Principles of Conduct for Academy Graduates


As a condition of graduation in many magical academies, a new wizard is obligated to promise to uphold the academy's principles of conduct. A sampling of these principles are listed below. Not all academies subscribe to all of these principles, while others might include principles other than the ones given here. Further, these principles primarily apply to academies who accept students of good and lawful alignments; the principles of evil and lawless academies will probably be significantly different from these. The DM must decide which principles apply to specific academies and what penalties--if any--might apply to a graduate who violates them. 


1. The wizard will operate discreetly. He will reveal the secrets of his teachings to no one. 


2. The wizard will operate within the laws of his country. 


3. The wizard will meet all of his expenses from his own funds. He will not accept charity. 


4. The wizard will live in seclusion. He will strive to minimize his social contact with non-wizards. 


5. The wizard will minimize his contact with kings, princes, and other rulers. 


6. The wizard's home will include at least one room reserved exclusively for research and study. 


7. The wizard will be patient. He will persevere in the face of adversity. 


8. The wizard will not attempt to circumvent accepted magical procedures. 


9. The wizard will strive to add to the existing body of magical knowledge through original research.

Common Alchemical Processes


While the creation of potions and other magical substances often involves a complex series of laboratory techniques, there are a number of basic processes common to most experiments. 

1. Calcination


This is the process of reducing substances (usually minerals and metals) to ash by first crushing or grinding them to powder, then subjecting them to high heat.

2. Sublimation


This is the process of heating a solid substance until it is vaporized, then quickly cooling the vapor to return it to a solid form.

3. Distillation


This is the process of boiling a liquid until it turns to vapor, then cooling the vapor until it condenses back into a liquid, thus purifying the liquid.

4. Absorption/Adsorption


This is a method for purifying gases or liquids by exposing them to charcoal particles or other filtering substances; the impurities are attracted to the particles, thus purifying the gas or liquid. If the impurities are actually taken inside the particles, then absorption has taken place. If the impurities remain on the surface of the particles, then adsorption has occurred.

5. Flame Test


This is a method of identifying unknown substances by holding them in a hot flame. The color of the flame indicates the nature of the substance; for instance, a green flame indicates the presence of copper.

6. Chromatography


This is a simple method for analyzing certain types of unknown substances. The substance is first dissolved in water or other liquid. A sample of the liquid then is poured into a glass tube lined with filter paper, and a solvent is added. Because the components of the substance move through the filter at different speeds, each will appear as a different colored band in the tube.
Additional Wizard Laboratory Items


A wizard's laboratory typically includes a variety of books, crucibles, flasks, jars, tripods, herbs, and even a skeleton or two. Following are several less common but extremely useful items that might be found in an especially well-furnished laboratory. The cost of each item is given in parentheses.

1. Granite Table Top


This is an ordinary desk with a top made of polished granite or quartzite to resist staining and damage from acids and other potent substances. (150 gp)

2. Glass Mask


This is a face mask made of glass designed to protect the wizard from inhaling poisonous fumes and to protect his face from splashed chemicals. (10 gp)

3. Alchemist's Globe


This 3-foot-diameter glass globe separates into two sections. When assembled, the sections form a tight seal that prevents air from entering. Items and substances can be locked inside the globe to isolate them from outside conditions. Small and large globes are available. (150-250 gp)

4. Athanor


A small furnace consisting of an oven and a deep pan of sifted ashes. Substances to be heated are placed in a sealed container and covered in ashes for slow, even heating. (80 gp)

5. Descensory Furnace


This is a medium-sized furnace primarily used for heating liquids. The liquid is poured down a funnel on the top which runs into a container in the belly of the furnace. (100 gp)

6. Heat Bath


This is a small furnace holding a deep pan of water containing metal rings to hold variously sized flasks and tubes. The substance to be dissolved is placed in a glass tube, which in turn is placed in an appropriately-sized ring in the pan. The furnace gradually heats the water and thus the substance. (75 gp)

7. Dung Bed


This item consists of a box made of glass or other non-flammable material with a tight-fitting lid. The box is filled with hot dung or clean, dry sand. Treated substances are placed in the dung bed to keep them warm. (25 gp)

8. Analytical Balance


An extremely precise scale for weighing solid materials, the balance is sensitive enough to distinguish a blank piece of paper from a paper with writing on it. To keep it dust-free, the balance is covered with a glass case. (400 gp)

9. Burette


This is a thick tube with a valve on one end used to measure liquids precisely. (1 gp)

10. Filter Paper


This is a specially treated paper that filters solids from liquids. A funnel is lined with the paper, then the liquid to be filtered is poured in the funnel. Solid material will not pass through the paper. (1 gp/10 sheets)

11. Hand Centrifuge

This is a machine consisting of several rings for holding test tubes with a hand pump on the top. Test tubes filled with liquids are placed in the rings, then the wizard rapidly works the pump, causing the tubes to spin in a circle. The spinning causes the heavier substances in the tubes to sink to the bottom, while the lighter substances remain near the top of the tube. (100 gp)
Prerequisites For Admission to an Academy of Magic


While some wizards are self-taught and some acquire their skills from a private tutor, many wizards learn the art of magic at a training academy. Most large cities have such academies; some specializing in a particular school of magic, while others offer training in all of the schools. Usually, there are a minimum of three requirements for admission to an academy.

Sponsorship


All applicants to an academy must be recommended by a sponsor known by one or more of the faculty members. Exceptions are made if an applicant is an orphan or demonstrates extraordinary aptitude, but in these cases, a faculty member must agree to sponsor the applicant; the faculty sponsor is then personally held responsible for the applicant's failure or success.

Personal Interview


Because training a wizard requires a major investment of time and effort, academies screen their applicants carefully to make certain that a prospective student is sufficiently dedicated to persevere through years of rigorous education. Typically, a panel of faculty members interviews each applicant individually, quizzing him at length about his background, his interests, and his reasons for wanting to become a wizard. The panel then votes in secret; a single negative vote results in the rejection of the applicant.

Entrance Examination


Following a prospective student's successful interview, he is given a battery of examinations to measure his aptitude in a variety of academic areas. The student must demonstrate a basic competence in philosophy, literature, and history, and exceptional skills in writing, science, and mathematics. He must also pass a physical examination to make sure he is in good health.

Tuition Fees


If a prospective student passes his entrance examinations, he must then make arrangements with the academy administration to pay tuition fees. The tuition fee ranges from 5-20 gp per day, depending on the academy's reputation. The tuition can be paid daily, weekly, or monthly, but it must be paid in advance. Failure to pay tuition results in immediate suspension, unless the student has made previous arrangements with the administration. 


The tuition covers the cost of books, laboratory fees, faculty salaries, and room and board, but it does not include expenses for spell components, research materials, or damage caused by the student in his research. Occasionally, scholarships are available for unusually promising students. 


After a student is admitted to an academy, he must undergo a probationary period lasting a minimum of six months. During this time, the student's classroom performance is evaluated on a weekly basis and his behavior both on and off campus is closely monitored. If the student is not performing adequately in the opinion of any faculty member or adminstrator, he may be dismissed from the academy. Except in the most extreme circumstances, he is not eligible to apply for readmission. No amount of the tuition paid prior to his dismissal is refundable.

Courses in a Typical Academy Curriculum


The course of study varies from academy to academy, but most include the classes described below. Usually, all of these classes are required to graduate, but the DM might decide to vary them according to the needs of a specific student or the educational philosophy of a particular faculty. The length of time necessary to graduate also varies from school to school, depending on the student's aptitude, the intensity of the training, and the quality of the faculty, but generally, four to six years of full-time study are required to graduate from an accredited academy. This period can be lengthened by as much as two to four additional years if the student specializes in a particular school. A student usually takes four to six courses per quarter, with each quarter lasting three months. A minor course, such as Survey of Literature, might last only a single quarter, while a major course, such as Spell Tutorial, might be taken every quarter until the student graduates. An average course lasts one to two hours per day, four to six days per week. 


The curriculum of a typical academy of magic includes the following courses.

1. Physical Training: Various exercises and activities to improve physical fitness, with an emphasis on dexterity training for manipulation of spell components. 

2. Philosophy of Magic: The study of logical methods of thinking with applications to practical problems of spell use. Exploration of metaphysics, theory of knowledge, and ethics. 

3. Basic Astrology: The relationship of the stars, planets, and other heavenly bodies to magical processes. Topics include lunar phases, astral movement, and the influence of deities. 

4. Spell Theory: How spells function; spell interaction with physical laws. 

5. Fundamentals of Meditation: Basic techniques for reaching higher levels of intellectual perception. Topics include transcendence, self-actualization, and dream analysis. 

6. Language Instruction: Grammar, phonetics, and conversational idioms of human, humanoid, and demihuman languages. 

7. History of Magic: Overview of wizards and magic throughout the ages with an emphasis on historical breakthroughs in spell research. 

8. Magic and Society: The wizard as viewed from a cultural perspective. A survey of societal relationships and cross- cultural comparisons of wizards around the world(s). 

9. Power Thinking: Emphasis on increasing the student's understanding of thinking as a process to increase the strength of his cognitive skills. Topics include creativity, memory, concentration, and problem solving. 

10. Survey of Literature: An introduction to the study of magic literature, with an emphasis on analysis. A broad range of authors from a variety of cultures and historical periods are examined in detail.

11. Library Instruction: A survey of research techniques, including classification systems, spell indexing, basic reference books, and assembling a personal library. 

12. Fundamentals of Spell Transcription: Topics include penmanship techniques, paper and ink selection, proper structure, revision, basic calligraphy, and proofreading. 

13. Principles of Casting: An introduction to basic casting techniques of low-level spells. Includes component theory, spell design, and safety procedures. Instruction for specific schools of magic are available for prospective specialists. 

14. Spell Tutorial: An individualized course tailored to meet the needs of individual students. Students can concentrate on improving skills in specific schools of magic or explore techniques from all schools. 

15. Spell Seminar: A discussion group addressing topics of special interest to students, with an emphasis on problem areas. Students are expected to conduct demonstrations for the group, with criticism periods to follow. 

16. Spell Practicum: Addressing low-level spells, the practicum provides students with the opportunity to practice their skills in both a laboratory setting and in the field. Emphasis is on creative application. 

17. Formula Analysis: Theory of spell formulas, emphasizing techniques applicable to original research. Topics include elementary spell functions, tabular and graphical presentation, variability, and metaphysical equations. Basic alchemical principles are covered in subsequent sessions of this course. 

18. Laboratory Techniques: Practical application of the principles covered in Formula Analysis. Topics include herbalism, alchemical reactions, natural and unnatural metabolism, and basic scientific procedures. 

19. Introduction to 1st-Level Magic: 1st-level spell instruction. Includes casting techniques, practical applications, and general theory. Individualized instruction available.

