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Greatings, Commander, to this sacred text that will help you to further the Greater Good of the Tau
empire. This book will guide you in collecting, palnting and gaming with a Tau force in the

Warhammar 40,000 game. The Tau way of war Is efficient and deadly, combining the hi-tech
wargear and weapons of the Tau with the specialised skills of their allles, the Kroot and the Vespid.

A Tau commander recognises the =skills and akilities of all thase under his command and uses

them to fearsome effect.

THE TRU EMPIRE

The alien race known as the Tau inhabit an area of
space near the Eastemn Fringe of the galaxy and arc a
young, dynamic race, with highly advanced weaponry
and technology. Though less than two thousand years
old, their fledgling empire is rapidly expanding into space
and encountering all the elder races of the galaxy. In
galactic terms, their empirg is small, based around a
densely packed globular cluster of stars, which enables
the Tau to travel between them withoul many of lhe
dangers normally associated with warp travel. The Tau
empire also encompasses several alien races who have
been subsumed into the empire voluntarily or whose
genvices are bought through trade agreements.

Tau civilisation is based around a rigid syslem of castes,
each relating (o the four elements of nalure = fire, watear,
air and earth — which diclale a Tau's parlicular role within
their sociely, be il warrior, bureaucral, pilot or workar,
Their rulers form a mystanous fifth caste, translated as
the Ethersals, wha bind tha other castes together. The
Tau empira is undeminned by the concept that it is only
right and nobla for the individual to set their own desires

= aside to work fogether for the greater good of the
,ampire. Chverall, they're very good at it too.

Unlike most alien races which Humanily has
encountered, the Tau are not overtly hostile, though they
will fight fiercely to protect those lerrilories they have
claimed as their own. The sheer dynamism of the Tau is
pushing them further into occupied areas of the galaxy
and this has inevitably broughtl them inle conflict with
both Hurmans and ather alien races.

WHY COLLECT
A TAU ARNMY™

The Tau are a very stylish and powerful army with many
specialised troops at their disposal. Their main slrength
and appeal lies in the differenl lypes of battlesut
equipped warriors. These highly mobile warnors ara
hardened veterans and their balllesuils are capahla of
mounting a fearsome array of lirepower. Combinad with
their exceptional armour prolection, this makes tham
very difficult to take oul with mosl troopers' hasic
weapons. IT you're looking lor a manosuvrable army that
can pack & heavy punch while being able to soak up the
enemy's return fire, than the Tau are the force for you.
Tau lechnology is highly advanced with many exciting
devices and upgrades with which you can equip the
balllesuits to furthar enhancea thair ability to deal death.

Tau Fire Warriars are courageous fighters with salid
leadars, and if a mamber of the Ethereal caste
actcompanias them, their confidence and self belief will
kaap them tighting in the face of insurmountable odds,
lhe Tau dislike close combat preferring to destroy
their enemies at long range with hi-tech weaponry as
they ara naithar particularly strong ner tough. When the
fiphting is likely to get close and bloody, the Tau can
call upon allies in the shape of the Kroot and the
Wespid. The Kroot are ferocious carnivores employed
as mercenaries and are capable of holding their own
against most opponents. The Vespid are nimble
insectoids, whose swift wings allow them to outflank
and pin down the enemy while the Tau move into
position for the killing blow.

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 ather you have
the allies, with their large arcas of flesh or chitin to
colour. Even basic painting technigues will guickly
produce a battle-ready force, giving you the chance Lo
build a playable army guickly and easily, and begin 1o
expand the frontiers of the glorious Tau empire. May
the Ethersals guide you, Commander.

For even more advice on collecting, painting and gaming
with a Tau force, log on to our website al:

www.games-workshop.com
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" Far from Terra, in the eastern reaches of the galaxy, lies the empire of the Tau. Though not extensive,
it encompasses a region of space some three hundred light years In diameter, with the Tau homewarld
! at its centre, and just over 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, baraly
six thousand years old, yet they are highly advanced technologically and their empire is expanding
rapidly, pushing further Into space with growing self-confidence.

DISCOVERY

The first Imperial contact with the Tao race came n 783035,

A whan tha Adeplus Mechanicus Exploalor vessel, Land's

¢ i Vision, discovered and categorised what is now their
ﬁ‘ homeword of T'au. Initial investigations revealed the planat
i to be dry and arid with few lush areas and an abundance of

nceanic, asnal and eresinal genomorphis, The Tirst Adeptus
m Mechanicus leams o 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 existeance and the world was
marmarked for muline cleansing and colonisation, Seeding
ships were despatched to begin the colonisation of T'au but,
before they ardved, freak warp storms of unimaginable fury
enqulfed them and, despite the prasenca of highly skilled
navigators and captaing, every vessel in lhe colony lleel was
o=l Ralher than simply blowing themselves out, the warp
stonms continued to make space travel impossible for light
years in all directions, and marvy whispared that this was &
sign that the planet was cursed. In any case, e Impenum
s00n had 1o wm ils altention o mone pressing concems,

The 3615t High Lord of the Administratum, Goge Wandire,
had proved to be a paranoid megalomaniac and led the
Imperium into one of the blondiest pericds in its war-lom
history, fhe Age of Apostasy. However, 1his is not the place to
speak of Vandines Reign of Blood. Suffice to say
that he was eventually overthrown and sfability
restored to the Impenum whan Sebashan
Thor was elected Ecclesiarch., The
rebuilding of the Impernium was to take
many hundreds of years and,
while this work was under way,
the warp storms cutling T'au off
from Imperial seruting
confinued to rage, concealing
the nascent developrent of
the Tau raca.




RADVANCED EVOLUTION

On the forgollen backwater of T'au, the species first
catalogued by the Adoptus Meochanicus grewy blgner and
stronger, some plains tribes migrating furthar and furthar
afield as hunting grounds grew scarcer noresponse o the
increasing populalion. &s the centuries passed, each branch
of the Tau began developing in their ovwn way, displaying a
unique  talent for rapidly adapting to their chosen
enviranment. High on izalated mountain peaks, Tau sodred
on thermals, rising up from the hol plains on thin,
membranous wings, and found plentiful employment
amongst the othor Tau as messangers and scouts. Those
whase migrations had carred them to lush rver valleys
hegan astablishing weall-constructed Tarming  communities,
devekoping their metalurgical, tool-making and mining skills
lo create the first Tau setiemeonts. Others realised that
ditferent communitics could produce what they cauld nat and
negotiated trade agraements betwean the disparale nbes,
recognising the inherent valug inoeach others” skills, The
larger Taw who remained on the plains grow stronger stil,
becoming skilful and aggressive hunters. They fook what
they wanted and if they had to fight in honourabils bettle to get
it, s much the hettar.

For some unknown reason, technological innovation was at
a more accelerated pace than would narmally be expected
for a newly emengant race. The Tau who had begun building
the first communities quickly escalated o use leriresses and
simpla Black powder weapons o defend their settlemeonts
frorn marauding ibes of plains dwellers allied with the Tau of
the air, Trade routes were cut and the Tau who negotiated
hetwean the various tibes weare attackad bo prevent slliances
from heing formed. Soon vast interlibal wars ravaged the
man conlinent, with Tau tribes turning on each other in
savage batbes utilising primitive fireanms. The wars draggad
. an far many years, thausands dying on avary side and with
| na end tothe slaughter in sight. Squalid condiions cawsed by
' tha fighting and & lack of fresh food and water allowed a
virulerl plagus to spread rapidly across the continent unti
more Tau wenz dying of disease than ware being killad in
battle, As the savanerny of tha fighting escalated, it seemed a5
thomh the Tau race would surely extinguish itsell in the fires
ol ik cwert b bewily,

THE ETHERERALS

Thi Tau nove entered their darkest age, when the entire race
was being destroyed by war and disease. As the 37th
millanniurm drew to A closa, many strange porlents and
- omens were observed, such as lickerng lights in the night
sy and hali-glimpsed figures in the mountains. Many
© pelioved that these were signs that they were living in the last
“days; that extinction was nigh. "Tha Ethareals of Fio'taun’ s
£ one of the foremast legends amongsl the Tau and s of how
Abweir race was pulled back from the brink of annibilation.

- The legend tells that on a mountain plateau called Ficttaun,
an H‘-Hanoe of plains dwellers and Air Tau laid zisge o the
mightiest fortress-city of the builder Tau. Mearly seven
“thousand beings dwell in the great citadel and, in vain,

- the traders attermpted to negotiate with the plains
wartors. Their blood was afire and they
would brook no settlerment save  Lhal
deliversd al the end of a rifle. For five
seasons the cannons of Fia'taun held
the attackers at bay, but supplies wers

4 thovisand Bhras connact each of us vath our tellow
Tau and alng thase fhras our deeds run 85 cHUSES
which coma hack o us as effects. Everyifing we o
midsl ba in furtherance of the Gresler Good lesl we
rafurn to e Montaw, the Terron”
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low and disease was rile within the city walls. As night fell
upon another bloody day's fighting, the leaders within
Fic'taun prayed for a miracke. Litle did they krow that on this
night thair prayars would be answerad,

Emerging lrom the darkness, a Tau of unusual appearance i
walked infto the besiegers’ camp, asking to ses the army's f.&. # ;
commander. He was softly spoken, yet it is said that ha had § P
an undeniakle authority and the sentrigs o whom he had - 8
announced himsell found hemselves compelled o oscort i
hirm 1o their leader. At the same time, within the
walls of Fio'taun, a similar Iindividual presented
himself to the guards, How he had penatrated

the defences of tha city he would net say, all

hie asked was thal he be allowed 1o speak to

the castellan of the fortress. Again, his
request could not be denied and

he was permittad an audiance

with the city's leader. Within : #v_p'.
lhe hour, the fortress gatos '
were opened, the stranger
guiding the citadels leaders
towards the torchlit camp of
their allackers.




As the gates openad, they were met by a party from their
enamy, led by & figure who was the stranger's fwin in all
respecls. The two newcomers called themsalves Elhersels
and bade the others sit. Bensath & maiden moon of purest
white, they began to speak, explaining that the talents of
gach of the tnbes could be hamessed. They spoke of a
Graater Good that could be achieved if thay would pul aside
their warlike ways and work fogethar. The two strangers
talked through the night, their words carrying groat power,
and as the sun crested the horzon, a tuce was agresd
hetwaan the warring factions.

Fig'taun was just the beginning. Soon, more of the
Ethereals emerged and the message of peace and
Greater Good began lo spread to every corner of tha
glohe, the ballles slowly dying out as the new philosophy
took hold, Within the space of 3 year, the wars were over
and the Tau flourished like never before. Well-
constructed townsz and cities sprang up
throughoul the contingnt, commerce routes wara
re-eslablished by the traders and communications
maintained by the Air Tau. The warriors of the
plains wera tha hardest to convince that this was
the way forward, bul as they saw the civilised
wondars being created by the other castes, they
Tinally agreed to the Ethersals’ antraaties thal they
‘become honour bound defenders of the Tauw. It was
decread that from that day forth each of the tribes
would be known by the element that most hefittad its
mila in the Greater Good. The builders and arlisans
* would be the Earth caste, the tradars the Waler caste,
e messengers and scouts would become the Alr
caste whila the warriors of the plaing would be knawn as
‘the Fire casle. Having saved the Tau from a slow
racial extinction, the Ftheresals were revered
with the utmaost devotion by the other castes,
hinding and guiding them as they looked
towards the future with a new found
sense of hope.

:

DYNAMIC EXPANSION

The next thousand years saw an unprecedented period of
scientific  discovery and cultural and  philnsophical
advancement. Working together for the Grealer Good
became the comearstone of Tau sociely, the ulimate ideal to
strive for. It anabled the Tau to fully utilise cach caste’s talents
and allowed them to send thelr first rockets into space. 1he
Air casle were heavily involved in the early exploralion of
space and, within a short pariod of time, orbilal communities
were established and-the colonisation of the nearest moan
was well underway. With orbitel docks, larger vessels could
be constructed and Tau ships ventured furhar and further
afigld, with commurities developing on almest every viable
oo, world and planstoid within reach. Air caste astrogators
produced the first stellar maps of nealy celestial bodies,
rawverling thal their homeword kay within a globular clustar of
densely packed stars. The attendant risks af novae and
supemovae prompted further sxpansion and the Earth caste
began the construction of even larger colany ships.

The expansion of the Tau ermpire continued at an explozive
rale, the Tau making contact with a number of alien races
and, despite the destruction ot several ships, the empig
continued to advanca. Many less advanced alien races were
incorporatad within ils borders and most of these Wum
hecame parl of the Tau empire. The Crks wers a o ;
exception to this and the Tau fought many baltles with the
Groenskine hefore finally atmndwﬂng their atternpts to
subsumea them into the empife. After the successful
navigation of & warp rifl, the Etheregls and Alr caste worked
to refine the technique of travelling thraugh warp space bul,
without the spocialised mutation of the Mawvigalor gene, their
colory ships could anly make shol “hops' into warp space,
skimming the edges of lhe Immaterium. With the tighthy
packed nalure of the Tau empire, this did nof prove to be a
problem and protected them from many of e inherent
dangers of wang travel

Given their limited exposure o the Warp, the Tau faund it
difficultt to comprehend the hallucinogenic effects # had on
olher races and the terrible threat it could represent 10
psykers. Such talents were & mystary o the Tau as they had
ro psychic ahilities whatsoever, their minds barely even
registaring in the Warp at all,

Seon he Tau empire stretched aver a lifle mona than three

' hundfed light years and incomporated sight heavily setiled

formed the hub of the
waypoints establishad

s known as sapts. |[he
i Wllh colarn :s, oulposts.
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It is ret o techralogy that wall enable us to prevail in
this gataxy. It is our shared sense of ronour and
commaonality of cause that unites us and will give ug
the power to deteaf our enermies.”
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The Tau quickly cama to racogrisa the value of integrating
other races nle their empire, Within scant decades of
making contact with the first such races, alien subjocts
were being granted roles of responsibility within Tau
snciety, Some aliens integrated because they had litle
altarnative, others because they saw genuing benelil o
doing s0. A small number, it was believed, might one day
come to recognise the Greater Good, and bow down to the
Ethereals like the Tau themselves. The Tau waould be first
among cquals. Such became the draam of the Tau empire.

IMPERIAL CONTRCT

With such rapid expansion of their empire, it was anly a
matter of time until Tau colony ships entarad Impanium
controllad space. System defence ships stationed &l
Devlan in the Ullima Segmentum detected the arrival of
an alien wesscl that did not halt at the designated
checkpoints, and immediately attacked it. Unpreparad for
such an aggressiva responsa, the Tau ship Had, but was
unanle to make good ils escape as mpenal Navy ships
surmmened by the planetary governor destroyed it in an
engagement at the system's edge. An Imperial
investigation was launched inta this technologically
advanced race when Adeptus Mechamocus Genelors
discovered thal genetic samples taken from the corpses
on the alien ship matched those of the primitive xenos
discoverad six millennia befare by Lang's Vision.

Further, less vinlent contact with the Tau was made by
Hogue Traders d@nd merchants exploing the darkness of
the Eastern Fringes, Far from the guiding light of the
Astronomican; warp travel so farin the galactic sast was
* treacherous and word of such contact was slow o filter

back o the Admimstratum. Members of the Waler casle
had established trade agreements with Impedal words on
the frontier and exchanges of goads and technaology were
commeon. Alarmeard by the threat of alien contamination, the
Adminestraturm readied a suilable response and, slmosl &
century later, the Damocles Grusade smashed into Tau
space, destraying several autlying settlernents and pushing
deep into the Tau empire. Howewver, when the Imperial fleat
reachad the sapt of Dal'yth, the crusade ground to a bloooy
slalemals as the lonmidable numbers and high technalogy
of the Tauw and their Kroot allies thwarted every attempt to
capture the systern. After many manths of terdble fighting,
with nothing gained on aithar side, Imparial commandars
evenlually agreed o requesls rom Lhe Waler casle for
peace talks. The negofiations were successful and the
Imperial flzet withdrew from Tau space, partially in response
to the negligible chance of wvictory, but also due to the
impanding approach of Hive Flest Behemalh. Az the flest
wilhdrew, Tau forces, one of which was led by the infamous
Cornmander Farsight, followed in its wake and retook their
lost worlds, assimilating groups of Human deserers and
reEnagadas in the process.

The Tau empire conlinues o expand ils borders, pushing
envier further into space and establishing colonies on every
wiarld capable of sustaining life. However, a new threat has
arisan in the form of Tyranid splinter fleats from Hive Flaat
Fraken dand the Batlle of lehar 1. Allacks Trom the Tyranids
have fallen upon several Tau words and the terble
danger thesc woracious supcr-predators represent has
fuickly been realised by the Ethereals. As contact is lost
with wet more colonies, the Tau empire girds itself for war.

THE CASTE SYSTEM

As decreed by the Ethereals, Tau society is divided into
four castes, each based on ona of the four elements of
natura. Tau are born into therr caste and  bresding
between the casles is lorbidden by the Elthereals. By use
of the caste system, not only are the Tau performing the
mast kasic form of genetic engineering. but they also
raintorca the individual's beliet that they have a
positicn e Al 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 protact
the aother castas. Canturies of selective
breeding has led W he Fire caste being the
biggest and strongest of the Tau. The Fire warriors are
strongly motivated by a strict code of hanour in battle, but
they ara not mindless thugs. They ses ranged combal as
prateratle to the somewhal brulal allair of close combat.
They are nol naturally equipped for such fights, prefering
o use advanced woaponny rather than brute farce to win
battles. & warrior starts life as a young line troopar, a
Shas'la, and aftar surviving four years ‘on the ling' they
musl take Lheir firsl Trial by Fire, If they survive this ordeal
then they are fit to don the full battlesuit. If they survive a
further four years, they take the second Trial and
successiul participants advance yat turther, & vetaran who
manages to survive yel anolher [our years becomes
eligible Lo lake part ina third Trial if he wishes and, if he is
shill alive by the end, will become a Commander, or
Shas'el. Commanders who survive tour years are allowed
to rafire trom active service, jon the council of advisors
and play & grealer parl in Tau politics, Other than death,
this is the only way to leave the Tau militany.

Earth — The Earth caste are the artisans and

lahourars of the Taw. It is they who build he
machines, erecl the dwellings and provide the

- food for the rest of socicty, Without the Earth
castz, the farms would not produce, the factories wauld sit
idle and the wark would remain undona. Mone of the ather
castes would be able to live withoul lheir continued
pristence. Engineers and scientisls beyond compang, the
Earth caste are responsible for the maintenance of Tau
technology but, unlike the Techpriests of the Imperium, thay
fully understand the workings of therr machines and are
capable of mone han simply reproducing ancient designs,

Water - Water is the clement that can be
found in all living things, flawing continuausly
to allow lite to function, 5o it is that Water
caste members are bureaucrals, polilicians,
negotiators and administrators, They are the merchants

and diplornats, moving in and around the ather castes

to make sure that society functions smoothly. Water

£

caste memhars often adccompany Tau expeditionary
forces to negoliale sale transit through alien systems and
amooth the passage of Tau merchants and colonists.

Air — The Alr caste members weara traditionally

messangars and counars bul now, with the

march of lechnelogy, they are the Tau

equivalent to the Impeorial Mawy. They are
pilots and spaceship crews, transporting goods and
warriors to where they are needed. Thay are the unseesn
force that can lay wasta to towns and cilies, bombarding
thern from orbil. Air casle members live almost entirely
offworld, except for pilots of atmospheric craft (although
frequently they live in orbital stations). Thay are the
invisible  caste, normally  unseen bul o essential
nonetheless.

The Ethereals The Tau word ‘Aun'
translatas variously as the Calestial or
Fthereal caste, and cngnales frem Lhe
TR myslerivus  individuals who  united  the
disparate Tau tribes. These are the rulers of the Tau
cmpire, headed by a council of the wisest Ethareals. Theay
are advised by members of the higheast
families within the ditterent casies, bul
have ultimale sovereignly over all the
Tau. It is speculated that they exer g
some kind of pheromone hased or |
latent psychic control ovar the other
castes, as loyally o the Ethereals is
absolute and unswerving., If an
Ethereal were of such a mind, he
could order another Tau to kill
himsalt and would be obeyed
immedialely. The Adepius ;
Mechanicus and Adeptus o
Arbites are very interested
in this aspect of Tau
cultura._ ..
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The Tauw are a supremely dynamic and enaergetic race. The
principle of the Tau'va — the Greater Good = drives them
ever outwards from their homeworld, into the great
unknown of space. Such expansion has led lo contact
with many alien cultures. The Greater Good requires Lhat
all join together and acknowledge the guidance of the
Etharaal caste, and this includes any and all races with
whom the Tau comea into contact. Perhaps unsurprisingly,
few races are willing to surrender unreservedly, and so the
Fire caste has gone lo war On NUMErUS OCCARIONS.
Those worlds that will not willingly join the empira ara
dragaed to the negotiating table under Ihreal of
annihilation. Those that remain openly defiant face
obitaration under the orbital guns of the Alr caste flect,

The Tau empirsa encompasses a  dense  yet
astrographically small area of space. Many hundreds of
star systermns exist within this region, and an unusually
high proportion harbour an envirenment conducive o lite.
As the Tau steadily expand the borders of their empire,
thay continue to encounter other races. The empire now
BNCOMpAssas over twanty septs — fully developed Tau
systems - and a large number of vassal allen
homeworlds. The populations of these worlde are fully
integrated in lo the empire, sach striving towards the
Graatar Good.

TAU - FIRST
AMONGST EQUALS

At the centre of the empire lies the race's homeweorld,
Tau. Alargely arid world, with shallow, genlle seas and &
wam climate, T'au Is the administrative and spiritual
cantre of the empire. From the Councll of the Highest,
vrders and edicts are issued across the region, orders that
gre followed withoul guestion, for the Ethereal caste

members who issue them are reverad by muntless_

billions, and their wisdom is beyorid doubt.

The highest ranked officials of all the castes assemble al
councils within the glittering domes of Tau, there (o

THE PEROUS RIFT ANOMNRALY

To the galactic north eas! of the Tau empire lies an
area of space long forbidden to the Imperium's
vassels, When the Tau began to cxplore their
region, they too found the Perdus Rift ah area
hazardous o any vessel asllempiing to cross if.
The Rift is an area of space through which tha
corruption of the Immaterivm intrudes wpon the
matarial univarsa, Within this region, the faws of
physics are stretchad o breaking point, time and
space having fithle meaning, Worse, the anomaly
acts as a gateway to clsewhere, through wiich
things fram nightmares may pass. Though
nstarces of such intrusion have, thus far, proven
rare, the forces of nearby Dal'yih hava on sevaral
oecasions been farced to mobilise in response o
a4 sudden incursion of previously  unknown
enarmies through the Fiff. The Ethereals have now
placed an interdiclion urder upon tha ragion, and it
is piqueted at all times by an Air caste fleel, evar
vigiiant against the horrors that lurk beyond.
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receive the wisdom of the Elhereal casle. Fire casta high
commanders, upon whose word the bravest of tha Fire
caste march to war, sit beside Air casle admirals who
command massive conguest and colonisation fleats.
Earth caste planncrs who adminisler enlire worlds
accompany Water caste ambassadors bearing the word of
the Greater Good across the stars. All gather upon T'au Lo
hear the word of the Etherzals, and to enact it, for the
Greator Good of the empire.

THE THREE SPHERES
OF EXPANSION

Key epochs in the history of the Tau empire have been
marked by intense perods of expansion and colonisation.
50 energetic are the Tau as a race that it often appears o
outsiders that they are possessed of some manner ol
manic drive, pushing them ever outwards into space. The
Fira casta largely exemplifies this drive, but it is ever
modarated by the guiding hand of the Ethercals, who
ensure that the race’s dynamism Is employed to the good
of sll. Soma outsiders have offered theorles as to what
rnisfortunes may betall the race should the Ethersals’ grip
on their charges ba lessanad. They point to the events of
the Farsight Enclaves as possible avidence.

The Fire casle Commandar (YShasaerra, called
'‘Shadowsur’, leads the most recent expansion — that of
the Third Sphere. This young lsader raplaced the outcast
Commander O'Shovah as pre-sminent  Fire caste
figurehead. Farsighl's recidivistic actions at the closing of
the Second Phase Expansion are seen by many to ba in
contravention of the Grealer Good. The Second Phase
ended with the establishment of the Farsight Enclaves on
the far side of the Damocles Gulf. ©'Shovah has bean
Blamed for precipitating an unprecedented schism within

the empire by not recalling his forces after the wars there

had drawn to a close,

Thaugh the Third Sphere is yet to become fully
astablished, it has already come to embody the
dynamism inherent in the Tau spirt. Just where this
leavas Commander Farsight and his enclaves remains to
be seen,

ALIEN EMPIRE

When the Tau encounter an alien race. thay inavitably Iook
for those gualities thal may best serve the Greater Good.

" As the Tau harbour an unguenchable contidence in their

own manifest desting, they are utterly detarmined that
their own methods are lhe correct methods. As a
consequence, they tend 1o seek cul those qualifies that
best complemeant their own over those thal run counter to
them. Henee, the Tau do not necessarily seek oul alisns
that exhibit a particular penchant for close combat for
example, regarding them instead as savage and
unsophisticated. They value aliens with broadly similar
methads to themselves - hence the stealthy Krool
complemant the Tau's Pathfinders and the Vespid work
admirably alongside Crisis teams. This principle is camied
over into many aspects of Tau society. Many and varied
aliens are fto ha found working alongside their Tad
oversesrs in population centres across the length of the
BITpira.
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‘military action could have taken it, unlil a swathe of worlds

THE TAU & HUNMANITY

Exactly when the Tau empire and the Imperium of Man
first came into contact with one another is nigh impossible
to discam, for each was slow o recognise the nature of
the other, For the Tau's par, it was fringe. dissident or
overtly renegade elements of Humanity that they hrst
cpcounterad, in the form of Free Caplains and pirates Rogue Trader Guameis
across the coreward borders of the Damocles Gulf, Initial
contacts ranged [rom Triendly negotiations and trade to
outright hostility, It was some time before the Water casta

it is well that they are known ag tha Waler casie, One
might as well iy tn nall tha sea to the wall gz pin thom
down with a4 stealght answer. They flow aroud pour
wards untl thay waar you dowr, ke The lnokle of wator
that owvar tima will split the rock,”

came to grasp the fact that the Humans they had insight inte its methods. More importantly. the Tau had

encounterad were meraly the forgolen outcasts of an learned that those disenfranchised and rajected by the = i

incomprehensively vasl galactic empire, 3o vast, in fact, Imperium could be manipulated. Surely, they reasoned,

that any overt aggression on the part of the Tau might laad nn matter its size, no power so (ractured could ultimately

1o their fledgling empire’s complete destruction. stand before the m_al‘ufestr destiny of the Tau. and the :
Grealer Good of their empire. P

Though many of the mora passionate leaders of the Fire
caste called for a war of conguest, the Ethercals issued
their inalructions for the integration of the Human
Imperium inte the Tau empire. The Watar caste ware 1o
atign themselves with nearby dissident Human factions, -
and owver the course of several decades of pationt
negotiations insinuale lhemselves into the cours of
several dezen Imperial Commandears. The influenca of tha
Taw spread further and more rapidly than any amounl of

wara trading with the Tau in preference to the Imperium’s
trade carlels. Alien goods and technology flowed through
the markets of these border warlds in blatant contradiction
of the ancient laws of the Impearium. Tha second phase of -
the Ethereals’ instructions was ready o be instigated, :&ﬁf;_ &

Upon a score of worlds, Water caste envoys it
whispered long-rehearsed words into willing

cars. The seeds of rebellion had long bean
cUltivated, and now bora fruil as each lmperial
Commander declarsd himself nd of the shackles of
the Imperium’s mle. In the ensuing power vacuum, “ 95 -
the Tau expanded, claiming for thameselves thosa &80~
worlds that came to be known as the Farsight
Enclaves. :

The Imperium’s response was unusually swift,
yet eharacteristically brutal. War was declarad,
and the Damocles Gulf Crusade launched.
Within a short period, the Tau's influsnce was
pushad back across lhe Damocles Gulf, but
only al great cost to the Human armies. In
time, the momentum of the Imperium’s
armies was spent, and more prassing
concarme callad  for Ctheir  hasty
deploymient.

An ungasy peace descended
across the war-torn  border
sactors. The |miperum had
damonstrated  but  the
merest fraction of its size

and power, yet the Tau

had gained invaluable



. THE TAU ART OF WAR " |

il ol The: Fire caste are the specialist warrlor caste of the Tau - they have always been sturdler and more

i aggressiva than the other castes and were successful plains huntars 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 maka the kill and the weapon with which it is to be made.

ORGANISATION

Tau are organised In teams of warrors onginating fram the
same sapt, often bound by a la'lizsers. [hese leams are
growped jinto an allarms combat force known as Huntor
Cadre under the leadership of a Commandar. In many casas,
an Elhereal will accompany the feree, and the balance of
teams will be salected for the panicular hunt to he underaken

TARCTICAL PHILOS0PHY

Tha tw most common foms of Hunter Cadre are the Mont'ka
and Kauyon, Each method is taught by the groat Fire caste
academies on each Fire caste wordd and hava theair own
adherents armongst the Shaso and Shas'el masters, They are
both based an bunting techniques, Broadly epeaking, there
are two approaches to hunting: the tirst involves bnnging the
prey to the hunter, the second invohwes the hunter running the
prey o ground: the former is Kauyon, the latter Montka.

Mont'ka — Killing Blow

Roughly translated, Mont'ka is the Killing Blow. It
i the art of identifying a tangot of cpportunity and
attacking it swiftly with a Huntar Cadre, oftan
deployed from a Manla missile deslroyer, A
Cadre pursuing the Mont'ka may stand in
readiness for sevaral days awaiting the
command 19 strike, During this time they
will plan the exact movemeants ey will
periorm when the call comes. Ollen
the decision to strike will come
fram a Shas'al or Shas’n with a
good view of the enemy or
the input of a well-sitad
Fathilinder leam.

[Lis Tirmly believed thal the bond of trust between the Cadre
that conducts the Mont'ka and the Commander who orders
it brings honour to both. The attack will ba immediately
calied off if the prey remains resilient or evasive,

Kauyon — Patlent Hunter

In the Tau language the words for hunter and patience are
dernved from the same root. This lechnigue is the oldesl of
thi Tau techniques and has the most variations. Esscntially
tha technique relies on tha intaraction of the huntar and the
fure, In recent limes, auxiliary roops such as Krool are used
as the lure, although some septs still regard the role as one
that honourg Both hunter and prey and allow anly bonded
Fire Warrior teams to undertake it.

The lura's rola is o exposa itsalf o the prey and draw it into &
position whene it can be killed by the hunter. The more subtle
Commanders have basn known to usa the ahsance of troops
a8 & lure. Once the pray iz in position, the ure s free to
cscape or help the hunter as the situation dictates, Huntors
ara fraquantly equipped with Crisis, Steatth or Broadside
arrmour wilh weapons carelully selected for the particular prey,

SIEGE

The Tau do not hold positions by choice. Defensively, the Earth
caste construct bunkars and forifications to provide sheliar
from long-range or aenal bombardment, Sometimes  they
constrct a hicden bunker or Bun'al to allow close ohservation
ol the enermy. Meilher are ntended [or slalic delence,

The Fire caste are entirely committed to mobile warfans in
which fargats are idantifiad, tracked and killed in an afficient
and cautious manner. The Tau regard close combat as
primitive and always plan their attacks around the
appication of lirepower,

Tau cities are not fortified except under the direst
circumstances and, wherever posszible, they sllempt o
gither draw enemy attacks away or slow the onemy
advance while an evacuation is performed, Once a city is
evacudled, the Tau will delend it jusl g5 they would 8 region
of racky ravines, and many variants of Kauyon are solely
concemed with expleiting the peculiar layout of & city.

On the rare occcasions when the Tau are absolutely
compallad o defend a vital resource, they still apply thair
lraditional lechnigues. In this case, the Mont'ka is
applied as lightning fast forays owt of the
detences, each aimed atl killing the ansmy
o that poso the greatest threat. The Kauyon
is reprasented by a feigned retraat from
the perimeter o draw the attacker into
a well-prepared kill 2one



On the offensive, Tau prefer not to attack cilies by slorm,
Instead, they watch the main approaches and use the city
as a lure to draw reliel forces into ambushes. The Tau ara
guod night fighters and whean darknass falls hey move into
ranga of the datences and syslematically destroy them

When they absolutely must storm datences, the allack will
be lad by auxiliary troops such as the Kroot in a vanation of
kauyon, The assault troops are not used as pawns — the
Taw way of war does not recognise the concept of
expendahle troops. Instead Lheir safety is entrusted 1o the
roops providing the covering fire who must identily and kil
cremy firebasas before the assadll force suffers serdous
narm. The Kool are frequently used as ‘stormers’ bacause
their natural fielderaft skills allow them Lo make the best usc
af natural cover as they advance, There is a Maont'ka varant
where precisely planned stikes are launched (oflen by
Crisis teams) against a careful seleclion of targets which,
when destroyed, compromisc the entire defensive position.
This techrigue is the halimark of 2 master stralegist and will
raraly ba sanctioned clhenwise,

BATTLE

A the Tau empire cxpands, the nead to fight large-scale
engagements has causad the punsl Fire caste approach to
he questionsd and, at the suggeostion of the Fthereal caste,
large numbers of auxlliaries hava been incorporated into the
Tau military, the most common being the mercenary Kroot
and the insectoid Vespid.

The Kroot In particular arg used lo maintain a battle line
arnund which the highly mobile Tau Hunter Cadrag oparate.
This change has allowed tha Tau to fighl wars on a large
seale whara praviously lhey would have been limited to raids.

Tau battle plans are very complax as aach Hunler Cadre is
assigned specific targets, localions and times. Teams ara
bristed al length beforghand and simulations ara widely
employed. The Tau may start a battle with elaborate flowing
attacks, sach launched wilh perfect planning, but sooner or

luler thair prepared scenarios cease to apply and ey lose:
momentum. When this ocours, ey will disengage and .

AN A,

It i= important to note that tha Tau regard lerriterial gain as
militarily irralevant compared to the destruction of enamy
forces, Ground is for position from which to make the kill,
ance the kill is mada, the ground is for the taking. A Tau
army will gladly retreat from a strang anamy attack o
prescrve Tau lives while it awaits its opportunity 1o strike
hack dacizively.

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 Impatium of Man, the
Tau cmpire cannot draw on limilless manpower, so the
stratagy of attrition is unknown to them. ;

The Fire caste Is ¥
capahla ot ballle

rage and there have been
occasions whera the death of an
aspecially  beloved Ethereal  has
enraged an ammy bayond endurance. This
does not result in them wshing into hand-
le-hand combat. Instead they advance
steadily while pouring an unceasing volume
of fire into the enemy, Such an attack will anly be
halted by the expenditura of all ammunilicn.

ConMMARMDER PURETIDE

At the time of the Sacond Exparsion, a Fire caste
Commandar named Purelide came to lead the armias
of the Dal'vih scpt to many vistorias against those [hal
denfed the docting of the Greater Good, Many of the
Second Sphere sepls owe theilr vary axistence 1o
campaigns of conquast planned and executed by this
hriliiant isader. Grievously wounded towards the and of
his life, Purctide became a harmil, comerilling his
aocumutaten wisdom and expenence to postority. Ha
sincerely wished Mose that would learn from his
uniguely balanced styla of war might continue his work.
Many Fire Warmors sludied under Ris tdeiaga, though
few, if any, grasped the full scope of his leachings. | f
Many want away only having leamed one aspect of s
Purelide's works, and a number of schools of gt 5
evohvod, cach centred around one of these individuals.
Bath  Commander  Farsight  and  Commandsr f_
Shadowsuit were one-time sfudants of Purelide, and it |
is apparant that bath have taken one parficular aspact |
of s leachings and mastered if to the axclusion of the
others. Same suggest the lwo Commanders are ||
npposites in other ways, and that confrentation |
befween thelr idaals is inawvitatile.
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The history of the Tau empire is one of glorious, If measured, cxpansion into space. Each perlod of
colonisation has seen the empire expand with an energy and dynamism characteristic of the race. It is
avar the warrlors of the Fire caste thet bring tha Greater Good — doctrine of the Tau'va - to those that
rejact the words of truth spoken by the envoys of the Water caste. Though it bears its share of defeats

and tragedies, the history of the Tau is the history of bold expansion, martial honour and noble

sacrifice. Such is the way of the Greater Good.

THE WAR OF
THE PLACE OF UNION

Al the close of the first period of the Tau empire’s
expanzion, an exploration fleet out of Dal'ylh encounterad
Qrk attack ships firing on Kroot warspheres. The previcushy
unknown Kroot ware defending their enclave on Krath
Unwillingly drawn into battle, the Tau fought back and their
superiar ships easily destroyed the Orks. Howewer, the
smaller ships had merely baen the vanguard for a much
larger Ork lleel and the new allies soon found themselves
trapped. Thus began an extended war that saw the Kool
and Tau hght side by sida against the Orks, holding on long
enough tor a raliaf force of Fire Warriors from Sa'ces to
amve and complete the dastruction of the Greenskins.

- Bo imprassed wera the Sa'cea Fire Warriors by the Kroot
‘bravary that they agroed to help liberate tha remaindar of

their enclaves from the Orks. For the naxt ten years, Tau
forces fought to drive the Crks from Kroot worlds, sventually
coming ta the Krool homeworld at the behast of the greatest
Kroot leader, Anghkor Prok. At the sacred Oathstone on
Pech, Anghkor Prok swors allagiancs to the Tau empire and
pledged his warriors to the Greater Good, marking a pericd

ol copparation hatween the races that has lasled o the
« prasant day.

THE DAMOCLES
GULF CRUSARDE

The Second Phase Expansion culminated In the Tau
crossing the Damocles Gult and making contact with
frantier Imperial words in the Timbra sub-sector. Those
worlds were known by the Administratum to harbour
dissident tendancies. The Tau were quickly condemned as
8 potentially dannerous xenc-spocics and the Imperium
launchad a Crisade to expel them from the region.

Initially in the Hydass system, the Sy'l'kell systerm and
Viss'al, tha Imperial juggermaut crushed the isolated Tau
outposts it encountared, primarily through the powsr of its
fleet. It was in the Dalylh syslem, however, that the

‘Cne of thalr light walkers caried o woeapon of lethal
affact. It firad a form of uira-figh velocily projectiia. |
saw one of our lanks afier having bean kit by i Thara
was a small hole punched in aithar flank - one the
projectila’s antry point. the other s exl, The finy
mumitan had passod through he vehicle with such
specd that everpliing within tha Aol nat weided down
had been sucked out through the axit hole, Inciuding the
crew. Wa navar dentifed thoir bodies, for &l ihat
ramalned of them was a red slain upon the ground,
extending somea fanly matras from e wieek,

feagor Mane, Moddaal BRI My Armeinsd Ragr

Grusade overreached itself when it attempted 1o purge a
heavily populated Tau sept word and ran into the Tull rrght
ol the Tau military. The Crusade fought its way across
Dal'yth Prima but was gradually wom down by the Tau unti
lhey found themselves stalemated a long way from their
own bases. Titans exchanged fire with hovering Manta
missile destroyers, Imperial Guard fought hend-to-hand with
Kroot mercenaries, and Space Marines learned to respact
tha ekill and courage of the Fire casle.

Waord had started to reach the Crusade of renawad Tyranid
afttacks and within the High Command all hopa of a quick
victory had already faded. Il is conceivable that the Tau
might have blockaded the Crusade but as an anlightened
race the Tau saw more advantage in opening a didlegue
with the Imperium. The Crusade was allowed to withdraw,
allowing the Fire caste o swittly reclaim those wardds it had
lost to the Imperum's countar-attack at the outset of the
conflict,

THE ARKUNASHA WAR

In the aftermath of the Damocles Gulf Crusada the Tau
consolidated their grip over the worlds they had wrestad
from the Imperium's control. During this period, the now
infamaus Commander Farsight rose to powsr as the pre-
eminent Fire caste leader, and wen great glory in the name
aof his caste. Farsight's grealest victoras ware won amidst
the ard oxide-deserls of Arkunasha. When the nowly
established Tau colony thers was threatened by Orks, he
led the Fire Warnurs in a mastarful defence against many
times their own numbers. Using the Immense canyons and
gulleys criss-crossing tha desert to maximum effect,
O'Shovah sel the Ork invaders to chase shadows,
conslanlly boxing off and destroying isclated elements
wherever they turned at bay. earning him the famous title
‘Farsight” for his actions.

ILis lrue that towards the end of the war O'Shovah was in
turn surroundad and hesleged by massive numbers of Orks
in lhe natural fortress of the Argap highlands, but even then

- his Fire Warriors held the mountains for months until the last

ramnants were evacuated, Some belisve that the
Commander was embittered by the bloodshed of the siege
and blamed others for -failing lo break through the
ancirclement. Instead the Crks were allowsd to batter
thamsaelves to a stondstll againsl ©'Shovah’s defencas
hefore helng easily scattered the following year,

THE KOLOTH GORGE
NMASSACRE

The period following the Second Sphere Expansion saw
only small-scale skinnishes along the borders of Tau and
Imperium space, but this changed when the Tau attack on
Mimbosa heralded frash expansion along the Easlem
Fringe.
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The Imperium’s forces were ill-disposed to mect this threat,
the majority of the Ulima Segmentumn fleet engaged in
hunting splinter flects of Tyranids from lchar 1V, It would be
many manths before any sizeable force could be musterad
to fight the Tau. An envoy under the protection of the
Imparial Fists Space Marines was despatched to the
nearest Tau sept of Tolku with instructions to commence
pratractad nagotiations in order to dalay the main Tau
oiffansive

Evary day spant in nagotiations brought the ratribation of
the Imperium’s forces closer to Mimbosa and gave the
beledguersd Human colenists & chance of holding out
agains! the invaders. However, the world of T'olku is famed
amongsl the Tau for lthe sage counsel, debating and
diplomatic skills of ils inhakilanls and atlempls o stall the
Tau assaull were unsuccessful. Led by Commander
Brightsword, the full weight of the Tau fell upon Nimbosa
and the colonists fought to the last, not a single soul
surviving the final attack, Four months later, Imperium
forcos fought their way to the surface of Mimbosa, to find the
Tawwell dug in and ready for a major offensive. Brightsword
allowed the Imperial Guard to batter themselves on his
defences befare, like O'Shovah had done with the Orks,
laading a seres of aggressive ralds, running rings araund
fhe pondernous Imperial Guard formations, Ewventually, at
what Imperial echolars have since dubbed the Koloth Gorga
Mazgacre, Grighteword trappad the Imperium's forces within
a narrw gorge and systamatically destroyed them in a
thrae-hour =laughtar. it was noted that Brightsword was
aummonad back to T au shortly attar tha Mimbosa war and
there are those who believe it was to be censured ftor the
remorselessness of his tactics.

THE WARS OF
THE THIRD SPHERE

When Aun'va declared the Third Phase Expansion, armies
from Dal'ylh, Se'ced, Viorla and a handiul of olher sepls
massed gl the northern extreme of the Damocles Gull, led

by their new figurehead, Commander Shadowsun.

Responding to reports of reduced levels of Imperial
defenders al the border, Shadowsun swept
through a swathe of the Imperium’s
frontier worlds, finding the defences

aof many stripped to almost non-

auistent lovels.

MW ois gz we jon wilh offers, in & way thal only the Tau
can, in shared engagement to the Grealer Good, thal we
find oursalvas alla to fully raallse our Irug potantial, And
that is tha final source of our hapes and intentions

Auna Tay Tam'ya, Cmansal casm

Those [orees Lhat did rermemn were Lolally insufficient 1o hold
the Taw at bay, and many, thanks o the actions of a Human
traitor operating out of Sa'cea, were convinced by the Water
caste 1o lay down their arms without a struggla,

Buoyed by her initial successes, Shadowsun led her ammies
decpor into the Imporium’s space, where she encauntered far
groater resistance. Shadowsun saw that to overextend her
forces would lead to a lethal deplation in the mamentum af har
attack. Instead of crashing headlong into the Imperium's
refences, she eplit her flast and scatterad it on more than a
rdnzen headings. Fach made a devastating serias of hit-and-
run attacks against fargets that received no warning, and
anainst which the Imparium could mount no aftective counter.
At langth, tha Imperiom settled into & static detence of &
handful of key words, Shadowsun exploiled this slalegy by
marshalling her forces once more and launching an all-out
attack against a single cluster of Impenal worlds, overrunning
each and claiming them for all time for the glory of the

Tau empire. These worlds are now flourshing

sepls, and have been so heavily forified that g4
only a full-scale assaull is likely o eston #

them to Imperial control.
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| ALIENS IN THE EMPIRE

VESPID STINGLUINGS

The warld of Vespid lies a mere three light years to the
galactic south of the D'yanei sept. Vespid is a benighted
gas giant, and its atmosphere is entirely inimical to all
but thase life forms that evolved Lthere.,

The wviclet-hued, storm-wracked stratosphere of the
world provides a shallow layer within which life, against
all odds, has evolved. Across this band skim islands of
rock that, by dint of the lightar-than-air gases lrapped
within, float upon the violent tides of the upper
atmosphere. Each island is eroded by harsh gales inlo
the form of a flat-topped stalactite, and its innards are as
hallow as a termite mound.

The Stingwings have avalved in this harsh climate, and
are well eguipped to prosper in Vespids lathal
atmosphere. Chitinous wings carry therm aloft upon the
cold, gusling winds, and diamond-hard claws provida
the means o wnnel within the rock of the sky-barnea
stalachiles. The Stingwings share their environment with
a bawildering array of life forms, many of which competa
with them for possession of the drifting islands. Others
eke out an existence at higher or lower levels of the
planet’s atmosphara.

Prior to the Tau making contact with the Vespid, the race
had developed to a point whare the 300 or s0 largest
stalactites were each ruled by a stable government
Wars between each of these drfting nations were
infrequent. Though they had not developed space tlight,
the Vespids' technology had progressed to the point
where weaponry was lethal encugh that full-blown wars
were undesirable in the extreme.

Upen firsl contact with the Vespids, the Water caste
experignced dillicullies communicating with the planet's
lsadars. Tha mindsel of the race appeared too radically
ditfarant to that of olher races the Tau had encountered.
Fut, at tha instructions of the Elthereals, the Earth caste
constructed a communications  inlerface device (hat
facilitated a degree of understanding batwaen the races.
This device was later developed into the ‘commurion
helm’ worn by Vespid leaders.

Uniguely at the time of their integration, the Vaespids
welcomed their place within the Tau empire. They howed
o the pre-eminence of the Ethereals completely and
withoul debate. It has been whispered that this
accaptance is linked o the fact that all of the race's
leadars waar the inlerlaee helmets given to them by the
Tau, but no evidance of this claim has proved forthooming.

The weapnns carried by the Slingwings represent a
technology unique to Vaspid. Mounted at the barrel of
each Is a highly energetic and unstabla crystal harvesled
from the lowest levels of the largest islands. Al such
depths, the atmospheric prassuras create bizarra crystal
formations, and it is only the larger female Vespids,
those who form the leader class, who are able to
descend o such depths and harvest the purest crystals
The Tau hawve provided the Stingwings with the
tachnalogy k mounl these weapons upon advanced and
highly efficiant neutron conlainment and projection
systems, making tham amongsl the most deadly
weapons of their type. Thasa weapons are only usable
by the Yespid, for the constant, ultrasonic lane emilled
by the wvibrations of their wing casings modulale lhe
energies contained within the crystals,

The Stingwings have proven themselves of great use fo
the: Fire caste, who value the aliens' speed and agility as
well as the lethality of their weapons. The Stingwings are
oiten inlegrated into Hunter Cadres that are configurad
as faal-moving, highly mobile forces, where they act as
scouts alongside infilrating Pathfinder teams. They have

* also been deployad as reserves lor Cadres with a high

number of Crisis teams, their speed and manoeuyrability
allowing them to respond to orders and react o threals
with astonishing spead. It is a great complimant thal the
Fire caste regards the Veepid Stingwings as skilful and
reliable allies, an honour yet to be paid to the marcenary
Kroot of Pech.

“The strength of yoor faree may be caicwialed by
maalilpng s oweight by jts velooify Stive always 1o
maximize both and wetory shall be yours.”

Cammander Furside
- Jixs oty Berong Meaifahon on the Wiy of e Frarsor
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THE KROOT

e Kroot onginated on the world of Pech, a world
oeated in Ukima Segmentum. in the north-weast of the
lau empire. Hardy evargresn forests of jagga trees
cover the prime continent. Those few areas of land not
farested are rocky and inhospitable. The Kroot live in
lamidy groups known as kindrede and most dwell in
atorsal homes In the trees constructed from hides
tourd together with regurgilaled dead wood.

Kroel are tall and their bodies have a wiriness to them
iral appears deceptively fragile. In actuality, the Kroot
musculature is extremely powerful and composed of
densa fibre spindles with a greater power to mass ratio
than 1& found in Humans, Swilt muscle contractions
creatle @ whiplash effect, allowing the Kroot to dellver
pewarful blows with great rapldity, On the ground, the
Kroot tend to move with a bounding, hopping gait, but
when in dense forests, can spring from tree to tree at
graat spead. The Kroot favour primitive garb, hamesses
worked from the hides of animals and adorned with
bones, handeratted amulets and circlets. By far the most
odious habit of the Kroot is their practice of eating the
flesh of the dead. In batlle, this leads tham to ritually
davour the corpses of those they have killed and almost
nathing 1s bevend their tastes.

Tre Kroot digestive system is extramsly sfficiant,
rapabla of braaking down almost any organic material
Inl> an energy form that can be stored in specialised
organs scallered throughout their bodies called
nymunes. The strangest quirk of Kroot digestion is their
abiltty to extract potentially uselul strands of their food's
ONA, 1L is known that much of the double helix structure
af their ONA is In fact blank, used to separate those
areas that do contain genelic information. The Kroot
have somehow inherted the ability to incorporate uscful
OMA codes into their own genetic make-up. Larger
Kieol, called Shapears, who have an
undrrslanding of this process, can direct their kindred to
gonsuma certain prey In order thatl, in successive
generations, thay may take on elemeants of those genes,

Fach is antirely integrated into the Tau empire, but not all
Kroat fight for the Tau — it is not unknown for mercanary
lorces o be found fighting alongside Eldar, Human
wnegadas, the dread laglons of Chaos and even Orks.
The Kroot have no deeply held prejudices against any
particular alien races and give little or no thought to who
ihey fight, only that they are paid. This practice is entirely
dl oods with the Grealer Good, and so the Kroot keep
wnowladge of it from the Tau, Rinerant Mercenary
Kindreds avoiding contact with Tau forces.

The Kroot are fearsome opponants in close combat,

Thair fighting ability is without doubt greater than that of
maet Humans and is a factor of their corded muscla

dtiucture and superior vision. Kroot are stronger than

Humans although they have comparable tolerances to

Injury, However, unlike Imperial soldiers who fight secure
in the knowledge of the Emperor's benevolence, the
Kroot fight solaly for reward and this is reflected in the

unpredictable level of their battlefield discipline. The

instinctive -

Kroot fight with a rifle, which, while relatively primitive, is

capable of delivering a charged round more powerful *©

than & standard issue lasgun. These weapons ars
genarally adomed with a collection of deadly close
combat attachments that enable the skilled and long-
limbed Kroot to flight without specialised assault
weaponry. More powerful amament comes In the form
of the Kroot gun, mounted on the back of the Kroolox
beasts. These guns fire a larger, more powarfully
charged round, capable of smashing lightly armoured
vahiclas and killing even the most powerful individual
with a single shot.

“They are flerce indeed these Krool, and savage, | look
L tham and trevbio af thedr ferocily, | cen only hope
tal whan the anamy soos tham they tremble as | do."

Parym TH She, Wakar casie snvoy fa Sr ey
By T e analnasdy of S T8 Beimbenat Orponea

| T



TAU SEPT WORLDS

The world or system from which a Tau hails forms a large part of his identity. Tha culture of each of these so-
callad sept worlds is subtly unique. This Is due in part to the age of the world - it may be one of the First
Phase colonies established during the sarly stages of the Tau expansion into space, or it may be a much
younger society. The relative proportions of the various castes differ from sept to sept too, and this may lend
a certain outlook and character to the world and the Tau born there.

FIRST PHASE COLONIES

o Tau
“ | ' The Tau homeworld, As the eldast sept, Tau from hare
are considared especially leamed and wisc. Though a warld
of varied terrain typas, large areas of its surface are and in
nalure and thesc are the regions in which the Tau first
flourished.

S Tau'n

< The first affwadd colony of the ampire, Tau frem this
world are considered to be pionesting and oftan lead
exploratory missions throughout Tau space.

S Dyanol

© 0 Meaning ‘twin moans'. Isolated for many years from
the main body of the Tau empire, the Tau on this world
regressed to a more basic level of lechnology, Though
they have since regained their place in the empire, the
inhabitanls are still regarded as somewhat ruslic and
backwards. D'yanoi is casl in a perpetual half-light by the
complex interaction of its mooans with ds own lide-locked
arbil.

.. Bork’an

: A centra of learning & academia, with many
universitics and rasearch facilities. A high percentage of the
Fig casle come from this world.

i Dal'yth

S A vary cosmopolitan world where trade is valued as
much as conquast, Tau from this world welcome offworlders
and, a3 such, the world has seen the most contact with
alien species. Many Water caste merchants and traders
come from this sapt.

7 Fal'shia
! The Fig caste members of this warld are famed for the
quality of their arlisans and heir work is much sought after.
Many of the most impertant Tau technological innovations
have come from this wordd, and Tau from this sept are
ragarded as greal problem solvers.

S8 Vier'la

© . Wiorla arbits a hinary star and its name translales as
hol-blooded', This is a notordous Fire caste world whosa
warnors are especially aggressive and skilled in the arts of
death. The oldest and most respected of Lhe Fire caste
academies was founded here many centurias ago.

S5, Sa'cea

. —.° Dne of tha hottast and most densely populated Tau
worlds, this sept has a graater proportion of Fire Warriors
than elmost any other and is highly militarised. Thosa
hailing from Sa'cea are regarded as particularly disciplined
and honourable warrors.

SECOND PHASE COLONIES

S Au'taal

‘o Wall known as a verdant and beautiful sept whers
those Tau able to move fraaly throughout the emprre may
gpend their free time relaxing. Tau from this word are
known for their sasygoing attitude to their duty to the empire
and other Tau oftan regard therm as laey,

;7w Ndras

'..;1,-' For reasons unknown, this waorld was volintarily
abandoned by the Tau nearly half a century ago. The few
remaining Tau from MN'dras are regarded as Deing
untrastwerthy and are generally of quicker temper =nd
hrooding counlenance.,

. Ka'lshan

o _'~.' Situated near the Perdus Rift, this sept has sulfered
a great deal at the hands of all manner of alien races and,
as such, the inhabilanls have becoms mistrustful of those
not known to them. Ka'lshan Tau are held 0 be solemn
and taciturn, unfriendly and sometimes openly hostile Lo
alian races.

it Elsy'air

w0 Renowned for the quantity and quality of their poelry
and arlwork, Tau from this sept are regarded as intallactuals
and are well respecled [or their creativenoss.

< Tash'var
i i

. e O the frantler of Tau space, this world has suflered

depredalions from Orks and other piratical races. Its
inhahitants are seen as tenacious and hardy, practical and
COUTAgenus.

Ji5h- Vash'ya

¢ Known as the world ‘between spheres’, memhbars of
the Kor caste hava a long tradition on this planet, providing
the majority of the pllats and ship craw for the early Tau
EXpENSION inle space,

U0 Tolku

T Known for tha sage counsel, debaling and diplomatic
skills of its Ethereal casta mambars, many of those Tau who
have had successiul dealings with alien species originate
from this waorld.
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THE TAJ EMPIRE

THIRD PHASE COLONIES

" Ksi'm'yen

ﬂ Ksi'm'yen has yet to emerge as a distinct society, yat
tha traits of luck, subtlety and opporlunistic subterfuge have
alrsady become associated with its peopla. The first of a
handiul of the so-talled Third Phase, or Third Sphara
colonies, Ksi'm'yen was conguered largely by stealth. A
combined force raprasenting the fleels and Hunler Cadres
of a number of Second Phase septe moved in upon the
world, which was claimed by the Imperium, whilst |t was
siripped of its defenders due o pressing needs elsewhere,

oL Fi'ros

v 7 The Tau oecupying this world wrasted it from tha grip
of a fisrce Ork Warlord, though doing so cost them dear
They have come to ba recognised for & tenacious refusal to
accept defeat, tempered by a stoic accaptance of the price
all must pay in the furtherance of the Greater Good.
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COGITAI ION ON THE EVOLUT]ONARY PRDCESS
AND TLLHNOLOC]CAL HERESY OF THE TAU RACE

Tebepaibic Lhucr .-’.:rrr-nru:rh AETIIINUE Turup,.:.n
Hcl-Ad Mech, 0343544 S W50

Ajrkar: Ulerernr Secamclus Zaclary Eluﬁrd'ﬂ.l-'

1 R-;-mﬂ Transmiried: Kareyn Diclia

[Festinatinn: Telams
[Taie 5442959 hd4l

EVOLUTION

With incregsed contact being made with
the xcoos koown as Tau, it is becoming
apparent that, with the cxception ot
Tyranids, this race has displayed a rise

to prominence unlike ainy ‘ather. The-

first recorded contact with the Tau,
somie six  thousand years age, [ound
them in a primitive state. having wuly
recently mastered the use of simple
clubs and fire,
extremely scarce as the planct appears
o have

Further information 18

heen isalated for many
thousands of years by warp storms of
upnsual ferocity and duration. Repewed
contact has revealed an evolutionary leap
far b::.lund what ‘.'I-'m'lld nnrmall}r be

expected.

Since " they were [irst catalogued. the
Tau have progressed to a technologieal
level that, | while obviously nor  as
enlightened as that of our own blessed
order, “is nevertheless highly advanced.

Dens ex Mechanicus, all praise 1o the

Ormnissiah!
I have undertaken this study to deduce

the origin of the Tau in order to
discover whether this progression s the
result of natural selection or some other
extermal force. MNatural selection is an
evolutionary mechanism that takes place
when  selected
population are better able to adapl 1w
and, consequently,
produce offspring.  Nature
ultimately selects those individuals with
the traits most likely to survive inlo

individuals of a

their  environment

more

adulthood and reproduce.

As 1 consequence,  the
evolulion is so gradual as to be almost

resulting

impossible 1o detect in only. 2 lew

. gencrations, However, in the case of the
Tan, there is evidence to sugpest that w

their specics underwent short periods of
ulira rapid chapge. We can oply guess
what caused these changes, perhaps
climatalogical variance, altered [eeding
patterns of predators, [ood supply or
some unknown extersal factor [see
attached graph Ad/Mech32) The result
would be an accelerated rate of change
in gene pool frequencies of the trails
that became most favoured by the new
environmenial conditiens.

It is oow quite apparent that the

m:-lunnnnr}- hi.ﬂrmry of the Taw .

Dhitferent
suhsp:cjl:s have evolved  at  different

extremely  complicated,
rates and  those rates have changed
thmub;h time in TESpPORSE 1o EDmPII::L
patterns ol
spreCies and environmental factors. What

interaction with  other
these interactions were we can only
guess at. given the little information we
were able to extract from the Tau test
sihject on his race’s carly history. From
the information gleaned. I humbly
advance a theory, which 1 call Zachary's

Theorem of Adaptive Divergence’, to
explain the cvolution of the Taw

Driven by matural selection.
divergence 1 the diversification of 2

adaptive

specics into two or more sohspecics as
groups  adapt  to  ther  distinct
enviranment. [ believe that the initial
step 15 the scparation of a species into
distinet  breeding  populations, which
could occur a5 3 result of geopraphic or
social isolation. Ower time, the pene
poals of the isolated groups would
diverge from each other by gradually
acquiring  fandom mutations or 38 2
result of genetic drift. In other words.

nature sclects dilferent trants to exast

within the gene puool of the different
populativas. Over time, the papulations
Bcnctica.lly diverpe ennngh so that to
all intents and purposes, they become
Ope  would
normally expect this process o take
years, but evidence of
synthetic proteins and aminoa acid chams

separate  subspecies,
mallions  of

ithin the test subject’s internal organs

leads me 1o 11|:|1.|:1.r: that this  process
mdy haye been accelerated  somchow,
How' this heresy against nature could
have occnrred i bevond the scope ol
this document apd 2 mystery 1 leave to
other, more qualified nvestigators.

THCHNOLOGY

The heresy of these alicns reaches ity
zenith  when one  looks ar  their
technology.  While, admittedly, its

performance can match and occasionally
exceed that of Imperial manufacture, it
displays nooe of the proper nheisances
to the haly spirit of the Machine God.
Such cilrontery 1 can searce believe and
1 :ri:n..nlumtm:f that all ::l‘n"-'r:l'r:d TIH-
artefacts he destroyed {in accordance
with - Adeptus Mechanicus

AdMechbob), the
frontier that one finds the most blatant
disregard for Imperial doctrie, with

directive

& on CaETETh

many oullying colomes trading  with
these aliens for their technalogy in the
form of improved comstruction and
E.El'i.t;l.l.lil.l.ﬁ]. :|1|.1-|'_|!u'.l||:l':,'. Whtn'. Impnria[
servants - have digcovered such  illegal
artefacts they have seized them  and
placed the offending colonists in penal
servitude.

The incidious influence of these aliens
should pot be undercstimated Though
it 15 sot within my purview to advisc
on Imperial policy. I urge the recipients
of this pursuc  the

persccution of these deviant aliens with

document 1o

the utmast vigour wherever encountered
Your humble servant,

Genetor Secundus, Zachary Santiago
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The language al the Tau is A complax. highly avolved
farm of communication. In sound it is deeply lyrical and
soft, with many words and meanings dependant on
ntonation, gloltal emphasis and even postura. s
multiple arrangemants of polysyllabic word groups
makes it difficult in the extreme for human vocal cords to
pronounce, Only a skilful linguist would have any hope of
spedking avan the most basic Tau words and phrases.

The Tau have many ways of referring to one ancther, To
the Tau, the most important part of their name is the caste
they are born into and Uis forms the first partion of theair
idantity. Broadly speaking, the Tau are aorganised into four
main castes, each corresponding to the four clements,
fire (Shas), earth (Fio), air (Kor) and waler (Por).

The Fire caste are the soldiers of the Tau, The labourers,
builders and artisans are those of the Earth caste - the
sustaining caste without whom Tau society could not
function. The Air casle are messengars and the pilots ot
lau ships. Most of the Air caste remain in space as it
wiould be hazardous in the extreme for them to return to
a natural gravily environmenl. Lastly, the Water caste,
with whom outsiders have had the most contact. are the
diplomats and administrators, those who facilitate the
smooth workings of the other castes. The name of lhe
[ifth caste, {Aun) can ba variously translatad as 'Celestial’
of "Ethereal’.

With the caste of a Tau established, the second partion of
their name relers Lo their rank within society. The lau ara
unusuAl a8 A cultura in that there is no stigma attached to
any rank or profession. Each Tau has his or her place in
society and enjoys the respect of their peers no maller
how manial a task thay perform. Each role is recognised
as being part of the greater whole and a furtherance of
the common good, There are five major levels ol Tau
rank, edch of which has a7 subtly different meaning
dependent on the caste to which it is suffixed. In
asconding order of senionty, these ranks are as follows

Tau Alphabot
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(including the best Imperial equivalent of each rank
based upon the nuances of the Fire caste).

‘La - warrior

‘Ui - veteran

Vo - hero

Bl - Moble (or possibhy knight)
"0 — Commander

Mext in a Tau's name comes his ‘sept’ which translates as
either his extended lamily or place of birth. This portion of
the [au name is open fo the widest interpretations and
has many subtle differences in meaning. For example, a
Tau from one of the elder worlds {sepls) may be perceived
as wisar or mnra sophisticated by implication than ane
fram a yaunger sept who in tum are regarded as more
dynamic and practical. Certain worlds also contain
mearning in themselves and can embody 8 parbicular trai
within the Tau who originate from these worlds. For
example, the name of the Tau planct of Viorla means "hot
blocded” and is known as A parlicularly aggressive Fire
cAgte world. (ther such planets include Bork’an, which is
reqarded as a centre of lcaming and study.

Lastly comes a Tau's individual name and these names
are sdrmed inoecognibon of some achievemant rather
than given at birth as is the case with humans. Thesea are
porhaps the most puzzling element of the Tau name and
while some of therr names may be relabvely sasily
understood. such as “Shovah' (far-sighted) or ‘Kais’
(skilful}, others are more obscure, It is also possible for
some remarkable individuals o accumulale more than
ane nama in his litetime. Some of the more notable Tau
have literally dozens of names. It is common for these
Tau to truncate their full names and be known by a much
simphhied appallation. As an axample of how tha Tau fitles
translate, the name Shas'D Viorla Shovah Kals Mont'yr
can be broken down as follows, This individual is a
member of the Fire caste {Shas), holds the rank of
Commander ('), hails from the world of Vior'la and has
the personal names that translate as farsighted
{(Showvah), skillul (Kais) and blooded (Monlyr). However,
this Tau is mora commonly known as YShovah or
Commandear Farsight and this form of address is much
mare popular with Tau of great accomplishment.

Tau Timakaaping

[he laucyr is 4an annual cyele on Tau. & Tau'cyr is
Droken down mile 8 kar'rolaa each of B0 rotaa, gach
hairulaa is dedicaled o g caste with the additional
one dedicaled o the race as 8 whole, A rolaa is
proken down inlo ten decs,; decs are either lighl-tme
ar dark-time, Most Tau need only 1-2 decs of sleep
per rotag,

Conversion
The Tau'eyr or Tau year lasts approximately 300
Terran days (29774 to be precise). A kai'rotaa is
therefore about 50 Terran days. A rotaa s
approximately 15 Terran hours and a dec is 1.6
Tarran hours

| =1 |



| The most significant unit of the Tau Fire Caste is the Huntar Cadre. This force is lead by an accomplished
. yeteran commander, and is considered capable of dealing with most tactical situations it is likely o
. encounter upon the field of battle. But Hunter Cadres are not large enough to deal with every threat, and on

occasion must group together to form larger armies, particularly when taking part in a larger war of
conquest. Each and every unit within the Fire Caste operales as part of a whole, Its ultimate goal to fulfil the

dictates of the Greater Good.

TEAM (TAU: LA'RUA)

The smallest unit; equivalent to a single sguad or section
in the Imperial Guard. The most comman fype is the Fire
Warrior team, consisting of six to twelve Fire Warriors and
nomally led by an experienced lsader called a Shas'ui.

A Fire Warrior team normally has a transport vehicle, in
the form of a Dewilfish troop carrier assigned to it,
allowing it to operate as mechanised infantry. Often,
however, the transport will be left at a securad base of
operations or aboard a transport vessel, with the team
operating as light infantry.

Other types of unit are also organised into (often
smaller) teams, including ad hoe units, equivalent to the
Imperium's kill-teams, consisting of migsion-specific
specialists of all types. Such teams are referred fo as
Mission Groups, and are commanded from the far
higher level of Coalition.

CADRE (TAU: KAU'UI)
A Cadra is an all-anms grouping roughly equivalant in
size to an Imperial Guard company, led by a Cadre

EDMM@HD TEAMRA
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Commandar. The Cadre is a standing formation, and
includes a number of infantry and vehicle units within it,
including battlesuits and Hammerhead tanks. In this
regard, the Tau ara vary different to the Imperium in the
organisation of their military, for tha different ‘arms’ are
fully integrated at the lactical level and are considered in
all respects part of the sama unit.

A Cadra nomally consists of up to six Fire Warnor
teams, plus a numbar of Pathfinder, Stealth and
Balllesuit teams, plus a handful of Hammearhead tanks
or more speciahksed vehicles such as the Sky Hay
Auxiliary troops such as Kroot Camivores may be
attached for a tactical role, being administrationally
detached from a higher level such as a Command.

A Cadre keeps a large stock of equipment and vehicles,
allowing it to operale in a variety of roles. By fielding an-
equal amount of Devilfish-mounted Fire Warrior teams
and Hammerhead tanks for example, the Cadre may
operate as an armourad unit. By fielding Fire Warrior
teams on fool as support for specialised Staalth and
Pathfinder teams for example, the Gadre becomes an
infiliration force.

SAMPLE ‘HUNTER CADRE’ COMPOSITION

'‘FURY' Mohbila Infantry Azszault Configuration as fielded during the Solstice W SURpRression,

A cadra such as this represents a typleal Tau Empira army in the Warhammer 40,000
game, as detailed ovar the following pages.
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CONTINGENT (TAU: TIO'VE)

A Contingant 1s simply a grouping of Cadres — normally
ihree to six. The mosl senior Cadre Commander will be
dazignated Conlingent Commander, and his own Cadre
will 3ot as an independent unit, or as headquarters
security, while the other Cadres form ‘brigaded’ line
unils. & Conlingent is not a permanent grouping, though
constiluent Cadres may become cxpert in acting
together in prolonged campaigns. Such a unit is of
roughly eguivalent size to an Imperal Guard regiment.

BATTLE {TAU: KAVAAL)
A Battle is a temporary grouping of Contingents, and the
nighest level of Fire casle organisation thus far

committed in the field. To date. all such formations have

peen gathered with the express purpose of taking a
givan ohjective — once this objective is achioved the
farmation s dissolved.,

COMMAND (TAU: UASH'0)

Just as a Battle is a force assemblad with a spacific
objective In mind, ‘Command’ is a tarm for all the lorces
of a given caste, in a given location. In all ikelihood, the
lacation will be a wordd, though it could be a planelary
systemn. Thus, all Fira caste umits on lhe world of
Nimbosa were part of 'Fire Caste Command MNimbosa’,
while all Air caste units there came under the
responsibility of 'Air Caste Command Nimbosa'.

A Command is headed by the most senior Commander
in the force, whao is reformed to In the case of the Fire
casle as a High Commander.

COALITION (TAL: SHAN'AL)

The four Commands are drawn together info a siralegic
organisation referred to as a Coalition. and  presidad over
by an Ethereal, or a council of such. This is the level at
which inler-caste cooperation is coordinated, for, while
smaller unils may operate entirely independently for quite
srma time, the rmainlenance of larger forces requires the
castes to work togather as & uniled whole. Thus, a Coalition
will consist of all Tau toreas on a given world or systemn, of
the forces necessary to take such an objeclive.

For example, a fleet setfing out fo conguer and colonise a
now world would constitute a Coalition, for it would requirg
the spaco-going expertice of the Air caste, tha diplormacy of
the Water caste, backed up by the strength of tha Fire
casle, and the colony-building skills of the Earth casts, all
leed by the Ethereal caste.

This arrangement is notable in that it limits the otherwise
largely independent castes to a single planst, unless
they act togather, for the so-called Greater Good.
Therefara, in the unlikely evenl of any sort of rebellion by
the members of any given caste, the upheaval might bo
limited to a ‘single world and sasily containable by the
combined action of the ather castes

=3




take your fancy.
The ammy list is split inlo five sections. All of the teams,
sruads, vehicles and charactars in an army list are placed
in one of tha five sections, depending upon their rols on the
battlefield. Also, every model included in the ammy list is
given a points value, which varies depending upon how
cffectivé that model is on the battlefield. In addition, the
Armaury presents weapons and equipment thal can be
given toyour madels. Before you can choose an ammy for

‘a game you will need to agree with your apponent upan a

scendrio and upon the lolal number of points each of you
will gpend on your amy. Having done this, you can proceed
to pick an army as described below.

LSING & FORCE
ORGANISATION CHRRT

/The amy lists are used in conjunction with the Force
/¢ Organisation chart from a scenario. Each Force
. Chrganisation chart iz split inte five categories that

correspond to the sections in the ammy list, and each
category 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 ARNA LISTS

o make a choice, look in the relevant section in the anmmy
list and decide which unil you wish to have In your anmy,
how many models there will be in the unil and which
upgrades that you want {if any). Remember that you cannot
field models that are equipped with weapons and wargear
not shown an the model. Once this is dane subtract the
points value of the unit from your lolal points, and then go
hack amd make another choice. Continue daing this urlil
you have spent all your points. Mow you are ready to
continug he dynamic expansion of the Tau ampire.

Army List entries
Each army list entry consists of the following:

Unit Name: In addition to the namea, this may also show a
limitation on the maximum number of choices you can
make of that unit type (0-1, tor example).

Profila: These are the characterstics of that ot lype,
including its points cost. Where the unit has different
warriors, there may be more than ane profila.

NumberTeam/Squad etc: This shows the number of
models in the unit, or the number of models you may take
far one chaoica from the Force Crganisation chart. Oftan this
is a vadable amount, in which case it shows the minimum
and maxirmurm unit si2e.

Equipment: These are the unil's standard weapons and
aruipmerl.

This sectlon of the book is given over to the Tau army list, a listing of the different troops and
vehicles 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 alse provides you with the basic information you'll require to fleld a Tau army in
scenarios you've devised yourself, as part of a campaign series of games, or whatever else may

Unit Type: This refers to the Warhammar 40,000 Unit Type
Rules chapler. For example, a unit may be Intantry, Vehicle
or Jumip Infantry.

Options: This lists the difterent weapen and equipment
oplions for the unit and any additional points cosl for taking
thesa options.

Character: Soma entries may include an option to upgrade
ane team member to a charactar, If & leam is allowed 1o
have models with upgrades then these must ba given Lo
ordinary team marmbers, not the character,

Transport; If a unit is permiled 10 be mounted in a
transport, this is mentioned here.

Spacial Rules: This is where you'll find any specal nules
that apply o the unit.

SFPECIAL TAU NOTES

Strategy Rating
The Tau have a Strategy Raling of 1.

Sentries
When required to deploy sentries, the Tau playver may use
aither & Gun Drones or 8 Kroot.

Experience

VWhen playing Tau in a campaign in which expenence is
being counted, then experience is accumulated in the same
way as normal. Drone squadrons never gain experence.
The axpanence deduction for being reduced below S0%
only takes effect if the unil loses more than 50% of non-
drone models.

STANDARD RMISSI0ONS

COMPULSORY  OPTIONAL  OFTHINAL
T T HO 3 Fasr AMack
2 Troops d Troops A Hiavy
1 Elitas Support
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The armoury Is split into three main sections — those items of equipment that may be taken by Tau equipped
with a battlesuit, those that may be chosen by models on foot, and vehicle systems.

BATTLESUIT ARMOURY

Al models with battlesuits must take a number of balllesuit weapons andior supporl systems, as detailed in their
army list entry. Thase may be in any combination, up to any points cost within the normal limits. A model in a
hattlasuil that has access to the Armoury may also choose up to 100 points from the Battlesuit Wargear list. No
model can pick the same item twice, and all squipment, other than wargaar (which is assumed to be intagrated),
must be representad on the model,

BATTLESUIT BATTLESUIT BATTLESUIT WARGEAR
WEAPONS SYSTEMS SUPPORT SYSTEMS Bonding knife. ... ..... .. Gplis
Airbursting : Advancacd Ejection system
fragmentation projector stahilisation system ... ... 108 (Special Issue)..........15pls
(Special lssue). . ... . 20 Pts  Blacksun filter ... ..... .. Apt  Failsafe detonator
Burst cannan. ... 8 pts2 pts  Command & contral node (Special Issue)....... ... 15 pis
Cyclic ion blaster (Special Issue}......... .. 10pe GunDrone............. 10 pts
(Spacial lssug) . ... 155 Drone controller. .. . ... O pls  ridium Armour
Flamer. ............ 4 pts/6 pts  Multi-tracker. . .. ... ....5pta  (Special lssud). .. ....... 20 pts
Fusion blaster .. ... 12pte/18 pts  pgsitional relay Hard-wired blacksun filter. . . 3 pts
Missile pod .. ... .. 12 pts/1B pls  (Speciallssue). ......... 15pt5  Hard-wired
Plasma rifle. ... . .. 20 pts/ 30 pts  Shicld generator. ... ... .. 20 pts  drone controller . ..., . ... 0 pts
Tagebloehk ¢y e 5pts  Hard-wired multi-tracker ... 5 pts
Targeting array . . . ....... 10 pts  Hard-wired target lock . .. .. B pis
Vectored retro-thruslers MarkarDrong., .......... 30 pts
[Special Issug) . ......... 10pts  shisld Drone ... ... e 15 pis
Stirnulant injector
(Special Issue). ... .. oo 10 IS

Twin-linked battlesuit weapons systems: Whers a weapon system is given two paints values, the first is the
price for the nommal, singla-mounted version, and the sacond is for two weapons (counting as a twin-linked
weapon of that type). A single-mountad weapon counts as a single battlesuil weapon system, and a lwin-linked
weapon counts as two. No model may carry threa of the same weapons systam.

Special Issue items: Items labelled as 'Special Issug’ are unigue systems undargang field-testing prior to
hacaming more widely available. Therefore, only one of each systam may be taken per army, and enly by those
models whose anny list entry states thay may lake Special |ssue systams.

Hard-wired systems: Hard-wired systems taka the form of cybemetic upgrades o warmor jowellery, and as
such do not count towards the number of support systems a balllesuit character can take. The same rules apply
to the syslem whether it is hard-wired or hard-point mounted: the diffarence is that only characters wilh access
to wargear may choose them.

Advanced stabllisation system Slow and Purposeful universal  Airbursting fragmentation projector
Tau weapons systems and  special rule for the remainder of the  This weapon scatters fragmenlation
battlesuite are all equipped with  turn, though if it does it may not bomblots over a wide area, at a height
etabilising gyroscopes that enable  make an additional jetpack maova in  calculated by a simple Al within each
them to bring weapons to bear at  the Assault phase. warhead 1o cause optimum damage.
speed. An advanced stabilisation  Also if one model in a leam has The weapon suffers no penallies for
syslem allows the wearsr a degree  gdvanced stabilisation then all moving and finng, and may not
of mobility whilst firing even the  models in the team must be similay  Denefit from markerlight hits.
heaviest of weapans. aquipped, and if one madal makes Range Str AP Typa

During the Movement phase, the use of the systemn, all must do so. G1g". 4 6 Assault 1
battlesuit may choose to use the  The unit may still take dronas. Large Blast Marker, No Cover Save
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Blacksun filter

This advanced optical filter enables
the vser to double the distance rolled
for determining how far thay can see
when fighting at night. See the
Warhammer 40000 rulebook for
details of might fighting. Only models
equipped with the blacksun filter gain
any extra benefit. Eq, if a Broadside
izam leader has tha filter and s team
doesn'l then only the team leader may
fire at ranges above the narmal 206 x
3" wvisihility distance at night.

Bonding knife

This is a ceremonial knife, not
intended tor combat, carried by tha
leader of Fire casle Warrior teams
who have perfarmed the Ta'lissera
ritual and bonded as a group. So
long as lhe bearer 15 alive, the
bonded team may regroup oven if
below half strength. Battlesuit
wadarars nead ot actually carry the
knife but may have a knife design
painted anta their armaour.

Burst cannon

The burst cannon finds use across
the Tau military, primarily mounted
on battlesuits and vehicles. Uliksing
the plasma induction technology
found In the pulse rifle and other
systems, the burst cannon is & mult-
barrel weapon able 1o sustain high
rates of fire.

Range Sir AP
18" 5 4]

Typa
Assault 3

Command and control node
21 sophisticatad Al-a=Rsistan

transmission system. All friendly
units with a model within 12" may
usa the bearer's Leadership for the
purposes of Target Priornity tests.

Cyclic ion blaster

Doveloped to combat multiple, lightly
armoured enemies. this weapon
generates a rapid stream ol ion
radiation, unleashing it through its
faur barrels. Though the rate of fire is
stabla, the ionisation aeftect is
vanable, Any rolls o wound of a B
count as AP1, regardless of the
target's Toughness.

Range Str AP
18" 2 4

Type
Assault 5

Drone contraller

& drone controller acts as & hub for
communications between the
gperator and a number of drones, A
model with a drone controller must
take one or twoe Gun, Marker or
Shield Drones, in any combination,
from the Wargear list.

Ejection system

This systemn provides the pilot a
chance of escaping catastrophic
damage to his battlasuit. Shaould tha
characler lose his last wound lo &
shooting attack that does not cause
Instant Death, the battlesuit is
raplacad with a singlea maodsl,
representing the pilot,

The profile of this madel Is the same
as baetore the pilot ejectad, lass 2
Strength, 1 Toughness and il has 1
Wound and no Armour Save. It is
equipped with a pulse pistol only.
Indapendant characters and singla-
member teams (‘Monats']) without
dronas only.

Failsafa detonator

This device is intended as the
ultimate expression of the doctrine of
the Greater Good, and is to be used
anly in the direst of circumslances.
The failsafe detonator may be
triggered if the bearer is part of a
team that s forced to make a Fall
Back move having lost an assault.

The team is moved as normal, but
the character stays whaere he is and
the enemy may nol make =
Sweeping Advance., Once his team
has moved. and before Pile In
moves, the character activates the
detonator — place the Large Blast
marker centred on the character, and
rall for partial hits on other models as

normal. Every model hit takes &
single, Strength 8, AP- hit, and the
character is removed as a casualty.
The enemy may not Consolidate.
Mote that the enomy unit need not
take a Morale check should this
attack Inflict 25% casualties, as it
occurs autside the normal sequence
in which such checks are required.

Flamer

Used when fighting massed, lightly
armoured opponents, the lamer is &
lethal weapon when used by Crisis
leams fighting in amongst densely-
packed terrain.

Range Str AP
Template 4 5

Type
Assault 1

Fusion blaster

Fusion blasters are camied by Crisis
suit equipped wammiors as anti-tank’
weapons, and many pilots have
become adept at stalking enemy
armour, using their high mobility to
outflank the enemy and engage his
weaker, rear armaour.

Range Str AP Type
12" 8 1 Malta
Azsault 1

Iridium armour plates

The characler’'s balllesuil s [fitled
wilh additicnal armour protection, in
the form of ifdium armour plates
fitted across its surface. These
increase the model's Armour Save to
2+, but the additional 6" move in the
Assault phase is reduced to De",

Missile ped

A eimple shoulder or arm maunted
multiple migsile delivery eystam, the
missile pod 58 used by hattlesut-
aruippad teams for angaging anamy
light vehicles at medium range.

Range Sitr AP Type
ag" 7 4 Assault 2

Multi-tracker

The multi-tracker is a sophisticated
fire control system mounted in a
sansar  node, often upon a
battlesuit's shoulder. |t enables the
madel to fire two batlesuit weapon
systems in the same turn,



Plasma rifle

Plasma technology is used by many
races, despite its unstable nature. Tau
tavaur a form of the technology that
foregoes a degree of stopping power
lor increaserd safety of tha operator.

Range Str AP Type
24" & 2 Rapid Fire

Positional relay

This records detailed battiefield dala
and relays it in a tight-band, encrypled
burst o & single unit operating &s a
strategic reserve. From the sacond
tum onwards, as long as the bearer is
on the table at the beginning of the
wrn in which this device is used, a
single unit that is being held in
Rescrve may be deployed on a D6
woll of 2+, though no ather units in
Boserve may be deployed this turn.

Railgun

The Tau battlesuit railgun uses linear
acealerator technology to project a
enlid projectile at hypervelocity. It is
capable of punching through  the
thickest of armour and of taking
down the largest of enemies.

Range Str AP Type
72" 10 1 Heavy 1

Stealth armour

Shield generator
The cohesive energy field projected
by the shield generator confers a 44
Imvulnarahle Save.

Smart missile system
The smart missile system lires self-
guiding missiles with the inteligence
ot a drone, which first search for then
hunt down the larget, passing around
any blocking terrain. The srmart missila
syelem can engage any targel in
range regardless of whether there i5a
line of sight 1o it or not, The larget can
count the benefits of cover they are in,
or are touching if it lies between them
and the firar. Models finng a smart
rissile systern do not need to make &
Target Priority test. In addition, smart
missiles are not affected by the Night
Fighting scenario special rules.
Range Str AP Type
24" 5] 5 Heawy 4

Stealth field generator

A stealth field is projscted from small
nodes situated at points upon the
user's body, surounding him in a
distortion effect that makes him
extramely difficult to target. Enamy
models attempting to fire at a unit
wholly equipped with stealth fiald

generators must roll 1o check their
spatling distance by rolling 206x3 as if
fring at might. | the models are not
within spotting range, the firer may noft
choose 1o fire at a diterent target. The
firirmgy unit may, howewver, choose 0
ignore modals equipped with stealth
field generalors and fire on @ mMore
distant target, and in this case will nol
ha required to take a Target Priority
west if this target is the next closest.
Models equipped with stealth fiald
generaturs count as being in covar if
they are assautted. If firing at models
aquipped with stealth field generators
while the Might Fighting special rule is
in effact, no further effect is gained.
Rarrage weapons roll an additional D6
for scatter when targeting a model
equipped with a stealth field generator.
Any drones controlled by & modal with
4 stealth field generator will also be
shielded at no further cost in paints.

Stimulant injector

The character's batllesuit is fitted with
an advanced lite support systerm that is
able to fiood his systern with stimulants
should he become wounded. The
model is subject to the Feel No Fain
special rule, as described in the
Warhammear 40,000 rulebook.

a smaller suit developed for the specialised role of infiltration. Stealth team members are Jump Infantry subject to

the Jetpack rules, as explained in the Warhammer
drones may be deployed using the Deep Strike special
not make the additional 6" mowve in the turn he HITIVES).
battlosuit grants the wearar the Acute Senses spacial n

XVB Crisis battiesuil

The most reliable and commanplace of battlesuits,
caste. Cnsis suits are Jump Infantry subject to the Jelpack special rules,
Unit Types Rules section, and the we
special rula it the mission baing played penmits it {though he may n

40,000 Unit Type Rules section and the wearar and any attached
rule if the rmission baing played parmils i {though he may
In addition, the advanced sensor suite employed by the
le as described in the Warhammer 40,000 rulcbook.

W\ suils are the mainstay of the elile Crisis teams of the Fire
as described in the Warhamrmer 40,000
arer and any attachad drones may be deployed using the Deep Strike
ot make the additional €' move in the turn he

armives). In addition, the: advanced sensor suite employed by the battlesuit grants the wearer the Acute Senscs

epacial rule, found in the Warhammer 440,
compensate for the recoil of light weapons fire, so they do nat count
weapons. This ability does not extand W0 heavy weapons,

XVES Broadside armour

A powertully built variant of the Crisis battiesuit, the advanced sansor s
wearer the Acute Senses spacial rule, found in the
hattlesuits do not count as moving when they fire Ra

weapons, however, and the user musl be stationary to fire them.

000 Universal Special Rules section. The balllesuits ara designed o
as moving when thay fire Rapid Fire
hawever, and the user must ba stalionary to fire them.

uite employed by tha battlesuit granls the
Warharmmer 40,000 Universal Special Rules sgclion. The
pid Fire weapans. This ability docs not axlend to haavy

av
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Target lock
This specidlised target acquisition

syslermn enables the model 1o largel a
separate enemy unit to that engaged

by tha rest of its cwn unit. All firing in
the unit must be declared belore any
o hil rolls are made. Une Targel
Friority test is made for the unit — if

INFRANTRY ARNOURY

A model nol equipped with a balllesuil, wilth access o he armoury, may choose up o 100 ponts from the Infaniry
Wargear list. No model can pick the same item twice, and all equipment, other than hard-wired wargear {which
is assumed to ba worn as warrior jpwallery or cybametic systems) must be represaented on the model.

Bonding knife . . . ... ... ... S pis
EMH genades . . ... ... .. 3 pls
Honour blade (Ethereal only). 10 pts

INFANTRY WARGEAR

Hard-wired blacksun filter. . . 3 pts
Hard-wired drone controller . 0 pts
Hard-wired mulli-lracker .. . 5 pls
Hard-wired target lock .. ... 5 pts

passed, all the separate shols are
laken; if failed, all sheoling musl be
at the nearest targel, as specilied by
the Target Prionty rule.

Targeting array

A relatively new application of the
technology used in vehicle-mounted
targeting systems, a targeting array
grants the user +1 BS, up to BS &,

Vectored retro-thrusters

The character's suit is equipped
with additional thruster neozzles,
allowing him a degree of additional
manoeuvrability that may be useful in
escaping an enemy that has
engaged him in close combat.
The character benefits from the
Hit and Run universal special rule, as
detailed in the Warhammer 40,000
rulebook. Independent characters
and single-member teams ("Monats’)
without drones only.

GEunDrone. ., o 10 pts
Markar Drona. .. .. .. ... . 30 pis
Shield Drone ........... 15 pts

Hard-wired systems: Hard-wired syslams allow Tau without a battlesut o banefit from soma support systems
nermally only mounted on a battlesuit, See the Battlesuit section of the Armoury for each system’s rules.

Bonding knife

Thig is a ceremonial knife, not intended
tor combat, carmad by the leader of
Fire caste Wamor teams who have
performed the Ta'lissera rtual and
bonded as A group. 50 long as the
bearer is alive, the bonded team may
regroup even if below half strength.

EMP grenades

EMFP grenades emit a brief electro
magnetic pulse that overloads
circuitry, causing firgs, melldowns
and other critical malfunctions.
They are used when assaulting
gnamy vahiclas, hitting in tha sama

way as grenades and meltabombs.
When determining damage, roll a
D& On a 4 ar & thay inflict a
glancing hit, an a 6 they inflict a
penetrating hit.

Honour blade

This is a long, broad-bladed spear
mountaed on a lightweight metallic
shalt. The honour blade s usad to
settle disputes between Ethereal
caste members in stylised bloodless
duels. ILis usad in elegant sweeping
movements where the blade
becomes virtually invisible. The
honour blade must he used in fwo

hands — the wiclder, cannot theroforg
count as carrying an  additional
weapon. It adds +2 to the wialder's
Strength.

Kroot gun

A larger calibre version of the Kroot
rifle, the Kroot gun is so heavy it
must be mounted upon the back of
the lumbering Krootox and operaled
by a warnor dedicaled Lo ils use. The
weapon finds ils primary use in
engaging enamy lighl vehicles.

Ranga Sitr AP Typse
A" ¥ 4 Rapid Fire
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Krool rifle

A primitive slug-thrower relying on
chamical propellant and the transtar
of kinetic energy. The lau have
adapted the waapon to fire a
chargad pulse round. The naw
ammunition gives the Kroot rille far
greater  stopping power  and
penatration. The Krocot rifle is fitted
with blades near the muzzle and
stock, which are a throwback to early
traditional Kroot fighting staves. The
incredible hand speed that a Kroot
possosses makas lhese blades
effective assaull weapons, and kroot
with Kroot rifles count as having an
additional closa combat weapaon.

Range Sir AP Type
24" 4 G Rapid Fire

Networked markerlight

& networked markeright 15 &
specialised version of the standard
system, hut it is larger and less
commen. Unlike a normal markerdight,
lhe operatar's own unil may benefit
from s usa. Il is fired before the
remainder of the unit fires. All ather
wles given for the basic markedight
apply. For example, a Marker Drone
iz sguipped with a networked
markerlight. meaning that models in
the same unit may expend countars
placed as a result of its own shooting,

Photon grenadas

A detensive grenade that blinds and
disorients  attackers  with  multi
spectral light and a sonic burst.
Models charging against unils
aquipped with photon grenades gain
no bonus attacks for charging, but
still employ any special close combal
allacks they gain when charging.

Pulse carbine

Tha pulse carbine sacrificas range
for portability and the chance to
mount an underslung photon
grenade launcher. Any unit sulfering
al least one wound from pulse
carbing fire must test for pinning.

Range Str AP Type
18" 5 ] Assault 1
Pinning
Pulse pistol

The pulse pistal is a smaller version
of the pulse rifle, being Issued o lau

personnel as a held-out weapon for
use in desperale situations.

Range Str AP Type
12" B b Pistol
Pulse rifle

The pulse rifle uses an induction
field to propal a particle, which
reacts by breaking down to create a
plasma pulse as it leaves the barrel,

Range Str AP Type
30 8 5 Hapid Fire
Rail rifle

The rail rifle is an implementation of
the technology ulilised in the raillgun
that i= mounted on vehicles and

Markerlight
Range Str AP  Type
36" na nfa  Heavy |

Broadside battlesuils. It has only
recently bean authorised for issue
to front-ling units, having compleled
an extensive figld-tasting phase.

Range Str AP Type
36" 6 3 Heavy 1
Pinning

Vespid neutron blaster

The weapon carrfied by the
Slingwings is a hybrid of Vespid and
Tau technology. The crystal mauntad
upon each blaster emits a pawerlul
neutron blast that is able 1o bypass
all but the maost efficiently ray
shielded armaour.

Range Str AP
12 5 3

Type
Assallt 1

A markerlight is a hand-held device that projects a simple beam upon a
larget, and it is used lo guide other weapons 10 it with unarring
accuracy. Models use a markerlight as a weapon with the above profile.

Fach time you hit a target unit with a markerlight, pul a counter by that
unit. The counters remain until the end of the current Tau Shooling
phase or unlil they are used. Counters may ha expended by
subsequently firing Tau (and Vespid units, so long as the Strain Leadar
is alive) firing at the ‘marked’ unit. Every counter expended granls the
firing unit one of the following aftects, which may be comhbined.

« To allow a vehicle o fire & single seeker missile at the marked unit.
This shooting is resolved normally in all regards at an assumed

Ballistic: Skill of 5.

» To allow a unit which fires at the target to do so at +1 to its Ballishe
Skill. This affect may be stacked, allowing a Ballistic Skill up 1o a

maximum of 5.

« To allow the firing unit 1o automatically pass a Target Priority test when
shooting at the marked unit, declared before the test is made.

« To allow the firing unit to ignore the effects of the: Night Fighting rule

when shooting at the marked unit.

« To impase a -1 Leadership penally on the marked unit for the
purposes of any Pinning lest imposed by the finng unit's shoaoting.
Multiple counters may be expendad to impose a cumulativa mudifier,

s To impose a -1 penalty on any Cover Saves the marked unit may have
irorm the effects of tha firing unit's shooting. Mulliple counters may b
axpendad to impose a cumulativa mndifier.

In any case, the use of a counter must always be daclared befora to hit
rolls are made by the firing unit, and the counter is only removed aller
rolls to hit have been made, so it the firing unit is distracted by a closer
target or cannot see the targel unit because of the Might Fighting rule
[or any other reason) the counter is not removed.

Markerlight shots do not benefit from the effects of ather markerlights.
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TRAU VEHICLE ARNMOURYS

Each vehicle may take the upgrades listed in its army list entry. With the axcaption ot seaker migsilaz, cnly ona
of each upgrade may be taken per vehicle. Vehicle upgrades must be shown on the modeal.

Sensor spines . ....... .. 10 pts
Targeting array . . . 5 pts
PMulli-tracker. . . ....... .. 10 pts

Blacksun filter

This 18 simply a vehicle-mounted
version of the hard-wired filter
system. The vehicle doublas the
distance rolled for delermining how
far it can see when using the Night
Fighting mission spacial niles.

Decoy launchers

Decoy launchers are mounted near
the eangines of Tau skimmers and
fire clouds of reflective strips and
tiny emitter drones to  protect
the wulnerable thrusler  arrays.
Whenever an Immobilised result is
ralled on the Glancing Hit Vehicla
Damage lable, the Tau player may
force his opponent to re-roll the dice,
though the second result stands,
aven if il 15 worse.

Disruption pod

A disruption pod throws out distorting
images in both visual and magnetic
spectra, making it hard to target at
rangs. Weapans finng al the vehicle

TAU VEHICLE UPGRADES

Blacksunfilter ........... 5pts
rarget ocK ol s aEin o pts
Flechette discharger. ... .. 10 pts

trom mora than 127 distant count the
vehicle as an Obscured Targel.

Flechette discharger

Powerful clusters of reactive charges
are attached to the hulle of many Tau
vehiclas, [t the snemy approach,
they Tire off vicious clouds of high
velocity  flechettes. Any  model
attacking the vehiclz in close combat
will be waunded on a D6 roll of 4+,
with Saves allowsd, bafore resalving
its mtlacks.

Gun Drones

Avehicle may be equipped with two
Gun Drones. The drones will move
with tha vehicla, safely contained in
specially designed recesses. During
any Tau Movement phase, the
drones may disengage in the same
way as infantry dismount from a
transport and formm an indepeandent
unit. From then on, the drones
function as a Drone squadron. The
drones may not rejoin the wehicle
during a game and will never count
as a scoring Unit.

While attached, the Gun Drones may
fire as part of the vehicle, using their
own B3, in addition to any other
weapons that woald normally be
permitted to fire, and are treated as
passengars it the wehicle 18
damaged.

Hammerhead railgun

The railgun is a linear accelerator
which functions using standing
wave acceleralion along a numbear
of  cylindrical superconductive
clectrodes that surround the barrel.
It can fire either a solid projectile
ar a sophisticated  bundle  of
submuniticns. The submunitions

Disruptionpod . . .. .. .. .. .5 pis
Deacoy launchers .. .. ... .. o s

Seeker missile ... .. 10 pts each
{maximurm 2 per vehicla)

ophon s only available o the vahicle
mounted railgun.

Railgun (solid shot)

Rangs Sir AP Type
72" 10 1 Haawy 1
Railgun (submunition)
Range Str AP Type
72" 6 4 Heawy 1
Large Blast
lon cannon

lon weaponry generates a stream of
high-anergy particles that are
acceleraled by an electromagnelic
field, These will react explosively
with the target as a result of direct
transtar of anargy at the atomic laval.

Range 5Str AP  Type
Bs0" 7 3 Heavy 3

Landing gear

Though they ulilise advanced anti-
gravitic technology, Tau vehicles are
fitted with basic landing gear in case
they should suffer malfunction. In
any turn that the vehicle does not
move, it may choose to no longer
count as a Skimmer until it moves
again. This benefit does not apply on
tha tirst turn of the gama.

Multi-tracker
The vehicle-mounted multi-tracker is
combined with advanced stabilisers
gnabling a vehicle Lo ire as il il were
a fast vehicle.

Seeker misslles

Seeker missile arrays are provided to
allow Tau infantry o immediately
obtain fire support, for Fire caste
doctrine does not allow for organic,
inteqrated heavy weapocns in Fire
Wamor tearms. any model eguipped
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with a markaright may reguesl a
saakar missile salvo as detailed in the
markeright rules. Up o two sesker
missiles may be fitted to a single
vehicle, and one or both launched in a
single turn, each wusing different
markerlight hits. Each is a single shot
waapon. The missiles do not need a line
of sight from the vehicle they are
mounted on to the vehicle. The missila is
assumed to mowve in A straight line
hetween the madal camying the mssila
and the target isalf for he purpoeses of
deciding whether the shol sirkes the
fromt, =sicka ar rear. The missiles have no
maximum range. Ordinarily, the vehicle
carrying the seeker missiles has no
control over them and cannat launch
them itself. The mechanism is remote
and responds only to markerlight users.

Drones

The missiles may abways be fired, each
at different targets if relevant,
regardlass of the distance the vehicle
has moved or whether it has fired any
other weapons. They may also be fired
it the wehicle has suflered a Crew
Stunned vehicle damage result.

Range Sir AP
unlirmited H 3

Type
Heawy 1

Sensor spines

Sensor spines are used (o lsed dala
to an advanced ground-following
flight contral system. The wvehicle
may opt to use tham nsiead of
moving normally, Whilst doing so,
the vehicle does not hover above a
tarrain fealure — inslead, ilis counted
as actually moving through it. It may
therefore claim to be an obscurad

target in the same way as a nommal
vehicle in the same position, but the
sensors allow it to avoid the effects
of dangerous terrain,

Targeting array
largating arrays assislt the vehicle
guriner's aim by adjusting for the
targel's range and speed. Add 1 to
the vehicle's BE.

Target lock

The target lock identifies potential
targets and plots fire plans to counter
them, granting the vahicle gunner far
mare choice about tha targets to be
engaged. Fach weapon on the
vahicle may fire at 2 separale enemy
unit it desired, subject 10 the normal
line of sight rules.

Drrones are independent artificial intelligences, programmed to protect the Tau. Unlike the Impenum, the Tau make
extensive use of machine intelligences. Nommally drones will require ragular orders from & Tau, bul when several
intelligences are networked together in a squadron they become capahla ot achng independenlly for a long perod.

Drones under the command of a drone controller are counted whan assessing if he unil they are with should take a
Marale check having taken 25% casualtias. Thay are similary counted when delermining if the unit is strong enough
to claim an objective. If their unit sufters lnssas, drones are counted when determining if it is below 50% for Victory

Paint purposes.

Drones must maintain coharency with the unil their controller is in. If he is an independent character then the drones
and character torm & unit hut the character and drones may stll join ancther unit, [f the character with the drone
controller is killed then all his drones are removed at the end of the Shooting or Assault phase in which he died.

Shield Drone Gun Drone
WS BS S T W | A Ld 5Sv W& BS S T W | A Ld Sv
2 2 ] X 4 1 na X 2 P 3 3 A 4 1 nfa 44

Equipmant: Twin-linked pulse carbine,
Unit Type: As ownar or Jump Infantry (jet pack) il
indeperndent

All Gun Drones on a vehicle orina Firanha squadron must
discmbark at the same time, counting as a singla unit.

Equipment: None.
Unit Type: As owner.

SPECIAL RULES

Close Pratection: Shield Dronas always have the
same Toughness and Armour Save values as the
individual they accompany. Sniper Drone

Invulnerable Sava: [he Shield Urone is equipped wilh W5 BS S T W I A Ld Bk
powerful energy shields. It has a 4+ Invulnerable Save. 2 23 3 21 4 i = il

Equipment: Rall rifle, targst lock & stealth fisld
ganerator, targeting aray (bonus included above).

Unit Typa: Az owner.

Marker Drone
Ws BS 5 T W | A Ld Swv
2 23) 3 3 1 4 I na J+

Equipment: Nelworked markerlight, targoting array
(borus included above).

Unit Type: As owner.
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SPECIAL RULES

+ COMMANDER (TAU: SHAS'EL DR SHAST]

Commander is & position of great honouwr for Tau of the Fire caste. it is aftained
anly attar years progressing through tha ranks of Fire Warriors to fight first in the
Battiasuif teams and then as part of another Commander's Bodyguard. Proof of
accomplistunent in not only the tactical bul also the strategic arts of war may then
sam the Commander's approval and elevalion from Shas'vre. Tau Commanders
are formidable warrors. frequently sporting scars, bionics and disfigurements
aamed in their carcer. According to their renown they may be called upon o
command anything from a Cadre o a Battfe. The number and size of Dreviaus
cormmands is reflected in the nngs confining thelr long scalp locks. A Shas'of can
only progress 1o the rank of Shaso after repeated succass it ihe leld,

Points ws BS S5 T W | A Ld Sv
Shas'o 75 4 2] 5 4 4 3 4 10 3+
Bhaz'gl &0 3 4 5 4 ! | 3 9 3+

Unit Type: Jump Infantry {jat pack).

Equipment: The Commander is equipped with an XVB Cirrisis battlesuit, and must
select three battlesuit weapons systems or support syslems, He may select
additional iterms fram the Balllesuit Wargear list, including Special Issue systems,

Independent Character: Unless accompanicd by a Bodyquard, the Commander is an independent character
and follows the Indepandent Character special rules in the Warhammer 40,000 ruletrook. If accompanied by
drones, he may still join other units as an independant character.

Bodyguard: The Commander may be accompamed by a Bodyguard, see the separale entry below. The
Commander and his Bodyguard count as a singls HQ choice.

¥V8 battlesuit: The Commander's battlesuit grants him the Acute Senses and Deep Strike special rules. Ses

the Armoury for more details,

SPECIAL RULES
XV8 battlesuit: The Bodyguards’ batllesuils grant them the Acute Senses and Deep Strike spacial rules. See

the Armoury for more details.

wWvE 'CRISIS' BATTLESUIT BODYGURRD TERAM
(TRU: SHRSVRE]

A Bodyguard team of Fira Warriors in Crisis baftlesuit armour may accompany a
Shus'o or a Shas'el The Bodyguards will always he Shas'vre velerans,
experienced and proven in baltle. It is cormmon for such Bodyguard leams to be
pradominantly made up of the Commander’s kin o long-term friends, and it is 4
great honour to be chosen for such duty. The Bodyouard embody the Tau
philosophy of stiving tor the Greater Good at the expense of personal glary and
these warrors are much respected by the rest of the army.

Points wWs BS S T W | A Ld Sv
Shas'vre 35 3 3 5 4 2 3 2 A 3+

Team: A team consists of 1-2 Shas'vra. There can only be D-1 team per
Commander, and they may not be taken separately.

Unit Type: Jump Infantry {jet pack).

Equipment: Each Shas'vre is squipped with an XVa Crisis battlesuil, and must
salect three battlesuit weapons syslems or support systems. Each may sclect
additional iterns from the Battlesuil Wargear list, including Special lssue systems.




ETHEREAL (TAU: AUMND

Little is known of the Taw Cthereal casta. appeanng as shrouded, anigmahic
figuras that eschew tha advanced equipmant tavoured by tha lan Fira casle.
Ftharaals ssam ta combing the ralas af presthaood and rapally within 1au socely,
and command ungiastioning layalty from ail of the other castes. Ethereal casle
mambers are accasionally seen on the ballleheld, aithough whelher leading or
CSEFVING S LrcieaEr,

Poinls WS BS &S T w | A Ld Sy
Ethercal 50 4 3 3 3 2 3 3 10 -

Equipment: The Ethereal normally carries symbols of ottice that can ba used as
a pair of close combat weapons (+1 Attack). These may be sxchangad tor an
honaur blade for 10 points. He may selact equipmant from the Infantry Armoury.

Unit Type: Intantry.

SPECIAL RULES

Independent Character: Unless accompanied by an Honour Guard, the Etheresal s an independent character and
follows the Independent Character spacial rules in the Warhammer 400000 rulebook. [T accompanied by drones,
the Etheraal may shil join triendly units.

Honour Guard: |hae Ethergal may be
aceompanied by an Honour Guard of Veleran
Fire Warriors who have chosen o (oo the
normal progression o batllesuit pilot and then
Commander. The Honour Guard is chosen as
g nermal Fire Warrior team (it does not count
g5 lhe compulsory choice), but does not take
up an additional Force Crganisation slot.
These Veteran Fire Warriors cost  an
additional 2 peoints over the basic cost, and
cach bencfits from +1 Ballistic Skill, but
ctherwise have the same unit size, weapons
and options.

Inspiring Presence: The Ethareal and all Tau
Lnits {not Kroot, Vespid or drones) with a lina
of sight to him may re-roll any Morala checks.
If the Might Fighting rules are in use then roll
to determina the distance the unit can saa.
Thie includes passerd Maorale chaecks. Tha re-
rolled result stands. Any lau umit joned by @n
Etharaal caste member becaomes Fearless.

Price of Failure. Whilsl the Tau are inspired
by lhe presence of their Ethereals, they are
conditioned o dread their death above all
things, for fear of the return of the Montau
the Time of Teror before the coming of the
Ethereals. If a friendly Ethereal is killed then
everny unit of Tau on the tabletop (not Kroot,
Viespids or Drones) must take a Morale check
at the start of their next turn if they are not in
close combat or falling back. In addition, every
Tau that takes the test will benefit from the
Preferred Enemy universal special rule, with
the enemy as their preferred enemy. This
applies whether the Morala tast is passad or
failed, and lasts until the end ot the game.
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wVvE CTRISIS BATTLESUIT TEAN [TAU: SHRSUD

Those Fire Warriors who prova themselves in battle earn the nght to wear a
battlesuit and bear the name of Shas'ul. They are expenenced fighters who have
fought tha deadiiest foes and triumphed. Their loyalty and skill is hayord guestion
ard the best and bravest of thern may be honoured by baing elevated 1o become
a bodvguard to their Shas'o or Shas'el. Teams of Cnsis baftlesuit warriors will
have tought logether for many years and, in many cases, will have parformed the
Ta'lissera ritual where the warriors swear oaths of commurnion and foyalty to one
another. placing the welfare of the team ahead of their own personal desires.

Points ws BS S T w | A Ld Sv
Ghas'ui 25 2 3 5 4 2 2 2 g 3+

Shas'vre +10 3 3 5 4 o 3 ) g Y
Team: A team consists of 1-3 Shas'ul.
Unit Type: Jump Infantry (Jet pack).

Equipment: Each team member is equipped with an XVE Crisis battlesuit, and
must select three baltlesuit weapons systems or support systems,

Charactar: One Shas'ul per team may be designated as a team leader at +2 points, and may select items from
the Battlesuit Wargear list. A Shas'ui team leader may be upgraded to a Shas'vre for an additional 5 points,
giving him access lo Special 1ssue wargaar.

SPECIAL RLULES

¥V8 battlesuit: The team members’ battlesuits grant them the Acute Senses and Deep Strike special rules
See the Armoury for mare details.




STEALTH TEARM (TAU: SHASUI R

Stealth teams, equippad with XV15 or the slhightly larger XV25 Slealthsuils, are
the Jone wolves’ of the Tau army, operating independenily of othor formations.
They are intent upon ambushing isalated enemy troops and interveming in
suppant of frendly unils. Thay ara nol factored dirgclly inlo Tau batlle plans and
50 enjoy a great deal of freedom of action within very broad parameters. The
leaders of Stealth teams are offeh regarded as being slighlly accantric and
dalight in amplaping new and unpredictable tectics. Many & foe of the Tau empire
has found himself aftacked from an unexpected quarfer by Stealth teams
pasitianed ahead of the main army. :

Shas'ui 30 2 3 4 3

Points Wws BS S T w | A Ld Sv
1
Shas'vre +10 3 3 4 3 1

Team: 4 team consists of 3-8 Shas'ui.
Unit Type: Jumg Infantry {jet pack).

Equipment: Each team member is equipped with a burst cannon and Stealth armour with integral slealth field
genarator. Each leam member may select one battlesuit support system. If this option is taken, all members
must do so, though cach may select a different system.

Optians: One in three modals {(including the team leader or Shas'vre) may replace their burst cannon with a
fusion blaster at a cost of 2 pts per model.

Character: One Shas'ui per team may be designated as a team leader at +5 points, and may select items from
tha Battlesuit Wargaar list. A Shas'ui team leader may be upgraded Lo a Shas'vre for an additional 5 points. The
team leader or Shas'vre may also purchase a markeright at an additional 10 paints.

SPECIAL RULES

Infiltrate: Stealth armour teams can use thair suits to move inlo foreard posiions abead 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 troope to use the Infiltrate rula
then the Stealth armour troops must set up with the rest of the army.

Stealth Armour: The team members’ battlesuits grant thom Acute Senses and Deep Strike special rules. See
the Armoury for more details.
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THE >XXVZE2 BAT TLESUIT

Tau baftlesuit fachnology is avar avalving, for the Tau learm Irom experence
and utilise their technology to overcome those obstacles that stand in the way
of the Greater Good. Current marks of battiesuit are easily mass-produced and
known fo be reliable, yet thare are a numbar of other models in development,
many of which make use of lechnological developments that the Earth casie
ara not yat able ta produce on a mass scala.

thase expenmeantal suils are issued (o brusled commandsers or their
subordinates, where they can be field-tested and their performance analysed.
The XV22 baftlesuit warn by Commandear Shadowsun is such a suif, the first
2'in the designation indicaling the suit’s mass class, the second indicating that
it s undergoing fiald-festing.

Whefhar ar nat the XV22 hacomes approved for general use will be aglermined
by its performance i the battles of the Third Sphore Expansion. Mts future relfes
as much upon Shadowsun as hers doas an the XVZ2,
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1+ FIRE LWWARRIOR TEAMM [TAL: SHAS'LA]

Fire Warrior teams are aver present i Tau anmies and are formad from meambars of
the same sept. They are cautious bt afficient, and their puise ifle anmament gives
them excellent firepower, Offon mountad in & Devilfish traop carrier, they are able fo
rapidly deploy and lay down a withening fusillade upor their foes.

Points Wws BS & T W 1 A Ld Sv
Shas'la 10 2 a a 3 1 2 1 7 4+

Shas'ui r10 2 3 3 3 1 2 2 8 44

Team: The team consists of 6-12 Fire Warriars.
Unit Type: Infantry.
Equipment: Pulse rifle,

Options: Any number of the Fire Warrors in the team may axchange their pulse rifle for a pulse carbine at no
exlra points cost, The team may carry phaton grenades at an additional cost of +1 point per modal and EMF
grenades at an additional cost of +3 points per model,

Character: One Fire Warrior Shas'la may be upgraded to a Shas'ui leam leader at +10 points, and may selact
iterns from the Infantry Wargear list. A Shas'ui leam leader may also purchase a markarlight at an additional
10 points.

Transport: |f it numbors twelve madels or less (including drones), the team may be mounted in a Devilfish troop
carricr,

-

TRANSPORT: DEVILFISH
TROOP CARRIER

The Devilfish troop carder is the warkhorsa
of the Tau ground forcas and s able o
carry  twalve warriors. Armed with a
fearsorme burst cannon, It can rapidly
fransport iis passengers fo ther destination
than act as mobile fire support once thay
have disembarked. The Deviltish also
carries a pair of Gun Drongs o provide
avearn e firepower

Armour
Points Frant Side Rear BS
Devilfish g0 12 11 10 3
Type: Tank, Skimmer Crew: [au Fire casle. Unit Type: Vehicle.

Weapans: Burst cannon and a pair of Gun Drones. It is also equippead with landing gear.

Options: The Devilfish may be equippad with any of the vehicle upgrades specified in the Tau Armoury. The
Gun Drones may be replaced by a smart missile system at a cost of +20 pis.

Transport: The Devilfish can carry up to twelve modals. It may nol carry any troops in XV battlesuits.

Access Points: There are access halches al the rear and on cach side of the hull. Modals embarking or
disembarking must be within 2 of one of them.

Fire Points: Thore are na fire points; the Devilfish is a pressurised environment. This means that passangars
may nat fire while aboard the vehicle.




KROOT CARRNIVORE SOURD

Kroot Camivore sguads ara the most cOmmaon auniliarias sarving alongsida the Tau
ammies. The Kmaol worlds have lorg been part of the empire, ewer SincA &
Tau axpeditionary force helped libarata several Kront enclaves fram Ork domination.
The Kroat warriors have a sircl coda of honou and. in raturn for the supporl of the
Tauw empire, stupply large numbars of wardors as exclusive marcenaries. Their sell-
sufficiancy and unparalleled fielderalt are a major assel to the Tauw and a veaful
contrast to thelr morg tachnologically dapendent mastars. Kool squans may also
contain the lumbering Kraotox and agile Koot Hounds, Whiisl the Tau find Ihe
Krool's predilection for eating the fiesh of thoir vanquished foes barbaric, it is hopad
that prafonged cxposure lo (he Tau's sensibiitics and cullure will evantually purge
them of this dislastoful hahit. Despite this, the Koot are afforded virtually the same
favel of rospect as a Tau, since fheir skill at arms js much valved by the lass
physically abic Tau. The Kroof are honoured for their mmartial prowess and are
rewarded for their efforts, as hetits loyal cilizans ol the Tav ampire.

Paints WwWs BS S T W | A Ld Sw
Kroot f d 3 4 3 1 3 1 7 -
Shaper +21 4 3 4 a 3 3 3 8 G
Kraat Hound G 4 0 4 2 1 5 z2 7
Krootox Rider 35 4 3 5] 3 3 3 3 rd -

Squad: The squad numbers from 10-20 Kroot, 0-12 Kreot Hounds, and 0-3 Krootox Riders.
Unit Type: Infantry.

Equipment: Kroot are armed with a Kroot rifle, Krootox Riders with a Kroot gun, and Kroot Hounds with their
ferocious fangs.

Options: It a Shaper is included in a Camivore squad, ite members may acquire a B+ Armour Save at a cosl of
1 point per model.

Same Shapers cany weaponry gifled from the Tau. For an addilional 5 points, he Shaper's Kroot rifle can be
replaced with either a pulsa rille or a pulse carbing.

Character: One Krool may be upgraded 1o a Shaper at an additional cost of 21 points.

SPECIAL RULES

Fieldcraft: Kraal gain 11 to their Cover Save in woods ar jungles. Kroot in weods or jungles do not have la roll
4 Difficult Terrain test; they can always move up to £ In addition, they can see and shoot through 12" of woods
ar jungle terrain rather than the & Ihat would normally be the case.

Infiltrate: If the squad dnes not comtain a Krootox Rider it may infiltrate if the missen ponmits it. See the
Warharmmer 40,000 rulebook for the Infiltrators scanano special nules.

RITUAL OF THE TRLISSERRA

Many Tau groupings are “bonded’, according lo a solemn caramany KRoWn As
the ‘Ta'lissara’. The best translation which xenolexicons can derve for this word
i< cormmunion or marfage. It appears to ha some kind of swaim bond where
groups ot Tau pledge supporl and communily o one another. The Tau who
have swom these pledgas may address each other by thesir individual

names and are much adrired,

This bond is secn as the ulimate Tau expression of raspecl for ane
anathar as it symboiisas the sacrifice af individual pricie to become paErt
of a graaler whole. The Ta'lissera’ is most commonly lound within The
ranks of Fire caste warriors and Carth caste wark taams, who regard
thamsaives as ennobied by their bond of communal purpose.
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R GUN DRONE SOUROROMN [(TAL: KOR'VYESAD

Acting in support of Fire Warrior feams and armed with twin-tinked puise
carbines, squadrons of Gun Lrones can pin anamy froops in place whils tha main
by of the Tau army lakes further shols al the advancing enemy.

Points Ws BS 5 T w I A Ld Sv
{aun LIrona 12 e 2 3 3 1 4 1 ) 4+

Squadron: The squadron numbers from 4-8 Gun Drones,

Unit Type: Jump Intantry {jet pack).

Equipment: Twin-linked pulse carbine,

SPECIAL RULES
Deep Strike: Gun Drone squadrons are able to deploy using the Deep Strike mission special rula in missions
that allow it

Lo PATHFINDER TEAR (TARAU: SHASLA)

Tau Pathfindars are the eyves and ears of a Cadre’s commandar, and coordinate
closely with other formations. Fire casle doctrine stales that a Cadre in the field
should be pulled forward Dy s FPathfinders, as apposed fo lts Pathfinders being
pushed forward by the Cadre. An efficienf Pathfinder team can help other Fire
Warrior tearms operale sl pesk efficiency and are highly respected as a
consequence, They are the undisputed masters of battiefield positioning, with
fimitless patience and a proud datermination fo choosa the most valushle largets
for others to destroy. imperial troops who fought in the Damocies Gulf Crusade
described the signature of the baraly visible markerlight beams as the Valkyria's
Mark, because those if chosa ware soon numbearad amongst the dead.
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£ Points WS BS S T w | A Ld Sv
re%i Shas'la 12 - S | 3 1 2 1 7 44
2 Shas'ui 110 IS O R O SR T -
i
. Team: Consists ot 4-8 Pathtindars and a Dewvilfish.
B
ﬂ% Unit Type: Infantry.
. é’;ﬁ Equipment: Pulse carbine with markerlight target designator.
i

. Dptions: Pathlinders 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. Up to three Pathfinders in a team (but not the team leader ar Shas'ui)
may replace their pulse carbine and markerdight with & rail nfle and largel lock al a cost of 10 points each.

Character: COne Pathfinder Shas'la may be upgraded to a Shas'ui team leader for an additional 10 points, and
. may sclect iterns from the Infantry Wargear list.

& Trangport: Pathlinders musl select a Devilfish troop carrier at an additional cost of B0 points.

SPECIAL RULES
Scouts: Pathfinders are Scouts, see the universal special rules in the Warhammer 40,000 ruleboaok.

Marker Beacon: lha Devithsh transports issued o, Pathlinder leams are equipped with enhanced optical
processors and long-ranged communications systems. These are used to guide the deployment of battlesuit-
equipped teams. Tau units deploying by means of the Deep Strike rule to & point visible to the Dewvillish may
re-rall the Scatler dice. Nole Ihal the Devilfish must already be on the table at the start of the turn for the marker
beacon to be used,

| T |



FPIRANHA LIGHT
SKIrMMMER TERR

The Piranha s a tightly armoured vehicie used
by the Tau in a range of capacities including
rapid rasponse, suppert of Pa thiinder fearms and
avan as battlefisld lransport for high-ranking
dignitaries. By upgrading the vehicle 1o cary &
fusion blaster or a pair of secker missiles it
hecomes an effective fank hurtar, particuiarly
when guided lo target by Pathfinder teams.

Armour
Poinls Front Side Rear BS
Piranha &l 11 10 10 3
Type: Skimmer, Fasl, Cpen-topped. Crew: Tau Fire caste.

Team: Tha Piranha team consists of betwean 1 and 5 Piranhas.
Unit Type: Vehicle.
Weapons: Each Piranha is armed with a hull-mounted burst cannen and a pair ol Gun Drones.

Options: The hull-mounted burst cannon mey be replaced with a fusion blaster for 5 poinls. |t may taka any of
the following vehicle upgrades: sensor spines; targeting array; blacksun filter; flechette discharger, decay

launchars; disruption pod; larget lock. seeker missiles

VESPID STINGLWINGS (TAU: ALK ORI R R

The Vespid provide auxiaries to Tau armies, who value them for their skill at
neqotialing dangerous ground af speed. They make ideal mobila resefve or
Nanking troops, though the Tau rely on the comrmunion helm issued to the Sirain
{ sadars to communicata with the Stingwings and coordinale their actions.

Points WwWs BS S T w | A Ld Sv
Stingwing 16 3 3 3 4 1 5 1 51 54
Strain Leadar 22 a 3 3 4 1 & 1 2] A+

Strain: The unit consists of a Strain Leader and 3-10 Slingwings
Unit Type: Jump Infantry.

Equipment: Meutron blasler.

SPECIAL RULES

Fleet of Wing: The Stingwings are surprisingly agile for their siza, and many waricrs have paid the price for
underestimaling their speed. They are Flaal, as doscribed in the Warhammer 40,000 Univarsal Special Rules.

Skilled Flyers: Vespids arc skilled al negl::tiiating dangerous obstacles whilst flghting 1o full effect. They may
re-roll failed Dangergus Terrain Esls,

..........

- T have recgived your messages, acquainting me that these worlds halong lo your Emparar, your master. In refum | am
-t inform you that the said worlds belong to iz Ethareal Majesty, Aun'( Bork'an Veal, my master, by right of settlemeant.

| Should you wish fo gain similar rights you must submit yourselves fo his wisdom as mermiers af tha fau empire.”

Por'al Taw'n Uios, Waler caste negulialor
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HEAVY SUPPORT

b1

>vaa BROADOSIDE EARATTLESUIT TEAM
CTRU: SHRS'UID

Expenenced veterans can wear Broadside batlesuils and are the mast heavily
armed of all Tau ground troops. Broadside feams utifise & haavily modified version
of the Crizis battlesuit armour, The standard jet pack is removed, which froos up
waight for the Incorporation of sorme extremely heavy weapon systems. Broacsiis
tearms must ha able fo engage and desiroy heavily armmoured  tarngels and,
consequently, are equipped with the most devastating weapons In the Tau arsenal.

Paoints Wws BS S T vy | A Ld Sv
Shas'ui 70 2 3 5 4 2 2 2 A 24
Shas'vre +10 3 2 R 4 2 3 2 8 24

Team: Consists of 1-3 Oroadside Shas'ui.
Unit Type: Infantry.

Equipment: Each maodel is equipped with an XVA8 Broadside hattlesuit, and s
armad with a twin-linked railgun and smart missile system.

Options: The Broadside tcam members must choose one battlesuit support system. The smart missila systam
may be replaced with a twin-linked plasma ritle at +10 points.

Character: One Shas'ui per team may be designated as a team leader at 15 points, and may select items from
the Battlesuit Wargear list. A Shas'ui team leader may be upgraded to a Shas'vre tor an additional 5 poinls.

SPECIAL RULE

XV88 battlesuit: The team members' battlesuits grant them the Acute Senses spacial rula. Sea the Armoury for

details.

SMNIFPER DROMNE TEAMMS (TAL: OR'NMOMN'KOR]

Smiper Dvone teams consist of a single Tau Spotter and three rail nffe-equipped
dranes. Each leam is equinped to provida pinpoint accurale  ant-pecsorne]
firepowear, and they do this bast whan workineg i geoups of iwo o three such leams.

Sniper Drone Teams cost 80 points per team

Points WS BS & T W I A Ld Sv
Spotter Seeabove 20 34} 3 i 1 2 1 & A
Drone Seeabove 2 2(3} 23 3 1 4 1 7 d4+

Team: The leam consisls of one Spotter and three Sniper Drones, Up to three such
teams may be taken as a single Heavy Support choice but only ona such choice
may ba mada par army. Inaddition, the leam is never counted as a Scoring Unit.

Unit Type: Infantry.

Equipment: [ ach model s squipped with a sleallh ield generater and a
largeting array (bonus included above). The Spotter is armed with a pulse pistal,
a drone controller and a networked markearight. Each drona is aquippead with 4
rail nfle and a largel lock.

"Tha gquestion of tha timing of tha commencemeant of hostilifies s one upon which you musl medilale Most
deeply. Cnce youwr decision is arrived at, It must be pursued with the utmost energy.”

Comiemienoer Foredioe The Ty Soeeceh Mockaion et Py of e Waimore




HARNMMERHERD
GUNSHIP

The Hammerhead gunship is tha man
battle tank af the Tau army. Mosi of the
intarnal space within the fank is lakern up
by capaciors for (18 wWeApDoOn systems,
and thus it cannot carry froops. Doning
the Damoctas Crusade, many Imperal
tartk craws learnead the hard way how
daadly itz man weapons can be,

Armour
Foints Frant Side Rear BS
Hammerhead g 13 12 10 3{4)
Type: Tank, Skimmer. Crew: Tau Fire caste. Unit Type: Vehicla.

Weapons: A Hammeorhead is armed with a turret-mounted primary weapan syslem and a hullmounted
secondary weapon system, and is equipped with landing gear. It 15 always equipped with a targeting array
(already added to BS above} at no extra points cost,

The primary weapon system is either an ion cannon al +15 poinls or a railgun at +50 peoints.

The secondary weapon system is aither bwa bursl cannons at +10 points for the pair, a pair of Gun Drones at
120 points for the pair, ar a smart missile systerm al +20 peints. Note that the burst cannons are nat twin-linked
and can fire separataly.

Options: The Hammerhead may be equipped with any of tha vehicle upgrades permitted by the Tau Armoury.

SKY RPAY RMISSILE
DEFENCE GUNSHIP

The Sky Hay is & vanani of the more
common Hamrerhead gunship, and
providas & dedcated missie platform
that 1s used by lhe Fire casle fo provide
pennt alfack fire support for Fire Warnior
frarns. who lack their own  heavy
wasponry.  When  guided by the
rarkerigitts of Pathfinder teams, the Sky
Ray makes an excephional perimeter anc
air defence missilc systom.

Armaour
Points Front Side Rear B
Sky Hay 125 13 12 10 3
Type: Tank, Skimmear. Crew: Tau Fire caste. Unit Type: Vehicle.

Weapons: A Sky Hay is equipped with landing gear, and is armed with six turret-maounted seeker missiles, wo
networkad markerlighls (these are counted as defensive weapons) and a target lock (maaning it can launch its
own missiles, polentially at two different targets per Shooting phase). It is aleo aquipped with a hull-mounted
sECONGdEryY weapon system,

The secondary weapon system is cither two burst cannons at +10 paints for the pair, 8 pair of Gun Drones at
+20 points for the pair, or a smart missile system at +20 points, Note that the burst cannons are not twin-linked
and fire separately.

Options: The Sky Ray may be equipped with any of the following vehicle upgrades: sensor spines; targeting
array; blacksun filter: multi-tracker: flechetta dischargar, disruption pod; decoy launcher,
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It is said that Aun'Va is the oldest and the wisest of
his caste. He has counselled the greatest leaders of
tha Tau for longer than any can recall, and his hand
can be seen at work bahind much of Tau history. He
is the most senior Ethereal upon T au, sitting upon
the councils that rule not just the sept but the entire
empire. His word is heeded by every member of his
caste, for his counsel has cver proven wise and true.

But Aun’Va is not merely a spiritual leader, for history
i replete with instances of him leading the Tau
expansion from the very leading edge of conguest.
His presence gave the Fire casle the will to rid the
Si'coa system of the hateful Heak, his words sending
them into a righteous rage. Upon the flanks of Mount
Scion he pronounced the fate of the Orks of Waaagh!
Grognik — a sentence that was cfficiently enacted by
len thousand Fire Warriors.

Aun'va next declared the Third Expansion,
addressing the coambined Councils of the four castes.
Flanked by his ceramomnial guard, Aun'Va gave a
slow, deliberate speech, culminating in a rousing call
to arms. As his words echoed into silence, a million
Fire Warriors listening outside the council dome went
tdown on bended knee. The Earth caste began the
building of a vast temple in his name. The Air caste
launched a thousand vesssals, gach named for one of
his deeds, and the Water caste dedicatad an army of
envays to carry his words to the stars,

Aun'Va's next act was to decry the actions of the
renegade Commander Farsight, naming O'Shaserra
— Commander Shadowsun — as the new hero of the
pmpire. She would lead the Third Sphere Crusade,
the master giving counsel, guiding her and her
mighty armies for the Greater Good. With
Shadowsun leading the attack, Aun'Va would lend
his presence where it was most needed. At Celaphal
Fields, the crusade suffered grievous losses at the
hands of the Orks, yot Aun'va's words spoke directly
to each warrior, instilling them with the courage to
stand in the face of overwhelming odds. Decp within
the scorched lforesls of I'Wolaho, Aun'Va consoled
Shadowsun with words of wisdom and  insight,
inspiring her to face her fears, and to bear the loss al
her sisters, for the benefit of all. He sealed the
siblings' Ta'lissera in their absence, leaving the final
words of the coremony unsaid until the sisters are
reunited.

Aun’a stands as supreme Ethereal within the nowly
won septs of the Third Sphere, Shadowsun ever
loyal at his side. Acrass hall a dozen new worlds. a
million Fire Warnors and many more colonists stand
ready to sacrifice all upon a single word of their
beloved Ethereal, the Master of the Undying Spirit —
Aun'c’T au'Acaya'Va'Denta.

Aun'va and Honour Guard

Cost 205 points

ws BsS 5 T w | A Ld Sv
Aun'Va 1 8 2 354 1 1 6:44°
Guard 4 4 3(5)3(5) 2 3 3 10 4+

Special Character: Aun™Va is a special character. He
may be used in Tau armies of at least 1,500 points as
an HQ choice, You may not select any additional
items from the armoury.

Equipment: Aun'Va is equipped with the Paradox of
Duality, which, in addition to the rules below, is
counted as a close combat weapon, Each guard is
armed with an honour blade,

Unit Type: Infantry.

SPECIAL RULES

Honour Guard: Aun'Va is always accompanied by a
ceremonial retinue of two Honour Guards, the antire
group counting as a unit and as a single HQG choice.

Counter-Attack: Each guard is utterly dedicated to
protecting the Master, and will step forward to block
any who approach him unbidden. Each guard
benefits from the Counter-Attack special rule, as
described in the Warhammer 40,000 Universal
Special Rules section.

The Paradox of Duality: Aun'Va bears a ceremonial
slall, within which is housed an arefact of
incalculable power — power only an Ethereal can
wigld. The FParadox of Duality grants Aun'Va and his
Honour Guards &an  increased  Toughness
characteristic (the unmodified value is used lor the
purposes of Instant Death), and a 4+ Caver Save,
which may be re-ralled if it is fallad.

Supremely Inspiring Presence: All Tau unils (nal
Kroot, Vespid or drones) with a line of sight to Aun'Va
are counted as Stubborn. It the Night Fighting rules
are in use, roll to determing it the unit can see the
Ethereal.

Ultimate Price of Failure. Should Aun'Va be
removed as a casualty, every Tau unit on the table
(not Kroot, Vespids or drones) must take a Morale
check if they are net in close combat or falling back.
Every unit that takes the test gains the Preterred
Enemy universal special rule in relation to the enemy
army, and in addition gains the Furious Charge
universal special rule,

it burns so bnefly, the light of my children, so
briefly,. But by the Greater Good, it burns so
bright!”

Aun'lia
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O'SHOVAH - COMMANDER FARSIGHT

Hailing trom the world of Viorla, famous for the

agqressivenass of its Fire caste warriors, O'Shovah
or, as he is mora cammonly known, Gommandecr
Farsight's first and grealest victories were won
against the Orks amid the arid oxide-deserts of
Arkunasha. Whan the Tau colony there was
threatened, he lad the Fire Warriors in a masterful
campaign against many limes their own numbers,
Farsight's training under the legendary Commander
Furetide had taught him 1o use the terrain against the
foe and ('Shovah's lactical brilliance during the war
earned him tha famous litle, 'Farsight’.

Thaugh his training had shown him the value of long-
range firapower, O'Shovah  encouraged the
aggressive spiril of the Fire caste in his warriors and
they fought many hitter battles at close range with
the Orks and amerged triumphant. Though by the
war's and, Commander Farsight had become deeply
embittarad, as he believed that others had failed to
support him effectively during the campaign, and this
teeling was shared by a number of his, for want of a
better word, acolyles, mast notably an aggressive
young Fire Warrior named Brightsword.

Farsight cantinued to battle against the Greensking
and helped deleat two more Ork Waaagh!s. Along
with the forces of Commander Shadowsun {anather
ot Commander Puretide's pupils), O'Shovah’s
warriors ware instrumental in holding off Imperial
forces during the Damocles Crusade and once
Imparial forees were called to battle against Hive
Flast Bahemoth, several Tau reclamation forces
wera despalched to reconquer their lost colonies.
O'Shovah was the leader of one such force, a
cansiderable fleet of ships and ground troops
acoompanying colony ships to repopulate the
cleanzad worlds. As was customary, several
Ftharaal caste members were also part of the
expedilion. Commander Farsight's expedition ran
inte unexpected difficulties with an Ork incursion
prabing al the shattered edges of the Tau empire
and. in response to this, O'Shovah abandoned his
racolonisation mission and instead directed his
efforts At fighting the Orks, drawing his forces into a
dacade-long campaign acraoss many worlds.

“Each must find their cwn way It those in our
heartiand had witnessed The savageries of the
vioid as have we they would know this. The hand
of cach of the great starfarers is furmed against
the ather; nona will joir their strength fogether
just lo see their ancicnt cnemices prosper. Neithaer
should we." '

Antr Commander Farsight 765 M4

In time, O'Shovah's torces pushed ink several Ork-
held systems and destroyed their worlds, alfechively
terminating the immediate threat. One such planel
was the ‘artefact world' of Arthas Moloch, a shrinahald
at the periphery of the Damocles Gulf purged by tha
Scythes of the Emperor Space Marines Chapter in
K39, In the ruins of a pre-human civilisation, the lau
lorees engaged an unknown cnemy and the Ethereal
casle leaders of Farsight's cxpedition were Killed.
Undaunied, Farsight continued the war against the
Orks withoul the guidance of an Ethereal and soon his
axpadition was well beyend the known reaches of Tau
space. But Farsighl refused to return to the Tau
empire, instead choeosing o establish a string of
heavily tortified stronghalds aleng the frontier of the
Damocles Guif. This region has long been forbidden
ta the Tau, and when contact was severed between
Farsight and the Tau homeworlds, it could mean only
one thing. But to countenance the notion that Farsight
has sct up his own colonies is to accapt thal he has
turned his back on the empire and is fighting far
personal gain rather than the Greater Good.

Commander Farsight Cost 170 points

Ws Bs 5 T W | A Ld Sv
Farsight 5 4 5 4 4 5 4 10 3+

Special Character: Commander Farsight is a special
character. He may be usad in Tau armies of at least
1,500 points as an HQ choica, thaugh he may never
be part of a force that includes Aun™a or Commander
Shadowsun. You may not s=elect any addilional
equipment from the Armoury.

Equipment: XV8 Crisis battlesuit, hard-wirad largel
lock, shicld generator, bonding knite, plasma rifle and
dawn blade {sce below).

Unit Type: Jump Infantry {jet packj).

SPECIAL RULES

Dawn blade: The dawn blade is an alien artafact thal
O'Shovah gained on the dead world of Arthas
Maoloch, Its sculpted surface flickers with unknown
energies that paint glittering arcs of destruction as it
i= swung. No Armour Saves may b taken from hits
caused by the dawn blade and O'Shovah rolls 200+5
when rolling to penetrate the armour of a vehicle.

Ork Fighter: O'Shovah's fame was won battling
agains! Orks and he has denounced the normal Tau
philosophy of using ranged combat almost to the
exclusion of all alse. Fire caste warriors of the
Farsight Enclave Irain heavily in hand to hand combat
and any Tau modal inoan army led by O'Shovah
counts as having the Prefarred Enemy special rule
when fighting Orks.
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Breakaway Faction: O'Shovah and his followers
have chosan 1o separate themselves from the Tau
empira and lhey have altered the composilion of
their fighting forces to better represent this. Na
Ethereals, Kroot or Vespid units may be ncluded in
O'Shovah's force. Crisis battlesuits count as 1+
units in the same way as Fire Warriors, and the
following unils count as 0-1 in an army lad by
O'Shavah: Stealth armour, Pathfinder sguads,
Hammerhead, Broadside battlesuits, Sky Ray
gunships & Piranha skimmers.

Blood Brothers: Lvary model in Farsight's army with
access to the Armoury gains a bonding knife at no
additional cost.

Independent Character: Unless accompanied by a
badyguard, O'Shovah is an independent character
{sce the Warhammar 40,000 rulebook).

Bodyguard: O'Shovah may be accompanied by &
bodyguard as detailed for a commander in the Codex
army list, though the unit size is changed to 1-7 Crisis
Battlesuits.
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The Tau empire has undergone a period of
unprecedented expansion, with many enemias
who previously jealously guarded their borders
apparently now doing so in greatly reduced
numbers. Quite why this is so is unknown, bul
Earth caste signal inlercepts are filled with
mentions of a great war in a distant region of
space that has drawn away many of those wha
would fight the expansion of the Tau empire.
Seeing great opportunilies in this, Aun'va of the
Aun declared that tha great push into the Third
Sphere colonies would begin. Such a decisian
was not taken lightly; for the loyalty of the Fire
caste was not as sure as it had once been, with
many of its warriors openly proclaiming their
support for the renegade Commander Farsight.
With Q'Shovah’s breakaway from the Tau empirs.
his deeds have, despile the best attempts of the
Ethereals, caused a schism amongst the Fire
Warriors of the Tau.

As the new campaigns were unveiled, so too was
the warrior that Aun'va decreed would spearhead
the war cffort, a warrior who knew that to follow
Farsight's example could only lead to the Mont'au,
the time when the Tau race threatened lo
extinguish itselt in barbarie civil war. This warriar
was known as Commander O'Shaserra, and she
knew that the Fire Warriors needed a new hera {a
fallow: a leader who exemplified all that was noble
about the Greater Good. O'Shaserra was already
a well known and respected warrior, having earnet
her command in the deserts and jungles of the
K'resh Expansion, where the Greenskin menace in
that scctor was finally contained, Against the
Tyranics, she led several devastating raids thal
disrupted the alien command and control struciure
so thoroughly that the Tau armada was able Lo
scatter and destroy an entire splinter fleet withoul
the loss of a single vessel.

Prior to the commeancement of the Third Sphere
campaigns, O'Shaserra ordered an empire-wide
communication where she would make an address
ta the Fire Warriors. Commander Shadowsun
made her address from the Montyr battle dome
(where O'Shovah previously trained) resplendent

“To follow any path other than the Tau'va is to
doom us all. Only together and with courage
and discipline shall we stand victorious. Fight
with fire and courage and nothing can ‘stand
against us.”

Sammeator Shadowsun

in har formidable new battlesuit, complete with
hespoke weaponry and wargear. Il was a sight to
stir the martial hearts of all who saw her, but
O'Shaserra wanted to do more than simply display
har own prowess. Standing belore the Montyr
battle dome, was a six-metre tall marble statue of
O'Showvah in his Crisis batllesuit, plasma rifle
raisad o the heavens. With the entire empire of
Fira Warriors watching, ’Shaserra turned and
firad her weapon system at the statue, obliterating
it in a burst of white-hot fira. As the dust settled,
she spoke of the new campaigns and the duty that
sal at the heart of every Fire Warrior and the
honour that would be gainad in following the path
of the Tau'va. Though there was great outcry at this
wanlan destruction of a place sacred to the Fire
Warriors of Yior'la, none could doubt O'Shaserra’s
courage and eloguence in such a direct act.

Within the month, the Third Sphere Crusade had
hegun and, under O'Shaserra’s inspired leadership,
the Tau empire expanded significantly. With Imperial
attention elsewhere, and the loeal Tyranid and Ork
menace temporarily contained, Tau settlement
colonies and pioneer teams reached far and wide
into the outlying systems of the Damocles Gulf, the
Pardus Rift and much furthar afield. Although the
sncroachment on Impenal space was relatively
minar, the Tau established no fewer than five Third
Fhase colony systems in a halo around their
axisting sept worlds. With Commander Shadowsun
al the head of their armies, the shadow of O'Shovah
seems to have finally been laid to rest, though his
pxact whereabouts still remain a mystery.

Commander Shadowsun Cost 175 points

WS BS & T W | A Ld Sv
Shadowsun 4 5 4 3 3 4 4 10 3+
Drone RS e T 1 2 1 nfa 3+

Special Character: Commander Shadowsun is a
spacial character. She may be used in Tau armies
of at least 1,500 points as an HQ choice. You may
not select any additional items from the Armoury,
She counts as the 1+ Fire caste Commander the
army must take. Note that if you choose
Commander Shadowsun, no other Tau model may
select the same egquipment from the Special lssue
Wargear list of the Tau Armoury.

Equipment: XV22 battlesuit, multi  tracker
advanced target lock (allowing her to target two
snemy units, with no Target Priarity test required),
drone controller and command-link drone, two
Shield Drones, two fusion blaslers, bonding knife.

Unit Type: Jump Infantry (js! pack).
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SPECIAL RULES

Independent Character: Except when
accompanied by her drones, Commander
Shadowsun is an independent character (see the
Warhammer 40,000 rulebook).

XV22 battlesuit: This experimental battlesuit
grants the user the Acute Senses special rule, and
ncludes a stealth field generator. The XW22
pattlesuit contains an integrated shicld generator
that grants Commander Shadowsun a 4+
Invulnerable Save.

Command-link drone: Metworked to the lcaders
of the warriors under her command, the command-
link drone allows Commander Shadowsun to better
direct the battle. Any Tau units (including Vespid
units with a Strain Leader, but not Kroot units)
within 18" may use her Leadership for any Morale,
Finning or Target Priority tests,
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Crisis Shas'o 4
Crisis shas'el 3

Broadside
Shas'vure 4|

Crisis Shas'vre
Stealih Shas'vre
Broadside

chas’ui

Crizle Shas'ui
Stealth Shas'ui

Fire Warrior Shas'di
Fire Warrior Shasla
Spottar

Shapar

Kriwat

koresal Houred
kKroctox Hider
Vaspld Stingwing
=train Leader

Gun Drana

Snipar Drong
Marker Drone
Shigld Drone
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TAU PROFILES

BS g T W [ A Ld  Sv
3 3 3 Foasita 3 10 ~
5 5 A 4 1 4 10 3+
| 5 | 4 3 4 =] aA+
3 5 g 3 2 B 2+
3 5 4 2 3 2 B 3=+
3 4 3 1 ¢! 2 A c
3 5 4 2 2 2 B . 2
it 5 4 e 2 B 3+
A 4 ) 1 2 2 B 2+
3 3 3 1 = U S
3 3 a4 1 2 1 ! 4.
4 3 3 1 2 1 8 4+
A 4 q 1 3 3 B &
) 4 ) 1 3 1 it
i 4 c 1 B 2 7 {A
3 B 3 3 3 3 7 48
a 3 4 1 5 1 6 5+
3 3 4 5 1 B 5+
2 3 3 1 4 1 T 4
2(3) 3 3 1 4 3 7 4+
P 3 4 1 4 1 néa 4
2 3 il 1 d 1 nfa Wi

TAU VEHICLE PROFILES

Vehicle [ Armour: Front Sice Rear BS
Deviltish Troog Carrier 12 M 10 3
Plranha Light Skimmer I 10 1a 3
Hammerhead Gunship 13 12 i} 1 3]
aky Ray Missile Defence Gunship 13 12 10 -}

TR LWLEARPONS PROFILES

Weapon Range Str AP Type Motes
RBurst cannan 1R & R Aszault 3
Flamor Template 4 6 Aesallt 1 laneres Covar
[310 CELIIILT sihy ! 3 Hoawy 3
kroot rifle ™ 24" 4 & Hepid Fire Bee Armoury
Kot aun AR 7 4 Ragid Fire
Markerlight s n'a n/a Haawy 1 Sea Armouny
Missile pod agt [ 4 Nssault 2
Plasma ritle 24° & P Reapid Fire
Pulze rifle kY 3 2 Ragid Fire
Pislse caming 1A' 5 5 Agzault 1, Pinning
Pulsz pistol 13 a a Fistol
Fusion blaster 12" 4 1 Assault 1, Mela
Railgun zsolid shot) T2 10 1 Heavy 1
Railgun (aubrunlion) 72 51 4 Heawy 1 Large Blast Marker

Hammarhaad only
Rail nfle Ly B 3 Heawy 1. Finning

Seeker migsile Unlimiled 8 K| Heavy 1 See Armoury
Smart mizsila systam 24" o o Heawvy 4 Dee Arrmnoury
Vespid neutron blastar 12 f <) Azgailt 1

Farmission granted b phoiocapy s page for perscnal usa only,

gk £ MWV Gamas Workshop (ol

Tau Terminalogy
Aun ame moembers of the Taw
Elherenl casls,

Hhas'la are basic Fire caste
WArHHE

shas'ui are cxpencncad Yeterans
wii coukd polenbizlly be
equipoed with a battlesuit,
Shas'vre ara axpariencen
batilesuit pilots.

Shas'el and Shas'o ane fonss
COMIMANers.

Motes

" Gicnl Divones” Leaderstig s only
anpiicala when aparating in
wtependont SQUadans.

** Shialt MDanas alwaps have e
sHme loughness g Saee gy
tha inahviolal they acoompany:
Thay alsa have 3 J+ inaiinaratis
Save wiich may bo fakon
irtglend of Wewr el Save,

MARKERLIGHT
COUNTERS

Thasa counters aan be serd
o record madedight fits. To
riEke 8 empiale, piolooopy
thig pane and caraiully oot oot
cach counfar with 4 sham
pai of soissors or @ craft
krle, 0 wow Nhe, o CEn
Mmaunt aach marker on 3
amm round soffa bass
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THE TARAU ARNMY b

The following pages focus on the models that make up a Tau Empire force. Included are the various
warriors and war machines in the army, alongside the aliens that fight for them. This section also contains
information about the uniforms and markings of Tau Empire armies, which you can use to add a greater
degree of detail and depth to your collection.
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HEROES OF THE EMPIRE

[ ot e Eh R

Tau Special Characters include Aun'Va, the wisest of the Ethereals, and Commander Shadowsun, nawly
emerged heroine of the Third Sphere crusade. Commander Farsight meanwhile leads a renagade faction.
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Commandar Shadowsun,
waarng helmet, and drones
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Commancer Shadowsun and dranes

Commander Farsight
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Unlike the Fire caste Warriors in a Tau army, members of the Ethereal caste dress primarily in the { w : )ﬁ;mx

colours of their sept. They carry into battle ornate weapons such as honour blades,

T A L] ) .;_|...

Ethereals of the Sa'cea sept, Ethereals of the T'au sopt, with symbols of office (left)
with honour blades and honour blade, drona controllar and drona (right)

Etharaal Aun'va with Honour Guard

—1




5 '? . The battlesuits of the Tau perform many functions on the battlefield. The Crisis battlesuits are
: - worn by both army commanders and their elite bodyguards, whila the Broadside delivers powerful
support care of its twin-linked rallguns. With their smaller suits the Stealth teams are able to range

ahead of the main force and launch unexpected attacks on thelr foes.

Crisis battlasuil Commanders
¥VBA Broadside battiasuit with win-linked
rallguns and smart missile system

SPECIAL ISSLUE SYSTEMS

Alrbursting Command
fragmentation launcher & control node

Special issue systems are unique, axparimantal
wargear. Only ona ot aach item may be taken

M AN ATy

V8 Crisls battlesuits
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XV25 Stealthsuits XV25 Stealth team

BATTLESUIT LWWARGEAR STEALTHSUIT WARGERAR

¥\WE hurst cannon XV25 burst cannon AV25 fusion blaster

Ny

Missila pod XV8 fusion blaster XV25 drone contrallar Bonding knite

Battlesuite can be equipped with two weapon
syslems and one support sysiem, Stealthsuits
can have ong weapon and one suppor system.

i

Multi-tracker Targst lock XV8 shield genarator




. WARRIDORS OF THE FIRE CASTE

The armles of the Tau septs are bullt upon the solid
foundation of the Fire casta. The aver-sfficient Fira
Warrior teams can bring to bear a mass of firepower in
any war zone, whilst the Pathfinder teams excel at
scouting ahead of Tau lines, deploying from Devilfish
troop carriers. With their Sniper Drones, a Tau Spotter
can pinpoint enemy personnel for removal.

Fire Warrior Fira Warrior
with pulsa carbina with pulse rifle

Tau Fire Warriors with Piranha light skimmers

—



Pathfindere with Devilfish transport

FIRE CASTE MRARKINGS

Squad leaders
Fire caste team l@aders are distinguishable by the sept
colour applied 1o panels on their helmet and shoulder pad.

Sept markings

Fire casle leams display their sepl colour in stripes, applied
to weapons and ammour, These markings relate to wanpaint
applied to warriors of tha Fire caste in the distant past, Tha
number and position of these markings 18 generally the
same for all members of a team, and can be used to
distinguish teams of the sama type

Tau Empire badge

The common eymibal of the Tau empire (which also sarves
as lhe symbol of the Tau homeaworld sept) is displayed on
the armour of all Fire caste warriors, regardless of sept or
uniterm styla,

Bonded units

Units bonded by the Ta'liesera can be identified either by a
bonding knile camed by he leam leader, or a knife design
paintad on thelr armour,
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VEHICLES & DRONES

The Hammerhead and Sky Ray gunships are potent symbols of the Tau's military might, while drones and
Piranha light skimmer teams provide a rapid response to any threat.

shield Drone

Marker Drone

Gun Orones

Firanha light skimmer and Sky Ray missile defence gunship



lau vahicles usa
similar sept markings
te those of the Infantry.

Vehicles display the
lau Empire symbol
prominently on the hull,

Smart missile systam Sensor spines

- 7
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. ALIEN AUXILIARIES

With the expansion of thelr empire many alien races have been absorbed into the fighting arm of the Tau.
Notable amongst these are the lethal Vespid Stingwings and the carnivorous Kroot mercenaries.

Vospid Strain Leader
communion helm

s
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Vespid neutron blaster

Krootox Rider Shaper with pulse rifle Shaper with Kroat rifla Kroot Hound
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The models shown on this page represent a selection of uniforms taken from first and second phase colonles.
Each entry includes information on the colours used to paint them. The same basic colours and sept

_ Aﬂ Emﬁwwqﬁs

markings can be applied whether the model you are painting Is a Fire Warrior, drone or battlesuit.

T AU SEPT

The colours woam by
warnors from T'au rellect the
arid elimate of that world,
The yallow and brown
camouflage is in many ways
the 'drass uniform' of the
Tau military.

7 Sapt colour: Skull White
@ Armaur: Vomit Brown
§ Cloth: Scorchad Brown

KELSHRAN SEPT

This Fire Wardor wears a
unifarm suitable for
shiphoard duty. Thie achama
ig typical of the Cadras
stationad ahoard the Alr
casta vassals intardicting the
Pardus Hift region of spaca.

Sepl colour;
(3 Golden Yellow

@ Armour: Codex Grey

Cloth: Codex Grey
mixed with Chaos Black

D'JANOI SEPT

Thie Fire Warror of tho
D'yanal sept wears a dour
Brevwn unifarm. This s a
comman schame usad by
Huntar Cadras fighting In
wat or sWwamp raglons,

D Sept colour: lee Blue
& Armour; Gravevard Earih
@ Cloth; Desert Yellow

AU'TAAL SEPT

Au'taal is a verdant world,
and tha vivid grean wom as
a rank marking by its
mambers raflacts this in a
very litgral way, The unilorm
worn by this Fire Warnior is
cergmonal rather practical,

Sepl colour;
@ Scorpion Green
@ Armour; Terracolla
@ Clath; Kommandeo Khaki

SACER SEPT

The mast common colour
worn by warriors of Sa'cea
is a blue-grey appropriate to
the built-up nature of the
gapt. This uniform is wom
by Fire Warrlors of all sopts
as urban camouflage.

@ Sapt colour: Flery Orange

@ Armour: Shadow Gray /

B Shadow Gray mixad with
Space Wolves Gray

@ Cioth: Chaos Black

BORK'AN SEPT

The rank markings wom by
Taw of the Bork'an sepl are 4
jade green, a colour symbolic
to the Tau of practicality, This
Fire Warnor wears a while
unifarmn, for fighting in
snowbound tomrain,

Sapt eolour:
@ Hawk Turqualse

Armour:
@ Space Wolves Grey

@ Cloih: Codex Gray

VIOR'LA SEPT

This warrior's unifarmm
raflects the surface of his
hormeworld, which is anid
and inhospitable, The red
rank - marking reflects
Viar'la warrlors' famously
hot-hlnoded nature,

@ Sapt colour Bload Rad
O Armour: Rotting Flagh
® Cioth: Catachan Graan

TRHRU UNIFORKN

somea ballle colours worn by tha warriors of the Fira
casle gra delarmined by the nature, character and
fuslory ol thair sepl, Bul by far the majority colours ars
sirmple camoullage, based upon the environmaent and
climate of lhe war zone in which the wearar is fighting.
Maore rarely, ballle colours are prescribed by the
Ethereals, or derived rom the complex Firg casle
warpaint of old, The wearer's identity, role, rank,
Cadre and even sept can be guickly ascerlained by
any othor Taw.

==
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Unlike the Infantry and battlesuits of the Fire caste, the vehicles of Tau are often painted with camouflage. The
colour of the pattern is based on the colour of the armour worn by the infantry and takes the form of a series of

overlaid blocks in different shades.

T'au camouflage

Sa'cea camaoutlage

Ty
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Painting Tips & -ﬁ L
I's & good idea to paint your tank g A ' T S *1
commander saparataly. to make | ettt P ™y B - | -"'rih
it masier o paint the hard-to T ! :

reach areas.

Hamambar {0 rarmove iy
drones from your tank while you
paint it, otharwisa you'll expose
an unpainted area when you
rermove tham dunng pay, as
degcribad on page 29,

For a wealth of useful
techniques and ideas about
painting your models,

read How fo Paint Citada!
Miniafures,

LRI 0 i g
HOMA T3 Pl |
CITADEL
MINIATURES
R
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Allernalive camouflage patterns




'~ TAU COLOUR SCHEMES

P %
Kroot and Vespid can both be painted In a range of colours. Vespid colourings may denote different utrl’l’rrm. ﬁl
while Kroot can actually alter their own pigmentation. Some examples are shown here, but there are many mofe.

KROOT VESPIDS e

Scorched Brown mixed @ Chacs Black Hawk Turguolse mixed @ Chaos Black
with Camo Green O Golden Yeliow with Foriress Gray @ Biood Rod

The colours of the Tau sepls can be applied differently to various elements of the army,
Here are examples of haw a force can look consistent across the various units.

SACEA SEPT

Ethereal Fire Warrior XV25 Stealthsuit Gun Drone
The Ethoreal is linkad to his Tha urkan camoullage af the Ihe Stealtheuit uses the sama To creals a strong ammy theme
Rapt via the colour of his rabos, Se'cea sapt is demonstratad on camouflage as the rest ol tha the Gun Drone bears the same
The arange is the same as the i Fire Warrior, The oranqga sepl, but in this case the uniorm colour as the Fire
sopl markings onthe  sept markings donote his dorminant colour Is black rather  Warrlar
rest of the amy. RTIATEIE o than qray

Q7

3 ""'EF' gl
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Etheraal Fire Warrior Sniper Drone Kraot Carnivore
Ihe robas of the Ethereal ara A snow pattarn camoullage i The Sniper Drone follows the The Kraat's warpaint and
painted to match the camouflage  shown here on the Fira Warrior, same pattern as the Fire Warrior, armour matchas the ammy's
of the wariors, while deteils ara  The army uses othar colours in - Armaurad unils look conslstent it snow camauflage,
picked out in the sapt colour, difaront war zones. painted In the same styla,

&1



COLLECTING A TAU EMPIRE FORCE

Tha army shewn on thess pagas (& a goad sexampla of ar a reasnnably larga, balanced lorce, containing A broad saelection of the

unilg thal the Tau empire hag o offer, This is nat 10 suggest that Tau Frn-1 ra playars sholld nnrqﬂﬁril'-' ha alming to aollact an anmy
just lika this ana, In tacl i's possibla o Iu;!lr vriely of Tau I:Ir'|..IrL d.lhll\."_-, [Illrll 7] [|_|-|_|_- With 4 |1I|_||' :.-!:I-nCI'Ilhr'l‘llr'I‘ af IZI-:1T.
alian auxibanas 10 cna mada LUp a3 ,
first army. than tha aora o s one wol 8 A e s..an‘ rr.- WS f:.-..IIEu..Tn.n. HI‘I:‘] rmnh’r aive ',I-:JI.J sn..nrnﬂ ideas db'Ju'I whar& i
ek, 1T rwk, then it w !

ign of what a 1,500 point Tau Empire army laaks ke an the tablatop,

| I i 1f iy AR '-l| . M,
} Mhli’r.i;ﬁ:i By - s arit e a'-":.-"-'l-r' |
| -.. o o LN . H .. . n'i- | rg'klll'\-':" !_____. o
._:.“f"t__ Bl T )

TROOPS = Fire Warrior Team:
Firg Wastiars walfi ik o

FAST ATTACK = Vaspid Etlngwlngl. 102 points

SUFey Lessolenr & 3 S




HEAVY SUPPORT - Broadside Team; 145 pnlntr:l
Shag ' with ra T ey rdn=rrackar

Shis e with ral Srmard nssia F-'r.

" HEAVY SUPPORT - IECEEER  FAST ATTACK - Plranha Light
Sniper Drone Team: CEEERSEEE  Skimmer Team: 85 points
a0 poinls 3 Al Franta wiln fusion tieser,

CLITES fitml'rh Taam: 140 pmrllh

i caerews, b
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TAU EMPIRE

A young and ambitious race, united in thalr purpasa, tha Tau
seek to bring enlightenmant and unity to those who join them.

While tha races of the galaxy tear one another apart, the Tau
grow stronger and stronger. On the Eastern Fringe, far from
the power of Terra, world after world has fallan to thair
dynamic advance, At tha forafront of this rapld expansion are
the warrlors of the Fire caste, Unfettered by Mankind's
superstition and fear of lechnology, the Fire Warriors go into
baltle carrying weapons of immense power, ancased In
battlesuits that can withstand the flarcest of attacks,

Lad by the mystarlaus Ethereals and accompanied by allen
allies whose cultures have been subsumed into their empire,
the Tau believe thal the very stars themselves will be reforgad

In the causa of the Greater Good.

I saddens me greatly that we mus! take arms against the peoplas of
tha galaxy, By thelr deaths they deny themselves the liberation that s
anly to be found in tolal surrender lo he Greater Good, "

Aun 'Wa - Masher of tha Uincfying Spielt |

WARHAMMER 40,000
TalU EMPIRE CODEX

L

. @ HOBBY SECTION. Sixteen full-colour
| packed with advice and tips on collecting, modelling
| and painting & Tau army, |

S T T S O P D T T Sl D T D D e el e T e sl

Inside you will find:

| @ ARMY LIST. The complete Tau army list that allows |
| you to choose your forces for a tabletop battle,
| featuring the Kroot, savage mercenary allies, and the |
| Vespid, swift, winged auxiliaries that fight for their Tau |
battlesuit |

mastars, Also included are wargear,

| systems and vehicle upgrades.

® BACKGROUND. An expansive overview of the Tau |
| empire covaring its origins, culture, major worlds and
| Its methods of waging war,

® SPECIAL CHARACTERS. Three renowned Tau |
| characters are detalled, the senior Ethereal Aun'Va, |
. lhe renegade Commander Farsight, and the newly |
| emeargent hercine of the Tau Third Phase Expansion, '
| Commander Shadaowsun,
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ENGLISH i
| ISEN: 1-B4164-712:3 L You must possess a copy of Warhammer 40,000 in
SUID1192119 11493 PASDLET GO0E R (K o 10 o0 E'E&H%EL . aorder 1o use the conlents of this book.
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