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Last train? 

 

The strategic importance of railways is sometimes forgotten, until you realise 

that not everybody lives on small densely populated islands with a 

comprehensive road network. Gear up your railways properly and it is amazing 

just how much stuff you can transport in quite a short period of time.  

They’re also not as vulnerable as people suspect. Railway engineers are pretty 

good at patching them up. The American Civil War, and then the German fight 

against Partisans in the Soviet Union show that you can keep the railways open. 

The best technique for those attempting to cut them appears to be to cut them 

when it’s important, to cause disruption at a time when things are going to be 

critical. Don’t expect to cut them and have them remain cut for any length of 

time. 

The motto, ‘move fast and break things’ may not have originated in the military, 

but it could well have. So what I wanted to do was explore a scenario where 

both sides had to move fast, but without breaking things. 

Here, the railway is important, but neither side wants to break it too badly. 

Indeed both have their own excellent reasons for keeping it, if not intact, then 

easily fixed. More important is the rolling stock. That is vital, and a lot harder to 

replace for everybody. So the guiding principle of the game is do not damage 

the engine or carriages.  
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I’ve set this scenario for Hellfire in 6mm but to be honest it would easily shift to 

any other scale or ruleset. I’ve tried to set it up so it can be played solo or with 

two or more players. 

The terrain. 

A cluttered board with plenty of terrain. It can be a mix of urban and rural, with 

the railway running through one edge of the town. Alternatively if you’ve got 

enough buildings it can go right through the middle of town. But it does go 

through the middle of the table.  

The one thing the table doesn’t include is fortifications. We are assuming that 

the ring of fortifications around this town has already been pieced and the 

defenders are falling back through the area, trying to win time for the train to be 

loaded and got off the table.  

The railway crosses your table, running from left to right. In the middle of the 

table is the station where the train has halted. Let us assume that left is west 

and right is east, so the defenders hold the right table edge, it’s the one they will 

leave by.  

The Defenders. 

If there is only one player, this is you. Your forces are falling back upon the 

station. But you have to keep open the railway line to the east, because you 

want to get the train away down that line. 

You have kept three units back, they aren’t the most experienced of troops, but 

they’re at full strength and rested, and you can deploy these units to defend the 

station. 

Popular Militia 

9 bases of infantry with personal energy weapons, wearing ablative armour, with 

a 10th base armed with a crew served projectile weapon. 

Reaction  2,2,2,3,2,2,2,1 16pts 

Deploy these on the table, they have had time to dig in and get ready. 

Then you have the troops who are falling back to join you. 

Each move roll a red d6. The number on the dice is the number of units. These 

are your troops. From move 2 onwards roll a black dice. These are the victorious 

attackers advancing.  

When you’ve got more than six defending units falling back to join you, don’t roll 

the red dice any more. So it could be possible to have a cumulative total of five 

units, then roll a d6 and get 6, which means you’d have eleven units of survivors 

coming to join you. 

The attackers just keep on rolling.  

Retiring defenders. 
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Roll a d6 for each unit. 1,2 enters table randomly on the Northern edge, 3,4 

enters table randomly on the Western edge, 5,6 enters table randomly on the 

Southern edge. 

Then roll a d6 to see what the unit is.  

1,2,3,4, you get a unit which has D10 bases of infantry with personal energy 

weapons, wearing ablative armour. If there is an even number of bases, one is 

armed with a crew served projectile weapon. 

Reaction  3,2,3,3,2,3,2,2 21pts 

Roll a d6, which is how many numbers you have to cross off because they’ve 

already been used. These troops have been in a fight, even those who’re still at 

a reasonable strength could well be exhausted.  

5,6 You get a couple of tanks or a mecha.  

Tanks will be medium armour, vehicle mounted artillery in the turret and a crew 

served projectile weapon in the turret. 

Mecha will have heavy armour, crew served projectile weapon, vehicle mounted 

artillery piece, d20 manportable unguided missiles left in the launchers.  

Both will have  

Reaction  5,5,5,5,1,1,1,1 24pts 

Roll a d6, which is how many numbers you have to cross off because they’ve 

already been used. Note that, unlike infantry, if you can get them somewhere 

where they’re not going to be at risk of being shot at, they can rest and get 

some of their numbers back. 

Advancing attackers.  

Remember you’ve rolled the black d6 to see how many of these you get. Then 

roll a further d6 for each unit. 1,2 enters table randomly on the Northern edge, 

3,4 enters table randomly on the Western edge, 5,6 enters table randomly on 

the Southern edge. Note below, this random is not entirely random for solo 

games.  

Then roll a d6 to see what the unit is.  

1,2,3,4, you get a unit which has D6+4 bases of infantry with personal energy 

weapons, wearing ablative armour. If there is an even number of bases, one is 

armed with a crew served projectile weapon. 

Reaction  3,2,3,3,2,3,2,2 21pts 

Roll a d4, which is how many numbers you have to cross off because they’ve 

already been used. These troops have been in a fight, even those who’re still at 

a reasonable strength could well be exhausted.  
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Note that as the attacker, you’re rolling a d6+4 for strength and a d4 for 

reaction, because your people have won. In theory that ought to mean that at 

least some of them are in better shape.  

5,6 You get a couple of tanks or a mecha.  

Tanks will be medium armour, vehicle mounted artillery in the turret and a crew 

served projectile weapon in the turret. 

Mecha will have heavy armour, crew served projectile weapon, vehicle mounted 

artillery piece, d20 manportable unguided missiles left in the launchers.  

Both will have  

Reaction  5,5,5,5,1,1,1,1 24pts 

Roll a d4, which is how many numbers you have to cross off because they’ve 

already been used. Note that, unlike infantry, if you can get them somewhere 

where they’re not going to be at risk of being shot at, they can rest and get 

some of their numbers back. 

Contrived randomness 

If it is being played as a two player, or multiplayer game, then just allow things 

to run on as above. But if you’re playing solo, then you have to provide an 

element of strategy for the attackers.  

They are coming on the table at random, so number the northern and southern 

table edges 1 through to 6. In both cases start from the western edge. So a 1 

fetches them on the table near the western edge and a 6 fetches them on near 

the eastern edge.  

So rather than just rolling a d6 for them, in the first move roll a d6. In the 

second move roll a d6+1 and in the third move roll a d8. Anything higher than a 

six counts as a six. This is because the attackers have tried to break through and 

outflank you, cutting off your retreat. But obviously plans rarely survive contact 

with the enemy and so the attackers are advancing on a wider front than they 

intended. Some of them might even be lost.  

Solo attackers. 

Those advancing from the west, and from the ‘low numbers’ from north and 

south, will attempt to reach the station. They will not fire heavy weapons if the 

train if it is in the line of fire (either behind the target or in front of it) and will 

not engage in small arms fire with defending units in base contact with the train, 

they will instead go in with the bayonet (not flamethrowers or explosive charges 

for obvious reasons) to drive them away. 

Those who arrive at the railway line to the east of the station, between the train 

and the east edge, will dig in to bar the way. In one move any unit can do 

enough damage to the track to stop the train. But the damage will be done in 

such a way that it’s rapidly fixable. 

Any order points will be spent to move infantry groups who come on at 5 or 6 

move faster to get to the railway.  
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Moving the train. 

You have to fudge things here. Measure the distance the train has to cover to 

get off the table. Measure the distance from the Northern table edge to the 

railway, and from the Southern table edge to the railway. 

Obviously the train starts from a standing start. Also with Hellfire the player can 

spend order points to make an infantry group move faster. So if it takes (for 

example) 6 moves for infantry to get from table edge to railway, it should take 

six moves for the train to get to the table edge as well.  

But just to make things difficult for the defenders, to force them to fight on, the 

train doesn’t start moving immediately. This is because people are frantically 

trying to load it. Depending on who you are reporting to, the train is full of 

wounded, civilian refugees, or the colonel’s mistress and cigar collection. On the 

second move roll a d6 and you can start moving it on a 6. On the third move it 

can start on a 4,5, or 6. On the 4th move, anything but a 1. 

Mending the line. 
If somebody does break the line but the area is recovered by the defenders, the 

defenders, assisted by the train crew, can put down replacement rails (or 

whatever) and do a ‘good enough’ job to get the train over it. At the end of each 

move roll a d6, on an even number the line is mended and you can proceed at 

half speed next move. 

Victory conditions 

The winner is the one who ends up with the train.  

To be fair to the defender, I suspect in the real world, whilst higher echelons 

would be desperate to save the hardware, any commander who got most of the 

men and machines off safely is entitled to feel at least modestly successful. 

The train 

I’m willing to be proved wrong, but the main sources in 6mm are 

Irregular Miniatures, 

https://www.irregularminiatures.co.uk/6mmRanges/6mmScenics.htm 

This has the widest selection with Crimean, Wild West, Armoured, Steam, Diesel, 

and American Diesel.  

Brigade Models have a monorail which looks amazing 

https://www.brigademodels.co.uk/Blog/2020/05/the-age-of-the-train-2/ 

Whilst Iliada Game Studio have their train at 

https://www.iliadagamestudio.com/product-page/passenger-train 

Also on the photo at the top.  
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