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“The wall is covered by a detailed map of the sector.  A man stands before it, studying it intently.  This man is Commissar Sebastian Yarrick, Saviour of Hades Hive, Hero of the Imperium.  A man among men.  A heroes' hero.  For all this, he is an unimpressive figure.  He is slightly built and not more than five and a half feet tall.  He wears a well-travelled black uniform.  His dusty black overcoat has been patched at the elbow. His steel-grey hair is sparse and closely cropped.

Yarrick moves aside from the map, and turns his attention to the men at the conference table that dominates the rest of the room.  Before him are assembled the most senior commanders of the Imperium's military forces in this sector.  He addresses them...

“Gentleman, in 941 Ghazhkull Mag Uruk Thraka invaded Armageddon.  At the time there were those who said it was mere chance, a quirk of fate, that took Ghazhkull and the Waaagh! under his command to the most important and populous hive world in this segmentum.  And at the time I might have agreed with such an opinion, for I was fighting in the most terrible war I have ever known, and all I cared about was that the Orks had arrived and must be defeated.  But now I wonder if we can truly blame blind chance for such a catastrophe..."

“Commissar Yarrick," a voice interrupts, "do you honestly expect us to believe that this... this green-skinned oaf planned to attack Armageddon.  Why the idea is ludicrous - everyone knows that Orks can't guide or control the space hulks they travel in.  They just board them and hope for the best..."

Yarrick fixes the interrupter with the steel-blue gaze of his single remaining eye.

"You, sir, confuse tales told to ease the fears of children with the truth.  What is ludicrous is to think that Orks navigate by blind chance.  Remember, sir, that less than one in a thousand systems in our galaxy have planets inhabited by humans.  If the Orks travelled by chance, we would have little to worry about, for they would rarely find us.  No, sir, they seek us out, make no mistake of that!"

Yarrick steps back and waits for the hubbub his words have caused to die down.

"Enough!" his voice cuts through the air.  "The question is less how they find us, as why.  Why do they seek us out?  And the answer is simple.  They seek to do battle with us.  Our race struggles to find peace and security.  The Ork struggles to find war and mayhem.  It is, quite literally, what they live for.  They live to fight.  Ghazghkull chose to come to Armageddon because he felt it was there he would find the most powerful opponent.  He invaded Armageddon because he loves war, gentlemen - and because he thought that there he might find the best test of his formidable power."

Yarrick waits again for the hubbub of voices to die down.

"Since then Ghazghkull has continued to test us, gentlemen, most recently at Piscina IV.  If proof is required of Ghazghkull's ability to plan and execute a strategy then it can be found there.  We have statements from the most reliable sources that Ghazghkull deliberately travelled to Piscina in order to test out a new transportation device.  What is more he did not operate alone this time, but with the aid of the Ork Warlord known as Nazdreg Ug Urdgrub.  This last detail is of quite extraordinary importance, for it means that these two Ork Warlords decided to stop fighting each other, at least temporarily, and instead joined forces to attack us."

"But surely," the voice interrupts again, "surely Ghazghkull is now a spent force.  After all, he was defeated in both the campaigns you mention.  What threat can he possibly pose to us?"

"I would agree with you sir, if Ghazghkull had used anything but a fraction of his main force against us.  But he has NOT!!"  Yarrick's eye blazed cold fire.  "He has been testing us, gentlemen.  Piscina we know was a test.  And, I am sure now, so was the 2nd Armageddon War.  Ghazghkull Thraka took on the entire resource of Armageddon and three full Space Marine Chapters just in order to test us, gentlemen - and he almost won... he almost won."

For a moment Yarrick remembers again the horror of Armageddon, and then his attention snaps back to the men at the conference table.

"Enough history.  The question is, gentlemen, what happens when Ghazghkull Thraka stops testing us.  What happens when he launches his first real attack?"

No-one speaks this time.  There is only an uneasy silence...”

INTRODUCTION

Welcome to Epic, a game of mass combat set in the nightmare future of the 41st millennium. Epic is a tabletop wargame, and this makes rather different to most other types of game. Usually when you play a game the rules and the pieces you use are dictated to you by the game’s designer. This really isn’t the case with a tabletop wargame, or at least not to the extent that it is with other types of game. Instead the rules should be looked upon as tools that you can use to create your own games. The Epic game rules will allow you to take command of armies of mighty warriors and powerful war engines as they clash in apocalyptic conflict with their foes in order to decide the fate of the entire galaxy. At your command will be hundreds of infantry and dozens of armoured vehicles, as well as gigantic war engines and countless weapons of world-shattering power. It is then up to you to decide what sort of battles you wish to fight with the troops under your command. You might want to fight chess-like tournament games that will test your prowess as a general, or you may prefer to fight characterful scenarios based on events described in the background, or you could even choose to fight a series of linked battles as part of a larger campaign. The choice is yours.

Epic provides rules that will allow you to represent all this on the tabletop – and much more besides! This book explains how to assemble your forces ready for battle, and provides the rules needed to unleash the mighty armies you assemble in tabletop battles. As the commander of a mighty army each player must rely on his tactical and strategic skill to outmanoeuvre and outfight his opponent. He must work out the best time to launch an attack, decide whether buildings, high ground or other objectives are worth capturing, and how terrain can be exploited to give troops cover. Needless to say it is vital to choose the right troops to carry out a mission: infantry to support your advance and garrison objectives, battle tanks to provide firepower, fast troops to move round the enemy’s flanks and put them in a deadly crossfire, and your near unstoppable war engines to deliver the killing blow! Of course luck also plays a part, and the best generals will be prepared to take advantage of what good fortune comes their way just as they guard against any set-backs by the careful positioning of reserves. 

In most wargames one player moves and fights with all their models, then their opponent moves and fights, and so on. Epic is rather different in that instead of moving their whole army, the players take it in turn to move small groups of units called formations. For example, a player might have an army that consisted of three Space Marine formations, each with six Space Marine Tactical units. During a turn the player could choose one of his three formations and then move and fight with the six units in the formation. Then his opponent would pick a formation to carry out an action with, and so on back and forth until both player’s had moved and fought with all of the formations in their army. This integrated sequence of play will test the skill of even the most experienced general, as not only must you decide where you want your troops to move and who they will attack, but you must also decide the best order in which to carry out these actions.

There are a wide variety of different ways to play Epic. Many players like fighting ‘tournament’ battles between two forces selected from a set of army lists. In this type of game all units are given a points value, and each players army must come to the same number of total points. Tournament play is excellent for impromptu ‘pick-up’ games, or for games at clubs or wargames shows, or for tournaments where players want to establish their brilliance as an army commander in as even a battle as possible. Other player’s prefer to play scenarios or campaigns that do not use points values; instead one player will devise an interesting background story and decide on what forces are involved in a battle, and then two or more players will fight the battle out to see what happens. Campaigns simply link together several scenarios, with the result of earlier battles effecting what happens later on. The advantage of scenario or campaign is that you can fight battles between uneven forces or where special battlefield conditions apply. For example, a scenario may involve a small defending force in a strong defensive position attempting to hold out against a much larger attacker, or it might represent an opposed planetary landing where all of the attackers forces land in drop pods or transport craft. The Epic rulebook describes how to play all three types of game, and lets you pick which method you prefer for your own games.

Epic: Armageddon uses as its backdrop the planet-wide conflict between the human defenders of Hive World Armageddon and the alien invaders commanded by the Ork warlord Ghazkhul Uruk Thraka. This cataclysmic conflict involves millions of troops and armoured vehicles, aircraft, artillery pieces and war engines. As such it offers a perfect example of the kind of battles that Epic is designed to allow players to recreate on their tabletop, so we have used it as focus for the army lists, scenarios, background material and artwork in this rulebook. Future supplements to the Epic rules will cover other equally epic conflicts, and experienced players should use the material here as an example of what can be done when working out their own army lists, scenarios or campaigns set on other worlds than Armageddon.

I will finish by thanking all of the play-testers and Games Workshop staff that have made these rules possible. Unfortunately there are too many to list separately here but I would like to give special mention to Andy Chambers and Pete Haines from the Games Workshop Design Studio, to all of the members of the Titan’s development team, and to the members of the Epic Armageddon play-testers vault. Almost all of the good ideas you’ll find on the following pages were theirs, while any mistakes you may find are mine and mine alone. Thanks guys for all your help.

Best regards,

Jervis Johnson

March 2002
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