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reetings, Commander, to this sacred text that

will help you to further the Greater Good by
guiding you in collecting, painting and gaming with
a Tau force in the Warhammer 40,000 game. The Tau
way of war is efficient and deadly, combining the hi-
tech wargear and weapons of the Tau with the
aggression and close combat prowess of their
mercenary allies, the Kroot. A Tau commander
recognises the skills and abilities of all those under
his command and uses them to fearsome effect.

THE TRAU

The alien race known as the Tau inhabit an area of
space near the eastern fringe of the galaxy and are a
young, dynamic race, with highly advanced weaponry
and technology. Though less than two thousand years
old, their fledgling empire is rapidly expanding inlo space
and encountering all the elder races of the galaxy. In
galactic terms their empire is small, based around a
densaly packed globular cluster of stars, which enables
the Tau to travel between them without many of the
dangers normally associated with warp travel. The Tau
empire also encompasses several alien races who have
been subsumed into the empire voluntarily or whose
services are bought through trade agreements.

Tau civilisation is based around a rigid system of castes,
each relating to the four elements of nature — fire, water,
air and earth — which dictate a Tau's particular role within
their society, be it warrior, bureaucrat, pilot or worker.
Their rulers form a mysterious fifth caste, translated as
the Ethereals, who bind the other castes together. The
Tau empire is underpinned by the concept that it is anly
right and noble for the individual to set their own desires
aside to work together for the greater good of the
empire. Overall, they're very good at it too.

Unlike most alien races which Humanity has
encountered, the Tau are not overtly hostile, though they
will fight figrcely to protect those territories they have
claimed as their own. The sheer dynamism of the Tau is
pushing them further into cccupied areas of the galaxy
and this has inevitably brought them into conflict with
both Humans and other alien races.

LWHY COLLECT
A TAU RARNMYIE

The Tau are a very stylish and powerful army with many
specialised troops at their disposal. Their main strength
lies in the different types of battlesuit equipped warriors.
These warriors are hardened wveterans and their
battlesuits are capable of mounting a fearsome array of
firepower. Combined with their exceptional armour
protection, this makes them very difficull to take out with
maost troopers’ basic weapons. If you're looking for an
army that can pack a heavy punch while being able to
soak up the enemy’s return fire, then the Tau are the
force for you. Tau technology is highly advanced with
many exciting devices and upgrades with which you can
equip the battlesuits to further enhance their ability to
deal death.

Tau Fire warriors are courageous fighters with solid
leaders, and if a member of the Ethereal caste
actompanies them, their confidence and selfl belief will
keep them fighting in the face of insurmountable odds.
The Tau dislike close combat, preferring to destroy their
enemies at long range with hi-tech weaponry as they are
neither particularly strong or tough. When the fighting is
likely to get close and bloody, the Tau can call upon allies
in the shape of the Kroot. The Kroot are ferocious
carnivores employed as mercenaries and are capable of
holding their own against most opponents.

The angoing expansion of the Tau empire ensures that
they are frequently encroaching inte other races’
territories and border disputes are quick to flare up on
the frontiers. Tau space borders on many Ork-held
systems and several Imperial sectors. Craftworlds have
passed through their space and the first tendrils of the
Tyranid Hive Fleels are approaching. This means that it
is perfectly possible to fight any opponent in the
Warhammer 40,000 universe. Whatever army your
opponent has, you can fight him with no qualms about
whether or not such a battle would ever arise.

A fully-painted Tau army looks wvery striking on the
tabletop and suits painters who want the best of both
worlds. On the one hand you have the clean, elegant
lines and bright colours of the Tau Fire warriors in their
battlesuits and grav-tanks, while on the other you have
the Kroot, with their barbaric, feral feel and large areas of
flesh to colour. Even very basic painting technigues will
quickly produce a battle ready force, giving you the
chance to quickly and easily build a playable army and
begin to expand the frontiers of the glorious Tau empire.
May the Ethereals guide you, Commander.



has'0 Vior'la Kais, Fire warrior Commander, watched

dispassionately as the Gue'la began the long trek up the hillside.
Their erude, armoured vehicles lumbered forwards on clanking
metal tracks, dismounted warriors advancing before them. Kais felt
sorry that he had to do this; the Gue'la could not know the folly of
this attack. The Tau had clumed this world as their own. les use
had been decided, its first colonists already allocated from members
of the Fio caste, It was as indisputable as a sunrize. The Gue'la
already had an outpost on this world and Kais was in the process
of removing them. The Ethereals had decreed this but, with typical
Guela stubborness, they had refused to bow before the inevitable.

As the Gue'la advance continued, Kais' superior vision could make
out the forms of his Pathfinders concealed in the tall grass before
them. Already their markerlights were pinpointing the noisy
vehicles for his more powerful weapans, He turned to one of his
bodyguards, a smooth helmeted warrior in a pale coloured
battlesuir.

“Dio you see the armoured heasts, Shas™vre?™ asked Kais formally.,

"Yes, Commander. This should present no significant problem. The
Shas'la have marked them clearly for the Broadzide battlesuit
squad’s railguns”

The Commander of the Fire warriors nodded.

*Then vou may begin, Shas'vre,” he intoned softly. The warrior
nodded reverently and spoke quictly into his helmet mike. Almost
as soon as he did zo, three of the Gue'la velicles exploded and
lurched sideways, hlack smoke pouring from neat holes in their
front and rear armour. The hypervelocity slugs of the rail guns
were too fast even for Kais’ augmented vision, leaving only searing
afterimages where the friction of their passing had ignited the air,

The Gue'la scattered, stunned at the

death of the iron machines. It was unfortunate

that they would die, but to stand in the way of the Tau's deatiny
was to invite death. It could not be helped.

Aflurry of gunfire flared from a concealed position to the left of 2
smaking tank. The Gue'la in front of the vehicle fell, cut to ribbons
by the Pathfinders' weapons. As soon as the Gue'la fell, the Tau
were on the move. More Gue'la moved around the tank, firing
their weapons at where they believed his warriors to be. Their
shots hit nothing, the Pathfinders having long since relocated o
NEW POSitions,

Then, from out of the smoke, came the Kroot. Tall and liche with
powerful muscles corded around their arme, they charged into the
mass of Gue'la. Blasts from their vicious rifles pitched several to
the ground and Kais knew that they were the lucky ones. They
artacked with a high, ululating battle cry, spinning their rifles and
slamming the thick blades on the butts of their guns inte Gue'la
flesh. Their Shaper beheaded a Gue'la with one sweep of his blade
and howled, shaking the long quills on the back of his head free in
triumph as the rest of the enemy fled before him. The Barttlesuic
teams now moved down the hillside, firing into the disordered
Gue'la troops. Kais” brow wrinkled in distaste as he saw several of
the Kroot warriors stoop to take bites from the fallen Gue'la
hodies. To defeat one's enemy in combat was one thing, but to eat
hiz flesh. .. he shivered in disgust. The Kroot were useful and Kais
valued their strength, but he had hoped that the continued contact
they were having with the Tau would have purged them of some of
their baser instinets by now.

He murned away from the feeding Kroot and spole again to his
bedyguard. “You may contact the Korvre and inform him that he
may begin landing the Fiola immediately. This world is ours new,™




OVE EVI El I l D F Far from Terra, in the eastern reaches of the galaxy, lies
the empire of the Tau. Though not extensive il
encompasses a region of space some three hundred
THE TRU light years in diameter, with the Tau home world at its
centre, and nearly a hundred settled worlds. A number of
these worlds are home to alien races which are either
subservient to the Tau or whose services are bought,
The Tau are a young race, barely six thousand years old,
yet they are highly advanced technologically and their
empire is expanding rapidly, pushing further into space
with growing self-confidence.

DIsSCOvVERY
The first Imperial contact with the Tau race came
roughly six thousand years ago in 789.M35, when the
Adeptus Mechanicus Explorator vessel, Land's Vision,
discovered and categorised what is now their heme

m world of T'au. Initial investigations revealed the planet to
be dry and arid with few lush areas and an abundance of

oceanic, aeral and terrestrial xenomorphs. The first

Adeptus Mechanicus teams to explore the planet noted

that the savannah dwelling aliens had mastered the use

of primitive weapons and discovered fire, but nothing of

worth was perceived in their continued existence and the

world was earmarked for routine cleansing and

Y colonisation. Seeding ships were despatched to begin
?L the colonisation of Tau but, before they arrived, freak
warp storms of unimaginable fury engulfed them and,
despite the presence of highly skilled navigators and
captains, every vessel in the colony fleet was lost.
Rather than simply blowing themselves out, the warp
starms continued to make space travel impossible for
light years in all directions, and many
whispered that this was a sign the planst
was cursed. In any case, the cares of
the Imperium soon tumed to more
pressing concems.




The 361st High Lord of the Administratum, Goge Vandire

“ had proved to be a parancid megalomaniac and led the
Imperium into one of the bloodiest periods in its war-torn
history, the Age of Apostasy. This is not the place to
speak of Vandire's Reign of Blood, suffice to say that he
was eventually overthrown and stability restored to the
Impearium when Sebastian Thor was elected Ecclesiarch.
The rebuilding of the Imperium was to take many
hundreds of years and, while this work was under way,
the warp storms cutting T'au off from Imperial scrutiny
continued to rage, concealing the nascent development
of the Tau race.

FRDVANCED EvVOLUTION

On the forgotten backwater of T'au, the species first
catalogued by the Adeptus Mechanicus grew bigger and
stronger, some plains tribes migrating further and further
afield as hunting grounds grew scarcer in response to
the increasing population. As the centuries passed, each
branch of the Tau began developing in their own way,
displaying a unigque talent for rapidly adapting to
their chosen environment. High on isolated mountain
peaks, Tau soared on thermals, rising up from the hot
plains on thin, membranous wings, and found plentiful
employment amongst the other Tau as messengers and
scouts. Those whose migrations had carried them to lush
river valleys began establishing well-constructed farming
communities, developing their metallurgical, toolmaking
and mining skills to create the first Tau settlements.
Others realised that different communities could produce
what they could not and negotiated trade agreements
between the disparate tribes, recognising the inherent
value in each others’ skills. The larger Tau who remained
on the plains grew stronger still, becoming skilful and
aggressive hunters. They took what they wanted and i
they had to fight in honourable battle to get it, so much
the better,

For some unknown reason, Technological innowvation

was at a more accelerated pace than would normally be

expectad for a newly emergent race. The Tau who had

begun building the first cormmunities quickly escalated to

use forfresses and simple blackpowder weapons to

defend their settlements from marauding tribes of plains

dwellers allied with the Tau of the air. Trade routes were

! cut and the Tau who negotiated between the various

tribes were attacked to prevent alliances from being

E ; formed. Soon vast intertribal wars ravaged the main

continent, with Tau tribes turning on each other in savage

. battles utilising primitive firearms. The wars dragged on

l far many years, thousands dying on every side and with

- no end to the slaughter in sight. Squalid conditions

Poa caused by the fighting and a lack of fresh food and water

i allowed a virulent plague to spread rapidly across the

- continent until more Tau were dying of disease than

: "~ | were being killed in battle. As

) the savagery of the fighting

escalated, it seemed as

though the Tau race would

surely extinguish itself in the
fires of its own barbarity.

THE ETHEREALS

The Tau now entered their darkest age, when the entire
race was being destroyed by war and disease. As the
37th millennium drew to a close, many strange portents
and omens were observed such as flickering lights in the
night sky and half-glimpsed figures in the mountains.
Many believed that these were signs that they were living
in the last days, that extinction was nigh. ‘The Ethereals
of Fio'taun’ is one of the foremost legends amangst the
Tau and tells of how their race was pulled back from the
brink of annihilation,

The legend tells that on a mountain plateau called
Fiotaun, an alliance of plains dwellers and air Tau laid

siege to the mightiest fortress-city of the builder Tau.
Mearly seven thousand beings dwelt in the great citadel

and, in vain, the traders attempted to negotiate with

the plains warriors. Their blood was afire and they ;
would brook no setilement save that delivered at iy
the end of a rifle. For five seasons the cannons of f
Fio'taun held the attackers at bay, but supplies !
wera low and disease was rife within i
the city walls. As night fell upon ‘
another bloody day's fighting, the
leaders within Fio'taun prayed for a
miracle. Little did they know that
on this night their prayers
would be answered.




Emerging from the darkness, a Tau of unusual
appearance walked into the besiegers' camp, asking to
see the army’s commander. He was sofily spoken, yet it
is said that he had an undeniable authority and the
sentries to whom he had announced himself found
themselves compelled to escort him to their leader. At
tha same time, within the walls of Fio'taun, a similar
individual presented himself to the guards of the fortress,
How he had penetrated the defences of the city he would
not say, all he asked was that he be allowed to_speak to
the castellan of the fartress. Again, his request could not
be denied and he was permitted an audience with the
city's leader. Within the hour, the fortress gates were
opened, the stranger guiding the citadel's leaders
towards the torchlit camp of their attackars.

As the gates opened, they were metby a party from their
enemy, led by a figure who was the stranger's
twin in all respects. The two newcomers called
themselves Ethereals and bade the others sit.
Beneath a maiden moon of purest white, they
began to spaak, explaining that the talents of
each of the fribes could be harnessed. They
spoke of a Greater Good that could be achieved
if they would put aside their warlike ways and
work together. The two strangers talked through
the night, their words carrying great power, and as
the sun crested the horizon, a truce had been
agreed between the warring factions.
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Fio'taun was just the beginning. Soon, more of the
Ethereals emerged and the message of peace and
greater good began to spread to every corner of the
globe, the baitles slowly dying out as the new
philasaphy took hold. Within the space of
a year, the wars were over and the
Tau flourished like never before.
Well-constructed towns and cities
sprang up throughout the
continent, commerce routes
were re-gstablished by the
traders and communications
maintained by the air Tau.
The warriors of the plains
were the hardest to
convines that this was the
way forward, but as they
saw the civilised

wonders being
created by
= the other
pcastes,

. .

g

they finally agreed to the Ethereals’ entreaties that they
become honour bound defenders of the Tau. It was
decreed that from that day forth each of the tribes would
be known by the element that most befitted its role in the
greater good. The builders and artisans would be the
Earth caste, the traders the Water caste, the messengers
and scouts would become the Air caste while the warriors
of the plains would be known as the Fire caste;Having
saved the Taufrom a slow racial extinction, the Ethereals
were revered with the utmest devotion by the other
castes, binding and guiding thern as they looked towards
the future with a new found sense of hope.

DONAMIC EXPANSION

The next thousand years saw an almost unprecedented
renaissance of scientific discovery and cultural and
philosophical advancement. Working together for the
greater good became the cornerstone of Tau society, the
ultimate ideal to strive for. It enabled the Tau to fully
utilise each caste's talents and allowed them to send
their first rockets into space. The Air caste were heavily
involved in the early exploration of space and, within a
short period of time, orbital communities were
established and the colonisation of the nearest moon, ,
was well underway. With orbital docks, larger vessels
could be constructed and Tau ships ventured further and
further afield, with communities developing on almost
every viable moon, world and planetoid within reach. Air
caste astrogators produced dhe first stellar maps of
nearby celestial bodies, revealing that their home warld
lay within a globular cluster of densely packed stars. The
attendant risks of novae and supernovae prompted
further expansion and the Earth caste began. the
construction of even larger colony ships.

The expansion of the Tau empire continued at an
axplosive rate, with the Tau making contact with a
number of alien races and, despite the destruction of
several ships, the empire continued to advance, Many
less advanced alien races were incorporated within its
borders and most of these willingly became part of the
Tau -empire. The Orks were a notable exception to this
and the Tau fought many battles with the Greenskins
before finally abandoning their attempts to. subsume
them into the empire. After the successiul navigation of a
warp rift, the Ethereals and Air caste worked to refine the
technigue of travelling through warp space but, without
the specialised mutation of the Navigator gene, their
colony ships could only make short ‘hops' into warp
space, skimming the edges of the immaterium. With the
tightly packed nature of the Tau empire, this did not prove
to be a problem and protected them from many of the
inherent dangers of warp travel.
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Given their limited exposure to the
warp, the Tau found it difficult to @
comprehend the hallucinogenic | °
effects it had on other races and
the terrible threat it could
represent to  psykers. Such
talents were a mystery to the
Tau as they had no psychic
ahilities  whatsosver, their
minds barely even registering
in the warp at all.

%

Soon the Tau empire
stretched over a little more
than three hundred light
years and incorporated
eight  heavily seltled

systems known as septs.
These formed the hub of
the empire, with colonies
outposts and- waypoints
established throughout
Tau space.




At the frontiers of Tau space, on the world of Pech,
traders with an escort of Fire caste warriors encounterad
a Kroot enclave and fought alongside them in a battle
against Ork raiders. In the Kroot, the Tau recognised a
strength they could harness, and soon Kroot warspheres
began to appear with more regularity in Tau
expeditionary forces. While the thought of the Kroots'
cannibalistic tendencies repulsed the Tau, they valued
and respected their strength as warriors, perhaps
believing that continued contact with the Tau would
eventually show the Kroot the error of their ways.

IMPERIAL CONTRCT

With such rapid expansion of their empire, it was only a
matter of time until Tau colony ships entered Imperial
controlled space. System defence ships stationed at
Devlan in the Ultima Segmentum detected the arrival of
an alien vessel whichpdid not halt at the designated
checkpeoints, and immediately attacked it. Unprepared
for such an aggressive response, the Tau ship fled, but
was unable to make good its escape as Imperial MNavy
ships summaoned by the planetary governor destroyed it
in an engagement at the system's edge. An Imperial
investigation was launched into this technologically
advanced race when Adeptus Mechanicus Genetors
discovered that genetic samples taken from the corpses
on the alien ship"matcheéd those of the primitive xenos
discovared six thousand years ago by Land's Vision.

Further, less violent contaet with' the Tau was made by
Rogue Traders and merchants exploring the darkness of
the eastern fringesiBFar from the guiding light of the
Astronamican, warp travel so far in the galactic east was
treacherous and word of such contact was slow to filter
back to the Administraturn. Members of the Water caste
had established trade agreements with Imperial worlds
on the frontier and exchanges of goods and technology
were common. Alarmed by the threat of alien
contamination, the Administratum readied a suitable
response andialmost a.century later, the Damocles
crusade smashed into Tau space, destroying several
outlying séttlements and pushing deep into the Tau
empire. But when the Imperial fleet reached the
sept of Dallyth, the crusade ground to a bloody

stalemate as the formidable numbers and high
technology of the Tau and their Kroot allies thwared
every attemnpt to capture the system. After many months
of terrible fighting, with nothing gained on either side,
Imperial commanders eventually agreed to requests from
the Water caste for peace talks. The negotiations were
successful and the Imperial fleet withdrew from Tau
space, partially in response to the negligible chance of
victory, but also due to the impending approach of Hive
Fleet Behemaoth, As the fleet withdrew, Tau forces, one of
which was led by the infamous Commander Farsight,
followed in its wake and retook their lost worlds,
assimilating groups of Human deserters and renegades
in the process.

The Tau empire continues to expand its borders, pushing
ever further into space and establishing colonies on
every world capable of sustaining life. However, a new
threat has arisen in the form of Tyranid splinter fleets
from Hive Fleet Kraken and the Battle of Ichar IV. Attacks
from the Tyranids have fallen upon several Tau worlds
and the terrible danger these voracious super-predators
represent has quickly been realised by the Ethereals. As
contact is lost with yat more colonies, the Tau empire
qirds itself for war.

THE CRSTE SYSTEM

As decreed by the Ethereals, Tau society is divided into
four castes, each based on one of the four elements of
nature. Tau are born into their caste and breeding
between the castes is forbidden by the Ethereals. By use
of the caste system, not only are the Tau performing the
most basic form of genelic engineering, but they also
reinforce the individual's belief that they have a position
to fill in the empire and that their efforts are rewarded.
The four castes are as follows:

Fire — The Fire caste are the warriors of the
Tau. It is the duty of these warriors to protect
the other castes. Centuries of selective
breeding has led to the Fire caste being the
biggest and strongest of the Tau. The Fire
’ warriors are strongly motivated by a
} strict code of honour in battle, but



thay are not mindless thugs. They see ranged combat as
preferable to the somewhat brutal affair of close combat,
as they are not naturally equipped for such fights,
preferring to use advanced weaponry rather than brute
force to win battles. A warrior starts life as a young line
trocper, a Shas'la, and after surviving four years ‘on the
line’ they must take their first Trial by Fire. If they survive
this ordeal then they are fit to don the full batflesuit. If
they survive a further four years, they take the second
Trial and successful participants bscome Shas'ui. A
veteran who manages to survive yet another four years
becomes eligible to take part in a third Trial if he wishes
and, if he is still alive by the end, will become a
Commander, or Shas'el. Commanders who survive four
years are allowed to retire from active service, join the
council of advisors and play a greater part in Tau politics.
Other than death, this is the only way to leave the Tau
militany.

Earth — The Earth caste are the artisans and

labourers of the Tauw. It is they who build the

machines, erect the dwellings and provide the

food for the rest of society. Without the Earth
caste, the farms would not produce, the factories would
it idle and the work would remain undone. None of the
other castes would be able to live without theircontinued
existence. Engineers and scientists beyond compare,
the Earth caste are responsible for the maintenance of
Tau technology but, unlike the Tech-priests of the
Imperium, they fully understand the workings of their
machines and are capable of more than simply
reproducing ancient designs.

Water — Water is the elemeant that can be
found in all living things, flowing continuously
to allow life to function. So it is that Water
caste members are bureaucrats, polificians,
negotiators and administrators. They are the merchants
and diplomats, moving in and around the other castes to
make sure that society functions smoothly. Water caste
members often accompany Tau expeditionary. forces
to negotiate safe transit through alien systems and
smooth the passage of Tau merchants ‘and
colonists.

Air — The Air caste members were

traditionally messengers and couriers but

now, with the march of technology, they are

the Tau equivalent to the Imperial Mawvy, They
are pilots and spaceship crews, transporting goods and
warriors to where they are needed. They are the unseen
force that can lay waste to towns and cities, bombarding
them from orbit. Air caste members live almost enlirely
off-world, except for pilots of atmospheric craft {although
frequently they live in orbital stations). They are the
invisible caste, normally unseen but essential
nonetheless.

The Ethereals — The Tau word ‘Aun’

translates variously as the Celestial or

Ethereal caste, and originates from the

mysterious individuals who united the
disparate Tau ftribes. These are the rulers of the Tau
empire, headed by a council of the wisest Ethereals.
They are advised by members of the highest families
within the different castes, but have ultimate sovereignty
over all the Tau. It is speculated that they exert some
kind of pheromone based or latent psychic control over
the other castes, as loyalty to the Ethereals
is absolute and unswerving. If an
Ethereal were of such a mind, he
could order another Tau to kil
himself and would be obeyed '
immediately. The  Adeptus
Mechanicus and Adeptus Arbites
are very interested in this aspect
of Tau culture...
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A TRAUCYR
AMONG

THE KROOT

LETTERS FROM PECH

B IO BORECAR UL

To Fio'la Bork'an Vashrun Ka'la

When | vas told that there was spare capacity in
the message boat | could not resist writing to you,
my sister. | trust you prosper as Tauw shall.

The greatness of the Empire is truly a marvel. For
the last three kairotaas my Talissera has been on
Pech, home world to the barbaric Broot. Fear not
sister. their penchant for savage behaviour is
thoroughly held in check by their desire to be part
of our great Tau Empire, They allow us to go where
wie will arnd readily submit to medical inspection so
we can better understand them and guice them
Forwarol

I have to tell you that if our preliminary research is
subatantiated then our estimation of the Broot will
have to be revised considerably.

Our most remarkable finding is that the Kroot are
capable of selective mutation. We now have
evidence that the life ferm we refer to as Kroot is
merely the most successful of a wide range of
divergent species with the same genetic root.

Their form can evolve significantiy

-...\ over the span of four or Ffive
%\ generations. While for most
9 species evolution is a jourmey
so gradual that it cannot be
witnessed by martals.,
1 hawve SEen Broot
returning from service
withh  the Shas'artol

iy which have developed
an ability to
withstand

chilorine atmosphere in the course of a few taucyr.
Major changes | would suggest are possible, but
require a3 greater axposure to the sowurce of the
mutation. possibly over several generations.

In this case the source of Mmutation s their diet. As
wie have known for some time, the Broot feed on
the flesh of the dead, an unwholesome and
primitive practice which many hoped we could
persuade thmm to abandon. Im Fact this practice is
the source of the Kroots' greatest strength and their
largest potential contribution ta the Empire.

The kroot are organised into family groups, which
we called kindreds. The elder of this group, termed
a Shaper, is apparently able to analyse the content
af it gut and extract from it characteristics that
might be of wuse to the Kroot genstic code. This
tasls is apparently performed  intuitively, bt
demonstrates a mastery that the finest minds of
Bork'an would struggle to conceptualise, Once a
characteristic of their prey is identified then the
Shaper will direct meambers of the family group to
cansume this particular prey animal. Breeding is
then controlied to ensure that those who have
absorbed the chosen genetic morsel fix it as part of
their own ONA

From the standpoint of pure survival we have a
carrion eater that, faced with a more dominant life
farm, can absorb ts characteristics within o vEMY
short time. It is likely that the Broot have used this
technigue extensively as within every broad
category of fauna on Pech there is an example
which is 993 Kkrool,

The kroot have evolved from awvians, that much i
clear. although whether this original form was
similar to the kroothawk is speculation. They stil
retain beaks and a light bone structure. Life
abounds on Pech's primary continent, so the proto-
Wroot could always feed. But for their genetic guirks,
they would have remained in this state while ather
life forms became the dominant species. The cause
of the anomaly s unknown but at some point the
Hroot genetic code began to mutate. As | hope you
have learned. sister. the bulk of formal OMA
contains no data but merely serves to divide the
data that does exist. The Wroots' mutation turned
this space into a blank slate Ffor retention of e
genetic data. The mutation is not random in its
weorking: instead the Kroobt seem to be able o make
choices. The more complex the ONA of the food, the
more likely the Kroot will absorb something useful.
Succesaful adaptations thrived, others died out. The
overall effect was a rapidly accelerated wvalutionary
program which left the Kroot the dominant species
on Pech long before such a situation should have
been possible.




The kroot brain = ufrusual imnsofarc Bhat it s a
combination of cerebral hemispheres and clusters
of ganglia, The ganglia run the length of their crests
and are wvery efficient at interpreting sensory
imfarmation, & feature which, combined with their
superb senses, makes the kroot very difficult bo
hide Ffrom. In this regard the ganglia are similar in
function to the Tawu thalamus, They have bwo
cerebral hemispheres, one behind the other. The
front hemisphere controls logic and memory and is
considerably more dewveloped than the other
hemisphere, which governs imagination and
creativity. Kroot interpret what they perceive and
react accordingly, with little emotional clutter. The
rear hemisphere s another mutation: it controls
their inventiveness and imagination and has a very
limited Eapacltl:l. Whilat it is more pronounced in
some Kroot kindreds. this limits the Broots’ creativity
considerably. with the consequence that they have
gone about as far technologically as they are likely
o go without the help of a more sophisticated
people.

The Wroob hawve little capacity for further muotation
without seriously destabilising their ONA. They
cannot therefore acquire every advanced trait they
encounter or their wvariety wil end, trapped in a
single form that is a genetic dead end. Kroot Hounds
and Wrootox are examples of this error being made
in the past. Broot history is littered with these
evolutionary cul-de-sacs, although their rapid
development is testament to its effectivensas,

The krool digestive system is capable of breaking
down wvirtually any organic substance to a pure
energy form which they retain in organs, called
nymunes, spread throughout the body, The stored
onergy can be used to maintain the Kroot during a
lengthy hibernation pericd. The Kroot, as carrion
oaters, are quite content to wait out their prey, and
can initiate a state of hibernation at will during
which their metabolism slows to a hait.

The kroot are a bizarre mixture of evolutionary
quirks. Unable to urinate or defecate, they have
probably the most efficient digestive system | have
aver examined. Virtually nothing they consume is
waated although some undigestable materials are
regurgitated, and chemicals synthesised from their
food are released as thick viscous sweat. | knowe it
is unfitting for a Fio'ul seeking only to serve, but the
stench is unbearable to me. | am sure they realise
this, although they feign ignorance. Yesterday a
particularly foul smelling beast, nmamed Omuotu,
spent the whole light-time following me around
giving off a range of odours that amused the other
Kroot but left me nauseous. | am sure he found it
funny. | suppose | should be glad to discover that
there is such a thing as KHroot humour.

Standing about 30%: taller than us, the Kroob are
lean and wiry, They have muscles like metal cables,
able to pull taunt in an instant, giving them a jerksy,
deceptively fast gait. They can jump large distances
when they nead to and can manoseuvre through the
branches of trees with practised ease, They seam
o ignore shifts in climate and atmosphere. They
have a rapport with other wildlife that is probably
based on the Fact that the Broot are only interested
in such life forms as food when they are dead.
Although their own language s a mixture of clicks,
sguawks and hoots, the Broot are superb mMimics
and are able to link sounds to a particular piece of
body language very guicky. Last rotaa | spent a few
decs teaching a kroot youngling to speak Tau., He
could make himself understood by dark-time and is
now one of our escarts

Whilst we cannot be certain. it is our current belief
that the KFroot still have the capacity for further
salective mutation. There seems to be several
different approaches to achieving this among the
Kroot. All Shapers seem to belong to one of a
number of kindreds, each seeking a different path,
This is the nearest thing to a nation we have found
amongst the kroot, We have evidence that each
kindred has a fractionally different genetic code to
the others, We immediately saw that, despite their
apparent primitivism, the Kroot enjoyed a caste
system related to our own This reassured us
EDnEidEFEII:IIH and, over aour time, we have come to
care for our hosts as the unsophisticated creatures
they are. With our guidance they will prosper.

| have spoken with Shas'la Tau'n DOroakan who
most often guards us on our travels. He tells me
that the Kroot are learsome warriors and that now
they are being supplied with charged rounds for
their rifles, they will be a valuable addition to the
Empire's forces. We have both remarked on how
Fech has the wvestigial traces of industry and
manufacture, yet the HKroot lifestyle is wholly
primitive. We have no idea how they can on the ane
hand operate their huge warspheres but on the
other live in tree hives bound together with
regurgitated dead wood, We have detected
unusual energy emissions
from some hils nearby
and  will  investigate
shortiy.
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Thm Shas’la has remarked bo me that he has Aoticed
a far greater variety of Kroot kindred on Pech than
he has seen serving ‘with our armies. This is odd as
many of the Broot on Pech are clearywarriors and
liable under the terms of the annexation to military
Last kairotaa | saw a
diEEI‘r‘IDErHIJ"u:_.I it= warriors among which there were
many..injured. khroot. 1 checked with Shas'actol
command and was  told had been no
sanctioned combat involving Kroot recentiy. it is
therefore my conclusion that many Kroot  stil
pursue their old lifestyle as mercenaries outside the
contral of the Tau Empire. We were aware that rnot
all kroot were in agresment with annexation, so we
assumed that the dissidents had left Pech ta pursue
a nomadic lifestyle, Their activities do not disturb wus
but their periodic return o Pech = al worse 3
IjE'Et-EI:I”I.EiIII:J imMfluence and at best a brake on Hae
progress we have planned for this species.

service warasphere

there

As | mentioned, there are many species on Pech
which have emerged from the Kroot We have
identified three closely related species alreac iy,

Thi oldest stable form we have heen able to find is
a reclusive winged species about half the height of
a normal Broot. This variety of Broothawls lives in
remaote nests at the top of the tallest jagga trees
and is independent of the kroot proper. The Broot
wie questioned tell us Hat the Broothawks are
sacred to them and have always been the, way
they are. We have'get to

secure a Specimen for \L‘\ '\
examination. and have s
decided that it vwould
be indiscreet to
simplyshoot one.

The kroot hounds are wundeniably descended from
the same root as the themselves, We
surmise that they are the remains of a previous

Frock
kindred's selective mutations, Perbaps the ' sought
to emulate a successiul pack hunter but, whatewer
their intention, they becames entirely Iocked into this
one form. Evolution for them now is no differenl 1=
that of Erijabirds in the orchards of the
Aun'bork’am retha.  Their is particularly vile
though: while | have |learmed to regard the Kroot
with some affection, | despise the Kroot hounds.
They are slavering brutes which will kill even when
they are well-fed. | once Found myself alone in a
glade when a kroot hound happened by. It just
stared at me. alternately sniffing and growling, the
more nervous | got the more it growled. | am sure
it would hawve attacked me but Mataba, the Shaper
in charge of our escort, appeared out of the rees
and., without any apparent
Mroob howund slunks ofF,

Fearrm

cormrmunication,  the

The krootox are different again. They wander the
forest floor in large clans feeding off the moulds that
cover the lower brunkss of the jagga trees. They are
huge creatures and are as strong as any warrior in
a  Crisis suit. They are short-tempered  But
essentially harmless. Just as the Kroot hounds are
trapped in their feral form, the Krootox are trapped
28 grazing beasts. | suspect that they hawve a
measure maore intelligence, though, and have been
impressed by their logalty to the Broot When a
Krootox is domesticated. it becomes attached to its
masters to the mxtent that it will die to protect them
Oroaken joked that they were as Faithful to the
kroot as we are to the Ethersal ones. | chided him
that there was more to our dewvotion than simple
| reaction ko exuded chemical odours. The vEry
thought! The Krootox are used as
beasts of burden and are the most
reliable of animals. When angered
they are said to be terrifying, bt |
have yet to see them so. | have
noted that the Wroot are careful not
to mistreat them though.

There are many other species on Pech
closaly related to the Kroot. Mataba has
warned e that outcast
among the Kkroot and are killed iF found.
I shudder to think the horrar that Mataba
considers worthy of a warning, The
Shaper is a formidable creature and has
sarved well.

=sSOme dare

So, sister. f the thinkers back home
try to tell you that the Kroot are just
primitives who don't deserve to share
Dur desting, ygou tell them they are
wireng. It is wonderful that, because of
the Empire. we can study such
fascinating creaturss and enlist their
support inm owr great purpose. The next
mensange boat will mot be hare for at least
bwo kalrotaa but | will write again then.



THE TRU
ART OF WAR

ORIGINS

The Fire caste are the specialist warrior caste of the Tau
— they have always been sturdier and more aggressive
than the other castes and were successiul plains hunters
in their early history, Tau battle tactics still derive from the
discipline of the hunt and are based on effective
coordination of the hunters and correct selection of the
position from which to make the kill and the weapon with
which it is to be made.

ORGANISATION

Tau are organised in teams of warriors originating from
the same sept, often bound by a Ta'lissera. These teams
are grouped into Hunter Cadres under the leadership of
a Commander andfor an Ethereal with the balance of
teamns selected for the particular hunt to be undertaken.

TAHAU TRCTICAL PHILOSORPHY

The twe most common forms of Hunter Cadre are the
Mont'ka and Kauyon, Each method is taught by the great
Fire caste academies on each Fire caste world and have
their own adherents amongst the Shas'c and Shas'el
masters. They are both based on hunting technigues.
Broadly speaking, there are two approaches to hunting:
the first involves bringing the prey to the hunter, the
second invelves the hunter running the prey to ground;
the former is Kauyon, the latter Mont'ka.

Hunter Cadres average slightly more than fifty
Tau and, in practice, a typical Tau army for
Warhammer 40,000 represenis a single
Hunter Cadre.

MONTKA - THE KILLING BLOLL
Roughly translated, Mont'ka is the Killing Blow. It is the
art of identifying a target of opportunity and attacking it
swiftly with a Hunter Cadre, often deployed from a Manta
Missile Destroyer. A Cadre pursuing the Mont'ka may
stand in readiness for several days awaiting the
command to strike. During this time they will plan the
exact movements they will perform when the call comes.
Often the decision to strike will come from a Shas'el or
Shas'o with a good view of the enemy or the input of a
well-sited Pathfinder team. It is firmly believed that the
bond of trust between the Cadre which conducts the
Mant'ka and the Commander who orders it brings honour
to both. The attack will be immediately called off if the
prey remains resilient or evasive.

KAUYON -

THE PATIENT HUNTER

In the Tau language the words for hunter and patience
are derived from the same root. This technique is the
oldest of the Tau technigues and has the most variations.
Essentially the technigue relies on the interaction of the
hunter and the lure. In recent limes auxiliary troops such
as Kroot are used as the lure, although some septs still
regard the role as one that honours both hunter and prey
and allow only bonded Fire warrior teams to undertake it.

The lure’s role is to expose itself to the prey and draw it
into a position where it can be killed by the hunter. The
mare subtle Commanders have been known to use the
absence of troops as a lure. Once the prey is in position,
the lure is free to escape or help the hunter as the
situation dictates. Hunters are frequently equipped with
Crisis, Stealth or Broadside armour with weapons
carefully selected for the particular prey.

SIESE

The Tau do not hold positions by choice. Defensively, the

Earth caste construct bunkers and fortifications to

provide shelter from long-range or aerial bombardment.

Sometimes they construct a hidden bunker or Run'al to

allow close observation of the enemy. Meither are,
intended for static defence. i B o




The Fire caste are enfirely committed to mobile warfare
in which targets are identified, tracked and killed in an
efficient and cautious manner. The Tau regard close
combat as primitive and always plan their attacks around
the application of firepower.

Tau cities are not fortified except under the direst
circumstances and, wherever possible, they attermpt to
gither draw enemy attacks away from them or slow the
enemy advance while an evacuation is performed. Once
a city is evacuated, the Tau will defend it just as they
would a region of rocky ravines, and many variants of
Kauyon are solely concerned with expleiting the peculiar
layout of a city.

On the rare occasions when the Tau are absolutely
compelled to defend a vital resource, they still apply their
traditional technigues. In this case, the Mont'ka is applied
as lightning fast forays out of the defences, each aimed
at killing the enemy that pose the greatest threat. The
Kauyon is represented by a feigned retreat from the
perimeter to draw the attacker into a well-prepared kill
Zone.

On the offensive, Tau prefer not o attack cities by storm.
Instead, they watch the main approaches and use the
city as a lure to draw relief forces into ambushes, The
Tau are good night fighters and when darkness falls they
move into range of the defences and systematically
destroy them.

When they absolutely must storm defences,
the attack will be led by auxiliary troops
such as the Kroot in a variation of
Kauyon. The assault troops are not
used as pawns — the Tau way of
war does not recognise the
concept of expendable troops.
Instead their safety is
entrusted to the troops
providing the covering

fire who must identify and kill enemy firebases before the
assault force suffers serious harm. The Kroot are
frequently used as stormers because their natural
fieldcraft skills allow them to make the bast use of natural
cover as they advance. There is a Mont'ka variant where
precisely planned strikes are launched (often by Crisis
teams) against a careful selection of targets which, when
destroyed, compromise the entire defensive position.
This technique is the hallmark of a master strategist and
will rarely be sanctioned otherwise.

BRTTLE

As the Tau empire expands, the need to fight large scale
engagemsants has caused the purist Fire caste approach
to be questioned and, at the suggestion of the Ethereal
caste, large numbers of auxiliaries have been
incorporated into the Tau military, the most common
being the mercenary Kroot. The auxiliaries are used to
maintain a battle line around which the highly mobile Tau
Hunter Cadres operate. This change has allowed the Tau
to fight wars on a large scale where previously they
would have been limited to raids.

Tau battle plans are very complex as each Hunter Cadre
is assigned specific targets, locations and times. Teams
are briefed at length beforehand and simulations are
widely employed. The Tau may start a battle with
elaborate flowing attacks, each launched with perfect
planning, but sooner or later their prepared scenarios
cease 1o apply and they lose momentum. When this
cccurs they will disengage and plan anew.

It is important to note that the Tau regard territorial gain
as militarily irrelevant compared to the destruction of
enemy forces. Ground is for position from which to make
the kill; once the kill is made the ground is for the taking.
A Tau army will gladly retreat from a strong enemy attack
to preserve Tau lives while it awaits its opportunity to
strike back decisively.

Tau attribute no dishonour to prudent retreat and see last
stands as a lack of imagination or the last refuge of an
incompetent commander. Unlike the Imperium of Man,
the Tau empire cannot draw on limitless manpower, 50
the strategy of aftrition is unknown to them.

The Fire caste is capable of battle rage and there have
been occasions where the death of an especially
beloved Ethereal has enraged an army beyond
endurance. This does not result in them rushing
inta hand-to-hand combat. Instead they advance
steadily while pouring an unceasing volume
of fire into the enemy. Such an
attack will only be halted by the
expenditure of all ammunition.



SRANDO TARCTICAL
EQUIPMENT

FRARMNTA MMISSILE DESTROYERS

The Manta Missile Destroyer is the nearest Tau equivalant
of Human Titans or Ork Gargants. It is a dropship, several
timaes larger than a Thunderhawk gunship, which is
capable of operating as either a skimmer or a flyer on the
battlefigld. In space it is a match for whole squadrons of
Imperial fighters and is on the borderdine between beaing an
attack craft and a full starship. It is equipped with an ether
drive, but is not nearly as fast as a true starship over
interstellar distances. Each Manta carries a full Hunter
Cadre of between fifty and one hundred Tau, Al the troops
caried will either be mounted in gravitic vehiclas or
equipped with jet packs, and can all deploy from the Manta
Missile Destroyer at altitude.

The Manta Missile Destroyer is well shielded and is armed
with heavy railguns. The guns fire a heavy shell that uses
fins for additional lift o give it remarkable range in
altmosphere, Each shell is fitted with a Tau drong
processor, which is programmed to direct the shell to ils
target. The drone is equipped with a manoeuvring thruster
for this purpose. As the Manta nears its target, batteries of
close-ranged ion cannons take over. It serves as a drop
ship and heavy fire support for the Tau forces. Its
distinctive silnouette is rightly feared by the Tau empire’s
ENemies.

BRRRACUDOA

SUFPERIORITY FIGHTERS
The Barracuda is the most common Tau atmospheric flyer,
although diffierent Air caste septs tend to operate slighthy
different versions. The Barracuda is faster than the
Imparial Marauder bomber, but slightly slower than the
Thunderbolt fighter, s electronic systems are wvery
advanced, though, and it tends to achieve target locks
quicker than the Thunderbolt, Barracudas carry
wing-mounted, drong-controlled  burst cannon  and
a pilot-gimed ion cannon. In case of damage, the pilot's
cockpit is ejected intact and has limited gravitic maobility to
return the pilot to safety. All pilots are of the Air caste and
have superior three-dimensional situational awareness to
Human pilots and marginally higher accelaration
tolerance. This makes them naturally more gifted pilots,
but the experience of the bast Imperial pilols gives them a
hard edge which the Air caste struggles to match.




TAU BATTLESUIT TECHNOLO aY
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Tau technology is highly advanced and incorporates myriad integrated systems that enable the warriors
in the Fire caste to wage war more efficiently. Much of the wargear comes in the form of batflesuit support
systems that allow warriors to shoot extra weaponry or control combal drones. Other systems are hard-wired into

the Tau themselves fo provide advanged targefing mechanisms and improved sensors.

BATTLESUIT SYSTEMS

There are thres types of Tau battlasuit. Thair capabilities are
summarized in the lable below.,

XV8 CRISIS 3 T W Save
+2 +1 +1 3+

Jetpack, 3 weapon systems or suppon systems.

XV15 STEALTH 5 T W Save
+1 - = 3+

Jetpack, stealthsuit, burst cannon.

XV85 BROADSIDE S T W Save
+2 +1 +1 24

2 weapon systems, 1 support system.

In addition to the major features of each battlesuit type
shown in the summary, all batflesuits have Recoil Absorption
and Improved Sensors in common,

Improved Characteristics. Mote that some Tau battlesuits
improve their wearer's characterislics. This includes
Toughness. When determining whether a model is killed
oulright by a weapon, the adjusted Toughness is used. So
for example, it a plasma gun (Strength 7) wounded a Tau in
Crisis armour, the Tau would only take 1 wound, This is
different to the way that modified Toughness normally works
in Warhammer 40,000 and reflects the fact that it is
impossible for an attack to hit a battlesuit wearer without the
suit at lzast parially absorbing the impact.

Recoil Absorption. All XV battlesuits are designed to
compensate for the recoil of light weapons fire, so they do

not count as moving when they fire rapid fire weapons. This
ability does not extend 10 heavy weapaons, however, and the
user must be stationary to fire them. In this regard XV
hattlesuits are not as well stabilised as Space Maring
Terminators but they do have a better range of weapons fits
available.

Improved Sensors. Crisis, Stealth and Broadside
battlesuits are equipped with a number of variable spectrum
sensors and scanners. These sensors allow them to detect
ambushes (Codex: Catachans p.20) or Lictors using secret
deployment (Codex: Tyranids p.11). One member of a team
may scan instead of shooting during the Shooting phase.

BATTLESUIT EQUIPMENT

The following equipment is fitted 1o specific battlesuit types
and drones. They cannot be used with other battlesuits or by
models not wearing battlesuits.

JETPARCK
Tau jetpacks are extremely agile, combining anti-gravitic and
jet technology.

A model with a jetpack can aither:

+ Move 8" in their Movement phase, ignoring intervaning
terrain as they fly over it like a model with a jump pack;

+ Move up to 8" by walking or hovering just above the
ground, &s normal infantry;

They will also fall back and swesping advance 306"

Troops equipped with jetpacks may Deep Strike whan the
mission permits. See the Warhammer 40,000 rulebook for
datails of Deep Strike.

An unbroken model with a jetpack that is notin close combat
may always move 6 in the Assault phase whether they are
within 6* of an enemy or not. This move may be in any
direction. It does not have to be a charge towards ithe
enemy, even if the jelpack wearer is within " of an enemy
model, This move is always made like & model with a jump
pack.

STEALTHSUIT

Stealthsuits incorporate a holographic disruption field that
makes its wearer hard to spot, Enemy models attempting to
fire at Stealth armour troopers count as if firing at night and
must roll to check their spotting distance by rolling 206x3
(zee the Warharmmer 40,000 rulebock). If the Stealth armour
troopers are not within spotling range, the unit missas its
chance to fire while searching for a target and may not
choose to fire at a different target. Stealth armour troopers
count as being in cover if they are assaulted, but not if they
charge, If firing at Stealthsuits while the Night Fighting
scenario special rules are in effect, the rolled spotting
distance is halved. Any drones controlled by a model in a
Stealthsuit will also be shiglded at no further cost in points.
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— CRISIS

BATTLESUIT WEARPONS

Each Crisis suit has three hard points, each of which MUST
have a weapon or support system allocated to it. Each
member of a Crisis team may carry a different combination
of weapons if desired.

Crisis weapon systems are either: flamers, burst cannon,
fusion blasters, rocket pods or plasma rifles,

It iz possible to mount the same weapon system (not if it is
a flamer though) on two hard points instead of one. The two
weapons will then fire like a single twin-linked weapon. It is
not possible to mount the same weapon on three hard
points. Mole that unless the multi-tracker support system is
fited, Tau battlesuits may only fire a single weapon type
each turn.

BROADSIDE
BATTLESUIT WEARAPONS

Each Broadside battlesuit has three hard points. Broadside
suits are capable of mounting far heavier weapons than
Crisis suits, and a single Broadside hard point can be fitted
with a twin-linked weapon. Each member of a Broadside
team may camy a different combination of weapons if
desired. :

A pair of twin-linked railguns will always cccupy one hard
point, A second hard point will mount either & pair of twin-
linked plasma rifles or a single smarn missile system. The
final hard point will always have a battlesuit support system
assigned o it

BATTLESUIT
SUPPORT SYSTEMS

Support systems are not actually weapons as such but help
to make the battlesuit wearer more effective in battle,

A model may not have more than one of the same support
system.

Sensor — Multi-tracker
The multi-tracker enables the suit wearer to fire two Crisis or
Broadside battlasuit weapon systams,

Sensor — Target lock
The target lock enables the model to target a separate
engmy unit to that engaged by the rest of its own unit.

Shield generator
This confers a 4+ Invulnerable save.

Drone controller
A drone controllar enables the suit wearer to command from
1 10 2 gun or shield drones.,

BATTLESUIT WEAPONS

Weapon Range Str AP Type Notes
Burst cannon 187 5 5 Assaull 3

Flamer Template 4 5  Assault 1

Missile pod 36" 7 4  Assault 2

Plasma rifle 24" & 2 Rapid Fire =l
Fusion blaster 12" & 1 Assault1 =
Railgun 7a" 10 1 Heawvy 1 See
(solid shat) badow
Smart missile e
syslem 24" 5 5 Heawy 4 Below

Nofes

* The Tau plasma nfle is lower powered than ifs Imperial
equivalant but does not suffer from overhealing.

= The Tau fusion blaster is simifar to the Imperial mellagun in
design and effect. Like the mellagun if rolfs 206 for Armour
Penetration if within &7 of the targel.

Railguns. The Tau battlesuit railgun uses linear accelerator
technology to project a solid projectile at hypervelocity. The
vehicle mounted railqun can also fire submunitions but this
oplion is not available to the battlesuit mounted version.

Smart Missile System. The smart missile system fires seli-
guiding missiles with the intelligence of a drone, which first
saarch for then hunt down the target, passing around any
blocking terrain.

The smart missile can engage any target in range
regardless of whether there is a line of sight to it or not, The
target can count the benefits of cover they are in or
touching. If fighting at night, the range to the target is
reduced as normal because the missile's senzors are less
likely to identify and confirm the targst.
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WARGEAR OF THE TAU

HRRD-LUIRED
SUPPORT SYSTENMS

In addition to their battlesuit systems, some Tau have
support systems hard-wired in. These systems are
cybernetic in nature and are either entirely contained within
the battlesuit helmet or are implanted as warrior jewellery
and cannol be removed without surgery.

The same model may not have more than one of each hard-
wired support system and may not duplicate any battlesuit
suppor system on the same model.

Multi-tracker

The mulfi-tracker enables the wearer to fire two weapon
syslems in the same lurn. Normal Fire warriors would gain
no benefit from this upgrade, as they cannot carry two
Weapons.

Target Lock
The target lock enables the suit wearer to target a separate
enemy unit to that engaged by the rest of his own unit,

EBlacksun Filter

The blacksun filter enables the user to sea up to 406 x 3
when fighting at night. See the Warhammer 40,000 rulehaak
for details of night fighting.

Only models equipped with the blacksun filter gain any extra
benafit. If for example a Broadside team leader has the filter
and his team doesn't then only the team leader may fire at
ranges abova the normal 206 x 3" visibility distance at night,

Drone controller

A drone controller enables the suit wearer to select gun and
shield drones. Each controller commands from 1 to 2
drones.

DRONES

Drones are independent artificial intelligences, programmed
o protect the Tau. Unlike the Imperium, the Tau make
extensive use of machine intelligences, The standard drone
consists of an advanced processor, which individually is
approximately as intelligent as a pterasquirral,

The Drone unit is conventionally dise-shaped, well-
armeoured and used for both tedious and dangerous duties.
Marmally drones will require regular orders from a Tauw but
when several intelligences are networked together in a
squadron they become capable of acling independently for
a long period.

Drones, Objectives and Victory Points. Drones that are
under the command of a drone controller are counted when
assessing if the unit they are with should take a 25%
Casually test. They are similarly counted when datarmining
if the unit is strong enough to claim an objective. If their unit
suffers losses, drones are counted when determining if it is
below 50% for viclory point purposes.

If & unit consists entirely of drones (included as a separate
Fast Attack choice or detached from a vehicle) it is treated
as a normal unit except that it must be at least four models
strong fo hold an objective. This is the minimum number
required to form a fully effective self-aware network,

Targeting Mixed Units. When shooting at Tau units
containing drones, hits must be allocated before rolling to
wound. All drones that can possibly be hit must have hits
allocated 1o them before any are allocated to the rest of the
unit. The Tau player allocates weapon hits to largeis. For
example, a team of three Tau Crisis battlesuits and two gun
drones are hit by a lascannon, a plasma gun and three
bolters. The Tau player takes the lascannon and plasma gun
hits on the gun drones, The Crisis battlesuils are aach hit by
a belter shot,

When assaulting Tau units containing drones, attacks must
be allocated 1o drones where possible. Any model in basge-
to-base contact with a drone must attack it and any model
not in base-to-base contact at all but within 2° of a drone
rmust attack the drone.

If an altack form is specifically allowed to targat a specific
opponent — for example a Vindicare Assassin or a Farseer
with Mind War - then drones are unable to intercede.

Controlled Drones. Drones must maintain coherency with
the unit their controller is in. If he is an independent
character then the drones and character form a unit but the
character may still join another unit, If the character with the
drong controller is killed then all his drones are removed at
the end of the Shooting or Assault phase in which he died,

GUN DRONES

WS BE 5 T w I A Ld Sy
2 2 3 3 1 4 1 nfa 4+

Weapons: Twin-linked pulse carbine

SPECIAL RULES
Jetpack: Drones are equipped with Tau jetpacks,
Leadership: If in an independent squadron, gun drones

have Leadership 7. If the number of drones in the squadron
drops below 4 then their Leadership is reduced to 4,

SHIELD DRONE
Ws BS S T W | A Ld Sy
2 z 3 3 1 4 1 nfa  4+°

Weapons: MNone

SPECIAL RULES
Jetpack: Drones are equipped with Tau jetpacks.

Invulnerable Save: The shield drone is equipped with
several powerful enargy shields and counter-measures and
its 4+ save is Invulnerable.

OTHER WARGEAR.

Banding Knife

This is a ceremonial knife, not intended for combat, carried
by the leader of Fire caste warrior teams who have
performed the Ta'lissera ritual and bonded as a group.

The bonded team may regroup even if below half strangth.
Batllesuit wearers need not actually carry the knife but may
have a knife design painted onto their armour. However
many Tau are in the team, they are all considered to be
bonded for 10 points,



Photon Grenades

Identical to the grenades fired from the launcher on the
pulse carbine, photon grenades are designed to assail the
enemy with & sonic blast and an ovarpowering pulse of
multi-spectrum light. They are hurled by hand to confuse
and slow enemy closing to hand to hand combat. If a model
has photon grenades then enemy assaulting them do not
get any bonus attacks for charging. Photon grenades cannot
be used with X\ battlesuits,

EMP Grenades

EMF grenades briefly emit an alectro-magnetic pulse which
overlpads  circuitry, causing fires, meltdowns and other
critical malfunctions. They are used when assaulling enamy
vehicles. Each attacker may make one attack unadjusted for
charging or additional close combat weapons. Roll to hit as
normal. When determining damage, roll a DE. Ona 4 or 5
they inflict a glancing hit, on a 6 they inflict a penetrating hit.
They cannot be used against vehicles with WS that are not
immobilised. EMP grenades cannot be used with XV
battlesuits.

Honour Blade

This is a long, broad-bladed spear mounted on a lightweight
metallic shaft. The honour blade is used to sellle disputes
between Ethereal caste members in stylised bloodless
dugls. It is used in elegant sweaping movements where the
blade hecomes virtually invisible, The honour blade must be
used in two hands — the wielder cannot tharefore count as
carrying an additional weapon, It adds +2 to the wiglder's
Strength when rolling to wound.

Markerlight
Range; 36" Strength: nfa AP: nfa

Models use markerlights as a weapen with the above profile
instead of using their other weapons, ralling to hit normally.
Each markeright hit can be used to either launch a seeker
missile or to mark a target for another vehicle or model, If
marking a target then one other vehicle or model in the Tau
force which has yet to fire can change its to hit roll against the
same target o 2+ with a single weapon (regardless of its BS
with that weapon) during the same Shocting phase. Re-rolls
for twin-linked weapons still apply to the improved 1o hit roll.

Heavy 1

TARAU WERPONRY

Pulzse Rifle, Pulzse Carbine or Burst Cannon

All three weapons are variants of the same lechnology. An
induction field is used to propal a particle. The particle reacts
by breaking down to create a plasma pulse as it leaves the
barrel. The burst cannon is a multi-parrelled version of the
carbine able to sustain high rates of fire but lacking the
grenade launcher. The pulse carbine sacrifices range for
partability and the chance to mount an underslung photon
grenade launcher. Any unil suffering at least one wound
from pulse carbine fire must test for pinning.

Hammerhaad Railgun

The railgun is a lingar accelerator which functions using
standing wave acceleration along a number of cylindrical
superconductive electrodes that surround the barrel. It can
fire either a solid projectile or a sophisficated bundle of
submunitions. The submunitions option is only available to
the larger vehicle mounted railgun. The Ordnance template
is used to determine how many models are hit by the
submunition round, although the railgun is not an ordnance
waapon.

lon Cannon

lon weapanry genaerates a stream of high-energy particles
that are accelerated by an electromagnetic field. These will
react explosivaly with the target as a result of direct transfer
of energy at the atomic level.

Hammerhead Smart Missile System

The smarn missile launcher fires a cluster of small missiles.
Each missile is guided by a drone processor unit built into its
warhead. Upon launch, the smarl missile will search for
targets before selecting and engaging one based on criteria
previously detailed by its operator, It is therefore able to
engage any enamy target in range even if the target cannot
be sean by the firar.

Kroot Rifle

A basic slug-throwar relying on chemical propellant and the
transfer of kinetic energy. The Tau have adapted the weapon
to fire a charged pulse round supplied by them. The new
ammunition gives the Kroot rifle far greater stopping power
and penetration. The Kroot rifle is fitted with blades near the
muzzle and stock. These are a throwback to early traditional
Kroot fighting staves.

The incredible hand speed thatl a Kroot possesses due fo its
unique musculature makes these blades effective assault
weapons and Kroot with Kroot rifles accordingly count as
having an additional close combat weapaon.

Weapon Range Str AP Type MNotes
Pulse Rifle aon” 5 5 Rapid Fira

FPulse Carbine 18° 5 § Assault 1 Pinning test
Railgun

(=olid shot) 7er 10 1 Heawy 1

lon Cannon 60" 7 3 Heawy 3

Railgun

(submunition) 72" [ 4 Heawy 1 Ordnance blast
g:;?gmhﬂissits 2 5 5 Heavy 4 si;ﬁ';m
Kroot Rifle 24" 4 & Rapid Fire See above
Kroot Gun 48" 7 4 Rapid Fire

TAUJ VEHICLE UPGRADES

Sensor Spines

Sensor spines are arrayed over a vehicle to allow it to detect
a range of hazards. Thaese sensors allow them to detect
ambushes (Codex: Catachans, p.20) and secret deployment
(Lictars, Codex: Tyranids, p.11). They may shool and scan
in the same Shooting phase. Additionally a vehicle fitted with
sensor spines will only trigger a mine whan passing over a
minefield on a roll of 6.

Multi-tracker

The wehicle-mounted multi-tracker is combined with
advanced stabilisers enabling a vehicle to fire as if it were a
tast vehicle. Thus a vehicle can fire one weapon if moving up
to 127, or all of its weapons if moving up 1o 8%

Targeting Array
Targeting arrays assist the vehicle gunner’s aim by adjusting
for the target’s range and spead. Add 1 to the vehicle's BS.
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!r Blacksun Filter

— Thig s simply a vehicle-mounted version of the hard-wired

e |

blacksun filter. The vehicle rolls 4D& x 3 for visibility distance
| when subject to the Night Fighting mission special rules and
traces ling of sight normally.

| Gun Drones

Avehicle may be equipped with two gun drones. The drones
will move with the wvehicle, safely contained in specially
designed recesses. During any Tau Movement phase, the
drones may disengage in the same way as infantry dismount
from a fransport and form an independent unit. From then
on, the drones function as a Drone squadron. The drones
may not rejoin the vehicle during a game.

While aftached, the gun drones may fire as part of the
vehicle, using their own BS, in addifion fo any other
waapons that would normally be permitted to fire, and are
treated as passengers if the vehicle is damaged.

Flechette Discharger

Powerful clusters of reactive charges are attached o the
prows of many Tau vehicles. If the vehicle moves into close
proximity of an enemy they fire off vicious clouds of high
velocity flechettes. If an enemy model elects o make a
dealh or glory attempt during a tank shock altack by a
vehicle equipped with flachette dischargers, it must first pass
an Armour saving throw or suffer one wound.

Decoy Launchers

Decoy launchers are mounted near the engines of Tau
skimmers and fire clouds of reflective strips and tiny emitter
drones to protect the vulnerable thruster arrays. Whenever a
glancing hit result of 4 (Immobilised) is rolled against the
vehicle, the decoy launchers will force the damage dice to
be re-rolled. The decoy launcher can only force one re-rall
so the second result stands, even it is immaobilised again.

Disruption Pod

A disruption pod throws out distorting images in both visual
and magnetic spectra, making it hard to target at long range.
Weapons firing at the vehicle have their range reduced by
6%, down to a minimum of 24" or the weapon range if less.

Target Lock

The target lock identifies potential targsts and plots fire
plans to counter them, granting the vehicle gunner far more
choice about the targets to be engaged. Each weapon on
the wehicle may fire at a separate enemy unit if desired,
subject 1o the normal line of sight rules.

Seeker Missiles

Seeker missile arrays are provided to allow Tau infantry to
immadiately obtain firg support. Any model equipped with a
markerlight may request a single missile to be launched if
they score a hit on the desired target with their markeright.

Up to four missiles can be fitted to a single vehicle and
launched in a single turn if desired, although each nesds lo
be guided by a separate markerlight. Each missile is a one-
shot weapon.

The missiles do not need a line of sight from the vehicle they
are mounted on to the target, and they hit on a 2+ The
missile is assumed to move in a straight ling between the
model carrying the missile and the target itself for the
purposes of deciding whether the shot strikes the frant, side
or rear. The target may count the benefits of cover they are
in or immedizately behind.

The vehicle carrying the seeker missiles has no control over
them and cannct launch them itself. The mechanism is
remote and responds only to markeright users.

Range: unlimited Strength: 8 AP: 3 Heawvy 1

TARAU ARMOURY

An Ethereal caste member, any Fire caste member of Shas'vre rank or higher, or a Shas'Ui team leader may select items
from the following list. No model may have more than 50 points of equipment from the Armoury:

HARRD-WIRED SUPPORT SYSTENMS
A Commander may have up to three hard-wired systems, otherwise each model may have only one hard-wired s ystem.

Hard-wired multitracker ... .........._ ... .. 10 pts Hard-wired blacksun filter . . . . . 3 pts
Hard-wired target lock . ... ... .. 7 pls Hard-wired drone contraller. . . .. .. .. ... .. .. 2 pts
DOROMNES
Gun drone (Must have drone controller) . ... . 10 pts Shield drone (Must have drone controller) 15 pts

THU YEHICLE UPGRARDES
Tau vehicles can have addilional systems as oufiined in their army list entry Any vehicle upgrades must be represented
on the model. Apart from the seeker missile, no mare than one of each upgrade may be mounted on the same modal.

Sengor spines .. 5 pis
L ER [0 T [ oy S P R e .. Bpts
Mulli-tracker . . .. ......... ... 10 pis
Blacksunffilber: &5 i a e SR .. 5pis
Target lock .. 5pls

Pairof gun drones . ... ... ... 20 pls
Flechette discharger . ............. .. .. 5pts
Megmptionpod . ..00eeeeon i, 5 pls
Decoyilatinchersr 8T T iR 5 pts

Seaker missile (up fo 4 par vehicle) 10 pts each




TAU ARMY LIST

This section of the book is given over to the Tau army list,
a listing of the different troops and wvehicles a Tau
commander can use in battle, or in your case games of
Warhammer 40,000. The army list allows you to fight
battles using the scenarios included in the Warhammer
40,000 rulebook, but it also provides you with the basic
information you'll require to field a Tau army in scenarios
you've devised yourself, or as part of a campaign series
of games, or what ever else may take your fancy.

The army list is split into five sections. All of the teams,
squads, vehicles and characters in an army list are
placed in one of the five sections depending upon their
role on the battlefield. Also every model included in the
army list is given a points value, which varies depending
upon how effective that model is on the battlefield.

Before you can choose an army for a game you will need
to agree with your opponent upon a scenario and upon
the total number of points each of you will spend on your
army. Having done this you can proceed to pick an army
as described below.

USING A FORCE

ORGAMNISATION CHRRT

The army lists are used in conjunction with the Force
Organisation chart from a scenario. Each Force
Organisation chart is split into five categories that
correspond to the sections in the army list, and each
catagory has one or more boxes. Each box indicates that
you may make one choice from that section of the army
list, while a dark toned box means that you must make a
choice from that section.

USING THE ARMY LISTS

To make a choice, look in the relevant section in the
army list and decide what unit you wish to have in your
army, how many models there will be in the wunit
and which upgrades that you want (if any). Remember
that you cannot field models that are equipped with
weapons and wargear not shown on the model, Once
this is done subtract the points value of the unit from your
total points, and then go back and make another choice.
Continue doing this until you have spent all your points.
MNow you are ready to continue the dynamic expansion of
the Tau empire.

STRHNDORRDO RAISSIORNS APy | I
COMPULSORY = f’ -0l

ATy (1.1 | rures 3
OPTIONAL e

1 HOY |
e OO I B
2 Eitos /

Fasl Ar
& Fast Afiack nmr.r Wp o T J"q m g
3 Hoavy Suppor

The Standasd Mussions Foroe Organization chart is & good example of how fo
chaosd an anmy. To bogin with you wil nead ai as! one HO wnf and twe Troops
wnils (dark shaded bowas ingicals wnlls thal musl be fken foar the mission), This
feavas the following far you bo chooss frovt fo make og your anmy's fofal points
valug: up to 1 RO unil, 0-3 adgdiions) ERe onits, 04 acdiional Troop wnils,
(-3 sooitrona) Fas! Arlack units or -3 aoditional Heavy Support uniis.

ARMNMY LIST ENTRIES
Each army list entry consists of the following:

Unit Name: The type of unit, which may also show a
limitation on the maximum number of choices you can
make of that unit type (0-1, for example).

Profile: These are the characteristics of that unit type,
including its points cost. Where the unit has different
warriors, there may be maore than one profile.

Number/Team/Squad etc: This shows the number of
madels in the unit, or the number of models you may take
for one choice from the Force Organisation chart. Often
this is a variable amount, in which case it shows the
minimum and maximum unit size.

Equipment: These are the unit's standard weapons and
equipment.

Options: This lists the different weapon and equipment
options for the unit and any additional peints cost for
taking these options.

Character: Some entries may include an option to
upgrade one team member o a character, If a team is
allowed to have models with upgrades then these must
be given to ordinary team members, not the character.

Transport: If a unit is allowed to be mounted in a
transport, this is mentioned here.

Special Rules: This is where you'll find any special rules
that apply to the unit.

SPECIAL TAU NOTES

Strategy Rating
The Tau have a strategy rating of 1.

Sentries
When required to deploy sentries, the Tau player may
use either 6 gun drones or 8 Kroot.

Experience

When playing Tau in a campaign in which experience is
being counted then experience iz accumulated in the
same way as normal, Drone sguadrons never gain
axperience, The experience deduction for being reduced
below 50% only takes effect if the unit loses more than
50% of non-drone models.

A Tau unit which captures the survival pod at the end of
the Hostage Situation mission (page 62) receives +300
experience if it is Tau, or +100 experience if it is Kroot.

Tau XV battlesuit units roll on the Bike/Cavalry Battle
Honours table, Hammerheads and Devilfish on the
Vehicle Battle Honours table, and all other units on the
Infantry Battle Honours table. Any unit which rolls the
Steadfast Infantry Battle Honour must re-roll it if they are
bonded. If they are not bonded then they may be
upgraded to bonded at no extra cost.

Tau vehicles have a Leadership of 7.

=
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| COMMANDER(TAU: SHASEL OR SHARS'O) =

; Points: WSEFBS S o amic W = 08 il a8y
Shas'o 75 L e T W RS T S
“Shas'el 50 £ Sl Gmioloriai LA S i Rl

Equipment: Commanders are always equipped with an XV8 Crisis battlesuit. The
above profile has been amended to include the suit's enhancements. In addition he
may select additional equipment from the Tau Armoury.

Commander is a position of
for T f th

Fito caste. It s atiamed oy~ SPECIAL RULES _ _

aftar years progressing Independent Character: Unless acmmpalmed by a Bodyguard, the Commander is

through the ranks of Fire an Independent Character and follows the independent character special rules in the

warriors to fight first in the Warhammer 40,000 rulebook. If accompanied by drones, he may still join other units

battlesuit teamns and then as  as an Independent Character .
part of another Commander's

bodyguard. Proof of Bodyguard: The Commander may be accompanied by a Bodyguard, see the
accomplishment in not only  separate entry below. The Commander and his Bodyguard count as a single HQ
the tactical but also the choice,
strategic arts of war may
then earn the Commander's

approval and elevation from X\8 CRISIS BATTLESUIT HARD POINT OFTIONS

Shas'vre. Tau Commanders  gee Tay Battlesuit Technology'. Must fill all three hard points.
are formidsble warriors,

frequently sporting scars, Flamer . . . .. R S ce.... 4B pis
bionics and disfigurements g, et cannan F s e ey +10 pts, +15 pts if twin-linked*
eamed in their career. i
According to their renown Plasmarnfle . ............... o : . .+16 pts, +24 pts if twin-linked*
they may be called upon to Fusion blaster . .. ... . ... ceee e #12 pts, +18 pis if twin-linked®

command anything froma  pigsile pod . +14 pts, +21 pts if twin-linked*
Cadre to a Battlz, The P ; o :

numbar and size of previous OCGU,DIES two hard pﬂfﬂfs if twin-linked
commands is reflected in the

A e i Multistracken.i. . o ges . o FE B S cU R s R +5 pts
rings confining their long

scalp locks!A Shas'el can Target logk .. ... .... i S +5 pts

anly progress to the rank of  Shield generator : e SR e 1

Shas'o after repeated

Drone controller plus from 1 to 2 Lin drunes vevieee.. .10 pts each drone
_success in the field, P ;! i
L P #

Drone controller plus from 1 to 2 shield drones .. .. . . . .. .. +15 pts each draone

i 't

‘Learn to shorten youw reach!

If your foe can come close enough
to negate your striking power,

all stratagem is lost

and when all stratagem is lost,

the battle is lost”

ATTR OSHOWVAH FSF
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0O-1 ETHEREAL CASTE MEMBER (TRHU: AUMNI
Points WS BES S T W | A Ld Sv
Ethereal 50 4 3 3 3 2 3 3 10 -

Equipment: The Ethereal normally carries symbols of office that can be used as a pair of |
clese combat weapons (+1 Attack). These may be exchanged for an honour blade for +10
points, He may select equipment from the Tau Armoury,

SPECIAL RULES :
Independent Character: The Ethereal is an Independent Character and follows the Little is known of the Tau

independent character special rules in the Warhammer 40,000 rulebook. If accompanied by Ethereal caste, appearing as
Drones, the Ethereal may still join friendly units. shrouded, enigmatic figures

i : : that eschew the advanced
Inspiring Presence: Tau units (not Kroot or Drones) may re-rell any Morale checks if thers equipment favoured by the

is a friendly Ethereal on the table. This includes passed Morale checks. The re-rolled result Tau Fire caste. Ethereals
stands. Any Tau units joined by an Ethereal caste member become Fearess, and seam to combine the roles of
automatically pass all Morale checks and Pinning tests. prigstheod and royalty within

: MO Tau society, and command
Price of Failure: Whilst the Tau are inspired by the presence of the Ethereals, they are unquestioning loyalty from all

conditioned to dread their death above all things. If a friendly Ethereal is killed then every of the othar castes, Ethereal
unit of Taw on the tabletop (not Kroot or Drones) must taks a Morale check at the start of caste members are

their next turn if they are not in close combat or already falling back. Any that fail must Fall occasionally seen an the

Back in their Movemeant phase but can attermpt to regroup as normal afterwards, batllefield, although whathar
leading or observing is
unclear,

m ] LI |
XV8 'CRISIS' BATTLESUIT BODYGURRD TEAM (TAU SHAS'VRE)

Points WS BS s T w | A Ld Sv
Shas'vre 40 ] 3 5 4 2 3 2 g 3+

Team: A team consists of 1-2 Shas'vre. There can only be 0-1 team per Commander.

Equipment: Shas'vre bodyguards are always equipped with an XVE Crisis battlesuit. The
above profile has been amended to include the suit's enhancements. They may also select
additional eguipment fram the Tau Armoury.

SPECIAL RULES e il £
A Bodyguard team of Fire

Bonded: The team may be bonded by the Ta'lissera at a cost of +10 points for the whaole Warriors in Crisis battlasuit
team. They will not carry a bonding knife but will have a knife design painted onto their armour may accompany a

battlesuits. Shas'o or a Shas'el, The

bodyvguards will always be

XV8 CRISIS BATTLESUIT HARD POINT OPTIONS i Ll

: : erienced and proven in
See “Tau Battlesuit Technology’. Must fill all three hard points. m& It iz commgn tor.such

Flamer A i e e e +6 pls g:ﬂ'f;ﬁ::nﬁﬁﬂ;é‘; f’i 5
Rt e & U
Burst l:arfnon ........... .. +10 pis, +15 pis Ef tl.u.r!n-ll.nked the Commander's kin or
Plasma rifle e T SR R N +16 pis, +24 pis if twin-linked® long-term friends, and it is a
Fusionblagter . .. .._.._...... ... +12 pts, +18 pts if twin-linked* great honour to be chosen
e e R o i +14 pts, +21 pts if twin-linked" fnr;sm S}l;ﬂr.rﬁzh‘?ﬁ)‘;ﬁﬂd
F . a . Sty I[}-U‘d}" [
Occupies two hard points if twin-linked of striving for the greater
Multi-tracker : B g ead e +5pts  goodat fh? exmr;sﬁ] of
personal glory and these
TEI_QE.'T lock e e +5 plis warriors are much respected
Shield generator L ek s B R et +20 pis by the rest of the army:.
Drone controller plus from 1o 2 gundrones . ... ... . ......... +10 pts each drone

Drone controller plus from 1 to 2 shield drones
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XVB 'CRISIS' BATTLESUIT TEAM [(TAU: SHASUN

Those Fire warriors who
prave themselves in baitle
earn the right to wear a
batilesuit and bear the name
of Shas'ui. They are
axpernenced fighters who
have fought the deadliest
foes and trivmphed. Their
loyally and skill is beyond
guestion and the best and
bravest of them may be
henoured by being elevated
te become a bodyguard fo
their Shas'o or Shas’el.
Teams of Crisis battlesuit
warmiars will have fought
together for many vears and,
in many cases, will have
performed the Ta'lissera
ritual where the warriors
swaar oaths of communion
and loyalty to one another,
placing the welfare of the
team ahead of their own
parsonal desr'rgs.

Points WS BS s T w I A Ld Swv
Shas'ui a0 2 3 5 4 2 2 2 a 3+
Shas'vre +10 3 3 5 4 2 3 2 ) 3+

Team: A team consists of 1-3 Shas'ui,

Equipment: Crisis teams are equipped with an XV8 Crisis battlesuit. The above
profile has been amendad to include the suit's enhancements.

Character: One Shas'ui per team may be designated as a team leader at +5 points.
They may then select items from the Tau Armoury. A Shas'ui team leader can be
upgraded to Shas'vre for an additional +5 points.

SPECIAL RULES

Bonded: The team may be bonded by the Ta'lissera at a cost af +10 points for the
whole team. They will not carry a bonding knife but will have a knife design painted
onto their battlesuits.

XV8 CRISIS BATTLESUIT HARD POINT OPTIONS
See Tau Battlesuit Technology’. Must fill all three hard points.

Flamer . . . o +6 pts
Bursteannon .. ... ... ... o .+10 p!s +15 pts if twin-linked®
Plasmarifle . ....... ... . +16 pts, +24 pts if twin-linked"
Fusion blaster . . . .. +12 pts, +18 pis if twin-linked*
Missile pod | +14 pts, +21 pts if twin-linked®
*Df:cup:es two hard points if twin-linked
Multi-tracker .. . ... . ... ... . &5 pls
dangetilocks e e G . 45 pis
Shield generator . +20 pis

+10 pis each drone
415 pts each drone

Drone contraller plus from 1 to E gun dmnes
Drone contraller plus from 1 to 2 shield drones

"There are bwo kinds of conduct the
Ethmreals will mot countenance. The
first i= & fallure to reflect Lpon what
i= for the Greater Good of e Taw
race. The second s the deliberate
refusal to follow the path of the
Greater Good when ® is clear what
it must he,”

FORLE DALYTH LEDS LWATER CRSTE EMVOY
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WIS STEALTH TEAKMM [(TAU: SHAS'LI

Points WS BS S T W I A Ld Sv
Shas’ui 30 2 3 3 1 2 2 a 3+
Shas'vre +10 3 3 3 1 3 2 a 3

NN

Team: A team consists of 3-6 Shas'ui.

Equipment: Stealth teams are equipped with the XV15 Stealth battlesuit. The above
profile is amended to include the suit's enhancements.

Character: One Shas'ui per team may be designated as a team leader at +5 points.
They may then select items from the Tau Armoury. A Shas'ui team leader can be
updated to Shas'vre at +5 points. The team leader may also buy a markerlight at an
additional +10 points.

SPECIAL RULES

Stealth armour: Enemy models attempting to fire at Stealth armeour troopers must roll
to check their spotting distance by rolling 2D6x3 as if firing at night. If the Stealth
armour troopers are not within spotting range, the unit may not choose to fire at a
different target. Stealth armour troopers count as being in cover if they are assaulted.
If firing at Stealthsuits while the Night Fighting scenario special rules are in effect, the
rolled spotting distance is halved. Any drones controlled by a model in a Stealthsuit
will also be shielded at no further cost in points.

Infiltrate: Stealth armour teams can use their suits to move into forward positions
ahead of the main army unseen. To represent this they can set up using the Infiltrators
scenario special rule if the mission allows it. Any drones attached to the unit may
accompany them. If the mission does not allow troops to use the Infiltrate rule then the
Stealth armour troops must s&t up with the rest of the army.

Bonded: The team may be bonded by the Ta'lissera at a cost of +10 peints for the
whole tearm. They will not carry a bonding knife but will have a knife design painted
anto their battlesuits.

Stealth teams are the Tone
wolves” of the Tau army,
operating independently of
the other formations, intent
an ambushing isolated
enamy troops and
intervaning in support of
friendaly units. They are not
factored directly into Tau
batlie plans and so enjoy a
great deal of freedom of
action within very broad
paramelers. The leaders of
Stealth teams are often
regarded as baing slightiy
eccentric and delight in
emploving new and

unpredictable taclics. Many &

foe of the Tau empire has
found himself attacked from
an unexpected quarter by
Stealth teams positioned
ahead of the main army.

I hawve received your messages. acqualnting me that thess worlds hndnnl.] o yoaur Emperor, LjoLr
master, In return | am bo inform goo that the said worlds belong to his Ethereal Majesty, Aun'O
Bork'an Vral, my master, by right of settierment. Should you wish to gain similar rights you must

submmik L_;nurnnl\.rn-.-. o his wisdom as members of e Tau empire.”

FOREL TAWUM WCOS, WATER CASTE HESOTIRATOR

It is well that they are known as the Water caste.

One might as well try to pail the sea to the wall as pin them down with a straight answer.

They flow around your words until they wear you down, like the trickle of water that over time

will split the rock”

ROEUE TRADER GUARMNERILS
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TROOPS

—
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1+ FIRE WARRIOR TEARM (TAU: SHRSLAI

Fire warrior teams are ever-
present in Tau armies and
are formed from members of
the same sept. They are
cautious but efficient, and
their pulse rfle armament
gives them excaliznt
firepowar. Offen mounted in a
Devilfish troop carrier, they
are able to rapidly deploy
and lay down a withering
fusilfade upon their foes.

Points WS BS S T W I A Ld Sw
Shas'la 10 2 3 3 3 1 2 1 7 4+
Shas’ui +10 2 3 3 3 1 z 2 B 44

" Team: The teamn consists of 6-12 Fire warriors.

wipment: Pulse rifle.

Options: Up to half of the Fire warriors in the team (round fractions down) may
exchange their pulse rifle for a pulse carbine at no exira points cost. The team may
carry photon grenades at an additional cost of +1 point per model and EMP granades
at an additional cost of +3 points per model.

Character: One Fire warrior Shas’la may be upgraded to a Shas'ui team leader at an
additional cost of +10 pts. The Shas'ui may be given extra equipment from the Tau
Armoury. The Shas'ui may also buy a markerlight at an additional +10 points.

SPECIAL RULES

Bonded: A team may be bonded by the Ta'lissera at an additional cost of +10 points
for the whole team.

Transport: If it numbers twelve models or less (including Drones), the team may be
mountad in a Devilfish troop carrier.

The Devilfish troop carrier
is the workhorse of the Tau
ground forces and is able
to carry twelve warriors.
Armad with a fearsome
Burst cannen, it can rapidly
transport its passengers to
their destination then act
as mobile fire support
once they have
disembarked. The Devilfish
also carries a pair of gun
drones to provide aven
more firepowear.

==
TRANSPORT: DEVILFISH TROOF CARRIER
Points Armour: Front Side Rear BS
Devilfish 80 12 11 10 3

Type: Tank, Skimmer. Crew: Tau Fire casie.
Weapons: Burst cannon.
Systems: The Devilfish has the gun drone vehicle upgrade at no additional cost.

Options: The Devilfish may be equippad with any of the vehicle upgrades specified in
the Tau Armoury. It may not select the gun drone upgrade again.

Transport: The Devilfish can carry up to twelve models. It may not carry any troops
in XV battlesuits.

Access Points: There are access hatches at the rear and on each side of the hull,
Models embarking or disembarking must be within 27 of one of them.

Fire Points: There are no fire points; the Devilfish is a pressurised environment. This
means that passengers may not fire while aboard the vehicle.

A theusand libres connect each of us with our fellow Tau and along those fibres our deeds run as
causes which come back to ws as effects. Everygthing we do must be in furtherance of the Greater
Good lest we return to the Montau, the Terror”

S0 VIDRLA KAS, FIRE WARRRIOR CORsARMNDER
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LS KROOT CARNIVORE SOuURD
Points WS BS s T w I A Ld Sw
Kroot i 4 3 4 3 1 3 1 78 -
Shaper +21 4 3 4 3 3 3 3 78 B+

Squad: The squad numbers from 10-20 Kroot,
Equipment: Kroot rifle.

Options: If a Shaper is included in a Carnivore squad, the Kroot may acquire a 6+
armour save at a cost of +1 peint per model. Some Shapers carry weaponry gifted
fram the Taw. For an additional +5 points, the Shaper's Kroot rifle can be replaced with
gither a pulse rifle or a pulse carhine.

Character: One Kroot may be upgraded to a Shaper at an additional cost of + 21
points.

SPECIAL RULES

Mercenaries: Kroot are mercenaries; they don't fight for idealism or noble causes,
they fight for reward! To represent this, the Leadership characteristic of Kroot is not
fixed, instead it is considerad to be aqual to their points value. Normally it is 7, but if
they are upgraded with an improved Armour save it will increase to 8 (because they're
8 points then). MNote that the presence of a Kroot Shaper, Kroot Hounds or Krootox
doesn't directly affect the Leadership of the squad which is always based on the points
cost of the standard Kroot carnivores.

Eaters of the Dead: Kroot are extremely voracious carmivores and will often let a
defeated enemy escape while they feast on the flesh of the fallen. Kroot must pass a
Leadership test in arder to pursue a foe defeated in close combat or make a sweeping
advance. If the test is failed the Kroot must consolidate. If a Kroot Shaper is in the
squad then they MUST consolidate.

Fieldcraft: Kroot are naturally adept in arboreal environments and gain +1 to their
cover save in woods or jungles. Kroot in woods or jungles do not have to roll a Difficult
Terrain test; they can always move up to 8°. If they do not move in the Movement
phase they may see and shoot through 12" of woods or jungle terrain rather than the
&" that would normally be the case.

Infiltrate: If the squad does not contain a Krootox it may Infiltrate if the mission permits
it. See the Warhammer 40,000 rulebook for the Infiltrators scenario special rules.

Kroot Hounds and Krootox: Carnivore Squads may have Kroot Hounds or Krootox
attached to their unit — see the list entries for details. The combined unit counts as a
single Troop choice from deployment onwards, although it may occupy several
selections on the Force Organisation chart, and is also treated as such for Victory
points purposes.

Kroot Carnivore squads are
the most common auxilianes
senving alongside the Tau
armigs. The Kroot worlds
have long been part of the
empire, ever since a Tau
expaditionary force helped
liberate several Kroot
anclaves from Ork
darmination, The Kroot
warmiors have a sirict code of
honour and, in return for the
support of the Tau empire,
supply large numbers of
warmors as exclusive
mercenanas, Theair self-
sufficiency and unparalieled
fieldcraft are a major asset o
the Tau and a useful contrast
fo their maore technologically
dependent masters. Kroot
squads may also contain the
lumbering Krootox and agile
Kroof Hounds, Whilst the Tau
find the Krootl's predifection
for eating the flesh of their
vanguished foes barbaric, it
is hoped that prolonged
exposure to the Tau's
sensibilities and culture will
eventually purge them of this
distasteful habit. Despite this,
the Kroot ara afforded
virtually the same level of
respect as a Tau, since their
skill at arms is much valued
by the less physically able
Tau. The Kroot are honoured
for their martial prowess and
are rewarded for their efforts,
as befits loyal citizens of the
Tau empirg.

It is as we join with athers, in a way that nr|.1|__| Ehe Taw can, in shared rngagemeant to the Greater
Good. that we lind ourselves able to fully realise our true potential. And that s the final source of our

hopes and intentions.”

AUNEL TRW TAkDA ETHEREAL CASTE

eF



FAST ATTACK

Acting in suppaort of Fire
warnior teams and armed
with twin-linked pulse
carbines, squadrons of gun
aronas can pin enamy troops
in place while the main body
of the Tau army takes further
shots at the advancing
engmy.

—
—A 10—
GSUN DRONE SOUADRON [(TAU: KOR'YWESAH]
Points WS BS ] T w I A Ld Sy
Gun Drone 12 2 2 3 3 1 4 1 7 4+

' Squadron: The squadron numbers from 4-8 gun drones.

Equipment: Twin-linked pulse carbine.

. Jetpacks: Drones are equipped with Tau jetpacks and can use these to Deap Strike

as described in the jetpack wargear entry.

SPECIAL RULES

Independent: A Gun Drone squadron has its processors linked to enable it to have
the capacily for independent action. They are programmed for self-preservation and
lake Leadership tests normally. If their numbers are reduced to less than 4 their
Leadership drops to 4.

 —|
L |
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PATHFINDER TEAM (TAU: SHASLAD

Tau Pathfinders are the eyes
and ears of the army's
commander, and coordinale
closely with other formations.
An efficient Pathfinder team
can help ather Fire Warrior
leams operale af peak
efficiency and ara highly
respected as a consaguence.
Thay are the undisputed
masters of battfefield
positioning, with limitless
patience and a proud
determination fo choose the
mast valuable targets for
others to desiroy. Imperial
troops who fought in the
Damocles Crusade described
the signature of the barely
visible markerlight beams as
the Valkyrie's Mark, because
those it chose were soon
numbered among the dead.

Points WS BS s T w I A Ld Sv
Shas’la 12 2 3 3 3 1 2 1 7 4+
Shas'ui +10 2 3 3 3 1 Z 2 a 4+

. Team: Consists of 4-8 Pathfinders.
. Equipment: Pulse carbine with markerlight target designator.

Options: Pathfinders may carry photon grenades at an additional cost of +1 point per
model and EMP grenades at an additional cost of +3 points per model,

Character: One Pathfinder Shas'la may be upgraded to a Shas'ui team leader at an
additional cost of +10 points. The Shas'ui may be given extra equipment from the Tau
Armoury.

SPECIAL RULES
Bonded: A team may be bonded by the Ta'lissera at an additional cost of +10 points
for the whole team.

Forward Scouts: Pathfinders operate ahead of the main Tau lines identifying targets
for Broadside and Crisis teams to eliminate. In scenarios where some troops start in
reserve and others on fable, Pathfinders always deploy on table. Pathfinders may
make a normal move after deployment but before the first turn to get inte a forward
position. This move may include disembarking from the Devilfish.

Transport: Pathfinders must select a Devilfish troop carrier at an additional cost of
+80 points.
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KROOT HOUND PARCEK

Kroot Points WS BS s T w ! A Ld Sv
Hound 6 4 0 4 3 1 4 2 oy *

Pack: A pack consists of 2-8 Kroot Hounds.

Equipment: Fangs.

SPECIAL RULES

Attached Unit: Kroot Hounds do not function as a separate unit on the tabletop.
Although they occupy a Force Organisation chart Fast Attack choice, they must ba
attached to a Kroot Carnivore squad befare the game.

They are deployed along with the Kroot Carnivore squad as if they were all a single
Troops choice selection from the Force Organisation chart. There cannot be more
models (counting Kroot Hounds and Krootox) added to a Camivore squad than it
initially consists of.

* Kroot Hounds, once attached, function as pan of the Carnivore squad they are
attached to. Their Leadership and Armour save will be the same as that of the Kroot
unit they are attached to.

Release the Hounds: Whilst the Kroot themselves rarely pursue beaten enemy, the
Kroot Hounds will pursue viciously for a while before returning to their unit. If enemy
Fall Back from close combat with a Kroot unit, each Kroot Hound will inflict a single
automatic Strength 4 hit on an enemy madel.

They are fierce indeed these Broaot, and

savage. | look upon them and tremble at
their ferocity. | can only hope that when

the enemy sees them they tremble as |

da.”

PORWRE TR CHO - WATER CASTE ENVOW TO
SWLKELL PRIDR TO THE ABLUSH OF THE 7TH
ERihALOCK, DRRE00NS.

Kroot Hounds are ferocious
in battle and are notorously
bad-termpered beasfs. Even
in times of peace it is not
unknown for a Kroot Hound
to tum on its handler if he is
careless enough o let his
guard down. While the Tau
value the strength and
viciousness of the Kroof
themselveas, they find the
Kroot Hounds repellent.

=9




HEAVY SUPPORT

=

Exparnenced velarans can
wear Broadside Battiesuits
and are the most heavily
armed of all Tau ground
troops. Broadside teams
utifise a heavily modified
version of the Crisis
Batllesuit armaur.

The standard felpack is
removed, which frees up
waight for the incorporation
of some extremealy heavy
weapon systems. Broadside
teams must be able to
angage and destroy heavily
armoured fargets and,
consagquently, are equipped
with the most devastaling
weapons in the Tau arsenal,

=
| XVv-BB8 BROADSIDE BATTLESUIT TEAM (TAU: SHAS'UN

Points WS BS 5 T W I A Ld Sv
Shas'ui 70 2 3 5 4 2 2 2 8 2%
Shas’vre +10 3 3 5 4 2 3 2 8 24

Team: Consists of 1-3 Broadside Shas'ui.

Equipment: Each member of the team is equipped with X-88 Broadside armour. The
above profile has been amended to include the suit's enhancements.

Character: One Shas'ui per team may be designated as a team leader at +5 points.
They may then select items from the Tau Armoury. A Shas'ui team leader can be
updated to Shas™vre at +5 points.

SPECIAL RULES

Bonded: The team may be bonded by the Ta'lissera at a cost of +10 points for the
whole team. They will not carry a bonding knife but will have a knife design painted
onto their battlesuils.

XV88 BROADSIDE BATTLESUIT HARD POINT OPTIONS
See Tau Battlesuit Technology'.

Twin-linked railgun and smart missile system.
May replace smart missile system with twin-linked plasma rifle at +10 pts.

Choose one support system from the following list:

e e S et s e R T P o A PSSR S L 9] )
Target lock : e e e s il e e
Shield generator . +20 pts
Drone controller plus from 1 to 2 gundrones .. ... ... ... ... .+10 pts each drone
Drone controller plus from 1 to 2 shield drones ... ... ... ... +15 pts each drone

“They got ded big shooty guns dat’ll kill tons of boyz, but if yer can get near em den yeu've gof a chanee.
Just gotta make sure you bring loads of boyz, oz you ain't gonna have a whole lof left when you get close enough

ta erump em.”

LWARLORD IARMORE THE OREAT DESFOUER

"Cur tanks were uscless. As soon as we broke cover, their battlesnits’ heavy guns were locked on to us |

swear it was as though they had someone nearby aiming for them before they shot. And when they did

shoot.. Emperor's mercy! Their guns punched through our armour like it was paper. All 1 could sce were

trails of fire where the projectiles had igpited the air”

SURRDSRM CRULEY, SS5TH GRAIARMN RFLES
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HAMMERHERD GUNSHIP

Points  Armour: Front Side Rear BS
Hammerhead a0 13 12 10 3(4)
Type: Tank, Skimmer. Crew: Tau Fira caste.

Weapons: A Hammerhead is armed with a primary weapon system and a secondary
weapon system,

The primary weapon system is either an ion cannon at +30 points or a railgun at +50
points,

The secondary weapon system is either two burst cannon at +10 points for the pair or
a smart missile system at +20 points. Mote that the burst cannen are not twin-linked
and fire separately.

Options: The Hammerhead may be equipped with any of the vehicle upgrades
permitted by the Tau Armaury. It is always equipped with a targeting array (already
added to BS above) at no extra points cost,

The Hammerhead gunship is
the main battle tank of the
Taw army. Most of the
internal space within the tank
is taken up by capacitors for
its weapon sysfems, and thus
it cannot carry troops. During
the Damocles Crusads,
many Impenal tank crews
lgarmed the hard way how
deadiy its main weapons
can be.

KROOTOX
Points WS BS ] T W I A Ld Sv
Krootox 50 4 3 & 3B 3 3 3 H G

Herd: A herd consists of 1-3 Krootox,

Equipment: Kroot gun.

SPECIAL RULES

Attached Unit: Krootox do not function as a separate unit on the tabletep. Although
they occupy a Force Organisation chart Heavy Support choice, they must be attached
to a Kroot Carnivore squad before the game.

They are then deployed along with the Kroot Carnivore squad as if they were all a
Troops choice selection from the Force Organisation chart. There cannot be maore
medels (counting Kroot Hounds and Krootox) added to a Carnivore squad than it
initially consists of.

* Krootox, once attached, function as part of the Carmnivore squad they are attached to.
Their Leadership and Armour save will be the same as that of the Kroot unit they are
attached to.

Mote: Kroofox only have a Toughness of 3 for determining whether a weapon is
capable of inflicting an instant kill, so weapons of Strength & or higher are able to kil
them outright. In practice the hit will have killed the Kroot rider leaving the Krootox to
wander off harmlessly. Remove the model as a casuaity.

Krootox are a divargent
branch of Kroot evoiution that
lacked the qualities fo
bacome dominant. Krootox
are ground-dwelling
herbivares, far heavier than
the normal Kroot. In batlle,
the Kroof lash large, unwigldy
Kroot guns fo thelr powerful
shoulders and climb aboard
its haunches, using the beast
a5 a mobile weapon platform.
Krootox are nof aggrassive
creatures as a rule, but
should an enemy atlack their
unit, they will fight ferociously
to defend those they see as
thair herd brothers,

=1
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| TAU SUMMARY |1

TAU, KROOT & DRONES STRTISTICS | TauTerminology —

| Aun are members of

Seem——lsoBSE S T W A Ld Sv the Tau Ethereal caste.
Aun 4 3 3 3 2 3 3 10 - Shas'la are basic
enbEeen 4 L s I 3+ HIOE MRS
T : Shas'ui are experienced
Crisis Shas'el 3 4 2 4 3 3 3 9 3+ Veterans who could potentially
Broadside be equipped with a battiesuit.
ShaS"u‘re 3 3 5 4 2 3 2 8 2+ Shas™wre are Experienc\ed
Crisis Shas'vre 3 3 5 4 2 3 2 g8 3+ batllesuit pilots.
S eaNNTC s ok R e L L A e e 3+ ShEeidlens] B
are force commanders,
Broadside :
B The profites left are
Shas'ui 2 3 5 4 2 2 2 8 2+ adjusted to reflect the battlesuit
Crisis Shas'ui 2 3 g 4 o 2 2 8 T4 Enhancamen{s possible to aach
StealthiShas'uif2i Mgl 40 = 5" gl s n s g 3+ s’”:‘ AT R
otes
Shas'ui 2 3 3 3 1 2 2 8 4+ “ Kroots' Leadership and
Shas'la 2 3 3 3 1 2 1 7 4+ Armour save is dependent
Shaper 4 3 4 9 ) 3 5 F/a" (0 an their painis value.
- ; = Gun Orones’ Leadership is
Kroot 4 3 4 3 1 3 1 7 1 only applicable whan operating
froot Hound 4 0] 4 3 1 4 2 *f 1 in independant squadrons.
Krootox 4 3 2] 3(5) 3 3 i f 4 = Save is imulnerable.
Gun Drone o o 3 3 1 4 1 ri: 4+ “ Kroot with Kraaf nfles count
Shield D o o 3 3 ] 4 1 e s as having an addifional close
12 rone combat weapon,
TAU VEHICLES STRATISTICS
Vehicle / Armour: Front Side Rear BS
Devilfish Troop Carrier 12 11 10 3
Hammerhead Gunship 13 12 10 3(4)
TAU LUEAPONS STRTISTICS
Weapon Range Str AP Type Notes
Burst cannon 18" 5 5 Assault 3
Flamer Template 4 5 Assault 1
Fusion blaster 12" 8 1 Assault 1 205 Ammour Pan. within 6
-, It is not our
lon Cannon 5{1] 7 3 Heavy 3 technoiagy that wil
Kroot Gun 48" 7 4 Rapid Fire enable us to prevail
Kroal Riff 20 4 6 RapdFie g i Ire Gaa e Mo
Missile pod 38" 7 4 Assault 2 honoaur and
Plasma rifle 24" 6 2 Rapid Fire  Does not overheat commanaliby ‘:_'t'
cause that unites us
Pulse Carbine 18" 5 5 Assault 1 Pinning test and will gives us the
Pulse Rifle ao- 5 5 F{apid Fire power bo defeat our
Railgun (solid shot) ~ 72° 10 1 Heavy 1 St
Railgun - submunition 72" 6 4 Heavy 1 Crdnance blast SHASEL SACER ORES,
- Fi A
(vehicle mounted only) e SR
Seeker Missile uniimited 8 3 Heavy 1 Ne ling of sight needed
Hits an 2+ . Must be
quided by a markerlight
Smart Missile System 24" 5 5 Heavy 4  Noline of sight needad

2 ey ] el




COLLECTING A TAU ARMY

\_ﬂ]

Part of the attraction of collecting a Tau force is watching as it grows from a small
cadre to a much larger army. From this force you can then expand your army to one L
capable of succeeding in any mission the Ethereals assign to it.

WHERE TO
BEGINF

The Tau army has a large and diverse
selection of troops at its disposal,
from Fire warriors, Kroot Carnivores
and infiltrating Stealth armour teams
to batllesuits capable of mounting
potent heavy weaponry. Choosing
which of these to take into battle can
be a tough choice, as you'll no doubt
want to pick all of them. Howewver, the
best thing to do first of all is to pick a
‘core’ force and then expand from
there. That way you can quickly get
your models on the table and be
ready to play some games.

When you stan collecting any force it is
a good idea to keep in mind the Force
Organisation charts printed in the
Warhammer 40,000 rulebock. These
charts dictate which unit types are
available and how many of them you
can field in battle. The best chart to look
at first is the one for Standard Missions
as this allows you to field a tactically
flexible force which can quickly and
easily be expanded at a later date.

As you can see from the chart below,
a force chosen from the Standard
Missions Force Organisation chart
must have a minimum of at least one
HQ unit and two Troops units, so it's
a good idea to start collecting that
first. Once you have this core force of
one HQ unit and twe units of Troops
painted, you'll be ready to play some

STANDARD MISSIONS

COMPULSORY OPTIONAL
i HG 1 HO
4 Troops
3 Elitas
3 Fast Attack
3 Heawy
Support

2 Troops

games, although they'll be small
ones at first. From here you can
expand your army to play more
varied scenarios and include some
more specialised units. Each game
you play will teach you more about
how each unit works and what its
particular strengths are.

The different elements of a Tau army
need to work together to be
successful, and as your army
expands, you'll soon learn what
works best for your style of play.
Soon you'll have your full army and
be ready to lead the gloricus Tau
empire to victory after victory in the
name of the Greater Good.

Accore Tau army force made up of wo teams of Fire
warriors (Troops) and a Fire warrior commander (HO),



TAU HUNTER CADRE

On these pages you can see the different elements that make up a Tau army. Each part
of the army has differing strengths and abilities, and a good commander recognises
that every team has a specific role to play in battle, employing them where they will
be most effective.

] MESENGCE iNSpiras b i o BroiG ] i au force: ften

» by a Fire warrior C : 2 O boadyguard of Fir battlesuils. Together with the
commander, th and & = y wry that can meet almes
threat and neut

Fire warriors

Kroot Carmivores with Krool Hounds &
i T W o
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EXPANDING THE FORCE

Once you have your two Troop choices and one HQ choice you’ll want to begin
expanding your army. A convenient way of doing this is to choose a selection from

each of the other categories in the Force Organisation chart.

THE ARMY GROWS

Having painted your core force and played a few
games, you'll be wanting to expand your army and fight
some bigger battles. There are a lot of troop types to
choose from in the Tau list and all have their particular
strengths. In this section, we'll give you some guidance
about the best way to enlarge your Tau army.

Many gamers like to make sure their force expands in a
balanced way by selecting a choice from each of the
categories on the Force Organisation chart, Elites, Fast
Attack and Heavy Support. This way your army grows
quickly and you retain a flexible force capable of holding
its own against whatever mission or army you find
yourself facing.

You might decide to take a team of Stealth battlesuits,
some Pathfinders and a team of Broadside battlesuits.
This gives you a hard-hitting force capable of springing a
surprise attack from hiding and a selection of heavy
weapons whose accuracy can be enhanced by the

Pathfinders’ Markerlights. Or you may decide you prafer
the sight of armoured vehicles and take Devilfish Troop
Carriers or a Hammerhead gunship.

The Tau are equipped with some of the most effective
weapanry in the galaxy and they work best by keeping
the enemy at arm's length. Even a basic Fire warrior's
weapon delivers a powerful hit, and the larger guns can
tear even the most heavily armoured foe apart, The Tau
consider close combat a brutish affair best left to those
with a genuine skill for it, and should things threaten to
get up close and personal, the Tau can call upon the
Kroot, their mercenary allies. These aliens are fearsome
fighters and excel in the fury of close combat.

The way you prefer to fight your battles will play a large
part in your selections, and after a few games, you'll soon
discover what works best for you., Whatever style of play
you favour, the Tau army can be configured to fight in that
manner so it's completely up to you how you use it.

The original core force has been expanded to include a Crisis Baltlesuit team {Elite),

a Hammerhead gunship (Heavy Support),

S R e L T o e &
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and a Pathfinder leam (Fast Attack),
LR S o o T LS T N S R e




TAU TACTICS (&

Once you have your army, you'll want to fight and win with it. Learning how to use

your army well is part of the pleasure of playing Warhammer 40,000 and to help you -
further the expansion of the Tau empire, we'll impart the wisdom of previous Fire

caste Commanders.

Kauyon (Patient Hunter): The Tau army is at its best when engaging the enemy at long range. Tau tactics are
therefore focused on getting the enemy in clear view so that the Tau shooting can be decisive. The Kauyon method
does this by using a lure to tempt the enemy forward. In this photo a Tau army has set up to perform a Kauyon using
the Stealth team as the lure. .

: The Broadside team are in covering
The Hammerhead Gunship, posilions and are armed with smart missile
Commander and Crisis team wait systams so lhay can provide supporting fire
for the enemy to be drawn into while cut of sight of the enamy. : :
attacking the Stealth team, Fire warriors form a lime which can be
reinforced by the reserve il required.

The Devillish is placed for quick
embarkation if needed.

ATTACKING
ENEMY

I is important o maintain & sirong defence
alsewhare 1o ansure thal the lure looks appealing.
Hara, the Krool Carnivore squad will move into
the wood to defend the flanks.

Maont'ka (Killing Blow): It is not always necessary to wait for the enemy to rush into your gunsights to apply
firepower. Mont'ka is about swiftly deploying your firepower so that a portion of the enemy army is quickly
overwhelmed. This photo shows a Tau army set up to execute the Mont'ka with their mobile troops while using the
Kroot squad and Broadside team to support them when they act.

The Broadsides are deployed The hill is being used by the
amangst the Kroot. When the Commander, Crisis team and
Mont'ka is executed, the Hammerhead o provide them with The Fire warriors will

Broadsides will move forward
10 engage the enemy,

cover frem e enamy until ey strike. manceuwre to put the

enemy in doubt about the
overall plan,

The Krool are deployad so thal they can
mave into the cover of the wood. They
support the Tau and prevent the flank
being turned.




TAU CONSTRUCTION TIPS

The bulk of your army will be made up of plastic kits and you can achieve a wide
varlety of poses from the different arm, weapon and wargear configurations available.
On this page we'll give you some tips on getting the most from your models.

FIRE WARRIOR CONSTRUCTION TIPS

Glue tha aerial
in place first

Shouldar pad
right way up

b A

A 4

Glue the legs to the base then stick the torso
on. Glue the backpack on and stick the aerial to
the helmet, since it's less awkward to get it in
place at this slage. A handy tip is to use Blu-tac
to make surg you'ré happy with the positioning
of your models beforg you glue tham,

KROOT CONSTRUCTION

. &

Fire warricrs' arms are paired up on the frame,
50 when you cul one from the frame, cut the
opposite arm off as well. Glue the arms on and
fit the shoulder guard to the left am with the
sept symbol 1o the top. With the gun in position
you can now glue the head on.

-

Glue the torso and legs together and fix them
1o the base, then stick the model's arms 1o
the torse, Remember to position the arms in
such a way thal allows you fo fix chest
accaessorias later.

The frame allows you to attach various
accessories to the modsl such as knives,
pistols, hooks, ele, so leave aress free for
them. Slings can be allached to the weapons
and shoulder guards to the arms.

You can also assamble the models carrying
specialised equipment. The frame allows you
to fit @ variant arm carrying either a granade
or sensor equipment. If you use aither of
these arms, use one of the weaponlass arms
Lo Carry a gun.

TIPS

To provide variety to your Kroot squads, you

can use the heads bearing jewellery
incorporated into the quills, and the knife amm.
This enables you to add fearsome accassones
such as the rack of ribs and bone cape.

BATTLESUIT CONSTRUCTION TIPS

Rear mounted
rrissile ped

b 4

Foreard mounted
missile pod

Glue the body together and decide whether the
model is standing or flying. If you want the
maodel on the ground, glue the feet flat on a
40mm base (You can use Blu tac 1o ensure the
feet fit the angle of the legs before you glue
thirn). If the model is using his jetpack, use a
fiying base and angle the feet downwards.

Fit the weapaons into the grooves on the arms
before gluing therm to the model, The weapons
can be mounted on either the arms of
shoulders, The missile pod looks greal on tha
shoulder mount and you can alter the dynamic
of the model by changing the angle of the
misgile pod as shown above,

MUl tracker or
Dane controlber

Target kack

You can equip Tau battlesuits with varous
items of wargear, and these are best positioned
an the shoulder mounts, although the shisld
generator looks great on the am, Once you've
atlached any shoulder mounted weapons of
wargear you can glua the models head 1o the
body, remembering 1o slick the asrial on first.



PARINTING FIRE WARRIORS

This section guides you through the various stages we used to paint our Tau army.
We'll show you how you can paint your Fire warriors, using a number of simple
techniques that will enable you to assemble a painted, battle ready force. Remember
that there's no right or wrong way to paint, pick whichever method works best for you.

L8 —
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First of all we undercoated Uhis Fire warrior
using a spray can of Chaos Black then painled
his armour and weapon with Varmin Brown. The
cloth of the undersuit was painted in a 50050 mix
of Scorched Brown and Chaos Black.

With the base colours painted we then used
Vomit Brown as the main colour for the amour
and Scorched Brown for the cloth of the
undersuil. Using contrasting colours is a good
way o make bolh colours really stand oul.,

Ta finish off the Fire warrior, we used a final
highlight of Bleached Bone along the edges of
the armour panels and painted the Tau symbol
on his shoulder gquard This model is also

equipped with a Tallissera bonding knife, fixed
o his back.

PRINTING TECHNIQUES

Drybrushing is a technique you can use to highlight your modets,
aspecially textured and metal parts. While it's a quicker method of
highlighting, the quality of finish 50 as good as the lechnigues
described above. Dip the brush in the colour you want 1o highlight
with and then wipe away mast of the painl from the bristles with a
| tiggue. Then lightly draw the brush over the model, calching the
| raised areas with the highlighting colour.

Ink washes are used to quickly shade your models. Uising & slightly | |
darker colour ink than the model's base coat, brush a light wash of
ink over the model and allow it to seep into the recesses. This will
give the model a rich, shading effect and cnce this ink wash s dry
you can drybrush the raised areas of the model to apply the
highlights. Be careful not to use teo much ink as they can take quite
a while to dry.

BARASES

Apply PVA glue to the model's base and
sprinkle on some sand. Paint it Bestial
Brown and drybrush with Bleached Bone.
Paint the edges of the base with Goblin
Green and when everything is dry, dab a
few dots of PVA onto the base and sprinkle
on some flock or static grass to add the
I||'||,~_.."f'||'|g louch,

ETHEREALS & TAU FLESH

| When Dave Thomas painted this Tau
Ethereal, he painted the flesh of the model
| using a base colour of Shadow Grey. He
then used a 50/80 mix of EIf Flesh and
Shadow Gray for the main colour. Thea final
highlights on the skin were added by using
Ghostly Grey. It's worth spending a little
| extra fime to think of how you want
) Ethereals to look before you start painting
as these are 1he most revered individuals In Tau society and
should look suitably regal and important. A nicely painted
modeal will really stand out on the lable lop, and the
Ethereals also give you an opporlunity o paint Tau skin.

)



PAINTING BATTLESUITS

The elite units of a Tau army are its battlesuits, and they form an impressive

— centrepiece to your army. As such, they will really benefit from the best paint job you
can give them and here we show you how you can achieve impressive results painting
your models with some basic techniques.

. £ 4

Aftar spraying the models with Chaos Black the armour's base calour was
painted with Vermin Brown. The helmet's colour was achieved wilh a
SOV30 mix of Vermin Brown and Vemit Brown.

e - A

The armour was then painted with Vomit Brown and the helmet with a
7525 mix of Skull White and Vomit Brown, The rest of the model was
painted with a 50/30 mix of Codex Grey and Chaos Black, leaving the
recesses black. To add a litlhe variety to the model, you can paint the odd
panel in a 50050 mix of Scab Red and Scorched Brown.

. o

Highlights were added to the armour with Bronzed Flesh and to the helmet
with Skull White. The darker areas such as the exhaust outlets and lower
legs were given a final highlight of Codex Grey. The panels painted in red
had a little Bleached Bone added to the mix to lighten the edges,

(40)
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All that ramains is 1o 2dd the final details to the model. The upper edges
o the armour and helmet were givien a final highlight of Bleached Bane,
The oplic on the helmet was painted with Red Gore and lightened with
Biood Red and Blazing Orange, with a final highlight added by painting
on a dot of Skull White, The sept marking was applied with a transfer, as
was the Ta'lissera dagger symbol on the chest plate and team markings
werg then added 1o the weapons. With the detailing done, we then
baged the modal wsing the same technigues mentioned bafore,



Taw Broadside battlesuit

Tau Stealth battlesuit
L g

Thiz Stealth warrior was painted in darker tones
as befits the nature of his battlefisld role. We
painted the wvndersuit Scorched Brown and
highlighled it by adding some Bleached Bone.
Thie dark red armour plates were painted with a
S050 mix of Scab Red and Scorched Brown
then highlighted by adding Bleached Bone to
tha mix. The cannon and shoulder guards were
painted with a 50/50 mix of Chaos Black and
Codex Grey then highlighled with Codex Gray
along the edges. If you have a steady hand, a
furiher highlight can be added by painting a vary
thin line of Foriress Grey along the edges, This
same technique was used on the black areas of
the adjzcent Broadside battlesuit's weapons.




) PRINTING TAU VEHICLES

wem —

Tau vehicles can be painted very quickly, no matter how complex they might look at
first. In this section we’'ll show you how to paint your vehicles with techniques you can
apply to both the Hammerhead Gunship and the Devilfish Troop Carrier.

After undercoating the wvehicles with
Chaos Black, they were painled in
several thinned down coats of Vomit
Browin b0 provide even coverage owver
the model. To gwe them a clean,
precise feel, thin strips of Vermin
Brown were peinted into the panel
lines. To break up the unilormly
coloured areas, some panels wene
painted in a 5050 mix of Scab Red
and Scorched Brown. Dark areas such
as the weapon mount and exhausts
wera highlighted using the same
method as described for the Stealth
warriorns. Highlights to the hull were
4 applied using Bleached Bone.

The "Eavy Metal
feam used a
technique known
d as ‘'stippling” 1o
| achieve the desert
| camouflage ook
of the vehicles, To
do this, use a
brush that's near
the end of its [ife
and put some Vermin Brown on it
Wipe most of the paint from the
A i E bristies, making sure there's hardly
» ot . . any paint left on the brush, and then
Hammerhead Gunship with railgun e i i e dab it lighily over the flat suraces of
i T - : ; 3 W Bt the wehicle in small, circular motions.

—

I's a good idea fo paint
the Tau Crewman
separaiely from the tank
to ensure that you can get
to all the hard o reach
areas belore you glua him
in place.

Dewilfish Troop Carrier

| Here, the exhaust fairings
hawe been painted to look
weathared by using the
‘stippling’ technique with
Scorched Brown. A further
layer of stippling was then
applied with some Chaos
Black added 1o the mix to
darken e colouring.

Remember to remove the
vehicle's gun drones and
paint them separately,
otherwise you'll expose a
|ﬂfg& unpainted arga of
your model if you decide
to detach them during a
garme! |




TAU MARKINGS

The sept a Tau comes from is an important part of who he is. It forms part of his name _
and carries a number of subtle meanings. It is therefore important that each warrior
bears the symbol of the sept he hails from. On this page, we'll show you how you can

easily apply these markings to your Fire warriors, battlesuits and vehicles,

| | 1
Transfers are a simple way

o apply sept markings 1o
your models. Cul the sept
marking you want from the
transfer sheet and dip it in
a saucer of water for about
thirty seconds, Then, using
a pair of tweezers and a
| brush, slide the design
from the backing paper
onfo the madal.

| 23 ;
Tau Transfer Sheet
L. | =t

(i T
| TRANSFERS

We painted the Tau leaders'
helmets a different colour to
distinguish them from their
team, We gave Shas'ui and
Shas'vre team leaders pale
helmets and Commanders
read helmats, though you can
inwent your own colour
schemes.

A

Battlesuils bear sept markings on shield plates on their back and have a number of different markings on their
armeur. Team markings can be painted on the armour or weapens and it doesn't matter which so long as you stay
consistent within the team. Teams that have been bonded by a Ta'lissera ritual will bear the dagger symbol on the
left chest plate of their armour and batilesuits often have warning symbols around the edges of their jet packs
exhausts. Individual team members frequently bear their own markings across their helmet aenals alsa.

Vehicles have wamings symbols around potentially
dangerous ansas such as engine exhausts, intake
ports and weapon maounts.

|

It iz common for the Fire warrior tank commander to
have his cwn name around the turret Ang and his
personal marking on the vehicle side,

1

Each vehicle’s number is shown on its frontal section
and sides, with the side numbers smaller than the

frontal ones.

S

Tau vehicles display the sept the crew are from on the
side doors and rear crew ramg.

Taw wehicles often sport army badges and Tauw
slogans ihat exhort the troops in the name of the

Grealer Good!

I

Tau team leader

LWRARRIORS

Fire warricrs always bear
thix symbol of the Tau home
wiorld on the shoulder guard
of their left arm. We've also
chosen to paint team
markings around the barel
of their rifles and on the
edge of their helmets, but
you can  paint  thess

anywheara you like.




\J TAHAU COLAOUR SCHEMES

—

Tau armies have many varying colour schemes, and on this page you can see some
J of the different ones the 'Eavy Metal team came up with. You can use these as they are
for your own army or as inspiration for inventing your own colour scheme.

Each Tau sept has different colour scheme and, while this is recognised as that particular sept's colours, an army from that
sept does not always have to be fielded in these colours. You can invent your own colour scheme for your army or find
inspiration in lots of different places, from movies, history books or even other Codexes.

. Regal Blue

. Regal Blue

Scorched Brown
Red Gore

|:| EBleached Bone
Snakebite Leather
Scorched Brown

Hawk Turguoise
Shull White
Scorched Brown
Bleached Bone

. Scorched Brown

Chaos Black
Bubaonic Brown




TAU TERRAIN

There's nothing quite as impressive as a fully modelled battlefield to play your games
of Warhammer 40,000 over and, while most terrain is suitable for any army, a themed

battlefield is much more visually exciting. Adding terrain to match your army is a good
way of making your battles much more invelving.

The lamouws Ethereal, Aun‘shi, led the heroic defence of the Tau
outpost of Fio'vash when it came under attack from hordes of Orks.

T T Fra

g

During the Nimbosa Annexation, Taw forces were able to throw the :

33rd Cadians into disarray by springing carefully prepared ambushes
then falling back to landing platicrms lor their Devitlish Troop Carriers

T E e e

Examples of materials that Mark

wused for terrain in its raw state
(plant pols, elc)

.‘ !

i i

Studio  Model Maker, Mark Jones,
constructed bolh these Tau terain pieces
using a number of dilerent materials,
Uplurmed flowerpols served as a base far
the building and landing platiorm, then
Mark used a midure of specially cast
resing, plasticard and spare drones from
thee Fire warrior plastic kits to build up the details. The Tau
symbaol is a recurring motif as is the use of domed shapes.
Muost of the materials used by Mark can be found at hohby
shops, garden centres or by raiding your bits box.

Mark Jones

Bt




==

PRINTING KROOT

— The Kroot give you the opportunity to achieve a very different look to part of your

army. Although the Kroot are unlike the Tau, you can use exactly the same techniques
to achieve impressive results and on this page we'll show you how.

L SE—

b

The Kroot were sprayed with Chaos Black then
we used a 50/50 mix of Scorched Brown and
Camo Green 1o painl on the base coat. The
quills on the Kroot's head were painted with
Leprous Brown and the leather and rifle stock
wirrg painted with Dark Flesh. For the metallic
parts of the rifle we used Boltgun Metal

I

DRYBRUSHING
KROOT

The Kroot are an element of your army
that really suit drybrushing. Skin tones and
flesh can be quickly highlighted as the
raised areas of muscle on the Kroot
models are ideal for catching the paint as
you apply the drybrushing.

Some Rotting Flesh was added 1o the mix to
paint on the Kreot's main skin colour. To add
highlights to the leather we painted on some
Vermin Brown and for the rifle stock used
Baestial Brown. To highlight the rifle we used
Mithril Silver.

- b
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Final highlights were added by using Rotting
Flesh for the skin and Bleached Bone for the
quills. The leather was finished with a mix of
Varmin Brown and Bleached Bone. To linish
lhe stock, we used a 50150 mix of Scorched
Brown and Bleached Bone

PRINTING KROOTOX
& KROOT HOUNDS

For the Kroolox, Tammy Haye painted the skin with a mix of Chaos Black,
Seorched Brown and Goblin Green. Then, each highlight was buill up with
progressively more Rotling Flesh added to the mix. The eyes were painted in
Bleached Bone and highlighted with Skull White. Caoloured excretions on the
Krootoxs skin were added with a Red Gore/Dark Flesh mix and a wash of Red Ink.
A thinned down mix of Grean, Black and Brown ink was used as a final glaze over
the Krootox skin to blend the colours smoothly together. As these creatures are
evelulionary cousins to the Kroof, the techniques you'll use to paint them aren't
much differant. We painted these models using the same techniques, but used

differing skin tones to further differentiate the various creatures. The heavier Krootox was painted
a darker shade, whila the Kroot Hounds were painted a lighter shade, using the same calours and

lechniques as the Kroot themselves,




KROOT COLOUR SCHEMES /

o

The Kroot can be almost any colour imaginable, from earthy tones to vivid and N
striking colours that really stand out. There's no limit to the colours you can choose
for Kroot and on this page you can see some of the colour variations we tried. ~—

The unigue Kroot digestive system allows them to alter their skin pigmentation radically in response to absorbed DMNA and
thus Kroot from different kindreds are often identifiable by the colour of their skin and quills. Kroot also frequently mark
themselves by secreting an oily sweat that colours the desired areas of their skin and these are another way of recognising
Kroot from different kindrads, This allows you to paint your Kroot in all manner of different colour schemes.

Dward Flesh
t Blazing Orange D

5 Blach Bleached Bong
Bleached Bone . Chags Black [ ad Bone

. Fed Gore | Space Wolves Grey |:| Golden Yellow
|:| Sunbursl Yollow | Bleached Bone . Chaos Black . Chaos Black
. —

T e

D Skull Whibe
Codex Gray

. Scorched Brown

. Bestial Brown

- Blazing Orange
; . Chaos Black
Shull White

. Beaten Copper
. Ulramaring Blue

., o
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SROUWICASE

On this page you can see some of the best examples of Tau and Kroot models painted
by the ‘Eavy Metal team. Well painted models make an impressive addition to any army
and hopefully these will inspire you in your own painting.

—

=
-
-
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Legendary Kroot Shaper, Anghkor Prok |
by Tammy Haye Stealth battlesuil by Martin Fooltitt

Erool Shaper by Martin Foolitt Devilfish and Pathfinders by Keith Roberison
s b i J

F L, o, 3
Renegade Fire caste commander O'Shovah The famous Tau Ethereal, Aun'shi,
by Kirsten Mickelburgh by Tammy Haye

.k V| J




aeresh carefully scanned the moonlit trees before
Lthe Ranger squad, the muzzle of her long rifle
tollowing the movement of her eyes. Her every sense
was attuned to the rhythm of the forest, alert for
something out of place, something alien. Nothing
disturbed the quiet save the ordinary sounds of animal
life she had come to expect. Had any of their enemies
been nearby, the native creatures would have fled, or
given some other warning of their presence. Satisfied,
she lowered the rifle and lifted her right fist, the fingers
spread, the sign that all was well. Laeresh returned the
rifle to her shoulder, soundlessly rising from the crouch
and crept forwards, each step carefully placed as she
advanced through the trees.

The five Eldar Rangers moved like ghosts as they
worked their way forwards, Cameleoline cloaks shifting
in hue until the Eldar scouts were all but invisible.
Laeresh stalked silently towards a wide-trunked
vinetree,

Then all hell broke loose.

Laeresh spun as a Kroot dropped from the trees
behind her. The powerful alien reared over her, shaking
the quills on the back of its head and hissing a
challenge. She twisted, bringing her rifle
to bear, but the enormous Kroot swung

the blade attached to his primitive firearm up
and hacked through the barrel as she pressed the
firing stud. The rifle’s charging chamber exploded in a

searing white fireball and Laeresh fell, burnt and half= *_

blinded. Most of the Kroot's head had been blasted
away and it toppled forwards, pinning her against the
tree. Dancing motes of light, afterimages seared onto
her retina, burst before her and she blinked furiously,
simultaneously trying to clear her vision and push the
dead Kroot away.

The night echoed with screams as more Kroot burst
from hiding and leapt upon the Eldar scouts. Laeresh
saw her cousin Culiern defend himself from two Kroot
and screamed his name as a third drove a blade through
his back, the tip bursting from his chest in a spray of
bload. She watched Finugal and Duatha drop their long
rifles and draw their shuriken pistols as Medhar was
bludgeoned to death. Now it was the Kroots turn to die
as the air was filled with deadly, razor-edged projectiles,
slicing through their alien flesh with ease. For a
moment Laeresh dared hope they might live through
this until Duatha’s head was ripped from her shoulders
by the powerful hands of a Kroot warrior. Finugal spun
to face the leader of the Kroot and fired his pistol at
point blank range, the monomolecular dises tearing
through its side. The alien took no notice and Finugal
was lifted high into the air as the Kroot slammed the
bladed butt of his rifle into his belly. Laeresh wept as
Finugal was held suspended, screaming as blood
fountained from his body. The Kroot wrapped a hand
around his vietim's neck and wrenched the blade from
the body. He pulled the dying Eldar close and tore a
bloody chunk of flesh from his neck with his powerful,
beaked jaws,

Laeresh tried to work her hand down to her holster as
the horrifying sound of the Kroot feasting on her
friends reached her. Bones snapped as the Kroot tore
their victims apart, devouring the still-warm organs
within. Her hand closed on the smooth grip of her
pistol. She drew and fired in one motion, almost
beheading one of the bloodstained Kroot. A backhanded
blow knocked the pistol flying and a rifle butt slammed
into her face, bloed filling her mouth, Dazed, she felt
herself being dragged out from beneath the dead Kroot,
hearing the clicking, whistling language of her captors.
Her limbs were seized in vice-like grips, holding her
immobile. She screamed as she felt the Kroot fasten
their jaws on her leg and begin feeding,

She was still alive as the Kroot broke her ribcage open.
The Kroot leader devouring her heart was the last thing
Laeresh ever saw.




CcComMMAAMNDER FARSIGHT (TAU: O'sHOVAH

&

O'shovah, or Commander
Farsight, is alleged to still
lead the Farsight enclave,
although this would mean
that he has lived for at least
three centuries,
considerably beyond the
ordinary lifespan of the Tau
Fire caste. It may be that
anothar has faken up his
mantie, or that the real
Commander is extending
his lifespan through some
technological process. One
thing that is certain is that
the breakaway Farsight
enclave maintains a
strongly martial tradition
closely based on the Viorla
sept (lit: ‘hot-blocded’),
O'shovah’s birthplace.

OR SHAS'O VIORLA SHOVAH KAIUS MONT'JR1 ™ ]
i

WS BSEAST i, Wi A Ld sv
Farsight b 5% 3(5)

' Points
S A B4l 1D 170

Special Character: A Tau army may include Commander Farsight as a special
character. If you decide to take him then he counts as one of the HO choices for the
army. He must be used exactly as described below and may not be given extra
equipment from the Tau Armoury.

Equipment: XV8 Crisis battlesuit, shield generator, plasma rifle and Dawn Blade
(see balow).

SPECIAL RULES: ' ] oAl gt s

Dawn Blade: The Dawn Blade is an alien artefact which O'shovah gained on the dead
world of Arthas-Moloch. Its sculpted surface flickers with unknown energies which
paint glittering arcs of destruction as it is swung. The Dawn Blade makes O'shovah
count as a Monstrous Creature in hand-to-hand combat, so he ignores Armour saves
and rolls 2D6+5 for Armour Penetration against vehicles.

Ork Fighter: O'shovah's fame was won battling against Orks, and he has denounced
the riormal Tau philosophy of using ranged combat to the exclusion of almaost all else,
Fire caste warriors of the Farsight enclave train heavily in hand-to-hand combat, and
any Tau unit in an army led by O'shovah may improve both their WS and |
characteristics by 1, at a cost of +5 points per modal,

Breakaway Faction: O'shovah and his followers have chosen to separate
themselves from the Tau empire. As such, their resources are more limited and their
forces generally less well equipped. As such, the following units are not available to
an army led by O'shovah: Ethereal caste members, Gun Drone squadrons, Kroot,
Kroot Hounds and Krootox. The following units count as 0-1 in an army led by
O'shovah: Stealth teams, Pathfinder teams, Hammerhead gunships, Broadside
Battlesuit teams.

Independent Character: Unless accompanied by a bodyguard, O'shovah is an
independent character and follows all the independent character special rules as
detailed in the Warhammer 40,000 rulebook.

Bodyguard. O'shovah may be accompanied by a bodyguard as detailed for a
Commander in the Codex army list. If O'shovah is accompanied by a bodyguard, they
must all be given the Ork Fighter upgrade noted above

THE ARKUNASHA WAR

O'shovah's first and greafest victories were won amid the arid oxide-deserts of Arkunasha.
When the Tau colony there was threatened, he led the Fire warriors in a maslerful defence
against many fimes their own numbers, Using the immense canyons and gulleys criss-
crossing the desert fo maximum effect, O'shovah sef the Ork invaders o chase shadows,
constantly boxing off and destraying isolated elemants wherever they turmed at bay, aarming
him the famous title “Farsigh!’ for his actions. It s true thal lowards the end of the war
O'shoval was in turn surrounded and besieged by massive numbers of Orks in the natural
fortress of the Argap highiands, but even then his Fire warrors held the mountaing for months
until the last remnants were evacuated. Some believe that the Commander was embittered
by the bloodshed of siege and blamed others for failing to break through the encirclement.
instead the Orks were allowed fo batter themselves to a standstil against O'shovah's
defences before being easily scattered the following vear.
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COMMIT TO: IMPERIAL RECORD
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3 CROSSFILE To: ALIENS
EASTERK FRINGE

MERCENARIES

Tau

|HPUT DATE: G284096M41

|HPUT CLEARARCE: [HQUISITOR ARTELLES

. AUTHER: AGENT OSSHEOUS
TRANSMITTED: VAKGOR 1Y

TRANSMITTER: ASTROPATH PRIMUS TIEN'SZAR
THOUGHT FoR THE DaY:

PURE IH EQDY, PURE IN HEART.

HOMOURED SIR, AS REQUESTED | HAVE
INVESTIGATED THE RUMOURS OF A BREAKAWAY
SECTION DF THE Taw EMPIRE, AND THE
OPERATIONS OF TAU MERCENARY FORCES IN THE
HORST SECTOR AND DAMOCLES GULF. AS YOU
POSTULATED, THESE TWO STORIES HAVE THE
SAME ROOT, REVOLVING ARQUND AM INFLUENTIAL
FIRE CASTE COMMANDER CALLED ©YSHOWAH, OR
COMMANDER FARSIGHT, WHD APFEARS TO HAVE
SPLIT OFF FROM THE MAINSTREAM TAU CULTURE,
AS YOU WILL BE AWARE, THE TAU EMFIRE HAS TO
DATE BEEM THOUGHT EXCEERINGLY COHESIVE
WITH HNQ DISSIDENT ELEMEMNTS AMD. AS SUCH,
THIS EVIDEHWCE 15 PARTICULARLY INTRIGUING AS
IT REPRESENTS THE FIRST KNOWH INCIDENCE OF
Tal TREASOM OR HERESY.

INTEMSIVE QUESTIONING OF CHARTER
MEACHANTS AND FHREE CAFTAINS HAS
UNCOVERED SOME IMFORMATION, ALTHOUGH THE
COMPLETE PICTURE REMAINS RATHER MURKY. IT
APPEARS THAT AFTER THE HALT OF THE
DAMOCLES CRUSADE, WHEN OQUR SHIPS WERE
CALLED T THE DEFEMCE AGAIMST HIVE FLEET
BEHEMOTH, SEVERAL TAU RECLAMATION FORCES
WERE DESPATCHED TO RECONQUER THEIR LOST
COLOMIES. O'SHOVAH 'WAS THE LEADER OF GNE
SUCH FORCE, A CONSIDERABLE FLEET OF SHIFS
AND GROUND TRODPS ACCOMPAMYING COLONY
SHIPS TD REPOFULATE THE CLEANMSED WORLDS.
AS IS CUSTOMARY, ONE OR MORE TAU ETHEREAL
CASTE MEMEBERS WERE ALSD PART OF THE
EXPEDMTION. IT AFPEARS THAT COMMAMDER
FARSIGHT'S EXPEMMTION RAN INTO UNMEXPECTED
DIFFICULTIES WITH AN ORE INCURSIGN PROBING
AT THE SHATTERED EDGES OF THE Tal EMPIRE.
O'SHOVAH ABANDONED HIS RECOLONISATION
MISSION AMD INSTEADR DIRECTED HIS EFFORTS AT
FIGHTING THE ORKS AND WAS DRAWN INTO A
DECADE-LONG CAMPAIGN  ACROS5S  MANY
WORLDS.

IN TIME, ('SHOVAH'S FORCES PUSHED BACK
INT® SEVERAL ORK HELD SYSTEMS IN THE
DAMOCLES GULF AND INFLICTED EXTERMINATUS
UPCH THEIR WORLDS, EFFECTIVELY TERMINATING
THE IMMEDIATE THREAT. BY NOW THE EXPEDITION
WAS WELL BEYOND THE KNOWH REACHES OF Tau
SPACE AND IT SEEMS THAT (F'SHOVAH CHOSE TO
ESTABLISH A STRING OF HEAVILY FORTIFIED
STRONGHOLD-COLONIES IN THE REGION INSTEAD

CAPT DALMUERTUS' TESTIMONY

+ + + +BEGIN vOX RECORD+ +++ + +

“WELL, SEE | HAYVE CONTACTS WITH THE TAU, AND FOR XEKDS THEY TREAT YOU WELL EHQUGH. I'VE GOT TO KNOW

THIS WATER CASTE MERCHANT CALLED POR'UI [+ -+ CUALOOUS KOTE LIT: WATERSERVOY, A TAL BAKRK EQUIVALENT
], WHG'S BIG M DRINKIHG AKD GOSSIP, AND WHEHEVER | WI5IT TAU'S WE GET TOGETHER TO TRADE AMD TALE.
I TALEED Tr HIM ABLUT THE AUMSGURS OF TA WERCENARIES ONE TIME AND HE SHUT RIGHT UP, WOULDK'T SAY &
THIKG ADQUT IT, AMOTHER TIME, HONTHS LATER. HE WAS DEEF IK HIS CUPS AND HE EROUGHT IT UP HIMSELF — |
RECKON HE WAS FEELIHG GUILTY FOR MOT SAYIMG AMYTHIMG FIRST TIME. WELL, HE SAID &S HOW IT WAS & BAD
BUSINESS, TO HEAR OF TAU FIGHTIMG FOR PAY AHD HOT THE GREATER GOOD, WHISH 15 WHAT THEY OFTEN CALL THEIR
EMFIRE, AND THAT THE AU [+ + DIALOGUS KOTE: ETHEREAL CASTE < 4] SHOULD DO SOMETHING ABOUT IT. HE
LOOKED GUILTY FOR SAYIHG THAT T00, OUT THE 5PIRIT WAS IN HIM, IF YOU TAKE MY MEARING, AKD HE CARRIED 0N
AHD TOLD ME AROUT COMMAMDER FARSHGHT. SEEMSE THAT FARSISHT WAS & BIG HERQ TO THE TAU, FOUGHT OFF TWO
BIG QAKX INVASIONS AND HELFED FIGHT AGAIHST THE |MPERIAL CRUSADE Twi CERTURIES BACK. WHIN THE CRUSADE
'WAS OVER, FARSIGHT TOOK AR EXPEDITIOH GUT TO THE EDGE OF THE CMPIRE T RECOLOMISE SOME LOST OUTFOETS,
OHE OF THEM AT 'WHAT HE CALLED AN “ARTEFACT WORLD™ AT THE ECSE OF DAMOCLES GULF. SOMETHING HAFPEMED
WHELH THE EXFERITION WAT THERE; APFARENTLY A MESSAGE~BOAT CAME BACK SAYING THERE WAS FIGHTIHG BUT IT
SEEMEDR COMFUSED AEDUT WHO THE EHEMY WAS. WORSE STILL, THE AUN WITH THE EXPEITION HAD BEEM KILLED,
BUT THERE WAS HO 'WORD OF BY WHAT. AFTER THAT FARSIGHT HAD APPAREMTLY GOME ON TO FIGHT OFF ANOTHER
ORE IKVASION THREATEHIHG THE EMPIRE BUT WE MEVER CAME BACK, AND THERE WAS KO MORE WORD OF WHAT HAD

BeES

UECOME OF THE EXPEQITION, POR'UI SASD THE RUMDUAS WUST MEAK THAT FARSIGHT'S PEQFLE HAD SET UP

COLORIES DUT IH THE GULF, 1K AN AREA THE AUM MORMALLY FOREADE THE TAL SHIPS TO EMTEE. HE RECKOMED

THAT WITHZUT THE SUIDANCE OF THE AUH THEY WERE IN DAMGER OF REGRESSIHG TO BARBARISU, "THE TERRGR" HE
CALLED 1T, LIKE BEFCRE THE AUH CAME, WHEN EACH CASTE WAS SET AGAIHST THE OTIERS ARD WOULD FIGHT T3
CGOMIMATE EACH STHER INSTEAD OF SIMPLY WORKING TOGETIER FOR THE GREATER G000, | SAID THAT IN & SET-UF
LIKE THAT | COULDH'T SEE AS HOW IT COULD BE ANYTHING GOTHER THAH FIRE CASTE IN CHARGE, AND HE SAID IF
FARSIGHT HAQ WAKTED IT THAT 'WAY HE WOUILD HAVE MADE IT LIKE THAT. WELL, POR'UI SEEMED REALLY UPSET AT
THE IDEA OF THE FIRE WARRIORS RUNKING THE SHOW, AHD EEPT SAYING AS HOW THEY'D WANT MOTHIHG BUT WAR
ALL THE TIME. HOW |'VE SEEH EHCUGH FIRE WARRIORS AKD TAL SHIFE TO KNOW THAT'D DE BAD FOR EVERTOME. |
KMOW YOU'VE COT THE EAR OF THE IMPERIALS, CISSHEOUS, AKD | THIRK YOU'D BETTER LET THEM KNOW COUELE
OUFICE THAT THERE'S SOHETHING BAR BREWING IK THE DAMOCLES GULF."

OF RETURNIMNG To THE EMWMPIRE. BY QUR
RECKGNIMG THIS WOULD BE SOMETIME AROUND
JE0.M41 BUT AN ACCURATE PROJECTION 15
IMPOSSIBELE WITH CURREMT FACTS, | HAYE THE
FIRST REPORT OF ALIEN WMERCEHARIES WHICH
WOULD FIT THE DESCRIFTION OF TAU FIRE
WARRIORS FIGHTING ALONGSIDE FIRATE FORCES
IN THE SACK OF PENMURY IV 7330763 .Md41.
RUMOUWRS OF SUCH ACTIVITY CROF UF
THROUGHOUT THE FERIOD T70-B20 BEFORE
DROPPING AWAY MOTICEABLY TO OCCASIONAL
REFORTS UF T3 THE PRESENT. IF SUCH
RUMOURS ARE TO BE BELIEYED [WHICH MUST BE
DONME WITH MATURAL CAUTION), THESE Tau
MERCENARIES HAVE FOUGHT ALONGSIDE KROOT
{UNSURFRISINGLY),  TARELLIANS,  HUMAN
REMEGADES, ELDAR, THE ACCURSED TRAITOR
LEGIONS AND EVENM ORKS. OUR MOST SOLID
PIECE OF INFORMATION IS THE OFFER OF
ASSISTAHNCE REPORTED BY PREFECT WERTEX IN
THE EVACUATION  OF  ABLEFH  SIGMA
SGE4994.M4A1 IN THE FACE OF OME OF THE
TYRANID SPLINTER-FLEETS FROM ICHAR IV —
HIYE FLEET HARBIMGER | BELIEVE. | SUSPECT
THAT A HNUMBER C0F FREE CAFTAINS HAVE
ESTABLISHED TRADE ROUTES INTO THE FARSIGHT
ENCLAVES, BUT THEY REMAIN CLOSE-MOUTHED
ABOUT THE SUBJECT. | HAVE MOT PURSUED SUCH
MATTERS FURTHER IN FEAR OF SCARING THESE
INDIVIDUALS AWAY AT A TIME WHEM WE MAY

+ 4+ + vox RECORD ENDS+++ +++

HEED TO ELICIT THEIR ASSISTANCE TO FIND OUT
MORE.

OF THE APPARENT INTENTIONS OF O"SHOVAH, IF
HE STILL LIVES, | CANNOT 5AY. THE
CIRCUMSTANCES OF HIS EREAKAWAY FROM THE
Tay EMPIRE REMAIN SHROUDED IN MYSTERIES
S0 PERSISTENT THAT | STROMGLY SUSPECT THAT
THEY ARE BEING MARIPULATED BY SOME AGENCY
IH ORDER TO HIDE THE TRUTH. THE OME CLUE |
COULD UNCOYER W THIS DIRECTION WAS
ERQUGHT TO ME BY A CERTAIN FREE CAPTAIN
DALMUERTUS WHO ACTIVELY SOUGHT ME OUT
AND SEEMED GEMUINELY COMCERNED BY WHAT
HE'D HEARD. | HAVE INCLUDED A TRANSCRIPT OF
THE STORY HE TOLD ME VERBATIM 50 THAT YOU
MAY MAKE YOUR OWH JUDGEMENT OF IT.
| WouLD STRONGLY URGE THAT STEPS BE
UNDERTAKEN TO INFILTRATE THIZ TAU ENCLAVE
AND DISCOYER WHAT CONDITIONS ARE TRULY
LIKE THERE. IF CAPTAIN DALMUERTUS'
TESTIMODNYT PROVES TRUE IT MAY INDICATE THAT
('SHOVAH HAS BEENM CORRUPTED IN SOME WAY
ON THE ARTEFACT WORLD REFERRED TO. IF THIS
I5 TRUE THEN THERE I5 A GREATER THREAT
GROWIHG IN THE FARSIGHT STRONGHOLDS THAM
THAT REFRESENTED BY THE ENTIRE TAU EMPIRE.

YOUR DEVOTED SERVANT

OSSNEQUS
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A medest hero of many
battles, Aun'shi longs for
peace but is bound by duty
to his comrades to wage
war. Lionised by the Fire
caste, he is seen as a good
luck charm by those who
have served with him.

Special Character: A Tau army may include Aun'shi as a special character. If you
decide-to take him then he counts as one of the HQ choices for the army. He must be
used exacily as described below and may not be given extra equipment from the Tau
Armaoury.

Equipment: Honour blade, hard-wired shield generator (4+ Invulnerable save),
photon grenades and EMP grenades.

Independent Character: Aun'shi is an independent character and follows the
independent character special rules in the Warhammer 40,000 rulebook.

Aun'shiis more comfortable with the company of Fire warriors than many members of
the Ethereal caste and will frequently accompany a squad into battle as Shas'aun'shi.
He may select any Fire Warrior team and nominate it as his retinue. Such a team is
clearly marked for glory.

If this option is taken, he loses his independent character privileges and becomes part
of the unit. While cne member of the unit remains in addition to Aun'shi, it will never
count as being below half strength for purposes of holding table guarters, taking
objectives or victory points.

SPECIAL RULES
Blade Master: Aun'shi is a dedicated student of the fighting ars and has been for virtually
all his lite. He has a level of expertise with the honour blade that few Tau can match.

* Aun'shi may use none, some or all of his Attacks to parry. He must declare how many
Attacks he is using to parry at the start of close combat before any to hit dice have been
ralled. For each Attack that Aun'shi gives up, reduce the number of Attacks of any enemy
attacking him by one. Opponents will always get a minimum of one Attack. If, for example,
he gives up two Attacks then each enemy who attacks him gets two less Attacks, but each
will always get at least one.

* Aun'shi's gkill is such that he can always find an opponent’s weakness, He gets the usual
+2 Strength bonus using the honour blade and additionally will wound any opponent if he
rolls & to hit, with no Armour saving throw possible.

Inspiring Presence: Aun’shi's record of victory makes him loved as well as respected by
the Fire caste. No Tau leader evokes the same courage and determination in his followers.
= Tau units (not Kroot or Drones) may re-roll any Morale tests it Aun'shi is on the table. This
includes passed Morale tests. The re-rolled result stands. Any Tau units joined by Aun'shi
become Fearless, and automatically pass all Morale checks and Pinning tests.

« Additionally, a Tau unit (not Kroot or Drones) that has been joined by Aun’shi will hurl

themselves at the enemy with tolal confidence that they will be victorious. In close combat
they will have +1 Initiative and +1 Attack while Aun’shi is with them.

Price of Failure: If Aun'shi is killed, every friendly unit of Tau on the tabletop (not Kroot or
Drones) must take a Morale check at the start of their next turn if not in close combat or
already falling back. Any units that fail must Fall Back in their next Movement phase.

I have taken great pains not to laugh at the actions of aliens, nor to
wwesepn at them or to hate them, but to understand themn.”

ATTR., ALRSHI
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THE DEFENCE OF FIOvVRASH

Ar the time of this famous battle, Aun'shi was already nearing
forty vears of age, old for a Tau, and was looking forward to
spending his last vears on the paradise sept of Au'tmal, A much
respected life was behind him, many long vears spent helping
t expand the empire into space by providing guidance for the
Tau in his care. Hailing from the hot-blooded sept of Vior'la,
Aun’shi had perhaps a better understanding of the Fire caste
and theirway of war. It is said that on occasion he even went
as far as to join them in their battle rituals, honing his skills
with the honour blade to a level where even the Shas'wre
could not pierce his defences. His skill with a blade had
reached the level where spirit, weapon and body had achieved
complete harmony.

In what was supposed to be his last assignment, Aun'shi led a
Tau colony force to a world he named Kel'tyr, the newest
world in the expanding Tau empire. Infested by feral Orles,
initial progress in claiming the world was slow but, under
Aun'shi’s guidance, Fire warrior teams were soon able to push
the Orks back from the main areas of Tau settlements. Within
four years, the world was flourishing, the Fio building many
fine towns across the main continental mass. Fio'vash was one
such town, a mining outpost in the low foothills of a mineral
rich mountain range some four hundred miles to the east of
the capital. While on a tour of inspection of the outlying
towng, Aun'shi and his bodyguard became trapped in Fio'vash
when a horde of feral Orks surrounded the town and
launched a surprise attack to capture the mine workings.

The existing garrison of Fio'vash had been augmented by
Aun’shi’s Fire warrior bodveuard and the Orks were cut
down in their hundreds. Early in the fighting, the Shas'vre of
the Fire warriors was beheaded, cut down by an enormous
Ork Mob, The loss of this heroic warrior sent a surge of panic
through the ranks of the Tau warriors and it seemed as
though their defence would crumble. Aun'shi leapt in front of
the Nob and cut him in two with one blow from his honour
blade, planting the haft of hiz weapon between the shorn
halves of the corpse. Heartened by the Ethereals brave
defiance, the Fire warriors line steadied and they threw the
Orks back. Again and again the Orks attacked Fio'vash, and
each time Aun’shi led the defenders in battle, 1|L]1!]t15
alongside his warriors and spurring them to unheard of feats
of valour, He despatched Stealth armoured warriors and a
member of the Kor to take word to the capital, as he knew
that, against so many Orks, it was only a matter of time until
they were overrun,

The battle raged on, the Tau defenders silhouetted by the
flames of burning buildings. The Fire warriors were fighting at
the limits of courage and endurance, held together by the
indomitable will of Aun'shi. Every time their line bent back
under the Ork assault, Aun'shi was there, his flashing honour
blade a shimmering blur of silver steel as he cut down Orks by
the dozen. Aun'shi moved like guicksilver, dodging killing
blows, twristing and weaving through the air in a graceful
ballet of death. Wherever he atruck, Orks died and soon none
would go near him, so fearful were they of this warrior who
could not be killed. Eventally the Tau were forced to pull
back to an inner perimeter of defensive wallg which the Fio
had constructed, and there they prepared for the next assault.
Aunn'shi stood in the ranks with the surviving Fire warriors,
hoping that the Kor had managed to carry word of their
situation to the capital.

The Greenskins attacked again and, though the Fire wairriors
slew scores of Orks with every volley, they simply could not
kill enough to prevent them from reaching the walls. All
through the burning heat of the day, Orks charged the
defensive walls, the mound of dead before it growing every
second as the Fire warriors killed with grim efficiency. The
walls were beginning to givefin places and Orks poured
through these gaps whenever they appeared, qwampmg Tau
battlesuits and dragging them to thefgraund. Each time the

Orks formed a wedge withina-breachyAun’shi led a counter-

attack to hurl them from the compound. As dusk approached,
less than fifty Fire warriors remained alive and both forces
sensed that the end was near. As the Orks massed for the final
attack, Aun'shi ordered a retreat into the barricaded shrine at
the town’s centre, knowing that there were too few of them to
hold the full length of the wall. The Fire Warriors readied their
last clips of ammunition while the workers of the Fio caste
took up their picks and shovels, ready to fizht in hand-to-hand
combat.

With a roar of pure hatred, the Orks swarmed owver the wall
and into the compound, burning and destroyving everything in
their path. Fire warriors shot from prepared loopholes,
thinning the first wave of Orks, but unable 1o prevent it from
reaching the building. Orks set abour the door to the shrine
with giant axes, climbing the walls to smash through the roof
and screaming their bestial war-cries. The first Orks to enter
the shrine were killed swiftly, but there were always more
pushing theirway inside. Aun’shi fought at the shrine doors as
they were finally ripped from the frame. Togetherwith the last
of his Fire warriors, Aun'shi stood ready to fighe, his honou
blade cleaving the air before him in long, sweeping slashes, If
they were to die, then they would die together.

Suddenly the Orks were thrown into silhouette as a series of
rippling detonations exploded behind them, Sweeping through

the flames came the bulky forms of dozens of Devilfish troop
carriers, guns chattering with deadly firepower as team after

team of Fire warriors poured from their interiors. Alerted by o]
the Kor, the full wrath of the Tau now fell upon the Ork
rear. Lumbering Broadside battlesuits spraved the
Orks with plasma fire, cutting them down in
droves as Hammerhead tanks blasted huge
holes in the Ork mobs. Within the hour, the
Orks were cither dead or fleeing and the
leader of the recently arrived Fire warriors
cadres found Aun'shi still standing ar the
shrine doors, his honour blade slick with
Ork blood, a handful of his bodyguard left
alive. Despite the terrible casualties, the
defence of Fio'vash was hailed as a great
victory, the Ethereal shrine still stood and

the mine workings were still in Tau hands.
The survivers of the siege hailed Aun'shi

as a hero, the Fire warriors

pledging to serve him for the rest

of their lives,

Mews of the victory soon reached
the Ethereals on T'au and, rather
than allow Aun'shi to spend his
remaining years on Au'taal,
wag decreed that he lead fresh
expeditions to ‘expand the
Tau empire. Theére would
be no peaceful rernn,mmt
for Aun'shi.



dept Raphael Palmatus stepped off the crew ramg of his

shuttle and squinted in the harsh glare of evening
sunlight. The airwas hot and stagnant, not a breath of wind
stirred and he could feel sweat prickling on his brow, A
shadow fell across him as the giant fipure of Captain Taclos
of the Imperial Fists joined him on the landing platform. The
Space Marine seemed untroubled by the heat, despite the
heavy armour and ceremonial fur cape he wore, Their
shuttle sat atop an immensely tall structure and Palmatas
could see for miles inoall directions across the Tau citw
Unlike most Imperial cities, this was elegant and very open.
G]eami%"l@.ﬂ.’erﬁ of marble, white steel and glass soared
majestically, interconnectzd by airy walkways and
translucent bridges that seemed to defy the natural laws of
gravity. He could see dozens of long rail-hound grav-trains
snaking their way soundlessly through the city crossing and
intersecting in a graceful ballet, stopping b
and then ar various soructures before movi

A section of wall across the pladform irised
ﬁgure emerg;mg into the sunlight to me
expres-smnless as he saw t.h;p:
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texture of old I
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d seen it tog, but thankfully the
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®he replied, It is pleasing for

his hands ﬁi-:é-gesture of

remely busy at this
t. He hopes you'll
ile offers you the

ward to mm:luntmg my

me to convey his

hig earlier optimism
ol ta pim;.r thm pr.tt_r,r

The following morning Palmatus rose early and, along with
Taelos and the Tan escort, began the exploration of the city,
Taelos was like a caged Catachan Devil, unable to mask his
impatience despite Palmats’ remonstrations, He wished the
Space Marine captain would cease his impolite display, but
knew better than to openly manifest his displeasure, He was
aware that they must be under surveillance and it would not
do to show division or disagreement, As the sun rose, hright
and glaring, he was glad of the dermal protection unpuents
he had applied. Boarding one of the silver grav-trains he had
seen yesterday, they were carried smoothly along the
powered rail into the air, the ground many thousands of feet

~ below, The buildings which Palmatus saw were constructed

from a variety of smooth materials, seamless white stone
ls, gleaming metal columns, gracefully curved glass

s and transparent light blocks. Each was aparinglx
d and occasionally adorned with Tau symbulog‘y‘ﬁ'-
he Xenolexicon servitors were even now trying to

y C&Ihere was an elegant simplicity to the

| style; no single building attempted to outdo
its splendour and each was designed to fit

by writh its neighbour.

dually began to descend, looping
e lower levels of the city. Here the
br, ToTe Sl.mp].}" desigm.d and smaller

ssed by, the Tau inhabitants beco
their journey took them towards a
dome at the edge of the cJ.!:jr

@

The Tan turned his feamreless he]mt 'bimf:xrds
and pointed to the huge structure ahead, “The Battle [
to see the warriors of the Fire Caste training. It shov
quite interesting, especially for you Captain "I‘stelcs e

The Space Marine grunted and nadded, “It is alway'ﬁ :
i hmar the anem:,' fights.”

ds and Lf it iz his will thatwe be enemies, then it shall
be“.r Diesire does not enterinto it.”

Vhat 1 am sure the captain means,” said Palmatus
eriedly, “is that a man seldom desires enemies, but
i atcl} has little r.bntm] m'crhis destlny It is our fervent

he sheer scale of the dome’s interior took Palmatus’ breath
away., The ceiling sweptdhigh above them, held aloft by
unknown means as there were no Unmfﬁmlunms
visible. What little he understgod 1 ing :nnstluctlu:}n,ﬁ“_
crure should not ke able

FETAS I'.'lf \"Z.'l'l:l'.'l-'l.lﬁ Sl'i.‘.'BE,
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Advancing through the colony were several bulky figures;
Fire warriors armoured in heavy battlesuits. Each warrior
carried a fearsome looking weapon and was also armed
with a second, shoulder-mounted gun, Before them, two
squads of lighter armoured Fire warriors darted through the
colony, firing from cover in support of one another, One of
the mock-ups of an Imperial tank rumbled forwards,
weapons firing and forcing the troops in the vanguard into
cover. As one, the weapons of the heavy battlesuits locked
onto the tank and fired, blowing it apart in a spectacular
explosion and blasting the turret high into the air. The
mock colony was swiftly taleen and the grav-train moved off
again.

For r]'u.‘ next two hour 2, 1-';1]1n;|_t1|_::. -;m,;] Ta_g];;.ﬁ Were 5']{“‘-‘]‘:

Tau Fire warriors training in a variety of different warzones

and employing all manner of exotic weaponry, vehicles and s
wargear. Bytthe timie they emerged once more into the

daylight, Palmatus coull see that Taclos had 2 new found

respect for the Tan way of war

As the grav-train began climbing high into'the centre of the
city once again, the Taw guide removed his helmet and laid |
it beside him. His face bore the same typically flat features | -
of the Tau, but in the centre ofhis forehead was a diamond
shaped ridge of raised bone. Lustrous dark hair spilled from
the top ofhis head in an claborately jewelled scalp lock and
his marrow eyes were twin slits of hlack,

ST o A

§

The alien fixed his gaze on Palmatus and said, “You have
seenwhat my warriors ¢an do, Raphael. Can vou not see the
foolishness of vour continued resistance to our colonists on
MNimbosa? I respeet wour people, they are brave and have
done all that honour demands, but they cannot stan
against us. You came here to begin protracted negotiations
m orderto delay our attack and allow your own forces time -
to reach Nimbosa. That will not happen. The Kor bring me’ T
word that yourvessels are many months away and Nimbosa
will' be ours long before that.® b

Captain Taelos began to speak, but Palmatus smoothly

interrupred, saying, “I presume then that you are Auf’0
Talln K'yna™

“Thave that honour, ves®nodded the Tau Ethereal, 4#

“Then you should know that when our ships arrive
at Mimbosa we will fight vou. The Emperor does
not give up worlds His servants have claimed in
His name.”

“You are a wise man, Raphael Palmatus, and,
despite his modest words, I know that your
military adwvisor here is no ordinary
soldier. ¥ou should both go back to
¥our Emps:n:rr and tell him what Wi
have séen here. Tell him'of all the
people that will die in his name

and ask him if its worth such

a price to stand in ourway.”

“We will fight you, alien.”
snarled Captain Taclos,
“To the last drop of
blood we will fight
yon,"

“I kenowe” replied
the Tau sadly
and tarned
AWAY,
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THOUGHTS ON
TAU LANGUAGE

SISTER VERITY, ORDER DIALOGUS

AT THE REQUEST OF EXPLORATOR MAGOS
DaNa AOUILA | BEGAN STUDIES OM THE
LANGUAGE AND DIALECT OF THE RACE KNOWM
AS TAU. IT 15 A COMPLEX, HIGHLY EVOLVED
FORM OF COMMUNICATION AND, EVEH AFTER
515 MONTHS OF INTENSIVE STUDY {WITH THE
AID OF & TEAM OF XENOLEXICON SERVITORS),
| HAVE ONLY BEGUN TO SCRATCH THE SURFACE
OF THIS FLUID LANGUAGE., IN SOUND 1T IS
DPEEPLY LYRICAL AND SOFT, WITH MANY WORDS
AMD MEANINGS DEPENDANT ON INTONATION,
GLOTTAL EMPHASIS AND EVEN POSTURE. THE
UNDERLYING STRUCTURE OF THE LANGUAGE
ALONE TOOK THE SERVITORS SOME TWO
MONTHS TO BREAK DOWH INTD RECOGHISABLE
HIGH GOTHIC. ADDED To THIS, ITS MULTIPLE
AREAMGEMENTS OF POLYSTLLABIC WORD
GROUPS RENDERS IT DIFFICULT IN THE
EXTREME FOR HUMAM VOCAL CORDS TO
PRONOUNCE, [T WILL TAKE A SKILFUL LINGUIST
INDEED TO SPEAK EVEM THE MOST Basic Tau
WORDS  AWD  PHRASES. I wouLk
RESFECTFULLY SUGGEST THAT MY STUDIES
INTO THIS ALIEW LANGUAGE WOULD RENDER
MY HUMBLE 5ELF AN IDEAL CANDIDATE FOR
FURTHER CONTACT WITH THIS HIGHLY
DEVELOPED RACE.

THE TAU HAYE MANY WAYS OF REFERRING TO
OHE ANOTHER AWD THEIR HAMES ARE WORTHY
OF MANY MONTHS OF SPECIFIC STUDY ALOMNE.
To THE TAU, THE MOST IMPORTANT PART OF
THEIR HAME |S THE CASTE THEY ARE BORN
INTO AND THIS FORMS THE FIRST PORTION OF
THEIR IDENTITY. BROADLY SPEAKING, THE TAu
ARE QRGANISED INTO FOUR MAIN CASTES THAT
CORRESPOND TO THE FOUR ELEMENTS, FIRE
({SHAS), EARTH (FI0), AlR (KOR) AND WATER
(POR). EACH CASTE FULFILS A DISTINCT ROLE
WITHIN THE TAU CIVILISATION AND SEEMS TO
HARK BACK TO THE  EVOLUTIONARY
DEVELOPMENT OF THE RACE.

THE FIRE CASTE ARE THE SOLDIERS OF THE
TaU AND | WAS FORTUMATE ENOUGH TO SEE
SOME OF THESE FEARSOME WARRIORS
TRAINING IN THEIR ARMOURED BATTLESUITS
[(CROSS REF FILE: T2B2/U3: Tau war oF
WAR}). THE LABOURERS, BUILDERS AND
ARTISANS ARE THOSE TAU OF THE EARTH
CASTE. THEY ARE THE SUSTAINING CASTE
WITHOUT WHOM TAU SOCIETY COULD HOT

FUMCTION. (ORDO KENDS
INVESTIGATIONS INTO EFFECTS OF THIS CASTE
BEING EXTERMINATED SHOULD BE
UNDERTAKEN.) ALTHOUGH | SAW ALMOST
HONE OF THE AIR CASTE DURING MY S5TAY
HERE, | WUNDERSTAND THEM TO BE
MESSENGERS AND THE PILOTS OF TAU SHIPS. |
BELIEVE MOST OF THE AIR CASTE REMAIN 1N
SPACE AS IT WOULD BE HAZARDOUS 1N THE

HOTE:

EXTREME FOR THEM TO RETURN TO A MNATURAL
GRAYITY ENYIROMMENT. LASTLY, THE WATER
CASTE, OF WHOM | WAS TO HAVE THE MOST
CONTACT WITH, ARE THE DIFLOMATS AHD

ADMINISTRATORS, THOSE WHO FACILITATE THE
SMOOTH WORKINGS OF THE OTHER CASTES, |
WAS ALS0 ABLE TO COLLATE SCATTERED HINTS
OF A FIFTH CASTE, WHOSE NAME (ALUN) CAM
BE VARIOUSLY TRANSLATED AS 'CELESTIAL' OR
‘ETHEREAL', BUT THE TAU ASSIGHED TO ME
STEADFASTLY REFUSED T BE DRAWH ON THE
SUBJECT. | SHALL FORWARD FURTHER
INFORMATION ON THIS CASTE AS | OBTAIN IT.

WITH THE CASTE OF A TAU ESTABLISHED, THE
SECOND PORTION OF THEIR NAME APPEARS TO
REFER T THEIR RANE WITHIN SOCIETY. THE
TAU ARE PERHAPS UNIGUE IN ALL THE SPECIES
| HAVE ENCOUNTERED IN THAT THERE IS NO
STIGMA ATTACHED TO ANY RANK OR
PROFESSION. EACH TAU HAS HIS OR MER
FLACE IN SOCIETY AND ENJOYS THE RESPECT
OF THEIR PEERS HO MATTER HOW MENIAL A
TASK THEY EACH ROLE IS
RECOGMISED AS BEING PART OF THE GREATER
WHOLE AND A FURTHERANCE OF THE COMMON
G00D. THERE APPEARS TO BE FIVE MAIOR
LEVELS OF TAU RANK, EACH OF WHICH HAS A
SUBTLY DIFFERENT MEAMING DEPENDENT ON
THE CASTE TO WHICH IT IS SUFFIXED. IN
ASCEMDING ORDER OF SEMIORITY THESE
RANKS ARE AS FOLLOWS (|l HAVE IMCLUDED
THE BEST IMFERIAL EQUIVALENT OF EACH
RANK BASED UPON THE NUANCES OF THE FIRE
CASTE):

FERFORM.

LA - WARRIOR

' - VETERAN

'YRE - HERC

'EL - NOBLE {OR POSSIBLY KNIGHT)
‘0 - COMMANDER

MEXT IH A TAU'S NAME COMES HIS “SEFT'
WHICH TRANSLATES A5 EITHER HIS EXTENDED
FAMILY OR PLACE OF BIRTH. THIS PORTION OF
THE TAU MAME IS OFEN TO THE WIDEST
INTERPRETATIONS AMD HAS MANY SUBTLE
DIFFERENCES IN MEANING. FOR EXAMPLE, A

TAl FROM OME OF THE ELDER WORLDS
[SEPTS) MAY BE FERCEIVED AS WISER OR
MORE SOPHISTICATED BY IMPLICATION THAMN
OHE FROM A YOUNGER SEPT WHO IN TURM ARE
REGARDED A% MORE DYMAMIC AND PRACTICAL,
CERTAIN WORLDS ALSO CONTAIN MEANING IN
THEMSELVES AND CAN EMBODY A PARTICULAR
TRAIT WITHIN THE TAU WHO ORIGINATE FROM
THESE WORLDS. FOR EXAMPLE, THE MAME OF
THE TAU PLANET OF YIOR'LA MEANS ‘HOT
BLODDED™ AND 15 KNOWHN AS A PARTICULARLY
AGGRESSIVE FIRE CASTE WORLD. OTHER SUCH
PLANETS INCLUDE BORK'AN, WHICH IS
REGARDED A5 A CENTRE OF LEARMING AND
STUDY. | HAVE YET TO FPLUME THE FULL
IMPLICATIONS OF THE SEFTS AND THEIR
OVERALL RELATION T TAL SOCIETY BUT SHALL
ASSUREDLY CONTINUE TO DO 50,

LASTLY COMES A TAU'S INDIVIDUAL MAME AMD
IT APPEARS THAT THESE NAMES ARE EARNED IN
RECOGHITION OF SOME ACHIEVEMENT RATHER
THAN GIVEN AT BIRTH AS IS THE CASE WITH
HUMANS. THESE ARE PERHAPS THE MOST
PUZILING ELEMENT OF THE TAL NAME AND
WHILE S0OME OF THEIR MAMES MAY BE
RELATIVELY EASILY UNDERSTOOD, SUCH AS
‘SHOVAH' (FAR-SIGHTED) OR 'KAIS' {SKILFUL)
OTHERS ARE MORE PERFLEXING. WHAT MIGHT
A TAU EHOWH AS “VRAL® {UNDERCUT) OR

'TSUA'M" (MIDDLE) HAVE ACCOMPLISHED TO
EARN SWCH A HAME? IT 15 ALSO POSSIBLE FOR
SOME  REMARKABLE  INDIVIDUALS TO
ACCUMULATE MORE THAN ONE MAME IN HIS
LIFETIME. SOME OF THE MORE NOTABLE TAU |
WAS INTRODUCED TO HAD LITERALLY DOZENS
OF NAMES. | HAVE SINCE LEARNED THAT IT IS
COMMON FOR THESE TAU TO TRUNCATE THEIR
FULL HAMES AND BE KHOWH BY A MUCH
SIMPLIFIED APPELLATION. AS AN EXAMPLE OF
HOW THE TAU TITLES TRANSLATE, THE HAME
SHAS'D VIOR'LA SHOVAH KAIS MONT'YR CAN
BE BROKEW DOWN AS FOLLOWS. THIS
INDIVIDUAL 15 A MEMBER OF THE FIRE CASTE
[SHAS), HOLDS THE RANK OF COMMANDER
("D, HAILS FROM THE WORLD OF VIOR'LA AND
HAS THE PERSOMAL NAMES THAT TRANSLATE
AS FARSIGHTED (SHOVAH), SKILFUL (KaIS)
AHD BLOODED [MONT'YR). HOWEVER, THIS
TAU 15 MORE COMMONLY KNOWHN AS O'SHOVAH
OF COMMANDER FARSIGHT AND THIS FORM OF
ADDRESS |5 MUCH MORE POFULAR WITH Tau
OF GREAT ACCOMPLISHMENT.,

HOW THE TAU REFER T AND ADDRESS COMNE
ANOTHER ADDS YET ANOTHER LAYER OF
COMPLEXITY TO THEIR RELATIONSHIFS AND
LANGUAGE. FOR EXAMPLE, REFERRING TO A



TaU BY HIS INDIVIDUAL MAME 15 REGARDED AS
OVERLY FAMILIAR UNLESS THE TAU 15 PART OF
A CTALISSERA’ (SEE LA.'I'E-R]-. IT IS COMSIDERED
FOLITE T3 REFER T2 A TAU BY THEIR CASTE
HAME AND RAME AS THIS ACKHOWLEDGES HIS
OR HER PLACE IN SOCIETY. AS NOTED EARLIER,
THERE 15 HO SHAME IN PERFORMING MENIAL
TASKS AND, BY REFERRING TO A TAU'S ROLE AS
THAT TASK IS
RESPECTED. EACH
INDIVIDUAL 15 SEEN AS CONTRIBUTING TO THE
ADVANCE OF THE RACE AND 15 THEREFORE

A FORM  OF ADDRESS,
RECOGHISED AND

WORTHY OF RESFECT.

ANOTHER TERM THAT CAME UP IN RELATION TO
TAll FORMS OF ADDRESS 15 'TA'LISSERA’. THE
BEST TRANSLATION WHICH THE XENOLEXICONS
COULD DERIVE FOR THIS WORD  WAS
COMMUNION OF MARRIAGE. IT AFPEARS TO BE
SOME KIND OF SWORN BOND WHERE GROUPS
OF TAU FLEDGE SUPFORT AND COMMUNITY TO
ONE ANOTHER. THE TAU WHO HAVE SWORM
THESE FLEDGES MAY ADDRESS EACH OTHER BY
THEIR IHDIVIDUAL MHAMES AND ARE MUCH
ACMIRED. THIS BOND 15 SEEM AS THE ULTIMATE
TaU EXPRESSION OF RESPECT FOR ONE
ANOTHER AS IT SYMBOLISES THE SACRIFICE OF
INDIVIDUAL FRIDE TO BECOME FART OF A
GREATER WHOLE, THE ‘TA’LISSERA' IS5 MOST
COMMONLY FOUND WITHIN THE RAMKS OF FIRE
CASTE WARRIORS AND EARTH CASTE WORK
TEAMS AND, | MUST CONFESS, IT SEEMS TO BE
A NOBLE AND WORTHY CONCEPT. (ORDO XENDS
ADDEMDUM: IT IS RECOMMENDED THAT SISTER
VERITY BE QUESTIONED REGARDING FOSSIBLE
ALIEN CONTAMINATION.)

ATTACHED TO THIS REPORT 15 THE MEAREST
APPRONIMATION WHICH THE XENOLEXICOM
SERVITORS COULD DEVISE IN REGARDS TO A
TAll ALPHABET AND A BRIEF LEXICOM OF
COMMON TAU WORDS.

THE TAU
ALPHABET
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TAU WORD
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EEST TRANSLATION
ETHEREAL

A COMBINED TEMPLE/URIVERSITY ON
BORK'AN DEDICATED TO THE
ETHEREAL CASTE & THEIR WISDOM.

SECOHD HIGHEST Tau RaME,
FIRE: NOBLE OR EMIGHT;

AIA: CAFTAIN; EARTH: ENGINEER;
WATER: DIFLOMAT;

ETHEREAL: HoLy?

EanTH

TAU WORD FOR HUMANS
Mizraa

SXILFUL

PATIEMT / HUKTER

Ter STRIVE FOR
CLIT. A WORTHY CAUSE]

AlR:

Tau oROKE (LIT. FAITHFAUL HELPER)

. LowzsT Tau Rank.

FIRE: WARRIOR; fuR: MESSENGER;
EARTH! WORKER;

'WATER: BUREAUCRAT:

ETHEREAL: PRINCE

. UKFORSEEN

. SPIDER

0 I HATEON

THE TERROR,

THE TAU BACE'S WOEST HIGHTHARE,
THE TIME EEFORE THE COMING OF THE
ETHEREAL GASTE WHEK THE GTHER
CASTES WERE SET AGAINST OME
AMOTHER. A BARBARIG TIME OF WAR
THAT THE TaU FEAR COULD RETURM
SHOULD AMY TAU PUT THEMSELYES
BEFORE THE GREATER GO0,

KILLING BLOW
BLoODED (LIT. SEEN BATTLE}

HigHEST Tau Ranx.

FIRE: COMMARDER; ALR: ADMIRAL;
EARTH: PLAMNER;

WATER: AMBASSADOR;

ETHEREAL: HIGHEST(?)

T
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TaL WORD BEST TRANSLATION

OR'ES POWERFUL

PoR WATER

Run'aL A SMALL OBSERVATION POST
OR HIRE

SHAS . FIRE

EHASARTOL . FIRE CASTE MILITARY HIGH
COMMAND

SHI VIETORY

SHOVAH . FARSIGHTED

TALISSERA . COMMUNIONMARRIAGE.
REFERE TO A BONDING RITUAL WHERE
GRAUPS OF Tal, COMMOKLY FIRE
WARRIDRS DR EARTH CABTE WORK
TEAMS, SWEAR BONDS OF LOTALTY AND
SUFFDRT TG ONE ANOTHER. MUCH
RESPECTED BY OTHER TAU AS T
REPRESENTS AH INDIVIDUAL GIVING UF
HIS OWN DESIRES FOR THE GREATER
GO0 OF THE EMPIRE,

Tau'va . THE GREATER GOOD, SOMETHING
THE TAU ARE TAUGHT FROM AN EARLY
AGE Tih STRIVE FOH.

Taus's MIBDLE

un . . SECOND LOWEST TAU RAKY.
FiRE: VETERAM;
AlR: CARRIER;
EARTI SENIGH;
WATER: ENvOY;
ETHEREAL: PRELATE

Ukos SFOOH

WASH YA BETWEEM SPHERES

VIoR"LA. . HoT BLOoDED

VRAL UKDERCUT

VEE WIDOLE Tau Rans,
FIRE: HERG: AIR: PILOT;
EARTH: (WERSEER;
WATER: MAGISTER;
ETHEREAL: KING

TELDI AR CAST MAME FOR A

PARTICULARLY GIFTED PLLOT
(LIT. WIKGED ONE)

ASIDE ON TAU TIME EKEEPING

THE TAL'CTH I5 AN ANNUAL CTCLE ON Tau.

A TAW'CYR 15 BROKEN DOWH INTO 6 KAI'ROTAA
EACH ©OF BO ROTAA, 5
DECMEATED T0 A CASTE WITH THE ADDITIGNAL OHRE
DECICATED TO THE RACE AS A WHOLE.

EACH KAI'ROTAA

A ROTAN IS BROKEN DOWN INTD TEN DECS, DECS
ARE EITHER LIGHT-TIME Qf DARK-TIME, MOST Tau
HEED OMLY 1-2 DECS OF SLEEF FER ROTAA.

COHVERSION

THE TAU'CYR OR TAU YEAR LASTS APPROKIMATELY
300 TERRAN DAYS (297.74 T0 DE PRECISE). A
KAI'ROTAL IS THEREFORE ABOUT 50 TERRAN
DAYS. A ROTAA 15 APPROXIMATELY 15 TERRAN
HOURS AND & DEC 15 1.5 TERRAN HOURS.
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DAMOCLES

GULF
- CRUSADE

The Damocles Crusade was a military action typical of
the Eastern Fringe before the arrival of the Tyranid Hive
Fleets. Wherever possible, when challenges to the
Imperium were discoverad, war followed. In 742 Md1
ancther such Crusade was to be unleashed in the
Lithesh Sector. A string of Imperial sub-sectors
stretching out between the Damocles Gulf and the
Pardus Rift Anomaly had suffered extensive disruption
due to Eldar pirate raids and warp storm activity. As the
Imperium strove to restore its grip in the region, it was
discovered that an alien race called the Tau were allying
themselves with dissident Imperial factions. The peril of
these local alliances was evident in the number of alien
goods and artefacts appearing in nearby systems,

Inquisitorial investigation revealed evidence of Tau
activity in adjoining sectors. The conclusion was that
they represented a major threat, and Cardinal Esau
Gurney of Brimlock officially called for a crusade to be
dispatched to purge the aliens.

The crusade was based around a dozen capital ships,
five provisional companies of Space Marines made up of
contingents from a dozen Chapters, and nineteen
regiments of lmperial Guard, seven of them from
Brimlock. The first move was towards the Timbra sub-
sector where human colonists had co-existed with the
aliens. The Crusade first reasserted Imperial rule in the
Garrus and Kleist colonies. Individuals implicated in
dealing with the Tau were seized and punished at a
special assize held before the furious crusaders. The
Impearial colonies secured, the crusade moved on and
engaged the Tau for the first time in the uninhabited
Hydass system,

FIRST CONTACT: FLEET ACTION
IN THE HIDASS SYSTER.

Seven Tau warships of approximately cruiser
displacement were detected on the edge of the system.
The crusade fleet attacked immediately, but found the
Tau ships to be capable of launching powerful torpedo
salvos at long range, breaking up the Imperial formation.
Bomber waves were launched but these were counterad
by Tau escorts launched from the capital ships. A Space
Marine strike cruiser supported by a squadron of Sword
class frigates made the decisive attack. Getting inside
the Tau formation, they inflicted heavy damage and
discovered that Tau ships lacked broadside firepower,
The Tau launched more escorts as a screen while they
disengaged. One Tau ship was unable to withdraw and
exploded while the crew was in the process of
abandoning their craft.

GEROUND WAR

THE LANDOING ON SYL'KELL.
The SyTkell system contained an apparently fertile agri-
world with a population estimated at seven million Tau. It
was defended by an orbital station, a number of system
ships and the remnants of the Tau fleet encountered at
Hydass. The crusader council of war appeinted Captain
Rurmann of the lron Hands to take overall command of
the planetary assault. The Imperial fleet closed quickly,
pounding the crbital station as they approached. Its
armaments were not as extensive as had been feared,
though, and the Iron Hands boarded it. The Tau fleet
disengaged almost immediately and was not seriously
damaged. It was conjectured that they were evacuating
key personnel from the planet rather than defending it.
The Iron Hands gquickly overwhelmed the orbital
station’s defenders and dutifully cleansed it with flame. It
was 1o serve as Imperial headguarters. for the ground
CAMPAaign.

Space Marines from the Scythes of the Emperor
established a landing zone and the 17th Brimlock
Dragoons were landed to provide heavy support. The
Tau response was swift and consisted of an extremely
well-equipped mechanised infantry formation with
armoured support. The Tau grav-tank, designated as the
Hammerhead, appeared to be a close match for the
Leman Russ, and the Tau proved most adept at
supparting their armour with infantry. The Dragoons
suffered heavy losses when enemy infantry wearing
heavy jurnp armour ambushed them in rolling ground.
Only swift intervention from the 4th Stormtrooper
Company and the Scythes of the Emperor averted a
massacre.

While the crusade pushed ever nearer Sy'lkell's
population centres, the Tau evacuated the most qualified
workers and dismantled any advanced technology.
When the 9th Brimlock Fusiliers were landed, the Tau
resistance crumbled and all objectives were quickly
attained. The planet was duly cleansed.

THE PURGING OF VISS'EL

While arrangements were made to cross the Damocles
Gulf to the Imperial designated sub-sector of Kendral, an
expeditionary force was sent to deal with the Tau
prasence in the Viss'el system. Early reconnaissance
had revealed the sixth planet to be an ice covered water
world on which the Tau had established fishery colonies.
As no great strategic benefit was evident to controlling
the planet, it was subjected to orbital bombardment,
melting the ice around the main colonies and destroying
them,

THE DAL'YITH CANMPRIGN

STAHGE :

MNERAR DISASTER AT PRAYEM.
After a five month journey across the Gulf, the Crusade
arrived in the Dal'yth system within the Kendral sub-
sector. The outermost planet, Pra'yen, was protected by
an orbital station and was clearly intended to provide the
first line of a system defence. The fleet approach was



too casual, assuming the station to be no more
dangerous than that already encountered. It proved to
be much more formidable, mounting an array of heawy
railguns whose first volley crippled the Honour of
Damlass. The fleet broke formation just as eleven Tau
ships emerged from behind Pra'yen. The fleet escorts
attacked the orbital station while the main battleflest
swung towards the Tau ships. The Tau fleet
concentrated its torpedo salvos against the Regent
Lakshimbai, a Dauntless class light cruiser, which
resisted superbly until a lucky shot caused massive
bulkhead collapse which in turn triggered a plasma drive
overload, destroying the ship with all hands. Arriving
piecemeal, the Imperial ships gradually won the
advantage, although on this occasion the Tau fought on
despite taking horrendous punishment.

The escorts suffered heavy losses fighting the Tau
orbital station. As soon as they were closely engaged,
though, the last piece of the Tau trap was put into place.
Appearing from nowhere after suddenly powering up, a
Kroot warsphere steered directly for the Imperial
transports. The transport flotilla had no choice but to
scatter. Fortunately the huge Kroot hulk was slow and its
guns short-ranged, but its sheer size seemed certain to
eradicate the crusade.

Salvation came in the form of Admiral Jallague's
flagship, the Blade of Woe, a Retribution class
battleship. Leaving the rest of the fleet to finish off the
Tau warships, the Admiral had turned about, planning to
help the escorts when the warsphere arrived,
Accelerating to maximum power, the great ship overtook
the lumbering warsphere and turned across its path.
From the first exchange it was clear that

the Blade of Woe carried the greater

weight of fire and its salvos

systematically ripped the

warsphere apart. e i

The crusading fleet had won a truly pyrrhic victory.
Although the warsphere, Tau fleet and orbital station
were destroyed, it was at a cost of four capital ships and
fourteen escorts. The Tau ambush had come very close
to succeading and brought a new raspect for the Tau to
the Imperial fleet.

STAGE 2:

STALEMATE AT DAL'YTH FRIME
Although some amongst the crusade's command
advocated turning back, the lure of a major Tau world
lying ahead was too tempting. Dal'yth Prime was
protected by three orbital stations and, after recent
experience, these were approached very cautiously.
Mone proved to be heavily gunned though, and were
destroyed at leisure.

Expecting a new Tau fleet at any time, the ground
assaull quickly commenced. The eastern seaboard of
the largest continent was selected as the target,
Protected to the north by mountains and to the east by
the sea, a short advance south-west put the invasion
force before the first of a number of cities forming a
conurbation along the coast.

The drop was contested by large numbers of Tau flyers
but was eventually successful. The full force of the
crusade was finally deployed and the invasion began.
The local road network was excellent and the
advance neared the Tau city of Gel'bryn

before a defensive line was formed.
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With Titans and armoured formations as the spearhead,
the crusade ploughed relentlessly toward the city. As
they advanced though, enemy missiles, fired from
beyond hills and woods, started to inflict heavy losses.
Units had to be detached to drive back the Tau spotters,
but these were in tumn engaged by Tau jump troops
equipped with cloaking fields. Gradually the coherency
of the attacking wedge was broken up until, by the time
it reached the outskirts of Gel'bryn, there were three
spearheads pushing forward ahead of the main force.
One of these was made up of Titans from the Legio
Thanataris. This was countered by Tau Manta Missile
Destroyers, the same craft that had been launched in
the earlier space battles from the Tau warships. The
second spearhead was predominantly veteran light
infantry of the Rakarshan Rifles, whose intelligent use of
cover had thus far kept them out of harm’s way. They
were countered by the emergence of a host of Kroot
warriors on the rooftops and within the buildings of
Gel'bryn. The third was a detachment of crusading
Space Marines consisting of brethren frem the lIran
Hands, the Ultramarines and the Scythes of the
Emperor. These the Tau counterad with their own finest
- their heavy jump troops. The timely Tau counter-
attacks stalled the momentum of the Imperial advance
and the front stabilisad on the line of a broad river some

_twenty miles north of Gel'bryn,

STARGE =:

OFERATION HYEDRA

Their advance halted, the Imperial
forces, commanded in this operation
by General Wendall Gauge, had to
dig in to avoid the worst of the Tau
firepower. The Tau possessed superior
night-fighting capabilities which they
exploited, moving up to extreme range and
opening fire, only to withdraw at dawn. Space
Marine combat patrols helped, but losses continued to
mount. This was compounded by the constant worry that
a new Tau fleet would arrive; the crusade fleet was badly
damaged and could barely protect its transports, let
alone provide cover for the army. As the siege ground
on, more Tau arrived at the front each day.

General Gauge concluded that the crusade had
stumbled onte a major Tau world and that his resources
were insufficient for the task set them. Plentiful
reinforcements had been promised at the outset but
none had arrived. Inquisitor Grand was all for evacuation
followed by exterminatus, as the Tau were clearly too
dangerous to be allowed to exist. The army had found
the Tau to be honourable adversaries, however, and
there was a marked opposition to such an extreme
sanction within the high cormmand. While the crusader
council of war was paralysed by internal debate,
General Gauge acted. He formed the Titans up with the
Brimlock regiments and attempted to force the river line
down the right flank, trapping the Tau against the sea. As
preparation, his arillery pounded other sectors and the
Imperial Navy fighters began an offensive against Tau

st wgirfields that was costly but kept Tau flyers from the front.

The Imperial strike force took their primary objective in

the first few hours — a town containing a bridge, and
achieved complete surprise. As the assault continued, it
was countered by ultra-mobile Tau units deployed from
the ubiquitous Manta missile destroyers. For the rest of
the day, a running battle was fought through the Dal'yth
suburbs which ended with the Imperium a mere five
miles away from trapping tens of thousands of Tauw.
Cwvernight, the Tau troops disengaged and fell back to
another defensive line beyond Gel'bryn. By the morning
the Tau were gone and, while the city itself was infested
by lurking Kroot, the starport on the outskirts was quickly
sacured,

The starport, combined with the distance which the Tau
had retired, made an excellent opportunity for
evacuation and General Gauge took it. Resistance from
the Inquisition and Adeptus Astartes was overruled by
the arrival of an express order from Inquisitor Kryptman
o return to Brimlock with all available forces. The Tau
sensibly realised that getting in the way would serve no
sane purpose and parleys held under flags of truce were
honoured by both sides. The first seeds of cooperation
were sown, though these would take time to bloom in
the aftermath of such a brutal conilict.

The Imperium had leamed to respect the Tau skills of
war and the Tau had discovered the true scale and
bitterness of a galaxy that they had previously thaught to
be theirs for the taking.
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Thc three Fire warriors gathered in the centre of the
b

attle dome, their Crisis battlesuits standing inert
behind them. Each was stripped to the waist, bare chests
slick with blood and sweat. The team leader, Vre'myar,
stepped forward and drew a glittering knife from a lovingly
tooled scabbard. The bonding knife had been made by
Fiovre Fal'shia Gwial specifically for the Ta'lissera ritual
and was a work of art as much as a weapon. Vie'myar looked
into the faces of his two fellow warriors, his new family.
They had fought together for eight years and he knew the
strengths and skills of both better than they did themselves.
Today they had survived their second Trial by Fire and
unanimously decided that the time was right to perform the
bonding ritual. The air in the dome was hot following the
battle drills, hundreds of the Shas gathering to witness
them perform the Ta'lissera. By doing this they were
sacrificing their own desives and individuality within the
empire for the sake of this band of warriors, for the Greater
Good. Vre'myar felt the weight of the bonding knife in his
hand, very aware of the responsibility it represented. The
blood of his brothers-ta-be would soon coat its blade with a
ruddy red sheen and the enormity of what they were about
to do both thrilled and scared him.

“Come on then Vre'myar,” said Ui'rash'va, “Let us do this
before we all die of old age and the Ey'husa gets cold.”

“Aye,” agreed Ui'lyr'sa wryly, “before the Shas'e]l think we
have lost our nerve”

Vre'myar smiled, raizing the knife before him. He tarned to
his brothers and placed the tip of the hlade in the centre of
Uiragh'va's chest,

“By the power of my blood and the blood of my fellow
warriors, | pledgze that we shall be forever hound as
brothers,” said Vre'myar, repeating the
Communion. He looked Ui'rash’va in the eyves and pressed
the knife point into his skin. Blood streamed fron
friend’s chest, running down the blade and dripping
the Elahnratel:.r carved handle. The veteran w:;.rnurj.ﬂi‘ 1
flinch as the blade sliced downwards, carving the symbol of
the Vior'la sept into the meat of his flesh. Vre’myar nodded
and said, “Wy life is your life, your life is my life, What we do

“now, we do together. [ have no place outside this band and

all that I do from this moment is in its name.” As he spoke
the words, an immense contentment settled upon him and
he felt fierce pride swell within his chest. Uirash'ya nodded
in understanding, beads of sweat dripping from his
forehead.

Wre'myar finished cutting and stepped back. “MNot that had
was it Ui'rash'va?™

“T have felt worse,” admitted the F1re warrior placing his !

hand on Vre'myar’s shoulder. “Well done.®

Pledge of -

Vre'myar repeated the ritual with Uilyr'sa and handed the
blade to his friend upon its completion, eagerly avaiting his
own scarring. He nodded to Ui'lyr'sa as he felt the blade
pierce his skin, bunching his fists as the blade cut into him,
The pain was great, but the honour of what they were doing
made such concerns irrelevant. At last it was over and,
breathless, Vre'myar took the bonding knife back from
Ui'lvr'sa, standing before each of his fellows in turn and
slashing the blade diagonally across their palms. He cleaned
the blade before sheathing it in its scabbard and extended his
arms, The group linked hands and, in unison, said, “Let all
bear witness to this Ta'lissera. Like the eternal circle, these
bonds shall never be broken. For so as long as one of us
remains alive, so too do the others. There iz no one Tau
ahove another; all are as one and the whole shall be greater
than the sum of its parts.”

The three Fire warriors released their hold on one another'’s
hands and knelt to pick up ceramic bowls at their feet, steam
curling from the hot liguid within, Ui'rash'va said, “Best to
take Ky husa in a single gulp,” and threw the hot spirit down
his throat. Vre'myar and Uillyr'sa gasped as the liguid fire
burned its way down their gullets, a huge

cheer echoing around the dome as the

assembled warriors honoured
them, and Vre'myar could
remember no  finer
teeling.
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1 hawve followed the myriad potential futures of the Tau with great interess,
Though barchy even striplings compared to us, | feel a strange protectivensss i |
towards them, In time | believe they will exceed even our greatest leats and ]
master the darkness within their souls.”

ELORAD LLTH=RRAN, FRRSEER OF LLTHLUE CRESTLLORLD
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MISSION: HOSTAGE SITURARTION
OVERVIELLU
A Tau Ethereal has had to crash-land over a warzoneg, He is an Aun'o and cannot be allowed to be captured
or killed, Fortunately, his ship was equipped with a survival pod with a powerful force field that will ensure the
Aun'o's survival until its power source is exhausted. Unfortunately, it has been detected by one of the enemy

farces on the planet, The Tau force must land and secure the safety of the Aun'oc before the survival pod is
breached.

SCENARIO SPECIAL RULES
Reserves, Deep Strike, Random Game Length, plus Night Fight on the roll of a 4+ on 1DE&.

SET-LUP =-3

1. A counter or model representing the survival pod
is placed in the absoclute centre of the table.

2. The Tau player deploys his entire army by Deep
Strike on Turn 1. Even those troops that may not

Deep Strike normally can do so in this mission. 1 @) oE
TAU SURYIVAL FPOD

3. The non-Tau player's entire army starts in
reserve and gets first turn. They enter from a single
random fable edge. Any units able to Deep Strike
may do so.

S5

MISSION OBJECTIVE

When the random game length expires, the force field around the Tau survival pod collapses and the Ethereal
is either rescued or captured.

Units greater than half strength or undamaged mobile vehicles are needed to capture the pod. Whichever side
has a model or models meeting the criteria nearest to the survival pod at the end of the game wins.

RESERVES
See Set-up.
The non-Tau player starts in reserve.

GAME LENGTH

The game lasts for a random number of turns
(see the Scenario special rules in the Warhammer
40,000 rulebook).

LINE OF RETREAT

Any non-Tau unit forced to fall back does so
towards the table edge by which it entered the
table.

Any Tau unit forced to fall back does so towards
the ocpposite edge.
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AND TECHNOLOGICAL HEREST OF THE TAU RACE,

i

EVOLUTION

I W:rm”ilicnm:nfcnuim [BEING MADE WiTH THE -

| XENDS KNOWM AS TAU, T 15 RECOMING INCREASINGLY |

[ APPARENT THAT, WITH THE EXCERTION OF TrRAMIDS,
| THIS RACE HAS DISPLAYED A RISE TG PROMINENGE
| UHLIKE AHY OTHER. THE FIRST RECORDED CONTACT
WITH THE TAY, SOME SIX THOUSAND YEARS AGO,
FOUND THEM IN A PRIMITIVE STATE, HAYIKG OMLY
RECEHTLY MASTERED THE USE OF SIMPLE CLUBS AMD
FIRE. FURTHER INFORMATION |15 EXTREMELY SCARCE AS
THE FLAHET APFEARS TO HAVE BEEN |SOLATED FOR
MAHY THOUSAWDS OF YEARS BY WAERFP STORMS OF
UNUSUAL FEROCITY AND OURATIGN. RENEWED
CONTACT HAS REVEALED AN EVOLUTIONARY LEAF FAR
BEVOMD WHAT WOULD NORMALLY BE EXPECTED.
SIMCE THEY WERE FIRST CATALOGUED, THE TAU HAVE
PROGRESSED TO A TECHROLOGICAL LEVEL THAT, WHILE
OEVIOUSLY MOT AS EMLIGHTEHED AS THAT OF OUR
OWH BLESSED ORDER, IS MEVERTHELESS HIGHLY
ADWANCED. DEUS EX MECHANICUS, ALL FRAISE TO THE
CHANISSLAHL

| HAYE UNDERTAKEM THIS STUDY TO DEDUCE THE
QRIGIN OF THE TAU IM DORDER TO DISCOVER WHETHER
THI% PROGRESSION IS THE RESULT OF MATURAL
SELECTION ©OR SOME OTHER EXTERMAL FORCE.
HATURAL SELECTION |5 AN EVOLUTIONARY MECHAMISM
THAT TAKES FLACE WHEN SELECTED INDIYVIDUALS OF A
POPULATION ARE BETTER ABLE TO ADAFT TO THEIR
EMYIRONMENT AND, CONSEQUENTLY, FRODUCE MORE
QFFSPRING. MATURE ULTIMATELY SELECTS THOSE
INDIVIDUVALS WITH THE TRAITS MOST LIKELY TO

SURVIVE INTO ADULTHOOD AND REFRODUCE.

AS & COMSEQUENCE, THE RESULTING EYOLUTION 15 50
GRAGUAL AS TO BE ALMOST IMPOSSIBLE TO DETECT IN
CHLY A FEW GEHERATIONS, HOWEVER, IH THE SASE OF
THE TAU THERE IS EVIGEMCE TO SUGGEST THAT THEIR
SPECIES UMDERWENT SHORT PERIODS OF ULTRA-RAPID
CHAMGE. WE CAH OHLY GUESS WHAT CAUSED THESE
CHANGES, FERHAPS CLIMATALOGICAL WYARIANCE,
ALTERED FEEGING FATTERHS OF PREDATORS, FOOD
SUPFLY OR SOME UHKNOWN EXTERMAL FACTOR {SEE
ATTACHED GRAPH AD/MECH3Z). THE RESULT woOuULD
BE 4H ACCELERATED RATE OF CHANGE IH GEHE POGL
FREQUENCIES OF THE TRAITS THAY BECAME MOST
FAYOURED BY THE MEW EHVIROMMEHTAL CONGITIONS,

IT I5 MOW QUITE APFAREMT THAT THE EVOLUTIONARY
HISTORY OF THE TAU |5 EXTREMELY COMPLICATED.
DIFFERENT SUB-SPECIES HAYE EVOLVED AT DIFFEREHT
FAATES AMD THOSE RATES HAYE CHAMGED THROUGH
TIME IN RESPOMSE TO COMPLEX PATTERMS OF
INTERACTION WITH OTHER SPECIES AND
ENYIRONMENTAL FACTORS. WHAT THESE INTERACTIONS

'WERE WE CAN OMLY GUESS AT, GIVEH THE LITTLE
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|_INTD TWO OR MORE SUB-SPECIES AS GROUFS ABAPT T0

THEIE DYSTINGT EMYIRONMENMT. | BELIEVE THAT THE

TIRITIAL STEP |5 THE SEFARATION CF A& SFECIES [HTO

DISTIHCT BREEDING POFULATIONE WHICH |COULD
OCCUR S A RESULT OF GEOGRAFHIC) OR |SODCIAL
1SOLATION. OVER TIME, THE| GENE FOOLS OF THE
ISALATED GROUPS WOULD DIVERSE FROM|EATH OTHER
BY GRADUALLY ACQUIRING RANDOM MUTATIOMNS OR AS
A RESULT OF GENETIC] DHIFT. TH OTHER WORDS,
HATURE SELECTS DIFFEREHT TRAITS TO EXIST WITHIN
THE GQEHE FOOL OF THE DIFFERENT POPULATIONS.
OVER TIME, THE POPULATIGHS GEHETICALLY DIVERGE
EMOUGH 50 THAT, TO ALL INTEMTS AND PURPOSES,
THEY BECOME SEFARATE SUB-SFECIES. OHE WoulD
NORMALLY EXPECT THIS FROCESS TO TAKE MILLIONS OF
YEARS, BUT EYIDEMCE OF SYHTHETIC FROTEIHS AND
AMING ACID CHAINS WITHIH THE TEST SURIECT'S
INTERMAL ORGAMS LEADS ME TO BELIEYE THAT THIS
PROCESS MAY HMAVE BEEM ACCELERATED SOMEHDW.
How THIS HERESY AGAINST MATURE COULD HAVE
OCCURRED 15 BEYOND THE SCOPE OF THIS DOCUMENT
AMD A MYSTERY | LEAVE TO OTHER, MORE QUALIFIED
INVESTIGATORS.

TECHNOLOGY

THE HERESY OF THLSE ALIENS REACHES ITS TEMITH
WHEH OME LOOKS AT THEIR TECHROLOGY. WHILE,
ADMITTEDLY, ITS PERFORMAHCE CAM MATCH AND
DOCCASIOMHALLY EXCEED THAT OF |MPERIAL
IT DESPLAYS HOME QF THE PROFER
DBESIAKRCES TO THE HOLY SPIRIT OF THE MACHIHE
‘GOD. SUCH EFFROMTERY | CAN SCARCE BELIEYE AND |
RECOMMEND THAT ALL RECOVERED TAU ARTEFALTS BE
DESTACYED (IM ACCORDAHCE 'WITH ADEPTUS
MECHANICUS MMRECTIVE ADMECHGE6). IT 1S ON THE

MANUFACTURE,

AD/MECHIZ EVOLUTIONARY PR
AS AFFECTED BY RAPIDLY CHAHGIHG
CHYIHRONMENTAL CONDITIONS
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TEWHEN SUCH
| TECHHOLOGY FINDS [ITS WAY INTO | THE HAMDS OF

|MORE DIFFICULT TO  EMFORCE
THOSE IM POSITIONS OF AUTHORITY OR ARE DIFFICULT
| T TRACE. ‘ONE/EXAMFLE IS THE HUNTING RIG OF THE
50 CALLED *5PYRE HUNTER® GAMGS FOUKD IN THE
HECROMUNDA HIVE COMRLEXES (CF: ORDO NEMOS
TFILE]  A2S3I/ALIEN  TECHHOLOGYE)  THESE
ARISTOCRATIC |WE'ER-DOTWELLS WEAR ARMOURED
BATTLESUITS SAID TO BE SELF SUSTAINING, SELF
'REFAIRIHG AHD FULLY CAPATLE OF RECORDMNG THE
WEARER'S EVERY ACTIOH. THE IMPLICATIONS OF THIS
LAST FACILITY ARE TRULY HORRIFYING, DOES THIS
INFORMATION RETURN T3 THE TAU? HAVE THESE
ALIEMS BEEN TECHNOLOGICAL
ABOMIMATIONS TO SFY ON OUR CITIES FOR ALL THESE

USING | THESE
YEARST IT 15 IMPERATIVE THAT THESE GANGS EE MADE
TG HAHD OYER THEIR HUNTING RIG5 LEST THE Tau
GARMER EVEN MORE INFORMATION GOMCERMIMG THE
IMPERIUM.

THE IHSIDIOUS IHFLUEKCE OF THESE ALIEHS SHOULD
MOT BE UMDERESTIMATED. THEIR TECHHOLOGY HAS
ALREADY SPREAD TO WORLDS DEEF WITHIN THE
SEGMENTUM SOLAR AHD PERHAPS TO HOLY TERRA
IT3ELF l;'.rHUU'EH SURELY WO LOYAL CITIZEN COULD
FOSSIBLY COUNTENAMCE SUCH BLASPHEMY). THOUGH
IT IS HOT 'WITHIN MY PURVIEW TS ADYISE OM IMPERLAL
POLICY, | URSE THE RECIFIENTS OF THIS DOCUMENT TO
PURSUE THE PERSECUTIGH OF THESE DEVIANT ALIENS
'WITH THE UTMOST VISOUR WHEREVER EMCOUNTERED.

YOUR HUMBLE SERWAMT,

GEMETOR SECUNDUS, ZACHARY SANTIAGO
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~ TAU SEPTS

A Tau's name confains a great deal of information regarding his place in society, his home world and individual
| achievements. Following his caste and rank, the third part of a Tau's name is the sept, or system, he hails from. An
individual's sept carries a number of subtle meanings and implications regarding the Tau’s personality and skills. For

example, Tau from one of the elder worlds, the Tau home world or their first colonies, are considered to be erudite and
| cultured by implication, whereas those from the younger, outlying septs are reckoned to be more vigorous and

pragmatic. While these may be considered to be very general traits, there are some worlds or sepls which carry more
s gpecific meanings, such as Tolku, which is renowned as a cenfre of administrative training, and many Tau from this
world become skilled diplomats and negotiators. The most famous Tau sepis and the characteristics commonly
associated with them are listed below.
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ASSOCIRTED TRAITS SEPTS ASSOCIATED TRRITS

The Tau home waorld. As the Eldest DALYTH A very cosmopolitan world where trade

Sept, Tau from here are considered '.I is valued as much as conguest. Tau

especially learned and wisea. — fram this world welcome off-worlders

=— and, as such, the world has seen the

The first off-world colony of the empire, Uggieel= T ElLon e < L

Tau from this world are considered to Watar caslﬂl merchants and traders

be pioneering and often lead come from this sept.

exploratory missions throughout Tau SHCER One of the hottest and most densely

Space. m populated Tau worlds, this sept has a
H : ; greater proportion of Fire warriors than

Wior'la ﬂrblt$. a blnaryl sta_r _and " almost any other and is highly

transllatas as ‘hot-blooded’. This is a militarised. Those hailing from Sa'cea

notorious  Fire caste world whose are regarded as particularly disciplined

warriors are especially aggressive and and honourable warriors.

skilled in the ans of death. The oldest

and most respected of the Fire caste BORKCAN A centre of leaming and academia. with

academies was founded here many ~{ many universities and research

canturies ago. .’ facilities. A high percentage of the Fio

: . i i caste come from this world.
Meaning ‘twin moons’ and isolated for
many years from the main body of the FRL=HIA The Fio caste members of this world

Tau empire, the Tau on this world
regressed to a more basic level of
technology. Though they have since
regained their place in the empire, the
inhabitants are still regarded as
somewhat rustic and backwards.

COMMONLY ASSOCIATED TRAITS

are famed for the quality of their
artisans and their work is much sought
after. Many of the most important Tau
technological innovations have come
from this world, and Tau from this sept
are regarded as great problem solvers.

Well known as a verdant and beautiful sept where those Tau able to move freely throughout the empire
may spend their free time relaxing. Tau from this world are known for their easygoing attitude to their
duty to the empire and other Tau often regard them as lazy.

Renowned for the quantity and quality of their poetry and artwork, Tau from this sept are regarded as
intellectuals and are well respected for their creativenass.

Situated near the Perdus Rift, this sept has suffered a great deal at the hands of all manner of alien
races and, as such, the inhabitants have become mistrustful of those not known to them. These Tau
are held to be solemn and taciturn, unfriendly and sometimes openly hostile to alien races.

For reasons unknown, this world was voluntarily abandoned by the Tau nearly half a century ago. The
few remaining Tau from N'dras are regarded as being untrustworthy and are generally of quicker
temper and brooding countenance.

Known for the sage counsel, debating and diplomatic skills of its Ethereal caste members, many of
those Tau who have had successful dealings with alien species originate from this world.

On the frontier of Tau space, this world has suffered depredations from Orks and other piratical races,
and its inhabitants are seen as tenacious and hardy, practical and courageous.

Known as the world ‘between spheres’, members of the Kor caste have a long tradition on this planet,
providing the majority of the pilots and ship crew for the early Tau expansion into space,



