Instra Variant (Uncommon)
Version 1: 2E/EW

IngalliNalireth Missile Cruiser |

MANEUVERING
Turn Cost: 2/3 Speed
Turn Delay: 1 x Speed
Accel/Decel Cost: 2 Thrust

SPECS

Class: Hvy Combat Vsl
In Service: 1773
Point Value: 475

Ramming Factor: 140 ||Pivot Cost: 2+2 Thrust

Jump Delay: N/A

Name;

Roll Cost: 2+2 Thrust

Counter:

COMBAT STATS
Fwd/Aft Defense: 14
Sth/Port Defense: 16
Engine Efficiency: 4/1
Extra Power: O
Initiative Bonus: +6

WEAPON DATA

Class-SO Missile Rack

Class: Ballistic
Missiles: 12 @
Range Penalty: None ﬁ
Fire Control: +2/+2/+2

Rate of Fire: 1 per 2 turns

Light Laser Cannon
Class: Laser
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