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HISTORY 
Most practitioners of arcane magic are either feared or respected 
by those who learn of their powers, for even the weakest sorcerer 
wields forces beyond what most humanoids can comprehend. 
Among the arcane spellcasters, the members of the Emerald 
Warlocks- a secretive order of powerful mages- are held in high 
esteem. 

ADVENTURES
Most Emerald Warlocks  view adventuring as a necessary way of 
life, becoming adventurers not because they wish to join forces with 
people of other professions, but rather because of their constant need 
to oppose chaos. 

CHARACTERISTICS
An Emerald Warlock is a skilled and dedicated arcane practitioner 
who, at one point in his career, was invited to join the elite ranks of 
the Emerald Warlocks. Little is known about this secretive organiza-
tion, but many believe it was founded by beings that were not of this 
world and that the mystical powers drawn by their members may 
come from another plane of existence. 

The founders of the Emerald Warlocks were indeed not born on this 
planet, but came to this world thousands of years ago. The Emerald 
Warlocks are led by a conclave composed of strange and powerful 
outsiders, but some humanoids have also taken the reigns of the 
organization over the course of its long history.  

Though the goal of the Emerald Warlocks is a mystery 
to most people who hear about it, its members know 
that the Emerald Warlocks’ task is to bring order 
where chaos reigns supreme and uphold civilization 
where barbarism rules. LPJ 9908
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ALIGNMENT
By nature, those who become Emerald Warlocks  are 
disciplined and respectful of the laws and customs of the 
civilized world. Strong willed and dedicated to the Emerald 
Warlocks, the members of this prestige class are no more 
inclined toward good than they are toward evil. Emerald 
Warlocks  have two things in common: They wish to 
oppose chaos and are fervently loyal to their organization. 

Religion: Emerald Warlocks tend to believe in themselves 
and the tremendous forces they wield more than in any 
deity or faith. Because of this, rare is the Emerald Warlock 
who actively pays tribute to the gods. 

Background: Becoming an Emerald Warlock is no easy 
task. Before he can even begin to contemplate the idea of 
joining the secretive guild, a character must first prove that 
he is a mighty arcane spellcaster. Furthermore, the char-
acter must have great discipline, tremendous force of char-
acter, and the willingness to bring order to a chaotic world. 

Once a character meets these prerequisites, a member of 
the Emerald Warlocks contacts him. The character is then 
invited into the elite group, given a very special emerald 
lantern, and sent upon a quest by a high-ranking official 
of the organization. Upon successful completion of this 
task, the character is anointed into the Emerald Warlocks. 
If the character fails the mission, the magic of the emerald 

lantern dies- becoming an opaque black stone lantern- and 
he is never contacted again by the organization. 

RACES
The Emerald Warlocks are a heterogeneous group that 
promotes diversity in its ranks. Thus an Emerald Warlock 
can be of any race. 

OTHER CLASSES
Though some warlocks feel comfortable among people, 
most befriend only those who share similar worldviews. 
Emerald Warlocks work best with lawful and disciplined 
characters. They hold the monks in particular high esteem 
and respect those who wield arcane forces as effectively 
as they do. Good-aligned warlocks often find themselves 
working with paladins and honest fighters or clerics, while 
evil-hearted members of the Emerald Warlocks generally 
tolerate rogues, blackguards, and even assassins if such 
characters serve their purpose. 

Hit Die: d4

Skill Points at Each Level: 2 + Int modifier

CLASS REQUIREMENTS
To qualify to become an Emerald Warlock, a character 
must fulfill all the following requirements:

EMERALD WARLOCK
 
Class  FORT REF WILL 
Level BAB SAVE SAVE SAVE Special Spells per Level
1 +1 +0 +0 +2 Emerald armor +1,  +1 level of existing class 
     emerald lantern
2 +2 +0 +0 +3 Emulate weapon +1 (1d4),  
     force of mind
3 +3 +1 +1 +3 Emerald armor +2
4 +4 +1 +1 +4 Emulate weapon +2 (1d6),  +1 level of existing class 
     force of will
5 +5 +1 +1 +4 Emerald armor +3
6 +6 +2 +2 +5 Emulate weapon +3 (1d8),  
     energy field
7 +7 +2 +2 +5 Emerald armor +4 +1 level of existing class
8 +8 +2 +2 +6 Emulate weapon +4 (1d10),  
     extended energy field
9 +9 +3 +3 +6 Emerald armor +5, power of  
     imagination
10 +10 +3 +3 +7 Emulate weapon +5 (1d12)  +1 level of existing class
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Alignment: Any Lawful

Base Attack Bonus: +4

Will Save: +15

Concentration: 8 ranks

Knowledge (arcana): 12 ranks 

Spellcraft: 12 ranks 

Feats: Any two metamagic feats

Spellcasting: Ability to cast a minimum of three 5th level 
arcane spells

Special: The character must be invited to join the ranks of 
the Emerald Warlocks and successfully complete a special 
quest on behalf of the organization. 

CLASS SKILLS
The Emerald Warlock’s class skills (and the key ability 
for each) are Appraise (Int), Concentration (Con), Craft 
(Int), Decipher Script (Int), Diplomacy (Cha), Knowledge 
(arcana) (Int), Knowledge (the planes) (Int), and Spellcraft 
(Int). 

CLASS FEATURES
All the following are class features of the Emerald Warlock 
prestige class:

Weapon and Armor Proficiency: An Emerald Warlock 
gains no new proficiency in the use of weapons, armor, or 
shield. 

Spells per Day: An Emerald Warlock continues to gain 
access to more powerful arcane magic while gaining levels 
in this prestige class. At 1st, 4th, 7th, and 10th level, the 
Emerald Warlock gains new spells per day as if he had 
also increased a level in the arcane spellcasting class he 
belonged to before he added this prestige class. He does 
not, however, benefit from any other advantages a char-
acter of that class would have gained (such as improved 
saves and hit dice). When he first becomes an Emerald 
Warlock, he adds 1 level to the level of whatever other 
arcane spellcasting class he has, and then determines the 
spells per day accordingly. At 4th, 7th, and 10th level, he 
adds another level to his original arcane spellcasting class 
to determine the amount of spells he can cast each day. 

If a character had more than one arcane spellcasting class 
before he became an Emerald Warlock, the player must 
decide to which class to assign each of these additional 
levels for the purpose of determining arcane spells per day. 

Emerald Lantern (Su): Once the Emerald Warlocks 
selects a potential candidate for their order (usually a 
highly respected arcane practitioner), a member of the 
organization approaches him. The group’s spokesman 
explains that the Emerald Warlocks are a group of arcane 
spellcasters sworn to establish order where chaos reigns. 

If the candidate is interested in joining the Emerald 
Warlocks, he is given a emerald lantern and sent on a quest 
on behalf of the organization. The lantern, which is not 
yet imbued with the magic of its new wielder, looks like a 
hanging lantern with an oversized emerald of the deepest 
green on top of it. All emerald lanterns are carved from 
a single large piece of emerald and are obviously highly 
valuable. 

Typical entry quests include the recovery of an important 
item stolen by thieves from a lawful organization (such as 
a monastery); opposing a tyrannical ruler who terrorizes 
his people; repulsing a tribe of humanoids that brought 
chaos upon the civilized world; or assisting the official 
authorities of a city or kingdom in enforcing their laws. 
The exact nature of the quest is left to the discretion of the 
DM. 

Once the candidate completes the appointed quest on 
behalf of the Emerald Warlocks, he can take one level 
in the Emerald Warlock prestige class (provided he has 
accumulated enough Experience Points to do so). Upon 
becoming an Emerald Warlock, the candidate’s emerald 
lantern begins to shine with a pale inner radiance, thus 
becoming imbued with magic. From then on, the emerald 
lantern becomes intrinsically linked to the Emerald 
Warlock and bestows him a number of different abilities. 
As the warlock progresses in levels, his lantern allows him 
to gain new powers. 

The Emerald Warlock’s emerald lantern has a number 
of daily charges equal to the Emerald Warlock’s class 
level + his Intelligence or Charisma modifier (whichever 
is greater). Every time the lantern is used, the Emerald 
Warlock must spend one of the lantern’s daily charges 
(three if he triggers the power of imagination ability). 
Furthermore, the lantern’s emerald surface shines brightly, 
bathing a 10-foot radius area centered on the wielder in a 
bright green light in the process. 

When wielded by any other character, the emerald lantern 
loses all its magical abilities, becoming a mundane emerald 
lantern valued at upwards of 20,000 gp. If the candidate 
fails the quest on behalf of the Emerald Warlocks - or if 
he willingly gives up his emerald lantern or loses it- the 
lantern turns into an opaque, dull black, and worthless 
stone lantern. 
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Emerald Armor (Su): At 1st level, the Emerald Warlock 
can use the magic of his emerald lantern to create a suit of 
armor made of pure force. The armor appears as a green 
shinny light covering the warlock’s body. It can be used 
in combination with any other spells that enhances the 
warlock’s AC, such as mage armor or shield (the AC bonus 
provided by the armor stacks with those of these spells). 

At first level, the emerald armor provides the warlock with 
a deflection bonus equal to his Wisdom modifier (minimum 
of 1) + 1. The armor enhances by +1 at every odd 
numbered level thereafter (warlock’s Wisdom modifier + 
2 at 3rd level, warlock’s Wisdom modifier +3 at 5th level, 
etc.). Emerald armor lasts for a number of rounds equal to 
the Warlock’s Will save. 

Emulate Weapon (Su): When he attains 2nd level, the 
Emerald Warlock’s control over his emerald lantern 
improves. Using the magic of his lantern, he may now 
create weapons made out of pure force. At 1st level, he 
can fashion any melee weapon that causes up to 1d4 points 
of damage (such as a dagger). The weapon is made out 
of green shimmering light and is considered a +1 item 
the Emerald Warlock is proficient with (regardless of the 
fact that the warlock is actually proficient with this type 
of weapon or not). At 4th level, the warlock can create a 
+2 weapon that deals up to 1d6 points of damage (such as 
a short sword); at 6th level, the force weapon functions 
as any +3 item that can cause up to 1d8 points of damage 
(like a longsword); at 8th level, it is a +4 weapon that can 
deal up to 1d10 points (such as a halberd); and at 10th 
level, the weapon emulated is a +5 item that causes up to 
1d12 points (a greataxe, for instance). Emulate weapon 
lasts a number of rounds equal to half the warlock’s Will 
save (round down).

The warlock is by no means obliged to use the full potency 
of this ability. A 7th level warlock could, for instance, 
choose to create a +3 force dagger (thus dealing only 1d4 
damage) instead of a +3 battleaxe (which would cause 1d8 
points of damage).

Force of Mind (Su): The 2nd level Emerald Warlock can 
also choose to use his emerald lantern to avoid the effect 
of a spell, adding his Emerald Warlock level to any save 
made to resist a spell or spell-like effect. Use of this ability 
must be declared (and the lantern’s charge spent) before 
the save is made. 

Force of Will (Su): At 4th level, the Emerald Warlock can 
use his lantern to help him avoid a bad situation. When 
he is required to make a Fortitude or Reflex save, he may 
channel the energy of his emerald lantern to use his Will 
save bonus instead of the required saving throw. 

Energy Field (Su): When he reaches 6th level, the 
Emerald Warlock can create a protective bubble of force 
made of shinny green light around his body. This force 
field gives him one type of energy resistance (like acid or 
fire) equal to his Emerald Warlock level.  

Extended Energy Field (Su): When a warlock of 8th 
level or higher creates an energy bubble with his emerald 
lantern, the field can be extended to cover a certain amount 
of allies. A number of creatures up to either the warlock’s 
Intelligence or Charisma modifier (whichever is greater) 
can be affected by this power. 

Power of Imagination (Su): At 9th level, the Emerald 
Warlock can use his emerald lantern to simulate any spell 
that was cast by an ally or foe in the last 10 rounds. In 
addition to the expenditure of three daily charges, the 
Emerald Warlock must sacrifice a prepared spell or avail-
able spell slot of a level equal to or greater than the spell 
he wants to emulate. The spell created by the warlock func-
tions as if cast by a spellcaster of the Emerald Warlock’s 
spellcasting level. This ability is usable once every day at 
9th level and twice per day at 10th level.

Designation of Open Game Content: All the material that 
appears in the System Reference Document is open, and all 
other material is not.
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1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or 
adapted; (c) "Distribute" means to reproduce, license, rent, lease, 
sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game mechanic and includes 
the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works 
under copyright law, but specifically excludes Product Identity. (e) 
"Product Identity" means product and product line names, logos 
and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, ps, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic 
and other visual or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) "Trademark" means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to iden-
tify itself or its products or the associated products contributed 
to the Open Game License by the Contributor (g) "Use", "Used" 
or "Using" means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game 
Content. (h) "You" or "Your" means the licensee in terms of this 
agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content may 
only be Used under and in terms of this License. You must affix 
such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described 
by the License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to 
Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of 
the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, indepen-
dent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that 
Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this 
License.

10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so 
affected.

13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, 
Inc.

Emerald Warlock, Copyright 2007, Louis Porter Jr. Design, Inc.
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