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TECH LEVELS
0 STONE AGE
1 BRONZE AGE
2 IRON AGE
3 RENAISSANCE
4 EArLY 20th Century (late 1800’s to 1965)
5 prEsENt DAY (including the near future)
6 FAr FUtUrE (22nd century and beyond…)

COST BY AVAILABILITY
Common Items 1 pt ea.
Uncommon Items 2 pts ea.
Rare Items 4 pts. ea.
Unique Items 8 pts. ea.

bUYiNG & sELLiNG
BUYING
 Roll 2D6 + MIND or APPEAL. Target is based on 
Availability:

Common 8
Uncommon 11
Rare 13

SELLING
 roll 2D6 + MiND or AppEAL. - Difficulty. succes 
nets full value, failure nets 1/2 value.

HAGGLING
 roll 2D6 + MiND or AppEAL. - Difficulty. Every 

3 points > target reduces price by 1Ep (max 1/2 price).

CUSTOMIZATION OPTIONS

• Add +1 to Rolls

• Add +1 or 10% to one part of their function (+1 
to damage, 10% to range, etc.)

• Add a new, minor function (adding an infrared 
sight to a pistol)

• Add +1 resistance to wear or damage (armour 
that has +1 pEN against ballistic weapons, a 
hardened casing on a comm-unit, bulletproof 
windshields on a car, etc.)

MEK CUSTOMIZATION COSTS
Common Items 1x Common preperation
Uncommon Items 1x Uncommon preperation
Rare Items 1x rare preperation
Unique Items 1x Unique preperation

EQUIPMENT: cOMMERCE&CUSTOMIZATION
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