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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.

WEBSITE: CATALYSTGAMELABS.COM

Sam
ple 

file



BATTLETECHTM

STRATEGIC OPERATIONS

• CATALYST GAME LABS •

Sam
ple 

file



INTRODUCTION
 Advanced Rules 6
  Tactical Operations (2 Volumes) 6
  Strategic Operations 7
  Interstellar Operations 7
  Campaign Operations 7
  Choose What You Like 7
  Player Adjudication 7
 Fiction 8
  Fiction Vs. Rules 8
  Fiction Vs. Art 8
 Components 8
  JumpShips 8
  WarShips 8
  Space Stations 8
 Record Sheets 9
  Aerospace Record Sheets 9
  Additional Record Sheets and Templates 11

THE NAVAL FACTOR  12

GENERAL RULES
 Abstract Aerospace System 16
  The Radar Map 16
  Deploying Forces 17
  Abstract Ground Support 17
  Abstract Air-to-Air Combat 19
 Dropping Troops 20
  Atmospheric Drops 20
  Space Drops for Orbital Insertion 21

  Space Drops for Ground Units In Zero-G Operations 22
 Ejection and Abandoning Ship 24
  Fighters 24
  Large Craft 25
 Fighter Squadrons 25
  Creating a Fighter Squadron 25
  Using a Fighter Squadron 28
  Splitting a Fighter Squadron 32
 Fuel Consumption (Aerospace Units) 32
  Tactical Fuel Efficiency 32
  Strategic Fuel Efficiency 33
  Refueling 33
 Fuel Consumption (All Units) 33
 HarJel 34
 Gravitational Effects 34
  Thresholds 34
 Infantry Vs. Infantry Actions (Expanded) 34
  Boarding for Damage (Optional) 35
 Orbital Obstacles 36
  Asteroids 36
  Debris 36
 Movement and Weapon Resolution Dice 37
 Random Aerospace Assignment Tables 37

DESPERATE THRILL 46

ADVANCED AEROSPACE 
MOVEMENT

 Advanced Units 50
  Movement Sub-Phases 50
  JumpShips 50
  WarShips 51

6

16

50

DF JH

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.
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