RUNE KNIGHT


Neither solely a warrior nor solely a wizard, the rune knight is something else entirely – on one hand they hone their martial skills of battle, and on the other, they perfect their arcane studies and arts.  However, a rune knight is not just a spellcasting combatant; they use their specially crafted and attuned weapons to absorb magical energies and weave that latent power into mighty spells and unique abilities.


The rune knight’s abilities come from rigorous training, akin to a fighter or a wizard.  However, these spellcasting knights have developed their own style of combat and magic that is unique, and known only by them.  Rune knights are feared by warriors because of their magical finesse, and they are simultaneously feared by spellcasters for their ability to ignore spells and withstand their magical onslaughts.  


Adventurers: Rune knights tend to take their adventures seriously, but exceptions exist.  As a spellcaster, rune knights look forward to such adventures to expand their magical knowledge and experiences – after all; the world is filled with magic and magical monsters of all sorts.  Adventures also allow the knight to test her physical prowess and ability against challenges.  While rune knights, as a whole, are not a competitive group, they generally understand the value of keeping oneself at top performance.

Characteristics: Arcane magic and honed steel keep a rune knight safe – they are capable warriors and spellcasters.  Rune knight magic tends to focus on protection, understanding, utility, and combating magical phenomena.  These knights can also use their special weapon, called their rune weapon, to absorb magical energy and later use it to power unique runes and spells.  Lastly, rune knights also possess a powerful will that protects them from magical harm.


Alignment: As a whole, rune knights are not very concerned with morals or ethics, and knights can run the gamut between good and evil, law and chaos.  Some rune knights who share alignments may team up and form special groups and centers, but the same holds true for most people.  Generally, rune knights tend towards lawful alignments due to the strict training and magical formula and study they must balance – but despite this penchant they share with wizards, rune knights can come from all walks of life.


Religion: Rune knights hold no special bond with religion – if a certain knight worships a deity or is part of any religion it is from her own beliefs, not learned because of her rune knight training.  Because rune knights are not restricted in their alignments, they are neither restricted in what powers they worship and follow.


Background: Rune knights share backgrounds similar to fighters and wizards.  Their training consists of an equal mix of combat, weapon, and armor training with intense magical study.  Since rune knights are, in a sense, a combination of fighters and wizards but with their own unique abilities, they are much more uncommon than either of those two.  Most often a mentor teaches a pupil the ways of the rune knight, or a person becomes part of a college, school, or organization that imparts such training.


No one suddenly becomes a rune knight – it is a learned, taught, and trained skill set.  Some academies that train wizards also train rune knights, but rarely do academies that train fighters also train rune knights (unless they also train wizards).


Due to the rarity of training, it could be very difficult to find a teacher or a place to learn the skills and powers of a rune knight.  Generally, only the largest cities and metropolises possess the resources and populace to hold a successful academy of rune knights.  Even more rare are secluded retreats and secret fortresses where rune knights are trained, though they are rumored to exist.  Most often, a rune knight receives her training from a mentor or master.

Races: Almost exclusively, rune knights are formed of the civilized and common races.  Humans, half-elves, and elves form the bulk.  However, the training can be found among inheritably magical creatures, such as dragons, drow, celestials, fiends, among others.  There are no known centers of training for rune knights among the savage races.

Other Classes: Rune knights work well with members of all classes.  They are a versatile sort, able to fill several roles and niches depending on their personal training and abilities.   

Role: Because rune knights are capable of a variety of roles, the role of a particular rune knight in an adventuring party mainly depends on her personal capabilities.  Rune knights who focus more on spellcasting can sometimes substitute themselves for a wizard or sorcerer – although rune knights allow wizards and sorcerers to shine in a party, allowing those characters to focus on much more specialized roles while the rune knight handles spellcasting utility.  Rune knights can also, depending on feat select and ability scores, make a powerful front-line warrior while allowing her spells to cover her weaknesses.


Rune knights also have a mostly unique role that they fill better than anyone else – anti-spellcaster.  They are especially strong against enemy casters and magical creatures, of which they are highly resistant to their attacks and powers, and many of the rune knight’s spells focus on nullifying and combating such creatures and enemies.

GAME RULE INFORMATION

Rune knights have the following game statistics.


Abilities: Strength is important for rune knights, since it affects their attack and damage rolls with melee weapons.  Dexterity is also important since rune knights can only wear light and medium armor, and Constitution helps to improve a rune knight’s hit points.  Intelligence is required for rune knight’s spells, and Charisma helps many of the rune knight’s abilities.  Overall, rune knights have use and benefit greatly from all ability scores.


Alignment: Any.


Hit Die: d8.


Starting Gold: 4d4 x 10.

Class Skills

The rune knight’s class skills (and key ability for each skill) are Concentration (Con), Craft (Int), Decipher Script (Int), Knowledge (all skills, taken individually) (Int), Profession (Wis), Speak Language (N/A), Spellcraft (Int), and Use Magic Device (Cha).  See Chapter 4: Skills of the Player’s Handbook for skill descriptions.


Skill Points at 1st Level: (2 + Int modifier) X 4.


Skill Points at Each Additional Level: 2 + Int modifier.

	Lvl
	Base Attack Bonus
	Fort

Save
	Refl

Save
	Will

Save
	Special

	1
	+1
	+0
	+0
	+2
	Absorption, practiced arcanist, rune weapon

	2
	+2
	+0
	+0
	+3
	Mentalist, force of will

	3
	+3
	+1
	+1
	+3
	Mettle, rune-casting

	4
	+4
	+1
	+1
	+4
	

	5
	+5
	+1
	+1
	+4
	Bonus rune feat, identify rune

	6
	+6/+1
	+2
	+2
	+5
	Bonus feat

	7
	+7/+2
	+2
	+2
	+5
	

	8
	+8/+3
	+2
	+2
	+6
	Towering will

	9
	+9/+4
	+3
	+3
	+6
	

	10
	+10/+5
	+3
	+3
	+7
	Bonus rune feat

	11
	+11/+6/+1
	+3
	+3
	+7
	

	12
	+12/+7/+2
	+4
	+4
	+8
	Bonus feat

	13
	+13/+8/+3
	+4
	+4
	+8
	

	14
	+14/+9/+4
	+4
	+4
	+9
	

	15
	+15/+10/+5
	+5
	+5
	+9
	Bonus rune feat

	16
	+16/+11/+6/+1
	+5
	+5
	+10
	Flowing will

	17
	+17/+12/+7/+2
	+5
	+5
	+10
	

	18
	+18/+13/+8/+3
	+6
	+6
	+11
	Bonus feat

	19
	+19/+14/+9/+4
	+6
	+6
	+11
	

	20
	+20/+15/+10/+5
	+6
	+6
	+12
	Bonus rune feat


Class Features

All of the following are class features of the rune knight.


Weapon and Armor Proficiency: A rune knight is proficient in all simple weapons and with light and medium armor, but not with any shields.

Absorption (Su): Beginning at 1st level, a rune knight may use her rune weapon to absorb magical effects and spells similar to a rod of absorption.  A rune knight's rune weapon can absorb and store an amount of spell levels equal to her class level plus her Charisma modifier, if positive (a 5th level rune knight with 15 Charisma can store 7 spell levels).  Stored spell levels vanish at a rate of one per hour.  So long as her rune weapon has at least 1 stored spell level, the rune knight may cast detect magic as a spell-like ability at will, which does not spend any stored spell slots.

A rune knight’s absorption has a radius of 10 feet + 5 feet per 2 levels of rune knight (20th level rune knight’s absorption has a radius of 60 feet) centered on the rune knight.  Using this ability to absorb spell and spell-like effects is a standard action that requires concentration (see page 176 of the Player’s Handbook) and does not provoke attacks of opportunity, but she must be wielding her rune weapon when attempting to absorb.  

Whenever any spell-like ability or spell (by allies or enemies) effects, or passes through (even partially), a single square (or character) of the rune knight’s absorption radius, she may attempt to draw that spell into her rune weapon and absorb it as a free action.  Attempting to absorb is an absorption check.  An absorption check is 1d20 + the rune knight’s class levels + her Charisma modifier contested against 10 + the spell’s caster level.  If she succeeds on her absorption check, the spell is immediately drawn into her rune weapon, having no affect.  Her rune weapon gains an amount of stored spell levels equal to the spell level of the spell or spell-like ability (0 level and affects with no listed level do not grant any stored spell levels, but the effect is still absorbed).  Additionally, a rune knight can attempt to absorb affects that were not originally cast in her absorption radius (such as permanent magic effects or a spell affecting a target, such as charm person or righteous might).  She can attempt to draw the spell and absorb it into her rune weapon.  She suffers a –10 penalty on her absorption check when attempting to absorb a spell effect in this manner.  

A rune knight can intentionally choose not to absorb a magical effect; but doing so immediately ends her absorption (this holds true for choosing not to absorb a spell cast prior to her absorption, see above).  Performing any attacks with her rune weapon (including attacks of opportunity) or losing concentration (such as failing a Concentration skill check from taking damage) immediately ends the absorption.  A rune knight can intentionally reduce the radius of her absorption to a minimum of 10 feet.  

A rune knight immediately knows the level of the spell (but not caster level or the spell itself) of the spell that enters her absorption radius, and knows whether it is cast by friend or foe.  If she attempts to absorb a spell while not having enough open spell levels to totally absorb the spell, the absorption fails but the spell instead targets the rune knight or her square, depending on the spell’s description (A rune knight cannot make Reflex saves against a spell affecting her in this manner).  

A rune knight using the absorption ability can attempt to draw in any number of spells or spell-like abilities during a round.  For each absorption attempt (whether or not successful) during the round beyond the first, she suffers a cumulative –5 penalty on her absorption check.  

Absorption, despite being a supernatural ability, works under the effect of an anti-magic field, but she receives a –5 penalty to all absorption checks.  The rune knight may also attempt to overpower the anti-magic field by attempting to draw it in and absorb it: though it is much harder, imposing a –15 penalty to the absorption check (-5 penalty for absorbing inside an anti-magic field and the –10 penalty for absorbing already active spells).

At 5th level, the rune knight’s ability to control her rune weapon increases, allowing her to absorb spells easier.  The penalty to absorb existing spells decreases to –8 from -10.  At 10th level, her proficiency expands further: her penalty to absorb existing spells lessens to –6 and her penalty to absorb additional spells in a round decreases from –5 to –4.  At 15th level, her penalty to absorb existing spells lessens to –4.  At 20th level, her penalty to absorb existing spells lessens to –2 and the penalty to absorb additional spells reduces to –3 from –4.

Special Note: A natural 20 on an absorption check is an automatic success, while a natural 1 is an automatic failure.

Practiced Arcanist: When a rune knight takes a feat that reduces caster levels, it does not apply to her rune knight or weapon caster levels and instead reduces the caster level of other spellcasting classes she may have.  When trained to do so, rune knights make superb, if not the best, individuals to combat spellcasters.


Rune Weapon: Rune knights are trained in the use of a single, chosen weapon and once chosen, the decision is permanent.  At 1st level, the rune knight chooses a weapon type (such as long sword), and this becomes her signature weapon - her rune weapon.  She gains the appropriate weapon proficiency as a bonus feat at 1st level depending on what weapon she chooses (in the above example, she would gain martial weapon proficiency: long sword).  The act of imbuing a rune weapon takes 8 hours and a masterwork weapon of her signature weapon’s type.  Any significant interruption ruins the attempt, though it can be retried as many times as she wishes by starting over again after 24 hours have passed.  Rune weapons are an aspect of each rune knight's psyche, personality, and fighting style - as thus, whenever she chooses a feat that can apply to a selected weapon, it must always be chosen to apply to her rune weapon type (previously taken feats change to apply to the rune weapon’s type).  A rune knight may only have one rune weapon at a time.


In any engagement the rune knight will use her rune weapon over other weapons (even if the other weapon is of superior quality) unless using her rune weapon puts her at a severe disadvantage (unable to hurt a ranged opponent because her rune weapon is a melee weapon, fighting zombies with a bludgeoning rune weapon, unable to escape a melee opponent while her rune weapon is a ranged weapon, among other reasons).


A rune weapon cannot ever be enhanced by means of item creation feats or other permanent means, but effects that are temporary (such as oil of magic weapon or a greater magic weapon spell) can give the rune weapon an enhancement bonus.  A rune weapon is impervious to all forms of damage and is unbreakable.  Rune weapons glow with overwhelming abjuration magic (CL equal to the wielding rune knight's class level) with detect magic and similar spells.


A lost rune weapon is considered a mark of shame for a rune knight, and she often spends every waking hour attempting to return it to her possession.  Rune knights suffer a –1 penalty to all rolls while her rune weapon has been lost or stolen.  After a year and one day passes after losing her weapon, the rune knight can choose to break her bond to her weapon and create a wholly new one.  The new rune weapon must still be of the same type as her previous rune weapon (such as a long sword in the example above).


First level rune knights begin play with an already imbued rune weapon without having to purchase the base masterwork weapon or spend time imbuing it for use.

Spells: A rune knight knows how to cast a small amount of arcane spells drawn from the rune knight spell list (see below).  A rune knight must prepare her spells ahead of time.  To learn, prepare or cast a spell, a rune knight must have an Intelligence score equal to at least 10 + the spell’s level (Int 11 for 1st-level spells, Int 12 for 2nd-level spells, and so on).  The Difficulty Class to for a saving throw against a rune knight spell is 10 + the spell’s level + the rune knight’s Intelligence modifier. 


Like other spellcasters, a rune knight can only cast a certain number of spells of each spell level per day.  Her base daily spell allotments are given below.  In addition, she receives bonus spells per day if she has a high Intelligence score (see page 8 of the Player’s Handbook).  Unlike a bard or sorcerer, a rune knight may know any number of spells based on her spell list.  She must choose and prepare her spells ahead of time by getting a good night’s rest (8 hours) and spending 1 hour studying her spell book.  While studying, a rune knight decides which spells to prepare.  Rune knights learn spells like a wizard does, and must keep a spell book like a wizard (though her spells are drawn from the rune knight spell list, below).  Like a wizard, she automatically learns two additional spells when she levels up.  A 1st-level rune knight begins play with a free spell book containing all zero level rune knight spells.


A rune knight’s caster level for prepared spells drawn from the rune knight spell list is half of her rune knight class level, rounded down (minimum of 1).

	-- Spells per Day --

	Lvl
	0
	1st
	2nd
	3rd
	4th
	5th

	1
	1
	--
	--
	--
	--
	--

	2
	2
	--
	--
	--
	--
	--

	3
	2
	0
	--
	--
	--
	--

	4
	3
	1
	--
	--
	--
	--

	5
	3
	1
	--
	--
	--
	--

	6
	4
	2
	0
	--
	--
	--

	7
	4
	2
	1
	--
	--
	--

	8
	4
	3
	1
	--
	--
	--

	9
	4
	3
	2
	0
	--
	--

	10
	4
	4
	2
	1
	--
	--

	11
	4
	4
	3
	1
	--
	--

	12
	4
	4
	3
	2
	0
	--

	13
	4
	4
	4
	2
	1
	--

	14
	4
	4
	4
	3
	1
	--

	15
	4
	4
	4
	3
	2
	0

	16
	4
	4
	4
	4
	2
	1

	17
	4
	4
	4
	4
	3
	1

	18
	4
	4
	4
	4
	3
	2

	19
	4
	4
	4
	4
	4
	2

	20
	4
	4
	4
	4
	4
	3


The Rune Knight Spell List

0-Level: Arcane mark, daze, detect magic, detect poison, flare, light, mage hand, mending, message, open/close, prestidigitation, read magic, resistance, touch of fatigue.

1st-Level: Alarm, comprehend languages, detect chaos/evil/good/law, detect undead, endure elements, erase, expeditious retreat, featherfall, grease, identify, jump, nystul’s magic aura, obscuring mist, tenser’s floating disk, undetectable alignment, unseen servant.

2nd-Level: Arcane lock, dispel magic, dispelling buffer**, blindness/deafness, darkvision, detect thoughts, glitterdust, gust of wind, quick spell immunity (lesser)**, knock, leomund’s trap, levitate, locate object, magic mouth, misdirection, obscure object, rope trick, see invisibility, shatter, silence, touch of idiocy, web, whispering wind.

3rd-Level: Arcane sight, blink, chill metal, clairaudience/clairvoyance, detect scrying, dimension door, dispelling shield**, dispelling strike**, explosive runes, fly, gaseous form, glyph of warding, heat metal, helping hand, illusory script, instant spell immunity (lesser)**, leomund’s tiny hut, nondetection, quick dispel magic**, ray of exhaustion, secret page, sepia snake sigil, shrink item, spell immunity, tongues, water breathing.

4th-Level: Air walk, arcane eye, dimension door, dimensional anchor, dispel magic (greater), dispelling buffer (greater)**, evard’s black tentacles, fire trap, freedom of movement, instant dispel magic**, quick spell immunity**, leomund’s secure shelter, locate creature, modify memory, quick spell immunity, rary’s mnemonic enhancer*, remove curse, rusting grasp, scrying, zone of silence.

5th-Level: Analyze dweomer, bigby’s interposing hand, break enchantment, contingency, dismissal, dream, false vision, feeblemind, instant spell immunity**, legend lore, leomund’s secret chest, magic jar, mind fog, mordenkainen’s private sanctum, nightmare, overland flight, permanency, prying eyes, quick dispel magic (greater)**, rary’s telepathic bond, sending, true seeing.

Note: This is not an exhaustive spell list – any spells outside of the Player’s Handbook that fits the rune knight’s theme could be added to this list.

* Rune knight levels qualify as wizard levels for this spell.

** New rune knight spell.

Mentalist (Ex): A rune knight relies on her force of mind and presence to empower her abilities, powers, and defend her from harm.  At 2nd level, she adds her Charisma modifier (if positive) to all saving throws made against spells, supernatural and spell-like abilities.  Her bonus to saving throws from mentalist cannot exceed her rune knight class level.
Force of Will (Ex): Through intense training, study, and sheer will, the rune knight is able to overcome the hurdles of casting spells while hampered by armor.  Beginning at 2nd level and every 2 levels thereafter (4th, 6th, 8th, and so on) the rune knight reduces her arcane spell failure chance by a cumulative 5%.  This reduction in arcane spell failure chance applies only to rune knight spells.

Example: Serena, an 8th level rune knight, would reduce her arcane spell failure chance by 20%.

Mettle (Ex): A rune knight’s special training and force of will allows her to shrug off magical effects that would otherwise harm her.  Beginning at 2nd level, if a rune knight makes a successful Fortitude or Will saving throw that would normally reduce the spell’s effect, she suffers no effect from the spell at all.  Only those spells with a Saving Throw entry of “Fortitude half,” “Will partial,” or similar entries can be negated through mettle.

Mettle applies only against spells, supernatural, and spell-like abilities.

Rune-casting: At 3rd level the rune knight learns how to cast arcane spells through her rune weapon which are drawn from a small and specific list (see below) by using magic energy absorbed by her weapon.  Weapon spells are not cast like normal spells nor are they prepared.  To cast a weapon spell the rune knight must have a Charisma score of 10 + the spell’s level.  A rune knight knows all spells on the weapon spell list, unless she does not have sufficient Charisma to cast the spell.  Casting a weapon spell costs an amount of stored spell levels from her rune weapon equal to the spell’s level she wishes to cast.  Saving throws for weapon spells are based on Charisma (10 + spell’s level + Charisma modifier).  

A rune knight can cast any spell from the list of weapon spells (see below) provided she is of sufficient level (see chart below), has high enough Charisma, and has enough stored spell levels in her rune weapon to consume in the casting.  

Spells cast as weapon spells function as normal, except as noted: Weapon spells have a caster level equal to the rune knight’s class level, have no material component, and always have an arcane focus being the rune knight’s rune weapon (XP costs are spent as normal).  Any costly material components (1 gold or over) that the spell may normally have are instead converted into an XP cost equal to 1/25th of the material component’s cost, with a minimum expenditure of 1 XP.  Weapon spells have no verbal or semantic components.  

All beneficial weapon spells target either the rune knight or the rune weapon (where applicable), or target the rune knight or rune weapon’s occupied square (in the case of an area of effect spell).  Harmful or non-beneficial weapon spells effect targets or an area at the rune knight’s choice (such as with wall of ice).
If a rune weapon spell requires concentration or has a listed duration, the rune knight may have only one such spell active at one time (though she need not concentrate on the spell, the rune weapon instead does).  If she must make a Concentration check for a spell her rune weapon is maintaining, the rune weapon instead makes the Concentration check with her normal bonus and modifiers + her rune knight level.  Casting a rune weapon spell while one is currently active immediately cancels the active spell (even if that spell cannot normally be dismissed).  A rune knight must still use actions normally to redirect spells if a spell can be redirected.  

	Weapon Spell Level
	1st-level
	2nd-level
	3rd-level
	4th-level
	5th-level

	Rune Knight Level
	3rd
	6th 
	9th 
	12th  
	15th


Weapon Spell List

1st-Level: Enlarge person, entropic shield, mage armor, magic weapon, protection from chaos/evil/good/law, reduce person, shield, true strike.

2nd-Level: Align weapon, bear’s endurance, blur, bull’s strength, cat’s grace, darkness, eagle’s splendor, false life, fox’s cunning, keen edge, owl’s wisdom, protection from arrows, resist energy, shield other.

3rd-Level: Displacement, dispelling strike, globe of invulnerability (lesser), haste, heroism, magic circle against chaos/evil/good/law, magic vestment, magic weapon (greater), protection from energy, wind wall.

4th-Level: Death ward, disrupting weapon, fire shield, globe of invulnerability (greater), illusory wall, otiluke’s resilient sphere, stoneskin, wall of fire, wall of ice, wall of stone.

5th-Level: Anti-magic field, spell resistance, spell turning, wall of force, wall of iron.

Note: This is not an exhaustive spell list – any spells outside of the Player’s Handbook that fits the rune knight’s theme could be added to this list.
At 5th level, the rune weapon’s capacity to concentrate and maintain spells increases.  This allows the rune weapon to hold a second spell, maintaining the duration on both.  However, when the rune knight casts a third maintained weapon spell, one of the currently active spells, at her choice, immediately ends (described above).  Example: Serena’s rune weapon is maintaining a blur and a magic weapon spell.  She then casts displacement, and chooses to end the blur spell.  At 10th, 15th, and 20th levels the rune weapon’s capacity increases by an additional spell (3 spells, 4 spells, and 5 spells respectively).


Bonus Rune Feat: Beginning at 5th level, and at 10th, 15th, and 20th level, the rune knight begins to learn how to scribe special and powerful runes on her rune weapon.  These runes allow her to perform special functions, often using stored spell levels in different ways.  A rune knight may pick one feat with the [Rune] descriptor each time she gains a bonus rune feat.

Identify Rune (Ex): Rune knights can identify whether another rune knight’s rune weapon possesses a special rune.  Only runes that the rune knight can scribe can be identified – meaning a rune knight with only the rune of destruction feat can identify another knight’s rune of destruction.  Identifying all runes on a rune weapon requires no check and is instantaneous once she sees the weapon; despite the fact each rune knight’s runes are unique and normally impossible to tell apart from other runes or mundane markings.

Bonus Feat: At 6th, 12th, and 18th level the rune knight’s training rewards her with a bonus feat.  The bonus feat must be selected from the following list: Any feat listed in the General Feats section (see below), including blind-fight, combat casting, heighten spell, improved initiative, iron will, silent spell, spell mastery*, still spell, and weapon focus.  

Note: This is not an exhaustive feat list – any feats outside of the Player’s Handbook that fits the rune knight’s theme could be added to this list.

* Rune knight levels qualify for spell mastery as if rune knight levels are wizard levels.

Towering Will (Ex): A rune knight’s willpower is exceptional, powerful enough to shrug off the debilitating effects of magic.  As a knight grows in experience and power, so does her will – the phrase “mind over body” has a special meaning for a rune knight of 8th or higher level.  When a rune knight is forced to make a Fortitude saving throw.

Towering will applies only against spells, supernatural, and spell-like abilities.

Flowing Will (Ex): A rune knight’s willpower is exceptional, powerful enough to deflect the harmful effects of magic.  As a knight grows in experience and power, so does her will – a rune knight can call upon foresight and intuition to guide her body’s instant reactions.  At 16th level, the rune knight can make a Will saving throw instead of using her Reflex saving throw when forced to make a Reflex save.  Because the rune knight uses her Will saving throw instead of her Reflex, she can totally negate the effects from spells with a successful save because of Mettle (see above). 

Flowing will applies against only spells, supernatural, and spell-like abilities.

Example: Serena is caught in a fireball cast by an enemy sorcerer, though because she is a rune knight of 16th level she is allowed to make a Will save instead of a Reflex save against the spell.  She succeeds with her roll, showing that her innate willpower and intuition are enough to guide her out of harm’s way (she suffers no damage).
