New Feats
General Feats
Anathema of Magic [General]

You are a destroyer of magic.

Prerequisite: Rune knight level 1st.  Spellcraft 4 ranks.

Benefit: You gain a +2 insight bonus on all negation checks that you make with your runecasting ability.  Any rune knight spells that you cast that dispel or remove magical effects (such as break enchantment or dispel magic) use your character level as your caster level instead of normal.  This bonus also applies to spells that dispel or remove magical effects cast through a rune of power.

Drawback: Your non-rune knight caster level reduces by 2.

Normal: Rune knight spells have a caster level equal to half your rune knight class level.

Bane of Magic [General]

You hold a powerful bane and warding against those who seek to affect you with their magic.

Prerequisite: Rune knight level 6th, Spellcraft 9 ranks, devourer of magic.

Benefit: Whenever you are targeted or among those affected by a spell or spell-like ability, the caster of that spell suffers an amount of damage equal to the spell’s level (minimum 1).

Drawback: Your non-rune knight caster level reduces by 2.

Devourer of Magic [General]

You are a devourer of magic.

Prerequisite: Rune knight level 3rd, Spellcraft 6 ranks.

Benefit: You gain a +4 insight bonus to checks for spells or abilities that remove magical effects (such as remove curse or dispel magic), this is in addition to any normal limit.  Also, when you successfully dispel or remove an effect, your rune weapon gains an amount of stored spell levels equal to the dispelled or removed spell’s level.

Drawback: Your non-rune knight caster level reduces by 2.

Morphic Weapon [General]

You can alter the properties of your rune weapon by imbuing it with energy.

Prerequisite: Rune knight level 1st.

Benefit: As a full-round action that provokes attacks of opportunity, you can change the base make-up of your rune weapon.  You must of come into contact at one time with the type of material you wish to change it into, such as cold iron or mithral.  The change has duration of rounds equal to the amount of stored spell levels you expend from your rune weapon.  The total cost of the change must not exceed 5,000 gold coins.  You cannot combine different materials that cannot normally be combined – such as cold iron and mithral.  If you lose contact with your rune weapon it automatically reverts back to its normal material.

Runic Strike [General]

You can strike an opponent with your rune weapon and simultaneously unleash the awesome might of your rune of destruction.

Prerequisite: Base attack bonus +9, rune of destruction.

Benefit: Once per round you may choose to imbue one attack roll with your rune of destruction’s magical energy.  Before determining success or failure you must expend an amount of stored spell slots based on how much damage you wish to deal (see the rune of destruction feat description).  Whether or not the attack succeeds or fails, you expend the stored spell slots (and thus are lost with no effect if you miss) and rune of destruction cannot be used for 1d4+1 rounds.  If the attack is successful you deal damage with rune of destruction as normal, though spell resistance still applies.

Spell Vault [General]

Your rune weapon has a much larger storing capacity.

Prerequisite: Rune knight level 1st.

Benefit: Add 5 to the amount of spell levels you can store with your rune weapon.

Special: This feat may be taken multiple times.

Weapon Shaping [General]

You have learned to weave together the essence of different types of materials.

Prerequisite: Improved morphic weapon.

Benefit: You can combine several materials when you change the properties of your rune weapon – such as allowing it to strike as a cold iron and adamantine weapon at the same time.  The total cost of the change must not exceed the normal amount from your morphic weapon feat.  Additionally the total cost of the changes may not exceed 10,000 gold coins.

Vampiric Embrace [General]

You can absorb energy from other’s bodies, allowing you to empower your rune weapon.

Prerequisite: Rune knight level 9th, Concentration 9 ranks, Vampiric Essence.

Benefit: You can leech energy to fuel your spells away from a willing person.  You must be within range to touch them with your rune weapon to do so.  The willing person suffers 1d4+1 points of damage (not from your weapon, but from the act of you leeching their energy) per stored spell level you wish to absorb into your weapon.  The act of leeching energy from a person’s body is a full-round action that provokes attacks of opportunity.

Vampiric Essence [General]

Your weapon can absorb energy from your body in addition to absorbing spells.

Prerequisite: Rune knight level 6th, Concentration 6 ranks.

Benefit: You can spend hit points to place spell levels into your rune weapon automatically.  Using vampiric essence is a full-round action that does not provoke attacks of opportunity.  For every spell level you place within your rune weapon, you take 1d4+1 points of damage.  

Normal: Only absorbed spells provide stored spell levels.

Vampiric Psyche [General]

You can absorb the energy from other’s minds, allowing you to empower your rune weapon.

Prerequisite: Rune knight level 9th, Concentration 9 ranks, Vampiric mind.

Benefit: You can leech spell energy from another willing person.  The person you leech the spell from chooses which prepared spell or spell per day (in case of a spontaneous caster) to “lose”, not you.  You gain an amount of stored spell levels in your rune weapon equal to the lost spell’s level.  Leeching spells in this manner is a full-round action that provokes attacks of opportunity.


You can only mentally leech spells from another if they are within 30 feet of you.

Vampiric Will [General]

You can distill the power of your prepared spells and infuse them into your rune weapon.

Prerequisite: Rune knight level 6th, Concentration 6 ranks.

Benefit: You can “lose” spells and allow your rune weapon to absorb the lost magical energy.  Losing a spell in this manner requires no action on your part, except a fraction of your will, which grants your rune weapon an amount of stored spell levels equal to the spell level of the lost spell (though you can only lose one spell per round).  You lose a prepared spell or spell per day of your choice.  You do not need to activate the negation effect of your rune weapon to charge it with magical energy of your own.


If you have multiple spellcasting classes besides the rune knight, you can absorb spells from those levels as well.

Normal: Only absorbed spells provide stored spell levels.
Zone of Nullification [General]

Your absorbing radius is abnormally large.

Prerequisite: Rune knight level 6th.

Benefit: Your absorption radius increases by 10 feet.

Special: You may take this feat multiple times – it’s effects stack.

Rune Feats

The rune knight introduces a new type of feat called “Rune” feats.  These feats are runes that are inscribed upon the rune weapon of the rune knight.  


Scribing a Rune: Once a rune feat is selected, a rune knight may scribe that type of rune upon her rune weapon.  Scribing a rune is a meditative ritual that takes 8 hours.  If she is significantly interrupted (such as being attacked) during the ritual, it fails, though she may try again after 24 hours have passed.  Runes, once scribed, are permanent and are never consumed with use nor can they ever be removed or dispelled in any way.  Every rune knight’s rune is different and often symbolic in design.


Using Runes: Unless otherwise stated, runes are full-round actions that provoke attacks of opportunity.  Runes require the rune knight to expend stored spell levels from her rune weapon to use – a rune knight may never use more stored spell levels for rune feats than she has rune knight class levels.  The act of using a rune manifests the rune’s power as a spell-like ability (unless otherwise stated).  Runes have a caster level equal to the amount of stored spell levels expended, and are considered spells equal to half that amount, rounded down, with a maximum of 9.  At any time that a rune knight must defeat spell resistance with one of her runes, she uses the rune’s effective caster level instead of her rune knight caster level.

Rune of Banality [Rune]

You have learned how to scribe a rune of banality, a powerful rune that drains energy from spellcasters.

Prerequisite: Rune knight level 5th, Knowledge (arcana) 4 ranks, Spellcraft 4 ranks.

Benefit: You have learned the ability to scribe a rune of banality.  Using rune of banality is a full-attack action with your rune weapon that does not provoke attacks of opportunity.  You make a single attack roll at your highest attack bonus.  If you hit, you deal damage as normal and you drain a spell from the target (your choice, though you may not know what spells a caster have or have prepared).  If you choose a spell that the spellcaster cannot cast or does not have prepared, the drained spell is random.  If the caster prepares spells, he loses that prepared spell for the day; if he is a spontaneous caster, he loses a spell slot of that level and cannot cast that spell for 1 minute.


If there are multiple levels of the spell (such as metamagic versions or prepared in a higher level spell slot), you drain the highest-level versions first.  Rune of banality is a supernatural ability.

Rune of Curing [Rune]

Your experience with rune of healing has leant you insight to scribe a rune of curing, which allows you to relieve debilitating effects from your body.

Prerequisite: Rune of healing, Heal 4 ranks.

Benefit: You have learned the ability to scribe a rune of curing.  Rune of curing has two different effects (neutralize and restore) described below, which you must choose between when employing the rune.  All rune of curing uses only affect the rune knight employing them.


Neutralize: You may expend 2 stored spell levels and attempt a new save against a disease or poison (multiple diseases or poisons require additional uses).  This new save is made with your current saving throw bonuses, though you can spend additional spell levels to gain a +2 bonus to this save for every additional spell level spent.  On a successful save, the disease or poison is immediately removed.  A successful save also kills all parasites and slimes on you.

Restore: You may expend 4 stored spell levels; restoring 1d4 points of temporary ability score damage or immediately dispel any effect reducing your ability scores (such as ray of enfeeblement).  In addition, each use of restore removes any fatigued status from the rune knight and improves exhausted status to fatigued (spending an additional spell level wholly removes exhausted status).
Rune of Defense [Rune]
You have learned to scribe a rune of defense, and rune that protects you from bodily harm.

Prerequisite: Rune knight level 5th, Concentration 4 ranks.

Benefit: You have the ability to scribe a rune of defense.  When you activate this rune you must expend an amount of stored spell levels.  For every 2 stored spell levels expended you gain a cumulative +1 deflection bonus to armor class.  This bonus to armor class lasts for a number of rounds equal to your rune knight level.

Rune of Deflecting [Rune] 

Through experience with your rune of reflection, you have learned to turn spells and spell-like abilities to other directions – not just against the original caster.

Prerequisite: Rune knight level 10th, Rune of reflection, Knowledge (arcana) 6 ranks, Spellcraft 6 ranks.

Benefit: You have the ability to scribe a rune of deflecting.  Rune of deflecting works in all ways that rune of reflection does, except as follows: Instead of redirecting the spell at the original caster, you can instead redirect it at any person or any square (depending on the type of the spell), even if the spell cannot normally be used in this manner (see the rune of reflection feat description).  

Rune of Destruction [Rune]

You have learned how to scribe a rune of destruction, which allows you to unleash the stored spell levels of your rune weapon into destructive attacks.

Prerequisite: Rune knight level 5th, Knowledge (arcana) 2 ranks.

Benefit: You have the ability to scribe a rune of destruction.  Rune of destruction is a full-attack action that requires a ranged touch attack that does not allow a saving throw, though spell resistance applies (does not provoke attacks of opportunity).  For each stored spell level expended, rune of destruction deals 1d4+1 points of damage and has a cumulative range of 5 feet.  Rune of destruction may only be used once every 1d4+1 rounds.

Example: Serena, a 15th level rune knight, uses rune of destruction and expends 11 stored spell levels.  It has a range of 55 feet, deals 11d4+11 damage, has a caster level of 11 and is considered a 5th-level spell.  If she has to break spell resistance she would have a +11 bonus instead of +7 (for being a 15th level rune knight).

The rune of destruction spell-like ability varies widely in appearance depending on the rune knight.  For some knights it may appear as a glowing blue ray of energy, for others it may be a blast of fire.  Despite the appearance of the rune of destruction’s attack, it does not change any properties of the ability or confer any special bonuses or penalties – the rune knight can also change the appearance with each use.  Rune of destruction’s damage is magical, but is not of a specific type, so is not subject to energy resistance or damage reduction.

Rune of Draining [Rune]

Through extensive use of your rune of banality, you have learned how to scribe a rune of draining – a much more potent version.

Prerequisite: Rune of banality, Knowledge (arcana) 6 ranks, Spellcraft 6 ranks.

Benefit: Whenever a spellcaster loses a spell by your rune of banality, the energy of that spell is drained away and siphoned into your rune weapon.  Rune of draining is a free action that does not provoke attacks of opportunity.  You gain an amount of stored spell levels equal to the level of the lost spell.  Rune of draining is a supernatural ability.


Instead of absorbing the spell into your rune weapon, you can instead choose to retain that knowledge for use in a subsequent round.  The spell is retained in your memory for an amount of rounds equal to your Charisma modifier (minimum of 1 round).  You cast the spell as normal for that specific spell (but you suffer arcane spell failure as if it were a rune knight spell).  You use all caster level dependant effects and the save DC as if the spell was cast by the character the spell was drained from, but you use your attack bonus if an attack roll is required – you are treated as the caster for all other purposes (as for which targets the spell can effect).

Rune of Glibness [Rune]

You have learned how to scribe a rune of glibness, which allows you to expend stored spell levels to make you a more persuasive speaker.

Prerequisite: Rune knight level 5th.

Benefit: You have the ability to scribe a rune of glibness.  For every 2 spell levels you expend, you gain a cumulative +1 insight bonus to Bluff, Diplomacy, and Gather Information checks.  These bonuses last for 10 minutes per rune knight level.

Rune of Healing [Rune]

You have learned how to scribe a rune of healing, which allows you to expend stored spell levels to heal your body.

Prerequisite: Rune knight level 5th, Heal 1 rank.

Benefit: You have the ability to scribe a rune of healing.  Additionally, the Heal skill becomes a rune knight class skill for you.  For every stored spell level spent, you regain 1d4+1 hit points, up to your maximum.  Rune of healing may only affect the rune knight employing it.

Rune of Magic [Rune]

You have learned how to scribe a rune of magic, which allows you greater versatility with your spellcasting.

Prerequisite: Rune knight level 5th, Spellcraft 4 ranks, Use Magic Device 4 ranks.

Benefit: You have the ability to scribe a rune of magic.  Rune of magic allows you to cast your rune knight spells by expending stored spell levels instead of prepared spell slots.  Casting spells through your rune of magic occurs as if you had cast the spell normally except as follows: you expend an amount of stored spell levels equal to the spell’s level + 1, you must have your rune weapon in hand to cast the spell, and you use your Charisma bonus to determine the spell’s saving throw Difficulty Class and whether you can cast a spell of that level or not.  You must still have that spell prepared for the day.


Example: Serena wishes to cast explosive runes through her rune of magic.  Since an explosive runes spell is a 3rd-level rune knight spell, it would cost 4 stored spell levels to cast.  Her Charisma score is 15, so the save DC of her explosive runes is 15 (10 + the spell’s level + her Charisma modifier), and she could normally cast up to 5th-level spells with her high Charisma.

Rune of Might [Rune]

You have learned how to scribe a rune of might, which allows you to enhance the physical power of your body by infusing it with magic.

Prerequisite: Rune knight level 5th.

Benefit: You have the ability to scribe a rune of might.  Using rune of might is a swift action that does not provoke attacks of opportunity.  For every spell level you expend, you gain a cumulative +1 insight bonus on your damage rolls for an entire round.


Example: Serena, a 20th level rune knight, has four attacks in a round.  She spends 10 spell levels to grant each of her four attacks a +10 bonus to damage for a single round.

Rune of Power [Rune]

You have learned how to scribe a rune of power, which is a versatile rune that boosts your spellcasting potential.

Prerequisites: Rune knight level 10th, Rune of magic, Spellcraft 12 ranks, Use Magic Device 12 ranks.

Benefit: You have the ability to scribe a rune of power.  Rune of power grants you the limited ability to spontaneously cast spells from different spell lists (such as from the cleric spell list) without having to prepare or know them.  Spells cast in this manner are considered arcane spells, despite from whatever spell list they are drawn from.  Casting a spell by using rune of power expends an amount of stored spell levels double the spell’s level and requires a Use Magic Device skill check: Difficulty Class 20 + spell level (divine spells are at +2 DC).  If the skill check fails, the stored spell levels are lost, but the spell is not cast.  When using rune of power, you cannot cast a spell with a higher spell level than half your rune knight class level (rounded down, minimum of 1).  You must declare which class you mimicking when casting a spell from your rune of power.  Example: Serena, a 14th level rune knight, could cast a 7th-level spell with rune of power.  


If the Use Magic Device skill check succeeds, the spell casts as a full-round action (or longer, depending on the spell, such as control weather), with a caster level equal to your rune knight caster level or the minimum caster level required to cast that spell (whichever is higher).  Spells cast in this manner base their saving throw Difficulty Class on Charisma (10 + spell level + Charisma modifier).


A rune knight may use rune of power a number of times per day equal to 1 + her Charisma modifier (if positive).


Example: Serena, a 12th level rune knight, decides to use her newly acquired rune of power to cast a fireball spell, as if she were a wizard.  She would expend 6 spell levels (because fireball is a 3rd-level wizard spell) and must make a Use Magic Device check with a DC of 23.  If she is successful, the fireball spell goes off at the end of her turn and deals 6d6 points of damage (because her caster level is 6), and have other properties (such as range) based on caster level 6th.  She has a Charisma score of 15, so the fireball will have a Reflex saving throw DC of 15.

Rune of Recharging [Rune]

You have learned how to scribe a rune of recharging, which allows you to transfer stored spell levels to recharge magic items.

Prerequisite: Rune knight level 5th, Use Magic Device 6 ranks.

Benefit: You have the ability to scribe a rune of recharging.  A rune of recharging can recharge magical items that use charges (such as wands and staves, but not a necklace of fireballs).  The magical item that you wish to recharge must have at least 1 charge left.  To recharge the item, you must expend a number of stored spell levels equal to the amount of charges you wish to give the item and expend an amount of XP equal to the highest level spell the magic item can cast multiplied by the amount of stored spell levels you spend. 

Rune of recharging has a casting time of 1 hour, and to recharge the magic item with the amount of stored spell levels that you wish, you must make a Use Magic Device check at the end of the casting time.  The Difficulty Class of this skill check is 15 + the highest-level spell the magic item can cast.  Magic items that can cast a divine spell have +2 DC.


If your Use Magic Device check succeeds, your magic item gains an amount of permanent (until used) charges equal to the amount of stored spell levels you spend, and you lose an appropriate amount of XP.  If the check fails, the stored spell levels you would spend are instead lost, but you do not lose any XP.


Example: Serena wishes to charge her magic staff with 10 additional charges, thus spending 10 stored spell levels.  Her magic staff is capable of casting fireball (3rd-level spell) as its highest spell.  She would spend 1 hour attempting to recharge the magic staff, and at the end of the hour she would make a Use Magic Device check with a DC of 18.  Whether she succeeds or not she would expend those 10 stored spell levels.  If she were successful she would lose 30 XP for recharging the item with 10 charges (3 [fireball is a 3rd-level spell] x 10 [the amount of stored spell levels spent] = 30).

Rune of Reflection [Rune]

You’ve learned how to reflect magical attacks and spells back at their original caster by channeling the energy through your rune weapon.

Prerequisite: Rune knight level 5th, Knowledge (arcana) 4 ranks, Spellcraft 4 ranks.

Benefit: You have the ability to scribe a rune of reflection.  Using rune of reflection is a supernatural ability and does not require a full-round action or provoke attacks of opportunity.

Once per round, when you make a successful negation check, you can choose to reflect the spell back at the caster instead of absorbing the spell levels.  Reflecting a spell back at the original caster consumes an amount of stored spell points equal to one plus the spell’s level.  Attack rolls use your bonuses, though the spell’s caster level, save Difficulty Class, and all other aspects are based on the original caster.  Reflecting wholly beneficial spells at the original caster (such as righteous might or eagle’s splendor) is pointless.  Enemies and allies are considered by the spell from the rune knight’s perspective.  The new spell targets the original caster (such with ray spells) or him or his square (in case of area of effect spells) even if the spell cannot normally work in this manner.

Example: Serena is fighting an enemy cleric who is within her negation radius.  The cleric attempts to cast a prayer spell, and Serena decides to attempt to negate it and then reflect it with her rune of reflection.  If she is successful, the prayer will be centered on the enemy cleric as normal, but the bonuses and penalties will be from Serena’s perspective – her allies will gain the bonuses, but her enemies (such as the cleric and his allies) will instead receive the penalties.

If for some reason a spell cannot be reflected (whether because of strange spell mechanics or another reason), it is instead absorbed as normal without any expenditure of stored spell levels.  The original caster cannot dismiss spells that have been reflected – they run their full duration.

Rune of Resistance [Rune]

You have learned how to scribe a rune of resistance, a rune that empowers you with the strength to thwart hostile spells targeted against you.

Prerequisite: Rune of defense, Concentration 8 ranks.

Benefit: You have the ability to scribe a rune of resistance.  For every 2 stored spell levels that you expend for rune of resistance, you gain a +1 resistance bonus to saving throws against spells, spell-like, and supernatural abilities.  This bonus lasts for an amount of rounds equal to your rune knight level.

Rune of Vigor [Rune]

You have learned how to scribe a rune of vigor, a rune that increases the resilience of your physical body.

Prerequisite: Rune knight level 5th.

Benefit: You have the ability to scribe a rune of vigor.  For every stored spell level that you expend for rune of vigor, you gain 4 temporary hit points.  These temporary hit points last for an amount of rounds equal to your rune knight level.

