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Liftoff planet and conquer an entire Liftoff planet and conquer an entire 
solar system! Deploy kilometer-long solar system! Deploy kilometer-long 
WarShips as escorts, first for JumpShips WarShips as escorts, first for JumpShips 
bridging the gulf between stars, then for bridging the gulf between stars, then for 
detaching DropShips that burn in system detaching DropShips that burn in system 
to drop troops onto any battlefield. New to drop troops onto any battlefield. New 
aerospace tactics will allow you to gain aerospace tactics will allow you to gain 
air supremacy to match your grasp of air supremacy to match your grasp of 
ground tactics. Yet the war for a star ground tactics. Yet the war for a star 
system is more than a single battle and system is more than a single battle and 
a commander that utilizes his supplies a commander that utilizes his supplies 
and personnel with skill will survive the and personnel with skill will survive the 
numerous battles to come.numerous battles to come.

Strategic OperationsStrategic Operations is the one-source rulebook for  is the one-source rulebook for 

advanced rules aerospace assets that open the entire advanced rules aerospace assets that open the entire 

conquest of a solar system. It includes new aerospace conquest of a solar system. It includes new aerospace 

movement, combat and advanced aerospace unit movement, combat and advanced aerospace unit 

construction rules.construction rules.
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A Word of Blake fleet, lead by the Black Lion-class Rays of Enlightenment, moves to protect one of its Hidden Worlds: the Ruins of Gabriel.

Sam
ple 

file



33

INTRODUCTIONINTRODUCTION

ADVANCEDADVANCED
AEROSPACE AEROSPACE 
 COMBAT COMBAT

ADVANCEDADVANCED
AEROSPACE AEROSPACE 
 MOVEMENT MOVEMENT

GENERAL RULESGENERAL RULES

ADVANCEDADVANCED
AEROSPACE AEROSPACE 

 CONSTRUCTION CONSTRUCTION

INDEXINDEX

RECORD SHEETSRECORD SHEETS

		  Space Stations	 51
	 Advanced Initiative	 51
	 Advanced Movement	 52
		  Rotational Vectors	 53
		  Random Movement	 54
		  Lateral And Deceleration Movement	 54
		  Angles of Attack	 54
	 Special Maneuvers	 54
		  Yawing and End-Overs	 54
		  Docking	 54
	 Flight and Transit Times	 56
		  Atmospheric Flight Times	 56
		  Suborbital Flight Times	 57
		  Interplanetary Flight Times	 57
	 Landing and Liftoff (Expanded)	 58
		  Systems Status	 58
		  Fuel Use For Landing and Takeoff	 60
		  Vertical Landing and Liftoff	 60
		  Water Landing and Liftoff	 61
	 High Speed Closing Engagements	 62
		  Types of Closing Engagements	 63
		  Set-Up	 63
		  Sequence of Play	 65
		  Detection and Initial Maneuver Phase	 65
		  Capital Missile Phase	 67
		  Meeting Engagement Phase	 69
		  End Phase	 73
		  High Speed Damage	 73
	 Hyperspace Travel	 74
		  Jump Points (Outside of Game Play)	 74
		  Charging the Drive (Outside of Game Play)	 75
		  Jump Calculations (During Game Play)	 76
		  Jump Process (Outside of Game Play)	 77
		  Making a Jump (During Game Play)	 77

PUNITIVE STRIKE	 78

ADVANCED  
AEROSPACE COMBAT

	 Advanced Aerospace Units Combat	 82
		  Firing Arcs	 82
		  Hit Location	 82
		  Critical Hit Effects	 82
		  Collisions and Ramming	 82

	 General Rules	 82
		  Advanced Heat	 82
		  Advanced Point Defense Weapons	 84
		  Advanced Atmospheric Control Rolls	 85
		  Ammunition	 85
		  Anti-Aerospace Capital Laser Targeting Mode	 87
		  Attacking the Jump Sail	 87
		  Bracketing Fire Mode	
		       (Capital and Sub-Capital Weapons Only)	 87
		  Called Shots Mode	 88
		  Capital Missile Bearings-Only Launch	 88
		  Capital Missile Preprogrammed	
		      Waypoint Launches	 90
		  Capital Weapons Fire In Atmosphere	 90
		  Electronic Warfare	 98
		  Emergency Combat Heading Operation	
		       (DropShips and WarShips Only)	 101
		  Individual Weapons	 102
		  Large Craft and Sensor Shadows	 102
		  Over-Penetration Weapons Fire	 104
		  Space Bombing	 104
		  Targeting Capital Missiles	 105
		  Tele-Operated Missiles (Expanded)	 105
		  Variable Damage Thresholds	 105
	 Advanced Sensors	 105
		  Infrared Jump Signature (Object)	 106
		  Emergence Wave (Object)	 106
		  Radio Triangulation (Object)	 106
		  Drive Plumes (Object)	 107
		  Radar (Object)	 107
		  Optical/Thermal Detection (Object)	 107
	 Zero-G Ground Unit Combat	 107
		  BattleMechs	 108
		  Zero-G Ground Unit Combat
		       on Large Aerospace Units	 108
		  Weapon Attacks	 108

AEROSPACE TECHNOLOGIES	 110
	

ADVANCED 
AEROSPACE UNITS 

CONSTRUCTION
The Basics of Advanced Unit Design	 130

		  Unit Type	 130
		  Technology Base	 131
		  Weight	 131
		  Space	 131
Designing Advanced Aerospace Units	 132
	 Step 1: Design the Chassis	 132
		  Choose Advanced Aerospace Unit Type	 132
		  Choose Technology Base	 133
		  Choose Weight	 133
		  Allocate Weight for Structural Integrity	 134
	 Step 2: Install Engines and Control Systems	 134
		  Install Engine	 134
		  Determine Fuel Capacity	 135
		  Determine Structural Integrity (WarShips Only)	 136
		  Determine K-F Jump Capability	
		       (JumpShips and WarShips)	 136
		  Add Control/Crew Systems	 137
		  Special Enhancements	 139
	 Step 3: Add Heat Sinks	 139
	 Step 4: Add Armor	 140
	 Step 5: Add Weapons, Ammunition	
	      and Other Equipment 	 141
	 Step 6: Complete the Record Sheet	 147
	 Calculating Advanced Aerospace Unit Costs	 148
		  Basic Cost Calculations	 148
		  Structural Costs	 148
		  Weapons and Equipment	 148
		  Final Unit Costs	 148
	 Calculating Advanced Aerospace Unit BV	 148
		  Calculating Advanced Aerospace	
		       Offensive Battle Rating	 148
		  Space Stations	 149
		  JumpShips	 149
		  WarShips	 149
		  Balancing Aerospace Unit Forces	 149

AEROSPACE OPERATIONS	 150

INDEX

RECORD SHEETS

TABLES

82

130

168

172

179

DF� JH

A pair of Word of Blake Vengeance DropShips patrol the Ruins of Gabriel.
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