��Grooming Kit�by Paul Nelson 


A standard travel-size grooming bag can include numerous gadget options. You may opt to include up to 5 of the following gadget options in any Agency-issued toiletry kit, by combining the costs of all options taken (e.g. taking a toiletry kit equipped with concussive shampoo and conditioner and deodorant acid costs a total of 3 gadget points). Agents may choose to include more than one of each option, multiplying the number of physical containers (and applications or uses) the option offers.


After-Shave Tracking Dye: Stay sunrise fresh while you keep track of the bad guys.


Gadget Pick Cost: 1 each Weight: -�Spot DC: 30�Mechanics: The contents of this canister are invisible when worn or wiped on a target. With a special pair of sunglasses that come with the dye, however, the trace left behind by the dye is clearly visible as if glowing in a dark room. The level of ambient light does not affect the agent’s ability to see these trace marks. Each canister contains enough for five applications. 


Bonding Toothpaste: This innocuous tube contains a gel that has the consistency of toothpaste but instantly bonds to any surface with incredible tensile strength. The gel is most often used for sealing doors or locks, restraining enemies, or instantly securing a rope for climbing. A companion bottle of mouthwash solvent dissolves the paste quickly and safely.


Gadget Pick Cost: 1 each Weight: -�Spot DC: 30�Mechanics: This gel requires one full round to bond, after which it can support up to 250 pounds for 1 hour (after which it dissolves on its own). If used to secure something, a Strength check (DC 20) is required to break the bond. Each tube contains enough for three applications. 


Concussive Shampoo and Conditioner: Harmless when separate, these name brand hair products are devastating when combined.


Gadget Pick Cost: 1 each Weight: -�Spot DC: 25�Mechanics: When used in water, these solutions act like normal shampoo and conditioner. Combined out of water, however, they thicken into putty that can easily be rolled into a ball that explodes on sharp impact (as when thrown against a hard surface by an agent with a Strength score higher than 8 or when caught in a closing car door). The putty has no blast increment – instead, it inflicts 2d4 subdual damage per application used on everyone within one 5-ft. square. The bottles contain enough of the solutions for three applications.


Deodorant Acid: This solid deodorant comes in several appealing scents. In an emergency the bottom of the package can be removed, revealing a special compound separated from the deodorant by, and encased within, a thin layer of special acid-resistant plastic. This compound looks and smells like deodorant, but it’s actually an acid that can eat through most metals with ease.


Gadget Point Cost: 2 each Weight: -�Spot DC: 25�Mechanics: When applied to any metal or alloy, this acid does 2d6 damage each round for five rounds, after which the agent may make a standard Strength check against the object’s standard Break DC or its remaining wounds, whichever is lower. This acid has no effect on organic matter (including human skin). The canister contains enough of the compound for three applications. 


Hidden Lockpicks: These lockpicks can be camouflaged as the bristles of a hairbrush or comb, as the agent desires. The lockpicks are well disguised, and function perfectly in both of their purposes.


Gadget Point Cost: 1 Weight: -�Spot DC: 25�Mechanics: An agent using these finely crafted lockpicks gains a +1 bonus to Open Lock checks.


Invisible Hair Spray: This solution is favored by smugglers and thieves – even bald ones.


Gadget Pick Cost: 1 each Weight: -�Spot DC: 30�Mechanics: The solution in this aerosol can reacts with paper, cardboard, and like items to render them invisible to the naked eye for 5 minutes. The can contains enough for five applications.





