New Usual Refinements�by B.D. Flory 


As described on page 151 of the Spycraft Espionage Handbook, the Usual Refinements is a set of universal modifications applied to Agency vehicles, in order to maximize the vehicles’ performance and flexibility. The following gadget options may be taken as part of any usual refinements package (with the cost break listed on page 151), or on their own, by any field operative of the Agency. 


Chameleon Skin: Frequently, an agent attempting to elude capture is forced to switch vehicles in order to shake his pursuer. Just as often, an agent tailing a suspect must fall back and allow another agent to take up the tail, lest he be recognized. Chameleon skin solves this problem by changing the appearance of the vehicle itself. While the physical structure of the vehicle can’t be changed, chameleon skin can change a vehicle’s color, markings, license plate, and similar identifiers.


Gadget Point Cost: 1 Spot DC: 25 (experts only, super-science)�Mechanics: During a chase with a lead of at least 20 lengths, the agent may activate his vehicle’s chameleon skin as his maneuver for the round. At the end of the chase round, the driver of the other vehicle must make a spot check (DC 20) or lose track of the agent’s vehicle. If the agent is the prey, the chase ends as the agent slips away. If the agent is the predator, the prey’s lead is reduced by the difference between the prey’s Spot check total and the DC (20). If the driver of the other vehicle scores a critical success with his Spot check, the chameleon skin is useless on him for the remainder of the chase. If the driver of the other vehicle scores a critical failure with his Spot check, he must either make a crash check at the end of the chase round (if he’s the predator) or find his lead reduced to 0 (if he’s the prey).


Outside of a chase (e.g. when the agent is tailing another vehicle or someone is attempting to spot the agent’s vehicle on the street after its skin has been adjusted), a Spot check (DC 25) is required to identify the concealed vehicle.


The chameleon skin only stores three different skins for the vehicle, and may therefore only be used twice during any chase (using one skin at the start of the chase, with two more ready to be used if necessary). 


Integrated Identity Scan: The Integrated Identity Scan (or IIS – pronounced “Two-Es”) is a high-tech security system, designed to prevent the theft of the Agency’s unique (and often very expensive) vehicles. The IIS utilizes a variety of identity confirmation techniques, including palm- and fingerprint scanners on the steering wheel and door handles, a retinal scanner installed in the rearview mirror, and a pressure sensor in the driver’s seat.


Gadget Point Cost: 1 Spot DC: 20 (experts only)�Mechanics: Up to six people may be designated as “secure” drivers of a vehicle with the IIS system, though these records must be installed at headquarters – they can’t be modified “on the fly.” The IIS may also be programmed with a variety of theft deterrent options, including a standard car alarm, to a small electric charge (2d6 subdual damage to anyone touching the frame), to locking itself down and disabling the ignition – with the thief trapped inside. Bypassing the IIS requires and 3d4 minutes, and an Electronics Check (DC 30).


Self-Sealing Hull: Similar in concept to self-inflating tires, the self-sealing hull is specifically designed for use in nautical vehicles, both surface and submersible. A thin layer of a latex polymer-based compound is injected into the hull. The compound remains in its liquid state until exposed to air or water. Once this occurs, it quickly hardens, forming an airtight seal over the gap in the hull.


Gadget Point Cost: 1 Spot DC: 25 (experts only)�Mechanics: This refinement increases a nautical vehicle’s wound points by 30% (rounded up), but only while it is in the water.





