QUILLR (KWIL-er)
The Hunter, The Feast Master 
North Icengale: The Great Woodsman
South Icengale: Gainem’s Shadow

Greater Power
God of Hunting
Aspects: Hunting, Archery, Tracking, Feasts, Woodland Stealth, Camouflage
True Neutral
Natural form: Male elf
Symbol: Green-fletched arrow surrounded by a golden nimbus

NOTES: Quillr is a tall elf with short brown hair and the yellow eyes of an eagle. He wears leather from head to foot, leather which takes on the colors of his surroundings, rendering Quillr all but invisible in any natural environ. Indoors the Hunter is very uncomfortable and will always stay close to any windows or open doors. If there is a balcony he will make use of it as soon as possible. If none of these options are available then he will summon forth a miniature tree that he will carry around in his hands and will cause plants to sprout from his clothing. The Green Master never sleeps and never tires.

He carries with him a great bow made of black oak and a quiver full of arrows of all sizes, shapes, and colors. The Hunter need only think and any arrow he desires will appear in his hand. The range of his bow is as far as the horizon and if Quillr can see it he is incapable of missing. He may also call forth at will up to a dozen great spears which upon command will fight of their own will. The spears have a range of 1,000 yards and each spear strikes as a +5 weapon and inflicts double damage with every successful strike.

Quillr, as the God of Hunting, takes great joy in the hunt but he takes no joy from killing. He only kills for food and he never displays trophies from his hunts. After every kill the God of the Hunt gives thanks to Varlina, the Goddess of Animals. Quillr spends his days hunting and his nights feasting. Twice a year, on the first day of spring for each half of the world, he will join the hunt led by one of his priests, though Quillr’s presence initially kept hidden. The hunt will always be a long and very difficult one, but it will also be an extremely successful and bountiful hunt. Later, at the evening feast the cooks preparing the meal will turn out the greatest meal of their life. Towards the end of the feast Quillr will take up a musical instrument and play a song for his worshippers. While playing he will start to glow with a golden nimbus and his true identity will be known to all. At the end of the song he will disappear in a burst of soft, golden light. Everyone who participated in the hunt will find the symbol of Quillr carved in their hunting weapon. From that point on, so long as the weapon is properly cared for, it will strike with a +1 non-magical bonus to hit. No hunt led by a priest will ever be blessed more than once during the priest’s lifetime. Aside from blessing two hunts per year Quillr takes no interest in the affairs of his worshippers and does not grant any assistance. He expects that his worshippers will pray for his assistance, but he also expects that they will constantly be honing their skills and will fail or succeed on their own merit.  

On exceptionally rare occasions he will reward an exceptionally skilled hunter by the placement of a Starshine gem beneath the priest’s downed game.  This gem is worth at least 5,000 g.p. in value.  The tradition for finding such a boon is to use the proceeds to throw a “once in a lifetime” feast in honor of the good.  Truth be told Quillr does not care how this gem is used, but he is not displeased with this particular tradition. No worshiper can ever recieve this boon more than once in a lifetime.

The temples of Quillr are feast halls or hallowed glades where feasts are held. Services are never held within the temples and glades. Those locations are reserved for meals. Instead the worshipers of Quillr honor their Deity by hunting, be it individually, in small groups, or large hunts. The beginning of each hunt is opened with a pray and a sacrifice of wine and fresh baked bread. All successful kills are honored with a prayer to Varlina and that evening’s meal or feast is dedicated to Quillr with the first and last toast being made to the Green Hunter. If the hunt is unsuccessful there is no blame. The hunter realizes that sometimes they succeed and sometimes they do not, and the hunter strives to do better the next time.

Quillr’s realm in Morycia is ring of mountains (the Sky Peaks) that surround an area that contains every climate that can be found on Icengale, from the glacier fields of the Sky Peaks to deserts to jungles to tundra and everything in between. The blessed of Quillr live in the region that was there home will alive, but they are not limited to any one region. In fact, they are expected to spend their eternal afterlife learning the art of hunting every known animal in every known region. Every day is a day of blessed hunting and every night is a joyous feast. It is rumored that he spends some of his time on the moon Gainem, hunting beasts unknown the the inhabitents of the world.  It is said that this is his source of love for Starshine gems. 

Duties of the Priesthood
The priests of Quillr are expected to provide food for their congregation. When possible the priests will spend every day out hunting. They will take what food they need and all extra food will be distributed among the needy or sick. These hunts are generally solo, but sometimes a fellow priest or honored worshipper will accompany the priest. Once a week the priest is expected to lead a small to medium sized hunt (10-25 hunters) and on holy days are expected to lead very large hunts. Other than hunting for food the priests are expected to scour their environs and see that a natural balance is maintained. This does not mean that they will kill a good monster if they kill an evil monster, but instead seek out creatures that do not belong in an area and could potentially disrupt the balance. This includes doing battle with humanoids that cause excessive damage to a local ecosystem. 

Hunting is never done for recreation by priests of Quillr. They hunt for food and to protect their hunting grounds and worshippers. When there is no need for game the priests still hunt, but they do not kill. Instead of shooting, however, they track and strive to get close enough to touch their quarry. Animals thus touched during a hunt are blessed by Quillr and are guaranteed a very long life. Adventuring priests are expected to provide food for their adventuring party. They are also expected to use some small share of their treasure assisting hunters and feasts. This often takes the form of providing poor hunters with quality weapons that they could not otherwise afford and to provide extra food for any feasts that they attend (or at the very least make a generous donation to the host priest so that the next feast will be larger). Priests of the Hunter often work closely with rangers and priestess of Varlina.

Requirements: AB Standard, Dexterity of 12; AL Any; WP Any bow (required), arquebus, blowgun, bola, crossbow (light or heavy), harpoon, knife, lasso, net, sling, short sword, spear, trident; AR Hide or leather, no shield; SP Major All, animal, healing, plant, weather; SP Minor Charm, divination, elemental, guardian, protection; PW Bonus non-weapon proficiencies tracking and hunting; +2 to hit with one specific weapon (stacks with other bonuses), takes one week to bond with this particular weapon; 1) Can cast entangle once per day as a bonus spell; 5) Can cast water walk once per day as a bonus spell, casting time is instantaneous, duration is in rounds, can be cast on self only; 10) Can cast air walk once per day as a bonus spell, casting time is instantaneous, duration is in rounds, can be cast on self only; 15) Commune with nature as an "at-will" power, must spend one turn concentrating to activate the power; TU Yes, but only animal undead,  +2 damage against all non-animal undead.

Required non-weapon proficiency: Running. 
Recommended non-weapon proficiencies: Animal handling (hunting dogs), animal training (hunting dogs), cooking, direction sense, endurance, fire-building, fishing, herbalism, leatherworking, musical instrument, rope use, set snares, swimming, and survival. 

*Note: The bonus water walk and air walk spells can be cast while on the run.
*Note: When hunting for food any successful hit is a kill shot. Hit points are not used. This only applies to "normal" game animals such as bear or deer or boar. It does NOT apply to any “exotic food animals," such as bulettes or dragons or elephants.  This power cannot be used in combat.

Specialty Priests

Requirements: 
Wisdom 12
Dexterity 14
Singing or Musical Instrument non-weapon proficiency

Granted Powers:
- 1st level has a weapon of choice. This is not a type of weapon, but a specific weapon that the priest sanctifies in a week-long ceremony. This weapon is +2 to hit and can strike creatures that can only be hit by +1 magical weapons. The priest also strikes with this specific weapon as a fighter of the same level. All other weapons, including of the same type as the weapon of choice, are made using the priest’s regular THAC0 number.
- 1st level can move full and fire half missile rate or move half and fire full missile rate with preferred weapon.
- 1st level bonus non-weapon proficiency of endurance.
- 4th level improved shot. Range penalties for all missile attacks are lessened one step (no range penalty for medium range and -2 for long range). Additionally the weapon range of the priest’s favored weapon is doubled.
- 4th level the priest can move full and fire full missile rate with weapon of choice.
- 8th level can run (2x normal movement rate) and attack at full rate of fire with weapon of choice.
- 8th level the priest only requires 4 hours of sleep per night.
- 12th level the priest can teleport without error. This is limited to line of sight or 1,000 yards, whichever is less, and can only be used once per day.
- 15th level the priest can strike without error once per day. This means that the priest does not have to make an attack roll to hit his target, though it can still be blocked or parried nor does it allow the attack to bypass special defenses (such as magical weapon or special material required to hit). Nor can it be used to make a called shot. The strike also causes double damage.

Other Notes: Specialty priests shun interior settings whenever possible. They understand the need for shelter, especially permanent shelter in hostile environments, but they will spend as much time as possible outdoors hunting. Underground realms are not considered interior settings as they are natural. Many priests and specialty priests hunt in the Dark Regions. As with regular priests, they only hunt for food or to protect their hunting grounds and/or congregation. Specialty priests are expected to participate in any weekly hunts if they have the time and are near one, but they are forbidden from leading the hunt. They must always defer to the local priest when on the hunt, though they are free to offer advice and suggestions. The only time they are allowed to lead a weekly hunt is if the priest is somehow unable to and asks that the specialty priest take the lead. In those situations it is an insult to Quillr for the specialty priest to refuse. At feasts specialty priests are expected to perform for the feast. To not perform is an insult to the host congregation and such a refusal will result in the loss of all spell casting ability until a successful hunt is made. Specialty priests, like regular priests, must share their wealth with their members of their congregation. While this amount is not set for regular priests, it is a minimum of 15% of all treasure for specialty priests. Out of this they are also expected to provide clothing and hunting equipment for those who need it. Any specialty priest who kills an animal for sport loses all powers, permanently. (This does not include adventurers who may have to fight for survival, though if their attacker is a game animal some portion of it must be dressed and used as food.
