
 
CRYSTAL OF THE MAHO RUNE 
Master rune, rare (requires attunement) 
 
A pale blue crystal geode is the size of a human fist. The 
maho rune – the rune of magic – appears within it, 
although its exact appearance seems different from 
viewer to viewer. When touched you feel an 
overwhelming sense of wonder and insignificance in 
one’s own place in the universe. This feeling passes 
after a moment. 
 Sense the Weave (Simple Property). You can 
scribe the maho rune on a flat surface, such as the 
ground or wall as a bonus action. A pulse of energy will 
travel along all surfaces and affect all objects and 
creatures in contact with those surfaces for 30 feet. Any 
magical items or enchantments will glow for one round 
with an aura reflective of their enchantment, and this 
effect will be visible to everyone within range. 
 Arcane Resistance (Simple Property). While you 
are attuned to this rune you gain advantage on saving 
throws versus magic spells. This resistance does not 
extend to innate attacks or powers. 
 Trap Deconstruction (Simple Property). You can 
use your rune tracing to disable magical traps and 
enchantments. This power does not affect permanent 
magical items, curses, or charm effects on creatures. 
 Arcane Brand (Complex Property). As an action, 
you scribe this rune in the air and homes to strike one 
target within 30 feet placing a persistent brand on them. 
At the start of their turn, a branded creature takes 1d8 
lightning damage per level of the spell slot. At the end of 
their turn, the target may make an Intelligence saving 
throw (DC 12 + the level of the expended spell slot) to 
eliminate the brand. Magical constructs have 
disadvantage to their saving throws. 
 Enchanted Arms (Complex Property). You may 
spend an action inscribe a rune onto a melee or ranged 
weapon. This weapon gains a luminous blue aura and is 
considered magical for purposes of affecting creatures 
resistant to non-magical weapons. This effect lasts 1 
minute, however if a spell slot is expended, the aura 
persists for one hour per level of the spell slot. 
 Unravel the Weave (Complex Property). You can 
use your reaction to counter a magic spell as it is cast 
analogous to using a Counterspell. This consumes a 
spell slot equal to the level of the spell being countered. 
If you do not have a sufficient slot, the action fails and 
the spell goes off as normal. This ability cannot be used 
to counter innate attacks or powers. 
 
KYO RUNE CUBE 
Master rune, rare (requires attunement) 
 
A glass cube with a size length of exactly one foot. As 
one gazes through, the kyo rune – the rune of force – 
can be vaguely distinguished. As you touch it you feel 
parts of your body being compressed and constricted. 
This feeling passes after a moment.  
 Immovable Object (Simple Property). While 
attuned to this rune you have resistance to Force 
damage and have advantage on all checks to avoid 
forced movement.  

 Poltergeist (Simple Property). While attuned to 
this rune you may use a bonus action to manipulate 
objects similar to the mage hand spell. The limitation of 
this is 10 pounds and objects may either be drawn 
towards you or pushed away a maximum of 30 feet; the 
rune power is incapable of fine manipulations.  
 Aspect of the Ram (Simple Property). While 
attuned to this rune you gain advantage to Athletics 
checks for jumping, shoving, and breaking down doors. 
 Repelling Shield (Complex Property). Over the 
course of a short rest, you inscribe this rune onto a 
normal sized shield or buckler as you expend a spell 
slot. The air around the shield takes on a distorted 
appearance.  
 If someone defending with the shield is attacked and 
missed in combat, they may spend their reaction to 
block. This will deal 1d6 force damage per level of the 
spell slot to the attacker, and they must make a 
Strength saving throw (DC 12 + the level of the 
expended spell slot) or be knocked prone.  
 These effects last for 24 hours or until you use this 
property again. 
 Force Wave (Complex Property). You trace the 
rune into the air in front of you as an action and spend a 
spell slot. Up to 3 adjacent creatures in an arc in front of 
you (in melee range) are pushed by a wave of force and  
must make a Strength saving throw (DC 12 + the level 
of the expended spell slot). On a failed saving throw, 
creatures take 1d8 force damage per level of the spell 
and are pushed back 5 feet. On a successful saving 
throw, creatures take half damage and are not pushed. 
 Feet of Attraction (Complex Property). You may 
inscribe this rune in inverse upon your feet and expend 
a spell slot to gain the Spider Climb effect. It lasts for 5 
minutes per level of the spell slot expended, but does 
not require concentration.  
 
SHARD OF THE TOH RUNE 
Master rune, rare (requires attunement) 
 
A yellow crystal shard the size of a human femur. As 
light passes through it the toh rune – the rune of light – 
appears is projected upon the surface beneath. When 
touched you feel temporarily lightheaded and euphoric, 
and a great love for those around you. This feeling 
passes after a moment. 
 Rune of Light (Simple Property). While attuned, 
you can scribe the toh rune upon any object or surface, 
and it will project light as per the light spell. It will last 
for one hour, or until you transcribe the rune again. 
 Bright Eyes (Simple Property). While attuned to 
this rune you gain advantage to Perception checks 
involving sight. You are also immune to being blinded.  
 Light from Within (Simple Property). While 
attuned to this rune you gain resistance to necrotic 
damage.  
 Radiant Brand (Complex Property). Over the 
course of a short rest, you inscribe this rune onto a 
melee or ranged weapon, or onto up to 20 pieces of 
ammunition. The items in question take on a while 
radiant glow and deals radiant damage instead of 
piercing, slashing or bludgeoning damage.  

ALTERNATIVE MASTER RUNES 



 In addition, you can expend a spell slot while using 
this property to grant the weapon or ammunition a 
bonus to attack rolls and damage rolls equal to the spell 
slot’s level divided by three.   
 These effects last for 24 hours or until you use this 
property again. 
 Revealing Light (Complex Property). As an action, 
you scribe this rune in the air in front of you and expend 
a spell slot. It sheds bright light for 120 feet. 
 Within this area all creatures gain advantage to 
Perception checks to detect hidden objects or creatures. 
If a second level or higher spell slot is used, all invisible 
creatures are revealed. If a forth level or higher spell 
slot is used, all illusions within the light effect are 
dispelled. If a sixth level or higher spell slot is used, all 
creatures within the area gain true seeing.  
 Holy Lightbringer (Complex Property). While you 
are attuned to this rune, your radiant attacks are more 
potent. Whenever you roll radiant damage from an 
attack or spell you cast, you can reroll that damage and 
use the higher result. 
 
JADE CHARM OF THE UN RUNE 
Master rune, rare (requires attunement) 
 
A flattened donut shaped polished piece of pure jade 
that fits neatly within the palm of one hand. When 
placed upon flesh and removed, it leaves a runic mark 
that fades with time. This mark – the un rune of luck – 
is believed to bring great fortune. As you touch it you 
feel an unstoppable feeling of confidence and self 
believe. This feeling passes after a moment.  
 Always Lucky (Simple Property). While you are 
attuned to this rune, whenever you roll a 1 on an attack, 
saving throw, or ability check you may choose to reroll. 
If you roll a 1 a second time you automatically fail and 
you may not use any of your attuned un properties until 
you have a long rest.  
 Games of Chance (Simple Property). While 
attuned to this rune, gain advantage to all checks using 
Gaming tools. 
 In addition, you may trace the un rune upon a coin, 
dice, or any other object used as a tool of chance. You 
may then choose the result for the next toss or roll. If 
done openly, you may require an opposed Sleight of 
Hand vs Perception check to avoid being detected.  
 Providence (Simple Property). While attuned to 
this rune small but lucky things manifest around you. 
For instance, the rain stops as you go to walk outside, 
you run into an old friend with helpful advice, the inn 
happens to be serving your favourite meal.  
 This is something that your DM can play upon and 
you have no direct control over, and has no mechanical 
effects upon your PC or dice rolls. 
 Wild Magic (Complex Property). You may 
incorporate this rune into the casting of a spell as a 
bonus action. The spell must be cast using a slot of one 
level higher than the base. When the spell is cast you 
may roll on the Wild Magic table. 
 Know One’s Fortune (Complex Property). While 
attuned to this rune you may spend a spell slot to cast 
the augury spell.  

 Luckblade (Complex Property). Over the course of 
a short rest, you inscribe this rune onto a melee or 
ranged weapon and expend a spell slot. The item does 
not change in appearance but feels lighter and 
smoother to the touch. 
 The weapon gains an expanded critical range of 19-
20 for a level 1-3 spell, 18-20 for a level 4-6 spell, and 
17-20 for a level 7-9 spell.  
 These effects last for 24 hours or until you use this 
property again. 
    
 
 


