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space having little meaning. Worse, the anomaly 
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whleh to make the klll and the wea 

derived from the same root:fhis technique is the oldes 
the Tau techniaues and has the most variations. Essentl 

TR~TIERL PHILOSOPH& 1 1 The {rnoaccmmn forms d ~unte r  cadre are the -ka 
? and X u p p n .  Eadl method is taught by the great Fire caste 

3 
aca#mies on each Re caste wafd and have  Wr own 

"$% adHdrento -st the Shas'o and Shas'el masters. They are 
6 t& basad on hunting techqw. Broadly spaking, there 

4 lm approaches to hunting: the first involves Mnglng the 
p e y  to the hunter, Ihe second involves the hunter running the 

I :  arey to ground; the former is Kauyon, the latter Monfka. 1 [ -<-"<;?,-, ;I>.; /:- 
. c<x ? a i r  

+ , - - . 5  

Mgnt'ka - Killing Blow --. :> 2- 

Roughly translated, Mont'ka is the Kllling Blow. It 
1s the art OF Identifying a target of opportunity and 
attacking it swiftly with a Hunter Cadre, often 

k depldyed from a Manta mlssile destroyer, A 

the technlque h i e s  on the interactlon of the hunter 
lure. In recent times, auxiliary troops such as Kroot a 
as the lure, although some septs still regard the role 
that honours both hunter and prey and allow only 
Fire Warrior teams to undertake it. 

The lure's role is to e 
position where it can 
Commanders have b 
as a lure. Once the 
escape or help the h 
are frequently equlp 
a m r  with 

The Tau do not hold p i t ions by choice. Defensively, the Earlj 
caste cwrstrucf bunkers and f o & h  to provide sheltt 
from long-range or aerial bombardment Sometimes Uid 
construct a hMden bunker w Run'al to allow dose okervatd 

The Fire caste are entirely cwnmitted to moblle warfare i 
d and killed in an efficier' 

the rare occasions when the Tau are absolute1 
pelled to defend a vital resoure, they sfill apply h8 

tradiinal techniques. In thb case, the M o r n  I 
applied as lightning fast forays out of 

defences,deach aimed at killhg the enenl 
: that pose the greatest threat. The 

is repre- by a feigned retreat - the ~erimebr to draw the attackerid 



ht fighters and whep darkness falls they move into occasions where the death of an 
!he defences and-systematically destroy them. especially beloved Ethereal has 

enraged an army beyond endurance. This ey absolutely must storm defences, the attack will does not in them rushing into hand- 
v-Cuxtliafy troops such as the Kroot in a variation of they advance 

Tau lives while it awaits its opportunity to strike 

,lack of imagination or the last refuge of an 





s ol his tactics. 



Uniquely at the time of their 
welcomed their place withln the 

leaden wear the interface helmets given to them by 
Tau, but no evidence of this claim has proved forthoom 

is a highly energetic and unstable crystal h a w  
the lowest levels of the largest islands. At s 

hs, the atmospheric pressures create bizarre cv 

descend to such depths and hawest the-purest crysi 
The Tau -have provided the stiogwings -with 
technology to mount these w e a p m  upon advanced, 
highly efficient neutron containmerit and projec 
systems, making them amongst the most det 
weapons of their type. These weapons are only ust 
by the Vespid, for the constant, ultrasonic tone smi 

VESID STINGLIJING @by the vibrations & their wing casings modulate, 
The world of Vespid lies a mere three light years to t ;-&""e%les contained within the crystals. 

F7;F*.- : ; 
s :--< . - galactic south of the D'yanoi sepi. Vespid is a benightea , me Stingwings have, proven themselves of great & 

gas @ant, and its atmosphere iS entirely inimical to all at he R n  caste, who value me al iag-speed and ggilQ 
but those life forms that evolved there. well as the lethalii of their weapons. The Stingwings 
The violet-hued, storm-wracked stratoylhere of the Often ntegraed into Hunter Cadres that aw config1 
world provides a shallow layer within which life, against as fast-movingl highly mobile forces1 hey ad 

odds, has evolved. A,.- this band skim idan& of Smuts alongside infiltrating Pathfinder teams. They h 
- -rock that, by dint of the lighter-than-air gases trapped been depioyed as resenre$ for Cadres with a 

- .  . - . within, float upon the violent tides of the upper number of Crisis teams, their speed and manoeuvrak 
. . 

.. , . , - atmosphere, ~ a c h  i s l ad  is eroded by harsh &Ies into allowing them b respond to orders and react to t h ~  
t .; 
: :  -.. the fo@ of a flat-topped stalactite, and innards are as with astonishing speed. If is a great compliment thal 
; : .: ' hqlloy as a termite mound Fire caste regards he Vespid Stingwings as skilful 
. - . . reliable allies, an honour yet to be paid to the m e m  

. , The Stingwings have evolved in Mls harsh,climate, and Kroot of Pech. 
I -. are well equipped to prosper in Vespld's lethal 

-atmosphere. Chitinous wings carry them aloft upon the 
cold, gusting winds, and diamond-hard daws provide 
the means to tunnet within the rock of the sky-borne 
stalactites. The Stingwings share their environmentwith 
a bgwildering array of life forms, many ofwhich compete 
whh them for possession of the drifting islands. Others 
eke out an existence at higher or lower levels of me 

. planet's atmosphere. 





T A U  SEPT LUORLDS , . 

The wor ld or system from which a Tau hails forms a large part of his identity. The culture of each of these 
called sept wor lds is subtly unique. This is due in part to the age of the world - it may be one of the Fi 
Phase colonies established during the early stages of the Tau expansion into space, o r  it may be a m ' 

a certain outlook and character to the wor ld  and the Tau born there. 

t younger society. The relative proport ions of the various castes differ f rom sept to sept loo, and this may t~ , 

I 
I I 

I 

FIR5T PHRSE COLONIES I 

, T'au 
: I ' The Tau homeworld. As the eldest sept, Tau fron here 
are considered especially learned and wise. Though a world 
ul varied terrain types, large areas of its surface are arid In 
nature and these are the regions in which the Tau first 
flourished. 

, Tau'n 
; The first oftworld colony of the empire, Tau from this 

world are considered to be pioneering and often lead 
exploratory rn~ssions througho~t Tau space. 

8 O'yanoi 
' 

. ' Meaning 'twi? moons'. Isolated for nany years from 
the main body of the Tau empire, the Tau on this world 
rcgresscd to a more bas~c level of tect~nology. Though 
they have since regained their place in the empire, the 
inhabitants are st111 regarded as somewhat rustic and 
backwards. D'yanci is cast in a perpetual half-light ky the 
complex interaction of ils tlluuns with its own tide-locked 
orbit. 

, ' Dat'yth 
.- . A very cosmopoljtan world where trade is valued! 

much as conquest. Tau from this world welcome oflwnrl 
and, as suzh, the world has see7 the most contact 
alien species. Many Water caste merchants and trade 

. - + --*:3 
come from this sept. 6- :;= 5 7 >=.--. sx 

> 2>- g:?-zg* 
,;..r, Fal'shia gz:&s2 1; 

The Flo caste members of this world are famed for$ 
quality of their artisans and thelr work IS much sought a 
Many of the most imporlant Tau technological 
have come from this aorld. and Tau from thls sept 4 
regarded as great problem solvers. !- 
, ;, :,I Vior'la 
, ,  

Vior'ja orbits a binary star and its name translates 
hot-blooded'. This is a notorious Fire caste world w 9 
warriors are especially aggressive and skitled In the 
death. The oldest and most respected of the Fire 
academies was founded her 

, Sa'cea """ L 
, - .  Bork'an - .' One of the hattesl and most densely populated 
: A cenlro of learning & academia, w~t t l  many worlds, ttlis sept has a greater proportion of fire Warri 

universYies and research facilities. A high percentage of the than almosl any other and 1s highly rnilitarsed. Th 
Fio caste come from thbs world. hailing from Sa'cea are regarded as particularly disciplin 

and honourable warriors. 

SECOND PHRSE COLONIES 
g-/g=s:+>>F2+?- . - 7 - [ - ; : - .; . -  , . . t 







st cantact, are the 
se who facilitate the 

,the second pohaf 
n wdety. The Tau are 

...: -: - . . . . - -  - -- -:A :<- :>/-=-A. <-. -:.. ,.,. <. . .- :> --. . - ; I' 

'La - m a r  . - 

'Ui - W r a n  --, . . :+ 
'we-hem 2s 

/ , ,  -- 
'El - Noble (or pmdbly I c n i )  

' 

'0 - Commander 

blmd.b and Is known as a 
caste vrorld. Olher such 
w e d  as a centre of learning and study. 

Lastfy mmes a Tau's 
are gamed in 
than given at blrth as Is the m m  with humans. are . 

p&qm the msl punllng etement of the Tau name and 
whlle some of their name5 may be nMWy easily . 2-3 
u n d e m ,  smh as 'Shovah' (far-sigMed) or 'Kais' - - 

:'. *. -.: .' 
(skilful), others &re more o h m .  tl is also possible for .. >- f-? 
some rerntlrkabb inwduals to accumulate more than 2; 

om name In his Ilfetime. Sane of the more. notable Tau 
have lltedly dozens of names. If Ls common for these 
Tau to truncate their full MIWS and be known by a much 
simplified appellath. As an example of how the Tau Mes 
translate, the name Shm'O Vlor'la ShwaCl Kals M o w r  
can be brdGen down as fdlows. This individual Is a 
member of the Flre caste (Shas), holds the rank of 
Commander ('O), halls from ttle wotid of Moth and has 
the p w n a l  names that translate aa farsighted , 

(Shovah), sUlful (Kak) and blooded (Monfyr), However, i : 
this TW is more mmmonb hrn as 0'-h a 
Commander FarsigM and thii form of a d d m  Is much . r 
more popular wlth Tau of great accomplishment. 

mu nmPkemplng 
The Tau'eyr Is an annual cycle on Tau. A Tau'cyr Is 
broken down into 8 Irai'rotaa w h  of 80 wtEta, @a& 
bi'rotaa is dedicated to a castg with the addit@al 
one dedicated to th race as a whole. A rotaa k-: 
broken down Into ten dew; decs an either Ilght-Yrmb' 
or dark-time. Most Tau need only 1-2 W of s l m  
Per - 
Comrerslotl 
The Tatr'cyr or Tau 
Term ,days (297.74 



LVa 
- < , <- 

IT~. m a t  signlflcant uth of the Tau Fln  Caste Is the HUllr Cadre,-This krsr ls i&d by an nrcom 
veteran commander, and is considered capable ol deallng with most tactcthl kttuatlone It is- li 
encounter upon the field of battle. But Hunter Cadres are not large enwah3oderarwith every threat, 

1 : 

i I orruion mu* group together to form largmr annies, partlcuhdy wh-m*taklng prt h k larger 
conauest. Each and evew unit wlthin the Fire Caste omrates as Dart of a whole. 4tr.clltlmate goal to fulfi 

' '2 i'><% , : " 
dlctates of the Greater  bod. I --  .::. :Y . 

-7:--  - .-.:- -. 
. . -. * * :. > :; . ;:c.:-z-:. 

dl i ,- - - - >&=>g$, 

TEAM (TAU: IA'RUA) 
' 

Ttm srna~test unit; equivara to P single squad or section 
in the Imperial Guard. The mml common type is the Flre 
Warrior team, m i s t i ng  of six to twdw Fire Warriors and 
normally led by an exprienced leader called a Shas'ui. 

- 1  A Fire Warrlor team normally has b transpon vehicle, in 
the form of a Devllflsh troq carrier assigned to it, 
allowlng it to operate as medlanised Infantry. men, 
however, the transport will be left at a secured 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 hoc units. equivalent to the 
. -: ': -.lmperium's kill-teams, m i s t i n g  of mission-specific 

: swqialists of all types. Such teams are referred to as > .  - Mission .Groups, and are mrnanded from the far 
hlgher level of Coeliion. 

1 

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

Commander. The Cdre Is a standing formati 
includes a number 
including battlesuits and 
regard, the Tau are very d 
organisation of the 
fully integrated at the ta 
all respects part d 

A Cadre normally consists of up to 
teams, plus a number of Pathfind 
Battlesuit teams, plus a handful of Ha 
or more specialised vehicles such 
Auxiliaty troops such as Kroot Carnivores m 
attached for a tactlcat role, being admlnistra 
detached from a higher level such as a Comrnan 
. . 

A Cadw keeps a large stock of equipment and v 
allowing it to operate in a variety of roles. By fiel 
equal amount of Devllflsh-mounted Fire Warri 
and Hammerhead tanks for example, the 
operate as an armoured unit, By fielding 
teams on foot as support for specialised 
Pathfinder teams for example, the Cadre 
infiltration force. 



' (TAU: TIO'VE) 
slmpw a gmuping of Cadres - normally 
T.glosI senior Cadre Commander will be 
Ungent Commander, and his own Cadre 
Independent unit, or as headquarters 
the other Cadres form 'brigaded' line 
ant is not a permanent grouping, though 
dres may become expert in acting 
IDnged campaigns. Such a unit is of 
#nt dze to 'an Im erial Guard regiment. h g-:-*. p 

4 %:-;- 9 
:& ,=- -a 

.-I+ 

1: 'KAVML) 
*.b 
:",= 

wry grouping of Contingents, and the 
bi ,Fire caste organisation thus far 
j.jeld. To date, all such formations have ' 
with the express purpose of taking a - o m  this objective is achieved the 

&s 
TAU: UASH'O) 
p is a for* assembled with a specific 
&'Command' is a term for all the forces 
& in a given lowtion. In a11 liliellhood, the 

,wrkll though- it couId be a planetary 
Fire caste units on the world of 

&FI of Wre Caste Command Nimbosa', 
&&e units there came under the 
f@'Caste Command Nimbosa'. 
;e < 
3, * ,.. 

A Command is headed by the most senior Commander 
in the force, who is referred to in the case of the Fire 
caste as a High Commander. 

COALITION (TAU: SHAN'AL) 
The four Commands are drawn together into a strategic , 
organisation referred to as a Coalition, and. presided over ,-:- - : 

, . by an Ethereal, or a council of such. This is the level at .:<-.- -. 
which i n t e r 4 9  cooperation is coordinated, for, while 7 :- 
smaller units may operate entirely independently for quite - : 
m e  time, the maintenance of larger forces requires the . 
castes to work together as a united whole. Thus, a Coalltion ' 
will msist  of all Tau forces on a given world or system, or 
the forces necessary to take such an objective. .* . 

-i: - -  :. . a :  

For example, a fleet setting out to oonquer and colonisex ' : , ._ -- 
new world would constitute a Coalition, for d would feqqie ; . 
the space-golng expertise of the Air caste, the diplo@aq&-; ' - 
the Water caste, backed up by the strength of the.%<: j3: ' 
caste, and the colony-building skills of the Earth m e l ' d I  lz ,I- . 
led by the Ethereal caste. , <  - 

. -  : - .  
This arrangement Is notable In that it limits the otherwise - - 
largely independent castes to a single planet, kinless 
they act together, for the so-called Greater Good. 
Therefore, In the unllkely event of any sort of rebellion tsy- 
the members of any glven caste, the upheaval might be 
limited tcr aisingle world and easily containable by the 
combinqd action of the other castes. 



TRU RRMU LIST 

. - 
take ybur fancy. < 

+ 

list is split into five secbions. All of the teams, Unlt fLp: This refers to the Warhammer .40,00[ 
and chamtm in an army list are ptaoed Rules chapter. For example, a unit may be Infani 
sections, d d i  upon their role on the or Jump Infantry. 

& - U  Also, every mod* i n d h  in the a w  list is This lists the different weapon and 
Olnts which upMl how options for the u n l  and any additional points COG 

model is on the bdelield. In &ition, the -options, 
weapons and equipment that can be 

I ! given t47y0ur models. Before you can choose an army for Ch- Some entries may include an option 
J i -a gar$@ you wfll need to agree with your opponent upon a one team member to a character, If a team is 
f ! seed and upon the total number af points each of you have d A  upgrades then these muat b 
I . wiU $end on yourany Having done this, you can pmeeed Wdinary team m-6 the CharaCbr. 

t~ &ck an army as described below. 
I :  Transpwt: A a unit is permitted to be m o ~  
, , . . transport, thii is mentioned here. 

$ & ~ 6  R FORCE 
j  ANIS IS TI ON CHR?T Specid Rules: This is where you'll find any SF 
5 ! that apply to the unit 

1 / !he  army lists are used in conjunction with the Fore 
I Organisation chart from a scenario. Each Force -f Tw -& 

Organisation chart is split into five categories that 
correspond to the sections in the army list, and each Strategy Rating 

1 I categoiy has one or more boxes. Each box indicates that The Tau have a S m  Rating of 1. 
you may make one choice from h a t  section of the army list, sentrlws 
while a dark toned box that mu$make a When required to deploy =tries, the Tau 
from that sectlon. either 6 Gun Drones or.8 Kroot. 

, , , . 
1 ! i  1 ;  USIN~TI-EAMLE- Experience 

To make a choice, look in the relevant section in the army 
Ilst and declde which unit you wish to have in ywr anny, 
how many models there will be in the unit and w h i i  
upgrades that you want (if any). Rememberthat you cannot 
field models that are quipped with weapons and wargear 
not shown on the model. Once this is done subtract the 
points value of the unit from your total points, and then go 

:I . b& and make another choice. Continue doing thls until 
. . 

you have- spent all ymr points, Now you are ready to 
W n u e  the dyMmi expansion of the Tau empire. 

, m 

.. bi::& Army List-- ! . A -  - - - - .. -i- - . : . army - ~ i i  entry of the following: 
.- - > .. . . - - 

. ,' .. .,. : ..; . . . - - - . .  ; 3 i :u@.Name: In a d d i  to the name, thls 'may also shpw a 
: :. . .; .: . ... .- - .  . - -: :-:.-lb$@@- on the maximum number of chokes you can g r..,;;: ..? ::-:-2:< . 

: . .:,; zi $: :  mat unit typ? (&I, for example). - ; ::. . - >.<:::/< > :-< :,;- - 

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

. . 
NumhermamlSquad td. This shows the number of 
modeJs in the unit, or the number of models you may take 
for one cholce from the Force Organisathg cha$ Often thii 

. . is:a variable amount, in which case it shqw lhe minimum 
and maximum unit size. * .  

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

: i  
, ' 

When playing Tau in a campaign In w h i  eq 
being counted, then experience is accumulated i~ 
way as normal. Drone squadrons never gain e 
The exprienck deduction for being reduced t 
mly takes effect if the unit loses more than 5C 
drone models. = 

I HQ 1 HQ 3 Fast AiWk 
2 T m p s  4 Troops 3 H ~ q  

3 Ellies S m  



ARMOURM 

of battlesuit weapons andor support systernsJ,as detailed In their 
tion, up to any points cost within the m a 1  limits-A model in a 
also choose up to 100 paints from the Battlesuit Wargeaf list No 
uipment, other than wargear (which is assumed to be Integrated), 

BATTLESU IT BATTLESUIT WARGEAR 
SUPPORT SYSTEMS . . . . . . . . . . .  Bonding Mi. 
Aduanmd 

5w 
Ejection system 

stabillsation system ...... lo m ( ~ ~ a l l s s u e )  .IS pts . . . . . . . . .  
. . . . . . . . . . .  20 Pb Blacksun Mter 3 Pts Failsafe detonator 

. . . . . . . . .  (Special Issue) .15 pts 
. . . . . . . . . . . .  .......... @wU Iswe) 10 ~ t s  Gun Drone. 10 PEB 

O pb Iridium Amour ........ .. .5 pts ( S m  Iswe). .20 pts 

. .  lPVt8 Pts positknal relay tlard-wired blacksun fllter . 3  pts 
... 12 pW18 pts (Special Issue) . . . . . . . . . .  Pts Hard-wired 

. . . . . . . . . .  ;90 pts, 30 pts Shield generator. ....... -20 pts drone cmbller om 
.. Target lock. ............ .5 pts Hard-wired multi-tracker . 5  pts 

. . . .  Targeting array. . . . . . . . . .  I 0  pts Hardwired target lock - 5  pts 
Vectored retro-thnrsters Marker Drone. . . . . . . . . . .  NmS 

. . . . . . . . . . .  (S~eddIw)...-..-.--lo~ts Shi&jD- 15 Pts 
Stimulant injector 
(Special Issue) . . . . . . . . . .  1 0 pts 

-is hard-wired or had-point mounted; the dbfence is that only chamctefs wiWam&s 





a:e C W  W k u i t ,  ha advanced sensor sub em- by the hWesuit QW 
rule, found in the Warhammer 40,000 U n M  Specid Rules d 

' as .Wng when they R n  Rapid Fire weapons. This abilii does notatend t6 





. . 
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. . . . . .  . . . . . . . . . . . .  - .  - - - . --/ 
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TFlU VEHICLE RKMOURY 
Each vehjcle may take the upgrades listed irl its army list entry. W~th the exception of seeker missiles, only one 
of each upgrade may be taken per vehicle. Vehicle upgrades must be shown on the model. 

TAU VEHICLE UPGRADES 1 
. . . . . . . . . .  . . . . . . . . . . .  . . . . . . . . . . .  Sensor spines 10 pts Blacksun filter 5 pts Disruption pod 5 pts 

. . . . . . . . . .  . . . . . . . . . . . . .  Targeting array. 5 pts Target lock. 5 pts Decoy launchers . . . . . . . .  .5 pts 
. . . . .  . . . . . . . . . - -  . . . . .  Multi-tracker. 10 pts Flochetto discharger. 10 pts Seeker missile 10 pts each 

(maximum 2 per vehide) I 
Blacksun filter 
This is simply a vehicle-mounted 
version of the hard-wired filter 
system. The vehicle doubles the 
distance rolled for determining how 
far it can see when using the Nigh! 
Fighting mission special rules. 

Decoy launchers 
Decoy launchers are mounted near- , 

the engines of Tau skimmers and 
fire clouds of refleczive strips and 
tiny emitter drones to protect 
the vulnerable thruster arrays. 
Whenever an lmmobilised result is 
rolled on the Glancing Hit Vehicle 
Damage table, the Tau player may 
face his opponent to re-roll the dice, 
though the second result stands, 
even if it is worse. 

Disruption pod 
A disruption pod throws out distorting 
images in both visual and magnetic 
spectra, making it hard to target at 
range. Weapons firing at Ihe vehicle 

from more than 12" distant count the 
vehicle as an Obscured Target. 

Flechette discharger 
Powerful clusters of reactive charges 
are attached to the hulls of many Tau 
vehicles. If the enemy approach, 
they fire off vicious clouds nf high 
velocity flechettes. Any model 
attacking the vehicle,in close combat, 
will be #ounded on a D6 roll of 4+, 
with Saves allowed, before resolving 
its attacks. 

Gun Drones 
A vehicte may be equipped wdh two 
Gun Drones. The drones will move 
with the vehicle, safely contained in 
specially designed recesses. During 
any Tau Movemerlt phase, the 
drones may disengage in the same 
way as infantry dismount from a 
transport and form an independent 
unit. From then on, the drones 
funct~on as a Drone squadron. The 
drones may not rejoin the vehicle 
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 BS, in addition to any other 
weapons that woold normally be 
permitted to fire, and are treated as 
passengers if the vehicle is 
damaged. 

Hammerhead railgun 
The rai!gun is a linear accelerator 
which functions using standing 
wave acceleration along a number 
of cylindrical superconductive 
etectrodes that surround the barrel. 
I t  can fire either a solid projectile 
or a sophisticated bundle of 
submunitions. The submunitions 

option is only available to the ve 
mounted ra~lgun. 

Railgun (solid shot) 
Range Str AP Type 
72" 10 1 Heavy l 

Railgun (submunition) , 

Range Str AP Type 
72" . . 6 4. Heavy I 

ion cannon 
Ion weaponry generates a strea 
high-energy particles that 
accelerated by an electroma 
field. These will react ex 
with the target as a resun 
transfer of energy at the atamlc 
Range Str AP 
60" 7 3 

Landing gear 
Though they utilise advanced 
gravitic technology, Tau vehicles 
fitted with basic landing gear in 
they should suffer rnallunct~o 
any turn that the vehicle doe 
move. it may choose to no I 
count as a Skimmer until it rn 
again. This benefit does not app 
tw f~rst turn of the game. 

Multi-tracker 
The vehicle-mounted multi-track 
combined with advanced stabil 
enabling a vehicle to fire as if ii 
a fast vehicle. 

Seeker missiles 
Seeker missile arrays a 
allow Tau infantry to r 
obtain fire support, for 
doctrine does not allow for o 
integrated heavy weapons i 
Warrior teams. Any model eq 





earned bl W r  areer: Acm&-to their known they may be ceMeb 

Polnt8 W BE S T W A Ld 
Shaio 75 4 5 5 4 4 3 4 1 0  
Shas'el 50 3 4 6 4 3 3 3 9  

Unrt: m: Juip Idahtry &I pakk). 

Euulamsnt: The Commarlder Is esul~wd wlth an XW Crisis hattlesutt, and 
sded three m u i t  weapm *ms or suppo"~ systems. 
arfdltlonhl ltenkfioin the Wtku i t  Wargear IH, including W W  

less accomparited by a. Bodyguard, the Commander is an Independent 
Character spew rule& In, the Warhammer 40,000 rulebook, If amom 
units as an independent character. 
r may be acmmpanld by a. Bodyguarsl, see the separate entry b m  

and hls Ebdyguard cwnt as a single HQ cholce. 

uk The Commander's baffle8uit gram h i  the Acute Senses and Deep SHke special rules, 
for more details. 

XVB 'CRISIS BFITTLtSUIT BODYaURFaP TER 
TTFIU. SHASVRED 
A Bdypard team d fire Warriors in Crisis ba-R a m r  may accompany$ 
Shas'o or a Shas'el. n e  Bodyguards will always be Shas'vre veteran4 
-fie& and proven In battle, It is common for such -rd teams to @ 
pWwninant& made up of the C o m m a ~ s  bn w Iong-tenn MenaEs, and It is:$ 
g m f  honour to be chosen for such duty. 7he Bodyguard the ni 
phllomphy of &Mng for tbe Greater Good at fhe e-se of pmowl  gbiy @ 

warrbrs are mud, respected by the rest of tha army 

Pdnts WS BS S T W I A Ld Sv. 
Shas'vre 35 3 3 5 4 2 3 2 8 3 +  

Team: A team consists of 1-2 Shas'vre. There can only be 0-1 team pa 
Commander, and they may not be taken separately. 

Unlt ripe: Jump Infantry (jet pack). 

Equipment: Each Shas'vre is equipped wlth an XV8 Crisis Mtewii, and mur 
select three battlesuit weapons systems or support systems. Each may seiet 
addltlwwl Items from the Battlesuit Wargear Ilst, lndudlng Special Issue system{ 

5, N 5 -  ;*g,g? X W  bmkuun: The Bcdydyguadsl baalawits grant them the Aane &es and Deep Strike speejal rules. See 
, 7 the Armoury for more details. 



nt: The Ethereal normally cerriis symbols of off ioe that can be used as 
cltlse combat weapons (+1 Attack). These may be exchanged for an 

Idde for 10 points. He may select equipment from the Infantry Armoury. 

dent Character: Unless aocompanied 
b l M  I"' Independent Character special rulf ."? the B_peal may still join friendly unfis. 

the distance the unit can see. 

e member becxxnes Fearless. 

of Terror before the coming of the 
If a friendly Ethereal is killed then 
of Tau on the tabletop (noi K M ,  
Drones) must take a Morale check 
of their next turn if they are not In 
at or falling back. In addition, every 

iversal special rule, with 
preferred enemy. This 

M d e  tgst $ m d  or 
I the end of the game. 

ry an Honour Guard, the Ethereal is an independent character and I , in the Warhammer 40,000 rulebook. H accompanied by drones, 



tramsult and bear 

have fwgM m r  for many years and, in many cases, wlll h 
Ta 'Iissem rHual whe# the warrfors swear oams of m u n l o n  

Polnts WS BS S T YV I A Ld 
Sha'ui 25 2 3 5 4 2 2 2 8  
Shas'vm +I0 

Tsam: A team consists of 1-3 Shas'ui. 

Unlt np: Jump Infentry ljet pack). 

Equipment: Each teclm member is equipped with an XV8 Crisis battlesuit, a 
must select three battlesuit weapons systems or support systems. 

r team may be designated as a team leader at +5 points, and may select 
. ASRas'ui team leader may be upgraded to a Shas'vre for an addiona 

to Speclal Issue wargear. 

i : SPECIAL R ~ ~ E S  
battlesuits grant them the Acute Senses and Deep Strike special rules. 

: I 1  I 





'RO 

b 

Rre Wam'or t a m s  are ever present in Tau armies and are farmed 
. - -the same sspt. They are cautious but e#Mnf, and their pulse fine 

them exdenl firepowe~ Often rnwntgd in a Devllfish troqp mrrJer; 
rapid& d m  aod lay cEdw a m r l n g  ft##wYlade upon Ihdr hs. 

- -.,- . . =- - , .- 7. . 
. . P O I  . - . - ~  WS BS S T W I A Ld 

S h d a  10 
Shas'ui +I 0 

Team: The team m i s t s  of 6-12 Fire Warriors. 

Unlt TLpe: Infantry. 

. . 
: :  . . Equipment: Pulse rifle. 
! ,  

Opbhs: Any number of the Fire Warriors in the team may exchan* their pulse rifle for a pulse carbine 
extp points cost, The team may cany photon grenades at an additional oost of +1 point per m a  and 

at an ad,diional cost of +3 points per model. 

ChaTdcter: One, Fire Warrior Shas'la may k~ upgraded to a Shas'ul team leader at +10 points, and may sel 
- - Itemshorn thflnfantty Wargear I I  A Shaalui lpam leader may also purchase a mrkedghl at an addlio 
' 10 pc4nts. ;' 

Q " I 

Tmn~pph: If it numbers tw&e rndels or less (including drones), the team may be mounted in a Devllfisll 
L- ,,"d,* 

TROOP CRRRIER 

The CAevifftsh troop carrier b the workhorse 
of the nu gmnd f o r m  and Is able to 
carry twelve warriors. Armed with a 
fearsome burst cannon, I t  can rapidly 
transport its passengem to M r  desrinath 
then act as mobile fire supporf once they 
have disembarked. The Devilfist? also 
am43s a pair of Gun Drones to prwide 
even more firepower. 

Polnts Front 

qpe: Tank, Skimmer. Crew: Tau Flre caste. Unit Type: Vehlcle. 



.< 
[Kmol G-" 
.~mies, 
Tau exp 
The Km 
Teu err$ 
suflicien . .  , 



. Points WS BS 5. T W 1 A L;d--:' 
2 2  3 3 1  4 ' 1  7 .  

.Unit m: Jump- Infantry (jet pack). 

~ ~ u l p n & t :  Twin-llnked pulse, Wine. 

Unh Type: Infantry. 





HERVY SUPFOR- 

2 3 5 4 2 2 2 8 2 +  
" S h w m  +10 

7em: CmsMs of 1-3 Brmdslde Shas'ui. 

Equipmmt: 'Wtr .* Is equlppd with an .XV# Broaddde batliesuit, and I 
armed wlth s twlri-linked rallgun end mart mlsslle system. 

Sniper Drone Ttrams cast 80 points get team 

Paints W t S S  8 T W I A L d S v  



I 
, - 

merbead gunship is the main 

within the tank is faken up 
Tor its weapon systems, 

Armour 
Points Front Slde Rear BS 1 Hammerhead 90 13 12 10 3(4) 

'm: Tank, Skimmer. Crew: Tau Fire caste. Unit ripe: Vehlcle. 1 .  n 
'Weapons: A Hammerhead is armed with a turret-mounted primary weapon system and a hull-mounted 3 
secondary weapon system, and is equipped with landing gear. It Is always equipped with a targeting array < . 
(already added to BS above) at no extra points cost. C & : - .  

.The primary weapon system isreither an ion cannon at +$5 points or a rallgun at +50 polnts. L4 P - .  i 
The semndary weapon system is either two burst cannons at +I0 points for the pair, a pair of Gun Drones at ?I 
+20 points for the pair, or a smart missile system at +20 points. Mote that the burst cannons are not twin-linked - 

and can fire separately. 0 
3 

Options: The Hammerhead may be equipped with any of the vehicle upgmdes permitted by the Tau Arrnoury. . 4 I .  

- .  

5W RRY MISSILE 
DEFENCE GUNSHIP 

The Sky Ray is a variant of the mom 
common Hammerhead gunship, and 
provides a dedicated mWIe platform 
that is used by the .Fire caste to provide 
point attack fire support for Fire Warrior 
teams, who lack their own heavy 
weaponry. When guided by the 
markeriights of Pathfinder teams, the Sky 
Ray makes an exceptional perimeter and 
air defence missile system. 

Polnts Front 
Sky Ray 1 25 13 

Armour 
Slde Rear EtS 

Type: Tank, Skimmer. Crew: Tau Flrs caste., Unlt me: Vehlcle. 

Weapons: A Sky Ray is equipped with landing gear, and is armed with six turret-mounted seeker missiles, two 8 
nehhrorked markerlights (these are counted as defensive weapons) and a target lock (meaning it can launch its 3 3? 

own missiles, potentially at two different targets per Shooting phase). It is also equipped with a hull-mounted < 
, . . , , . .  - , . . .  , . . . .  

secondary weapon system. K - -  
Ifl The secondary weapon system Is elther two burst cannons at +I0 points for the pair, a pair of Gun Drones at C; +20 points for the pair, or a smart missile system at +20 polnts. Note that the burst cannons are not win-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; flechetie dischaiger; disruption pod; decoy launcher. 8 

q- . . 



n MRSTER OF THE UNDYING SIR11  

It is said that Aun'Va is the oldest and the wisest of Aun'Va and Honour Guard Cost 205 points 
his caste. He has counselled the greatest leaders of W S B S  S T W I A L d S v  the Tau for longer than any can recall, and his hand A~~~~~ , , 4t* 
can be seen at work behind much of Tau history. He 
is the most senior Ethereal upon T'au, sitting upon Guard 4 4 3(5)3(5) 2 3 3 10 4+* 

the councils that rule not just the sept but the entire 
empire. His word is heeded by every member of his Speclal Character: AunlVa is a special character. He 

caste, for his counsel has ever proven wise and true. may be used in Tau armies of at least 1,500 points as 
an HQ choice. You may not select anv additional 

But Aun'Va is not merely a spiritual leader, for history items from the arrnoury. . . 

is replete with instances of him leading the T ~ U  
Equipment: Aun'Va is equipped with the Paradox of expansion from the very leading edge of conquest. Duality, which, in addition to the rules below, is 

gave the Fire the will to rid the counted as a close combat weapon. Each guard is Si'coa system of the hateful Reek, his words sending with an honour blade, 
them into a righteous rage. Upon the flanks of Mount 
Scion he pronounced the fate of the 0rks of Waaagh! Unit Type: Infantry. 
Gr~gnik - a sentence that was efficiently enacted by 
ten thousand Fire Warriors. SPECIAL RULES 

Aun'Va ' next declared the Third Expansion, 
addressing the ~ombined Councils of the four castes. 
Flanked try his ceremonial 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 
down on bended knee. The Earth caste began the 
building of a vast temple in his name. The Air caste 
launched a thousand vessels, each named for one of 
his deeds, and tkwater  caste dedicated an army of 
envoys to carry his words to the stars. 

" - . . . 
Aun'Va's next ah was tb -decry the actions of the 
renegade Commander Farsight, naming O'Shaserra 
- Commander Shadowsun - as the new hero of the 
empire. .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 [end 
his presence where it was most needed. At Celephel 
Eields, the crusade suffered grievous losses at the 
knds of the drks, yet Aun'Va's words spoke directly 
2 0  e&h warrior, instilling them with the courage to 

i stand in the face of ovekhelming odds. Deep within 
the scorched forests of il'wolaho, Aun'Va consoled 
Shadowsun with words of wisdom and insight, 
inspiring her to face her fears, and to bear the loss of 

.: . . her -sisters, for the benefit of all. He sealed the 
- .  

_ . - _ ~,;-:+s~\n&: .~a'llssera in their absence, leaving the final 
words of the ceremony unsaid until the-sisters are- 

. .. 
reunited. . . .  . - -::%; . .... 

-- ,,,; .Au@Y& $&dgas supreme Ethereal a h i n  the newly z*z5 - : ->%-,  L & ' . Y 2 - ' - . - -  s. - ?, ..-:- 
- - :- i- ,$yo&wp&:gf the Third Sphere, :Shadowsun - ever.. ,* :.I-! :;,*- .-. hbs-$lde. Across half a dozen new worlds, a 
: : '~wj io<-~i~ Warriors and many more colonists stand 
.: :=:- ..::; 1 
-; ,, :~=-=:,-@dy_to . ..:. .-- . ' +.;-$ $a~ i f i~ : ;a l l  upon a singie word of their 
i,?. - -belgyed €th6$ed,;the Master of the Undying Spirit - , S> .5=5 - _, .gNtiaa'Tau'Acaya'Va'Denta. ..-- : g. :s- * , . =.-If-* *-+ 7 :: : 

- -  : - $ 2  

Honour Guard: Aun'Va is always accompanied by a 
ceremonial retinue of two Honour Guards, the entire 
group counting as a unit and as a single HQ 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 
staff, within which is housed an artefact of 
incalculable power - power only an Ethereal can 
wield. The Paradox of Duality grants Aun'Va and his 
Honour Guards an increased Toughness 
characteristic (the unmodified value is used for the 
purposes of Instant Death), and a 4+ Cover Save, 
which may be re-rolled if it is failed. 

Supremely Inspiring Presence: All Tau units (not 
Kroot, Vespid or drones) with a line of sight to Aun'Va 
are counted as Stubborn. If the Night Fighting rules 
are in use, roll to determine if 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 not in close combat or falling back. 
Every unit that takes the test gains the Preferred 
Enemy-unniveeelsal special rule in relation to the enemy - - - -  
army, and -in addition gains the Furious Charge 
universal special rule. 

- --+. - L-------- 
ii 
ii 'It burns so briefly, the light of my children, so ' I- ie briefly. But, by the Greater Good, it bums so iq &@f,fl" f 

:: 
j $  Aun'Va ii  
L-----;* - -  - - +  - -  + ,--.. - - , - . --Ar-- .. . *. . . - . . - - -  - - -  ----- 1 

2;: 
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,during ths campaign, .and this 
a number of h$rl for want of a turned his' back on the empire and id fiMing for 

es, most nOtt&w-.:y,l aggmssiw Pe's@na[ Win rather t b n  the Gmm Good. 

Caat 170 points 

dlfflculties with an Ork incursion 



I 
i 

; ,  

- .. . .- . . 
i + -. 

Breakaway Faction: O'Shovah and his followers Blood Brothers: Evely model in Farsighfs army with 
have chosen to separate themselves from the:~au access to the Arrnoury gains a bonding knife at no 
empire and they have altered the composition of additional cost. 
their fighting forces to bener represent this. No Character: aawnpanied by a Ethereals, Kroot or Vespid units may 'be included in 
OiShovaR's force. Crisis battlesuits count as I+ bodyguard, O'Shovah is an independent character 

units in the same way as Fire Warriors, and the 
(see the Warhammer 40,000 rulebook). 

following units count as 0-1 in an army led by Bodyguard: O'Shovah may be accompanied by a 
O'Shova h: Stealth armour, Pathfinder squads, bodyguard as detalled for a commander in the Codex 
Hammerhead, Broadslde battlesuits, Sky Ray - army list, though the unlt size is changed to 1-7 Crisis 
gunships & Piranha skimmers. -=& batttesuits. 



;-;.. : + .  w--,G<..=:*<:-. :: - ------. ,-<--. - ! -!:: - -- 
, - . -<- - :. . - -- - . , - 

.; ; * ;.;. ?iL+*6- .; ;, , ?!. :2;;:<~:;~~~~. ;?*;::.?-;:!;=?-; ; -~.<[<~::;;;=~~;~ :;::z:-- ??;? - =:?==: ;-;- c; -c-;:-; - -: e,_ -, .,_,;, - ,; ,,,,, . .;_ ...... ... <-:--- .<< =-.- a;- C'. . ' . .  <.-. - :.-,: , - , ,,q 
- ,- 5 .ew.-A-.-.-.~?-~.--.~-.-. .. ,. -..: -. -::: . ..- I;; 7. ,,. ..-, -. , - -1- -.; - ./. w 



SPECIAC-RUCES Command-Hnk drone: Networked to the leaders 
lndep'endent Character: Except when of the warriors under her command, the command- - 

accompanied by her drones, Commander link drone allows Commander Shadowsun to better 
Shadowsun is an independent character {see the direct the battle. Any Tau units (including Vespid 
Warhammer 40,000 rulebook). units with a Strain Leader, but not Kroot units) 







--; HEROES OF THE '1 A 



ETHERERLS 





Bb8 plasma rifle XV8 flamer XV8 burst cannon XV25 burst cannon XV25 fusion blaster . 

$art missile system Mtsstte pod - , , XV8 fusion blaster ' XV25 drone controller Bonding knife i 

B a f f l W s  can be equipped with hvo weapon 
systems and one support system. Stealthsuits 

I 

mn have one weapon and one support system. j 

. - 11 
r Mutl-t-mcker ' +., Target lock ' XVS shield generator 
i - x :  
I : :-.- 



Snlper Drones & Spotter 





.- 1 
. L .The 'Hammerhead and'Sky Ray gunships am,-potent symbob of the Tau's rnllitary might, whlle drones and : ,  .{ 

. PIranha.llght sklmmer teiams Provide a rapld respofise to any threat. 

~nha light skimmer and Sky Ray rnisdl. tfence gunship 



Hamm_e_nad gunship with railgun and burst cannons 

--. ..z- : . I 



. - . . . . - . . -..7.., -. -.-=>- -.7-.-:: . . - . . . . .. :- s. < -- - -- .:-: :- . . . .  - . ' - . --.- - . -  . . :  
I t '  -'*' 9 1 % .  :, .- 1. . . . - .. . - - -.... - - . - . 

- - - ., . - 

r-wplre .many alkn races have been absorbed into the flghtlng srm of the Tau. 
are th j i e t h a l - ~ l d  a m n g s  and the carnivorous Kroot mercenarles. 

1, k_d wmmunlon helm 





PRINTING TRU TRNK CRMOUFLRGI 

TO MtHT 
CITADEL 
MINIATURES 



U I I L O U R  SCHEMES 

The lolours of the Tau septs can b applied dffferently to various elements of the 
Here are examples of how a force can look consistent across the vartous units. 

army. 

XV25 Stdlalthsult 
Ttte Stealthsult uses the same 
camouflage as the rest of the 
sept, bM In this case the . .* 
domihant cotour ts Mack rather 
than grey. 

Ethereal Fire Warrior 
The Ethereal Is Ilnked to his The urban camouflage of the 
sept via the calour of his robes. Sa'eea sept is damstrated a? 
The orange is the same as the, this Fire Warrlor. The orange 

'sept markings on the sept marklngs de& his 
rest pf theanny. homeworkl. 

BORKlAN SEPT 

& l ~ w d  FIF~  Warrior, 
The robes of the Ethereal m A srow pattarn camouflage ts 

' p a i M  to match the camouRage shown here on the Fire Warrior. 
of the warriors, whlb details are .The army uses other odours In 
piGksd out In the sept colwr. differsslt war zones. 

Snipr ~ r o n b  Kroot Carnivore $ 
The Gn&r Drme Mows the The Kroot's W n t  and . . 3 
same pattern as the fin Wahior. armour m a w  th acmy's j ; i 
Armodrd units look consistent if snow camwflage. ; . !$ : , palnted h the came style. . - 



COLLECTING F1 TAU EMPIRE FORCE 
The a n y  shown on these p a g ~  Is a good example of as a reasonably large, balanced force. containing a broad selection of the 
unlts that the Tau empire has to OM. This is not lo suggest that Tau Emplre players should neoessarlly be afmlng to d l e c t  an army 
just llke this one. In fact it's -Me to Cld a var[gty of Tau Empire armies, from a force with a high concentratton of batHesuits w 
alien auxlllarles to one made up excluslwly of Hammerheads and Infantry quads mounted in DevllAsh. If Ihls Is going to be your 
first army, then the core of this one would make a good stalt to your collection, and migM give you some Ideas abut where to go 
next. H MI, Ihen k will give you an Indication of what a 1,500 point hu Empire army lwb like on the tabletop. 

I 

TROOPS - Krmt Carnhm Squad: 223 polnts 
-with-&& 17Km!. 
I ~ & l T ~ ~ .  I 



HEAW SUPPORT - Broaddda Tmm: 145 polnb 
W u i  with rallgun; emdrt system; 

E L I T E S - M T b a m :  140 p&ds 

ntroWer; Marksr DRme; harrcwited tar@ lock. 

EUTES - Crlds Team: 153 pol- 
ShasY m firskm blaster; flamer; sMeld -. 
31&& wfth hion blesI6-r; flamer; W-&cket 
ShasW wsWl Iu&n WBsler; flamer; law W. 



, - -  

"pi 
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