Convoy Mage’s Sorcerer Spells (Tier 1-2)

Sorcerer Spells Known (CL 1st; concentration +4)

Arcane Bond (Su):

At 1st level, you gain an arcane bond,
as a wizard equal to your sorcerer level. Your
sorcerer levels stack with any wizard levels you
possess when determining the powers of your
familiar or bonded object. This ability does not
allow you to have both a familiar and a bonded
item. Rules for arcane bonds appear on page
78. Once per day, your bonded item allows you
to cast any one of your spells known (unlike a

1st (4/day)

Color Spray (DC 14)

School illusion (pattern) [mind-affecting]; Level
sorcerer/wizard 1

Casting Time 1 standard action

Components V, S, M (red, yellow, and blue
powder or colored sand)

Range 15 ft.

Area cone-shaped burst

Duration instantaneous; see text

Saving Throw Will negates; Spell Resistance
yes

A vivid cone of clashing colors springs
forth from your hand, causing creatures to
become stunned, perhaps also blinded, and
possibly knocking them unconscious. Each
creature within the cone is affected according to
its HD.

2 HD or less: The creature is
unconscious, blinded, and stunned for 2d4
rounds, then blinded and stunned for 1d4
rounds, and then stunned for 1 round. (Only
living creatures are knocked unconscious.)

3 or 4 HD: The creature is blinded and
stunned for 1d4 rounds, then stunned for 1
round.

5 or more HD: The creature is stunned
for 1 round.

Sightless creatures are not affected by
color spray.

Dancing Lights

wizard’s bonded item, which allows him to cast
any one spell in his spellbook).

Combat Casting

You are adept at spellcasting when
threatened or distracted.

Benefit: You get a +4 bonus on
concentration checks made to cast a spell or
use a spell-like ability when casting on the
defensive or while grappled.

Daze (DC 13)

School enchantment (compulsion) [mind-affecting];

Level bard 0, sorcerer/wizard 0O

Casting Time 1 standard action

Components V, S, M (a pinch of wool or similar

substance)

Range close (25 ft. + 5 ft./2 levels)

Target one humanoid creature of 4 HD or less

Duration 1 round

Saving Throw Will negates; Spell Resistance yes
This spell clouds the mind of a humanoid

creature with 4 or fewer Hit Dice so that it takes no

actions. Humanoids of 5 or more HD are not affected.

A dazed subject is not stunned, so attackers get no

special advantage against it. After a creature has

been dazed by this spell, it is immune to the effects of

this spell for 1 minute.

Detect Magic

Ray of Enfeeblement (DC 14)

School necromancy; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration 1 round/level
Saving Throw Fortitude half; Spell Resistance
yes

A coruscating ray springs from your
hand. You must succeed on a ranged touch
attack to strike a target. The subject takes a
penalty to Strength equal to 1d6+1 per two
caster levels (maximum 1d6+5). The subject’s
Strength score cannot drop below 1. A
successful Fortitude save reduces this penalty
by half. This penalty does not stack with itself.
Apply the highest penalty instead.



Ray of Frost

School evocation [cold]; Level sorcerer/wizard O
Casting Time 1 standard action

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Effect ray

Cure Light Wounds, potion of
(1d8+1)

Flaming Sphere, scroll of

School evocation [fire]; Level druid 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S, M/DF (tallow, brimstone,
and powdered iron)

Range medium (100 ft. + 10 ft./level)
Effect 5-ft.-diameter sphere

Duration 1 round/level

Saving Throw Reflex negates; Spell
Resistance yes

A burning globe of fire rolls in whichever
direction you point and burns those it strikes. It
moves 30 feet per round. As part of this
movement, it can ascend or jump up to 30 feet
to strike a target. If it enters a space with a
creature, it stops moving for the round and deals
3d6 points of fire damage to that creature,
though a successful Reflex save negates that
damage. A flaming sphere rolls over barriers
less than 4 feet tall. It ignites flammable
substances it touches and illuminates the same
area as a torch would.

The sphere moves as long as you
actively direct it (a move action for you);
otherwise, it merely stays at rest and burns. It
can be extinguished by any means that would
put out a normal fire of its size. The surface of
the sphere has a spongy, yielding consistency
and so does not cause damage except by its
flame. It cannot push aside unwilling creatures
or batter down large obstacles. A flaming sphere
winks out if it exceeds the spell’s range.
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Duration instantaneous
Saving Throw none; Spell Resistance yes

A ray of freezing air and ice projects from
your pointing finger. You must succeed on a ranged
touch attack with the ray to deal damage to a target.
The ray deals 1d3 points of cold damage.

Floating Disk, scroll of
School evocation [force]; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, M (a drop of mercury)
Range close (25 ft. + 5 ft./2 levels)
Effect 3-ft.-diameter disk of force
Duration 1 hour/level
Saving Throw none; Spell Resistance no

You create a slightly concave, circular plane
of force that follows you about and carries loads for
you. The disk is 3 feet in diameter and 1 inch deep at
its center. It can hold 100 pounds of weight per caster
level. If used to transport a liquid, its capacity is 2
gallons. The disk floats approximately 3 feet above
the ground at all times and remains level. It floats
along horizontally within spell range and will
accompany you at a rate of no more than your normal
speed each round. If not otherwise directed, it
maintains a constant interval of 5 feet between itself
and you. The disk winks out of existence when the
spell duration expires. The disk also winks out if you
move beyond its range or try to take the disk more
than 3 feet away from the surface beneath it. When
the disk winks out, whatever it was supporting falls to
the surface beneath it.

Summon Swarm, scroll of
School conjuration (summoning); Level bard 2,
druid 2, sorcerer/wizard 2
Casting Time 1 round
Components V, S, M/DF (a square of red cloth)
Range close (25 ft. + 5 ft./2 levels)
Effect one swarm of bats, rats, or spiders
Duration concentration + 2 rounds
Saving Throw none; Spell Resistance no

You summon a swarm of bats, rats, or
spiders (your choice), which attacks all other
creatures within its area. (You may summon the
swarm so that it shares the area of other
creatures.) If no living creatures are within its
area, the swarm attacks or pursues the nearest
creature as best it can. The caster has no
control over its target or direction of travel.



Convoy Mages Diviner Spells Tier 4-5

Diviner Spells Prepared (CL 4th; concentration +8)

Diviner’s Fortune (Sp): //day (+2)

When you activate this school power,
you can touch any creature as a standard action
to give it an insight bonus on all of its attack
rolls, skill checks, ability checks, and saving
throws equal to 1/2 your wizard level (minimum
+1) for 1 round. You can use this ability a
number of times per day equal to 3 + your
Intelligence modifier.

Dancing Lights
Detect Magic

Detect Poison

Expeditious Retreat

School transmutation; Level bard 1,
sorcerer/wizard 1

Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 1 min./level (D)

This spell increases your base land
speed by 30 feet. This adjustment is treated as
an enhancement bonus. There is no effect on
other modes of movement, such as burrow,
climb, fly, or swim. As with any effect that
increases your speed, this spell affects your
jumping distance (see the Acrobatics skill).

Glitterdust (DC 16)

School conjuration (creation); Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (ground mica)
Range medium (100 ft. + 10 ft./level)
Area creatures and objects within 10-ft.-radius
spread
Duration 1 round/level
Save Will negates (blinding only); SR no

A cloud of golden particles covers
everyone and everything in the area, causing
creatures to become blinded and visibly outlining
invisible things for the duration of the spell. All
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Combat Casting

You are adept at spellcasting when
threatened or distracted.

Benefit: You get a +4 bonus on
concentration checks made to cast a spell or
use a spell-like ability when casting on the
defensive or while grappled.

within the area are covered by the dust, which
cannot be removed and continues to sparkle
until it fades. Each round at the end of their turn
blinded creatures may attempt new saving
throws to end the blindness effect.

Any creature covered by the dust takes
a —40 penalty on Stealth checks.

Mage Armor

Magic Missile X2

School evocation [force]; Level sorcerer/wizard
1

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Targets up to five creatures, no two of which
can be more than 15 ft. apart

Duration instantaneous

Saving Throw none; Spell Resistance yes

A missile of magical energy darts forth
from your fingertip and strikes its target, dealing
1d4+1 points of force damage. The missile
strikes unerringly, even if the target is in melee
combat, so long as it has less than total cover or
total concealment. Specific parts of a creature
can’t be singled out. Objects are not damaged
by the spell.

For every two caster levels beyond 1st,
you gain an additional missile—two at 3rd level,
three at 5th, four at 7th, and the maximum of five
missiles at 9th level or higher. If you shoot
multiple missiles, you can have them strike a
single creature or several creatures. A single
missile can strike only one creature. You must



designate targets before you check for spell
resistance or roll damage.

Message
School transmutation [language-dependent];
Level bard 0, sorcerer/wizard O
Casting Time 1 standard action
Components V, S, F (a piece of copper wire)
Range medium (100 ft. + 10 ft./level)
Targets one creature/level
Duration 10 min./level
Saving Throw none; Spell Resistance no

You can whisper messages and receive
whispered replies. Those nearby can hear these
messages with a DC 25 Perception check. You
point your finger at each creature you want to
receive the message. When you whisper, the
whispered message is audible to all targeted
creatures within range. Magical silence, 1 foot of
stone, 1 inch of common metal (or a thin sheet
of lead), or 3 feet of wood or dirt blocks the spell.
The message does not have to travel in a
straight line. It can circumvent a barrier if there is
an open path between you and the subject, and
the path’s entire length lies within the spell’s
range. The creatures that receive the message
can whisper a reply that you hear. The spell
transmits sound, not meaning; it doesn’t
transcend language barriers. To speak a
message, you must mouth the words and
whisper.

Scorching Ray X2

School evocation [fire]; Level sorcerer/wizard 2

Casting Time 1 standard action

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Effect one or more rays

Duration instantaneous

Saving Throw none; Spell Resistance yes
You blast your enemies with a searing

beam of fire. You may fire one ray, plus one

additional ray for every four levels beyond 3rd

(to a maximum of three rays at 11th level). Each

ray requires a ranged touch attack to hit and
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deals 4d6 points of fire damage. The rays may
be fired at the same or different targets, but all
rays must be aimed at targets within 30 feet of
each other and fired simultaneously.

See Invisibility

School divination; Level bard 3, sorcerer/wizard
2

Casting Time 1 standard action

Components V, S, M (talc and powdered silver)
Range personal

Target you

Duration 10 min./level (D)

You can see any objects or beings that
are invisible within your range of vision, as well
as any that are ethereal, as if they were normally
visible. Such creatures are visible to you as
translucent shapes, allowing you easily to
discern the difference between visible, invisible,
and ethereal creatures.

The spell does not reveal the method
used to obtain invisibility. It does not reveal
illusions or enable you to see through opaque
objects. It does not reveal creatures who are
simply hiding, concealed, or otherwise hard to
see.

See invisibility can be made permanent
with a permanency spell.

True Strike
School divination; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, F (small wooden replica of an
archery target)
Range personal
Target you
Duration see text

You gain temporary, intuitive insight into
the immediate future during your next attack.
Your next single attack roll (if it is made before
the end of the next round) gains a +20 insight
bonus. Additionally, you are not affected by the
miss chance that applies to attackers trying to
strike a concealed target.



Cure Moderate Wounds, potion of
(2d8+3)

Flaming Sphere, Scroll of

School evocation [fire]; Level druid 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S, M/DF (tallow, brimstone,
and powdered iron)

Range medium (100 ft. + 10 ft./level)
Effect 5-ft.-diameter sphere

Duration 1 round/level

Saving Throw Reflex negates; Spell
Resistance yes

A burning globe of fire rolls in whichever
direction you point and burns those it strikes. It
moves 30 feet per round. As part of this
movement, it can ascend or jump up to 30 feet
to strike a target. If it enters a space with a
creature, it stops moving for the round and deals
3d6 points of fire damage to that creature,
though a successful Reflex save negates that
damage. A flaming sphere rolls over barriers
less than 4 feet tall. It ignites flammable
substances it touches and illuminates the same
area as a torch would.

The sphere moves as long as you
actively direct it (a move action for you);
otherwise, it merely stays at rest and burns. It
can be extinguished by any means that would
put out a normal fire of its size. The surface of
the sphere has a spongy, yielding consistency
and so does not cause damage except by its
flame. It cannot push aside unwilling creatures
or batter down large obstacles. A flaming sphere
winks out if it exceeds the spell’s range.

Floating Disk, wand of (23 charges)
School evocation [force]; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, M (a drop of mercury)
Range close (25 ft. + 5 ft./2 levels)
Effect 3-ft.-diameter disk of force
Duration 1 hour/level
Saving Throw none; Spell Resistance no

You create a slightly concave, circular plane
of force that follows you about and carries loads for
you. The disk is 3 feet in diameter and 1 inch deep at
its center. It can hold 100 pounds of weight per caster
level. If used to transport a liquid, its capacity is 2
gallons. The disk floats approximately 3 feet above
the ground at all times and remains level. It floats
along horizontally within spell range and will
accompany you at a rate of no more than your normal
speed each round. If not otherwise directed, it
maintains a constant interval of 5 feet between itself
and you. The disk winks out of existence when the

spell duration expires. The disk also winks out if you
move beyond its range or try to take the disk more
than 3 feet away from the surface beneath it. When
the disk winks out, whatever it was supporting falls to
the surface beneath it.

Locate Object, scroll of
School divination; Level bard 2, cleric 3,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, F/DF (a forked twig)
Range long (400 ft. + 40 ft./level)
Area circle, centered on you, with a radius of 400 ft. +
40 ft./level
Duration 1 min./level
Saving Throw none; Spell Resistance no

You sense the direction of a well-known or
clearly visualized object. You can search for general
items, in which case you locate the nearest of its kind
if more than one is within range. Attempting to find a
certain item requires a specific and accurate mental
image; if the image is not close enough to the actual
object, the spell fails. You cannot specify a unique
item unless you have observed that particular item
firsthand (not through divination).

The spell is blocked by even a thin sheet of
lead. Creatures cannot be found by this spell.
Polymorph any object and nondetection fool it.

Summon Swarm, scroll of
School conjuration (summoning); Level bard 2, druid
2, sorcerer/wizard 2
Casting Time 1 round
Components V, S, M/DF (a square of red cloth)
Range close (25 ft. + 5 ft./2 levels)
Effect one swarm of bats, rats, or spiders
Duration concentration + 2 rounds
Saving Throw none; Spell Resistance no

You summon a swarm of bats, rats, or
spiders (your choice), which attacks all other
creatures within its area. (You may summon the
swarm so that it shares the area of other creatures.) If
no living creatures are within its area, the swarm
attacks or pursues the nearest creature as best it can.
The caster has no control over its target or direction of
travel.






lvira’s Investigator Extracts

(CL 3rd; concentration +5) (CL 6th; concentration +9)

Blood Armor
School transmutation; Level alchemist 2,
bloodrager 2, sorcerer/wizard 2, summoner 2,
witch 2
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 minute/level

Your blood becomes as hard as iron
upon contact with air. Each time you take at
least 5 points of piercing or slashing damage,
your armor gains a +1 enhancement bonus to
your AC. An oultfit of regular clothing counts as
armor that grants no AC bonus for the purpose
of this spell. This enhancement bonus stacks
with itself to a maximum enhancement bonus of
+5. This spell has no effect while underwater or
in environments that lack air.

Cat’s Grace (+4 Dex)

Cure Light Wounds (1d8+3) (1d8+5)
X2

Endure Elements

School abjuration; Level cleric 1, druid 1,
paladin 1, ranger 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 24 hours

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

A creature protected by endure
elements suffers no harm from being in a hot or
cold environment. It can exist comfortably in
conditions between —50 and 140 degrees
Fahrenheit without having to make Fortitude
saves. The creature’s equipment is likewise
protected.

Endure elements doesn’t provide any
protection from fire or cold damage, nor does it
protect against other environmental hazards
such as smoke, lack of air, and so forth.

False Life
School necromancy; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a drop of blood)
Range personal
Target you
Duration 1 hour/level or until discharged; see
text

You harness the power of unlife to grant
yourself a limited ability to avoid death. While
this spell is in effect, you gain temporary hit
points equal to 1d10 + 1 per caster level
(maximum +10).

Protection From Arrows

School abjuration; Level sorcerer/wizard 2
Casting Time 1 standard action

Components V, S, F (a piece of tortoiseshell or
turtle shell)

Range touch

Target creature touched

Duration 1 hour/level or until discharged
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

The warded creature gains resistance to
ranged weapons. The subject gains damage
reduction 10/magic against ranged weapons.
This spell doesn’t grant you the ability to
damage creatures with similar damage
reduction. Once the spell has prevented a total
of 10 points of damage per caster level
(maximum 100 points), it is discharged.

True Strike X2
School divination; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, F (small wooden replica of an
archery target)
Range personal
Target you
Duration see text

You gain temporary, intuitive insight into
the immediate future during your next attack.
Your next single attack roll (if it is made before
the end of the next round) gains a +20 insight
bonus. Additionally, you are not affected by the
miss chance that applies to attackers trying to
strike a concealed target.



Cure Moderate Wounds, Potion of
(2d8+3) x2

Magic Weapon, oil of

School transmutation; Level cleric 1, paladin 1,
sorcerer/wizard 1

Casting Time 1 standard action

Components V, S, DF

Range touch

Target weapon touched

Duration 1 min./level

Saving Throw Will negates (harmless, object);
Spell Resistance yes (harmless, object)

Magic weapon gives a weapon a +1
enhancement bonus on attack and damage
rolls. An enhancement bonus does not stack
with a masterwork weapon’s +1 bonus on attack
rolls.

You can’t cast this spell on a natural
weapon, such as an unarmed strike (instead,
see magic fang). A monk’s unarmed strike is
considered a weapon, and thus it can be
enhanced by this spell.
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Resist Energy (fire), potion of

School abjuration; Level cleric 2, druid 2,
paladin 2, ranger 1, sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, DF

Range touch

Target creature touched

Duration 10 min./level

Saving Throw Fortitude negates (harmless);
Spell Resistance yes (harmless)

This abjuration grants a creature limited
protection from damage of whichever one of five
energy types you select: acid, cold, electricity,
fire, or sonic. The subject gains resist energy 10
against the energy type chosen, meaning that
each time the creature is subjected to such
damage (whether from a natural or magical
source), that damage is reduced by 10 points
before being applied to the creature’s hit points.
The value of the energy resistance granted
increases to 20 points at 7th level and to a
maximum of 30 points at 11th level. The spell
protects the recipient’s equipment as well.

Resist energy absorbs only damage.
The subject could still suffer unfortunate side
effects.

Resist energy overlaps (and does not
stack with) protection from energy. If a character
is warded by protection from energy and resist
energy, the protection spell absorbs damage
until its power is exhausted.



