Liftoff planet and conquer an entire
solar system! Deploy kilometer-long
WarShips as escorts, first for JumpShips
bridging the gulf between stars, then for
detaching DropShipsthat burninsystem
to drop troops onto any battiefield. New
aerospace tactics will allow you to gain

air supremacy to match your grasp of
ground tactics. Yet the war for a star
system is more than a single battle and
a commander that utilizes his supplies t
and personnel with skill will survive the =
numerous battles to come. 1
Strategic Operations lis the one-source rulebook for Es

advanced rules aerospaceassetsithat open the entire
conquestofasolarsystem: Itincludes newaerospace
movement, combat and advanced aerospace unit

construction rules.
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