+1), or refuse to go (-1).
+/-1 III Mount Galardrym When first arriving, say "We'll get the belt back" or "We'll make the fire giants sorry" (+1), or suggest talking to the giants (-1).
+/-1 III Mount Galardrym When talking to the fire giant king, say "The Ironfists are neither pathetic nor worthy of laughter" (+1), or say "I could care less about you and the dwarves" (-1).

+1 III Mount Galardrym When talking to the fire giant king, say "Enough of this."

-1 III Mount Galardrym When talking to the fire giant king, say "Don't let him get to you, Khelgar."
+/-1 III Mount Galardrym When talking to the fire giant king (after killing Tholapsyx), say "I'm with you, Khelgar" (+1), or say "We've lost this battle" (-1).
+/-1 III Mount Galardrym After obtaining the Belt of Ironfist, tell Khelgar "You are not Loudram" or "You still have a chance to fix it" (+1), or say "You should take a breath before jumping into battle all the time" or "Enough of your wallowing" (-1).
+/-1 III Ironfist Stronghold When claiming the Hammer of Ironfist, say "If anyone deserves to lift that hammer, Khelgar, it's you" (+1), or else say "I can't believe I went along with this" (-1).
+/-1 III Crossroad Keep When selecting Khelgar to come with you to destroy the bridges, tell him "There's no better dwarf I'd want fighting beside me" (+1), or say "I don't want you for fighting" (-1).
+/-1 III Crossroad Keep When choosing Khelgar to fight with you on the walls, tell him "Your fighting skills are what we need" (+1), or say "I don't need you to fight" (-1).
Neeshka
Quests

Neeshka's quests will start once you've reached Neverwinter. In the Docks District, a street tough named Bennon will attack you because Neeshka's ex-partner Leldon put a bounty on her. After the battle, you'll learn the reason: during their last job together, Leldon attempted to cheat Neeshka out of her share of the loot, but Neeshka later came back and stole her share away from him, plus more, and rubbed his nose in it. 
Then, just after arriving in the Merchant Quarter, another bounty hunter named Tremmel will attack you. After this second fight, Neeshka will suggest that you take the battle to Leldon and steal his lucky coin from him. Neeshka won't know where Leldon is holed up, but she'll figure that Ophala at the Moonstone Mask might know. Ophala will mark the location of Leldon's Hideout in the Merchant Quarter. 
Leldon's Hideout will barely be defended, and so you should have no trouble going in and picking up Leldon's Lucky Coin. Of course, the theft won't make Leldon happy. If he doesn't come right out and attack you at his hideout, then at some point after Wolf has agreed to work for you, when you enter the Sunken Flagon, Wolf will give you a message from Leldon. Leldon will ask you and Neeshka to meet him in Neverwinter Park, located in the Merchant Quarter. 
At the park, you'll learn that the coin you stole really belongs to Neeshka, and that she's the one who goes crazy if she doesn't have it. Then Leldon will attack. Leldon will only have two guards with him, so it won't be much of an ambush. Once you've damaged Leldon enough, he'll throw down a smoke bomb and disappear, and you'll earn 400 xp. 
Note : The encounter with Leldon in his hideout and the encounter with him in the park are basically the same (smoke bombs and all), and you'll only meet him in one of the two places. 
In Act II, the first time you exit the Sunken Flagon, a woman named Tasha will come up to you and tell you that Leldon is planning to rob a rich nobleman known as the Collector so that he can retire as "the greatest thief in Neverwinter's history." This, of course, will irk Neeshka to no end, and she'll decide that you should do the job first. 
You'll find the Collector's Mansion in the Blacklake District. You'll have to solve a couple of puzzles to get inside the Collector's vault, but once there Leldon will show up and attack you. He won't use any tricky smoke bombs this time, and so when you kill him, that will be it. You'll receive 1500 xp when Leldon dies, and you'll never hear from Tasha again.
Influence

+/-1 I Fort Locke After Neeshka discloses the location of the bandit camp, suggest that you go there and loot it (+1), or else say that you don't want to steal their gold (-1).
+/-1 I Bandit Camp After rescuing the refugees, thank Neeshka (+1) or don't thank Neeshka (-1).
+/-1 I The Graveyard After discovering the dead soldier, agree that "dead is dead" (+1) or decide that it is better to die with honor (-1).
+/-1 I Maiden's Glade Agree to fight or avoid the wolves in the glade (+1), or decide to charm them instead (-1).

+1 I Maiden's Glade Upon reaching the dead wolves, decide to ignore them and continue on to Highcliff.
+/-1 I Highcliff After agreeing to help Gera and Zachan, say you're doing it for the reward (+1) or not (-1).
+/-1 I Sunken Flagon Tell Duncan that you plan to join Moire's gang (+1), or tell him that you plan to join the City Watch (-1).
+/-1 I Docks District When you meet Bennon, tell him that he'll have to deal with you, too (+1), or tell Neeshka that she's on her own (-1).
+/-2 I Docks District After defeating Bennon, tell Neeshka that you'll protect her (+2), or tell her that she's on her own against Leldon (-2).

-1 I Merchant Quarter After defeating Tremmel, tell Neeshka to calm down.
+/-1 I Merchant Quarter After defeating Tremmel, tell Neeshka that you believe in her plan to deal with Leldon (+1), or that you question her plan (-1).
+/-1 I Moonstone Mask When asking Ophala about Leldon's whereabouts, say that you want to protect Neeshka (+1), or that you just want to deal with Leldon (-1).
+/-1 I Temple of Tyr After telling Oleff (truthfully) that you won't break into any crypts, tell Neeshka that you wouldn't want anybody defiling her crypt (+1) or admonish her (-1).

+1 I Back Alley Before dealing with the City Watchmen (City Watch characters only), say that "sometimes you have to do what you can to survive."

+1 I Back Alley Allow Neeshka to start a fire to distract the City Watchmen.
+/-1 I Back Alley After reaching the weapons shipment (City Watch characters only), loot it for your own needs (+1), or take it all back to the City Watch (-1).
+/-1 I Smuggler's Warehouse After finding the documents (City Watch characters only), allow Neeshka to loot the warehouse (+1), or don't let her (-1).

-2 I Smuggler's Warehouse After allowing Neeshka to loot the warehouse (City Watch characters only), accuse her of hiding some of her finds, and then fail your skill / influence checks.
+/-1 I Merchant Quarter / Leldon's Hideout When meeting Leldon in the park or in his hideout, tell him "touch her, and you die" (+1), or say something else (-1).
+/-1 I Bonegnasher Clan When Neeshka announces that she doesn't trust the emissary, tell her "I'll keep an eye on him" (+1), or say "stop questioning me" (-1).
+/-1 I Eyegouger Clan When Neeshka feels uncomfortable around the dead bodies on the third level, either support her instincts (+1) or disregard them (-1).
+/-1 I Dwarven Scouts At the locked door inside the clanhold, announce "Any treasure belongs to us now" (+1), or say "We're not here as scavengers (-1).

+1 I Library Archives When you meet the caretaker, lie when you vow to protect Neverwinter (+1).
+/-2 I Githyanki Base When meeting Mephasm, tell Neeshka to follow your lead (+2), or disrespect her (-2).
+/-2 II Docks District When you meet Tasha and learn of Leldon's plan, decide to go after Leldon (+2), or try to discourage Neeshka (-2).

-1 II Blacklake District When you meet Pepin Pollo, offer to buy the painting for Shandra.

-1 II Blacklake District When you meet Pepin Pollo, offer to pay 500 gp for the painting.
+/-1 II Blacklake District When talking to Kyli Bryce, tell her that she should let her sister do as she pleases (+1), or say that her sister needs more discipline (-1).

+2 II Haven Approach When collecting water from the geyser, make the dexterity (or tumble?) check.
+/-2 II Ammon Jerro's Haven When talking to Baalbisan, allow Neeshka to taunt him (+2), or tell her to be quiet (-2).
+/-2 II Ammon Jerro's Haven After telling Baalbisan to "stand back" (male characters only), allow Neeshka to talk (+2), or tell her to be quiet (-2).
+/-2 II Ammon Jerro's Haven When talking to Zaxis, allow Neeshka to taunt him (+2), or tell her to be quiet (-2).

+1 II Ammon Jerro's Haven After learning Zaxis' true name, command him to stop referring to himself in the third person.

+2 III Circle of the Mere When Elanee decides to leave your party, attack her.
+/-1 III Crossroad Keep When selecting Neeshka to come with you to destroy the bridges, tell her "And so would I" (+1), or say "I just need a thief" (-1).
+/-1 III Crossroad Keep When choosing Neeshka to fight with you on the walls, tell her "I need someone watching my back" (+1), or say "There isn't much choice" (-1).

+2 III Inner Sanctum When Neeshka wavers, tell her "I need you, Neeshka."
Elanee

Quests

When you meet Elanee, you'll learn that she's a member of the Circle of Merdelain. While in Maiden's Glade, you'll run into another member of the Circle, a druid named Kaleil. However, you'll discover that something is wrong with Kaleil -- that something has corrupted him as well as the lands previously protected by the Circle -- and you'll have to kill him. 
Later in Act I, when you're in the Neverwinter Docks District, you'll run into a wounded wolf, and Elanee will recognize it as a druid from the Circle of Swords. The druid will tell you how it came into Neverwinter after detecting Elanee's scent inside, and it will recommend that you speak to the Circle of Swords via the Skymirror, which it will mark on the world map. Then the druid will leave, and you'll earn 250 xp. 
Note : If you kill the wolf, then you won't be able to go to the Skymirror, but you won't otherwise break Elanee's quest line. 
At the Skymirror, you'll make contact with Naevan, an elder druid from Elanee's own Circle. Naevan won't know what's going on, but he'll suspect that it has something to do with the King of Shadows, and he'll leave to investigate. 
Nothing more will happen until the start of Act III, when you'll run into Daeghun at Crossroad Keep. He'll tell you that while he was scouting out the King of Shadows, he spotted some of Elanee's Circle in the Mere, and he'll mark the Circle of the Mere on the world map. 
When you reach the Circle of the Mere, you'll find some corrupted druids holding Naevan hostage. No matter what you say, you'll have to fight the druids. At the end of the battle, Naevan will decide to go off on his own, and, if you have a negative influence with Elanee, she might decide to leave with him. If you want, you can kill Elanee at this point, but doing so can cause huge swings in influence (good and bad) with your other companions.

Influence

+1 I Maiden's Glade Make a lore check to recognize that "Eridis" is an Illefarn name.
+/-1 I Maiden's Glade Agree to try and charm the wolves in the glade (+1), or decide to attack them or avoid them (-1).
+/-1 I Maiden's Glade Upon reaching the dead wolves, agree to investigate what happened to them (+1) or decide to ignore them and continue on to Highcliff (-1).
+/-1 I N/A When talking to Elanee about your home, say "Sounds like you're not one to tie yourself down" or "It was the people of West Harbor that made it home" (+1), or insult her (-1).
+/-1 I Highcliff Attempt to reason with the drunk sailors (+1), or declare your intention to fight them (-1).
+/-1 I Highcliff After agreeing to help Gera and Zachan, don't say you're doing it for the reward (+1), or say you are (-1).
+/-1 I Docks District After defeating Bennon, tell Neeshka that she's on her own against Leldon (+1), or say that you'll protect her (-1).

-1 I Merchant Quarter After defeating Tremmel, side with Neeshka and ask Elanee why she's here.

+1 I Moonstone Mask If Teelah insults Elanee, say that Elanee is your friend and deserves respect.
+/-1, -5 I Docks District After discovering the wounded wolf, allow Elanee to treat to it (+1), or ignore it (-1), or kill it (-5).

-1 I Docks District Decline to tell the wounded wolf about the silver shards.
+/-1 I Back Alley After allowing Elanee to start a fire to distract the City Watchmen, tell her "you have my gratitude" (+1), or tell her something else (-1).
+/-1 I Eyegouger Clan When first meeting the white wolves, say "I don't want to hurt them" (+1), or decide to kill them (-1).

+2/-3 I Eyegouger Clan After talking to the white wolves, allow them to leave (+2), or decide to kill them (-3).
+/-1 I Eyegouger Clan When you meet the wounded orcs, let nature take its course (+1), or kill the orcs (-1).

-1 II Blacklake District When you meet Pepin Pollo, offer to buy the painting for Shandra.

+1 II Blacklake District When talking to Kyli Bryce, offer to bring her sister home safely.

-1 II Bryce Crypt After dealing with Arval, tell Lisbet, "Stupid girl. You'd have traded your soul for a kiss and some pretty words."

-3 II Caverns Tell Drom that you're going to steal the glowstone.
+/-1 II Caverns When befriending Kistrel, say "Allies from nature are welcome" (+1), or claim that you're using the spider for your own sake (-1).
+/-3, +1 II Duskwood When first entering Duskwood, agree to look for the source of the poison (+3), offer to leave the area (+1), or disregard Elanee's warning (-3).
+/-2, -1 II Port Llast When Nya rewards you with an amulet, say "I shall treasure it" (+2), or announce "I really don't care" (-1), or ponder "I wonder how much it's worth" (-2).

+1 II Haven Approach When approaching the geyser, make an intelligence check to recognize that the smell comes from sulfur. +/-3 II Ammon Jerro's Haven When Elanee threatens Blooden, support her (+3), or tell her to be silent (-3).

-3 II Ammon Jerro's Haven When Blooden says she's bored, tell her that she's beautiful.
+/-1 III Crossroad Keep When talking to Daeghun about Elanee, say "I won't have you sending her on dangerous missions" (+1), or ask "You're here for her?" (-1).
+/-1 III Crossroad Keep When you learn from Daeghun that some of Elanee's Circle might still be alive, agree to go and look for them (+1), or question Elanee's motives (-1).
+/-1 III Crossroad Keep When talking with Elanee about Daeghun, say something positive about him (+1), or say something negative (-1).
+/-1 III Circle of the Mere When talking to Vashne, say "I am certain Elanee meant no harm to the Circle" (+1), or else say "She can be careless at times" (-1).

+1 III Circle of the Mere When trying to convince Elanee to take your side rather than Vashne's, say "Trust in your senses, Elanee, just as I trust in you."
+/-1 III Highcliff When you encounter the lizadman Vlssk, agree to heal him because he's in pain (+1), or offer to heal him so you can interrogate him or say "Like I care" (-1).
Qara

Quests

When you meet Qara, she'll be in the middle of an argument with two Academy students, Glina and Hetha. You'll have two ways of handling the encounter: you can either convince Glina and Hetha to leave peacefully, or else you can encourage a fight and then kill them. 
Regardless, the next time you leave the Sunken Flagon (even without Qara), you'll be attacked by another Academy student named Praven. After the battle, if you ask Qara about him, she'll let you know that he was a part of a rival house in the Academy, along with Glina (that's why he called Glina his "sister"), and that he had been punished for attacking her on school grounds. 
Then the next time you leave the Sunken Flagon with Qara, an Academy student named Ashni, and no less than 15 of his Academy friends, will attack you. A fireball or two can end this battle in a hurry, but at some point during the fight (perhaps after Ashni has been damaged enough), Magister Johcris, Glina's father, will show up. He'll drop a veiled threat -- "We shall meet again, Qara. I look forward to it." -- and then he'll leave, taking any surviving Academy students away with him. 
At some point after that, when arriving in the Neverwinter Docks District, you'll witness a cutscene where Johcris will make a deal with the Luskan mages of the Hosttower. If they can make Qara suffer, then he'll supply them with "students... disciples... even slaves." 

At some point early in Act II, you'll witness a cutscene where Johcris will help a mage from the Luskan Hosttower create an "animus elemental" to stalk Qara (you'll later recognize the Hosttower mage as Sydney Natale). 
Then, at various points in Act II (such as your first trip to Crossroad Keep), the creature will attack you. As a single spellcaster against your entire party, it won't fare very well, but it will "leave" each time you defeat it, and so you won't be able to actually kill it. We've only faced the animus elemental once in these sorts of random encounters, but we've heard that you can encounter it twice. 
Qara's quest sequence will come to an end early in Act III. You'll receive a message that Sydney Natale would like to meet you, Zhjaeve and Qara in an isolated location -- which will turn out, unsurprisingly, to lead to a trap. Sydney will summon the animus elemental to attack you again, and when it fails, she'll attack you herself. This final encounter will occur even if you've skipped everything else involving Qara.
Influence

+/-3 I N/A When discussing Qara, say "instinct and experience are the best teacher" (+3), or "they're trying to teach you to use your powers better" (-3).
+/-3 I N/A When discussing Glina and Hetha, say "just as long as you know when to unleash your power" (+3), or "you need to learn more control over your powers" (-3).
+/-3 I N/A When discussing Praven, support her attacks against his house (+3), or don't (-3).
+/-3 I N/A When talking about Johcris, agree that violence is the best teacher (+3), or argue that a less violent approach is better (-3).

+1 I Back Alley Fight the City Watchmen or allow Qara to start a fire to distract them.
+/-1 I Back Alley After Qara sets the fire, tell her to "burn as much as you like" (+1), or else use one of the other two dialogue choices (-1).
+/-1 I Eyegouger Clan When meeting the shadow priest, say "I won't let you have her" (+1), or ask "And all I have to do is giver her to you?" (-1).
+/-1 I Ember When Bishop advises caution, plunge on ahead anyway (+1), or stop to investigate the village (-1).

+1 I Ember After the ambush, say "If that was the best they could do, we'll be fine."
+/-1 III True Name Meeting When talking to Sydney Natale about Jalboun, tell her to send her thug away (+1), or encourage Jalboun to keep talking (-1).

+5 III Circle of the Mere When Elanee decides to leave your party, attack her.
+/-1 III Crossroad Keep When selecting Qara to come with you to destroy the bridges, tell her "Throwing spells around is exactly what I want" (+1), or say "I'm warning you" (-1).
+/-1 III Crossroad Keep When selecting companions to come with you to destroy the bridges, choose Sand after Qara and tell them "Just stand in the back, Sand" (+1), or say "I suggest you listen to Sand, Qara" (-1).
+/-1 III Crossroad Keep When choosing Qara to fight with you on the walls, tell her "I don't want you to hold back" (+1), or say "Just restrain yourself" (-1).

-1 III Crossroad Keep When selecting companions to fight with you on the walls, choose Sand after Qara and tell Qara "Try to follow Sand's lead."
Shandra

+/-1 I Githyanki Base When you meet Zeeaire, demand Shandra back (+1), or say "Take the girl.... I could care less" (-1).
+/-1 II N/A After telling Shandra "You look a little lost," eventually tell her "I have faith you'll pull through" (+1), or say "Your well-being is the least of my concerns" (-1).
+/-1 II N/A After telling Shandra "You look a little lost again," accept her apology (+1), or be rude to her (-1).

+3 II N/A After asking Shandra about her family, tell her about Duncan.

+3 II N/A After asking Shandra about her family, tell her about your mother.
+/-1 II Solace Glade When Shandra arrives, thank her for coming (+1), or tell her to "keep quiet" (-1).
+/-2 II Solace Glade When Shandra is about to leave, thank her for coming (+2), or insult her (-2).
+/-2, -1 II Blacklake District When you meet Pepin Pollo, buy Shandra's painting (+2), offer less than 300 gp for the painting (-1), or announce that the entire encounter was a waste of time (-2).

+2 II Blacklake District When you meet Pepin Pollo (if you're male), offer to buy Shandra's painting for 500 gp.
+/-1 II Port Llast When questioning Alaine, tell her "We're here to help you" (+1), or else threaten her (-1).
+/-1 II Port Llast After questioning Alaine, leave her alone (+1), or decide to use her in your defense, even if it puts her at risk (-1).
+/-4 II Castle Never When talking to Lord Nasher and Sydney Natale after the encounter at the Tavorick Estate, refuse to ignore Luskan's involvement in what happened in Ember (+4), or move on (-4).
+/-2 II Crossroad Keep When you stumble upon the dead farmer, offer to bury him later or tell Bishop to be quiet (+2), or say "It's just another corpse" (-2).
+/-1 II Riverguard Keep After allowing Ribsmasher to attempt to bash open the Master's Door once, tell him to stop (+1), or let him keep trying (-1).

+3/-2 II West Harbor (Ruins) When Shandra asks you about your home, say "I thought leaving here would have kept it safe" (+3), or say "I hated this place" (-2).

+1/-2 II West Harbor (Ruins) During your conversation with Shandra, say "You yourself might be bound for greatness one day" (+1), or ask her "Can't you keep quiet?" (-2).

-2 II West Harbor (Ruins) During your conversation with Shandra, tell her to "just stay focused" (-2).

+2, -1 II Haven Approach When you reach the shaman, refuse to kill him (+2), or say "That makes it easier to kill you" (-1).
+/-1 II Haven Approach When Shandra is asked to provide a drop of blood, tell her to "only do this if you want to" (+1), or command her to "hurry up" (-1).
Sand

+/-1 II Moonstone Mask When Ophala says that Sand might be useful in uncovering Torio's plot, agree with her (+1), or not (-1).
 +/-2 II Port Llast When entering the city, tell Sand, "I'm glad to have you along" (+2), or tell him to "stand back and be silent" (-2).

-1 II Port Llast Decide not to use Alaine in your defense, despite Sand's recommendation.
+/-1 II Ember When discovering the poisoned corpse, tell Sand he has "good eyes" (+1), or else say his observation is a waste of time (-1).
+/-2 II Duskwood When entering Duskwood, thank Sand for his warning (+2), or berate him for not telling you sooner (-2).

-1 II Duskwood When you meet Lyssa, don't pretend to be Lorne.
+/-1 II Duskwood When talking to Lyssa, make a deal with her (+1), or refuse to make a deal with her (-1).

+1 II Tavorick Estate Decide to use the blastglobes in the estate's defense.

-1 II Castle Never When receiving the Larim quest from Sir Nevalle, respond "I will attend to it at once."
+/-1 II Crossroad Keep When Sand offers to upgrade the Construct (if you fail the craft alchemy check), tell him to go ahead (+1), or tell him not to touch it (-1). As of version 1.03, you can gain (or lose) this influence as many times as you'd like.

-5 III Circle of the Mere When Elanee decides to leave your party, attack her.
+/-1 III Crossroad Keep When selecting companions to come with you to destroy the bridges, choose Qara after Sand and tell Qara "I'm warning you" (+1), or tell Qara "Throwing spells around is exactly what I want" (-1).

-1 III Crossroad Keep When selecting companions to fight with you on the walls, choose Sand after Qara and tell him "Try to give Qara room to cast spells."
Zhjaeve

+2 II Riverguard Keep Attempt to open the Master's Door until it finally opens. (Note: After the door opens, you can right click on it and bash it, and gain influence each time.)

-1 III Crossroad Keep When talking to Ammon Jerro after the True Name Meeting, order Zhjaeve to give him the True Name Scroll.

+2 III Circle of the Mere When Elanee decides to leave your party, attack her.

+1 III Crossroad Keep After visiting the Shadow Reaver Camp, ask Zhjaeve if she knows how the sword was broken.
+/-1 III Crossroad Keep After visiting the Shadow Reaver Camp, when Zhjaeve is suspicious of Ammon Jerro, agree that "This seems... convenient" (+1), or say "Ammon did not think it could help us" or "You need to be more forthcoming" (-1).

+1 III Crossroad Keep When selecting companions to come with you to destroy the bridges, choose Zhjaeve.
+/-1 III Crossroad Keep When selecting companions to come with you to destroy the bridges, choose Ammon Jerro after Zhjaeve and tell Ammon Jerro "Her name is Zhjaeve" (+1), or tell Ammon Jerro "I need someone with power" (-1).

+1 III Crossroad Keep When selecting companions to fight with you on the walls, choose Zhjaeve.

Ammon Jerro

-1 II N/A After asking Ammon why he wishes to stop the King of Shadows, fail your bluff/lie check when you say that you only wish to protect the people of Neverwinter.
+/-1 II N/A After asking Ammon why he wishes to stop the King of Shadows, accept or agree to his ideas (+1), or not (-1).
+/-3 II N/A After asking Ammon about his past, make a diplomacy check to defend what you would have done (+3), or say anything besides "Perhaps you are right" (-3).
+/-1 II N/A After asking Ammon about Zhjaeve, when Ammon says there is a blindness to her actions, don't defend her (+1), or claim that she deserves respect (-1).

+1 II N/A After asking Ammon about Zhjaeve, explain why the githzerai can't get involved in the conflict (this requires that you've spoken to Zhjaeve on the subject).
+/-1 II N/A After asking Ammon about Zhjaeve, when Ammon mentions the "wisdom" of the githzerai, don't defend Zhjaeve (+1), or defend her (-1).

-1 III Crossroad Keep After stepping into the summoning circle, tell Ammon "Leave me be."

+1 III Crossroad Keep After stepping into the summoning circle, tell Ammon "With you around, I think I'll be in little danger."

+1 III Crossroad Keep Bargain with Mephasm three times.
+/-1 III Crossroad Keep When talking to Ammon Jerro after the True Name Meeting, decide that Ammon Jerro should carry the True Name Scroll or say that "we need to trust each other" (+1), or decide that Zhjaeve should carry the True Name Scroll or call the squabbling "pathetic" (-1).

+1 III Crossroad Keep After visiting the Shadow Reaver Camp, ask Ammon Jerro if he knows how the sword was broken.

-1 III Crossroad Keep After visiting the Shadow Reaver Camp, when Ammon Jerro mentions that he knows of someone who might have knowledge of the King of Shadows, ask "And you're telling us this now?"

+1 III Crossroad Keep After visiting the Shadow Reaver Camp, when Ammon Jerro mentions Nolaloth, say "Then let's make use of this fellow enemy of the King of Shadows."
+/-1 III Crossroad Keep After visiting the Shadow Reaver Camp, when Zhjaeve is suspicious of Ammon Jerro, say "Ammon did not think it could help us" or "You need to be more forthcoming" (+1), or say "This seems... convenient" (-1).
+/-1 III Shandra's Farm After defeating Koraboros, tell Ammon Jerro "I can't afford to lose you" (+1), or say "I just thought you might need help" or "You're the one who's caused nothing but trouble" (-1).

+10 III Shandra's Farm After defeating Koraboros, pass an influence check about Shandra, and tell Ammon Jerro more about his granddaughter.
+/-1 III Crossroad Keep When selecting Ammon Jerro to come with you to destroy the bridges, tell him "I need you to go" (+1), or say "Some moral support would be welcome" or "Just be quiet" (-1).

-1 III Crossroad Keep When selecting companions to come with you to destroy the bridges, choose Ammon Jerro after Zhjaeve.

