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Cure Light Wounds 1
ALCHEMIST

School - conjuration/healing
Casting Time - 1 standard action
Components - V, S
Range - touch
Target - creature touched
Duration - instantaneous
Saving Throw - Will half (harmless); see text; SR
- yes (harmless); see text

When laying your hand upon a living
creature, you channel positive energy that
cures 1d8 points of damage + 1 point per
caster level (maximum +5). Since undead
are powered by negative energy, this spell
deals damage to them instead of curing their
wounds. An undead creature can apply spell
resistance, and can attempt a Will save to
take half damage.
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Endure Elements 1
ALCHEMIST

School - abjuration
Casting Time - 1 standard action
Components - V, S
Range - touch
Target - creature touched
Duration - 24 hours
Saving Throw - Will negates (harmless); SR -
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 (-45 and 60 degrees Celsius)
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.
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Expeditious Retreat 1
ALCHEMISTSchool - transmutation

Casting Time - 1 standard action
Components - V, S
Range - personal
Target - you
Duration - 1 min./level

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).
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Jump 1
ALCHEMIST

School - transmutation
Casting Time - 1 standard action
Components - V, S, M (a grasshopper's hind leg)
Range - touch
Target - creature touched
Duration - 1 min./level
Saving Throw - Will negates (harmless); SR - yes

The subject gets a +10 enhancement bonus
on Acrobatics checks made to attempt high
jumps or long jumps. The enhancement
bonus increases to +20 at caster level 5th,
and to +30 (the maximum) at caster level
9th.


