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Standard Missile = free.
Middle Era Missile = 1 point.
Transition Era Missile = 3 points.
Late Era Missile = 5 points.

Costs are per missile.
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STANDARD MISSILE: Speed 24, 
Armor 8, Warhead 8.

MIDDLE ERA MISSILE: Speed 24, 
Armor 10, Warhead 12.

TRANSITION ERA MISSILE: Speed 
32, Armor 12, Warhead 16.

LATE ERA MISSILE: Speed 32, 
Armor 14, Warhead 20.
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This ship can control 12 seeking weapons.
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