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There will also be prize support from Otterman of Tactical Command. 



Welcome to There is Only War 2012 – A TGA Fusion event for Epic Armageddon. 
Thankyou for taking the time to download this players pack for the Epic Armageddon: There is Only War 2012 
tournament. The Tabletop Gamers Association is proud to support the game of Epic Armageddon® and as a 
player in this tournament it is hoped you will enjoy all that is on offer. It is highly advisable to read this entire 
document so you are clear on what is expected to make everything run smoothly. 
 
If you should have any questions or problems they can be directed to me:  
• In person at the Tabletop Gamers Association on Sundays (my name is Steve)  
• Via www.tgaperth.com (username Onyx) 
• Via www.westgamer.com (username Onyx) 
 

VENUE 
The Tabletop Gamers Association club rooms are located in the Main Hall at: 

HIGGINS PARK TENNIS CLUB Inc. 
CORNER OF PLAYFIELD STREET & DEVENISH STREET 

EAST VICTORIA PARK 
WA, 6101 

TGA maintains a very well stocked kiosk and lunch will also be available during the day. 
It costs $20 to attend There is Only War 2012. Tickets will be available from TGA prior to the event. 

There Is Only War will be played on July 8th 2012.
 
 
 

Tournament Rules 
 
All games to be played 3000pts per army. 
No limit on War Engines allowed (except no Emperor Titans/Mega Gargants permitted). 
 
No player is allowed to go over the points limit at all (no 3005pt army lists please). 
 
Army lists are to be PM’d to me on either Black Widow or Westgamer by midnight July 5th. No changes to your 
army after this time please (unless cleared by me first). 
 
9am - 1st game starts. Finishes at 11.15pm 
11.30am – 2nd game starts. Finishes at 1.45pm 
Lunch and army painting judging 
2.45pm – 3rd game starts. Finishes at 5pm 
Awards 
 
If at the end of 2 ¼ hours there is no clear winner (1-0 is not a clear win), total up the number of Victory Points for 
damaged/destroyed/broken formations (as per the Scenario Page below). The player with the highest Victory 
Points total is the winner. 
 
A player must stick to the same army list for the whole tournament. Consider your list design before submitting 
your list (by July 5th) as you will have to use the same list for all 3 games. Marine players will have to decide 
which of their free transport options they will use before seeing their opponents army list each game. 
 
All the terrain will be set out by the tournament organisers. Please make sure the terrain is left in place during the 
event. The player with the highest Strategy rating can decide which table edge/corner to deploy on first. In case of 
identical Strategy Ratings, simply roll a D6 until one player rolls higher. That player can decide which table edge 
to use. 
 
All players are encouraged to play fair and hard whilst being courteous and helpful to each other. Please 
remember that for some of the participants, they may be new to Epic Armageddon and we need to make it a 
positive experience. For newcomers to the game, please feel free to ask questions of those who may know the 
game a little better before the event, it’s a great way to learn! 
 
Each player will need 3 objective markers (1 as a Blitzkrieg objective and 2 to place on the opponents side of the 
table). Objective markers can be anything from a small card marker to a more detailed terrain piece. Objectives 
do not provide cover or block line of sight, they are simply to signify important areas on the board. To find out if a 
formation is claiming/contesting an objective, simply measure from the center of the objective. If any part of your 
formation is within 15cm of the center of the objective, it is claimed/contested. 
 
Players will also need a way to record Blast Markers for their army. 
 
All armies must be WYSIWYG (What You See Is What You Get). The miniatures used don’t have to be official 
GW miniatures but all units must look like what they are representing. For example, Deathstike Missile Launchers 
must look like mobile missile launchers, Imperial Guard Fire Support teams must look obviously different from 
standard Imperial Guardsmen to avoid confusion etc. 



 

 
 
If there are an odd number of players for the tournament, I will play in the event as the ringer army. I will be using 
the Iron Warriors army list. 
 
The rules that we will be using are available for download from here – 
Epic Armageddon Compendium. 
http://onyxworkshop.files.wordpress.com/2010/05/ea-compendium-2-1_rules-only.pdf
These are the latest rules available for Epic Armageddon with all the official up to date errata included. 
 
The army lists that are allowed to be used are: 
- Codex Astartes 
- Scions of Iron 
- Space Wolves 
- Steel Legion 
- Baran Siegemasters 
- Minervan Tank Legion 
- Death Korps of Krieg 
- War Gryphons Titan Legion 
- Ghazgkhull's Warhorde 
- Burning Death Speed Freeks 
- Albork Orkstein’s Gargant Bigmob 
- Biel-Tan 
- Saim-Hann 
- Ulthwe 
- Iybraesil Eldar Craftworld Crone World Raiders 
- Yme-Loc 
- Fir Iolarion Eldar Titan Clan 
- Black Legion 
- Stigmatus Covenant Cultist Chaos Army (Lost & the Damned) 
- World Eaters 
- Emperor's Children 
- Thousand Sons 
- Death Guard 
- Red Corsairs 
- Mossinians 
- Iron Warriors 
- Dark Eldar-Kabal of Pain's Way 
- Necrons 
- Tau 
- Demiug 
- EpicUK Tyranids 

http://onyxworkshop.files.wordpress.com/2010/05/ea-compendium-2-1_rules-only.pdf


 
There will be 5 awards on the day (see below for more details) – 
        
Grand Champion trophy + voucher (Games won + goals achieved + points for painting) 
Best General medallion + voucher (the player that scores the most victory goals achieved on the day) 
Best Themed Army medallion + voucher (to be judged by all tournament participants on the day) 
The Emperor’s Blessing certificate (given to a player that had good fortune on the day) 
The Curse of Chaos certificate (given to a player that had horrible luck at a key moment) 
The Encouragement Award certificate + voucher (presented to the player that finishes in last place) 
 
All games are to be played at TGA on the 8th of July 2012. 
All games will be played on 6’x4’ boards. 
We’ll be sticking to the Epic Armageddon tournament scenario at 3000pts for all 3 games. 
 
Once your game is finished, please write down the goals achieved/winner etc, on the score card provided. We will 
keep track of the scores of each game aswell as the winners. 
 
The total number of goals achieved (eg, Break Their Spirit, They Shall Not Pass, etc) during the event will be 
used to work out the Best General award. 
In case of a tie, total game wins will be used to pick a winner. If there is still no clear winner, the player that has 
conceeded the least number of Victory Goals will win Best General. 
 
During the lunch break, all armies should be set up on display and the players will vote for their favourite armies. 
This will provide the scores for the judging of the Best Themed Army award. 
Entrants will be asked to rank their 3 favourite armies. This (along with a guest judge) will provide the Best 
Themed award. Tie-breakers will be given to the army with the highest number of '5' votes. If that still doesn't 
provide a clear winner, we'll get Adam to pick his favourite! 
 
One note - players that didn't paint/make their own armies will not be eligible for the Best Themed award. 
Their Theme scores will however, still contribute to their Grand Champion scores. 
Players will have 3 point scores to award the armies – 
5 points for their favourite 
3 points for their 2nd choice 
1 point for their 3rd choice 
 
There is no set criteria to be used whilst judging the armies. Players are free to pick the armies that appeal to 
them the most, have had good conversion work done, brilliant painting/basing, an army display board used, etc. 
All these things can be taken into consideration when making your choice. 
All player votes will be totalled and a winner for the Best themed Army award will be chosen. 
 
At the conclusion of the 3rd game, all players will have to give a 5pt bonus to any one person they played against 
during the tournament. This can be for any reason the player chooses - reward for a memorable game, sympathy 
award for an opponent that had a bad game, a thankyou for a sporting gesture etc. 
This 5pt bonus will be added to the selected players overall score and contribute to the Grand Champion award. 
 



Grand Champion will be worked out in the following way – 
- 25 points for each game won by Victory Goals (game completed with the allowed time) 
- 20 points for each game won by Victory points 
- 15 points each drawn game (unlikely event of both players scoring the same Victory points) 
- 10 points for each game lost 
- Total number of goals achieved scored during the 3 games (max of 15 points) 
- Total Theme scores (including the guest judge) divided by half the number of players will provide a score out 
of 10 
- 5 point bonus awarded at the end of the tournament 
 
This will supply a maximum score of 115pts and the highest score will win Grand Champion. 
 

 
 
Useful Links –  
Tactical Command http://www.tacticalwargames.net/taccmd/index.php
 
Games Workshop (check under Specialist Games) http://www.games-workshop.com/gws/home.jsp
 
Dark Realm Miniatures http://www.darkrealmminiatures.com/
 
Exodus Wars http://www.exoduswars.com/store/
 
An on-line army list generator (please use the NetEA versions where available and always check to see if there is 
an updated list available) http://traitor-legion.appspot.com/
 

 

http://www.tacticalwargames.net/taccmd/index.php
http://www.games-workshop.com/gws/home.jsp
http://www.darkrealmminiatures.com/
http://www.exoduswars.com/store/
http://traitor-legion.appspot.com/
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0.0 EPIC ARMAGEDDON –
STANDARD SCENARIO
FORCES

 2000pts – 5000pts
TABLE SIZE

 Min: 150x90cm;
 Max: 240x150cm.

TERRAIN
 Divide the table into 60cm square areas;
 Select 2 terrain features per square areas (12 terrain features on a 120x180cm);
 River = 1 terrain feature for each square area it runs through – 1 bridge of 1 ford

every 30cm;
 Place 0-4 terrain features in each 60cm square;
 Add as many roads as necessary.

DEPLOYMENT ZONE
 Highest strategy rating chooses deployment zone (roll a dice in case of a tie);
 Deployment zone = table edge OR corner (half way up each long and short edge).

OBJECTIVE MARKERS
 Place objectives in turns, starting with highest strategy rating (roll a dice in case

of a tie);
 1st objective against own table edge;
 2nd and 3rd objectives in opponent’s table edge, at least 30cm away from

opponent’s table edge and from any other objectives.
DEPLOYMENT

1. Set up spacecraft;
2. Set up formations entering play via planetfall;
3. Set up garrisons (up to 2 garrisons may be placed on Overwatch):

o Highest strategy rating chooses who goes first (roll in case of a tie),
o Garrisons are set up in own table edge with at least one unit within

15cm of an objective);
o Garrisons :

 Formations where half or more of the units are Scouts, OR
 Formations where no more than one unit has a move greater

than 15cm and where none of the units are War Engines, OR
 Formations including units with a speed of 0cm;

4. Designate formations kept in reserve;
5. Set up remaining formations within 15cm of their own table edge, starting with

highest strategy rating (roll a dice in case of a tie).

VICTORY CONDITIONS
 Achieve 2 or more goals at the end of the 3rd or 4th turn AND
 Achieve more goals than your opponent.

CAPTURE/CONTEST OBJECTIVES
 You capture an objective if you have a unit within 15cm of it in the end phase and

your opponent does not;
 An objective is contested if both sides have a unit within 15cm of it in the end

phase;
 Units from broken formations or from formations that have rallied that end phase

can not capture or contest objectives.
 Aircraft which have landed may not capture an objective on the same turn that it

lands. However, a landed aircraft may immediately contest an objective.
GOALS

 Blitzkrieg: Capture the objective on your opponent’s table edge, i.e. the first
objective each player sets up;

 Break Their Spirit: Destroy, not break, your opponent’s most valuable
formation. If a number are the same value, destroy any one of them;

 Defend The Flag: Control all 3 objectives in your half of the table;
 Take And Hold: Capture 2 objectives in your opponents half of the table;
 They Shall Not Pass: No unbroken enemy formations in your half of the table.

TIE AT THE END OF 4TH
TURN

 If neither player has won at the end of the 4th or any subsequent turn, both players
roll a D6:

o If both roll the same number, then the game carries for another turn;
o If the players roll different numbers, then the game ends in a tiebreak.

VICTORY POINTS
 Formation destroyed = full points value of the formation;
 Formation broken and reduced to half strength or less = full points value of the

formation;
 Formation reduced to half strength or less but not broken = half the value of the

formation;
 Formation broken but above half strength = half the value of the formation.
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SEQUENCE OF PLAY
Strategy Phase Both players roll a D6 + their armies Strategy rating, the winner chooses to go first or second
Action Phase Players alternate carrying out actions with their units
End Phase Both players alternate rallying formations that are broken or have blast markers, and then check victory conditions

ACTIONS
Advance May make 1 Move then Shoot
Engage May make 1 "charge" Move then fight an Assault
Double May make 2 Moves then Shoot with a -1
March May make 3 Moves
Marshal May Shoot with a -1 then Regroup OR make 1 Move then Regroup (roll 2D6 and remove number of BM equal to highest roll)
Overwatch Formation enters Overwatch
Sustained Fire May make 1 Shoot with a +1
Hold May make 1 Move OR Shoot OR Regroup (only available to Formations that fail an Action Test)
Special See the Unit or Scenario's special rules

ACTION TEST MODIFIERS RALLY TEST MODIFIERS
Formation has at least 1 Blast Marker -1 Formation is Broken -2
Trying to retain the Initiative -1 There are enemy units within 30cm -1

TERRAIN EFFECTS TABLE
Terrain Infantry Vehicle War Engine

Buildings 4+ Cover Save Impassable Impassable
Cliffs Impassable Impassable Impassable

Fortifications 3+ Cover Save (see rules) See rules Impassable
Jungle 4+ Cover Save Impassable Dangerous
Marsh 6+ Cover Save, Dangerous Dangerous Dangerous

Open ground, hill slopes No Effect No Effect No Effect
River 6+ Cover Save, Dangerous Impassable No Effect
Roads See rules See rules See rules

Ruins, rubble 4+ Cover Save Dangerous Dangerous
Scrub 6+ Cover Save No Effect No Effect
Woods 5+ Cover Save Dangerous Dangerous

BARRAGE TABLE
Barrage points Extra Templates Extra Blast Markers AP AT

1 None None 6+ 6+
2 None None 5+ 6+
3 None None 4+ 5+

4-5 One None 4+ 5+
6-7 One One 4+ 5+
8-9 Two One 4+ 5+

10-12 Two Two 4+ 5+
13-15 Two Three 4+ 5+
16-18 Two Four 4+ 5+

ASSAULT MODIFIERS
For each kill you have inflicted during the assault +1
You have more units than the opposing formation * +1
You have more than twice as many units as the opposing formation * +1
Your formation has no Blast markers ** +1
The opposing formation has more Blast markers ** +1
For each Inspiring unit +1
* Count the total number of units remaining in the charging formation against the total number of units remaining in the defending formation. Don’t
include units from other formations that were lending supporting fire.
** Count broken enemy formations as having as many Blast markers as units.

VICTORY CONDITIONS
Blitzkrieg Capture the objective on your opponent’s table edge, i.e. the first objective each player sets up
Break Their Spirit Destroy, not break, your opponent’s most valuable formation. If a number are the same value, destroy any one of them
Defend The Flag Control all 3 objectives in your half of the table
Take And Hold Capture 2 objectives in your opponents half of the table
They Shall Not Pass No unbroken enemy formations in your half of the table




