The Cult of  Skystrider Griffin-Friend
Runes Sky Truth Death
Skystrider was a 1st Age Solar Hero, friend of the hero Griffin RipClaw.  He was sent by Yelm to bring his light to the Dogland Plains (as Balazar was then known) at the dawn of the first age. He fell in love with the dryad princess Elodora, and passed the three contests as her suitor, but before they could be married his love was defiled by the Orlanthi Cloudwarrior 
Skystrider slew Cloudwarrior, and stole some of his powers before placing the corpse and spirit of the evil one where it would never be found again. Skystrider went on to hunt down the rest of the Orlanthi in the land, but was finally murdered by Cloudwarrior’s trickster BoBo. 
After his death he was elevated to the stars, where he watches over the Dogland Plains albeit separated from his true love by the Middle Air. Since the return of Solarus the cult has grown and it is now the Regimental cult of the Polaris Guard
Initiate (Inquisitor) Membership. 

Must be a solar cultist in good standing and swear to defend the honour of Elodora from evil (Orlanthi). Initiates are taught the skill of Sense (Orlanthi Miscreant). Initiates take the geas “Distrust all Orlanthi”
Lord (High Inquisitor) Membership

Must have been an initiate in good standing for 2 years, and have 5 of the following skills at 90%. Spear, Bow, Javelin attack, Shield Parry, Ride ( Horse, Eagle, Hawk)  Scan, Dodge, Sense (Orlanthi Miscreant) In addition to the mandatory five skill masteries the prospective High Inquisitor must convince Elodora of his worthiness. This is done by bringing an Orlanthi miscreant (in the Bindings of Penitence) to the Sacred Grove where he is defeated in the three contests (Dance, Oratory and Weapon attack)  The final contest results in the death of the Orlanthi and his spirit is bound to the grove as a Defender- Ghost. 

High Inquisitors take the Geas “Protect innocent females”
High Inquisitors may learn any battle magic the cult has to offer, and have access to the following  re-usable Rune Magic.

· Worship Skystrider.
· Light of Glory. Ranged. 1pt. Stackable. This spell causes a blinding flash of light to seek out the targets eyes. If the POW of the caster overcomes the targets CON then the target is blinded for 2d6 rounds. The spell also affects darksense but lasts for 1d6 rounds only. Countermagic protects but the spell can be boosted. Each stacking of the spell adds 10% to the chance of success and  means it lasts for an additional 1d6 rounds
· Lightning Spear. 1pt Stackable. As the Orlanth spell of the same name
High Priest (Orlanthi-Smeller Pursuivant)
The Orlanthi-Smeller Pursuivant rules the cult. He must have the skill of Sense Orlanthi Miscreant at 90%. He has access to the cult heroquest “Journey to the Stars” and the following reusable spell
· Command Cloudwarrior 1pt. Non stackable. This spell allows the caster to command a Cloudwarrior for 1 day. It is normally used in conjunction with the “Call Cloudwarrior” spell known to the Elodora cult.
Aldrya. In recognition for his bravery in times past Aldrya grants her friend Skystrider the spell of Chameleon. Any cultist taking this spell must take the geas “Never let the Bear Woods come to harm”
Firshala. Recently remembering her friendship with Skystrider, Firshala offers Soulfire.
Balazar. The ruling God of the land undertakes that only the High King may judge a member of the cult. 
Rip Claw. His friend offers the friendship of Griffins. Any cultist wishing this partakes in a secret ritual and receives a golden feather showing his friendship with Griffins 
Notes

1. The cult does not offer Allied Spirits
2. Sense Orlanthi Miscreant. Perception Base 0%. This skill has a range of 15 m. If successful the user gains a faint sense of unease indicating an Orlanthi Miscreant is in the area. For the purpose of this skill a “Miscreant” must have committed serious crimes such as murder, rape or pillage… The odd petty theft does not count, this being normal  for Orlanthi. Illumination only protects against this skill for  things done after illumination, not before. 
3. Bindings of Penitence. These are living cords of ivy that contain a plant spirit POW 3d6+6. If these are placed around someone’s wrists they will engage the target in spirit combat until they reach 1MP. Thereafter they will bleed off any magic points above 1. In elf woods they will also act as Slave Bracelets, cutting off the targets link with his deity . They usually have a strength of 30,although higher strength ivy is known to have existed, and if someone tries to cut or break them (they have HP = strength) the ivy will release a plant systemic poison into the targets system with a potency of 2d6 per round until the “stress” on the plant stops. The ivy can be healed (not repaired) but if it is fully cut or broken the spirit will leave and the bindings are useless. The bindings work against humans, elves, trolls with equal effectiveness
4. Golden Feather of Griffin Friendship. These are the tokens given to “honorary griffins”. Showing one to a griffin eliminates the negative interspecies CHA modifier. Speaking Firespeech obviously helps, but if you are caught stealing a griffin’s cub then no manner of waving your gold feather is likely to help ! the item is personal to the owner. If it removed then the feather begins to disintegrate over the course of a year. It’s weight in gold is 2W. 
5. Cloudwarrior. Whilst most clouds are formed “naturally” in the Middle Air there are a number that are the offspring of Heler and Orlanth (and their descendants). The first cloudwarriors were powerful demigod like beings, but now most are hundreds of generations from their godly ancestors Their natural state is to blow around in the winds along with normal clouds. However with the right magic it is possible to summon and command them. They act as spirit warriors in all regards. They are also quite good at bossing sylphs about.
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	1-40
	1D6
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	61-75
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	3D6+6
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	3D6
	4D6+6
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	96-99
	4D6
	6D6+6

	00
	6D6
	10D6+6


	..when shooting at the Pegasus riders of the cursed Orlanthi always use the multimissile spell if possible – aim for the Pegasus as it is unarmoured and with luck the Orlanthi riding on it’s back will fall to his death…

FROM The Honour of Yelmalian Combat by Solarus Skywatch


