The Cult of Rip Claw Defender
Runes Sky Truth Spirit
Rip Claw was a 1st Age Griffin Hero, boon companion to Skystrider. It was said that he accompanied Skystrider on many heroquests in the sky. Rip Claw and his family and followers lived on a mountain in the Elder Wilds. Rip Claw was finally killed by an avatar of Orlanth on the slopes of Griffin Mountain, but before he died he ripped away some of the powers of Orlanth for the use of his followers.

Since the return of Solarus the cult has grown as it has remembered its Ancestor Worshipping roots with the help of Firshala.

Initiate (Wing) Membership. 

Must be a griffin in good standing and swear to defend Griffin Mountain from evil (Orlanthi). Initiates are taught such battle magic free of charge as required.

Lord (Beak) Membership

Must have been an initiate in good standing for 2 years, and have 5 of the following skills at 90%. Fly, Claw attack, Beak attack, Scan, Dodge, Jurisprudence (Balazar). In addition to the mandatory five skill masteries the prospective Beak must convince the cult ancestors of his worthiness. This can be abstracted as rolling under INT + POW on D100. If the test is passed an ancestor will join the Beak as a (Companion Spirit), and will reside in the winged amulet of office worn by every Beak. If the test is failed it may be retaken next season, but is the test is fumbled the ancestor will try to possess the candidate.

Beaks may learn any battle magic the cult has to offer, and have access to the following  re-usable Rune Magic.
· Common Divine (All) From King Griffin

· Rip Claw. 1pt Stackable. Each point of Rip Claw adds 10% natural weapon attack and adds 1d4 damage.
· Command Sylph. As the Orlanth spell. Any Beak taking this spell must take the geas “Distrust all Orlanthi”

· Decrease Wind. As the Orlanthi spell. Any Beak taking this spell must take the geas “Distrust all Storm cultists”

· Face Orlanthi. 1pt. This spell only works on members of the Rip Claw cult. If this spell is cast on a cultist (he may resist!) he cannot retreat whilst facing Orlanthi. It is a popular spell with the guardian spirits of the mountain.
Associated Cults

Aldrya. In recognition for his bravery in times past Aldrya grants her friend Rip Claw the spell of Heal Body. Any Beak taking this spell must take the geas “Never let a plant suffer needlessly.”
Firshala. Recently remembering her friendship with Rip Claw Firshala offers Summon Ancestor and Summon Specific Ancestor.
Balazar. The ruling God of the land undertakes that no Griffin shall be enslaved in Balazar.

Skystrider. His friend offers the Beak the skill “Sense Orlanthi Miscreant”. Any Beak taking this skill must take the geas “Challenge Orlanthi Miscreants” 
Notes

1. By order of the High King any Beak with a 90% Jurisprudence skill may serve as a judge in a court in Balazar. This is the origin of the Balazar saying “going up before the Beak” meaning going to court.
2. Companion Spirits are not Allied Spirits. Instead they act as magic spirits with the ability to discorporate from their enchantment up to a range of POW meters. Whilst discorporate they can initiate and intervene in spirit combat. They have a 5% chance of a POW gain. They may not DI on the Beaks behalf.

3. Sky Boats. A number of ancestral spirits now reside in the sky boats, where they once again command the skies of Balazar. All such spirits are carefully selected for their re-useable Command Sylph spells.

4. Ancestor worship. The “recently remembered” ancestor worshipping nature of the cult has greatly increased cult power. Not only do Beaks receive Companion Spirits but the centre of power in Griffin Mountain is full of spirits just waiting for an opportunity to rip arse. 

