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The Code of Hermes
The following article is excerpted from the tome Ars Magica, written. by the famed mage, Manifestius of the House Bonisagus. Manifestius was known throughout the Order for his competence as a scholar and teacher. Ars Magica is the first text that nearly every apprentice reads as he or she begins to delve into the arts. It contains sections on everything from the theory of magic and the casting of spells to explanations of the Code and its various ammendments.
The Code of Hermes is what binds our Order together. Without the Code, each magus would be pitted against the others in a struggle for resources. With the Code, each magus knows his place within the Order and the place of the Order in society. Only by following our few simple laws is the peace between us maintained.
Of primary importance to the founders was peace among the magi.  Then, as now, wizards were so individualistic that actual cooperation was rare; thus "peace" is narrowly defined as lack of destructive conflict. The rules governing crimes, punishment, and certamen arc mostly designed to eliminate or reduce sources of conflict.
Of secondary importance to them were relations with the rest of society.  The Code dictates peaceful relations: magi are instructed not to interfere with the workings of mortal politics, lest the Order of Hermes be drawn into wars and feuds.
Thirdly, the Code explains how important it is not to offend the supernatural powers of the world. Deals with Infernal powers are strictly forbidden, since contact with devils can corrupt even powerful magi and endanger the entire Order.
In swearing to uphold the Code, an apprentice swears not to endanger the Order and its members. Any magus who nevertheless brings the Order into jeopardy leaves himself liable to be cast out of the Order.
Unlike Gaul, the Code of Hermes is divided into two parts. The first part deals with the various offences and breaches of the Code. The second is a list of punishments for these offenses. The first section is itself divided into two parts. First are examples of Low Crimes. These include trespasses onto another wizard's claimed territory, breaking an oath (an oath which has been witnessed by a Quacsitori), disagreement with the common decision of all wizards in one's House or covenant, entering another wizards sanctum (their laboratory) without permission, or failure to carry out the instructions of a tribunal. In each case, the offense consists of one magus refusing to abide by the express wishes of other magi. In fact, Low Crime is a misnomer, as they arc more of a dispute between magi than a breach of the Code. These crimes do not break the oath that the wizard takes during initiation, but they arc often not without their repercussions. The principle that guides justice for Low Crimes is "an eye for an eye."
Disputes between magi are resolved through certamen or the award of reparations at a Tribunal. Often a ruling by a Quaesitori is considered adequate grounds for the resolution of a Low Crime.  If a wizard refuses to abide by the Quacsitori's ruling, the Quaesitori may refuse to serve the covenant any longer. As this would deprive the covenant of a formal witness and signifier to important events, such as the admittance of new members, it would be a severe setback. It would in effect separate a covenant from the society of wizards — any oaths made would not have the power of the Code behind them.
Punishments for Low Crimes fall into two categories: retaliation and reparation. Retaliation is damaging the aggres​sor in amount equivalent to the damage the aggressor has done. Reparation is forcing the aggressor to make up for the aggres​sion. Often the two are combined. For instance, it is common for a Quacsitori to rule that an aggressor must add to the library of the victim for a certain amount of time. The aggressor is punished by loss of valuable time, while the victim benefits by the addition of knowledge to his personal library or that of his covenant.
Much more heinous arc those offenses called High Crimes. These include refusing to abide by a decision made by certdmen, spying on other magi by magical means, stealing vis or tomes from another wizard, destroying a magus' magic devices, raising the ire of mortals against the Order, slaying a magus' ap​prentice, crippling a magus, slaying a magus' familiar, slaying a magus, depriving a magus of magical ability, or dealing with the minions of Satan. In each case, the crime of the offender brings serious injury to another magus or the Order.
The punishments for High Crimes arc ranked from Lesser to Greater. The least of these is the destruction of the offending magus' laboratory, so that he must acquire a new one before continuing his studies. The next is the confiscation or destruction of his magic devices or stores of raw vis, thus depriving him of his stores of power. The next is the execution of his familiar, which causes great pain and loss. The next is striking off his hand or removing his tongue, hampering his ability to cast spells. The next is a condoning of a Wizards' War, which permits the offended magus to destroy or loot the property of the defending magus. The most severe punishment is the calling of a Wizards' March by a council of magi.
The Code of Hermes prescribes neither a specific way to determine guilt or innocence, nor one to pass sentences which will be universally enforced.  The Founders could not come to agreement, so individual tribunals use their own methods. Ours in fact is a justice of tradition rather than law.  The precedents set by tribunals since the founding of the Order constitute the bounds of acceptable activity and the types of punishments which are suitable for a crime.
Over the years, the magi of the Order have interpreted the Code in various ways, producing a large amount of writing on how various disputes have been settled. These writings arc used as precedents for settling later disputes, but magi do not swear to uphold these peripheral writings, so they are not bound to live by them. Nevertheless, they are useful in coming to an reasonable decision when two magi have a dispute. The Quaesitori give the peripheral code broad import and base most of their decisions upon it. To change precedent is difficult without the full support of a formal Tribunal of the Order.
