The 7 Cardinal Spirits


First off, I want to say that I actually found several different versions of the 7 Cardinal Sins. All of them agree on the first five, but the last two vary.


These are 7 Paradox Spirits meant to punish your players not for their use of specific spheres, but for the wages of their sins. Hopefully, this will lead to character development, a good laugh or two, and your Magi becoming Better People ™.


Each of these Spirits has some VERY powerful powers, but none of them have any unavoidable long-term effects. If you think they’re too powerful, remember some of the Spirits listed for the various spheres…








Hubris (Pride): The Terminator


Remember that look of terror on Sarah Connor’s face in Terminator 2, when Arnold Schwarzenegger comes walking down the corridor in the mental hospital? That’s the look of someone who has had their pride shattered. That is the fear that The Terminator tries to instill in those whose deeds summon his presence.


The Terminator is implacable, unreasonable, and unstoppable. He has the biggest job among the Seven Spirits, and he takes it VERY seriously. He brings low each Mage whose deeds merit his appearance in a terror-filled, implacable hunt. He is immune to magic, small-arms fire, melee weapons, even the claws of Garou. He can take a shot from a rocket launcher and keep walking. Anything soakable, he soaks. He will hunt down the Magi, keeping them on the run, until he feels they have learned. Then he corners them, holds them down, and stops his fist inches from smashing their faces to a dead pulp, whispering “I’ll be back.” With that, he is gone.


If anyone is stupid enough to summon him a second time, he brings a friend. This time, he will humiliate the Mage by being the only thing standing between him or her and certain death—the Terminator 2. Helpless, able only to stand by and watch, the Mage should learn that no-one is unstoppable, not them, and not The Terminator. If watching the THING that terrified them the first time get smashed to a pulp doesn’t break them, nothing will. Anyone calling him a third time receives the same treatment as the first time—but this time, the Terminator hunts to kill, and quickly. I pity anyone foolish enough to make the mistake of Hubris three times…





Avarice (Greed): The Repo Man


The Repo Man gets called on quite often these days, if not as often as The Terminator, probably because while his appearance can be detrimental, most people don’t learn from it. Certainly he probably doesn’t do as well as his predecessor, The Ghost of Christmas. Then again, The Repo Man isn’t 3 people.


Anyway, The Repo Man does just what it sounds like: he repossesses things. He starts with money. All of it. Bank accounts, stocks, bonds, cash on hand. Everything. If that’s not enough to cover the offense, he moves on to material things. Clothes, cars, guns, houses, businesses, computers, etc. If the Mage did something truly hideous, he takes magical things. Talismans, fetishes, devices, enchanted items, Trinary computers, etc. And theoretically, if even that’s not enough, he takes Nodes, Sanctums, whole Chantries, etc. But no-one has ever gone that far and been heard from again.


If the humiliation of finding yourself naked and penniless isn’t enough to change the error of a Mage’s ways, then The Repo Man will just keep moving up the ladder. But the amount is based on how greedy they were, at least at first. A good rule of thumb is that he repossesses anything acquired magically, plus an equal amount in “fees”, plus an additional equal amount for every time he’s previously shown up.


Many Magi have wondered what he does with everything he collects. Things that were stolen or acquired magically are returned to their rightful owners, the money he uses for unknown purposes, and the rest he auctions for money, power, and favors in a secret Umbral auction house. If the characters ever manage to find it (perhaps by following him when he leaves), they may find not only their own items, but many other things as well. “Wondrous things…”





Covetousness (Envy): Sebulba


While Sebulba has been very effective in getting Magi to avoid the coveting of material goods, he has yet to come up with an effective deterrent to the coveting of power. After a Mage has used his or her power to gain something they coveted, and the Paradox is due, Sebulba shows up and gives them a mission. He is about 3’ tall, flies with impossibly small wings, and has a nose like Gonzo from the muppets.


The mission is simple: Sebulba asks the Mage for something that they don’t have. He always specifies, and it’s up to the storyteller what he wants, be it money, fine art, a magical trinket, the Hope diamond, whatever. Until the Mage delivers said item, he or she is stripped of all magical powers relating to the gathering of the object. He or she can still use them in self-defense, but using magic to aid in the acquisition is impossible. Furthermore, the Mage has a Geas placed upon him/her, preventing the Mage from taking any unrelated, non-necessary actions. The Mage is, however, allowed to call in help, but if any magic is used by the Mage’s friends, Sebulba declares the object “tainted”, keeps it anyway, and requires another mission. This goes on until the Mage acquires the object through hard work.


Like The Repo Man, many Magi wonder what Sebulba does with all the stuff he gets. Being a spirit of sharing, Sebulba gives everything to where it will do the most good—usually museums (particularly The Metropolitan in NYC), but if the party is stuck, and they desperately need the parts for an XJ-12 Superconductor or they’re all screwed, there may be a friendly Paradox Spirit in their future…





Lust: Baberella


Baberella has the least amount of work of all of the 7 spirits except for Gluttony, probably because she has come up with the most effective tactic. Of course, she’s also the only one who relies on her victims to voluntarily submit.


Baberella shows up as the world’s lustiest babe (male or female), soon after the Paradox bill is due. She will pretend to be mundane, Mage, whatever, based on the person’s desires, and will immediately attempt to seduce the offender, attempting to bed him or her at the next opportunity. If said person does not bite, she will reveal her true self and ask the sinner to repent. If he (or she) does not, Baberella calls in The Terminator, for the Mage is now ALSO guilty of Hubris. If the Mage does repent, she leaves, considering her job done.


If, however, Baberella succeeds in seducing the Mage, then (ulp) he or she loses 1 Arete per Paradox accumulated, for a duration based on the magick duration chart, or until the Mage repents, whichever comes first. If your player starts screaming that this is GROSSLY unfair, remind them that A) they fell for it, B) they just fell victim to a Succubus (which traditionally drain life energy—offer to have ‘em permanently lose that many health levels, instead, or dots of Stamina, instead), and C) such are the wages of sin. See if they use magick for purposes of Lust ever again…





Sloth (Laziness): The Nazi Bondage Queen


This spirit shows up whenever a Mage uses magic for something they could have done the old-fashioned way, and collects Paradox while doing it. Whether it be summoning a glass of water from the kitchen because you don’t want to walk, or using Mind tricks to pay for your meal because you don’t feel like paying (depending on reasoning; many cases are a hard toss-up between Greed and Sloth), The Nazi Bondage Queen immediately shows up, wearing full Nazi regalia and wielding a whip, and strips the Mage of his or her powers for one day. While this might seem REALLY bad, she ALSO prevents anyone from interfering with her pet, making the Mage completely untouchable. She then proceeds to make a slave of him or her for the day, making the offender fetch things for her, do her nails, scrub her back, and otherwise pamper her. She is also very easily bored…





Wrath (Anger): Blarney and the Tele-Tummies


I don’t think this one needs much explanation, actually. It is most effective if you actually get a recording of that annoying song, and simply explain to the player that Blarney and the Tele-Tummies just showed up, and started singing (at which point you play the song). Furthermore, any attempts to harm them just increases the volume and duration of the singing, until the Mage gives up, joins hands with the Spirits, and starts singing along. After singing the song all the way through from beginning to end with them, they go away. Thank god…





Gluttony (abuse of food, drink, and drugs): The Mad Doctor and his Assistant


Disclaimer: These spirits practice torture, and should not be read or used except by mature audiences. Gluttony is a horrible disease which is often waved away in our society; it is not a sin, but a curable mental illness. In the style of the old testament, however, I will write of it as a sin.


Very unpopular among the Cult of Ecstasy, the Mad Doctor and his Assistant whisk away the guilty Mage to an operating room reminiscent of alien abduction stories. In fact, he and his assistant have appeared as humans, as machinery, and as short big-headed aliens with really big eyes, depending on what will scare the patient the most.


The Mad Doctor and his Assistant view Gluttony as a disease. Unfortunately, they attempt to cure it through surgery and psychological conditioning. As stated, the Mage will suddenly find him or herself in an operating room, strapped down to a table, and stripped of all magical powers. They will NOT be sedated. Any Magi who’ve run into the Progenitors should be VERY scared about now. Then the pair of spirits show up, in whatever form, and begin to operate.


If the Mage is fat, they start with liposuction. But the fat is pumped directly into the Mage’s mouth, and he or she is given the option of swallow or suffocate. When finished, they electro-shock the poor sod until he or she pukes it back up.


If the Mage is an alcoholic, they do something similar, but pump the foulest tasting alcohol imaginable down their “patient’s” throat: Chinese Water Hose Torture. However, this will not kill the patient. They do this until the victim pukes, at which point they mix the puke in with the alcohol, and continue until the Mage is sober (which usually occurs pretty rapidly, since none of the alcohol is sitting in the stomach long enough to metabolize).


If the Mage is a drug addict, they will pump him full of every drug imaginable until he or she O.D.s on all of them. For some reason, the Mage will survive, but the pain and agony is incredible.


Although it is incredibly rare, some very few Magi manage to bring these spirits down on them again (usually because they have a flaw that they haven’t bought off). If that is the case, the pair perform brain surgery without anesthesia. Not only will this terrify almost everyone, it also alters the character’s brain chemistry. If they have an addiction, it is gone. Instead, however (regardless of whether or not they actually had a flaw), the character will now have a mild phobia of the substance they were once addicted to. In the case of food, this can be dangerous, and the Mage will need to subsist on a liquid diet, or use magic, to feed him or herself. This is also a good excuse to buy mental flaws and merits…


