Mist Lynx (Koshi) Prime  Tonnage: 25
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Type Location Heat ~ Damage Min. Short Med. Long
2 Machine Guns RA O 2 1 2 3
1 Streak SRM 4 RA 3 2/Msl 4 8 12
1LRM 10 LA 4 1/Msl 7 14 21
1 Active Probe HD 0 NA 0 0 5
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-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+
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Pilot Damage, avoid on 12
Shutdown, avoid on 20+
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System Failure, avoid on 10+
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Shutdown, avoid on 18+
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Ammo Explosion, avoid on 10+
Shutdown, avoid on 14+
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Pilot Damage, avoid on 8+
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