Vitality – your spiritual energy or life-force.
Damage applied to your gauze (ghost body) while projecting is taken out of your Vitality points, not your health levels.  This is true for projectors and ghosts, but not for Skimmers.  
Affects how “alive” you appear when manifesting to the living.  High Vitality = Vibrant, Life-like, and warm.  

Low Vitality = Gaunt, unhealthy, and cold.  With Death Signs if agent is dead.
Affects how “visible” you are to other ghosts.  High Vitality = Obvious to drones and blips, unnoticed by Spectres.  Low Vitality = Unnoticed by drones and blips, look like food to Spectres.
Horrors require the expenditure of Vitality to activate their effects.  The amount of Vitality you spend determines the power level of the effect.

Gaining Vitality:


Resting for 8 hours as a ghost = 1 Vitality point regained


Crucible members can give Vitality to other members in line of sight

Spending 1 temporary Willpower = 3 Vitality points regained

Tapping 1 Spite point = 1 Vitality point regained


Tapping 1 Spite rating = 10 Vitality points regained


Steal Vitality from other entities, see Thievery

Gain Vitality by helping other ghosts “move on”, see Sever The Strand

Resting 1 hour in your body = 1 Vitality point regained

Spite – the measure of your inner hatred, insecurity, fear, and malevolence.
Spite may be Tapped for several reasons.  Keep in mind that Spite is never used, it doesn’t go away, a character simply acknowledges their “Dark Side” and lets it boil up for a moment allowing access to its power.

Tapping 1 Spite point = gaining 3 Vitality points

Tapping 1 Spite rating = gaining 10 Vitality points

Tapping x Spite points = bring all Stains to the surface for x turns
Gaining Spite:  Every time you tap a Spite point/rating, you roll 1 die for every Spite point/rating tapped (difficulty 7).  Every die below 7 earns you another Spite point/rating.  Every die that botches earns 2 Spite points/ratings.  

Lowering Spite:  The only way to lower your Spite is to aid another ghost by sending them to their final reward.  Anytime the crucible uses Sever The Strand and releases a ghost from one of its tethers, the agent that helped the most can lose Spite points or gain Vitality.  Anytime the crucible breaks a ghost’s last tether and releases it from this world, the most helpful member lowers their Spite rating by 1.
Stains – the physical manifestations of your insecurities and weaknesses.
Stains are the twisted manifestations of how you perceive yourself.  Stains are not always apparent, they only appear if your character triggers them or if your Spite gets too high.  You can also willing manifest your Stains by tapping Spite.  Every point of permanent Spite over your Starting Vitality will earn you another Stain.
Dead Eyes – Ghost form Agents can see the living and the dead with equal clarity.  You can sense how much Vitality remains in an entity by rolling Perception + Starting Vitality (difficulty 6).  Dead Eyes is automatic anytime you are Out-of-Body.  Dead Eyes does not allow you to see spooks that are inhabiting an object or possessing a person, they are “invisible” unless they choose to reveal themselves.
Incorporeal and Invisible – Spending 1 point of Vitality allows you to pass through physical objects at will for an entire scene.  Otherwise, anything that passes through your gauze will bleed off 1 point of Vitality per turn.  This will continue to happen until you spend 1 point of Vitality to become insubstantial.  
Manifest – All Agents can spend Vitality to manifest to the living world.  The amount of energy spent determines the degree of interaction possible.  Current Vitality determines how alive you appear:  7 - fully human, 8 - vibrant and warm to the touch, 6 and below - appearance of  Death Signs.  Fully manifested, you can affect ghosts and humans equally.  
Detect Nature Group – You can sense the Nature grouping of a spook or mortal.  When in the target’s presence, spend 1 point of Vitality to get a rough estimate of their Nature.  There is no roll required.  You can not guess their exact Nature, only their Nature group, unless they share your own exact Nature.  Nature groups are:

Banshee: Caregiver, Defender, Gallant, Martyr, Mediator, Penitent


Haunter: Dabbler, Explorer, Loner, Rebel, Socialite, Thrill-Seeker


Poltergeist: Bravo, Bumpkin, Critic, Judge, Masochist, Perfectionist, Rogue

Skinrider: Autocrat, Bureaucrat, Competitor, Director, Leader, Mentor, Pedagogue, Traditionalist


Wisp: Bon Vivant, Child, Conniver, Rake, Riddler, Trickster


Mystery 1: Architect, Avant-Garde, Celebrant, Dreamer, Gambler, Visionary


Mystery 2: Conformist, Curmudgeon, Fanatic, Follower, Scientist, Survivor

Mystery 3: Addict, Barbarian, Deviant, Grotesque, Monster, Wretch

Misery Loves Company – You can spend 1 point of Vitality to empathize with a ghost in your same Nature group.  Connecting in this way gives you +2 dice on all social rolls involving that ghost, connecting to a ghost of your exact same Nature means +4 dice.  
Sense Lifeline – Spending 1 Vitality point lets you gain information about a ghost’s tethers (objects they loved or deeds they want fulfilled).  You get a clairvoyant flash relating to each of the ghost’s tethers, which will aid you in releasing it.  

Sever The Strand – Infusing a ghost (of your Nature group) with the knowledge that one of its tethers has been resolved requires the expenditure of 10 Vitality points.  This also raises the target ghost’s Vitality rating by 1 (to a maximum of 5), grants you 10 points of Vitality, and may reduce your Spite points by 1-5 points.  Liberating a ghost, by severing it’s final tether, allows you to lose 1 permanent Spite rating.
Thievery – You can steal Vitality from a ghost in your Nature group.  You have to touch the target and then succeed in a contested Willpower roll (difficulty 6).  Each success over the target’s allows you to drain 1 point of Vitality.  This is a vile act and every time Thievery is used you must roll your Spite rating (difficulty 6).  Each success earns another point of Spite. 
Horrors – the supernatural abilities learned by projectors and ghosts. Additionally all Horrors include a Benefit.  The Benefit is one particular aspect of the Horror that you can lend to another Player.  


Congeal – create weapons from your own gauze, requires Helter Skelter.


Forebode – gain limited glimpses into the past and future, requires Wail.


Helter Skelter – manipulate and move objects, automatic to Poltergeists.


Inhabit – possess and control objects and buildings, automatic to Haunters.


Juggernaut – increase your strength, speed or stamina, requires Puppetry.


Puppetry – possess and control humans, automatic to Skinriders.


Storm-Wending – short range teleportation, requires Unearthly Repose.


Unearthly Repose – create a charismatic aura around you, automatic to Wisps.


Wail – affect emotions or cause damage with your voice, automatic to Banshees.


Witch’s Nimbus – generate and discharge electricity and fire, requires Inhabit.


All Shades are banned from learning the Horrors of one particular shade:

Shade

Automatic Horror
Favored Horror

Banned Horrors



Banshee

Wail


Forbode


Poltergeist


Haunter

Inhabit


Witch’s Nimbus

Banshee


Poltergeist
Helter Skelter

Congeal


Wisp


Skinrider
Puppetry

Juggernaut

None Yet Known


Wisp

Unearthly Repose

Storm-Wending

Skinrider

