Magi and Society: Further Details

   Magi are forbidden by the code from swearing fealty to a mundane lord, and they are forbidden from acting as “court wizards”. However they may act as advisers to nobility, and they may hold noble title, land and serfs if so entitled. Should this be the case their properties are considered Covenant and their vassals covenfolk. It is perhaps worth making note at this juncture that at no point since records began has the first in line to a noble title displayed any signs of the Gift. Some suggest this is mere co-incidence, others that is simply a matter of destiny. One marked out to be a lord clearly cannot also be marked out to be a Magus. Further, magi who take noble title are considered honour bound to execute the duties of both lord and magus. This can be particularly problematic when it comes to longevity potions, since if you have yet to produce an heir taking a longevity potion is considered interference in mundane affairs (since you would be interfering in the succession of a noble line by magic). Indeed some purists suggest that to use a longevity potion at all is a violation of the natural course of succession, however such a case has yet to be tried at tribunal.

   Both Hermetic Law and Canon Law forbid magi from being ordained as priests. Canon law states that no practicing magician will be ordained nor accepted into any monastic order and the Peripheral Code forbids a magus to owe fealty to any other body but the Order. It is possible for a magus to take holy orders, but he must renounce his membership of the Order of Hermes (note that this is not considered a crime provided the Magus undertakes never again to practice magic) and must formally renounce sorcery before being accepted into the Church. There are also rumours that Hermetic Magi who have taken holy orders have on occasion been asked to perform magic on behalf of the holy mother Church but this is, of course, flatly denied by all parties.

   Going into the Order, either as Magus, redcap or even lowly Grog is a moderately respectable alternative to serfdom, and is considered the thing to do if your particular village is being kept safe from brigands by the actions of the local covenant rather than the local lord. Redcaps tend not to be accosted, partially because a lot of people respect the Order, partially because even more people fear the Order.

Types of Magus

Broadly speaking there are four types of Magus in the order, or at least there are four attitudes to magic. I don’t claim that these distinctions cover all possible magi, but they get the basics.

Scholars: Typified by the Bonisagus and the Jerbiton. To the scholar magic is an art and a science like any other, and their interest in magic is likely to be accompanied by an interest in other scholarly matters. Such magi are likely to be as interested in the Artes Liberales and Philosophiae as Magic Theory.

Occultists: Tremere, Tytalus and a broad selection of others. To the occultist magic is about secrets and mysteries. It’s about forbidden knowledge and dangerous games. It’s about getting one over on the universe. These Magi would as soon consult the spirit of King Solomon as a level 25 Summa on Rego.

Mystics: Criamon, Bjornaer and the like. Those to whom magic is very much about self discovery. These are Magi who will willingly spend seasons, or indeed years, in contemplation without a book in sight.

The Faithful: Many Ex Miscellenia and Merinita fit the bill for this one. The Diedne used to before they got wiped out. To these Magi magic is an act of worship, it puts you in touch with something unimaginably greater than yourself.

Obviously these four arbitrary categories don’t describe every single Magus in the order in detail, they’re just my way of making an unsubtle point. Magi go into magic for a number of reasons, and generally those reasons aren’t to get high arts and be l33+. Bonisagus was a philosopher, and he formed his unified theory of magic as an exercise in metaphysics. He did it because he could, and because he wanted to know how the world worked. He did not do it so he could get Criamon to teach him “that kewel spell that kicks people into Twilight”.

Of course sometimes Magi do go into the order in search of power. They usually don’t survive. Either they get bored when after five years of apprenticeship they still haven’t actually cast any spells, or the second they do learn some serious magic they let it go to their head and run off to play tin god in the nearest village. Power does not accumulate in the hands of those who wish for it, it accumulates in the hands of those who do the right sorts of things in order to get it. Remember that Magi don’t know the XP system, and they can’t just rush through five years of study in a day’s downtime. The power hungry are frequently impatient and, more importantly, frequently not terribly interested in magic in and of its self. This is fatal. If you don’t actually like reading Tedius Ex Bonisagus’ Treatise on the Flow of Ambient Vis as it Relates to the Workings of Divers Matters and Arts Pursuant to Hermetic Practice then you’re never going to make it through the thing because it’s frankly very dull.

Matters of Precedent

First, some common rulings that were never made in this version of the setting.

· Vis is Property of the Order. Although Mythic Europe is not by any stretch of the imagination a capitalist or consumerist society it does have the concept of “property”. The Order respects the concept of property, and does not consider it okay for magi to go around stealing things just because they happen to be vis. If nothing else it gets the Order a bad name.

· The Eleventh Commandment. Although the Oath says a lot about “lest this happen, lest that happen” it would be farcical to have a code of laws which said it was okay to break the rules as long as you avoided the consequences. Funnily enough people usually think they’re going to avoid the consequences of their actions, and having a ruling which encourages such folly is nonsensical.

· Eating Apprentices. You are not allowed to eat your apprentices. It is considered to be bringing the Order into disrepute.

And now some bits of precedent that have come up.

Interfering with the Affairs of Mundanes

There’s an awful lot of precedent about this, but the salient points are these. 

· Mythic Europe is an inherently magical place, and so an awful lot of the time the affairs of mundanes are also the affairs of the Order. If the Order (including the Order as manifest in its members) has a manifest interest in a situation then it is not considered a “mundane affair”. 

· Similarly if there is demonstrable supernatural involvement the affair is not a purely mundane one and the Order is permitted to intervene. 

· It is not considered intervention in the affairs of mundanes to fill a role in mundane society if you so wish. Magi are permitted to act as physicians, astrologers, councillors and any number of other things. 

· It is considered interfering in the affairs of mundanes to break the laws of the land by magic, or to use magic to assist a breach of the laws of the land. 

· It is considered interference to meddle by magic in any matter of succession or inheritance. 

· It is considered interference to raise a man above or to bring a man below his station. 

· Criminals and outlaws not already dealt with by the proper authorities are exempt from all laws regarding interference with Mundanes. 

· Any and all interference in the affairs of the Church is considered a breach of the code

· While pursuing the good of the Order is never to be considered interference, it may bring the Order into disrepute, and so be punishable as a low crime. Furthermore while “what’s good for me is good for the order” carries some mileage as a defence, it should be used sparingly.

Selling Magical Devices

There’s a whole load of precedent on this one too, and basically it goes like this.

· No WMDs. The actual term in the peripheral code is “engines of destruction”. Basically you can’t sell anything that can kill more than three men or at a range of more than fifteen feet.

· No Mind Control. Any effect that would allow the wielder of the device to consciously or unconsciously influence the minds of its targets.

· No Espionage, no Assassinations. This includes scrying pools, invisibility cloaks and the like. It also includes weapons that kill, to borrow the term from Shalazar “in secret and in silence”.

· No Necromancy. While the Order its self does not condemn necromancy, the Church does so the Order quite likes to keep it under wraps.

· No Haggling. It’s okay to give gifts, it’s okay to sell for a princely sum, but you’re a magus and you shouldn’t be bartering like a common fishwife.

· No Traps. You are allowed to sell artefacts which have baleful effects on the wearer or wielder, as long as you give some warning (this appeals to many Magi’s sense of drama, and gives the mundanes a proper respect for magic). You aren’t allowed to sell somebody a sword that will make them your slave

· No Mass Production. Even though technically you can make multiple items to the exact same specs it breaks the mystique and, according to house Verditius, takes all the artistry out of it.

· No Longevity Potions. Just don’t. It’s a really bad precedent

· No Supplying the Church. Not that they’d ask, but it’s just too risky.

· No Magic for Armies. One magic sword is okay, but anything that can influence an entire battlefield is asking for trouble.

· No Cornucopia Devices. That is to say any artefact which makes things should only make enough for its owner and his entourage. Again it’s the problem with people supplying armies.

· No Flotillas. You can sell travel spells, but nothing that will take more than a half dozen people.

· No Siege Weaponry. Nothing that can cross a moat or breach a wall.

· No Arming Criminals. Bandits should not be given magic weapons.

· If in Doubt, Don’t. A magus is responsible for the use to which his sold devices are put. Even if your artefact was entirely peripheral code legal and somebody does something bad with it it’s on your head. 

On Mind Control
The Peripheral Code is really, really harsh about Mentem magics. From pretty much whatever perspective you want to look at it with the exception of that of a complete and utter fuck the human mind is sacrosanct. To those inclined towards Christianity, free will is the single most important divine gift, to the mystics a man’s microcosm is his castle. Once again this isn’t a “don’t get caught and it’s okay” situation, you really, really, really aren’t allowed to do Mentem spells on people. Particularly not Rego Mentem spells. This applies to grogs, peasants and kings equally. You really don’t do it. You can get a deal more leeway with Creo, Muto and even Perdo Mentem effects.

On Vengeance, Bargain and Chance

There is a lot of stuff you really aren’t supposed to do, and a lot of these things are things that most people don’t want to do because they’re actually kind of fucked up the second you start thinking about things IC instead of just looking at things in terms of resource allocation. However there are some nasty fuckers out there who do want to enslave mortal minds, steal bodies and generally be a bit of a shit. There are three ways out for the truly determined psychopath

· Vengeance. The first and least exploitable exception in many areas of the peripheral code is vengeance. The basic rule is poetic justice. If somebody spreads slander against you then you’re more justified in tearing out their lying tongue than in cutting off their hand.

· Bargain. The next exception is the devils deal. A lot of the harsher bits of the peripheral code are based on the sanctity of free will. If somebody agrees to be your mind controlled slave for whatever reason then you’ve got an excuse. This doesn’t mean you can coerce people into it, but it does mean that if you want to trade somebody’s freedom for your help curing their daughter’s illness you can do it

· Chance. On a similar token, you can gamble with people for things you aren’t allowed to take from them by force, as long as they agree to the game, and as long as you don’t actually cheat.

Molesting the Fae

There’s far less precedent around this one, probably because they fae are quite difficult to pin down at the best of times. Basically the Order treats the Fae as a sovereign power, if they attack you you’re allowed to defend yourselves, if they really piss you off you can go to war with them if you like. Just don’t do anything stupid and provoke an international incident. 

Alt-History

The Schism War 

In this version of the setting the Schism war was a big deal. A really big deal. It was also a war. A proper war. There were armies involved. Records from the time are sketchy to say the least but it appears that in the late 10th and early 11th centuries some force or forces unknown (but generally assumed to have been infernal in origin) brought about a confluence of events in both mundane society and the Order, which plunged pretty much all of Mythic Europe into flames. In England in particular a cabal of Druids, mundane lords, and the darker sorts of Faeries attempted to overthrow king Aethelred the Unready and set an heir of their own choosing in his place. Battles raged between loyalists, rebels, druids, Diedene, house Flambeau, Giants, Dragons, Demons and lord knows what else.

Keeping House

The Houses of the Order of Hermes are interpreted a little differently under my version of the system, just my obsession with tinkering, you understand.

· Bjornaer. Probably the biggest change in House interpretations. In my setting Bjornaer are not shapeshifters. Or rather they are, but they’re specific shapeshifters. Most Bjornaer have no interest in learning to turn into any animal besides their heart-beast, and those that do tend to be those whose heart beasts are of a deceitful nature. Rather the Bjornaer use Hermetic magic to pursue their understanding of their heart-beasts. So rat-Bjornaer tend to be Perdo specialists, Eagle-Bjornaer tend to be Auram specialists, Raven Bjornaer necromancers and so on.

· Bonisagus. You know where you are with the Bonisagus. They founded the Order. They like magic. They do research. They wear pointy hats.

· Criamon. Again no real changes. They’re into Twilight and the Enigma

· Ex Miscellenia. They’re eclectic, they’re diverse. It probably should be noted that they have as many mysterious enchanters and mad old witches.

· Flambeau. Yeah. You know the score. Fire and death and glory. Note that since Magi in this setting are less into subtlety the Flambeau have a bit more clout.

· Jerbiton. They deal with society, they do the political end of things and are in no small part responsible for the fact that the order has yet to come to war with the Church.

· Mercere. There’s an awful lot of these, although they’re mostly redcaps. They are basically the other reason that the Order has maintained reasonably good relations with the outside world.

· Merinita. Blah blah, fairies, blah blah.

· Quaesitoris. Again, they’re what you expect. They’re a bit more martial than traditional Quaesitoris however. Policemen need to be able to do more than just solve crimes. They need to catch criminals

· Tremere. Firstly, no vampirism. Bad vampirism. The Tremere are basically ruthless bastards with a strict hierarchy (I hesitate to say “Slytherin” but we were all thinking it) and whilst turning themselves into vampires is the sort of thing they might do, they didn’t.

· Tytalus. It’s still the conflict thing. Always testing ones self and generally being leet.

· Verditius. They’re the mage-smiths, and the builders of Automata, also alchemists and even herbalists in small part

Matters of Authority

Just so you know, the Authorities on the various Arts and other important Knowledges are:

· Creo. On Forms Made Manifest. Bonisagus

· Intellego. On Understanding. Bonisagus

· Muto. On Transmutation. Verditus

· Perdo. On Dissolution. Bonisagus

· Animal. Journeys, first part. Merinita

· Aquam. On the Element of Water. Verditus

· Auram. On the Element of Air. Verditus

· Corpus. The Body as Microcosm. Bonisagus

· Herbam. Journeys, second part. Merinita.

· Ignem. On the Element of Fire. Verditus.

· Imaginem. On Truth and Falsehood. Criamon

· Mentem. The Mind as Microcosm. Bonisagus

· Terram. On the Element of Earth. Verditus

· Vim. On Forms. Bonisagus

· Magic Theory. Precepts of the Hermetic Theory of Magic. Bonisagus

· Enigmatic Wisdom. The Travels of Fedoso.
