Side Armour __Rear Armour ___ BS Go ion;“gh‘ for 1
12 10 3 (4)

Points Front Armour

and vang
90 13

|  Type: Tank, Skimmer
- Crew: 3. Tau Fire Caste

st be one of the following; twin-linked long-barrelled burst cannons +2
fusion cannons +30 pts, twin-linked plasma cannons +35 pts, a railgun

may be given any of the following from the Tau Codex: Sensor spines, Mult
rger, Disruption pod, Decoy launcher, Seeker missiles (up to 4 per vehicle). Itis

dded to the BS) at no extra points cost. :

burst cannon
Type: Assault3

3 Type: Heavy3

. Type: Assault4
on

like a multi-melta

}Typ,_e: Heavy2 Notes: Does not suffer from overheating
Type: Heavy1 Notes: Or may choose to fire sub-munitions inste
pe: Heavy1/ Ordnance blast

vanced ant_i-graviﬁc technology, Tau vehicles are fitted with basic
that the vehicle does not move. it may choose to no longer count:
e first turn of the game.




Thought for the day:
I AR \ There will be no victory

Points Front Armour _ Side Armour ___Rear Armour BS without your sacrifice.

Devilfish 80 12 1 10 3

Type: Tank, Skimmer

Crew: 1. Tau Fire Caste

Weapons: The Devilfish is armed with a burst cannon.

The Devilfish always has the Gun Drone vehicle upgrade at no additional points cost.
Options: The Devilfish may replace its Gun Drones with a Smart

The Devilfish may be given any of the followin
Target lock, Flechette discharger, Disruption p

Transport:

missile system at a cost of +20 pts.

g from the Tau Codex: Sensor spines, Targeting array, Multi-trac
od, Decoy launcher, Seeker missiles (up to 4 per vehicle).

The Devilfish can carry up to twelve models. |t may not carry any troops in XV battlesuits.

Option: The Devilfish is a Transport option for Tau Fire Warriors and Pathfinders.
oints: 3. The Devilfish has two side and one rear hatch, any of which can be used as access po
Fire Points: 0

SPECIAL RULES

Landing Gear: Th
should malfunctio,

Transport

ough they utilise advanced antj-

gravitic technolo A
N. In any turn that i

Tau vehicles are fitted with basi
the vehicle does not move,

itis not counted as a skimmer.
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™ o Thought for the day:
RAY MISSILE DEFENCE GUNSHIP The question soill

but how, will 1 dic!"

Points Front Armour _ Side Armour___Rear Armour BS
125 13 12 10 3

Type: Tank, Skimmer
Crew: 2, Tau Fire Caste

Weapons: The Sky Ray is armed with six Seeker missiles,
own missiles, potentially at two different targets per Shootin

The secondary weapons system s either two burst cannons at +10 pts, a pair of Gun Drones at +20 pts, ol
at +20 pts. Note the burst cannons are not twin-linked and fire separately.

Options: The Sky Ray may be given any of the following from the Tau Codex: Sensor spines, Target
Flechette discharger, Disruption pod, Decoy launcher. The Sky Ray always has a Targeting lock. '
Heavy Support: A Sky Ray is a Hea

vy Support option for a Tau army.
SPECIAL RULES

AA Upgrade: One of the the Sky Ray's roles g { i
uporades o AR oo o Y 5 10 engage enemy aircraft. The Seeker missil :
2 T attack aircraft the target mu:

arkerlight in the Tay force (at
1 be fired at the target, £

2 networked Markerlights and a Target lock (m
g phase). It is also equipped with a secondal

st first be hit by a Markerlight. This can be the Sky Ray's own N
heo for hitting an aircraft), f the target aircraft is hit then any numbe
ach missile hits on & rof) of 4+, An aircraft that has not first been hi t

Ix missil
game, o6 have boon fired then the sy Ray is out of ammunition and can only

weapon th ky Ray cannot fire any ofh '
UPGTada a Sky Ray may il s
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XV8 CRISIS BATTLESUIT

Thought for the

peta o Victory is simply greater
Shas'ui 25 2 3 5 402 2N
Shas'vre 35 3 3 5 4 2 3 2
Shas’el 50 3 4 5 453 3" 3
Shas'o 75 4 & 5 4 4 3 4 10 3+

i i 1-3 Shas'ui.
Team: A Battlesuit team consists of : :
A Commander team consists of 1 Shas'el or Shas'o accompanied by 0-2 Shas’vre bodyguards.

Crew: (1) Tau Fire Warrior.

Equipment: The entire team is equipped with XV8 Crisis battlesuits. The above profiles have been ammended
enhancements.

i i leader at +5 pts. They may select items fr

5 Shas'ui per team may be designated as the team'
Sg::?;rteggweleader capn be upgraded to a Shas'vre for an additonal +5 pts. Any member of a Commandg_r‘
equipment from the Tau armoury.

Elites: A Crisis Battlesuit team is an Elite Choice for a Tau army.
Headquarters: A Commander team is a HQ choice for a Tau army.

SPECIAL RULES

Independant Character: Unless accompanied by a bodyguard, a Tau Command# * an Independent Charactel

XV8 CRISIS BATTLESUIT HARDPOINT OPTIONS

Each suit has three hardpoints You must fill all three hardpoints chosen from the 1g lists.
WEAPONS SYSTEMS SUPPORT S¥ 1S

Elamefee g s o + 4 pts. +6 pts if twin-linked* Multi-tracker* . . .. ... 0
BUrshicannonis s i e +8 pts. +12 pts if twin-linked* Target lock® . ... ... S
Rlasmaiflesee i v s +20 pts. +30 pts if twin-linked* Shield generator ... ... S
Eusloniblasters e o +12 pts. +18 pts if twin-linked* Targeting Array .. . ... RS
Missileipodif s e +12 pts. +18 if twin-linked* Blacksun Filter*

* occupies two hardpoints if twin-linked.

plus from 1 to 2 Gun Drones
plus from 1 to 2 Shield Drones
plus from 1 to 2 Marker Drones

*“may also be taken as a hardwired sy
and as such does not take up a hard pol

CRISIS BATTLESUIT COMMANDER VARIANTS

Only a Shas'o or Shas’el in a Commander team can ut
0-1 XV 81 BATTLESUIT: includes a shoulder-
It must also select two hardpoint Wweapon syst
0-1 XV84 BATTLESUIT: in additio
It must also select three hardpoint

0-1 XV89 BATTLE
This increases the

se these personalised variants of the standard XVi
mounted smart missile system, for +20 pts.
ems choices from the XV8 list above.

N to normal options includes a
choices from the XV8 list abo!

SUIT: the heaviest
suit's Save to 2+,
It must also select three hardpoint ch

Markerlight and a Target lock, for +
ve.

of the Crisis variant
but reduces the Suit’

oices from the XV8 |

S includes extra armour plating. 5
S assault move from 6" to D6, for +25 p!
ist above.




XV88 BROADSIDE BATTLESUIT Thought for the day:
The weapon slays where the hand wills.

Points WS BS S T W fia SALL sy
Shas’ui 70 Preion i e S s 0) ) 8 2+
Shas’vre +10 3 3 5 4 2 32 8 2+

Team: A team consists of 1-3 Broadside Shas'ui.
Crew: 1. Tau Fire Warrior.

Equipment: The entire team is equipped with XV88 Broadside battlesuits. The above profiles have been amended to include the

suit's enhancements.

Character: One Shas'ui per team may be designated as the team I
A Shas'ui team leader can be upgraded to a Shas'vre for an additonal +5 pts.

Heavy Support: A Broadside Battlesuit team is a Heavy Support Choice for a Tau army.

SPECIAL RULES
Bonded: The team may be bonded by the Ta'lissera at a
XV88 BROADSIDE BATTLESUIT HARDPOINT OPTIONS

All Broadsides are armed with twin-linked railguns and a smart missile system.
-linked plasma rifles at +10 pts.

eader at +5 pts. They may select items from the Tau armoury.

cost of +10 pts for the whole team.

The smart missile system may be replaced with twin
. Choose one of the following support systems:
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X >~
3 Thought for the d
i ; The brave man always choo
Points Front Armour _ Side Armour  Rear Armour
Tetra 50 10 10 10
Type: Skimmer, fast, open-topped
Crew: 2. Pathfinders
Team: A team consists of between 1 and 4 Tetras.
Weapons: The Tetra is armed with twin-linked pulse rifles and a Markerlight.

Options: A Tetra may take the following vehicle upgrades from the Tau Codex: Sensor spines, Targe
Blacksun filter, Decoy launchers. The Tetra is always equipped with a Disruption pod.
Fast Attack: A Tetra team is a Fast A

ttack choice for a Tau army.
SPECIAL RULES

Disruption Pod: Weapons fired at the Tetra from
Forward Scouts: Pat
start in reserve, Tet
turn to get into a fo,

more than 12" away count the vehicle as an Ol‘;s

€ main Tau lin
. Tetra teams

hfinder operate ahead of th
ras always deploy on the table

es. In scenarios where some troc
rward position.

may make a normal move after d




\ha with fusion gun

A TEAM Thought for the day:

. e i 7 We will not simply endure
Points { Armour _ Side Armour __Rear Armour - we will prevail
Piranha 60 11 10 10

Type: Skimmer, fast, open-toppe

Crew: 2. Tau Fire Warriors

- Team: A team consists of between 1 and 5 Piranhas. :
- Weapons: The Piranha is armed with a chin-mounted burst cannon and a pair of gun drones armed with twin
 Options: The chin-mounted burst cannon may be upgraded to a fusion blaster for +5 pts.

: i i-tracker, Ta
~ ATetra may take the following vehicle upgrades from the Tau Codex: Senso; :Ecl,nez,r I\F’llll:;lt:1 ’llraa;‘: T?h o
 Blacksun filter, Decoy launchers, Disruption pod, Seeker missiles (maximum of two p
With gun drones.

~ Fast Attack: A Piranha team is a Fast Attack choice for a Tau army.
SPECIAL RULES

% Gy i igned recesses.
Gun Drones: The drones will move with the vehicle, cgntalned in its Sﬁte;::::g‘ :?rsalﬁsport S
Phase, the drones may disengage in the same way as infantry dqsmoum rejoin the vehicle durin
| then on, the drones function as a Drone squadron. The Drones s i
drones act separately, they do not form up into one larger unit.
/lhie attached, the drones may fire as part of the venicle,
formally be g : and are treated as passe

eir own BS, in addit n t
vehicle is damaged.
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HE

Thought for the
Blessed is a closed m
filled with faith.

Points WS BS
Heavy Gun Drone [25each 2 2 3 4 1

Squadron: A squadron consists from 2-6 Heavy Gun Drones.

Equipment: Each Drone is armed with twin-linked burst cannons.
Options: Any Drone may replace one burst canno

Jetpacks: Heavy Gun Drones are subject to the
on

Unit Types rules secti and may be deployed us
may not make the additional

n with a Markerlight, for free.

Jump Infantry and Jetpack special rules, as described

ing the Deep Strike special rule if the mission being plays
6" move in the turn they arrive).




TRY TURRET TEAM

= Within the dark and forgotten plices
Points Front Armour __ Side Armour _ Rear Armc

Thought for the day:

Drone Sentry Turret 45 12

hide the cnemies of the Emperor, =
12 12

Team: A team consists 1-4 turrets

Type: Immobile, (open-topped if fired last turn)
Crew: Drone

Weapons: A Drone sentry turret is armed with twin-linked burst cannons ]

§ i S i a
Options: The twin-linked burst cannons may be upgraded to twin-linked missile pods for +6 pts; or twin-linked plasm
pts; or twin-linked fusion blaster at +7 pts.

Deep Strike: Drone sentry turrets may Deep Strike (dropped from Orcas or Mantas) at +1 pt per model, if thehm;zf::;‘
Each turret should be positioned separately using the Deep Strike rules, they do not have to deploy tOQethef' Ift e“ th
another vehicle then both vehicles take a glancing hit from the impact. If it lands on impassable terrain or deviates 0
the turret is destroyed.

Heavy Support: A team
or Manta.

Pop-up Turret: A Dro

_ ot will @
e . ned result (and can therefore not fire), then the tl;rtrums.
s | efence against iNcoming fire. It will not count as open-topped in subsequen
€S an Immobijj i
Calcilating e sed damage result, then this has no eff




0-1 REMOTE SENSOR TOWER TEAM
Front Armour _ Side Armour __ Rear Armour BS
10 10 10 2(3)

Thought for the day:

In Nostra Manus - Progenics Futuris.

Remote Sensor Tower 40

i Type: Immobile

Crew: Drones

- Team: A team consists of 1-3 Rer: :nsor towers.

€apons: A Remote sensor tower has a Markerlight, Target Lock and a Sensor Array
Targeting Array. :

ptions: None.

00ps: A team of Remote sensor towers is a Troops choice for a Tau army. o
e |

ortifications: A Tau player may also purchase_ Remote sensor towers as part o ’




Thought for the day:
Points ! nour  Side Armour___ Rear Armour Obedicace Jstihe e ESESRIES
Barracuda 220 i 10 10

Crew: (1) Tau Air Caste

Neapons: The Barracuda is armed with an ion cannon, tWO Burst cannons and twinlinked misslle podSe HEER
ot twm linked and fire separately. '

Barracuda can be upgraded to. car
del with a Ma rhg




Thought for the day:
Our cnemics cannot stop us.
. Armour _ Side Armour___ Rear Armour BS They can only test our faith,

Tiger Shark : ; 10 10 10 3(4) strength and courage.

Type: Super-heavy Flyer
Structure Points: 2
Crew: (2) Tau Air Caste

- Weapons: The Tiger Shark is armed with twin- linked lon cannons, two burst cannonisanccai rg{vi :-l ke
I cannons are not twin-| Imked and fire separately. The Tiger Shark has three drone rac g

The Tiger Shark is always equipped with a argeting Array. It is also equipped with a Deco

the Tiger Shark’s points value.

Codex. The pomts cost for these upgrades is incl
i nons and drone racks wit




‘. .Missne pod 36" 7 4 : Assault 2

. In addition it can also carry up to 24 Tau warriors or Gun Drones.

* * Tau warrior includes Fire Warriors, ~*=althsuits, Pathfinders, or Kroot.

- Super Heavy Detachment: As = heavy Flyer the Orca must be taken as a separate detachment.
¢ Adetachment consists of 1-3 Orc

Access Points: 1. The Orca has Amp.
. Fire Points: 0

- SPECIAL RULES

 Rapid Deployment: Rather than land on a dangerous, fire-swept, drop zone, the Orca can drop its passengers from the rear ramp

- Weaponry, Range Str APc @ Type

Points Front Ar '
390 1 1mour Side Armour _ Regy Amour g Power d:’hm::h : ‘l:' the day:
" n not reside with
: : 10 3 bot wit e im';h Oracle,
Upe: Super-Heavy Flyer, Orbital Lander

cture Points: 3
w: 3. 1 Air Caste, 2 Fire Caste operators

v’,,pons: The Orca is armed with twin-linked long-barrelieq burst cannons

’ ptions: The Orca can take any of the following vehicle y
ecoy Launcher, Targeting array, up to 4 Seeker missiles,

and a missile pod.

Pgrades as described in the Tau Codex: Black

ansport: The Orca may carry 24 Tau warriors*, up to 8 Gun Drones and 1 Ethereal

r up to a maximum of 6 Crisis battlesuits (each battlesuit counts as 4 Tau warriors)
-up to a maximum of 3 Broadside battlesuits (each battlesuit counts as 8 Tau warriors)
up to a maximum of 6 Heavy Gun Drones (each Heavy Gun Drone counts as 4 Tau warriors)

up to a maximum of 4 Drone sentry turret (each Drone sentry turret counts as 6 Tau warriors)
up to a maximum of 2 Tetra’s (each Tetra counts as 12 Tau warriors).

up to a maximum of 6 Krootox (each Krootox counts as 4 Tau warriors).

" up to a maximum of 12 Kroot Hounds (each Kroot Hound counts as 2 Tau warriors).

Without halting, skimming low over the ground whilst the squads, drones and battlesuits dnsembarr:( via 'f;gacif'ﬂ'i;?:g of
to deploy troops (like an orbital lander), squads can disembark from thg Qack”of the Orca anVWb ef'; :moein g the Orca on
treated just like normal disembarking from a vehicle. Place the models within 2" of the rei\rltramgtivzly the Orca can land us
next drop point. Troops which disembark do nothing else until the start of their next turn. Altern 3 .

Orbital Lander rules.

Escape Pod: If the Orca is destroyed, nominate a point on the table and scatter ltfh:oltmdl azcl'isa
the pod scatters so that it is off-table, it is counted as escaped safely; see belo:v. e ihp and is worth 0
a Fire Warrior with no weapons). The crewman is counted as being below h?l' tsﬂ: gewman is still alive or if
bu; {he Orca counts only as being damaged for Victory Points purposes iy '

le

re-rolling an Jmmobilis

i d of
Decoy Launchers: If an Orca is equipped with a decoy Jauncher then instea only re-roll the.

bles. You may
'e-10ll an Engine Damaged glancing hit on the Super-heavy Flyers Damage ta
Second result must stand.

1b brst cannon 3@ 5 5 Assault3




Points Front Arm
our__ Side Ar,
1980 mour g
13 15 ear :\:mour BS By dhy c'l;hought for the diy:
Olours 'l 5
()3 (2 By thy l"ﬂners":il"'he foe know fhee,

the foe fear thee,

crew: & Tau Air Caste

Weapons: The Manta is armed with twin-linked
s 16 drone-controlled long-barrelled burst cannf;eav
network Markerlight. ns

The Manta is always equipped with a Targetin
pod and Decoy launchers. geting Array for its majn Weapons. It alsg ha
: S an Energy shielq
a Bl

Qptions: None.
Transoort: 188 Tau warriors* (see below).

Supe: Heavy Detachment: As a Super-he
e ey p avy Flyer the Manta must be taken as a separate det:
etachment. A detach
. ment consists

Acce - Points: 2. The Manta’s lower transport deck is an access elevator. It also h

. - Italso has a rear ramp.
§PE 1AL RULES ;
Upper Transport Deck Capacity: The Orca may carry 48 Tau warriors*

or up to a maxi ors,
p aximum of 12 Heavy Gun Drones (each Heavy Gun Drone counts as 4 Tau warri )
riors).

or up to a maximum of 24 Kroot Hounds (each Kroot Hound counts as 2 Tau warriors)

* Tau warriors includes Fire War ro i
ar ot, Stealthsuits, Pathfin i
i oh e ders or Gun Drones. If a Pathfinder squad is deployed from a
Lower i 1
Transport 'Deck Capaci lanta may carry 140 Tau warriors* in its lower deck.

or up to a maximum of 4 De op Carriers **. .

or up to a maximum of 4 Har 1ds or Sky Rays.

Or up to a maximum of 4 Pira

in additi i he io

ition to the 4 vehicles, the iower deck may also carry up to 10 Crisis battlesuits or 5 Broadside battlesuits.

Alternatively, instead of vehicles the lower deck may carry;
Orup to a maximum of 50 Crisis battlesuits.

Orup to a maximum of 25 Broadside battlesuits.

Orup to a maximum of 36 Heavy Gun Drones.

Orup to a maximum of 12 Drone sentry turrets.

Or' Up to a maximum of 12 Tetra speeders.

* Tau warri ] it
arriors includes Fire Warriors, Kroot and Kroot Hounds, Stea,

dep| f
Ployed from te lower deck of a Manta then they must take a Devilfish troop carrier.
Pathfinders.

& 2 ‘
ditionally, Devilfish may also be pre-loaded with up to 12 Fire Warriors or
hit, as with other aircraft, instead they can always

AA Fire; : :
use t:;} Dusits its size, when firing at a Manta the enemy do not require 6s o
own basic BS, just like firing at any other vehicles. .

asures and has a 4+ Invulnerable Save

Ener, ;
agaings\t! asllhr:ﬁls(.,: The Manta is equipped with powerful energy shields and counter me

Ithsuits, Pathfinders or Gun Drones. If a Pathfinder squad is

s of reflective strips and tiny emitter .j_,_,
gines Damage result on

i d fire cloud
ear the engines of the Manta an
:e Manta ggins a 4+ Save against the effects of an EN

Deco
Y Launchers: Decoy launchers are mounted
It is ignored. i
on 4+ the resu g accuracy. When firing sub-

MOnes
1 up‘:r.‘:oteck the vulnerable thrusters arrays. T
eavy Flyer Damage tables. Roll a dice,

- ter
mlzw?: Controlled Sub-Munitions: The Manta's sub-munitions are drone cqntrollegsfc;wgr;sadewate el W el
b % 1he Manta does not rol th.e additional D6 for deviation whilst moving, its roun ey
- We,
b b"pon"v: Range str AP Type o
b " oo 5 5 Assaultd
oo Cannon 90" 7 3 L
g Ordnance1/ itan-| =
106 ; :13 Ordnancel/ blast Drone controll
;g? 7. 4 Assault2
8 3 Heavy1

unlimited




The Custogian i3 the H
Next generation of Ta‘z’eﬁﬂ of the
encountered, it ig ah
transporting g

n

%
Support of the rest of fleet
As well as jts ow‘he o

y
mothership and launched
upon arriving in system, Their role
1S 1o protect the mothership, so
they rarely stray too far,

The Custodian class carrier, the
A'tho, was perceived to be the
main threat to the Imperial fleet
around Taros, and as such was
remorselessly hunted down and
eventually destroyed by Fleet
Admiral Kotto.

TYPE/HITS : SHIELDS ARMOUR TURRETS
‘ 5 5
ARMAMENT F i FIREPOWER /STR FIRE ARC

Prow 4 Front
gravitic launcher Front/left
= 4
Port railgun battery 4ocm 7 Front/right
Starboard railgun battery 45¢cm Frontleft
| oidade
Port ion cannon 30cm : Front/right
Starboard ion cannon 30cm T =
Port launch bay Barracudas: 25cm 4 squa
Mantas: 20cm T -
squadron:
Starboard launch bay Barracudas: 25¢cm 4sq
Mantas: 20cm S aidan Z,
e R Cap: L |
Ventral grav-hooks = P)___JTMS is disabled if the ship
e ise their front armour to 6.
All Custodians are fitted with a prow deflector to raise
f“\“ér@ Nisad s FERTN. e -
I T s st
3 ESCORT .
KIRLA (WARDEN) CLASS CARRIER TURRETS
e s ARMOUR
L
TYPEMITS ) TURNS - “—
C

FIREPOWER /STR
ARMAMENT RANGE/SPD

Front/left/right
Prow

100 cannon 30cm

Prow railgyn battery ghern
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r KIR'SHASVRE (CASTELLAN) CLASS HEAVY ESCORT

Ca
support of their |

TYPE/HITS TURNS SHIELDS ARMOUR TURRETS
“-_
ARMAMENT RANGE/SPD FIREPOWER /STR FIRE ARC
Prow
gravitic launcher 20-40cm Front
[ Prow railgun battery 30cm 3 Front/left/right i l
L LARSHI'VRE (PROTECTOR) CLASS WARSHIP ............ = |
enemy in
armed and v
of different
foe. A Pro
Imperial ¢
whilst lacl
| structure of i
7 7 firepower,
/ | Two Protectol
« — 1 [
TYPEMHITS TURNS SHIELDS ARMOUR TURRETS
-—-—
ARMAMENT RANGE/SPD FIREPOWER /STR FIRE ARC
Prow
gravitic launcher 20-40cm 6 Front
Prow railgun battery 45cm ) Front
Port railgun battery 45¢cm 2 Front/left
Starboard railgun battery 45cm 2 Front/right
Prow ion cannon 45¢m 2 Front
Prow launch bay Barracudas: 25¢m 2 squadrons i
Mantas: 20cm
All Protectors are fitted with a prow deflector to raise their front armour to 6, This is disabled
suffers a prow critical hit, e




The Ernissary is
0t & true fight
z transport for Water Cas?egh dgm‘w
: '?éngapders and Ethereals. De: o
missary is welf equipf)ed and
“:r?pable of looking after itself agalnsmm
€ largest enemy capital ships.

These ships are becoming common within the
Ao Pire, and often rove out into the
Tmpure s fringes on diplomatic missions 1o the

au's neighbours. They are also used as large
merchant vessels, and are becoming

something of a workhorse within Tau space,

TYPE/HITS TURNS SHIELDS ARMOUR TURRETS

SPD
ARMAMENT RANGE/SPD FIREPOWER /STR FIRE ARC

Prow
gravitic launcher 20-40cm

Front

Prow railgun battery 45cm Front
Port railgun battery 30cm Front/left

Starboard railgun batte 30cm 2 Front/right

Port launch bay racudas: 25cm 1 squadron =
Starboard launch bay racudas: 25cm 1 squadron -

Emissaries are fitted with u pfrow deflector to raise their front armour to 6. This is disabled if the ship
suffers a Prow critical hit.

AU TRANSPORT

he Tau Empire thrives on the trade
;etween its Septs, and transports are
the workhorses of the trade routes.
Small vessels, with Iimi(ed crews, there
have been many different t)(pe‘lsa =
transports identified, but all are su':\l r 4
design. Transports aré general on!
armed for self-defence and have a large
hold for transporting goods.

ARMOUR TURRETS

SHIELDS —

FIRE ARC
ANGE/SPD FiREPOWER ISTR
; Front/left/right

30cm
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journies, T
between Tau
ccmmunicm;m.
Operated anq .
Caste.

=1y R ) AR OUR RR
lefence/d 0 0 1 5+ 3
ARMA RA PD REPO = - nNE AR
Railgun battery 45cm 4 All round
[ lon cannons 30 cm 2 All round

The Security Orbital is fitted with tracking systems.

AIR CASTE ORBITAL CITY

T e

=

The Tau Air Caste'live
in zero-gravity, eithe
waystation crew, qr r
large orbital habitat
found above most
worlds. Tau of the
gravity-well, but the €
physique is unkno!

TYPEHITS sp
D TURNS SHIELDS ARMOUR TURRETS
Defence/12 n-
5+

FIREPOWER /STR FIRE ARC

Railgun battery
Launch bay 12

Mantas 20cm
i 4 squadrons
il .'If.l'je orbital habitat s fitted with ¢

racking systems.

45cm

All round




this case, the Goads an
to defend themselves.

the Aroot 111e RIOOL DO thrower js 3}
ewly born or very young), 5 v
Once captured (l'Jsutzutyh:; rC1irea){ Knarlocs for a variety of .usrﬁs g); ‘\:‘lﬁh’(&m'r?ffees'?n% _
) domeStt't?:mems Great Knarlocs are a common signt. by using Tau Techsi guns thy
. seare most' commonly used by Kroot (orceshi;'issg S
Sz:gg;gzn::?ncw;s, to carry heavy equipment and supplies w

Instead of the basic sharpe
‘ fused explosive tips, m, i
ian. These domesticated creatures are kept chained p: aking
n campaign.
gnd muzzled for safety, but they

are not expected to fight in ﬁnf)izsﬁéepgdzmﬁ','erb"ﬁ"?" of
: p - Ihe bolt thrower jg
ht be caught up in a
ionally a baggage column mignt L
ggmga;b?g::;‘gle, i)f/a Kroot column is caught in an ambush. In

system which drops bolts from

' ; quickly re-draws the bow string. a 0
d the Great Knarloc will be forced to fight of fire for little effort on behalfg(;fmg

Great Knarlocs are trained to fight, goaded into battle by
Iar= whilst some Great Knarlocs, once old enough, are
 rich o used to mount weapons, much like the
These weapon mounts are not as
ts or those used to carry heavy
in. They make effective assault
e squads, able to provide' heavy
e and join an assault, using the
instincts in close combat.

Pts/model WS BS S 15 w I A Ld Sy
Great Knarloc 60 4 - 6 5 5 3 3 7¢ 6+
Kroot Goad + 10 each 4 3 4 3 1 3 1 8 6+
Shaper +21 4 3 4 3 3 3 8 6+

Herd: Each Great Knarloc must be accompanied by 4-8 Kroot Goads. A
be upgraded to a Shaper at an additional cost of +21 pts. Some Shapers c:
employers and may choose additional equipment from the armoury.

1 of one Kroot must
apons gifted by their

Equipment: The Great Knarloc is armed with a large, sharp beak and claws. The Goads and Sha
and a goad-stick (used for prodding the Great Knarloc in the right direction).

Heavy Support: 1-3 Great Knarlocs and Goads are a single Heavy Support choice for a Kroot Merce
Asingle Great Knarloc and 4-
Mercenary force. The army

pera

SPECIAL RULES

Rending Beak: The Great Knarloc has a i
" powerful beak, capable of cr r and bo
which roll a 6 to hit automatically inflicts a wound A aio pos

My with no Armour Sa ible. r attacks whi
normal, and the victim receives their normal Armour Save. Seve Possible 10EL

If a Great Knarloc rol| i i
Bt S a 6 for armour penetration against a vehicle, it rolls another D6 and adi

Feeding Frenzy: An an

Great i
rolls more 1s than 6s it o [ Moo

racious creature. When rolling its ‘to hit’ dice in
gets carried away and eats one of its Goads. Immediately remove the clt

© Great Knarloc is far larger than i d is mor
ling e e e oo b e o Tk

oot Goads. 4-6 hits th,




Thought for the day:
Attack, attack! No prisoncrs!

Pts/mode
Great Knarloc 70

ﬂérd: A herd consists of 1-3 Gre: )cs, each with two Riders.

 Equipment: B
:ﬂ: er.irt'.‘A Kroot bolt thrower. The Great Knarloc is armed with a large, sharp beak and claws.
Jptions: The i i :
. bolt thrower can be loaded with explosive bolts at +15 pts, or it can be upgraded to a twin-linked Kroot gun for +30 pts.
L pport: 0-1 Great Knarloc herd are a Heavy Support choice for Kroot Mercenary army.
y narloc herd is a Heav: i i
y Support choice for a Tau arm! . The arm I ifi i
B o S D y. army may only include a Great Knarloc herd if it also includes

rthe purposes of missi jecti
ission objectives, a G
i . Jl reat Knarloc ca capture t

able quarters, hold objectives and counts as surviving troops

r and bone. Any close combat attacks

able of crushing through armou
acks which hit must roll to wound as

ing Beak: The Great Knarloc has a powerful beak, cap
rmour Save possible. Other att

f?;'ﬂ% 6 to hit automatically inflicts a wound with no A
! the victim receives their normal Armour Save.

Knarloc rolls a 6 for armour penetration against
on score. :
mune organ adaptation. This means that

tive Nymune Or: . g
an: The Great Knarloc is affected by the hyperactive ny ]
x declare that it is going to run instead of shoot. Roll a D6. The res!

Fleet of Foot'. In the Shooting phase you may rur :
he unit may move in the Shooting phase- This move is unaffected by difficult terrain.

O"_ tionary Adaptations: The Great Knarloc is not affected by signature evolutionary adaptations.
eat Knarloc benefits from the Kroot Fieldcraft special rule- They gain the +1 t0 their Cover Save i
t take Difficult Terrain tests when moving in woods or jungles:
' str AP

a vehicle, it rolls another D6 and adds the result to the total Armour

4 - Assault/1
6 6 Assault/1, Blast
7 4 Rapid Fire
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5
Pts/model WS

Great Knarloc 25 4 - 5 2
Kroot Goad + 10 each 4 3 4 3 1 3

d

t

a

K

Asi 5

Msmgla Great Knarloc and 1-2 Kroot Goads are a Troops choice for a Tau army A

ercenary force. The army may only include a Great Knarloc if it also includes at lea G

C:

p

a

In

FC =0
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KNARLOC RIDER
Pts/model WS BS

Knarloc 40 4 3 5 4 3 3 2 8 6+

Herd: A herd numbers from 3-6 Knarloc Riders

Equipment: The rider is armed with a Kroot fifle. The Knarloc is armed with a sharp beak and clay
Fast Attack: A Knarloc Rider herd is a Fast Attack choice for a Kroot Mercenary force.

0-1 Knarloc Rider squad is a Fast Attack choice for a Tau army, but it may only be taken if th
Kroot Camivore squad,

SPECIAL RULES

Cavalry: Knarloc Riders are cavalry,

Eaters of the Dead: Both the Kroot
whilst they feast on the flesh of the f
close combat or make a sweeping a

and the special rules for cavalry apply to the unit.

Rider and Knarloc are voracious carnivores and Mll O;f
allen. The Knarloc Rider must pass a Leadership test
dvance. If the test is failed the Knarloc Rider squad

Signature Evolutionary Adaptations:

Fieldcraft: The Knarloe and Rider ben
Woods or jungles, and do not take Diffi

The Knarloc is not affected by signature

efits from the Kroot Fieldcraft special rule
cult Terrain tests when moving in woods
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 Blege Shells: A Medusa can fire sisge shefls instesd of
o8 for mnum

ENCLOSED BASILISK

Points

Fromt Armour  Gide Armour  Rear Armour

Basilisk 120 12 10 10 2

Typs: Tank

Crew: 4, Imperial Guard

Weapons: The Basilisk is armed with an Earthshaker cannon and a hul-mounted heavy bolter,

Options: The Basilisk may be given any of the follow he Imperial Guard Codexmw
missile, improved comms, mine sweepsr, pintic.rr o bolter, pintle-mounted heavy stubber,

searchlight, track guards, smoke launchers

The Basilisk may be modified 1o fire indirectty 6 special rules below at a cost of 426
Heavy Support: The Basilisk is 2 Hea vy Suppic or an Imperial Guard army, :
SPECIAL RULES

Indirect Fire: The Earthshaker can fire ‘indirectt y at targets it can't see in the same w2y as a morar

that fire indirectly obey the normal Earthshaker cannon rules, except that they become Barrage (ie,
a range G36"-240", Note the minimum Guess range is 36",

—Points
156

- Front Armour _ Side Armour  Rear Armour 88
Medusa

12 10 10 3

Type: Tank

Crew: 4, Imperial Guard

WMpom:TheMm:salsa/modwimaMedusasiogegunmahuﬂ—mudM
OWms:TmModusambeQmemmtomﬂglrmman

missile, improved Comms, mine sweeper, pintle-mounted storm bolter, p
searchiight, track Quards, smoxe launchers,

mwmmnamwmmmmm’
SPECIAL RULES “
Medusa Slege Gun

 Range; 26" Strengih: 10 Ap, 2 Bpscial;




Theught for
Sa it was, sa if i s

i

Hombaid

1ype: 1ank, Opan fopped

HEeW: A inperal Guare
Weapans: The Bambard is ANNEN wilh a heavy sigge martar. It has no ather weaapans.
Optians: The Bombard may be aquipped with the follawing vehicle upgrades fram the Imparial G ‘
AIMOUG hunterKiller missile, pintle-meunted heavy stubber, pintle-maunted storm balier, mugh :
Aok guards, smoke launchars. ] :
A Bombard may he aiiippad with siage shalls for an additional +10 pls. ‘
Hoavy Suppart: A Bambard is a Heavy Suppart ehoics for an Imparial Gua army: ;

¥
SPRCIAL RULRN i
Blow: Due (o iha welght of i1s weapan the Bambaid ean anly mave slawly. A Bombare is | ;
A Bambard eannol move and fire i the same W, it must remain statianary to fire. ;;
Bambard Heavy 8lege Martar ' %
Range: G240 Strength: @ AR 3 Type: Ordnance 1/ _ ,C

Indieet Fire: The heavy slage marar always fires indira“c,uy al targeats i ean't see. i
fAnge of 36"-240" Nata the minimum Guess fAnge is 36" - 8
Blaw Rate ot Fire: Tha Bambard takes a lang fime 1o relaast its huge shalls, |t ¢ E &
AL S @ i whist it raloads. It eannat move and raload al the same lime: o E &
Massive Blast: The Bombard uses s awn Massive biast tamplate: You wil ‘ L
axplasion of a hambai shell. | al Wavs s fs (isated as an ardna A

altects a larger aieq,

Blage Bhalli A Bombar Ay ba euipped wilh stage shalls
fasullE ngelhar e

Bedlleatest Ammunition Veliele: Alty lmparial Guaist
This Is the Bambaids dladdioatad ammunitian val I
Ay vehiela upardes fa the Troj

i




= : e Ti.\ought for the day:
: i Dying for something is
greater than living for nothing,

Front Armour___ Side Armour

Type: Tank, Open-topped
Crew: (4) Imperial Guard

Weapons: The Griffon i [z i
e is arme 1 & heavy mortar and a hull-mounted heavy bolt
2 riffon may be an i o

B e any of the following from the Imperi

, , S e L perial Guard Codex: camo
stubber, rough terrain modific: zrchlig;htp?:ces gcomén = e SWOthel pintle-mountej rggﬂegoﬁrew badhior
& : : uards, smoke launchers. o P
! equippec ny of i
B e s i infernus < o‘ét So the following types of shell; Smoke shells +5 pts, illumination shell

; s ells +5 pts,

Heavy Support: Th i i

: The Griffon is av i

s @ Heavy Support choice for an | i

SPECIAL RULES e
Griffon Heavy Mortar

Ran : ”_ .
i Explos.ge G127-48” Strength: 6 AP: 4 Type: Ordnance 1/ Blast

ive Shell: These are the standard shells and use the stat line given above.

Instead of firi
irin| i i :
g a high explosive shell a Griffon may be equipped with one of the following types of shell instead.

Siege Sh 4
ells: Gr i
all other YSSpects,lﬁ%rlflege shells use th_e smaller blast template instead of the ordnance blast template, but count as ordnance in
; 2D6+6 when rolling armour penetration for siege shells against bunkers and buildings, and add the dice

to
gether rather than picking the highest.

 llum Shells: 3
into the sel:;st-hlllummation shells are fired at night to light up the ba
ey burn slowly, drifting down to earth on a parachute.

Ifthe Gri
e Griffon fi i
rgeting ol f:es an illum shell then for the rest of the Shooting phase an
i nemy. They must accept the second roll even if it is worse. i
tl‘nged-a lighter battlefield for one side is also a lighter battlefield for the other Your opponent may also re-roll Night Fightin
L ICe in his next Shooting phase. :
€ S :
hells: Smoke shells are fired to hide friendly forces from en

ttlefield and allow friendly troops to find targets. Once fired high

y unit on the table can re-roll their Night Fighting roll for 3

emy fire and create @ smoke screen. BT
it with a 5+ Cover

rovides an infantry uni

a friendly unit withi :
it within range to protect with @ smoke screen. The smoke p
; 2 sent the smoke screen- The unit protected bya smoke screen carl
f it had used smoke launchers = any hits aré

m u

© coson wool in front of the unit to repre
. If the smoke s fired to hide a vehic
ells: The interior of an infernos shell iS filled
ke‘tting the target on fire.

as the same effect as a high explosiV
d:the fire now burning.

le, then it counts as i

with a combustible substance, such as oxy-phospur

e shell, except any infantry unit that is hit must make .

Griffo
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- a
Drop sentinel with multi-melta,

Accatran pattern

Points WS BS S FrontArmour Side Armour Rear £
Drop Sentinel | 35 3 3 5 10 10 1G

Type: Walker, Open-topped
Crew: (1) Imperial Guard

Squadron: Consists of between 1 and 3 Drop Sentinels

Weapons:

Heavy bolter +5 pts Multi-melta +20 pts
thlons: Sentinels may take the following vehicle upgrades; armoure
killer missile, improved comms

» Searchlight, smoke launchers.
Transport: A Sentinel may be mounted ina

Valkyrie aj ier. S
and more detail. alkyrie airborne assault carrier. S

Fast Attack: A Drop Senting| Squadron is a Fast Attack choice for an Elysian D
SPECIAL RULES : Y

Deep Strike: Seyj odi i ' e
battefelg, | ""S Not carried in Valkyrie may Deep Strike, if the mi

: Note: Drop Sentinels are not used in 4 seouﬁhg fﬁle énd d




Thowght for :
Vil is set @
S__From Mmow Sids Mimow Sisss o | —lt
[; 4
Drop Sentinsl 160 16 10
Yype: Walksr, 6

Sausdron; Cor

Wespons: Each Support Sentinel must bs srmed with ene of the folloning wespons (s squadion.
Wissis tauncher +30 pis Wuttighs rockst pod +20 pis

Options; Ssrtinets mey taks the Ishoning veticle upgrades: srmowrsd erew compartment,

ke misshe, improved o, sesiehiight, smoke launchesrs,

Fast Mtask; 0-1 Sentinel Suppon Squadron is & Fast Atisek cheics for an Impsrial Guar

SQURHON N Your Bimy to iEHIIs & Sentinst St saqusdron.

071 Suppon Sentinel SQUEGION is & Fast Allack

SPECIAL RULES

Wimiple Rocket Fon

3 . st

Stris AP 6 Type: Hoavyz

6heies for an E!ysa’anbrapmopm
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AQUILA LANDER Thought for the duy:
Points Front Armour __ Side Armour___Rear Armour BS You Y '}?‘ Emperor's Wilf 15
torch, with it destroy the shadows
Aquila 110 1 11 10 3 ) g

Type: Flyer, Orbital Lander

Crew: (1) Imperial Navy

Weapons: The Aquila lander has a single nose-mounted heavy bolter
Options: The Aquila lander may upgrade its heavy bolter to a multi-I: S, or an autocannon for +15 pts.

May take the following Imperial Navy Aircraft upgrades: Ejector s¢ aff launcher, armoured cockpit, illum flares,
distinctive paint scheme or decals.

Transport: May carry one character and up to 6 other men.

Transport Option: The Aquila lander is a Transport option for an Img nd his retinue or bodyguard (see rules below):
Access Points: 1. The Aquila has a single door as an access point fc gers.
Fire Points: 0

SPECIAL RULES

VTOL Hover Mode: After arriving on the table the Aquila can choose to engage its VTOL hover mode and remain on the tablesThe
uses

Aquila its pinion thrusters to hover above the ground. It remains stationary but can turn in any direction to bring its Weapars
to bear. Whilst hovering it may fire its weapons.

SR, i firer's
For the purposes of being fired at, treat the Aquila as a moving skimmer whilst in hover mode. It can be t_arggted usmget:e
normal BS. All hits are treated as glancing hits, If the Aquila is immobilised then it is destroyed. Whilst hovering it cannot

in close combat (it is too high off the ground), unless the attacker can fly or has jump packs, in which case it can be assa
if it was a moving vehicle.

: o being
Atthe end of its own turn the Aquila may disengage VTOL hover mode, using its main thrusters, and fly off. It now reverts i
a flyer. It will ret

% % ; after it
return in the enemy turn on a 2+ as per the normal Flyer rules. It cannot return in the enemy turn immediately
leaves the table, but must miss that turn as it flies away to gain height and speed for its attack run.

m 10 cover a variety of characters from different codexes and army lists. The Aquil
i unter and Witch Hunters), Techpriest and Servitors (Im
followers (Witch Hunters), Administratum Prefec{ afrTu
. Imperial Guard General and staff, a single Officio Assassino;
Transport option by any Space Marine characters.

m Operati®

is a transport
apI:"a]Guaﬂ)r
d bodygud®

he Th

varian
a Space |
orbitto a
another.
are pre-lo
bolter tur
mounted
This is rz
done afte
planetary
ferrying v
the groun
Twin—wing
rocket/tur
enough o
Raider. u
cargo in
the fuselz
Vehicle’s S
lift it off t



Points Front Armour _ Side Armour___ Rear Armour BS
T'hawk Transporter 455 12 12 10 4

Type: Super-heavy Flyer, Orbital Lander
Structure Points: 3
Crew: 2. Space Marines

- Weapons: 4 x twin-linked heavy bolters. All Thunderhawk transporters have a decoy launcher.
Options: A Thunderhawk transporter may carry up to 6 hellstrike missiles for +10 pts per missile.
Transport: A Thunderhawk Transporter may carry 2 Rhinos or Rhino variants, or 1 Land Raider or 'La

Rhino variants include: Predator, Razorback, Whirlwind, Vindicator, Damocles,
Land Raider variants include: Crusader, Prometheus, Helios.

Transport vehicles may contain any passengers they would normally be carrying. Vehicles and
for separately.

Super Heavy Detachment: As a Super-heavy Flyer the Thunderhawk transporter must be taken
A detachment consists of 1-3 Thunderhawks or Thunderhawk Transporters.

SPECIAL RULES

Ceramite Shielding: In order to resist the heat of atmospheric entry a Thunderhawk transporter has thi
makes it resistant to melta (and melta-type) weapons. Melta weapons, including melta-bombs, never roll :
penetration due to being at half range.

as a a‘fl

Decoy Flares: If the Thunderhawk transporter takes g hit from enemy fire, then it may fire its d
result. The second result must stand, even if it is first. Decoy flares may only be used once
Unloading Vehicles: Vehicles can disembark fro srter very quickly. The Thunderhawk tran
normal orbital lander rules. Simply leave the vehici: in place when the transporter takes off agai

begin moving, shooting etc as normal in their owr: 1.

Loading Vehicles: An empty transporter can pick up a vehicle by using the Orbital Lander rules to land on
then spend a complete turn on the ground whilst the clamps are secured. When the Transporter takes off|
any passengers) with it.

Any damaged vehicle that is removed from the battlefield by a Thunderhawk transporters _is worth half
value to its opponents. Note destroyed vehicles are still worth their full value for Victory Points.




Front Armour___Side Armour___Rear Armour. BS

Points

13 12 4 adamantiym,
Warhound 450 + wpns 14 poi
Type: Super-heavy Tank Void Shields: 2 ‘
Speed: Normal Crew: 4. Adeptus Titanicus

Structure Points: 3

from the following list for the points cost given: P :
Weapons: A Warhound must take two weapons

barreil)led turbo-laser +210 pts; inferno gun +180 pts; Vulcan mega-bolter +180 pts.
Options: None

SPECIAL RULES

Minimum Range: A Warhound may not target units within 12”.

Agile Vehicle: The Warhound is fast and manoeuvrable (for a Titan!), but its long strides do not have the straight
vehicles. It can move up to 6” and fire all weapons, or up to 12” and fire one weapon. It may not move more than
straight line, but can pivot up to 90° at the end of its move. g

Targeting: As a Super-heavy vehicle the Warhound can target different units with its weapons.

Void Shields: Each void shield counts as having an Armour Value of 12. If the Titan has any void shields operati
void shield rather than the vehicle. If a hit scores a glancing or penetrating hit then the void shield is overloaded
additional damage is caused. Only when a Titan has no void shields left do you roll against its_An'nour Value and
glancing or penetrating hits as normal for a Super-heavy vehicle. Void shields have no effect in close combat.

At the start of its turn 2 Warhound can attempt to regenerate downed void shield
on a roll of 6.

=. Roll a D6 for each downed void

Titan Tank Shock: Enemy infantry must test at -1 to their Leadership if ¢ Shocked by a Warhound. The
use the Death or Glory special rule. b

Leg Armour: A Warhound has its thickest armour protecting its vulne:= ;ops on the ground which assal
usually only attack its legs or feet, and therefore all close combat attack 2 Warhound are resolved agai

regardless of which direction the attacks come from. Troops which have ju s or that can fly ignore this rule.
Value of whichever facing they are attacking.

Titan Stompl: Unlike other vehicles attacked in close combat, a Titan can fight back, using its weight and size to kick
It will make 1 attack against any model in base contact with it in the Assault phase. The Titan has a Weapon Skill
and a Strength of 6. Due to the Titan’s massive size there is no Armour Save allowed against these attacks (exet
Saves) and against vehicles roll 2D6+6 for armour penetration adding both dice together. ]

Opponents that fight a round of close combat against the Warhound and fail to destroy it (quite a likely occurre
back unless they are a vehicle or another war machine. Titans never pursue or consolidate — they remain statiol
Enginseer Repairs: Every Titan has a Tech
smoothly. At the start of his turn the En
damaged, weapon destroyed or field d
Techpriest is always aided by a servitor

preist as part of its crew, aided by servitors and servo-skulls
ginseer may attempted to repair damage to the Warhound. If the Warho
estroyed, one of these defects (chosen by the Techpreist) is fixed on
dedicated to the task, so gains a +1 to the roll (on his own he would requi

TITAN WEAPONS
Type
Heavy/1, Blast

laser. A double-barrelled turbo-laser would be HS_B‘
d as a Barrage. o

Blastgun Range Str AP Type

Turbo-laser Range Str AP
, 12-72” 9 2
Notes: The stat line is for a single barrelled turbo-
{ be Heavy/3, with the extra blast templates treate

- ‘h12-54" 8 2 Ordnance/1, Blast, Titan-killer.
>t IS under the centre hole of the ordnance t en
s lh9 el € template, roll 2D6 for armour pen

Type
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23vd ELYSIAN REGIME

DROP TROOP ARMY LIST

“From the skies!"
Regimental motto

THE IMPERIAL GUARD

The Imperial Guard is the largest fighting forqe in the galaxy, and
the largest military organisation in the long history ‘o'f Mankind. It
is huge, billions upon billions of men at arms and millions of}anks
and artillery guns stand ready to fight for the Emper_or. !t is the
Imperial Guard that must bear the brunt of the Imperium’s wars.
Wherever there is conflict, there is the Imperial Guard.

The manpower for such a vast fighting force is drawn from across
the Imperium. They come from primitive feral worlds and hive
worlds, from death worlds and savage penal colonies. All must
provide recruits for the Imperial Guard. Each planet owes tithes
to the Imperium and part of these tithes are taken as manpower.

Many units are formed as infantry regiments, with tens of
thousands of men. But there are other more specialised
regiments, such as those recruited from the world of Elysia.
These are the famous Drop Troops, highly mobile airborne
forces, equipped with sophisticated aircraft, weaponry and grav-
chutes for long range strikes deep into enemy lines.

WHY COLLECT ELYSIAN DROP TROOPS?

What is the appeal of an Elysian Drop Troop army? Well, | think
it can be summed up in two words, air power. If you enjoy the
adrenalin rush of fast jets then this is the army for you. You get
aircraft, lots of aircraft, and you get high-tech, elite soldiers
plunging from the skies directly into battle — pretty cool!

This army’s true advantages lie in its speed, unpredictability and
unrivalled ability to attack anywhere on the tabletop, anytime.
Using deep strikes and Valkyries the Elysians can capture
objectives rapidly by dint of overwhelming force and their close
range firepower, often relying on demo-charges and special
weapons for tank-busting. Failing this, look to the skies. Vultures,
Valkyries and Imperial Navy aircraft pack fearsome amounts of
firepower, and swooping over the table they can target just about
anything. Tactical flexibility is the Elysians true advantage over
most other forces, and commanders that learn to use that
flexibility well will find there are few situations the Elysians cannot
counter quickly and effectively.

Elysians are, by their nature, better suited to some scenarios that
others, like raids and breakthroughs (try stopping them in a Blitz
mission). In pitched battles they will fare worst, although
defending in a Hold at all Costs or in a Rearguard mission would
make for characterful games. Certain enemies also pose a
serious problem for a mobile light infantry force. Try dropping
Infantry squads directly into the heart of Tyranid swarm and |
don't think many Elysians will be coming back! But conversely a
pair of heavy armed Vultures could inflict terrible casualties on a

Tyranid swarm’s largest creatures before the troops go in to mop
up the Gaunts.

As an Elysian commander you will need to think hard about
where and when to attack. Just because a Valkyrie arrives from
reserve does not necessarily mean they should immediately drop
the troops in. Maybe a few strafing runs should be used first.
Valkyries provide a measure of control over an Elysian force that
grav-chute do not. Grav-chuting in is more hit and miss, and for
an entire force fraught with danger.

This is a very specialised force, and | would .
forgiving one for inexperienced commanders
Troops, the Elysians lack many of the heavy w
defeat the enemies heaviest equipment and vehjg
armed with lasguns and having a basic BS of 3
a force that can afford to sit back and firefight w
either. Elysian commanders should not expect
enemy in a conventional stand-up fight and win,
should seek to take objectives by rapid hard-hitti
then hold them with grim determination and selective ta,
enemy treats. Casualties will often be high, but that

Drop Troop regiment’s pay for their mobility.

ELYSIAN DROP TROOP LIST

On the following pages you will find an army list that
to field an Elysian Drop Troop army for the Taros Gz
list includes all the models currently available from F
The army list allows you to fight battles using the sce
Warhammer 40,000 rulebook but also provides
formation to field Elysians in scenarios of your own de
fan ongoing campaign.

Of this list is the men of a Drop Infantry co

nd Vultures in support and other attached

Irooper squads and Sentinels. Other suppo

: specialised equipment and the Imperial N:
‘pport.

This army list is provided for players who wish &
Imperial Armour models en masse in games. If you
use one or two models, or a single Elysian squad

then I'd recommend sticking with the Imperial Guard
list. The rules for each vehicle detail which choice ea
Armour vehicle is for a ‘standard’ Imperial Guard arm:

USING FORCE ORGANISATION CHARTS

The army lists are used in conjunction with
Organisation chart from a scenario. Egch (_:har! is |
categories that correspond to the sections in the a
each category has one or more boxes. Each lig
indicates that you may make one choice from tha
army list, while a dark tone box means you must
from that section.

Note that unless a model or yehicle forms
squadron it counts as single choice from those &

Standard Mission

COMPULSARY OPTIONAL
1HQ 1 HQ
2 Troops 4 Troops
3 Elites
3 Fast Attack

3 Heavy
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USING THE ARMY LISTS

make a choice, look at the relevant section 1
;Zcide which units you want to have in you?f;’::\;r?rzld"i:;ng
upgrades you want to give it (if any). Remember that Vol aas |ct
field models equipped with weapons and wargear not shown no
the model. This includes vehicle upgrades, Once this is do, 5
subtract the points value of the unit from your total points ann%
then go back and make another choice. Continyeg doing this until
you have spent all your points.

Some units are restricted in number, such as
the maxium number of that type of unit an
regardless of points costs. These restrictions
in the list to keep it playable and hopefully to
to use more balanced forces.

0-1 or 0-2. This is
army may include,
have been included
encourage players

ARMY LIST ENTRIES

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

Profile: These are the characteristics of the unit type, including
its points cost.

Type: The vehicle t 1 which :
® ype, such as tank " which often
S\l/hEr rules relating to i, For detaﬁ;sgmt:‘% 8¢
arhammer 40,000 rulebook. - m'““
Crew: Who cre i i ted in
Vefidio o Ws the vehicle. This is usually reflected in

Weapons: The unit!

S standard weapons

them. Details
Wargear section,

Special Rules: Any special rules that apply to the unit.
DOCTRINES

The Elysian Drop Troops have the f
Imperial Guard Codex.

ollowing doctrines from the

Drop Troops
Iron Discipline
Veterans
Storm Trooper squads
Special Weapon squads

ELYSIAN DROP TROOP ARMOURY

A character may carry up to two weapons but only one of these may be a two-

add to or replace any weapons
A captain may take up to 100

SINGLE-HANDED WE#

Krakigrenades#sinars it g 2 pts AIRCRAFT UPGRADES 3
Boltipistolf et ... ot Holyirelicia sl foiinini vty 30 pts Aircraft may be fitted with the follqwing i
Close combat weapon . . . . pt (t Comr?/ssars 0"‘/}’-.0"6 per army) i ie,’qs%?;f’g; frfrf’?o:yrevgﬂzeﬂ;f fl:redzltrac/;:)f.t :‘5
Plasmaipistol ... ... .. .. pts Honorifica Imperialis ......... p No' duplicates may b, cho=o it IO |
PoweHistEseseaida il i 20 pts (e elr claly) 3 same aircraft.
* Macharian Cross* . ........... 20 pts : :
FolglwegRan s 2Pl Master-crafted weapon . .. ... .. 15 pts EJ?::?/'I asreai:er J Destroyer L 20 pts |
TWO-HANDED WEAPONS Medallion Crimson ........... 15 pts for all other aircraft ......... 10 pts
Lasgun + auxilary grenade launcher .3 pts Meltatbombs iarn o i 5 pts Flare or chaff launcher ... ..+ 5pts i
Boltersdugsatial i oo o 2 pts Refractorfieldar o 15 pts Armoured COCKpit - ... ... ou.. 20 pts 4
Sholguniis Ee it oo ol 1 pt Scanner i s 2 pts Infra-red targeting . .......... 10 pts §
WARGEAR Trademark item* . ........ ... 10 pts Mum flares .. ook otanes 3pts
Blonicspisemid et &k o 5 pts * Officers & Commissars only. zi;glgaﬁ,;e ‘_)?I‘n_t SCheme ........ 10 pts

ready has with weapons from the armoury . Each model may take up to 50 points worth of wargear.
th of wargear, but no item more than once. All wargear must be represented on the model.

handed weapon. Within these limits, a character may

VEHICLE UPGRADES

Some Elysian Vehicle; may be fitted

with the following equipment (se_a the
entry for the vehicle in the army I:stzo;
details). Any upgrades taken mqst
shown on the model. No duplicates
may be chosen for the same vehicle.
Armoured crew compartment 15 pts
Camo netting 1pt
Extra armour
Hunter-killer missile . .« .+ -
Improved comms ... .
Searchlight .. ...«
Smoke launchers ...




Imperial Armour

ELYSIAN DROP TROOP WARGEAR o

: lised Imperlal Guar

This section describes how the specia »
equipment works. These rules supersede those in the er;rr:’nmrm);
40,000 rulebook. Items not listed here function as descri OUB( s
Warhammer 40,000 rulebook. All wargear chosen m
represented on the model/vehicle.

Bionics

Blonics allow an Imperial Guarq ch
crippling Injury to return to service but t
abilities in any way. ‘
there is a chance that an attack will damago a bionic pz_lrl
rather than doing any real harm. To ropresem lhn;, llAa modeler)lg
bionics is killed, instead of removing it place it on n§ side. Roll a

at the start of the next turn: on a roll of 6 the model is stood back up
with 1 wound but on any other roll it is removed as a casualty.

aracter that has suffered a
hey do not improve his

However,

Demolition Charge 3 ?
A model armed with a demolition charge may use it in the Shooting

phase instead of making its normal shooting attack.

Demo charges have a range of 6". The attack is treated in thg same
way as an ordnance attack, except that the rr_\odel throwing the
charge can move on the turn that he throws it. Place the Iargg
template blast marker as you would normally and then .roll to see if
the charge scatters (due to its short range the charge is almost as
dangerous to the user as it is to the target!).

Demo charges are one shot weapons.
Range: 6" Str: 8 AP: 2 Type: Ordance,Blast Notes:Single shot

Auxilary Krak Grenade Launcher

An auxiliary krak grenade launcher is a single shot grenade launcher
mounted under the barrel of a lasgun. Loaded with a krak grenade
and used as a squad close support weapon against hard targets and
light vehicles. A model may fire either its lasgun or grenade launcher,
not both.

Range: 12" Str: 6 AP: 4 Type: Assaulti Notes: Single shot

Vox-Caster

Communications between Imperial Guard units on the battlefield are
dealt with by troopers trained to use special vox-caster or comm-link.
The size and appearance of a comm-link depends on its place of
origin but in game terms they all have the same effects.

If a Command HQ or Command section has a vox-caster, then one
squad per turn that also has a vox-caster may use the Leadership
value of the officer, no matter where they are located on the
battlefield (ie, they don't have to be within 12" of the officer as would
qormally be the case). You may choose to use the vox-caster at any
time (eg, when an eligible squad is about to take a Leadership test
or if the Command unit is in reserve).

Hellguns & Hellpistols

Hellguns use a very advanced form of lasgun that utilises a high
energy laser beam. In game terms, they are treated as a las weapon
of the same type, except that their AP value is 5 rather than ‘.
Holy Relic

A model bearing a holy relic may reveal it once per battle. This may

be done at any time, as long as the model with th :
: e relic
move on the turn it is shown does not

On the turn the relic is revealed, all Imperi

I ) perial Guardsmen that are
within 2D6" get a +1 attack bonus for the rest of that turn. The relic
may be revealed in an opposing player's turn if you wish.
Honorifica Imperialis
This award is one of the hi
of the Imperial Guard. Whatever the ori

ghest honours that can be won by all ranks

gingl status of the bearer he
bl ptain. He will not become an
ras aresult i i in hi
role, albeit with better characteristics. g it
Macharian Cross
11\9 Macharian Cross is awarded onl
nition of innovative and success|
Xpected to use initiative |

y to Imperial Guard officers in
ful tactical thinking. The bearer
n battle. After deployment is

complete (including deploying infiltrators
before determining who has the first turn,
within 6" of the officer may redeploy up to
the mission's deployment zones and rules.

Master-Crafted Weapons 3
A master-crafted weapon follows the normal
weapon except that it allows one failed to hit
rolled. Such a modified weapon is taken as an
already carried by a model and must be repri
ornate weapon on the model itself. A grenade
crafted.

The upgrade cost of 15 points is added to the |
weapon but only the upgrade cost is taken against
on wargear taken by a model (8o a master-cr;
costs 25 points but counts as only 15 points against
points Wargear limit).

Medallion Crimson

The Medallion Crimson is awarded to men who
horrorific wounds and have not lost their faith in the &
will to fight on. It takes a lot to stop a man who
decoration. The first time the bearer is wounded
causes instant death, he just takes a single wound |

Medi-Pack

Medi-packs allow a unit with a medic to ignore the first

throw it rolls in every turn. The medi-pack may not b
model that suffers Instant Death or has been hit by a
weapon that allows no Armour Save. A medi-pack may
if the medic is in base contact with an enemy model;

Power fist

A large armoured gauntlet containing a powerfield ge
can slice through enemy armour. Wreathed in a er.
field a power fist doubles the user’s strength (up toa
and a model armed with a power fist ignores Armour Sa
with a powerfist are always delivered at Initiative 1.

Power Weapons

These weapcns generate a crackling energy field
through * ient's armour like a hot knife througl
type of on most commonly used by the |
is tr A model armed with a power

This pment produces an energy field
mode ierable Save. This may be used
model's normal Armour Save.

Surveyor

A surveyor (also known as an auspex or scanner) is‘
hidden enemy troops. If enemy infiltrators set up Wit
model with a scanner then the model is allowed to

at them (or sound the alarm in a Raid scenario). If

of a unit, the whole unit may shoot. These shots are
battle begins and may cause the infiltrators to fall b

Trademark Item

This is something the character carries into b
disregard for the enemy. It could be a SWi
nonchalantly smoked cigar, or something more
billowing, scarlet cape or a chestful of shiny me

A unit led by a character who carries a tra
reassured by his presence and may re-roll

Pinning checks that it suffers. However, if the
unit must pass a Morale test to avoid falling

ELYSIAN VEHICLE UPG

Armoured Crew Compartment
These may only be added to open-topped
longer counts as being open-topped.

Camo Netting i
Vehicles often carry rolls of camouflag:
to help hide the vehicle. In scenarios
(see the Warhammer 40,000 rules;




have sy
Mperor or the,
aS eameq tis
an attack thy
stead,

t failed Saving

used on 3
close combat
ly not be used

nerator, which
ckling energy
aximum of 10)
aves. Attacks

that can cut
h butter. The
perial Guard
apon ignores

at gives the
stead of the

sed to detect
in 406" of 2
> a ‘free’ shot
model is p2"
en before 11

Extra Armour :
Vehicle crews sometimes adq extra armour
rovide a little extra protection. Vehicles
icrew Stunned' results on the damage t

results instead.

pla_ting to their vehicle to
€quipped with thig count
ables as ‘Crew Shaken’

Hunter-Killer Missile

These missiles are treated as krak missiles wit
put may be used only once per battle. Rol| to
penetrate armour as normal.

h an unlimited range
hit and wound or to

Improved Comms
These upgrades take the form of long ‘whij
aerial set-ups. A vehicle with improved comms can communicate
with other Imperial Guard formations, such as nearby reserves or
¢ illery support. To represent this, the improved comms allow the
| 1perial Guard player to re-roll one Reserves rol| per turn, and to re-
| the dice when checking to see if an enemy unit or obstacle is hit
a preliminary bombardment. Regardless of how many improved
(omms are present, an Imperial Guard player can only use one re-
Il per turn.

p’ aerials or other large

Searchlight

Searchlights can be used in missions where the rules for night
fighting are used (see page 134 of the Warhammer 40,000 rules).
They allow one enemy unit spotted by the vehicle to be fired at by
any other Imperial Guards within range that have a line of fire.
However, a vehicle that uses a hlight can be fired at by any
enemy units in their next turn; tt the searchlight shining in
the dark.

Smoke Launchers

These carry charges that car

cloud of smoke. Once per g
matter how far), a vehicle wit
Place cotton wool around the
smoke. The vehicle may not fir
same turn. Any penetrating hit
Shooting phase count as glancinc
smoke disperses with no further effe

de the vehicle behind a
npleting movement (no
chers can trigger them.
show it is concealed by

s smoke launchers in the

y the enemy in their next
After the enemy’s turn, the

Army Lists
IMPERIAL N V ;
Ehetra AVY AIRCRAFT UPGRADES

Should the aircraft be hit, the ejector se;

at fires the pj f
and grav-ch € pilot (and crew if

utes them safely to ground, If

f ¢ 3 ming table quarters, etc. T|

;vi(rlcl‘:gﬂnzn\lgc?ry thms on their own but i any crew sur\zz ?r:z
ounts

el as damaged for the Purposes of the Victory

Flare or Chatf Launcher

Flares and chaff are launched to ire ai

L 0ol enemy fire aimed atthe aircraft
ILn takes a Vehicle Immobilised damage result on the damage table§
then re-roll thel result. The second result must stand even if it is
another Immoblllsed result. The flare or chaff launcher only works
once. Once it has been used it cannot be used again.
Armoured Cockpit

Reinforced armour around the cockpit helps to keep the pilot and
crew safe from incoming fire. If the aircraft takes a Crew Shaken,
Crew Stunned or Pilot Shaken result on the damage table, then on a
dice roll of 4+ the effect is ignored.

Infrared Targeting
The aircraft has been modified to fight at night. When used in a Night
Fighting mission, the aircraft can re-roll the dice for the distance it

can engage enemies at. You must abide by the second result even
if it is worse than the first.

lllum Flare

The aircraft carries a bright flare, which is dropped to illuminate the
battlefield at night. The lllum flare can be used in missions where the
rules for night fighting are used. They allow one enemy unit spotted
by the aircraft to be fired at in the next turn by any other ground
forces that are in range and have a line of sight.

Distinctive Paint Scheme or Decals !

The crew have painted the aircraft in such a way as to make it stand
out. Commonly, the nose of the plane is painted as the facg °.f a
monster, or the wings are given bright lightning flashgs or 5|_mflar
decoration. This allows troops on the ground to recognise it, giving
them the morale boost of knowing the Imperial Navy is at hand.

In the player's own turn, after the aircraft has attacked in the
opponent’s turn, the first unit to fail a Morale test may re-roll the test.
The unit must abide by the second result. To take a distinctive paint
scheme upgrade it must be shown on the model.




HEADQUARTER

0-1 COMPANY COMMAND SQUAD

Company Command SHULEC S S e e 60 pts + upgrades
ws BS S T w 1 A Ld Sv
Heroic Captain 4 4 3 3 3 4 3 9 54
Captain 4 4 3 3 2 4 3 8 Be
Veteran 3 3 3 3 1 3 2 8 54
Guardsman 3 3 3 3 1 3 1 7 5&

Number/Squad: The Compan

y Command squad consists of one Captain and four Guardsmen
all with grav-chutes. E

Weapons: Lasguns.

Options: One model may be armed with the follow

ing: flamer at +6 pts; melta gun at +10 pts;
plasma gun at +10 pts; grenade launcher at +8 pts.

Squads,
One model may be given a vox-caster at +5 pts. This ma

y be further upgraded to a master
vox-caster for another +20 pts.

The entire Command squad may be given frag grenades for an additi
Command squad may be given krak grenades for an additional +10 pts.

Characters: One Guardsman can be upgraded to a Veteran Sergeant for an a
The Captain can be upgarded to a Heroic Captain for +15 pts. The Heroic Cap
Veteran Sergeant may choose additional equipment from the armoury.

One Guardsman, not equipped with a special weapon or a vox-caster may be upgraded to a
Medic at +5 pts. The Medic has a medi-pack.

onal +5 pts. The entire

dditional +6 pts.
tain, Captain and

Transport: The Command squad may be mounted in a Valkyrie airborne assault carrier. See
the Valkyrie entry for points cost and more details.

SPECIAL RULES

Iron Disciple: Elysian Drop Troopers are led by superb officers, veterans of many battles,
trained to lead from the front by example. Any unit using the Leadership characteristic of an
Captain or Heroic Captain ignores the -1 modifier for a Morale or Pinning test for being under
half strength and may regroup even if below half strength.

Deep Strike: Elysian Drop Troop Infantry without 2 ‘ransport vehicle may Deep Strike, if the
mission permits, using their grav-chutes to land « Hefield.

Leadership: Any Imperial Guard unit within 17

1V use his Leadership when
taking Morale and Leadership tests as long as

mbat, falling back or pinned.

0-2 FIRE SUPP s S

Elysian infantry '
B R e e 85 pts  pattle by a numi
ns.
Number/Squad: Six Guardsmen forming three Heavy Weapon Teams. ;i?,zeswe?ap-o plat
Weapons: Lasguns. Each Heavy Weapon Team is equipped with a heavy bolter. weapons, which
to support the L
0-1 ANTI-TANK SQUAD combat. As an ai
. not employ
: Co e s 100 pts weapans
. Number/Squad: Six Guardsmen forming three heavy weapon teams. these alre ;zo
. Weapons: Lasguns. Each Heavy Weapon Team is equipped with a missile launcher. they reil

launchers and |
0-1 MORTAR SQUAD

Each team is equipped with a mortar.

- 0-2 SPECIAL WEAPON SQUADS
; A AN B e e P 40 pts + weapons

en may replace their lasguns with one of the
5 pts; sniper rifle at +10 pts; maximum of one




ommissar .......

' ws  Bs
Commissar 4 4

CRCECRCR

0-5 COMMISSARS

3 3 2

umber: One Commissar with a grav-chute,

‘eapons: Las pistol and close combat weapon.

- Summary Execution: Commissars are t

Imperial Creed and do not to!
for any reason, the Commiss
squad. This happens autom
question is then assumed t
leadership of the Commiss:

The presence of a Commis:
or Sergeant commanding the

: a}sked with ensuring unwavering dedication to the
ate backsliders. If a unit with a Commissar fails a Morale check

! summarily execute the officer or Sergeant leading the
- remove the executed model as a casualty. The unit in

ssed the Morale check

and continues to fight under the

lit adds +1 to the Leadership characteristic of the Officer

r tests affecting the unit.

Even the stoje Ely
in battle by a ca

hey  are ik
individuals wh,
Impqrial Creed ki
fighting to the last maj

Summary execution for
duty! Ty execution for de

TRANSPORT OPTION

Pts
140+wpns

Type: Flyer, Orbital Lander
Crew: 4. Imperial Navy

Valkyrie

heavy bolters.

or decals,

NSport upgrade for another unit and may on
| Independent Characters that join a unit with a

Valkyrie Airborne Assault Carrier

Rear
10

Side
11

Front
11

8ls0 carry a single Sentinel, Cyclops or sentry gun-

; d the exit ram|
Acces Points: Passengers exit via the two side doors an

uselage.
Fire Points: None.

g it
L Hover Mode: The Valkyrie can choose to engage /= ° o o coo
ible. For full details of the rules

S
for flyers and VTOL I

fuel

ly transport th
Valkyrie may also trav

; mops or sentry gi

140 + wpns + upgrades

K 4 ted
Weapons: The Valkyrie is armed with a hull-mounted multi-laser and two door-mounte

Options: The multi-laser maybe upgraded to a lascannon for +10 pts.

The Valkyrie has two external fuel tanks. The Valkyrie 2y, ?1)1(u
one of the following: two hellstrike missiles for +20 pts; two

AValkyrie may take any of the following Imperial Navy
Or chaff launcher, armoured cockpit, infra-red targeting,

ks for
change both the fuel tan
Itiple rocket pods for +50 pts.

i : Ejector seats, flare
Aircraft upgrades: E!ec s
illum flares, distinctive paint scheme

yrie is always selected as a

it it was bought for.
e el in it. A Valkyrie can

p at the back of the

mode to remain on

VTOL hover the Fiyer rules in

un then it must be
tanks a Valkyrie may not carry

The Valkyrie airborne assault
carrier is the standard transport |
vehicle of the Elysian Drop
Troops. Used for high altitude
drops or low level insertions, and
armed for fire support during
missions, the Valkyrie is als_o
versatile enough to be used in |
many roles. Be it dropping in
heavier equipment s;ceh ;ys Drop
Sentinels, Cyclops, Sentry guns
or drop cannisters full of extra

supplies.




\feterar g a
Vet Sergeant 3 3

Unit: The squad cansists of ane Veteram Sergeant
Guardsmen, witt grav-chut

1 3 2 g 5+

and between four and nine Veteran

Wezpens: Lasgur or shatgur.

Options: Up to three made may be armed with ane of the fallowing: flamer at +5 pts; meita
gum 2t +10 pts; plasma gum at +10 PIs; grenade launcher at +8 pts: up fo ane demaiition
charge +10 gfs; sniger riffe at -1 pts.

Ore made may be givern 2 vox-caster at +5 pts.
The entirz squad may be

givert frag grenades for an additional +1 pts per modei. The entire
Squad may be given krak grenades far am additional +2 pts per madel.
Charzcters: The Veteran Sergeant

may chaose additional
He may choase

equipment from the armaury.
Officer only” equipment.
Transgort: A Hardened Veterans squad

may be mounted in 3
See the Valkyrie entry for paints cao

Valkyrie airbome assauit carrier.

cast and mare detzils.
SPECIAL RULES
lrom Discipie: Elysian Drop Traopers are led by supert officers

s of many battles,
Characteristic of an
r half strength and may

frained fo lead from the front Oy example. Aoy unit us
Officer ignores the -1 madifier far 2 Marzale ar Birri-
regroup even if below half strengtty.

Deep Strike: Elysizn Drop Troop Infantry withc: = = Deep Strike, if the
mission permits, using their

grav-chutes to land o

Infiltrate: Hardened Veterzns that do not haw
if the mission being used permits (they are ai

............................... 110 pts + cost of vehicle

ws BS S T W I A Ld Sv
Storm Trooper 3 < 3 3 1 3 1 8 4-
Vet Sergeant 3 4 3 3 1 3 2 8 4+

Unit: The squad consists of one Sergeant and nine Storm Troo

Weapons: Hellguns with fargeters. The Sergeant has a Hellpistol and close combat weapon. All
3 SbrmTlmpesshavekag and krak grenades.

Options: Up to two models may be armed with one of the following
at +10 pts; phmvagna-noms; grenade launcher at +8 pts.

anheg'umawxmat+5p&

pers, with grav-chutes.

: flamer at +6 pts; melta gun

,mmlﬁdosewnbatweaponbapmrweaponfonsms.

Sergeant myhelwadedbaVe&mSergeanmwmAwm.

mniaybem-udha\lakyrie&bommi




TROOPS

DRoOP INFANTRY PLATOON

atoon Command Squad 2 A company is formed by four
‘ ws BS s I e T il
utenant 3 5 3 Sv n is

a platoon Commang Squad and fc
pr 2 ; \ Infantry Squads. These are the

fighti :
ardsman 3 3 3 3 5+ '9hting heart of the regiment,

men that bear the p, :
7 Gy / runt of all compat
mber/Squad: The Platoon Commang Squad consists of i operations,
grav-chutes. one Lieutenant ang four

Guardsmen
Ve apons: Lasguns.

'Options: One model may be armed with the following: flamer at :
‘plasma gun at +10 pts; grenade launcher at +8 pts. . e e

ne model may be given a vox-caster at +5 pts.

pecial weapon or a vox-
Medic at +5 pts. The Medic has a medi-pack.
‘Transport: The Command squad may be mounted in a Valk
the Valkyrie entry for points cost and more details.

- SPECIAL RULES

Iron Disciple: Elysian Drop Trc =d by superb officers, veterans of many battles,
trained to lead from the front b \1y unit using the Leadership characteristic of an

Officer ignores the -1 modifier ¢ 1 Pinning test for being under half strength and may
fegroup even if below half stre

yrie airborne assault carrier. See

Deep Strike: Elysian Drop Troc without a transport vehicle may Deep Strike, if the
mission permits, using their grav-c:::-:25 to land on the battlefield.

Leadership: Any Imperial Guard unit within 12” of the Officer may use his _Leadership when
taking Morale and Leadership tests as long as he isn’t in close combat, falling back or pinned.

2 - 4 Infantry Squads 65 pts + upgrades
ws Ld Sv
- Guardsman 3 3 3 7 i
Vet Sergeant 3 3 3 2 8 5+
- Unit: The squad consists of one Sergeant and nine Guardsmen, with grav-chutes.
Weapons: Lasguns.
- Options: One model may be armed with the following: flamer at +6 pts; melta gun at +10 pts;
lasma gun at +10 pts; grenade launcher at +8 pts. -
Ne model not carrying a special weapon, may be armed with a single demolition charge
Or +10 pts,
e model may be given a vox-caster at +5 pts.
iti ire squad ma
The entire squad may be given frag grenades for an additional +10 pts. The entire sq y
given krak grenades for an additional +20 pts.
iti 6 pts. The
aracters: The Sergeant can be upgraded to a Veteran ﬁerg(erﬁgzsr an additional +6 p
Steran Sergeant may choose additional equipment from the ? £ e
Tansport: An Infantry squad may be mounted in a Valkyrie airborne assault ¢ -
fie entry for points cost and more details.
ECIAL RULES

2 m. battles,
rs, veterans of many b
pHcers; haracteristic of an

thout a transport vehicle may Deep Strike, if the

o ke Elysian Drop Troop Infantry without a transport verk

Permits, using their grav-chutes to land on
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FAST ATTACK

DROP SENTINEL SQUADRON

Sentinel SQUAION ... ..o e R R <« .. cost of vehicles
Pts ws BS S Front Side Rear | A

Sentinel 36 3 3 5 10 10 10 3 1

Type: Walker, Open topped. Crew. 1. Guardsman

Squadron: The squadron consists of between one and three Sentinels.
Weapons: Each Sentinel must be armed with one of the following weapons (a squadron may
contain different weapons).

Heavy bolter +5 pts Multi-melta +20 pts

Options: Sentinels may take the following velhlclg upgrades; armoured crew compartment,
camo netting, extra armour, hunter-killer missile, improved comms, searchlight, smoke
launchers.

Transport: A Sentinel may be mounted in a Valkyrie airborne assault carrier. See the Valkyrie
entry for points cost and more details.

SPECIAL RULES

Deep Strike: Sentinels without a Valkyrie may Deep Strike, if the mission permits, using their
grav-chutes to land on the battlefield.

0-1 SUPPORT SENTINEL SQUADRON Each Sent

SUppoIERRtNelISqUAdroN i e e cost of vehicles  /ncludes a &
i : Sentinels, ac

launchers o
Pts WS BS S Front Side Rear | A saturation flra_,

Support Sentinel 35 3 3 5 10 10 3 1

Type: Walker, Open topped. Crew: 1. Guardsmz

Squadron: The squadron consists of between one and thres atinels.

Weapons: Each Sentinel must be armed with one of the folio: ons (a squadron may

contain different weapons).

Missile launcher +30 pts Multiple rocket pod +20 pts

Options: Support Sentinels may take the following vehicle upgrades: armoured crew
compartment, camo netting, extra armour, improved comms, searchlight, smoke launchers.

Transport: A Sentinel may be mounted in a Valkyrie airborne assault carrier. See the Valkyrie
entry for points cost and more details,

SPECIAL RULES

Deep Strike: Sentinels without a Valkyrie may Deep Strike, if the mission permits, using their
grav-chutes to land on the battlefield.

CYCLOPS
Cyclops ... .. T Ry B A R by oo A D e 25 pts + cost of vehicle
Pts Front Side Rear BS
Cyclops 25 10 10 10 3
Type: Tank (may not tank shock) Crew: 1. Imperial Guardsman

Weapons: 1 Demolition charge. The operator carries a laspistol.

nsport: Up to 2 Cyclops' may be mounted in a Valkyrie airborne assault carrier. See the
r cost and more details.




VULTURE GuNsiip

reGURSAID. < v L

Pts Front Side

R
100 + wpns 11 19 et

10 3

the Valkyries, Armed
array of hea eapons,
and bomps, i,
ew: 2. Imperial Navy attack gunship,

ptions: The Vulture has four wing hardpoints for mounti /

s a pair and a Vulture may mount two pai "V eapons. Each weapon is bought
eapons from the Hardpoint 1 list (inner wing
outer wing).

Hardpoint 1: 2 xExternal fuel tanks for free: twin-linked lascann

; oS ! [o
missile launchers at +45 pts; twin-linked autocannons at +30 pts-n tSw?rt]
+30 pts; 2 x multiple rocket pods at +50 pts. :

+‘45 pts; twin-linked
linked multi-lasers at

Hardpoint 2: 2 x External fuel tanks for free; 2
+60 pts; 2 x bomb racks of 3 x heavy smart bo
3 hunter-killer missiles per rack at +60 pts; 2 x
missiles at +20 pts.

X bomb racks of 3 heavy bombs per rack at
mbs per rack at +90 pts; 2 x missile racks of
multiple rocket pods at +50 pts; 2 x hellstrike

A Vulture may take any of the following Imperial Navy Aircraft Upgrades: Ejector seat, flare or
chaff launcher; armoured cock::* infra-red targeting; illum flares; distinctive paint scheme
or decals.

. SPECIAL RULES

VTOL Hover Mode: The Va 11 choose to engage its VTOL hover mode to remain on the
- fable. For full details of the ‘lyers and VTOL hover mode see the Flyer rules in
Appendix 1.

Multiple Rocket Pods: Multipic rocket pods saturate a target area with rapid firing, small
fragmentation missiles. They are an effective anti-infantry wepaon used against swarms of
. lightly armed troops.

Range: 24” Str: 4 AP:6 Type: Heavy2, Blast

Sentry guns are small enough to be

SRR airmobile and provide useful extra

................................. 15 pts per gun firepower to the regiment. These

................. guns are often dropped in to help

Pront, Side , Bear © 89 form a defensive perimeter once an
g e 19 1 49 = objective has been captured.

Unit: Consists of 1 to 3 Tarantula sentry guns.
- Weapons: Twin-linked heavy bolters.

in-linked lascannons for
- Options: A Tarantula may exchange its twin-linked heavy bolters for twin ke
+10 pts.

airborne assault carrier. See the

Transport: The Tarantula may be mounted in a Valkyrie
alkyrie entry for points cost and more details.

PECIAL RULES

Deep Strike: Sentry guns without a Valkyrie may Deep Strike,
fav-chutes to land on the battlefield.

if the mission permits, using their

The Imperial Navy often fly
AIR SUPPORT support of the Elysian
IMPERIAL NAVY cost of vehicles  providing fighter
Valkyries and seeking
i s with strafing cannons,
Thunderbolt fighter or Lightning o helistrike missiles.
r:a

Consists of 1 aircraft. This can be eithe! .
S costs and options see the individual vehicle entry




The Tallam Infantry regiments of the Taros Campaign should be
mfemssenmwtzz l:zcn‘gﬁ rt‘he: -slandard Imperial Guard Codex and using
DOCTRINES
Light Infantry
Sharp Shooters
Priests
Techpriests
Rough Riders

The exceptions to the codex are listed below.

The Tgllam Armoured regiments should be represented using the
Imperial Guard Armoured battlegroup army list from Imperial
Armour Volume 1 — Imperial Guard and Imperial Navy.

TROOPS
The fol_lowing army list entry may be taken in Tallarn armies,
Occupying one Troops choice on the Force Organisation chart.
TALLARN INFANTRY PLATOON

PLATOON COMMAND SQUAD . ....... 40 pts + upgrades

WSEBS S T w | AsiLdi Sy
Lieutenant 4 R R e e 5+
Veteran 3 3 3 L 3 2 8 5+
Guardsmen 3 3 S S 3 il 7/ 5+

Squad: The squad consists of one Lieutenant and four
Guardsmen.

Weapons: Lasguns or las pistol and close combat weapons.
Options: Two Guardsmen may form a weapons team armed with
a missile launcher at +15 pts.

One model may be given a vox-caster at +5 pts.

The entire Command squad may be given frag gren

additional +5 pts. The entire Command Squad ma

grenades for an additional +10 pts.

Characters: One Guardsman can be upgre

Sergeant for an additional +6 pts. The Lieui:

Sergeant may choose additional equipment from ¢

One Guardsman, not forming part of a Heavy Weapcrs 1sam or
equipped with a vox-caster may be upgraded to a Medic at +5 pts.
The Medic has a medi-pack.

SPECIAL RULES

Light Infantry: The unit rolls an additional dice when determining
_ how far they can move in difficult terrain. The squad may infiltrate
if the scenario permits.

. Sharp Shooters: Any squad member with a BS of 3 may make a
single re-roll of a shooting to hit roll of 1. This ability has no effect
when firing plasma guns or sniper rifles.

ership: Any Imperial Guard unit within 12” of the officer may
e his leadership when taking morale and leadership tests, as
as he isn't in close combat, falling back or pinned.

THGSOUADS 0 . .. 60 pts + upgrades
' W, I A Ld Sv
3 G 3 2 8 5+
3 | 3 1 7 5+
onsists of one Sergeant and nine

ant may exchange his lasgun for
n at no extra points costs.

ith the following: flamer at
gun at +10 pts; grenade

LLARN IMPERIA

One model may be armed with a sni
One model may be given a Vox-caster
T:\g entire;_ squad may be given frag g
+10 pts. The entire squad m Vi
additional +20 pts. i e L
Characters: The Sergeant can pg n
Sergeant for an additional +6 pts. ?heu ‘
choose additional equipment from the armoy
SPECIAL RULES

Light Infantry: The unit rolls an ad
how far they can move in difficult t
if the scenario permits.

Sharp Shooters: Any squad member with a B;
single re-roll of a shooting to hit roll of 1. This
when firing plasma guns or sniper rifles, i
Leadership: Any Imperial Guard unit within 122 5
use his Leadership when taking Morale and L
long as he isn’t in close combat, falling back or pi

ditional ¢f
errain. The s

FAST ATTACK

The fol_lowing army list entry may be taken in T2
occupying one Fast Attack choice on the Foy
chart.

TALLARN ROUGH RIDER SQUADRON

Pt WS BS s “p Syl

RoughRider 8 3 3 3 3 1 3
Veteran +6 3 8 3 o
Squad: The squadron consists of one Sergeant and|
and nine Rough Riders.

Weapons: Las pistol and close combat weapons.
Options: The squadron can replace their las pis
combat weapons with hunting lances at +3 pts per|
Jp to two Rough Riders, without hunting lances,
with one of the following: melta gun +10 pts, plas
grenade launcher at +8 pts.
One Guardsman not equipped with a special
equipped with a vox-caster at +5 pts.
The entire squadron may be given krak grenade.s
+2 pts per model. The entire squadron may be gly
for an additional +4 pts per model. :
Any Rough Rider squadron may upgrade their ho
for an additional +5 pts per model.
Characters: The Sergeant can be upgradeﬁ.;
Sergeant for an additional +6 pts. The Veteran
choose additional equipment from the armoury:
SPECIAL RULES
Cavalry: Rough Riders are cavalry (see
rulebook for more details). &
Hunting Lance: A model using a hun!lnsgf-*g
additional close combat weapon but Qa"';ur.
Initiative when charging. There is no A{n:n B
lance attacks. Hunting lances aré ag ousi
close combat they fight, and cannot be
Fleet of Hoof: In the Shooting phaste,
sgaudron will move ratr]er than S?:O
distance the unit moves instead of‘ v
Mukaali: Due to creature’s size and
Mukaali gains +1 T.



" TAU HUMAN AUKXILIARIES
"~ Following the First Taros Intervention and the Avenging Sons’
.~ withdrawal from Tarokeen, the Tau moved to take complete
~ control of the planet. They already had strong military forces on
Taros, and reinforcements were on the way, Having borne the
prunt of the fighting and won the battle the Tay commanders were
in a strong position to dictate terms — they had saveq the
planetary Governor after all!

Water Caste diplomats laid an ultimatum o

planetary Governor Aulis — disband and

immediately, or their Hunter Cadres would do it by force!l From

now on the fighting on Taros would to be the Tau's operation

<ione, not a joint one. Governor Aulis was outraged at being
ipped of his military power, but there was also a sudden
wning realisation that the Tau where here to stay! The aliens
ces were in place and growing stronger. Aulis had opened the
or to the Tau, and he did not have the forces to close it.

N the table before
disarm the PDF

1eated argument followed in which the Tau diplomats agreed to
small compromise. The PDF would be disbanded, but any
bops who volunteered to fight for the Tau Empire would be
allowed to keep their small arms (but not heavy weapons) and
come under command of the Tau military hierarchy. They would

mostly be stationed for garrison duty at strategically important
locations.

The former PDF squads would be zllowed to fight alongside the
other Tau forces, and those that ved their loyalty in battle
would be well treated by their new anders and, in time, even
given access to more advanced nonry.

Under this agreement the Plan
some forces in the field (althoug
and the Tau could swell their rar:
a tactic they had already used wi & success in other parts
of the Empire. Any troops that laic ::swn their arms willingly but
did not volunteer to fight would be allowed to go free, or used to
create new work gangs for the mines. Any troops that resisted the
new edict would be shown no mercy.

Many of the PDF volunteered to serve the Tau, lured by the
promise of fair treatment, which was more than they could expect
from the Imperium’s invading forces. Already heavily outgunned
N0 PDF units resisted the Tau take over. The Tau refer to their new
troops as Gue'vesa — which translates as ‘Human helpers’.

TROOPS

The following army list entry may be taken ip Tau armies,
9¢cupying one Troops choice on the Force Organisation chart.

GUE'VESA TEAM

vernor felt he still had
‘er to command them),
uman auxilaries. It was

Pts/modelWS BS S T W | A Ld Sv
Cue'vesa'la 6 gl agiaia i B By
Gue'vesa'y +10 S ia g e e 2 = 8 5

Squad: The Squad consists of 6-12 auxiliaries.
Weapons: Lasguns.

Ofp"‘)ns: The team may carry frag grenades at an additional cost
°'+1 point per model,

Character: One auxili Gue'vesa'ui atan
h : One auxiliary may be upgraded to a y
a?d‘"°“al'qost of +10 pZnts.YThe leader may buy a Tau pulse rifle

a0 additional cost of +3 points.
SPECIAL RuLES

Ta :‘h 1o Traitors;: Although the humans who have joined the

. iots, the
"Pire bear no ill-will towards their former compatriots, ¢
Impayc2nNot be said of Imperial troops fighting the au)lcrn‘nz,r:)e;
: pet;im troops will always hit a Gue'vesa on a roll of 3+
"at, regardless of relative Weapon Skill.

- TAU AUXILIARY

* details from the Fire Warrior set. You.

MINING WORK GANGS

The huge strip-mi 37
p-mine L&
gangs. These L wso of Taros are dug

the most Productive gan
to meet quotas,

Work gangs have their own i w’-
/ g names, like ‘Jax 7%
Diggers’, ‘Fornax Burrowers’ or ‘Logan’s Grot?:zsﬁo:::%:rl;' P

Taros’ mines also have a sizeable Ogryn workforce, these great .

brutes are ideally suited to he; i
avy m i
P e Vy manual work, like hauling ore

As well as being loyal to each other, the gangs are also fier

loyal to their mine, and When it is threatened th ill fi {
1 ine, an ey will fight hard to
defend it, despite being poorly armed and traineyd. g

TROOPS

The follpwing army list entry may be taken in Tau armies on Taros,
occupying one Troops choice on the Force Organisation chart.

MINING WORK GANG
Pts/model WS BS

S T W I AlLdSv
Gang Leader 12 3 4 3. 3G eaigE
Miner +5 3 8 3 31 Gt e
Ogryn +25 4 8 5 4303 o g
Squad: The gang consists of 1 Gang Leader, 5-18 Miners

and 0-1 Ogryn.

Weapons: Various pistols (count as las pistols), various close
combat weapons (picks, crowbars, hammers etc). The Ogryn
carries a club or hammer.

Options: Up to one Miner may carry a las-cutter (a miping tool
which counts as a melta gun) for +10 pts. Up to one Miner may
carry a demolition charge for +10 pts.

i istol and
Character: The Gang Leader may exchange his las pis
close combat weapon for a lasgun, autogun or shotgun for free.

MODELLING THE TAU AUXILIARIES

ini to
There are lots of miniatures you could use
Gue'vesa teams, in panlcula( any of the Impei
as well as Necromunda miniatures, Howe!
present the humans as part of a Tau forg:e, as
of conversion when it g:om_estto uesgu
weaponry, the best option is to 0!
lmpgﬁalréuard and Tau Fire Warrior plas’tl‘cv

ini u to use.
mbining these two sets allows yol
gfoparts you feel is appropngte to your
weapons and heads from the Imj
combined with the torso, shoulder

i ieve the
se from either set to achieve
lsjc:ruffy and Imperial appeam or
r mining work gangs u
If\:lgmad miniatures from the
e represented by & Warhai



THE TAU ON TAROS o

R'myr,

au Fire Wartior Command on Taros, under ?haso

Zg:ai:fed of approximately 80 to 100 Hunter Cad;es.;g;zi
Hunter Cadres were organised into larger Bamesfor ?J by
roles, Whilst flexible and fluid, so Battles can be forme A
dissolved quickly, their main role throughout the campa;lgrb ward
sither spoiling counter-attacks against the Imperial tuth
frontline, or infiltration and sabotage operations agamsJ fe
Imperial Guard's rear echelons. Other.i}anles were formed for
garrisoning duties, using human auxiliary 'forces, and Kroot
Kindreds were used to occupy the Phyyra Heights.

TAU SPECIAL RULES

COODINATED FIRE

The Tau are masters of ranged warfare and have several very
experienced fighters and specially equipped troops _tha}t are a_ble
to lead other Tau on an attack, expertly directing their fire against
the foe; thus Tau are especially adept at outflanking enemy
formations and attacking them from several sides with their
deadly coordinated fire,

Some units are noted as being able to call in coordinated fire.
Those units can order up to two other formations that have not
taken an action this turn to follow them when they take an
advance, double or sustained fire action, as long as all of the
formations have at least one unit within 15¢m of the formation of
the unit calling for coordinated fire.

Make a single initiative roll for all formations, counting a -1 modifier
if any have Blast markers, If the test is failed then the original
formation (with the unit calling for coordinated fire) receives a Blast
marker and must take a hold action, but the other formations are
unaffected (and may take an action later in the turn).

If the test is passed then all formations concerned are allowed to
take either an advance, double or sustained fire action, but must
all fire at the same target formation. There is no obligation for all
formations to take the same action, they don't have to stay within
a given distance of each other, and the formations will complete
their actions one after the other,

MARKERLIGHTS AND GUIDED MISSILES

Markerlights are devices carried by many types of Tau infantry
and vehicles. They allow their user to mark out enemy targets
electronically, so that they can easily be targeted and engaged by
other friendly units. Seeker missiles are self-guided projectiles
that can be fired on targets marked by a Markerlight. Their drone
brains allow them to independently find their way to their
designated target, avoiding any obstacles in the way. Seeker
missiles are readily available in any Tau army, being mounted on
tanks, aircraft and support craft. They have a long range so can
be fired over considerable distances once a target is marked.

Guided missiles must be guided by a Markerlight to be fir
are guided by Markerlights, hits may onlg be allocatgg lg
from the target formation that are within range and line of fire
L with Markerlights. As long as this requirement is met, the
not need a line of fire to the target unit itself, but

9' the target may not be broken, suppressed
. It doesn't have to belong to Ft’r‘w)e firing
used to ‘illuminate’ any number of target
) ’S not alter the Markerlight value

re or -1 for double, for example),
hit with Pathfinders’ multiple
rules apply.

TAU IN EPIC ARMAGE
TAROS CAMPAIGN ARMY

TAU TECHNOLg
TAU JETPACKS

Tau Battlesuits and Drones make
sophisticated jump packs. These allow
enemy and strafe them before retreati
survivors’ retribution. This makes Jetpack-
to counter and very difficult to engage. Ty
Jetpacks for aerial deployment from Mantag

Tau Jetpacks follow all the rules for Jy
units with Tau Jetpacks are allowed to fall ba
enemy instead of making a counter charge m
move 10cm in any direction immediate|
formation has declared an engage or air as
their formation (note that falling back happens b
made, not after charge moves as with counter ¢

0

In addition to this, units with Tau Jetpacks can g
aircraft (using the normal rules), but without the
land. They can then fire at the same formation
aircraft; any Blast markers on the aircraft d
disembarked formation.

TAU DRONES
Tau make extensive use of floating, disc-shaped

drones battle, drones are programmed
confre getting in the way of incoming fire
oppe

Fe taining drones plus at least one
hé ver of additional Blast mal

b iroyed drone units (fractions r
sstroyed in an assault only as

ro ns down) when working out
mor ;; additionally, drones in such fo
alloca / type of hit (AP and AT). Foi

entirely of drones follow the normal rules.

TAU DEFLECTOR SHIELDS

The Tau support craft make use of a highly &
technology, similar to Imperial void shle!d tecl

the Tau deflector shields work slightly differel
not stop the incoming projectile, but is shaped
such a way as to deflect the incoming fire (henda,
A further noteworthy trait is that the shields
proportionally more powerful with the energy

Tau deflector shields work like an Invul s
respects, with the single exception that the
different score than the normal 6+. This sqt'”'
impact energy of the hit: The deflector wil

TK hits, a 5+ against MW hits, and a 6+ a¢
attack, e,. AT hits or hits sustained in an @

SUPPORT CRAFT

Lacking large ground-based war engz!ues
make use of smaller spacecraft for gr
much faster aircraft, they hover mel Sk
and act as a high-flying weapons p'at
remain high up in the air, this means the:
of fire to any target and vice versa, like

They also ignore terrain when movin
being in cover. It goes without
as cover, as they are too far away
deploy troops as part of a plan
like skimmers. :
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TAU UNITS
TAU FIRE CASTE GROUND
7AU ETHEREAL CASTE MEMBER

t members of the Fire (¢]
ereals are no aste, byt
5\:21 ruling Caste of Etll;nerea_ls (Aun). The loyaity ;?lpfreSent their
wards them is total, their views and commandmenyg a1 SPlay
:l(:loslloned. save in council by a fellow Ayp S are neyer

als have a profound psychologica i i
,E,g:,?,? around them, motivating them to "J'cuéng? EPa fighting
unflinehing defence. Hoxvever,’ this does not happen Outvey
put out of deep respect. Aun V're was the only known Ethe r0 fear
Taros, advising the Tau's Taros Coalition, n the fie|q h:a| on
always accompanied by shield drones that were Programm Was
rotect him by physically getting in the way of inceming o etd to
plows if necessary, and he carried the ceremonia Weapon gfs or
Ethereal Caste, the honour blade. Thl_s is a ritual weapon, ug (;he
denote rank rather‘than for combat. It is the Ethereals’ rol’e toe| to
and guide, not to fight. ead

FORCEg

Type Speed Armour Close Combat Firefight
Character n/a n/a n/a i
Weznon Range Firepower Notes

Hor-urblade  (base contact) Assault weapon Extra attacks (+1)

Not+ 3: Character, Invulnerable Save, Inspiring, Leader, Fo,
by ("¢ Ethereal becomes Fearless. If the Ethereal s killed,
pre-<s and all other Tau formations with a unit with
Ethereal receive a Blast marker.

rmation joined
] his formation
a line of fire to the

TAU SHAS'O COMMANDER

Shas'o is the highest rank that a Fire Caste member can attain.
Only those Shas’el who have proven themselves worthy by
repeated success in the field are considered for promotion.
Shas'o R'myr was the Fire Caste’s commander on Taros. He did
not lead a Cadre in the field, but was the supreme commander for
an entire Fire Warrior Command, coordinating the entire
campaign. R'myr himself is a iescarred warrior, a supremely
dangerous opponent in his 1al Crisis battlesuit. He had
similar weapons and equipr his Shas’el, but his rank and
importance meant that he ess to more non-standard
equipment, like several dif ird-wired support systems,

shield generators or upgrad ons systems.

Type Speed Arn Close Combat Firefight
Character n/a n/z n/a n/a
Weapon Range Firepower Notes

Plasma rifle 30cm AP4+ 5

Notes: Character, Invulnerable Save, Tau Supreme Commander (same
as normal Supreme Commander, but with coordinated fire instead of
Commander).

TAU SHAS’EL COMMANDER .
Shas'el, the second highest rank of the Shas, are Tau mnht?“ry
€ommanders of the Fire Caste. They are experienced in I?aFirz
and commanding troops, and usually lead by example. A e
Cgs@e warriors of rank Shas'vre or higher are equlpPGd_Wé'Mmy
Crisis battlesuit and they actually employ it to support their A
" battle. They are seasoned fighters and expert suit plead'
Making them a fearsome prospect at short ranges as thegmbat
their 1r00ps into attacks, Tau make almost no use of glose Clasma
Y&apons, instead, the most common officer weapon is tzegrones.
e They are also supported by accompanying Shiel

Yiich protect them from enemy attacks.

fight
Type Speed Armour Close Combat Flr:/ ag
Charactgy o o n/a
Weapon Range Firepower Notes
Pasma il gocm AP4+ :

" i der.
o Character, Invuinerable Save, Coordinated Fire Lo

€ fastost
. eir te h

ounter an

Umang age they migma?,e ng
Shas'la ar Ighly proficiny infantry,
ONG-ranged pyjse o of stout ¢ A :

; S| = efen

carbines it um-?r? P 3 of fighting up %?o:ghﬁe" sl

wi
their tightly-kn; oton grenadg |
makes thgm Pl ot et

Mmutual

support’ atti
eckone Pport’ attitud

aforce to be r d with

Fi :

repower Notes ) i

AP54 |
AP5+

Pulse carbingg
Pulse rifles
Markerlight

TAU PATHFINDER TEAM

Com‘pa‘red to the Fire Warriors
spemalssed_ role on the battlefi
Wweapon, is not a weapon as such

» Tau Pathfinders have a more
eld. The Markerlight, their main

, but instead used to

sqciety (and also warfare) and makes Pathfinders ve: opul
wnh other Tau units. In short, Pathfinders are out therreytg guidae:
their comrades’ aim, not to win the battle themselves. However,
the Pathfinders’ role has vital battlefield importance, using
Markerlights to designate targets, and then call down self-guided
Seeker missiles from tanks, aircraft, spacecraft or fixed
installations to take out enemy threats with pin-point strikes.

Type Speed Armour Close Combat Firefight
Infantry 15cm 5+ 6+ 5+
Weapon Range Firepower Notes

Pulse Carbines 15cm AP5+ Disrupt

Pulse Rifles 30cm AP5+

Markerlights 30cm n/a +1 to hit for missiles
Notes: Scouts, Sniper, Coordinated Fire

BATTLESUIT ;
TAUXS S the Tau, the Crisis Battlesuit
Of all weapons systems employed by the Tau, T i
is easily the most distinctive and recognisable. L
w rs within exceptional protection, as well as moun ’thgs g
troc;?eof deadly weapons. The Crisis gretﬁfeﬁt osigetzgget ot
2l i — it is their r r
ili _ranged firepower — | ]
oKty angns(? (t)anke ogt the right targets. They are ?qullppeeggggz
right place of weapons that allow them fo effetc “lljeyany e
2 s?ri‘ecmt)r?e enemy might have; they a;e "I‘ef,e"‘f gsly el
anything q s can't deal with. !
Shas'lalcall isis battlesuit, and
that the normal r to don a Crisis bz A
veterans aré granted the honou o Covee. Bacoming & Gk
these fight

her as teams ! e
Io!toigset!he first step in becoming & Tau officer.

pattlesuit pi |
Type Speed An;our Close ;ombat Flr;*ﬁgm
i o 250’:ange ;lrepower Notes
r\vAvi:i’lj: r;;ods 45cm ::::/ATM - .
plasma rifles 30cm e i
Fusion blasters 15cm My A m‘b

s. The twin-linked fusion blasters confer !

: g ' lue.
NOt:z.nE;lijt; & the unit's firefight va
wea|




Imperial Armour

TAU XV15 STEALTH BATTLESUIT TEAM e
Of all the various battlesuit var;?\r};ss qfs tgzr?;i.l atrrgeer Al
i llest — a Tau in an is | | ?
:/S\lat?rieors inr:astaeidard armour. However, this perfectlstttm: Ct:e‘x r.r'%lfe1
as infiltrators and saboteurs. In addition to the Tauh e F:he u ek
is common to most battlesuits, the Stealthsuit ai iy i
capability of camouflaging its wearer. dTh;ﬁ :')Svearct!;ee it
ber of disruptors which are arraye :
giLs"tTc;n the wearegs form, blending him into the backgrour;dlgl:eea'\_
chameleon. Stealth teams either tﬂork in sugpon (5] lvesgof
formations or range ahead of the main army, the ‘lone wod ol
the Tau. They are encouraged to fight mdependggftilt); {ahneir s
7 - . - . i
at autonomy with their mission paramerers, as f
gfreﬁghtil;vg. Thz\/ ambush enemy units and disrupt their supply
lines, like vengeful ghosts striking at will.

/ Type Speed Armour Close Combat Firefight
Infantry 25¢m 5+ 6+ 5+

Weapon Range Firepower Notes

Burst cannons  15cm AP3+ and Disrupt

small arms First Strike

Markerlight 30cm n/a -

Notes: Tau Jetpacks, Scouts, Reinforced Armour, the Burst cannons
Lconfer the first strike ability to the unit’s firefight value.

TAU Xv88 BROADSIDE BATTLESUIT

The XV88 is a variant of the Crisis, designed for long-range heavy
fire support. To this end, the standard Jetpack has been removed
and replaced with thicker armour and heavier weapons. The main
weapons system of the Broadside are its twin-linked railguns,
linear particle accelerators capable of punching through virtually
any amount of armour. Only a few vehicles are able to withstand
a direct hit without suffering critical damage.

Broadsides are larger and slower than Crisis, so they take up the
role of stationary fire support, especially against enemy armoured
targets. They are often employed in association with Fire Warriors
to form defence lines or solid fire bases for a Tau advance.

Type Speed

Armour Close Combat Firefight
Light Vehicle 15¢cm 4+ 6+ 5+
Weapon Range Firepower Notes
Rail guns 75cm AT2+ #
Plasma rifles 30cm AP4+ -
Notes: Reinforced Armour, Walker

TAU GUN DRONE SQUADRON
Tau Gun Drones (Kor'vesa
achines employed alongside Tay uni

TAU HEAVY GuN DRONE SQUADRON

' Gun Drones are 3
They are viej further development of the basic Gun

€avier construction than
ones, one burst cannon has pe

en replay
rones can fange ahead of thep m?ig

army and pick out targets for de
usual drone program of pr
dedicated Drone squadrons to 2
They are a relatively new addition

most versions are still undergoing field.

Type Speed Armour
Infantry 25cm 5+
Weapon Range Firepo
Burst cannons  15cm AP3s
Markerfights 30cm n/a
Notes: Tau Jetpacks, Drones

TAU HAMMERHEAD GUNSHIP

The Hammerhead is the main battle
like the Leman Russ for the Imperial Guard
the Space Marines, and it is a close
Hammerhead is a grav-tank, which allows
terrain with impunity. Despite this, it is
carries a lethal amount of firepower.

Its main weapon system is either a railgun or
the self-guiding smart missiles as back-up,
mounted Railgun differs from the one moy
battlesuits in that it can not only fire a
sophisticated sub-munition, which proves d
infantry. The ion cannon is a very versatile
thanks to its rate of fire and the tank’s
even engage enemy aircraft with some sucee

0

On Taros, the Imperium also encountered
Hammerhead weapons, with missile pods,
plasma cannons all adding the Hammerhead?

Type Speed
Armoured Vehicle 30cm
Weapon Range
Railgun 75cm
OR one ving
lon can Jom
Burst cz i0cm
Missile ¢ 45cm
Plasma Ca s 45cm
Fusion cannonis  30em
AND

Smart missiles  30cm
Seeker missiles  75cm
Notes: Skimmer, may have one main

TAU DEVILFISH TROOP CARRIER
The Devilfish is the trusty troop transport
Pathfinders, able to carry a full squad of
relatively well armoured for a transport W
single burst cannon for self defence. In 2
Drones in special carriages on the sides,
in battle to provide support for disemb

the same chassis as the Hammerhead,
has been reconfigured to passenger s
infantry to the front, or to evacuate
position to overwhelm the Tau line.

‘Speed
Armoured Vehicle !
Weapon
Burst om




, I ft. |
ced and allow it to launch {argeting s
. v its Ystems
against low-flying aircraft from g'r'g:?l:ielztan“ eno"n:{':
ces,

Range
30cm

Plasma Rifiag
Markerligny

Armour

s Close 6(‘:::mtm Firefight
issiles :;: v s Notes TAU REMOTE SENSOR Towgg
miss
: ol o Ignore cover Qenew Tau weapon, so far onl| :
S ATSHAASH  Guided missily enonor toWer s positioned o, ":f:“‘el;edonraros the
1t n/a Y activity, ang sean the surroynd 55
X Markerlj > and automati Ing area
Skimmer. Clo;l;eé"gq_‘ before calling in 4 lgzg{(e:n ark a target with
missile irke, 1ok 12 €T€MY know about being ursmy Sl U
e S SR ming - 1 Tau use Remote se a5 :
AU DRONE SENTRY TURRET largzﬂae'ds' allowing them to coyer Iars;‘es :rrt°wer§ instead of static
mounts of Fire Warriors, eas without committing

Drone sentry turrets are a notable exam T
ple of Tau stati pe Speed
defence. fThey are roughly as large as a warrior in a battlsetzﬁﬁr;rz Light Vehicle ocm Arn:ur Close Combat.
: tc:onsst o armgu;e_d body, weapon, and ammo/energy supply. It Weapon 5 n/a
as no crew but is drone controlled and fully automated .lts Markerlight 3;:99 Firepower Notes
£ m

n/a a
emote sensor towers are immobile and cannot

weapon is normally kept inside the main i S

is the top armour raised and the weaponh;g‘vg?;)él Ign?i?o%f f;]rt";g
bear. Drone sentry turrets are usually deploy by Orcas andgtheg
femain stationary until picked up again. They are mostl
employed to protect important installations, reinforce defenCZ

Notes: Scouts. R
their position.

lines or form expendable pockets of resistance th ALEN AL e
at a

7 reusedasa  KROOT MASTER SHAPER

Master Shapers are the leaders of Kroot kindreds, thi
f : , they oversee
; 'lype : Speed Armiour Close Combat Firefight the genetic development of their kindred as well as maklyng all the

Light Vehicle Ocm 5 54 important decisions together with the other senior Shapers of the
tribe. Their main duty is to lead their tribe to n i
EWeaoon nai / ew prey species that
»’Burs:’; :-Iange SPOWER foles can be assimilated into the Kroot genome so that the kindred
; nnons 5cm At Disrupt evolves, gaining new abilities and traits (hence the designation of
~9R, one of the following: ‘Shaper’). Kroot often hire themselves out as mercenaries, and it
| Plasma rifles 30cm 4+ z is the Master Shaper’s business to negotiate the terms of the

contract with the employers. They also lead their tribe in battle,

| Missile pods 45cm P5+/AT = i i

: SH using their superior physiology, numerous volutionary adaptations
;Ng:m_es: Up to foyr turrets may o= carried in an Orca and may disembark as well as the exotic and deadly weaponry gifted by their
Wwithin 15cm as if they had jump packs. From then on, they are immobile employers in exchange for their service.

and cannot change their position.

Type Speed Armour  Close Combat
TAU PIRANHA Infantry  156m o b
Again, first encountered on Taros, the Piranha is a military | Weapon Range F"eﬁl":::s
smal 5

adaptation of a two-seated, open-topped skimmer into a light Kroot rifle 15cm and Tt
combat vehcile. It has had armour added, as well as ?rmament of base contact assault weapons

a burst cannon and detachable Gun Drones, identical to those | e | eader, Infitrators
mounted on a Devilfish. On Taros, it was mostly emP|°)éed kfg:
feconnaissance duties or as a platform for launching See KROOT CARNIVORE SQUAD

missiles, infltration and ¢
ke excellent infi r
il make them experts

are a savage race, o
Koct Their arboreal origins

at troops. : ) i
peed gglrg(t:)raﬂ as well as tracklngr earr;c; Zmnzu:::l?gd egghnu;; )
: T e T el Thougr? rf-;:ﬁt_;:c;eﬁréfights, they lack armour
¢ comtel A 28 f their surroundings. They fight

30cm 5+ 6+
Range Firepower Notes

AP4+

AT5+

n the protection of thelt ki)
'r(elgoct) rifles,p originally primitive 'weappnis l;u}s e
;;graded py the Tau. The nil?t g r;:(;nto < close
. attacl

iere Ji% numerm\‘/oracious carnivores and de

gdlded missile

assimilate P

TETRA SCOUT SPEEDER abilities in this Way 9% 200 e a caul
similar to the Unsurpn5|ngly'r:2'§|g|£i'l?e such acts of s

: i ‘ d light skimmer: -range
Tetra is also a two-seate Pa?hﬁn Sers for long raggt and the Tau, W
P admon' DY ohind enemy fines. s amamert:




Imperial Amour :
- . Combat Pirafight
Type Bpeed TN OINO“ LT3

infantry 1Bom i
Weapon Range Firepower Notes
Kroot rifle 18em and  small arms
base contact  assaull WeRpons -
Notes: Infillrators. SIS

KROOT HOUND PACK

Kroot Hounds are a different evolutionary branch mhthe:fn;(r;lc;':,;
form that has evolved into a four-legged hunting Icm‘.‘,i i
Hounds are exceptionally ferocious and need h’nndm.:‘ 0 ,k .
care of them, lest they turn on other Kroot or m'u, TV'II.J J"I‘: "(:\,
them somewhat troublesome to take along into tmlnlo ,mc. A,j ' Cl
reason why they are detested by the Tau. Exclusively }150((‘ ’or
battle and hunting, the Hounds have sharp Yangg and (,Iaw:-. for
tearing apart enemies in close combat and mercilessly puréuing

any survivors,

Type Spoed Armour Close Combat Firefight
Infantry 20em « 44 -
Weapon Range Firepower Notes

Fangs base contact assault weapons «

Notes: Infiltrators, Scouts, count as having a speed of 16¢m for set-up
only.

KROOTOX HERD

Krootox are another Kroot form that has evolved from the main
branch. They are stuck at a lower level of evolutionary
development, being essentially lumbering herbivores. However,
they have a strong bond to their Kroot masters and will fight
alongside them savagely.

In battle the Kroot lash large Kroot guns to the Krootox's back for
fire support during an attack. Krootox are large and strong beasts,
and can rip apart most enemies in close combat, while able to
absorb heavy blows themselves.

Type Speed Armour Close Combat Firefight
Infantry 15¢m 44 44 4+
Weapon Range Firepower Notes
Claws base contact assault weapons extra attack (+1)
Kroot Guns 45¢cm APS4/ATE+ -

KROOT GREAT KNARLOC

The Kroot Great Knarloc is a massive b !

! east native to the Kroot
homeworld of Pec{h. It is physiologically obvious that it shares
some ancestors with the other Kroot forms, but it is very unlike

any of the current ones. It is omnivorou
; s, but ¢ i
hunter when in the need of fresh meat, e

, but it can be i ’ 1
s, hough they must b garat, e hcer,o". DY 15 Kroor

car i i
”my ad ot 7 et eful to direct its anger towards

~ Close Combat Firefight
e 4+

or their Kroot rifles hurl th
monster.

s - 3 e

Infantry 200m

Weapon Range

Kroof riffe 166 and !
base contact  ases

Notas: Mounted, Scouts,

GUE'VESA'UI HUMAN AUXILIARIES

On Taros, the Tau were prudent e m
formations their own leaders and command Sor
Gue'vesa formations are no exception, They ded
the most veteran and combat-experieneee ine mis
the rank of Gue'vesa'ui, who are formed ity mo
These command their company and k on
leading from the front. They are often aif anm
weaponry and other high-tech equipment by lar
both to increase their firepower and as an fra
£
Type Speed Armour Close "
Infantry 166m 6+ : "
Weapon Range Firepower X
Pulse rifle 30cm AP 54 ;
Notes: Leader g
g
GUE'VESA HUMAN AUXILIARIES TEAM L
After the Tau defeated the First Taros Inferve, :
take total control of the planet. There first step &
disarm the Planetary Defence Forces, leaving -
military force on the planet. Rather than wi 1
any ex-PDF soldier was welcome to swear y
Empire and %50t in defence of their planet. \
the Tau ! their *human helpers’ well, f
using fly for garrison and guar
Imperit 1en are simply traitors a |
clemer y cases this just made }
knowir I expect no mercy if they sul |
. - [
Type d Armour Close §
Infantry o 4 | !
Weapon Range Firepower =
Lasguns (15¢m) small arms :‘I
ol
TAU AIR CASTE FORCES o
TAU BARRACUDA SUPERIORITY FIGHTER (o)
The Barracuda is the Tau's standard fighter ::
the Kor (Air) Caste for aerial combat miss P
array of weapons and is therefore able toa Be
well as ground targets, however its main role ur
to secure air superiority. It is an agile and St

the Tau Air Caste pilots are physiologically
and space combat than most other
practically their entire life in space or at
recently that the Barracuda pilots have
roles as well, like close ground support
missile pods.

(oo sposa

Alrcraft  Fighter



' TIGER SHARK ]
: Shark is not a dedicated bomper 1, :
mg:ﬁﬁér and drone transport craft. | ba‘é'd'.‘.‘,'f,"ﬂ

o ons, its bays can hold a great ny ber of N to
weal’ dispersed during flight. This allowe he Ty,
" ations of (relatively expendable) troops in g
forg'my where they can sow confusion, simulate o
» g;‘ nerally cause havo.

en without its drqne cargo, the Tigershar i
fs?ériﬁ that can effectively counter ground f'ér'rsn:tis:r?g S
:win—””ked jon cannons, burst cannons gn missi "
smetimes they are the only SUPPOTt for Pathfincgyg Working
deep behind enemy lines, increasing their firepoyyey With See r:mg
missiles that can be carried to g marked target A
moment‘s notice. v

on Taros a new variant of the Tiger Shark was iden
armed with heavy.rallguns.and used to engage the |
larges’ war machines. This new Weapon sacrifices
transp 't capability to become a dedicateq ground attag

ensiveg

tiﬁed, re-
mperium’s
its drone
k aircraft,

Type : Speed  Armour  Close Combat Firefight Wiierr  Speed
war £ jine, Aircraft Bomber 5+ n/a T ar Engine, Aircraft Bonre:
Weap | Range Firepower Notes Weapon Range
lonc: 7ons  45cm AP3+/AT3+/AA5+Fixed forward arg Railguns 90cm

Burst cannons  15cm AP4+/AA5+ &
Missile pods 45cm AP4+/AT5+ 8X Burst cargiors i
Damage Capacity 2. Critical Hit Effect: The Tiger Shark is badly Missile pods 5
damaged. The pilot loses control and it crashes to the ground. The Tiger 3 e

Shark and all models on board are destroyed. eeker Missiles  75cm

Notes: Transport (may carry up to three units of Gun Drones); cannot ;i)rzﬂ;g:gapafity 9‘;;:‘2““”‘” ::'a%c
land. greater than 45cm, Further crifical hits will
damage. F
OR Notes: Support Craft, Planetfall, Reinforced Ar
Type Speed lour  Close Combat Firefight é’?gﬁgx‘{s"‘éﬁ’ng.mmessfgamw
War Engine, Aircraft Bomber ; n/a n/a Additionally, up to four of the following vehicles | T
Devilfish (may also carry troops), Hammerhead,

2x lon cannons 60cm

Weapon Range 4 Notes
Railguns 90cm Titan-Killer (D3) e
Fixed forward arc DESIGN NOTES PRRtE
Burst cannons  15cm Lol 2 Tau Drones: The effect of drones is built into the shooungvalues
Missile pods  45¢m Ai-d/AT5+ and armour values of Tau units, rather than lﬁh’l‘g mlnmgg ;
Damage Capacity 2. Critical Hit Effect: The Tiger Shark is badly separately. For example, the effect of (jug D’rmfnﬁ; alnd the
damaged. The pilot loses control and it crashes to the ground. The Tiger firepower for the pulse weapons use tl¥| Hiaher thari ave
Shark and all models on board are destroyed. J presence of Shield Drones accounts for the higi e

1 ns_ N
Notes: Cannot land, armour values of Tau infantry and Tau battlesu

Basing Tau Unite: Crlss ane S s 2 ase (n erms.of
TAU ORCA DROPSHIP Dranes and Kroolox shout b8 0y el and Broadsdes

The Orca s a dropship, normally used to carry Tau troops from it characteristic e Seile Stealth have four il

mounted two to @
free to add a dron
(and even to vehic

base).

e to infantry and battlesuit stands if

Orbiting spacecraft to the planet’s surface. On Taros, Tau |
; le ‘stands’ if you mount your ot

Planetary landings took the form of a massive concerted drop gf
Multiple Hunter Cadres well before the Imperium’s forces amv’ﬁtc;
"Cas were used for the insertion of small, infiltrating teams|alrge
enemy-helq territory. To fulfil its shuttle role, the Orca has ad and
"0p carrying capacity. However, it is only lightly armerisk of
amoured and is not a combat vehicle. In battle it runsk in the
€ing shot down. On Taros, the Orca did most of its “&orrs and
Unoccypigg deserts, inserting cargos of Pathfinde

Stealthsuits in relative safety.
ht
Type Speed  Armour Close Combat F|r¢6:|’9
Yot Engine, Alvcrae Bois 5+ et
\geap"“ Range  Firepower e
M‘"Sf cannons - 1sem. AP4+ 2k
185ile pog 450 e AP5+/ATS+ =

| Seeker Missiles




TAU TAROS ARMY LIST

TAU CADRES
Any amount of points may be spent on Tau Cadres. These are independent formations.
Formation Type  Units Cost

 Fire \ 6 Tau Fire Warrior teams. May additionally have either 150 pts
: HreWamor iy 3 Devilfish troop carriers or 1 Orca dropship for +75 pts

‘Battlesuit Cadre 4 XV8 Tau Crisis battlesuits. May additionally have 250 pts
1 Orca dropship for +75 pts

Tiger Shark
Manta

TAU CADRE UPGRADES
Up to three upgrades can be taken per Tau Cadre. Upgrades are not separate formations but are aq
original Cadre and are counted as part of it in all respects. Each upgrade can only be taken once per .
Upgrade Wpe Units o
Commander Each Tau Cadre may have one of the following Commanders:
Upgrade 0-1 Fire Warrior team to an Ethereal
Upgrade 0-1 Crisis battlesuit to Shas'o Commander
Upgrade one Crisis battlesuit to a Shas’el Commander
Fire Warriors +4 Tau Fire Warrior teams. May have two Devilfish Transports for +50 pts

Gun Drones +4 Tau Gun Drone squadrons

Broadside battlesuits +2 Tau XV88 Broadside battlesuit teams
Crisis battlesuits +2 Tau XV8 Crisis battlesuits teams
Stealthsuits +3 Tau XV15 Stealthsuit teams
Hammerheads +3 Tau Hammerhead gunships

Piranha +3 Tau Piranhas

Sky Ray +1 Tau Skyray missle defence gunship
Orca +1 Orca dropship

TAU CONTINGENTS
Up to 2 Contingents may be taken for each Cadre include« 1y. These are independent formatio
Formation Type Units

Pathfinder Contingent 6 Tau Pathfinder teams. M- 2ve either 3 Devilfish troop
carriers or 1 Orca dropship 4+ Gun Drone squadrons for +
Stealthsuit Contingent 4 Tau XV15 Stealthsuit team wnally have
1 Orca dropship for +75 pts

Broadside Battlesuit Contingent 2 Tau XV88 Broadside battlesuit teams. May additionally have
4 Gun Drone squadrons for +75 pts

] Hammerhead Contingent 3 Tau Hammerhead gunships. May additionally have 2 further

{ Hammerheads for +125 pts. May additionally have one Sky Ray for +75 p

4 Tau Gun Drone squadrons. May additionally have 4 further Gun Dron

squadrpns for +75 pts. Any pair of Gun Drone squadrons may be upg
: ! to a pair of Heavy Gun Drone squadrons for +25 pts for the pair
ne Sentry Turrets Contingent f3 Drone sentry turrets. May additionally have 3 further Drone sentry turre!

or + 75 pts

4 Tetra Scout speeders. May additionally have 2 further Tetra Scout ¢
for + 50 pts

2 Remote sensor towers

er Shaper and 9 Kroot Carnivore squads.

€ Uup to one of each of the followin

uads for +75 pts i
75 pts

nder and 12 G
r 6 Gue'vesa t



Impenial Armour :
PLAYING THESE HISTORICAL RE FIGHTS

re-fights of battles from the Taros

arios are historical ly batties fought on Taros, and there

The following scen e these the on

campaign. By no means arl

exactly. This is fine, as other similar models can
should feel free to alter the list to fit their co
exchange like for like. Do not replace a Fire
Hammerhead, but if you change the weapon fits on &
Warrior squad that has pulse rifles Instead of

4 have space for. rhead has an ion cannon instead of a raj 1he B
that we just did not ; Hamme :
Ao ou can replay this scenarios, perhaps fong as the onlySmVGam';] '&';:;’;‘g:gmfm is Tne ::;
Once you have the forces and terrain y nario as the basis of another game. game bemg WY tion with your oppenerit, tan o day ‘
swapping sides or you can use ";?, sacseexamples of typical battles from the are made in consultatio Y v 4 spaﬁ.;
; e
Many of the scenarios can be utfacks. Imperial Guard attempts to advvanca 4 Being historical forces they do not conform to the Codey and
deserts of Taros, Tau cc»unre[gr‘"EIysian Drop Trooper attacking °b19°""§5re' Elites, Troops, Heavy Support efc), as these exist in | ex‘”sp‘c‘
Siyough e Pryye Hel'(grr“i;im the forces, move the terrain around, ani balan;:ed forces for points-based games. Nqne of these meacuﬁ
Hydro-plant 23-30. Tinke points-based games. Sometimes one force is hea o
use the scenario. basis for collecting an army. commander must try to do the best he can with the resou The dé
narios can also be used as a good the bS8 1% CCCER, Lo oy _ wars are rarely a fair fight! Some scenarios have begn ihe Im
These sce ether to play one game, an i ; : ) in mind. When faced with overwhelmj
Start by getting the forces tog to play all the scenarios you'll have fight specifically in mind. ] / €iming odds ho W
By the time you have collected the forces to play try and match the historical outcome. Victory does riot always gq T
a¥ull Tau, Space Marine or Imperial Fragon battle and the that inflicts the most damage. S This 2
g : istori nd to the battle a repre!
The Battle: Briefly describes the historical backgrou In a perfect world, players would already have (or be cofleet . arge
actual outcome. the battle as a game forces, and paint them Il:jpf m]t’he ctorrect gz;flour slcshemes. s 5 e
; the details needed for replaying ] world, and players sh_ou eel Iree 1o use different Space Marine 5
i wargam’e‘l (i:rﬁfr;\sation about recommended table size, turn length and stand in for the Avenging Son and Raptors. If the Ultramarines or ‘,m‘l;
including use Sy are called upon to replace the historical Chapters, then so be i ol
Yo ; hich apply, or special situations goes for the Imperial Guard, Tallamn and Elysian regiments that o
Shecial Hules=i iy o stecarc m!els wlels shguld'not transfer between of the fighting, but those with Cadians, CataChans or Mordians fore, he
which apply only to this game. Special ru feel that it is fine for their armies to ‘stand-in’ for the histort nde
scenarios. e exception to this is the Tau and Kroot. You really need Tay and oint
: : m
jectives: to consider when deciding wh_o won. Someti : to play these games.
Objectives: What to so the winner will be obvious. Players should decide ) : : ne ¢
set victory condition, f the battle Reinforcements: These are following forces which aUtOmancalryanw, ;
EUNoe e e o estone ; r tumn stated. So reinforcements on tum 3, would mean forces which s e
Sketch Map: Shows the basic terrain set up. Players should feel free “; Lsether tumn 3 regardless of the table top situation. They usually move on _ he
own terrain collections to create a table that best approximates that shown. table edge, although scenario will note where reinforcements: arrive from, sgf%'i‘
2 ¢ 1 iaal :
Notes: A few thoughts on expanding or replaying the scenario. Reserves: Arrive on a random 1u{n.;]sur;g th:-'gt Reserve_s mgsmw They
: . i % i t move on in the turn it passes its eserve roll. T
ists: i force list detailing the troops involved A unit in reserve mus ] eser
K c;:;eb;u;tes. vssﬁ:z ts;::;wear;:elr‘1lcelruydsesea; iﬁoccright i togwargea' and vehicle usually move on from their own table edge, although scenario will note
::npgradesl we realise that most players will not be able to complete the forces reserves arrive from. édm
3 ot
Obje
The
mus
Aulis
SCENARIO 1 THE DENAB INCIDENT i
Battle Fleet Gothic Mar
The Battle \U FLEET
The skirmish in the Denab system sparked the Taros War. At the time, the 1 x Tau Waystation ;
attacking Patrol Group Ravanor did not have any idea what the discovery of Type/Hits Sg s Shields  Armour Arri
arogue transport squadron docked at a Tau waystation would eventually lead Def / : 1 5+ Dea
0. The surprise attack, led by Captain Darillian onboard the Dauntless light efence/S ; : fida
cruiser vLord Ravanor, was a complete success. His attack destroyed the Armament ge Firepower Con
waystation and an unwitting Tau supply convoy in the process. Railgun battery 45 4

The Wargame

This Battlefleet Gothic game should be played on a 6' x 4’
board as shown on the map. The waystation is place
table, with the three rogue transports docked with it. T|
phenomena is the asteroid field, which occupies mos

table. Set up the
d in the center of the
he only other celestial
t of the Imperial table

atro Group Ravanor should be set up within 12” of their table edge, ri
c , read
gin their attack. The Imperial player takes first turn. : ¢

Tau reinforcements enter f

lasts until either side
gement,

rom the opposite table edge on turn 2. The
has no forces left, due to damage or

player must destroy the Tau waystati
50 attempt to board at least one trang
s many rogue transports ag he can f

IMPERIAL FLEET

on and rogue transports,
port. The Tau player must
rom any table edge.

class frigate, VCS-6 is a converteq
and probes in the
ip. Her weapons

scout vessel, She is
Prow for long-range
battery is reduced to

Has tracking systems

Rogue Transport Squadron 3 x Transports

Type/Hits Speed Turns  Shields  Armour
Escort/1 15cm 45 1 5+
Armament Range Firepower
Weapon battery 15 2

TAU REINFORCEMENTS
2 x Castellan class Heavy Escorts
4 x Tau Transports




2
40,000

ing Sons’ attempt to kill the Planetary Gove

Tactical g
for the Governor's Palace. After their |nmalwé°r o 4 sp:hc.m&.q"“
force found Planetary Govern, A e AUt e v an. s
e T e e D
ad to encounter on Taros. Outnumbered and torceél ont ke AL b dmpm
ce Marines never found their target and where even?umlle il Mmoo |
sate after heavy fighting and casualties. e 19{3]4:?’:::08"%;%:&"‘ i o .
‘ . assault cannon
eat of the Avenging Sons escalated the crisjs on Taros, re e ol s ot thy o )
et f o Avn \ 1esulting in he squad teleports onto the ba;l:goplgw ik
e Mk Iv Dreadnought — Brother Hakae|

With powerfist, ston o
g SnaUII b Rayed on 8 W8Ys (6 x 6' or &' x B, table. The terrel launcher. In a rop s Per and twin-linked: heavy boters,
ents the Planetary Governor's Palace. In the centrs of the tab!tzrir: '2 N a drop pod, ol
courtyard, surrounded by various buildings, towers and a few statues,
g defender deploys first, placing his Planetary Defence Forces and PLANETARY DEFENCE FORCES 7
istrators. The Space Marine player takes the first turn using only his The Palace security platoon deployed anywhere on the table, They are
; are

wind drop pod. The rest of the Space Marine forces arrive using the Imperial Guardsmen,
| Reserves rules.

Command Squad Lt
3 ¥ +4 men He:
 Tau forces arrive using }he normal Reserves rules and move on from a gquad 0ign i ;t:vgﬁzner
dom point. Entefance points are numbered 1-4. Roll a dice to see which squad 10 men Flamer
s each Tau unit moves on from. Sgﬂ:: 10'meh Gionide ik e
i int 10 men
game lasts 8 turns or until all the Administrators are dead. All squads have frag grenades. Plannay

al Rules 5 Administrators (see special rules).
Planetary Governor is the target of this raid. He is represented by 5
miniatures placed anywhere on the table. These are actually various TAU FORCES
inistrators caught up the battle, none are actually the Governor himself. All Tau forces are reserves, moving on from a random entry point,
are independant characters with the following stat line. Fire Warrior Teams

o Team 12 Fire Warriors  pulse rifles

ws BS S 4 w ! A Ld sv Team 12 Fire Warriors  pulse rifles

istrator 3 3 3 1 3 1 8 5+ Team 12 Fire Warriors  pulse rifles
quipment: Laspistol, bionics Each team is led by a Shas'ui with a Markerlight.

All teams have photon and EMP grenades.
ives

Space Marines must find and kit “tary Governor, to be sure they
kill all the Administrator miniatu: of which are actually Governor
. but they don't know this). They 1Iso inflict as much damage as Gun Drones 5 ;

le on the Tau forces. The Tau shicuid attempt to wipe-out the Space 8 Gun Drones twin-linked pulse carbines
es.

Gun Drones
8 Gun Drones twin-linked pulse carbines

Hammerhead Gunship

FORCES OF THE IMPERIUM with missile pods, two burst cannons, flechette discharger, 4 Seeker
Avenging Sons ‘Taros Intervention Force’ missiles
ving on Turn 1. Hammerhead Gunship
ﬁ\w?nd drop pod armed with missile launchers with railgun, smart missile system, decoy launchers, target lock, 4 Seeker
missiles
rves .
mand Squad Broadside Battlesuit Team

: i f issi , multi-tracker

Captain Armaros with artificer armour, bolt pistol, powerfist, Terminator Broadside with twin-linked railguns, smart milssnle system, i
fonours, teleport homer. Broadside with twin-linked railguns, twin-linked plasma rifles, ‘s
Asgothecary Actium with bolt pistol, narthecium, reductor, auspex. generator

rgeant with bolt pistol and close combat weapon : issil
1 Space Marine wig'x plasma gun Barracuda with 4 Sesker missies
1 Space Marine with melta gun
In a drop pod

It Demi-Squad
geant with bolt pistol and close combat weapon
Space Marines with bolt pistols and close combat weapor_ish i
Il have frag and krak grenades and melta bombs. Note: they
€ jump packs. In a drop pod.

e Marines with bolt pistols and close combat weapolﬂS ot
All have frag and krak grepnades and melta bombs. Note: they do
€ Jump packs. In a drop pod.

arines with boltguns
and krak grenades. /n a drop pod.

i '_molva gun
g uns
wggn;l.dn; In a drop pod.

OTES ; o“t i
#hls scenario is an ammgnmaﬁogo .

. This Is & single scena
; g:‘t:r;:a::nn a battle in an urban
_ Cityfight rules for this scen




Imperial Amour
SCENARIO 3
Warhammer 40,000

The Battle A 2
Invasion fleet, an

Missile the single greatest threat to the

fell to m?'gw c::pstor?o degtrogl the silos l:r%(oro 'h:a’:;":i g\;'gsllg; c’(:‘l;:g

involved the whole of third com

f.;g:?aemm mhlr;)s and targeting the two silos with demolition 'cha;%os_.
For the assault, the company was organised into four strike or: B
codenamed A B. C and D each with their own objectives for the attacl k lhe
first to Iendod'wés Strike Force A, an Assault squad who would attach :
anti-aircraft defences to clear the way for the following Thunderhaw
gunships.

The following strike fol
themselves. Meanwhile,
were being readied to fire at the orbi
not allowed to occur, so the Raptors had to move §

he silos
rces would attack the ground defences and t |

in the underground command centre, the m!ssrlos
ting battle barge. It was vital that this was
wiftly.

The Wargame :
This game should be played on a 6' x 4' table. The terrain is basically open
desert, with a few rocky outcrops for cover. In the centre of one long table
edge place the missile silo. The rest of the terrain shoyld be deployed as
shown on the map, with the perimeter fence, razor wire, Hyd.ra and gun
emplacements and two underground bunker entrances. The entire area has
already been shelled, so scatter 4 or 5 large craters about.

The Space Marine player takes the first turn, deploying Strike Force A via
deep strike. The defender's security platoon enter the board on turn one
using both of the bunker entrances. Roll for the arrival of the Space Marine
Thunderhawk gunship and its passengers on the normal Reserves table.

The game ends when either the silo is destroyed or the missile launched.

Special Rules
Demolition Charges

The Spape Marines can only destroy the silos by using the demolition
charges issued to the Tactical squads. The silo can be assaulted like a
stationary vehicle and has an Armour Value 14 all round.

Range Str AP Notes
Demolition Charge 0" 9 2 Can only be
used against silos
Objectives

The Space Marines must destroy the missile sil issi
o before the missile launches.
From the end of the defender’s turn 4 onwards roll to see if the missile is

re issile i
gnd;;;.)ed and ready to launched. On a 6, the missile is launched and the game

FORCES OF THE IMPERIUM
Raptors Strike Force A
Assault Squad
Veteran Sergeant Igis with purity seals

9 Space Marines with bolt ist
ols, cl
melta bombs and jump pagks g e

They deploy onto the table using the Deep Strike special rules.
Reserves — Raptors Strike Force (o}
Thunderhawk Gunship
with - i
turbo-laser and carrying the following squads. Once the

Thunderhawk has de, i
ployed the infantry it
It cannot return to the table for subseg{uart:ta :t;)arg:rrir?;e st

actical Squad

Ssrggam with boltgun
Spgge’Manne Wwith missile launcher

Marine with plasma gun

Marines with boltguns, demolition charges

Wwith boltguns

krak grenades

apons, frag grenades,

ASSAULT ON MISSILE SILO ‘DECIM

1 Space Marine with multi-melta
2 Space Marines with boltguns

All have frag grenades
Devastator Demi-Squad

1 Space Marine with heavy bolter
1 Space Marine with lascannon
3 Space Marines with boltguns

All have frag grenades

PLANETARY DEFENCE FO
The silo security platoon deplo!

Guardsmen.

Security Platoon
Command Section

Squad
Squad
Squad
Squad
All have frag grenades

Lt+4 men

10 men
10 men
10 men
10 men

Gun Emplacement with battle cannon

Gun Emplacement with twin-linked heavy bolters

Hydra Flak Emplacement

Front Armour

Flak emplacement 11
Type: Immobile
Crew: (3) Imperial Guard

Weapons: 2 x twin-linked, long-barrelled autocannons on

Options: None

[

R
ved anywhere on gh

Side Armour

racking the [
and had arrive

This battle bet
their offensive
the advance i
pefore using !
difficult for Im
|mperium’s sl
never stand

counter-attac

The Wargam

This game st
basically opel
table, 2' from
buildings, mi
square area.

Tau forces ¢
Pathfinder te
Imperial force
table edge.

All Tau and |
stated, incluc
game lasts
Objective:

The side
winner.

emplacements, a second security platoon and minefi




ITau and Imperial reinforcements e

RIO 4
40,000

 light, the Tallarn 17th Regiment began a
At the command of their ofﬂth:rgs the rgnae':\e:glsea?;g!:,c& across jtg
oles and trenches, whilst tanks reversed from thelr sor eir quickly
their engines and began to grind slowly forwards, Bahin: ‘:ﬁ holes,
opened fire, hitting pre-selqcted targets al| along the fr em the
ts three armoured companies formed the cutting e, ont. The
with squadrons of Leman Russes and Vanquishers rumbﬁ‘ e of the
sands. Lacking Chimeras the advance would be at Walk;:\% apcarg:s

lay, as the combined force of 1st Armoureq com ’
Infantry moved along across the open desert they engcij‘gtet? Qn‘és AL
ter Cadre Shi'Eldi. These were the rapid response forces, whi rf?]!t;nts
to intercept the tank. A force of Hammerheads and Fire Wérriorg ad
ing the Imperial forces movement through Pathfinder observer were

d arrived in the vicinity of Tungusta Station only minutes beforeteams.

battle became typical of Tau actions all along the Imperium: i
offensive towards Tarokeen. Rapid, hard-hitting coSnter-r:ﬂsa:ﬁ:rs?:IErqg
ance and draining the Imperial Guard of men and fighting machineg
e using their mobility to withdraw into the desert ang disperse, making it
it for Imperial artillery to react in time or find concentrated ta'rgets T%\e
rium’s slow advance along a wide front would continue, but thé Tau
r stand and hold the ground. Tungusta Station is not the only Tau
ter-attack in the first days of the advance, but it was the hardest fought.

e Wargame

game should be played along the length of a 6’ x 4’ taple. The terrain is
cally open desert, with a few rocky outcrops for cover. In the centre of the
2' from the northern table edge is Tungusta Station, a collection of
ngs, mining equipment and debris occupying approximately an 18”
are area. There should be shell craters scattered about the table.

forces can deploy up to 24” from their table edge, except for the
finder team which can deploy in cover anywhere on the table. The

ial forces move onto the table on turn 1, measuring from the southern
e edge.

1 their table edge on the turn
, including aircraft. The Imperia yer takes the first turn. The

e lasts 8 turns.

ves

Side in possession of Tungusta

€ the end of the game is the
er.

use this scenario as the basis of other Tau counler-a:atﬁgibr?)y
the terrain slightly (remembering it is always open desel it allowing
g slight changes to the force lists. You could even replay i

Pick their armies from the Codex army lists!

NGOUNTER AT TUNGUSTA STATION

Leman Rugs

dozerblage. With hull-mounted lascannon,

smoke launchers,
18t Platoon, 2nq jng
Command Section
Squad**

Squad

Squad

Squad

antry Company , 17th a|
Lt*+4 men
10 men
10 men
10 men
10 men

llarn Regiment
Missile launcher, medi-pack
Melta gun, sniper rifle
Grenade Incher, sniper rifle
Grenade Incher, sniper rifle
Melta gun, sniper rifle
Plasma gun, sniper rifle

Guardsman equipped with a Vox-caster.
Lieutenant Kayir is armed with a laspistol and power sword.
Led by Veteran Sergeant with lasgun and melita bombs.

Reinforcements — arriving on Turn 3
Elements of B Squadron, 1st Armoured Company
Leman Russ with hull-mounted heavy bolter, smoke I
A launchers,
guards, hunter-killer missile, i
Reinforcements — arriving on Turn 4
3rd Storm Trooper Squad, 2356th Company
Squad 10 men Melta gun, grenade launcher

in a Chimera with multi-laser, searchlight, smoke launcher, pintle-mounted
heavy stubber.

Reinforcements - arriving Turn 7
Thunderbolt fighter with 4 bombs, ejector seat, armoured cockpit.

TAU FORCES
Hunter Cadre EI'Shi’Eldi
Hammerhead Gunship with railgun, smart missiles system, multi-
tracker, blacksun filter, fletchette discharger.
Sky Ray with disruption pod, decoy launchers.

Pathfinder Team

Team 4 Shas'la pulse carbines, Markerlights.

Reinforcements — arriving on Turn 2 : :
Commander Shas’el Shi’Eldi in XV84 Crisis battlesuit, fusion blaster,
missile pod, multi-tracker, target lock, Markerlight.

Bodyguard o :
Shas'vre Crisis battlesuit, twin-linked missile pods, shield generator,

hard-wired target lock.
Shas'vre Crisis battlesuit, twin-linked burst cannons, target lock,

hard-wired multi-tracker.
Team is bonded.
Fire Warriors

Team
in a Devil

12 Shas'la pulse rifles

fish with flechette discharger, 2 seeker missiles.
pulse rifles
2 seeker missiles.

s led by a Shas'u vllth‘a :

Team 12 Shas'la
in a Devilfish with decoy launchers,

All have photon and EMP grenades. Each team &
Markerlight.

arriving on Turn 6
i in-li cannons,
ip with twin-linked plasma
r‘tfa'r‘n‘,,multi-tracker. blacksun filter, target

Reinforcments —
Hammerhead G
a smart missile sys!

Barracuda with decoy launchers.




RIO 5
T':::r;m T:nnm Atmoured regiment launched ta m:;ck"l:’)"gv:’rlmn' rtga l;}f:‘z
N . o sauaul F".I'I':gyt;%gﬂl:gw't: armoured Infantry
f?n':l’zl.l:r'v:..'ulmgﬂng {10'.11.11.; :urlgl Ing barrage of artillary fire.
e o Aaran arley ’53,“"'3251%'37,."ﬁ,ivfa';’f’"'?ﬂﬁ",li Lfili“"."r:d
a second assaull, with ard company laking the laag;rgﬂz(rj Ln[}cz:ﬁamgda r?ggor 'o s:

Hing a foothold Inside the mine. 8
;:lcrf; mﬂfn"«za ’gm evacuated thelr survivors via Orca dropship. After a

hard day of fighting the Tau had inflicted heavy losses on the Tallarn infantry,
but left many of their own dead behind,

The Wargame o i
This game should be played across a 6' x 4' table. The terrain is open desert,
with g fow soattered rocky outcrops for cover. In the centre of the Tau table
adge there is a large mining complex, complete with buildings, equipment,
quarry eliffs, rocks, spoil heaps eto. This counts as an area of ruin/rubble.

Tau forces may be placed anywhere In their half of the table, including in the
mine. Tau forces deploy first.

Imparial forces enter from their table edge when they have the initiative.
The game lasts 8 turns.

Objectives

The Imperial forces must capture the mining complex by clearing it of Tau
forces. The Tau must inflict as much damage as they can, then escape off the
board. If both tank companies have moved off the table edge then this must
be via Orca dropship (there is no other escape). If the tanks have not
completed the encirclement then it can also be on the ground, by moving off
their table edge. The victor should be Judged by comparing how many Tau
escaped verses how many Imperial forces were lost,

Special Rules
Encireling Attack

Both the Tallam tank companies have orders to encircle the minin
complex,
1o cut it off from reinforcements. Their orders are not to become ig:wolvepd in
the fight to clear the mine. To represent this, the Tank companies must exit
g;e‘g:ueﬁagle' tladge4alt'l1he e;ﬂ polnts marked on the map. If they fail to do this
o turn 4, then the Tau automatically win th
can easlly escape to fight another day. 2 e tey

T
R,

Exit

o

THE BATTLE OF GIADAMA

FOHCE!
2nd Armoured Company, drd
CHa
16t Squadron
2nd Squadron
ard Squadron

ath Armoured Company, ard Tallary

CHQ 1 Leman H
18t Squadron 3 Leman Ry
2nd Squadron 3 Leman R
ard Squadron 3 Leman Ruge !
2nd Infantry Company, 3rd Tallarn Armoy ' ; th
cHQ Command Unit. b2
1st Platoon 8 Infantry units 2
2nd Platoon 8 Infantry units 1o
3rd Platoon 8 Infantry units M:
4th Platoon 8 Infantry unitg ://‘
5th Platoon 4 Fire Support yj ﬁ
Artillery Battery fo
3 Basilisks L
Reinforcements - arriving on turn 5 8
3rd Infantry Company, 3rd Tallarn Armoured ﬁ
CHQ Command Unit
1st Platoon 8 Infantry units
2nd Platoon 8 Infantry units
3rd Platoon 8 Infantry units
4th Platoon 8 Infantry units
5th Platoon 4 Fire Support units i
Flak 1 Hydra e
Ro
TAU FORCES -
Hunter Cadr L
Crisis Battle 1 Commander, 3 Batt ;2;
Pathfinders 6 Pathfinders uns, n
Fire Warriors 6 Fire Warrior units s
2 Gun Drone units Ob
Fire Warriors Cadre 6 Fire Warrior units TT;::
2 Gun Drone units
Fire Warriors Cadre 6 Fire Warrior uni o
2 Gun Drone units Use
Fire Warriors Cadre 6 Fire Warrior un - ge“r:
The

Gun Drone Contingent

2 Broadside Battl

1 Commander
12 Human auxilia

Broadside Contingent

Human Auxiliary Contingent

Reinforcements
Air Caste Formations — arriving on turn 4
2 Barracudas
2 Barracudas
4 Orca Dropships




e Battie the their favoy

2 .mmp'efm';:;';',‘%.vy ircraft whilst still on th

0 0o alreayinitrated he Impeial Guard romy as. Ope
o8 eir mission Was 1o find and report the location of fmpg.nS s
pights and facilities. They were under strict orders not to engage the o Upply
Mrt?: ocate potential targets for other strike forces, : nemy,

ling Stealth team reported the location of a f
en ‘aKgier!r!imms pgonded quickly. A forward airbase was a mggf‘,?'r?éﬂ
Shas fnere d an elite strike force. His plan was simple angd very dangerourgell'
He ?n night-time raid a single Orca lqadeq With troops would fly oy, :\'/ )
adar sgen and pass directly over the air strip. The Fire Warrior teams anedr
the deu ort would jump out aqd, under the covering fire of drones ang Crisi
their S uli’;; attack the aircraft with EMP grenades, The Shas'el woyiq lead thﬁ
ba“'eks \-anwhile, the Orca would circle round ang return to Jang directly on
attack e | Once the aircraft where destroyed and the Orca was landed; the
the alS v uld fall back to the Orca gnd make a rapid escape, Covered E)y a
“?a:" of arracudas scrambled to intercept any Imperial PUrSUit. Surprige
fiig ldb n their side, but once the airbase realised it Was under attack they
on,d 1 pond quickly and in force. He warned all his Shas'la that the
VE‘;‘:W f survival were low. They would be dgep in enemy territory and,
chould /thing go wrong, cut-gff. He felt the 9ains would be worth itin the
> ng rur | was a risk worth taking for the Greater Goog

The Wargame
The game should be played on a 6’ x 4’ table. Position the terrain, including
the grounded aircraft, as shown on the map. Deploy the Imperial forces as
follows.

The Security Platoon Command section and Sentine| Powerlifter starts
the game in or next to the command post,

Small sy
"ating opjy gy

The 1st security squad start the game in the sandbag bunker by the gate
along with the turret emplacement.

The Trojan starts the game parked next to the fuel tank.

The Tau player takes the first turn, v ‘& Orca automatically arriving over
the table. All Tau forces deploy from rca.

Reserves table. Roll an additional
enter the table, as shown on the

Roll for Imperial reserves using the
D6 to determine which point each ¢
map.

There is no turn limit to this scenaric. 2 game last until all the aircraft ?r:e
destroyed, until the Tau forces have & c,apeq the table in their Orca, or the
Tau or Imperial player has no forces left fighting.

Itis dark, The Night Fight rules apply throughout this scenario.

Objectives : -

The Tau forces must destroy all the aircraft and escape in their Orca.
€ Imperial forces must prevent this.

Notes

Use this scenario as the basis for other Tau surprise raids. 'I;f:(z %_T;:g;'

Buard force shoylq be limited to security forces, and equipment In a artllery:

Sentinel powerifis ete, ot their front line equipment like tar;ké jn darde
€ Tau wil| only use light mobile forces, like Pathfinders an

FORCES OF THE IMPERIUM
Security Platoon
MMand Section Lt*+4 men
15 Squag 10 men

Al Squads carry frag grenades. Each squad has 1 Guardsman e

cl
8 Vox- aster. *The Lieutenant is armed with a laspistol and
pon,

Medi-pack

her, sniper rifle :
Grenade launcl quipped with
lose combat

Senting| Powerlifter
TYdfa Platform in 5 sandbagged position.
Urreg Emplacernent with multi-laser and searchlight. o
’’ i .
Trojan ith search; ght, rough terrain modification (dozerbla

2x M'"Oﬂold:. Positioned outside the perimeter fence-
veg : :

Ry ; |
o S%Parately for each squad,

o Squadron
lse“ﬁ'\elg i on
% 8 hunter. i)

Squag

4th Secy
Squag

Al SqQuads cq
8 Vox-castgr,

Crisis Battlegyjt Team

Commander gpae; i

L el K’
Smart misgjle System, ha;
Bodyguard

Shas'yrg Crisis battlesyi r
Hardwireq target I:c;s:x&ﬂmu:ﬂ;ﬁgwk
Shas'\{re Crisis battlesyit, plasma ri :
Hardwired target lock and blacksyn, ﬁﬁer

The team js bonded, :

Fire Warrior Teams

Team 8 Shas'la

Team 8 Shas'la half have pulsqriﬁes

half have pulse carbines

half have pulse rifles, :
half have pulse carbines
All 3 teams are bonded. Each team is led by a Shas'ui. All have |
EMP grenades. ;

Team 8 Shas'la

Gun Drone Squadron
8 Gun Drones with twin-linked pulse carbines

Heavy Gun Drone Squadron
3 Heavy Gun Drones with twin-linked burst cannons

Orca Dropship i
with blacksun filter, decoy launchers, disruption pod.




~ Imperial Armour

SCENARIO 7
Warhammer 40,000

The Battie |

Theta-XJ-59 was small supply )

f#g 'ﬁ%ﬁmﬁﬁn to the 17th Tallarn Regl':nsnrta Stall)l;zt:’ 'l:z Strt‘zalgmszgz. u:q \'Aéaesr

s it followed a trail northwards. : )

sagl‘lzlt‘:lsrgﬂrgtecting it, and the timely arrival gf Sentinels to aid the detfinclzkes,
the convoy was overwhelmed and destroyed in detailed. The burnthou ] :

of the Trojans and trailers were left as grim way-mafkprs along the s#p;; (};

route for the next column which past this way. Many similar columns suffer

the same fate.
i i i infiltrati forces used to

This battle is typical of the surprise attacks the infiltrating Tau :

cut Imperial st%%ly lines, a mission that the Stealthsuits teams provgd lhlghly

adept at, especially in night-time raids. For the Tallar_n security units it was

nearly impossible to locate and target the Stealthsuits before they struck.

Small, roving Stealth teams, aided by Pathfinders and drones dropped from

Tigersharks, ambushed supply columns time and again, caysing hgavy loses
in war materiels. Security for the supply columns was continually mcrgasgd,
at a cost in frontline troops, but unreliable supply lines and shrinking
stockpiles eventually made it impossible for Imperial Guard commanders at
the front to plan and execute offensive operations.

column transporting fuel, water

The Wargame

The game should be played along the length of a 6' x 4' board. Deploy the
Imperial forces first. Position the supply column along the track, not further
than half way across the table. The Rough Rider security squads should be
placed in the Imperial player's half of the table, but within 12" of a vehicle.

Deploy the Tau forces anywhere on their side of the table, but not within 12"
of Imperial forces. The Tau take the first turn.

The game lasts 6 turns.

Objectives

The Tau foyces must destroy the Trojans and trailers, the Imperial player must
preyent this, by either defeating the Tau ambushers or escaping with the
Trojans and trailers off the Tau's board edge.

Special Rules
Trailers

Trailers cannot move unless they are being towed by another vehicle. Trailer
may be targeted as a separate vehicle. They have an Armour Value of 10 all
round. Having no crew, they ignore Crew Shaken and Crew Stunned damage
results. An immobilised trailer can no longer move, but its towing vehicle can
g:gr;aéu?llx unhitch and continue to move normally, leaving the trailer to
immobilisesp;eﬁ:ilg:. cover. An Armament Destroyed damage results also

The first time a fuel tanker comes under fire roll to see what it contains.

1-3 Water. A ‘Vehicle Explodes’ or ‘Vehi i i
‘Vehicle Destroyed resuﬁ. ' or ‘Vehicle Annihilated’ result counts as a

x:h'i:;::lb Iz:ter ;;;g f'!:;rlvjrlv;saz!:dcgntent\f, : tanker containing fuel treats all
i ¢ s a ‘Vehicle Explodes’
‘Vehicle Explodes’ results as a ‘Vehicle Annihilatgd' re:uﬁsu". L

AMBUSH OF SUPPLY COLUMN THETA

FORCES OF

Supply Column Theta-XJ-59
1 Trojan towing a flat-bed trailer with roug
blade) g

2 Trojans towing fuel tankers

Rough Rider Squad 1

Squad 5 Rough Riders on horses
One Rough Rider carries a grenade launcher.

Rough Rider Squad 2
Squad 5 Rough Riders on Mukaali las;
The squad includes a Sergeant with close combat
Reinforcements — Arrive on Turn 3. Enteri ;
table edge. Mo ey
Sentinel Patrol
Sentinel with multi-laser, smoke launcher, searef
Sentinel with multi-laser, hunter-killer missile
TAU FORCES
Pathfinder Team
Team 4 Shas'la Pulse carbij
The team includes a Shas'ui. All carry ph
team is bonded. Y P e
Stealthsuit Teams
Team 3 Shas'ui Burst cannon
The team is bonded.

Reinforcements — Arrive on Turn 3. Enterin: o
e g from th (Capt
Pathfinder Tetra Squadron Erar
2 x Tetra speeders :
Gun Drone tez ;
Team ‘rones twin-linked
Notes oS
: Battle
You can re-fi¢ ‘le increasing the size of the
board and mo 5, trailers and more security fol Thet
Fist squads or « 'p to a Leman Russ leading After
should also increzse, but be restricted to Pathfinde zone
Drones, Heavy Gun Drones or strafing aircraft. If th e
should also be longer, as the extra time will be :;fq-s ;
ng

dista}nce‘ As an ambush, the Tau should always ge
the first turn — good luck!




RIO 8
:cm.‘m Gothic

The Battle
Tau fleet announced their presence in the Tarog
attacked and destroyed troop convoy Alpha-four, |y was a :ystom
attack that caught the convoy with little pmtommn, o dan ¢
Brimiock Dragoons, who were trapped in the holds
The attack presaged a series of convoy raids in

of the transpor Vesselg
impenial force's lines of supply.

an :ll(umpmd to cut the

ring the action the Tau fleet destroyed

g all the |y
devastating attack. The Dictator class cruiser Black Dt,;“‘,p,?“"" ships in 4
emp‘mle‘d convoy, but only arrived in time to pick up Slll\/lvo;zd o reach the
The Wargame

o f Battlefleet Gothic should be plave, o R
This game O ® played on a 6 x 4 t=
poard shown on the map. The battle takes place In m(“ :’dllﬂ‘cv Set up the
single gas/dust cloud is the only celestial Phenomena, > ouler reaches, A

nvoy Alpha-four and its escort should be set up with "

2. The opposite edge is the ‘Imperial table edge' of one shor table

from which they must

The entire Tau fleet enter from either of the

long board ed;
ise and therefore get the first turn. ges. The Tau have

su
Sp cial Rules

The Black Duke is racing to aid the convoy. From turn 2 onwards, at |

of turn, roll a dice, on a 6 the Black Duke arrives frorn( the' ;(mpr;j:ﬁ:

tab 3 edge. Should the Black Duke arrive, it is automatically on ‘All Ahead

erigh Eull’ orders on the turn it arrives
e, The Objectives

The Tau player must destroy the Imperial transports before they escape
whilst minimising their own losses. The Imperial convoy must exit via the
Imperium’s table edge with as many ships as possible.

IMPERIAL FLEET

Cerebus — Dauntless class light cruiser
(Captain Nomura — 1 re-roll)

Errant Squadron 1
ETS-1 - Sword class frigate
ETS-2 - Sword class frigat

DESTRUCTION
P Conyo
Y

Scenariog

ALPHAFouR 541998.ma4

Errant Squadron 2
ETS.3
ETS.4 .

Transports

a
Sword ¢l

188 frigate
Sword Clasg frigate

Imperiyg Java
Imperlus Anvil = Armed tran,
Imperlus Gauntlet
Prince Maug

lin Armed transpon

sport
Armed transport
rr;m',‘pmr
Reln!orcemonls

Black Duke Dictator clagg Cruiser
2 TAU FLEET
o'Tar — Protector class warship

5 x Castellan class heaw

Y escorts

SCENARIO 9

Battle Fleet Gothic

The Battle

Aiter a long hunt the A’hro led t: 3| pursuers deep into the Inner flare
Zone before eventually turning In amongst the solar flares and
radiation bursts she stood her best chance in an uneven match. The Ahro
Was out-gunned, but she put up a tremendous fight before being destroyed,
taking the Hammer of Thrace and three escort ships with her.

The A'hro's mission was never intended to be anything more than a diversion,
and in keeping two Imperial capital ships busy she served her purpose well.
Whilst the hunt for a ARho continued, the other Protector led attack groups
could target the supply convoys, the real objective of the Tau fleets incursion
Into the Taros system.

The Wargame

This game should be played across a 6 x 4 table. Set u
on the map. The battle takes place in the flare regiol
affected by a single solar flare and single radiation burs
start of each turn, Scatter four or five gas clouds around
Phenomena,

p the board as shown
n. The table maybe
t, roll for each at the
the table as celestial

is table
The Tau fleet deploys within 30cm of one of the long _table Edgffﬁggﬁposi!e
£dge is now Sunward, The Imperial fleet deploys within SOCEW hind a screen)-
18ble edge. Set-up should be done in secret ( on the map or be :
he first or
Roll 2 D6, the side that rolls highest may choose whether to fakeit
Second turn,

Special Rules

: is the sunward
Yse the Fighting Sunward special rules. The Tau's table edge IS
direction,

Objectives
The Imperial player must destroy the A

imisi losses:
'hro whilst minimising his own

IMPERIAL FLEET

Riﬂ'ﬂ@ous Power - Overlord class battlecruiser
(Fleet Admiraj Kotto - 2 re-rolls)

HUNT FOR THE A’RHO

583998.M41

Hammer of Thrace - Lunar class cruiser

Novem Squadron
NVM-12 - Firestorm class frigate
NVM-22 - Firestorm class frigate
NVM-32 - Firestorm class frigate
NVM-42 - Firestorm class frigate

TAU FLEET
A’Rho — Custodian class carrier
(Tau Kor'O - 1 re-roll)
3 x Warden class carrier escorts

5 x Castellan class heavy escorts




it flar X Corps advance the 17th Tallam regiment was faced
) m&.m I-’l‘:l'nhtl. a barren wildarmnass of steep, craggy

highlands with very few trails or accessible routes for armoured vehicles. The
~ Tau had already occupled this rough terrain with thelr allies, the Kroot.

Kroot warbands ware now hiding (n the high caves and crags, When the
'mm?euw arrived and momglod to climb the slopes the Kroot attacked,
racing down hill in a shrieking horde to fall upon the Guardsmen below. The
unexpected counter-attack caught the lead squads as they struggled up hill.
Many Guardsmen died as the Kroot's wild beasts savaged them, Only heavy
artillery fire prevented a disaster, allowing the Guardsmen fo withdraw to the

safaty of the plains below.

The 17th regiment made four more attempts to climb the slopes, and
succeeded at the fifth attempt. Having achieved a foothold, they were then
faced with a rocky wilderness crawling with Kroot Carnivore squads and
echoing to the cries of Kroot Hounds and Knarlocs. Fighting in the Phyyra
Heights would continue between the 17th regiment and the Kroot until the
order to withdraw was given.

The Wargames

This Is a pitched battle, with the Kroot attacking downhill through the rocks.
The only terrain on the table are areas of rocky ground, these should be
scattered liberally across the entire board. Rocky areas count as difficult
ground. There Is no other terrain,

Deploy the Imperial scout force first. The Recon squad and Sentinel
squadron may be placed anywhere in the Imperial player's half of the table,

The Kroot deploy second. Position the entire Kroot force within 6" of their
table edge. This is the Kroot warband emerging from hiding behind the
ridgeline, ready to charge.

The Imperial player takes the first turn, moving the rest of his forces on from
his board edge. Reinforcements enter on from their board edge on the turn
noted in the force lists,

The game lasts 6 turns, after this heavy artillery fires start to fall and both
sides must withdraw.

Special Rules - Rock Slide Trap.

The Kroot have been preparing to defend the high ground for some time and
have booby trapped the slopes with rock slide traps. This is a pre-prepared
avalanche of boulders which tumble down the slope to crush those trying to
climb up.

During the game the Kroot player can attempt to trigger one rock slide trap.
At the start of the enemy turn the Kroot player nominates an enemy squad in
rocky ground, this squad triggers the trap on a roll of 4+,

If the trap is triggered, the unfortunate squad takes 2D6 Str 3 hits from the
rock avalanche, normal Armour Saves are allowed. If the trap is not triggered,
then tr.le Kroot player may try again on another squad next turn. Once the
rock slide trap has been triggered it cannot be used again.

Objectives

This is a pitched battle. The side that has inflicted the most damage wins.

 STORMING THE PHYYRA HEIGH’

FO
Scout Force
Hardened Veterans Recon 8
Squad* 6 veterans

The squad carry frag grenade Krak
with a vox-caster, Y i

‘Led by a Veteran Sergeant ¢
Medallion Crimson, " i

Sentinel Squadron
2 x Sentinels with multi-laser, smoke launcher

Reinforcements ~ Arriving on turn 2
5th Company Command Section

Command Section Cpt* +4 men Melta .
* The Captain has a laspistol, power weapon an
1 Guardsman carries the Company Standard,
Mortar Squad

Fire Support Squad

6 men
6 men
Priest with shotgun, close combat weapon, holy refj

3rd Platoon, 5th Infantry Company, 17th Tallam. -
Command Section Lt*+4 men Missile lagy; ;hfnft
aunch i

Squad 10 men Melta gun, sn table
Squad 10 men Grenade |aun Thes
Squad 10 men Flamer, snij e
Squad 10 men Plasma gun, e
All squads carry frag grenades and krak grena e
1 Guardsman equipped with a vox-caster, :aptu
“The Lieutenant is armed with a laspistol and close cor K:r::
~ Arriving on turn 3 gg::z
OP Team Lt
2 men with lasguns and vox-caster il

B i by the OP team)

urn 5
armoured crew compartment, pintle-
:noke launcher.

KROOT FORCES

Master Shaper
Kroot rifle, frag and krak grenades, hyper-active nym
Accompanied by 2 Kroot Hounds.

3x Kroot Carnivore Squads
Squad 14 Kroot*
6 Kroot Hounds
1 Krootox
* each squad includes a Shaper with frag and krak gr

Knarloc Riders Herd
Squad 6 Knarloc Riders

Goaded Great Knarloc Herd

2x Squads 1 Goaded Great Knarloc
8 Goads 5

The 2 Great Knarlocs and their Goads operate |

1 Knarloc herd includes a Shaper with frag ané

1 x mounted Great Knarloc
with a Kroot bolt thrower and explosive bol




E w“‘f = the objective against counter-attack.
‘mgghwmm%ﬁoﬂ 1 was so hea;
pumping station was mostly destroyed in the battie, ;yn;nng g"ﬂnse that the
 The Wargames A
| oy this game on a 6’ x 4’ table. A Iargg build in the cent
s the pumping station. Opposite it shouid e e ¢ 12U table
cvays. large storage tanks and other industrial scenery. - PiPelines,
barrels, girders and stacks of crates, ¥ Including fots of
the defender’s garrison first within 12” of the;
n €ir tabl
ﬂes can be ;Josmoned anywhere on the table. 123drgefﬁfme i
nto the board from the Tau table edge on the turn given ir? rtcr:‘en:ents
e force
perium’'s forces take the first turn and ¢
cements arrive on the tum given. The Elysi
sing the Deep Strike special rules.
me lasts 7 tums.
3l Rules
nding orders are to avoid ive collateral d )
mperial Commanders need to use the hydro- -
captured. and cannot therefore afford to destroy it in t
damage to the facility must be kept to a minimum.
Keep 2 track of how many times the Imperial forces fire i
K i : weapo
Strength of 5 or more gnd miss. If this happens more than 20 ?irr?ess\?gtrt1h2
game then the pumping station and surrounding workings have taken
excessive collateral damage — more than can be quickly repaired, and the
¥ Imperial side looses the battle even if they capture the pumping sta,tion.
Objectives

* The side in possession of the pumping station at the end of the game wins.

nter from their tabl
I e ed
fan squads all drop onto 312

processor after it is
he process. Collateral

s batte is typical of those fought b i & of Elysian Drop Troops,
y the first wav
by the human auxiliary garrison forces, Kroot and workers mulrga?(-’r\c/::
replay this mission several times, adjusting the terrain anks full of
y for other objectives. Other special rules might mclude'tanou i
5er0us chemicals which could rupture or explode. If ¥

omunda terrain, then here is the place to use it!

10 men
2%

fuel tanks

Reinforcemem.a ~ Arriy|
3rd Company Comma
?ommand Section g
Captain Malik carries
Anti-Tank Squad 6 men
Commissar Graal with lasgun, refracto,

1st Platoon, 3rg Infantry Company
Command Section Lt*+4 men :
Squad**
Squad**

Squad 10 men
Squad
10 men Plasma
gun, demo charge
.:\Il squads have frag and krak grenades and a vox-caster.
"L\tl Rawne carrying a laspistol, meita bombs and a surveyor.
‘eteran Sergeant carrying a lasgun with auxiliary krak grenade launcher.

3 Missile Launchers
r field

23rd Elysian Drop Troops Regiment
Flamer, medi-pacik
Melta gun, demo charge
Grenade Incher. demo charge
Flamer, demo charge

10 men
10 men

— Arriving on Turn 5
Off-table Artillery Strike
Mortar battery strike 3 x Mortars

The barrage can be spotted for by ei i
y either an Elysian Officer, Vi
or Commissar Graal. : e

TAU FORCES
Initial Garrison

Human Auxilaries Teams
Team 10 men
Team 10 men lasguns

Team 10 men lasguns

* All have frag grenades. Each team leader has a puise rifle.

lasguns

3 x Drone Sentry Turrets
1 has twin-linked burst cannons. 1 has twin-linked missile pads. 1 has twin-
inked plasma rifles. All have a shield generator and a disruption pod.

Workers Militia

Team 10 men various pistols (count as laspistols)

various close combat weapons
ers who have armed themselves to help defend their

re just worki
iihcsaare | dard Guardsmen’s stats, but have no armour.

plant. They have stan
Reinforcements — Arriving on Turn 3

Kroot Carnivore Squad

10 Kroot*
S 1 Krootox
* includes a Shaper with a Kroot rifle.

Kroot Camivore Squad
Squad 10 Kroot®

Kroot rifles
Kroot gun

Kroot rifles

_ Arriving in Turn 4

Gun drones

7 Gun Drones nked pulse carbines

with twin-l

Gun drones

7 Gun Drones with twin-linked pulse carbines

_ Arriving on Turn 5




20-PLA
OUTHERN PERIM

plant saw the Elysians
the Tau's swift attack.
e arrival of the second lift to

attack hard. After an initial aerial
under the cover of their Manta, and
their cover in bitter fighting.

terrain is the hydro-processing plant, so

il e?:nem pipe works, storage tanks etc. After
‘also destroyed vehicles scattered about, even a
The Tau's board edge is the perimeter fence of the

Mrs first, anywhere in their half of the table. They
W (2 or 3) hastily constructed sandbagged positions for

the first turn and enter from their table edge in the order
i arrive on the turn given in the force lists. The Elysgn
of the second lift all drop onto the table using the Deep Strike special
The game lasts 7 tums.

-table Manta Fire. The Tau attack is supported by a Manta flying
erhead strafing the entire area with fire. The Elysian’s have no response to
s lethal rain. At the start of each Tau tumn roll for off-table Manta support.

- 1-2 No fire this turn

- 31 Burst cannon turret
4 2 Burst cannon turrets
51 lon cannon

: 6 1 Railgun

: ~ The shots maybe targeted at any enemy unit on the table.
~ Mid-air Casualties

o] The Elysians of the second lift came under heavy fire as they fell towards the

- hydro-plant. To simulate the effects of massed Tau AA fire as they deep strike

~ ontothe board, each Elysian Infantry squad and Sentinel is attacked by a D6-

1 pulse rifle rounds. Roll to hit and wound as for a normal Fire Warrior squad.
Objectives

% TMO is & pitched battle. The side that inflicts the most damage wins.

Initial Defenders (Casualties have
12th Squad, 709th Storm Trooper
Squad 6 men

Squad has frag and krak grenades.
3rd Platoon, 4th Infantry Com, »
Command Squad  Lt*+3 men PenY >
Squad** 7 men Me
Squad 8 men Gre
All squads have frag and krak grenad :
* Lt Yentz carries a lasgun with auxiliae; krr:](
** Veteran Sergeant carrying a lasgun with auy

Fire Support Squad 6 men

Veteran Squad
Squad

7 men

Special Weapons Squad
Squad 2 men

snipenmy
Tarantula Sentry gun with twin-linked Iascannorﬁ ‘
Reinforcements — Arriving on Turn 2 7

Vulture Gunship with twin-linke
chaff launcher, armoured cockpit.

d lascannons, 2

— Arriving on Turn 3

2nd Platoon, 8th Infantry Company, 23rd Elysian
Command Squad  Lt*+4 men Flamer, meg

Squad** 10 men Melta qun ¢
Squad** 10 men Grenade L
Squad 10 men Flamer, de
Squad 10 men

Plasma gun,

All squads have frag and krak grenades and a vox:

* Lt Garrus has a laspistol and bionics.

** Veteran Sergeant carrying a lasgun with auxiliary ki

Drop Sentinel Squadron

Se 1 heavy bolter, smoke launcher, hunter-

S eavy bolter, smoke launcher.
ulti-melta, smoke launcher.

TAU FORCES
Turn 1
am
8 Shas'la pulse carb
ir vith disruption pod, decoy launchers, 4
Led 1s'ui. All have photon grenades. The

Crisis Battlesuit Team &
Crisis battlesuit with twin-linked burst cannons, target
Crisis battlesuit with fusion gun, flamer, multi-tracker
Crisis battlesuit with twin-linked missile pods, shield
Heavy Gun Drone Squadron

5 Heavy Gun Drones, one has a Markerlight
Hammerhead with railgun and smart missile system

Hammerhead with twin-linked fusion cannons and b

Reinforcements — Arriving on Turn 2
Fire Warrior Teams

Team 10 Shas'la Pulse ddﬂﬂ::@
Team 10 Shas'la Pulse s
Team 10 Shas'la Pulse e
Team 10 Shas'la Pms:am s
All have photon and EMP grenades. Each t
Markerlight.

Broadside Battlesuit Team ‘ ;
Broadside battlesuit, twin-linked plasma fifles; 1@

Broadside battlesuit, smart missile system
Drones.

— Arriving on Turn 3

Gun Drone Squadron
8 Gun Drones with twin-linked pulse



NARIO 13
mmer 40,000
| o Raptors’ spearheaded the breakthroy,
Hiing their_powerful armoured units in g;l‘.lp%o Jra
‘hounds, to smash aside the Tau's blocking Hupey éh o
the day, the two 'forces‘ cla’sr;ied in a long-range, enga adres, ugho,
deserts. With the Imperium's firepower inflicting he, gement i, the o ut
. the armoured formation swept forwards, anqd achieved th Ualties o g _F:n
the loss of the Warhound Titan Advensor Primaris to th € biective, despi:"
~a ralgun armed Tiger Shark designed to kill Titang) ' 12U’ latest weqor
* |n the Space Marines’ wake followed the Chimera-borng j f
| Cadian Regiment. Once Tau resistence hag ccllapswn antry of the 1144,
order to begin their drive north to relieve the Elysian fo they ‘recigveq the
| ydro-plant 23-30. 988 fighting aroung

| The Vargame
| play nis game on a large table (or the floor/ ¢ ;
; . The only terrain on the table are a few area: ;fzrozable/ the larger the

1, bare desert. ky ground. The o

the Imperial forces first, up to 12” from their t
1 forces, up to 12" from their table edge, The "ss;eri:r’gﬁ Next deplo
n. On the turn they arrive, all Reserves move on fromptz)«;ierr;akets e
Wn table
ame lasts until either all the Im

perial forces h #
ith  side has no forces left fighting. ave exited the board, or

Objectives
The Imperial forces must advance as far as they can, exiting via the Tay

board edge if possible. They should aim to get half their f
table edge. The Tau must prevent this. orees off the Tau

Notes

As a powerful Space Marine armoured attack, Supported by Titans, this is a
big wargame, and will require a lot of toy soldiers and a big table. It i’s the sort
of game you can play with multiple commanders on each side, with each
providing some of the forces.

Expanding this (already large), game can be done by adding the Imperial

- Guard forces and a second Warhound. This would be a Chimera-borne
Armoured Fist platoon of the 114th Cadian regiment, maybe accompanied by
two Salamander Scouts, arrive from Reserve, with orders to advance off the
opposite table edge.

: e M"‘m :
thmug,
jio lqhﬂlum

InaLang R
aider v
SMoke fauncerg

Reseryeg

ina :
Land Raider Prometheus with hunter-killer missile smoke

Devastator Squad
gesrgeant with bolter
Pace Marines with lascannon
2 Space Marines with heavy bgn:rs
5 Space Marines with bolters

in a Rhino with extra armour, smoke launchers

Predator Destructor with | armou '
: estru lascannon sponsons, e; ur, Power
Machine Spirit, pintle-mounted storm bopltoer. smokex':uncher T

Predator Destructor with hea
: estruc vy bolter sponsons, extra armour, Power
Machine Spirit, pintle-mounted storm bolter, smoke launcher i

Tecr_ntmarine with bolter, power axe, signum, auspex, servo-arm, 2 technical
servitors -

Whirlwind with vengeance missiles, Power of the Machine Spirit,

Tactical Squad 2
Sergeant with bolter
1 Space Marine with missile launcher
1 Space Marine with flamer
7 Space Marines with boltguns

in a Rhino with smoke launchers

Tactical Squad 3

Sergeant with bolter )

1 Space Marine with missile launcher 5y

3 Space Marines with boltguns ;
in a Razorback with twin-linked lascannons, extra armour,
missile, smoke launchers 3

TAU FORCES
ith rai issile system, target lock
erhead with railgun, smart missi x
i system, 4 Seeker

Hammerhead with missile pods, smart missile

pulse carbines,

Pathfinders
The team is led by

4 Shas'la
am

;?I have photon and EMP grenades.
Reserves

i ulti-tracker
Hammerhead with railgun, burst cannons, M :

Fire Warriors

e 12 Shas'la
in a Devilfish with

flechette discharger,
12 Shas'la
decoy. launchers,

Team ¥
vilfish with
ina0e d EMP grenades. Each (&

All have photon an
Markerlight-

nha Squadron
; lir’?ranha's with burst

Team
dside Battlesult TS it smart
idg “plasma

cannons, 2 Seeker M

roa A
Shas'vie Broa lesuit,




SCENARIO 14
Warhammer 40,000 Kill Team

The Battle
0 D was the 's attempt to end the Taroi Carzgcllgg
, g8 troke.
the Tau supreme commanders in one s
g{mﬁ'n':mab&': location of nga Tau's headquarters (in qt{and%r’ved min;ng
workings close to Tarokeen), Colonel Scheja led a suicidal V:Ism: g
attack. With three squads of Storm Troopers he attacked the headquarte I
auardé the Eversor in time to break-in t;) :r?a uqdqrgnroxgs
) g )
the Ethereal. This part of the missio
headqlia'ne:"and il dgw ;;re Shas'o R'myr was leading the
defence, and survived the attack.
The loss of their Ethereal shocked and saddened the Tau. but it would be the
Emperor's forces who would eventually suffer the Tau's wrath.
The Wargame i :
This game is split into two parts. The first part is B]ue tegms iversionary
attackg, The secgnd part is the Eversor’s attempt to kill Aun'Vre. The first part
of the game will establish how long the Eversor has to complete the second
part of the game.
Play part 1 on a 6' x 4' table, In the centre is a collection of abandongd
buildings and equipment. Deploy the defenders first in a 24" square area in
the centre of the table.
The Imperium forces take the first turn and enter from any table edge.

The attack takes place at night, the Night Fight special rules are used
throughout.
Part one lasts until all Imperial forces or all Tau force have been destroyed.
Keep track of how many turns have passed, as you will need this information
in part two.
Part two last as long as part one. If the Eversor has not killed the Ethereal by
the end of that turn then he looses.
Special Rules

Because this is a surprise attack the Shas'o and his Shas'vre bodyguards
have not had time to don their battlesuits. They have the following
characteristics.

WESPHBE g T w I Ab Ldis Sy

Shas'vre 3 3 3 3 1 3 2 8 4+

Shas'o 4 5 3 3 3 3 4 10 4+
Range Str AP Type Notes

Pulse pistol 12" 5 5 Pistol -

At the end of turn 6 the Valkyries must depart.
Objective

The Imperial forces must kill Shas'o R'myr and the Ethereal Aun'Vre to win
the game. If they kill one it is a draw, if they kill neither it is a loss,

OPERATION DEATHBLOW

Red Team

Eversor Assassin with power sword, ex¢
melta bombs, frag grenades. ’

FORCES
Blue Team
Colonel Scheja ~ Heroic Senjor:
Carapace armour, boltgun, plasma
Crimson. The Colonel is an independent
1st Volunteer Squad, 2378th Storm Tr,
Squad 10 men
in a Valkyrie with a multi-laser, 2 f,
infra-red targeting. uel tan
2nd Volunteer Squad, 2378th Storm T ooper
Squad* 10 men 'p|
* Led by a Veteran Sergeant carrying a bolt p

in a Valkyrie with a multi-laser, 2 fye| tanks This &
red targeting. f
3rd Volunt Si Lo
rd Volunteer Squad, 2378th Storm Trooper abou’,
Squad*® 10 men Flamer !
* Led by a Veteran Sergeant carrying a bojt pim;l Th,c}r :
in a Valkyrie with a lascannon, 2 fue| tanks, e
infra-red targeting. The
sou!
All Storm Trooper squads have frag and krak gre edg’
TAU FORCES ::3:
Shas’o R'myr
1 Shas'o with pulse pistol, photon grenades, Spe |
Hard-wired drone controller and target lock, Low
Note: The Shas'o is not equipped with his Crisis b vehicl
Warrior armour giving him a 4+ save, For characte is thel
Bodyguard Team Strag
2 Shas'vre with pulse carbines, photon renade: Akl
Hard-wired target lock. Team is bonded‘g S comg
Note: The Shas'vre are not equipped with a Crisis b "”Q" "
Warrior armour giving them a 4+ save. For characte ?:r s:
Fire Warrior Security Teams 1
Team 10 Shas'la with pulse ri 2.
Team 10 Shas'la with pulse ri 3.
Team 10 Shas'la with pulse rif 4.
Each team is led by a Shas'ui. Teams are bonded. 5.
Gun Dron «dron &
4 Gun D win-linked pulse carbines. Objec
Gun on The Ir
4 Gur vin-linked pulse carbines. many
destro
3 Droric rets the Im
With a lasma rifles, a missile pod and
Each ha

on pod and shield generator.

PART TWO

The Battle

Red team (the Eversor assassin) has entered the.
cover from Blue team’s diversionary attack. The
through the rooms and corridors, avoiding or
headquarters staff, to find the Tau Ethereal and
The Wargame 7
For this game, use the Kill-Team special rules. This.
(but use the Ethereals normal stat line instead of
40K rulebook).

The table should be an area of corridors and
could use Space Hulk boards or draw the com
of paper. Alternatively, it can be built from cardb
of the command complex should be the control ro

Part two lasts for the same number of tums as
FORCES OF THE IMP!

Kill-Team specialist kit: Backstabber,
TAU

Ethereal Aun'Vre with two close
Brute Squads

6 units of Tau Fire Warriors with
Brute squad specialist kit:




m:tse"f"‘"""t Se

: Commissars are attempting to keer

,:Tcnons as best they can, whils Tal'?.'é‘?g msulg‘i—"""
O nbushes along the route of retreat. As the 4621t :’d Pa e
grate as an effective fighting unit, its fing actions My begins 1o
ing retreats with ad-hoc units, fending off the Prsting T:Ie desperate
s possible can escape. 150 2 many

o et layed along th
me should be played along the length of a ' x 4
is 9% esert, with scattered rocky areas, Destroy“e;a tﬂe'
ment, like Chimeras, Leman Russes and Ty 5

€ ojan
ip! along with the other discarded detritus of bagtle.s ki

» Imperial Guard forces deploy first. They may be
 thern half of the table.

o Ta /s initial forces (the Stealthsuit team) are deployed within 1o~
L :me  table edge. All the Tau reserves move on froxm th:"r:g?tr:ezmoxfamg
edge.

no turn limit to this game, play until all
aped or are destroyed.

bo

placed anywhere in the

the Imperial Guard forces

Rules

Fuel: The Imperial Guard vehicles are very low on fuel. Each time a
yehic! ;ompletes its movement roll a dice; on a 1 it completes the move but
is ther out of fuel. It cannot move for the rest of the game,

straggler Squads: Imgerial Guard Straggler squads are the remnants and
survivors of the regiment, but they are no longer organised as
company/platoon/squads. Before deploying the squad roll 2D6 for the
number of Guardsmen in each squad. Each Guardsman has a lasgun only
and no other equipment. If there are 5 or more squad members, then also roll
for special equipment.

1. Squad includes a flamer

2. Squad includes a melta gun

3. Squad includes a plasma gun

4. Squad includes a sniper Rifle

5. Squad includes a Veteran Sergeant with plasma pistol and sword

6. Squad includes a missile la::~her

he Imperial Guard forces must
many forces as possible. The T:.
estroy as many vehicles as pos

> off the southern board edge with as
| pursue them and kill as many men/
he more men that escape, the better

and figy -

randomly.
= roll fandomly,

~ roll randomly,
Rough Rider Sq
uadron
S Guardsmen With hunting lances, laspistols, on Mukaali,
wing an Earthshaker Platform

Straggler Squad 3
Straggler Squad 4

Trojan to

TAU FORCES

Initial Dep|oym9m

Stealthsuit Team
4 Shas'ui with burst cannons.

Team includes a Shas'vre team leader with a mmm

Reserves — Arriving from the northern board edge.
Pathfinder Team
8 Pathfinders with pulse carbines.

Team includes a Shas'ui team leader. All have photon grenades.
in a Devilfish with decoy launchers, disruption pod. 3

Gun Drone squadron
8 Gun Drones

Piranha Squadron -
2 Piranhas with burst cannons. Each has 2 Seeker missiles.

Fire Warrior Team

12 Shas'la with pulse carbines.
Team includes a Shas'ui team leader. All have photon grenades.
in a Devilfish with multi-tracker. :




Imperial Armour

SCENARIO 16
Epic
The Battle 6
With the Imperial Guard forces in full retreat, and the landing zones swarming
with survivors of the defeated army, all trying to board landing craft and
escape, it fell to the Space Marines of the Raptors Chapter to organise and
defend the perimeter of the landing zones. Their actions were buying time for
the last ships to get away.
Captains Orelius and Kaedes deployed their complete companies into the
defensive positions and stood ready to repel the expected Tau attack.
They did not have long to wait. The Tau launched two attacks against ghe
landing grounds by Manta-borne Hunter Cadres. Shas'o R'myr led thg first
attack personally, seeking revenge for the death of Aun'Vre. After fierce
fighting, the Space Marines repelled both attacks, stopping the Tau and
allowed the last transporters to escape into orbit, before they evacuated
Taros for good.

The Wargame

This game should be played across the width of a 6 x 4’ table. The terrain is
open desert, with the usual scattered rocky areas. The Space Marines deploy
first, place them in their deployment zone, up to 12" on from their board edge.
They may start the game dug-in behind sandbagged positions, vehicles in
tank scrapes etc.

The Tau forces enter from the opposite board edge when they have the
initiative.

Objectives

The Tau forces must break through the Space Marine cordon to overrun the
landing grounds. They have 5 turns to do this. If the Space Marines are still
fighting at the end of turn 5, they win.

EVACUATION

St . o o e e e

rces should remain roughly the same, except the
commander in the second game should be reduced to a Shas'el. &

:\al!t)?;natively You can combine the forces into one large battle on a larger

FORCES OF Ty
RAPTORS SPACE MARINES — 34

Tactical Detachment — g Tactical y
2 ui
with Commander (Captain) upgradenx‘::d Dre

Tactical Detachment - g Tactical ypj with
< Y :
with Commander (Chaplain) upgradzn:nd D 3‘

Devastators Detachment — 4 Devastator units
Assault Detachment - 4 Assault units

Predator Detachment
2 Destructors, 1 Annihilator

Whirlwind Detachment
3 Whirlwinds and 1 Hyperios

Land Raider Detachment
3 Land Raiders

1 Thunderhawk Gunship
with missile upgrade

1 Thunderhawk Gunship
with missile upgrade

Battle Barge in orbit

TAU FORCES
1 Manta
carrying the following units.

Battlesuit Cadre
4 Crisis battlesuit units
1 unit with Shas’o Commander upgrade

Broadside Battlesuit Contingent
2 Broadside battlesuit units

Gun Drone Contingent
4 Gun Drone squadrons

Gun Drone Contingent
Gun Drone squadrons

Narrior Cadre
Varrior units in 3 Devilfish and 1 Sky Ray

a
g
Warrior Cadre
6 Fire Warrior units
2 Crisis Battlesuit teams upgrade

Stealthsuit Contingent
4 Stealthsuit units

Hammerheads
3 Hammerhead Gunships and 1 Sky Ray
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