Laws of the Consilium:

All Mages and Awakened are subject to the Consilium.  The Consilium is the highest political body of Mages in the world, excluding the Seers of the Throne.  The purpose of the Consilium is to mediate disputes between the Awakened, and maintain the laws for stability and protection of all mages, and organize and foster learning and remain in opposition of the Abyss, the Exarchs, and the Left-Handed Legacies. The Consilium claims jurisdiction over all Awakened and requires all mages to follow its laws (Lex Magica) and precepts.

The Consilium consists of five Pentacle Orders: 

Consilium (5 Orders):  

Adamantine Arrows:  Champions of Virtue and the defenders of Atlantis. 

Free Council:  Represent the cutting edge of magical research. 

Guardians of the Veil: Represent those preventing magic from causing damage, by keeping its secrets.

Mysterium:  Order than seeks to find knowledge and secrets.  

Silver Ladder:   Represent those who are trying to awaken every mortal. 

Rights
· The Consilium is empowered to act when individuals are in violation of the precepts and laws set forth in it's Lex Magica as listed below. 

· The Lex Magica also lists punishments, methods and specifics of trials. 

· The Consilium will also intervene when actions within the territory risk exposing the Great Mysteries to Sleepers, or to counter threats from the Abyss or those outside of the Pentacle Orders. 

· The Consilium may also act when disputes between mages escalate and become a danger to sleepers, other members or risk exposure, regardless of whether the individuals involved seek mediation. 

Responsibilities
· Members are expected to follow the Consilium's edicts and laws. 

· The actions of any students of a given member may have, will be considered as the actions of the Master. 

· Cabals with claimed territory may be required to provide a levy in favors, which will then be repaid over time by the Consilium. In times of serious threat to the Consilium, tass may also be requested for efforts to counter said threats. 

· The Consilium may also request access to libraries or lore when necessary for research into threats that endanger local mages. 

· The Consilium will maintain a gathering space, with offices for Councilors and also a meeting and holding area and library, to which access will be restricted and only allowed to members of the Consilium. 

Positions and their Duties and Responsibilities
The Council
· The Consilium shall be lead by a Council created from its members. This Councilor shall act as representatives for the governance of the members and generals in the wars against the Consilium's members. The authority of the Council is only limited by what is in the Charter. 

· The Council shall hereafter refer to those who hold the position of Councilor or Hierarch (see subsections on each) with Provosts filling in when necessary. 

· The Council shall be responsible for the Consilium Charter, both in upholding its laws and amending it. 2/3 vote of the currently sitting Council shall be required to enact a change in the Charter. 

Hierarch
Head of the Consilium Order. 

· The Hierarch shall be appointed by the sitting Council, requiring 4/5 of the Councilors to approve of the new Hierarch. 

· The Hierarch shall be responsible for the establishment and maintenance of a common meeting grounds and headquarters for the Consilium. 

· The Hierarch shall sit as a member of the Council, with all rights contained therein, with one vote equal to that of any other member. 

Councilor
One of five individuals chosen to sit on the Council and lead the Consilium with the Hierarch. 

· Each Order of the Atlantean Pentacle shall choose among their members one representative to act as Councilor for the Consilium. Those methods for selection as will be used by the Orders shall be up to their determination. 

· The Councilors will sit in session as a Council no less than once per month to discuss the state of the Consilium and any business facing the Council. 

· Councilors will make themselves available to provide guidance and mediation when member cabals request it of the Consilium. 

· In general, to discuss Consilium business, the Councilor's Provost should be approached instead of seeking out the Councilor themselves. There are exceptions to this, such as other Councilors, cabalmates and Consilium Officers. This is not to say that if present with a Councilor that a member may not being forward business and must instead leave and seek out the Provost, but more aimed towards individuals trying to make contact; the Provost should be the first step. 

Removal of a Councilor
There are three methods by which a Councilor may be removed from their seat. 

By Request of Order
· A councilor is approached by an individual from an order. 

· The complainant must indicate the reasons why they believe the Councilor is not effective and is failing to support the aims of the Consilium. 

· The complainant is notified that they may be required to testify to such before the Council. 

· The complainant is notified that no vote may be taken until three such complaints have been made by separate members of the order. 

· At this point, the Councilor may call a vote of no confidence. 

· The vote calling is not mandatory, as such complainants are recommended to approach more than one Councilor to request that they represent their concerns. 

· When called, a hearing can be established to present testimony if desired to better understand the reasons. 

· It is important to note that the Councilor supports the Consilium, not the Order in question. While some titles overlap, not all Councilors are the heads of their Order's caucus and failure to act as such if that is not their position is not grounds for dismissal. 

· A 3/5 vote of Council with the additional approval of the Hierarch is necessary for this vote to pass. 

By Failure of Duty
· Should a Councilor not respond or contribute to Council business for a period of 4 weeks then any Councilor may call a vote to petition the Hierarch for removal. 

· A Councilor on a leave of absence for longer than this period of time must have a Provost in place who can continue business while they are gone. 

· Meaningful contribution should include actual opinion and suggestion or making progress on issues before the Council. 

· Once the vote is called, it may proceed even if the individual in question resumes their duties appropriately during the voting period. 

· This vote requires the agreement of 3 Councilors and the Hierarch. 

· This vote shall be held as a sidebar without contribution of the Councilor in question. 

· Should any Councilor not respond to the vote within 4 weeks, their vote shall be considered yes. 

By Hierarch Request
· The Hierarch may also call a petition to have a Councilor removed. 

· This vote can be called without cause and requires agreement of 4 Councilors to pass rather than a simple majority. 

Provost
An official role within the Consilium, representing a mage bailiff. Provosts are tasked with ensuring that the Consilium’s rulings are carried out by those affected. 

· Each provost shall be made by appointment from the Hierarch or Councilor that they serve, without need to gain approval from anyone else prior to the appointment. 

· A Provost acts as the Seneschal for a Councilor, and is personally chosen by that Councilor. Each Councilor and the Hierarch may create one, and only one, Provost at any given time and may name who they choose without needing ratification of the Council or Hierarch. 

· The Provost attends monthly Consilium meetings as well as audiences with Sentinels and Heralds as needed. 

· Business to be brought before the Council or a Councilor should be taken to their Provost first. The Provost is the Gatekeeper. 

· New arrivals of an Order, apostates, and those members of an Order otherwise without a Councilor who seek to join the Consilium will meet with a Provost to be scrutinized for Abyssal taint, left-handed legacies, or other factors which may be used to deny their admission to the Consilium. 

· A Provost may conduct Consilium business on behalf of their Councilor, including voting on business. The details of such arrangements are left to each Councilor to decide upon. 

· The Council will not make the appointment of a Provost compulsory, save under the following conditions: 

· If the Council receives three complaints during a one month period from at least three different members of a Councilor's Order indicating that the Councilor has been unreachable. In this case, a Provost must be appointed within 3 weeks. 

· When notified that a Councilor will be unavailable for a period of greater than one week, a Provost of at least a temporary nature will be required. 

· Failure to follow these guidelines may be cause for a dereliction of duty vote for the removal of the Councilor, requiring a majority vote to pass. 

Herald
An official role within the Consilium, representing a mage diplomat. Heralds are usually sent as messengers or ambassadors to member cabals or other Consilii. 

· Each Herald shall be created by a majority vote of the currently sitting Council. 

· There shall be as many Heralds as the Council deems necessary to fulfill the duties set herein. 

· It is the Herald’s responsibility to pass along news from the Consilium. In fact, a Herald acts most frequently as the contact person between constituent cabals and the Consilium. 

· The Herald will act as an ambassador from the Awakened to other groups of Supernaturals, serving as the public face of the Consilium. 

· Heralds will be responsible for the maintenance and upkeep of the history of the Consilium. 

· The Herald shall be responsible for meeting new mages interested in the Consilium and directing them to the appropriate Provost, or Councilor where a Provost is not available. 

· As a recognized neutral party and voice of the Consilium, the Herald shall pass unhindered through the territory of member cabals when on official business. 

Sentinel
An official role within the Consilium, representing a mage enforcer. Sentinels see to the military and martial tasks of the Consilium. 

· There shall be as many Sentinels in the Consilium as deemed necessary by the Council. 

· Sentinels shall serve as guardians of the territory claimed by the Consilium. 

· Sentinels shall act as enforcers of the Consilium's edicts and laws in accordance with the Lex Magica and direction from the Council. 

· Sentinels are responsible for carrying out the lawful directives of the Council directly or as issued to them by the Head Sentinel. 

· Sentinels shall serve as soldiers to fight the enemies of the Consilium, as directed by the Council. 

· Sentinels may temporarily deputize others, granting field rights equivalent to a Sentinel, when deemed necessary to complete a mission. 

· While executing their assigned duties, a Sentinel may pass through territory claimed by any member cabal. This does not, in any way, imply that a Sentinel should patrol the Territory of any member cabal on a regular basis. Each cabal remains responsible for their own Recognized territory, and should report incidents that may affect the entire Consilium to a Herald or Sentinel. A Sentinel should not violate a member's sanctum without explicit authority from the Council with said authority requiring a 2/3rds vote of approval for said action. 

· New Sentinels must be in good standing with the Consilium. 

· Failure to carry out assigned duties in a manner deemed acceptable, or to report the outcome of assigned duties (including any follow-up action taken) to the Head Sentinel for forwarding to the Council shall be considered grounds for dismissal. Likewise, infractions against the Lex Magica resulting in punishment greater than Minor Reprimand shall be grounds for dismissal by a 2/3rds vote of the Council. 

· As with the position of Head Sentinel, a Sentinel may likewise choose to retire from the position. 

· New Sentinels will be recommended to the post by either a member of the Council or an existing Sentinel.

Head Sentinel
An official role within the Consilium, representing a mage enforcer commander. The Head Sentinel is responsible for deploying and supervising the Sentinels during their military and martial tasks. 

· Sentinels shall report to a Head Sentinel appointed by the council. 

· The Head Sentinel is both an organizational and a leadership role. 

· Head Sentinel will be appointed by a majority council vote and the appointment of Head Sentinel shall last until death, retirement or such time as a replacement is voted in by the Council. 

· The Head Sentinel is responsible for distributing information from the Sentinels to the Council and from the Council to the Sentinels. 

· The Head Sentinel will also be assigned tasks for the Sentinels to accomplish that may then be delegated and spread out amongst available Sentinels. 

· The Head Sentinel will provide accountability for tasks delegated to individual Sentinels. 

· The Head Sentinel shall act as a point of contact and is, in some regards, a form of Herald for the Sentinel role. 

· The Head Sentinel shall have command authority over the Sentinels within their mandate save when that command is superceded by the will of the Council in part or in whole. 

Gaoler Duties
The Gaoler shall is a created role within the Consilium responsible for keeping prisoners. 

· The Gaoler shall be appointed by the Hierarch when one is needed. 2/3 of the Council may overrule this appointment. The Gaoler may be dismissed by the Hierarch or 2/3 vote of the Council. 

· The Gaoler shall maintain the holding cells used by the Consilium, ensuring they can contain whatever is needed. 

· The Gaoler shall be responsible for overseeing any guests visiting the cells and ensure proper protocols are followed for all interrogations and visits. 

· The Gaoler shall be responsible for the well being of any prisoner held by the Consilium. 

Other Positions
Joining the Consilium
The process for joining the Consilium is as follows: 

1. New mage arrives in town and seeks out a Herald to introduce themselves. 

2. Herald puts new mage who is a member of the Pentacle in touch with their Councilor and/or Councilor's Provost. New Mages who are Apostates may be taken to any Councilor or Provost. 

3. Councilor or Provost makes certain New Mage is not Left-handed. 

4. Councilor or Provost sponsors Pentacle New Mage for membership into the Consilium. Apostates must be sponsored by any three Consilium Officers. 

5. Approved mages are then announced as "welcome" at the next Consilium meeting. 

Cabals
· Recognized cabals in good standing with the Consilium shall be offered guardianship of any Hallows claimed by the Consilium prior to said guardianship being offered to individual Mages. 

· Greater than half of the members of a cabal need to belong to the Consilium to be considered protected under the Charter. 

Claiming Territory
Cabals may claim territory by submitting the proposed territory to the Council for vote. A majority vote from the Council in favor of the territory claim will lead to the Herald posting said territory in Consilium spaces so all may know of the claimed territory. 

· Within their claimed territory, the cabal may enforce what rules and Rights they deem appropriate. 

· Members of the cabal are expected to patrol their area and keep it safe from Abyssal incursion and other threats to the Consilium. 

· When necessary, a Cabal may petition the Council for additional assistance with expelling a threat from their territory. 

Sleepwalkers and Proximi
· Sleepwalkers and Proximi may, following the process outlined in Joining the Consilium, become guests of the Consilium with limited rights and benefits on their own merit. Upon achieving status in the Consilium for their deeds and contributions they may be upgraded to full members. 

· Sleepwalkers and Proximi who join one of the Pentacle Orders may be recognized as full members of the Consilium based upon the recommendation of their sponsoring Councilor. 

Lex Magica
These are the laws, rulings, procedures and precedents of this Consilium. The body of law is constantly evolving as precedents are accrued and added to the list, giving further reference for resolution guidelines. 

· Gold Laws are observed by all Consilii and are based upon known Atlantean traditions. 

· Silver Laws are those laws that are instituted by the Council. 

· The Precepts are guidelines for member behavior and also apply to non-members who reside within the County although such individuals may be given some measure of leniency upon first offense. 
· Punishments There are ten degrees of punishment and these are detailed below. Punishments are exacted by the Council, or by a Sentinel appointed to perform such a task. 

· Trial Procedure This section details how trials are performed within this Consilium. 

· Precedents This section lists past rulings and punishments and is used as a basis for future rulings. 

Gold Laws
· The Right of Crossing Let no borders stop an Awakened with a clear heart. This protocol allows an Awakened to pass through the territory of another without interference, on the condition that no offensive magic is used and the journey is brief. The restrictions upon lingering shall not apply to any public gathering places (such as bars or restaurants) that are within a Cabal's territory, however if magic becomes necessary for self defense, the visitor must contact a member of the territory's Cabal within one day to provide an account of what transpired. Cabals may create other restrictions for their visitors during their travels or provide paths that should be followed through their territory but the right to travel must remain. 

· The Right of Emeritus Those who have earned respect must be treated with respect. This protocol requests that those within the Consilium deserving of respect are granted such. A primary application of this would be respecting the positions within the Consilium and aiding, rather than defying or actively hindering those individuals in their duties. Not simply titles are deserving of respect, deeds and understanding are also worthy and this is more a suggestion that members should heed the words of those who have accomplished something worth respecting. 

· The Right of Hospitality Those who request hospitality must be granted it. Any mage, member or not may request Hospitality under this right which will protect a mage for a visit up to the length of three phase changes of the moon (approximately slightly more than a week). During this time he shall be protected from threats (internal and external) given a place to stay and provided with at least enough food to survive upon. Any injuries the mage has upon arriving which are life-threatening will be healed until the mage's health is stable. 

· The Right of Nemesis When vengeance is declared, let none stand in its way. No Mage shall interfere with a feud between mages uninvited unless it becomes a direct threat to them, their Demesnes or any Sleepers under their care. Mages shall have the right to challenge another to a Duel Arcane to settle their grievances which shall be held upon neutral Consilium territory with witnesses if so desired. A mage may present a challenge for such by formal declaration which may also be forwarded to the Council. A duel to the death must be first approved by a majority vote of the Council after explanations on why such severity is necessary. 

· The Right of Sanctuary Protect your home, and let no action cause it harm. No mage shall intentionally disrupt or threaten Consilium holdings or resources. Aside from the aforementioned duels, feuds ongoing under the right of Nemesis shall be kept away from or temporarily held off while in Consilium meeting places as not to endanger others. Similarly the Consilium shall respect the Sanctums of member individuals and cabals as seen in the Precept of Protectorate. 

Silver Laws
Bargains and Oaths
Bargains and Oaths made between Recognized mages are enforceable by Consilium Law and breaking an Oath made can be subject to punishment up to a Severe Reprimand. This will only apply when Consilium enforcement is made a part of the agreement. A copy of the agreement may be submitted to the Consilium via any Provost. Should either party then break the agreement, they may simply petition for the enforcement by the Sentinels and a reprimand will be acknowledged in the precedents against the at-fault party. 

Funerary Rights
All Recognized mages who die in and have no one willing or able to handle proceedings will be buried at the Consiluim's expense although this will not be under their real name. The Consilium will purchase a suitable plot for such occurrences. 

Petitioning the Council
Members of the Consilium who are not in a recognized Cabal or a recognized Solitaire must petition a recognized Cabal on their behalf to bring any business directly before the Council; this may include a Councilor's cabal should the Councilor be willing to advocate the matter on behalf of the petitioner. 

Solitaire Status
To be granted Solitaire status the applicant must apply formally and have demonstrated an ability to maintain a Sanctum and be a Master in at least one arcanum; or if without a Sanctum, be a Master in one Arcanum and an Adept in another. There are no freeholding territory rights for Solitaires; Sancti are limited to the extent of personal property. 

Consilum Resource Levy
All recognized Cabals and registered Solitaires are subject to a service requirement. Each year, the Cabal or Solitaire must perform one voluntary service for the Consilium accepted by a vote of the Council as meeting the requirement; or provide six (6) drams of Tass; or provide one of the following: an enchanted item; an artifact; a grimoire or an imbued object. Failure to pay levy will result in a Severe Reprimand until the debt is paid. 

Non-Consilium Members
Mages who are neither guests nor recognized members of the Consilium who break any of the precepts of the Consilium are subject to Incarceration, regardless of the severity of the offense if deemed appropriate by Council. These individuals may be detained prior to any hearing should it be considered necessary by majority vote of Council. If there is to be a trial, the individual may be released to prepare a defense (although this is not a requirement) but will be subject to appropriate restrictions and/or Geas. The Gaoler will provide frequent follow up to ensure the terms are being met.

Recognized Mages and Cabals do not have to abide by the Precept of War when dealing with unrecognized Mages and Cabals and may settle their grievances by Shadow War with only notice to the Council provided.

Non Consilium members may also be subject to visits by the Sentinels to check up on their activities and Consilium Sentinels and Heralds are not required to provide notice prior to approaching their Sanctums to make contact. Sentinels may visit to discuss current dangers or investigations affecting the Consilium, or Heralds to provide news and obtain any messages for forwarding to members. Failure to comply with an investigation regarding abyssal taint is a violation of the Infection protocols and may be punished as such. Failing to comply with an investigation regarding Banishers, Seers or the Abyss may be deemed 'aiding and abetting' and subject to suitable punishment.

Unrecognized mages are also not subject to the protections and rights granted to members, access to resources nor the protections of the Great Rights while in the area.

Abyssal Infection Protocol
Let it be known to the Consilium that the Council has set forth these rules:

1. Effective immediately, all attendees of any Consilium meetings must submit themselves to inspection by Supernal Vision or by other recommended arcane means as may be useful before gaining access to the meeting area. Everyone, from Hierarch to regular members, must be regarded, with no exception, including those authorized to do the scanning.

2. All Sentinels, Heralds, Provosts, Councilors, Hierarchs and Interfectors shall be checked on no less than a monthly basis for signs of Abyssal infection and taint.

3. It is the responsibility of each cabal, and the individuals within the Consilium, to make regular efforts to check themselves for Abyssal taint and act accordingly if it is confirmed.

4. Any encounter with Abyssal forces, effects, or creatures must immediately be reported to the Sentinels, who in turn must report to an available Provost or Councilor. In addition to inspection by cabal members or individuals, the Sentinels have the right to inspect infected individuals, and those considered suspect of having been infected.

5. Infected individuals are required to report or be escorted to a location as deemed acceptable by the Council for the quarantine, study, and hopefully cure for said Abyssal taint immediately upon confirmation of infection. Failure to report upon confirmation of infection is a act subject to response by the Sentinels as may be necessary, while said response is still subject to the review of the Consilium Council.

Peace Officer Accords

The Following are special privileges and obligations for Sworn Officers of the Sleeper Authorities within the Consilium. 

1. Sworn Officers have the same Right of Passage enjoyed by a Sentinel while on duty and actively serving that duty. They do not need permission from the Cabal who holds the territory to execute their duties as sworn peace keeping officers. They should, however, still abide by other restrictions of territory such as those relating to magic use and reporting activity. They should also restrict this time to actual Law Enforcement duties and not use this as an excuse for other things. 

2. On duty Officers are not subject to Duels for the execution of their duties, but can be challenged after the fact for their comportment while executing said duties. I.e. The Badge does not protect you from the consequences of being an ass; a good use of the Council Review option if a duel challenge is valid or not. 

3. Sworn officers who are under orders to Arrest or Detain a member of the Consilium, must inform the subject if at all possible before the arrest is made; and forgoing that must inform the Head Sentinel who in turn informs the Entire Council. This insures that protection and monitoring for the Consilium member can be put into effect. 

4. Sworn Officers who are aware of a warrant to enter a location listed as a Sanctum must make every effort to warn the Sanctum holder in advance and delay said entry as much as possible without endangering themselves. 

Precepts
· Secrecy The mysteries must be kept hidden from the unawakened. Any mage who sees another practicing magic openly in front of Sleepers should report such to the Consilium; especially in cases where Paradox is incited. Such an individual will then testify to the Council and if the accused denies the allegations, trial may follow. Punishments will vary based upon severity and repetition will inspire greater punishment. The punishments may seem light, but these transgressions will be made known and the mage's reputation will undoubtedly suffer if she cannot be trusted to be discrete. 


Violations can include: Vulgar magic in front of sleepers which can be further compounded if those sleepers then spread word of what they have seen. Leaving evidence of magic. Speaking about magic and the mysteries or teaching Sleepers of them. Giving up secrets of supernal magic to other supernatural societies. While vulgar magic use may be excusable given the circumstances and result in only reprimands or minor penance, not then ensuring that those witnesses do not spread the news is cause for further punishment. Teaching Sleepers of the Mysteries giving knowledge to other supernatural groups may be punishable by imprisonment or even banishment from the Consilium. 

· Recognition Offenses against the laws and precepts of the Consilium shall be recognized and put into the Lex Magica so that precedents may be formed and used to gauge future offenses by others. Even acts that carry no formal penalty may be recognized as such as a warning and to be noted for future reference.


This precept also includes recognition of Mages who are members of the Consilium who shall be given less leeway that Mages who are not. Generally, only greater offenses shall be punished when the transgressor is not a part of the Consilium; these too shall be recorded and kept in the records and referred to should such individuals ever seek membership. 

· Protectorate The Consilium does not require that members declare where their sanctums are, however, those that do are then protected by this precept. No mage shall cause an investigation by the unawakened near another's sanctum. No mage shall 'test' the wards or limits of another's sanctum. No mage shall enter another's sanctum without formally granted permission. No mage shall magically attack another's sanctum. Cabals may also declare that their sanctums are entirely private, which will then require a mage announces formally their intent before even approaching the sanctum. Punishments may vary from minor reprimand or penance for approaching unannounced or testing the limits, to incarceration for entering a sanctum without permission. 

· Hubris The Consilium cannot entirely police morality, nor does it even have the resources or inclination to monitor immoral behavior. However, there are certain grievous actions which will result in formal declarations to members or punishment in some cases, particularly if the transgression is against another mage. These include, exiling another to the Shadow, using magic for Murder and Soul theft. Other harmful acts of magic may also be cause for the events to be made known to the Consilium at large should witnesses testify to the Council. 

· War Should disputes between Cabals get to the point where they cannot be settled with the aid of the Consilium, there is the option for war to be declared. The petitioning Cabal may come before the Council and request that they temporarily withdraw from the juristiction of the Lex and explain their reasoning for this requirement. The Council, if agreeing, may then further limit the actions that are allowed within the conflict. Violating the Precept of Secrecy is never justified, even in war, nor must Sleepers be harmed during the engagements. 

Punishments
· Minor Reprimand A formal statement that will be available to all members explaining what was done, and who by. 

· Major Reprimand As above, although the Council may further request that Masters, Cabals and Mages refuse assistance to the transgressor for a certain period of time. 

· Payment of Debt The transgressor will be instructed to may payment, which may be a future favor, or a specific act. Favors may then be traded, as is often the case and fulfillment of these should be made known to the Consilium. 

· Minor Penance The party will be asked to perform a duty for the Consilium; this may range from cleaning the holdings to indexing the library. 

· Major Penance The mage will be asked to undertake a dangerous act on behalf of the Consilium. Such a punishment is usually a sign that the mage is at least believed competent. 

· Severe Reprimand The mage is instructed to remain in seclusion or told not to practice magic for a certain duration and there is a further punishment of incarceration for not complying. Furthermore, a decree is issued that no one may aid or assist the transgressor for a specific duration. Assisting the mage during this time will merit the same punishment. 

· Incarceration This serious punishment will confine the mage with wards where he may meditate upon what he has done and is reserved for offenses where the mage has put others at serious risk of harm or exposure. 

· Banishment The mage will be told to leave the city (perhaps all cities), either for a specific duration or permanently. There may also be provisions upon return, requiring specific deeds be accomplished before the banishment will be lifted. 

· Spiritual Scourging A master of Death will be called upon to take the Awakened party's soul and bind it to a place or object for a specified duration. 

· Spiritual Oblivion For the most heinous of crimes, the punishment will be the destruction of the mage's soul (Golgoth). 

· Death Death. Generally reserved for those who serve the Abyss, Banishers and the irredeemable. 

Trial Procedure
· Any member of the Consilium may bring to the Council a complaint that another has violated the laws or precepts of the Consilium, although if the charge is relating to attack or victimization of a fellow member, then the victim must appear alongside the reporter. At this initial hearing, the complaint will be given and discussed.

· Minor and Major Reprimands may be accomplished without a trial, after discussing the circumstances with the witnesses and the accused. 

· Should there be a majority vote by the Council, the matter may then proceed to trial under the auspices of the Lex Magica. It is here noted that the results of such trial will become precedent and will be used to gauge future offenses. 

· The Hierarch may force a trial without a majority vote, although any motion for punishment or guilt within such a trial will require a two thirds vote instead of a majority. 

· If the Mage to stand trial is a Sentinel, or a member of the Guardians of the Veil performing the duties of his Order, then the Guardian Councilor or the Hierarch may request that the trial be held in secret without open hearings. In such cases, the petitioner, accused and factotums may also be excluded from hearings. 

· The petitioner and respondent may bring factotums from their order to speak on their behalf, acting as a lawyer of sorts. 

· The petitioner may choose a Councilor to advocate for him, who will then be responsible for the method of bringing witnesses to trial and on summoning the respondent. 

· In cases involving potential punishments greater than a major penance, Sentinels may bring witnesses to trial against their will. 

· Should the defendant refuse to cooperate with the trial proceedings, they may be banished from the Consilium, pending the result of the trial - which will proceed without them. 

· The trials will be held in the Consilium meeting chambers, although the Hierarch or a two thirds majority vote of Council may override this default choice. 

· After invoking the Lex, the trial will proceed. The Hierarch stands as judge and the Council as jury. Testimony will be called for, witnesses examined and evidence presented while precedent should also be cited. Magic may be cast by Councilors to determine truth or falsehood and further magic may be requested as circumstances merit. 

· The verdict shall be determined by majority vote (except as above in cases of forced trial by the Hierarch). In case of a tie, the Hierarch's vote is removed. 

· For a guilty verdict, both sides may then state a punishment they feel appropriate. The Councilors will then state their opinion. The Hierarch will then decide the punishment. 

· Lesser sentences may be carried out by the Provosts, while more severe punishments may require the assistance of the Sentinels, although a Provost will be assigned to verify in such a case that the punishment is in fact carried out. 

· In the case of repeat offenders or on the merits of severity, Consilium Members may be detained prior to any hearing should it be considered necessary by majority vote of Council. 

· If there is to be a trial, the individual may be released to prepare a defense (A requirement, unless the party is being held for severe misconduct that would regularly justify imprisonment, banishment or worse) but will be subject to appropriate restrictions and/or Geas. The Gaoler will provide frequent follow up to ensure the terms are being met. 

· If an infraction occurs wherein the party attempts to injure another either physically or spiritually, or instances where the likely punishment will be severe (imprisonment and above), if the events are witnessed by a member of the Council, a Provost or a Sentinel then the party may be held for up to 24 hours pending vote of Council on detainment.

Precedents
· 23rd December, 2011 - Mr. Scelesti, found guilty of infecting children with abyssal taint, being part of a Left Handed legacy and serving the abyss. Punishment: Death. 

· 23rd December, 2011 - Unnamed Party, found guilty of being a Banisher. Punishment: Death. 

· 11th June, 2012 - The Apostate Kismet, formerly of the Silver Ladder; initiated after apprenticing with Master Fiyero plead guilty to the one count of violating the Right of Nemesis for interfering in a Dual Arcane between Shu and then Head Sentinel The Straw Man; one count of violating the Right of Emeritus for using her legacy to emotionally project her feeling unbidden upon The Straw Man while he was on duty as the Head Sentinel; one count of violating the Right of Emeritus for disabling the Taser of on duty Sentinel Hippolyta. Punishment: Banishment from the area of the Consilium of Dunlin's Reach for a period of at least six months; after that time return pending demonstration and certification of completion of a proper apprenticeship to the satisfaction of the Consilium Council. 

· 7th August, 2012 - "Magus Shu, on the 13th of May 2012 you refused the direct orders of Consilium Officers attempting to discharge their duty in regards to the care of an injured member of your Order and of this Consilium, the Magus Maeve. The Council understands your emotional duress at the time and that your intent was to help Maeve. That said: There are times that officers of the Consilium will have knowledge or skill sets that you are not aware of. They have been selected for a reason and it is on this trust in their abilities that their commission as officers is based. When a direct request is given by an Officer of the Consilium in the Pursuit of their Duty, it is required that members will comply and swiftly and as completely as possible. If they have objection they can bring them to their provost. If a member feels they know better at the time, their actions will be called into account and unless they can demonstrate they had superior knowledge or ability and were acting in the best interests of the Consilium by refusing that order, they will be facing penalties for a violation of the Right of Emeritus and other applicable statutes. Let this Recognition of Fault be added to the Lex Magica and serve as a precedent for future cases." 

· 7th August, 2012 - "Magus Flintlock, on the 20th of June, 2012 knowingly and willfully invoked the Supernal Realms and the Tower of Stygia in the presence of and before the perceptions of Sleepers and did in fact unleash Vulgar magic in direct contravention of the Precept of Secrecy. This Council recognizes that he was in the midst of battle, that he was under emotional duress and that he was trying to save the lives of Sleepers. While his intentions were of the noblest kind, his judgment was severely lacking and generated a threat to himself and other members of this Consilium by drawing the attention of Federal Investigators from the Sleeper Government to probe our activities, and requiring heroic efforts to cover up what had been done. Thus it is the judgment of this Council that he is Guilty of this Violation of the Precept of Secrecy and is sentenced to Penance through service to the Consilium. Finally, he is called upon to publically acknowledge his guilt, his shame Recognized and recorded into the Precedents of the Dunlin's Reach Consilium." 

The Dueling Code of Consilium
The Right of Nemesis When vengeance is declared, let none stand in its way. No Mage shall interfere with a feud between mages uninvited unless it becomes a direct threat to them, their Demesnes or any Sleepers under their care. Mages shall have the right to challenge another to a Duel Arcane to settle their grievances which shall be held upon neutral Consilium territory with witnesses if so desired, or at another agreed upon location with at least one neutral witness present. A mage may present a challenge for such by formal declaration which may also be forwarded to the Council. A duel to the death must be first approved by a majority vote of the Council after explanations on why such severity is necessary.

Code Duello

The following protocols should be taken as standard for the Duel Arcane.

1. A formal challenge or declaration of hostilities is the first step. The challenger informs the challenged of the nature of the dispute and what his demands are. Challenges may be brought by a group of mages, although if a group challenges a smaller number of mages then the challenge can be refused without recourse. A challenge, much like a declaration of war under the precept of war, may be brought against/by an individual or against/by a cabal.

2. A request to the Council, citing necessity and reasoning is required for any Duel Arcane that will be to the death, prior to the challenge being issued.

3. The demands must be pertinent to the issue stated and if there is a feeling that the demands do not align with the severity of the problem, a petition may be filed with the Council before the Duel commences. For example, requiring a mage to create and relinquish a soul stone due to an insult to one's honor could be considered out of line. Petty appeals used to simply stall for time may be subject to reprimand.

4. Should a Mage refuse a Duel Arcane outright without either conceding the point and agreeing to the Challengers demands or indicating that they will petition the Council to review the demands made by the Challenger, the Challenger may then use other means at their disposal to exact vengeance upon the Challenged, without interference from those outside the conflict so long as others are not put at risk. This may include the death of the party who refused the challenge, and no punishment shall be brought against the challenger for any part of this vengeance. Those challenged to a Duel Arcane should consider the seriousness of being Challenged to a Duel, and the potentially dire consequences of refusal.

5. Demands are issued by the challenger. The benefit to the challenged party for victory is a permanent end to the dispute, as the challenger may not 'reopen' the case. Had the challenged party considered their grievance sufficient to make demands, they could have easily issued the challenge themselves.

6. Standard dueling terms are that parties may show for the duel having prepared spells themselves, but not having been bolstered by others. Mages shall have the right to challenge another to a Duel Arcane to settle their grievances which may be held upon neutral Consilium territory, generally within the Consilium Library, with witnesses if so desired. Mages may also hold Duels Arcane in locations agreed upon by both parties, but must have at least one neutral witness. The time of the duel is also declared by the challenger and may well be 'Now', should the parties already be in acceptable territory.

7. Once both parties are present at the location and the challenge has been accepted, the duel is considered to be officially begun by the squaring of the circle although a formal declaration of starting may accomplish this before the spell is cast. After this starting point, any other mage who interferes with the proceedings will be charged with breaking the Right of Nemesis.

8. The challenge of wills is then immediately followed by the duel itself.

9. The actual duel comprises the sword and shield attacks of arcanum. Any other spell casting is prohibited. Should a mage attempt to cast another spell in lieu of a sanctioned attack, his opponent is no longer bound by the restrictions of the duel and may continue it up to any point including death regardless of whether his opponent yields. So that this tennant is not abused, a neutral watcher must be present and confirm the casting to the participants before any final blow is struck.

10. An opponent may otherwise yield at any time. A party is required to yield once they are mentally exhausted, unless the Council has sanctioned a duel to the death. An opponent may also yield during a duel to the death, and such a yield must be accepted.

11. The loser of the duel is expected to yield the point of contention to the victor who is in turn expected to gracefully accept and allow the loser to depart peaceably and not press the advantage. The loser should not challenge the winner over the same issue again. Doing so opens the challenger up to censure by the Council.

12. Taking advantage of a defeated mage after a duel by the victor will also leave the party open for punishment and reparations ordered by the Council.

