
Monorail
Scenarios



AMonorail 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 anymeans necessary, claim the objective, and if possible, get the
objective off of the train! Also, secure the surrounding are tomake it safe for extraction or to secure it against
further enemy incursions.

Monorail: Moving Target

Army
• 2Players.

Setup
• 4’ x 6’ Board.
• AMonorail runs along the centreline of

the board. Themonorail blocks line of
sight to aerial units firing across it.

• 2Garrisons placednext to theMonorail as
Stations (shown inorange).

Deployment
• All units begin inReadiness.

Duration
• 6 rounds.

Victory Conditions
• 4OpenObjectives outside of garrisons (shown in green).
• 1OpenMobileObjective inside theMonorail Train.
• EachObjective scores 1VictoryPoint to the player holding it at the endof the game.
• TheMonorailObjective scores 2VictoryPoints to the player holding it at the endof the game, if it is no longer on

theMonorail.
• Aerial Transportswithin3” of theMonorail Train gainRapid Insertion3”.

Variant: “Aerial Cordon”
Replace theObjective inside theMonorail with a non-mobile objective. Victory
Points for theMonorail Objective are awarded to the playerwith themostAerial
units within 6” of theMonorail Train (remember they still cannot shoot across the
tracks).
Variant: “ArmouredUp”
Replace theMonorail with aMilitaryMonorail.



AMonorail is carrying amassive cargo of dense, preciousmetals and is approaching the combat zone. Taking these
from the enemy is vital to thewar effort. However time is critical and targeting the train itself risks scattering the
cargo over awide area. HQhas determined that derailing the train down to ground level will ensure thewreck is
localised and accessible. Once it’s down, secure thewreck and surrounding area to prepare for heavy lifter
extraction

Monorail: Precious Metals

Army
• 1-2Attackers.
• 1-2Defenders.

Setup
• 4’ x 6’ board.
• 4Garrisons shown in green.
• AMonorail Track runs 6” away fromthe

attackers board edge to the opposite
corner in the defenders deployment zone
shown in red.

• AMonorail Train begins 12” fromthe
short board edge shown inpurple.

Deployment
• Attackers:All units begin inReadiness.
• Attackers:Oneboard edge shown inblue.

• Defenders:Unitsmaydirectly deployup to12 “ fromtheDefenders board edge shown inyellow.Any that donot
go intoReadiness.

Duration
• 6 rounds.

Victory Conditions
• Each listedGarrison contains oneOpenObjectiveworth1VictoryPoint to the player holding it at the endof the

game.
• If theMonorail Trainwould bedestroyeddue to its Supports rule it crashes instead, place it on the groundwithin

3” of the Support that caused it to be destroyed. TheMonorail becomes anOpenObjectiveworth5VictoryPoints
to the player holding it at the endof the game.

Variant: “ThoseWeren’t Rocks”
If theAttackers successfully cause theMonorail Train to crash, theDefenders place a
squad of 3Maulers within 3” of the destroyedMonorail Train instead of it becoming
anObjective.
When aMauler is killed, it becomes anOpenMobileObjective carried by the unit
that killed it.



Agiantweaponizedmonorail has halted in themiddle of the city, the crewhave requested aid in repairs as well as to
protect the asset at all costs. Get in there, capture the control centres to stop the repairs and destroy thismighty
weapon ofwar.

Monorail: Repair and Defend

Army
• 1Attacker.
• 1Defender.

Setup
• 4’ x 6’ Board.
• 4Garrisons shown in green.
• AMonorail runs along the centreline of

the board. Themonorail blocks line of
sight to aerial units firing across it.

• AMilitaryMonorail is set up onone of
the short board edges, chosen at random.

• 2-3Garrisons as Stations along the
Monorail Track.

Deployment
• Attackers:All units begin inReadiness.

• Attackers:Oneboard edge shown inblue.
• Defenders:Unitsmaydirectly deployup to12 “ fromtheDefenders board edge shown inyellow.Any that donot

go intoReadiness.

Duration
•

• 6 rounds.

Victory Conditions
• TheMonorail ignores theCallingAtAll Stations special rule.
• Each listedGarrison contains oneOpenObjectiveworth1VictoryPoint to the player holding it at the endof the

game.
• If theAttackers destroy theMonorail due to the Supports special rule, they score 5VictoryPoints.
• If theDefender holds anyof theOpenObjectives in the listedGarrisons, theymaymove theMonorail up to 4” per

OpenObjective held.

Military Monorail Devastating Payload
• Onceper game, if the defender holds theMilitaryMonorail, theymay attempt to launch itsDevastatingPayload.
• Prime:At the endof theRoundupPhase, roll roll a dice.On a4+ theweapon is primed and at the endof thenext

RoundupPhase, youmayproceed toTargeting.
• Targeting:Roll a dice.On a4+ youmay select a point anywhere on the board to targetwith theDevastating

Payload.At the endof thenextRoundupPhase, youmayproceed toFiring.
• Firing:All unitswithin12” of the target takeD6damage, roll once and apply the result to all affectedunits.

Units and scenerywithin6” take an additionalD6damage.

Variant: “Bunker Buster”
Youmay target a single Garrisonwith theDevastating Payload. Instead of taking
damage, remove theGarrison and any units within 3” from the gamewithout rolling
to damage.



Reports tell that there is an armouredmonorail and supporting forcesmoving on headquarters. There is no victory
against such a deadly foe, wemust delay them for as long aswe can so the evacuation can bemade.

Monorail: Delay Threat for Evac

Army
• 2Players.

Setup
• 4’ x 6’ Board.
• 3Garrisons shown in green as Stations.
• AMonorail runs along the centreline of

the board. Themonorail blocks line of
sight to aerial units firing across it.

Deployment
• Attackers:All units begin inReadiness.
• Attackers:Oneboard edge shown inblue.
• Defenders:Unitsmaydirectly deployup

to12 “ fromtheDefenders board edge
shown inyellow.Any that donot go into
Readiness.

Duration
• 6Rounds.

Victory Conditions
• If theMonorail leaves the board, the attackerwins the game.
• At the endof the 6 rounds, if theMonorail is either destroyedor remains the board, the defenderwins the game.

Military Monorail Devastating Payload
• Onceper game, if the defender holds theMilitaryMonorail, theymay attempt to launch itsDevastatingPayload.
• Prime:At the endof theRoundupPhase, roll roll a dice.On a4+ theweapon is primed and at the endof thenext

RoundupPhase, youmayproceed toTargeting.
• Targeting:Roll a dice.On a4+ youmay select a point anywhere on the board to targetwith theDevastating

Payload.At the endof thenextRoundupPhase, youmayproceed toFiring.
• Firing:All unitswithin12” of the target takeD6damage, roll once and apply the result to all affectedunits.

Units and scenerywithin6” take an additionalD6damage.

Variant: “No, good sir, I’m on the level”
EachGarrison has anOpenObjectiveworth 1Victory Point at the end of the game.
Each player now gains 1Victory point for each support they destroy.
If theMonorail is destroyed, its Devastating Payload is immediately fired on its
location, ignoring its normal firing procedure.



A remnant of aworkingMonorail lies in parts along its track. If these could all be brought under control, the boon
to logistics will greatly aid operations in the area. Capture and control the disparate parts of thismonorail and stop
it from falling into the enemy’s hands. Capturing each strategic point along the train gets us onemore step to
victory.

Monorail: Invaluable Capture

Army
• 2Players.

Setup
• 4’ x 6’ board.
• 4Garrisons shown in green as Stations.
• AMonorail Track runs 6” away fromthe

attackers board edge to the opposite
corner in the defenders deployment zone
shown in red.

• Monorail Carriages shown inpurple.

Deployment
• All units begin inReadiness

Duration
• 6Rounds.

Victory Conditions
• Each listedMonorail Carriage contains oneOpenObjectiveworth1VictoryPoint to the player holding it at the

endof the game.
• Aerial Transportswithin3” of theMonorail Train gainRapid Insertion3”.

Variant: “NoTicket”
Each Station also has anOpenObjective. Youmay onlymove into aMonorail if you
also control its correspondingOpenObjective. If you lose control of the Station’s
OpenObjective, any friendly Infantry insidemake a hasty exit! Place any friendly
units occupying theMonorail on solid ground underneath theMonorail.



Twomonorail lines run adjacent to each other, but only some of the power grids are functional. The powermust be
redirected to our rails to keep the train on course.Warning the enemy’s train is on the other line and they are on
the offence for the same reasons. Take and control each grid to keep the trainingmoving and stop our enemy’s
advance

Monorail: Mono e Mono

Army
• 2Players.

Setup
• 4’ x 6’ Board.
• Apair ofMilitaryMonorails run across

the board, 12” away fromthe centreline
of the board. Themonorail blocks line of
sight to aerial units firing across it.

• MilitaryMonorails start at opposite short
board edges to each other shown in
purple.

• 5OpenObjectives shown in green.
• 2 Stations perMonorail, shown inorange.

Deployment
• All units begin inReadiness.

Duration
• 6Rounds.

Victory Conditions
• ThePlayerwhoseMonorail leaves the board first, wins the game.
• 5Objectives, eachObjective held at the endof a roundmoves yourmonorail 6”. EachObjective contestedmoves

yourmonorail 2” instead.

Military Monorail Devastating Payload
• Onceper game, if the defender holds theMilitaryMonorail, theymay attempt to launch itsDevastatingPayload.
• Prime:At the endof theRoundupPhase, roll roll a dice.On a4+ theweapon is primed and at the endof thenext

RoundupPhase, youmayproceed toTargeting.
• Targeting:Roll a dice.On a4+ youmay select a point anywhere on the board to targetwith theDevastating

Payload.At the endof thenextRoundupPhase, youmayproceed toFiring.
• Firing:All unitswithin12” of the target takeD6damage, roll once and apply the result to all affectedunits.

Units and scenerywithin6” take an additionalD6damage.

Variant: “Lying inwait with the big guns”
Both playersmay directly deploy a single squad of Infantry into theirMonorail at
the start of the game, before any battlegroups have activated. These squads activate
with their battlegroup as normal.



Civilian Monorail

Scenery
Piece Armour Damage

Points Special

Monorail
Support 15 5 Destructible, Solid

Civilian
Monorail - - Enclosed, Garrison,

Solid

Calling At All Stations
TheMonorail Trainmoves 12” along theMonorail in the RoundUpPhase.

Stations
Some places along theMonorail can be designated as Stations.When aMonorail Trainmoves to a Station, it stops and discards
any extramovement. The next round, theMonorail does notmove, thenmoves again the round after.

Mind the Gap
Infantrymay only enter a Trainwhen it is stopped at a Station. ATrain cannot havemore than 5 Infantry units inside.

Enclosed
This Garrison does not have any edges. Infantry cannotmove to them, and therefore line of sight cannot be drawn to Infantry
inside. Flameweapons can target Infantry inside as normal.

Supports
Destroying 1 Support is not enough to stop theMonorail, if 2 adjacent Supports are destroyed though, the Trainwill crash if it
moves over either Support. If the Train is above a Support when it (and an adjacent Support) is destroyed, it will crash. Any
Infantry inside the Trainwhen it crashes are automatically destroyed.
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M&F Arc R(F) R(C) Shots Acc E Special

Slayer Railgun - F/S/R ∞ 36” 1 3+ 11 Devastator-4 (Vehicle)

AA Cannon - F/S/R 36” 18” 2 2+ 6 AA-2

AA Cannon - F/S/R 36” 18” 2 2+ 6 AA-2

AA Cannon - F/S/R 36” 18” 2 2+ 6 AA-2

AA Cannon - F/S/R 36” 18” 2 2+ 6 AA-2

Military Monorail

Scenery
Piece Armour Damage

Points Special

Monorail
Support 15 5 Destructible, Solid

Military
Monorail - - Enclosed, Garrison,

Solid

Railroaded
TheMilitaryMonorail follows all of the same rules as the CivilianMonorail, in addition to having the listedweapon profiles.

You May Fire When Ready
This scenery piece contains 1 OpenObjective. Any Infantry squad that is claiming theObjectivemay use the followingweapon
profiles instead of their ownweapon profiles for a Shooting action.Measure from the centre of theMonorail section that the
weapons are firing from.
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