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Ray Gun Riffle 24/48/96 2d8 1 5 50 shots per medium crystal
Dagger STR+d4 1 1 Ambidexturous allows for use weapon
Claws STR+d6 1 Natural, retracting
Net Gun 5/10/20 Entangled 1 8 1 Shot. If hit, entagled If a raise, bound

Holstered on hip typically.
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