
A Monorail is travelling through a combat zone - it has an invaluable and highly sensitive objective aboard that neither side 
can afford to destroy. Get on board by any means necessary,  claim the objective, and if possible, get the objective off the 
train! Also, secure the surrounding area to make it safe for extraction or to secure it against further enemy incursions.

NUMBER OF PLAYERS: 2

ARMY ROSTER: Standard (both players)

DEPLOYMENT: All Battlegroups begin the game in 
Readiness. Fast Mover Squads start in Reserve.

DURATION: 6 Turns

VICTORY CONDITIONS AND RULES: The track runs 
across the middle of the board, with an objective worth 2 points inside the train. The track passes by 2 Large 
buildings which are stations (positioned 36” and 72” along the track), which can be used to embark or disembark 
from the monorail (as if the train was a linked structure while it is at the station). The train begins the game at the 
left board edge, and moves on in turn 1. The train moves 12 inches along the track each turn during the cleanup 
stage of the initiation phase (it reaches the end of the track on turn 6 but does NOT leave the board).  Additionally, 
there are 4 Focal Points placed on the battlefield, 2 per side, positioned in the open (not in buildings). This 
Scenario should be played on a 6ft x 4ft board.

Treat the train as a small structure. The monorail, track, stations and supports cannot be destroyed, and infantry 
can only embark or disembark from the train via the 2 stations (on turn 3 and turn 6) or via light dropship, which 
can drop off or pick up by landing on the train (ignore the usual LZ rules). If a player removes the objective from 
the train, they receive 4 VP’s for that objective. 

As the Monorail contains a sensitive and valuable objective, neither side can risk aerial firefights across it and 
the track. As such, the track blocks line of sight to/from aircraft from 2” above ground level to 6” in the air. Infantry 
aboard the train may shoot from it’s windows, but may not be fired upon in return.

The player with the highest number of Victory Points at the end of 
turn 6 wins the game. Use Kill Points to determine a victor in the 
event of a tie.

MONORAIL SCENARIO 1: MOVING TARGET



A Monorail carrying a massive cargo of dense, precious metals is approaching the combat zone. Taking these from 
the enemy is vital to the war effort! However, time is critical and targeting the train itself risks scattering the cargo 
over a wide area. HQ has determined that derailing the train to ground level will ensure the wreck is localised-and 
accessible. Once its down, secure the wreck and surrounding area to prepare for heavy lifter extraction.

NUMBER OF PLAYERS: 2

ARMY ROSTER (ATTACKER): Standard. All squads 
must be mounted in dropships.

ARMY ROSTER (DEFENDER): Defence force AND 
Reinforcements

DEPLOYMENT (ATTACKER): All Battlegroups begin the 
game in Readiness. Fast Mover Squads start in Reserve. 

DEPLOYMENT (DEFENDER): Defence Force uses  Direct Deployment. Reinforcements begin the game in Reserve.

DURATION: 6 Turns

VICTORY CONDITIONS AND RULES: The Monorail begins the game 12” in from the right board edge, and 
moves 12 inches per turn during the cleanup stage of the initiation phase. The track starts 6” from the attacker’s 
table edge in the right corner of the board to the bottom left corner of the board.

The objective for the Attacker is to destroy a stand that supports the rail before the Monorail goes past that point. 
(Stands are tiny structures with 5 Dp and A10). Only the attacker may fire upon the stands. Once the Monorail 
reaches a destroyed stand, it is removed from the track, placed on the ground where the destroyed stand was 
and becomes a Focal Point. This Focal point is worth 5 VP (instead of the normal 3).

The objective for the Defender is to either allow the Monorail to pass safely off the edge of the table, or to hold the Focal 
Points and achieve the highest number of VP.

There are 4 other Focal Points that can be held around the battlefield. These Focal Points are within buildings 
equally placed around the battlefield, as shown on the diagram.

The player with the highest number of Victory Points at the end of turn 6 
wins the game. If the monorail safely leaves the table the defender wins 
automatically. Use Kill Points to determine a victor in the event of a tie.

MONORAIL SCENARIO 2: PRECIOUS METALS


