[image: image1.png]CODEX



Introduction 
2

Tau Rules of Warfare 
4

Wargear and Technology (Revised) 
5

Tau Armoury 
7

Tau Army List 2.0 
8


Headquarters 
9



Etheral Caste Member
9



Commander
9



Lieutenant
10



Bodyguard Team
10



Shaper Council
11


Elites 
12



Crisis Team
12



Stealth Team
12


Troops 
13



Fire Warrior Team
13



Carnivore Kindred
13


Transports
14



Devilfish APC
14



Angelfish IFV
14


Fast Attack 
15



Pathfinder Team
15



Drone Squadron
15



Kroot Hound Pack
16



Tracker Kindred
16



Vulture Kindred
17


Heavy Support 
18



Broadside Team
18



Harbinger Team
0



Hammerhead Gunship
0



Great Hammerhead Warship
0



Launch Silo
0



Krootox Herd
0

Tau 2.0 Summary 
0

Kauyon Sept Special Characters 
0


Aun’Kauyon 
0


O’Tsor’d 
0


Anghkor Prok
0

Collecting a Tsor’d Sept Army 
0

Tau VDR 2.0
0

Khell’s Konversions – Tau and Kroot 
0

Appendix I – VDR-Legal Vehicles 
0

[image: image28.png]



[image: image2.png]



v0.9.01

Written & designed by;

Khellendros Sennet

(Cam Lobay)

Based off Codex Tau by Andy Chambers, Peter Haines, & Graham McNeill

Based in part off Kroot Mercenaries rules by Andy Chambers & Andy Hoare, WD Issue #265

New vehicles designed using VDR by Jervis Johnson, Chapter Approved 2001, and Tau VDR by Andy Chambers, Peter Haines, & Andy Hoare, WD Issue #271

Internal Artwork 
Cover Art
Stories


Andrei Ushakov
This could be you
Khellendros Sennet


Empty space

Still more empty space


More empty space 
Title Art and Logos
Got a Tau or Kroot



This could be you
Khellendros Sennet
story or fanfic?


Submissions welcome

Submit it and it may


aun_kauyon
Internal Text
be featured in


@hotmail.com
Khellendros Sennet
Codex Kauyon

Games Workshop miniatures designed by:

Tim Adcock, Juan Diaz, Jess Goodwin, Mark Harrison, Trish Morrison, Brian Nelson, Alan Perry, and Michael Perry

Converted miniatures by:

Khellendros Sennet

Miniatures painted by:

Khellendros Sennet

Special thanks to:

TBA

[image: image3.jpg]



PRODUCED BY
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W

elcome to Codex Kauyon, an unofficial expansion and revision for Codex Tau.  Within this book is a revision for most of the rules pertaining to the Tau and Kroot Mercenaries armies for Warhammer 40K.

Codex Kauyon is intended to improve and expand upon the official Codex Tau, not replace it.  Wherever possible, this codex avoids any sort of reprinting of Codex Tau material, and is intentionally designed to require the user to own a copy of the original Codex.  This is in place both for legal reasons, and as well we do not intend for this expansion to ill affect sales of the legitimate Codex.

WHY REVISE CODEX TAU?

Simply put, there are two different Tau in the Warhammer 40K universe.  The first Tau are technological mammoths with mad skills for firearms.  These Tau are rumored to possess unheard of skill with ranged weapons, armour unequaled by any race, and weapons so devastating that even the mighty Imperium fears being on the receiving end.  In exchange for this awesome might, the Tau lack even the most basic skill at hand-to-hand combat, preferring to fall back rather than stand and fight.  This Tau is the fluff Tau, the Tau that exist in stories and White Dwarf articles.

The second type of Tau is vastly different from the fluff Tau.  Their weapons are on an equal or lower level than the Imperium, what little they gain in range, they loose in destructive power.  These second type of Tau also lack the fabled armour of the first bunch, said armour offering weaker protection than suits half their size and with no invulnerable saves.  As a final insult, the second Tau group lacks the ability to use their weapons with the skill that would befit such an advanced race.  Where did the Tau apply their great technology?  Instead of targeting computers, did the commanders opt to provide every Fire Warrior with a cellular phone instead?  Whatever the case may be, it is a sorry thing to see conscripts for imperial militias with skill and training in the use of firearms superior to that of the mighty Tau.  This second group of Tau is sadly the Tau of the army list, the Tau players must use.

The first type of Tau are what we were promised, and the second type are what we received.  The Tau are not a cheap race to collect, and those who have invested money in this army have gotten less than they deserve.  It is for this reasons that we feel a need to bridge the gap between what the Tau are, and what the Tau should have been.  Until such a time that Games Workshop realizes this need, and decides to do something about it, this unofficial Codex is provided to all the loyal Tau players who feel they were sold a lemon.
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USING CODEX KAUYON

As already stated, this Codex is unofficial.  This means you cannot use Codex Kauyon in any Games Workshop stores, nor is it usable in any form of tournament or competition.  Furthermore, it is up to your opponents whether or not you can even use the Codex in home games.  It is strongly recommended that you build your Tau army using the army list in the official Codex Tau, and not the Codex Kauyon army list.  The Kauyon army list was designed so that any Tau force can be played using the Kauyon army list without modification to the miniatures, but for those who like to customize their minis, new and altered units are also available for play.

Although it may seem that Codex Kauyon is not very usable, the intent of making the new army list is the idea of power in numbers.  If enough Tau players insist on using the new army list, it could become more commonplace to use.  With enough player interest, we hope to make our creation the official unofficial Tau list, meaning that outside of tournaments, it would be more widely used than Games Workshop’s official list.  This however is not an attempt to undermine Games Workshop, but simply to correct their errors until they step into fix the problem themselves.  Put another way, this is much like White Dwarf’s optional new rules, lists, and units.  Nobody is forced to use it, but it is there for those who want to.

Das Blank Page

Story goes here…

TAU RULES OF WARFARE

The revised rules, stat,s and technology for the Tau fall under two categories; set and optional.  The set rules are the base rule, which must be used exactly as described in this Codex.  You cannot choose which set rules you wish to use, and which you do not, they are either taken as a whole, or you must use the official Codex Tau rules.  The second category, optional rules, is exactly as it sounds.  Players may pick and choose which optional rules to play with, and may use as many or as few of them as they wish.  Unless marked as optional, consider anything printed as set rules, with the exception of special characters.  For both types of rules, you still require your opponent’s permission to use any of these rules.

SPECIAL RULES

Arial Pickup / Arial Dropoff (Optional)
As stealth suits and drones are equipped with Tau jetpacks, skimmer class transports are able to receive or deploy these units without landing on the ground.  All the normal rules for embarking or disembarking from a vehicle apply, except that as the transport is airborne, enemy units or terrain cannot block any access hatches.  Note that stealth suits can only perform this maneuver on vessels that are allowed to transport such suits.

Hunter’s Path (Fire Warriors and suits only)

The path of a Kauyon warrior is one of discipline and skillful use of tactics.  Unlike their brothers who follow Mont’Ka, the Kauyon are relentless and patient as opposed to spontaneous and aggressive.  Kauyon warriors detest hand-to-hand combat far more than their brethren, and have a rebellious streak of ignoring a commanding officer’s order to assault.  Even in the times where they obey their commanders, they will always move towards the enemy in an organized and disciplined manner.

Any unit in a Kauyon army must pass a leadership test to initiate an assault (charge) against an enemy unit.  If the test fails, they cannot assault that turn, but may move D6” in any direction (half distance for difficult terrain).  If the test is successful they may assault the enemy unit, but they receive no bonus attacks.  Instead, all models in the unit gain +2 initiative for that turn.

This rule does not apply if an Etheral has joined with the unit, assaults are handled in the normal manner with all the bonuses the Etheral confers.

If the unit decides not to make any assault in the assault phase, it may move D6” in the same manner as above.

Mundane Race (Optional)

While it is speculated that the race possesses psionic or telepathic power, no Tau or Etheral has ever been born with psyker abilities.  Further proof of a lack of psyker genes is that the race is completely immune to transmutational psyker powers (such as Gift of Chaos) and mental effect spells (such as Twisting Path).  Any spells of these sorts fail on Tau and their drones.  The Kroot however, are not immune to these forces, and may present a risk when dealing with other races.


Stand Your Ground (Fire Warriors only)

As the Tau are unskilled in close-quarters combat, when they are assaulted it is more common to see them retreat than hold their positions.  On the rare occasion where a squad of Fire Warriors does stand up to their opponents, they still prefer to rely on their firearms instead of their fists.  To represent this, any squad of Fire Warriors who is charged at in the assault phase may stand their ground and fire into the charging unit.  The assault is handled in very much the same manner as a normal assault with the following alterations:

· Every unit in the Fire Warrior squad (even Drones) has their initiative increased to double its normal value.  This increase is only good for the first assault phase, and if the unit ends up locked in a draw, their initiative drops back to normal.

· When performing this maneuver, the Fire Warriors are concentrating on shooting instead of blocking enemy attacks, and so all units in the Fire Warrior squad are hit on a 2+, regardless of weapon skill.  Armour saves are taken as normal.

· Using the new Initiative values, when it becomes turn for a Fire Warrior or Drone to attack, it makes a shooting attack in the same manner as during the Shooting Phase.  The squad counts as moving and so any rapid fire weapons can only shoot once at half of the maximum range, the opponent makes all saves as normal.  Any fire warrior or drone killed before their turn to attack does not successfully shoot, even if they are in base contact with an enemy.  The defending Tau unit is not allowed to make any physical attacks regardless of their attacks characteristic.

If the Fire Warrior squad wins the assault, they may only consolidate, no advances.  If the fight is a draw, the initiative values drop to normal as stated above.  If the squad looses the assault, they must fall back with no morale check taken, after which the fallback is handled in the normal manner.

Strategic Retreat (Optional)

Any Tau unit (no Kroot) may choose to make an immediate fallback after being assaulted, rather than stay and fight.  This maneuver is performed after the assault phase, which means they must win or draw on the first round of assault.  The unit falls back 2D6 and automatically regroups.  If passing through difficult terrain, half the fallback distance.  To perform this maneuver, a leadership test with a –1 penalty must be passed.

WARGEAR AND TECHNOLOGY (Revised)

The following entries on Tau technology and wargear are revisions of existing equipment and rules for the Tau, or all-new creations.  All equipment and rules from pages 16 to 20 of Codex Tau use the official rules in Codex Tau unless there is also an entry for it in Codex Kauyon, in which case Codex Kauyon rules and stats are used.

BATTLESUITS

There are four different types of Tau battlesuits, each with different capabilities, weapon options, and features.  Below is a short summary of the four models.

XV-8 Crisis Suit


S
T
W
Save


+2
+1
+1
2+/6+

Jetpack, 3 weapon or support systems.

XV-15 Stealth Suit


S
T
W
Save


+2
-
-
3+

Jetpack, stealthsuit, burst cannon.

XV-85 Command Suit


S
T
W
Save


+2
+1
+1
2+/6+

Jetpack, 4 weapon or support systems.

XV-88 Broadside Suit


S
T
W
Save


+2
+1
+1
2+/4+

2 weapon systems, 1 support system.

In addition to the stats listed above, all four suits include Improved Sensors and Recoil Absorption, and bestow Improved Characteristics as described on page 16 of Codex Tau.

BATTLESUIT EQUIPMENT

JETPACKS

Any model equipped with a Tau jetpack has the following movement options:

· Move 6” in their movement phase and treat difficult terrain as if using a Jump Pack (see Jump Pack Movement on page 92 of the Warhammer 40K rulebook).

· Move 6” in their movement phase and treat difficult terrain in the same manner as standard infantry (page 44 of the Warhammer 40K rulebook).

· Move 12” in any direction during the assault phase and treat difficult terrain as if using a Jump Pack.  Note: In order to charge an enemy unit, the squad still must pass a leadership test (see Hunter’s Path on page 3).


COMMAND BATTLESUIT WEAPONS & EQUIPMENT

Command Suits must be equipped with a combination of four weapons and support systems.  As with Crisis and Broadside suits, each unit in the team may be armed in a different manner than the others.  Command suits may be equipped with any support system, and may be armed with any of the weapon systems listed below.

· Flamers, burst cannons, plasma rifles, fusion blasters, missile pods, heavy flamers, and smart missile systems.

A suit cannot take two of the same weapon system unless they are a twin-linked pair.  Twin-linked weapons take two hard points, as does a smart missile system.  Neither type of flamer can be twin-linked, nor can a SMS, and a suit can only carry one type of flamer.

BATTLESUIT SUPPORT SYSTEMS

Each support system a suit is equipped with occupies one of the suit’s weapon hard points.  No system may be taken twice.

Shield Generator

Battlesuit shield generators increase the strength and output of the suit’s built in energy shield.

· Crisis and Command Suits increase their invulnerable save to +4

· Broadside Suits increase their invulnerable save to +3

HARD-WIRED SUPPORT SYSTEMS

The miracle of Tau technology lies not in their powerful weaponry or their impressive semi-sentient computer systems.  No, the true wonder of the Tau is their cybernetic system implants.  Complex electronic systems such as a drone controller can be implanted into the body of a Tau warrior in the form of jewelry, or installed into the warrior’s helmet. Implants are permanent and extremely rare; only ranking warriors and specialists are ever considered for implantation.

No model may have more hard-wired systems than stated in their army list entry.  Hard-wired systems cannot duplicate systems the model’s suit is equipped with, and no model can take two of the same hard-wired system.

Shield Generator

Exclusively used by the Etheral caste, these priceless systems convert natural body energy into a power field similar to the shield generators of a battlesuit.  As the Etherals refuse to wear body armor, the Earth Caste scientists developed an alternate form of protection for their revered leaders.  The hard-wired shield generator system bestows a 4+ invulnerable save to the user.

DRONES

The Tau make extensive use of AI-driven technology, drones being the most plentiful example of this.  The Fire Caste has managed to employ large squadrons of such machines, equipping them with weapons and support systems to enhance the effectiveness of infantry teams, battlesuits, and vehicles.

Drones, Objectives, and Victory Points.  All the official Codex Tau rules apply (pg 18) with the following exception; Drone squadrons must be 5 models strong or greater to hold objectives.

Targeting Mixed Units.  All the standard rules from Codex Tau apply (pg 18), with the following exception; Harbinger teams remove the self-sacrifice programming of their drones and as such do not apply for this rule.  Hits may be allocated as the player sees fit.

Controlled Drones.  Drones must maintain unit coherency with the unit their controller is in.  Independent characters with controlled drones count as a unit, but can still join with other units.  If the character with the drone controller is slain, the drones make an immediate fallback in which they cannot regroup.  If a character comes within 2” of the retreating drones and has opening nodes for drones on his drone controller (ie, his original drones were destroyed), the retreating drones can join with the character’s unit.  If no such character comes within 2”, the drones will eventually fall back to the edge of the map and leave the battle.

Drone Classes.  There are four different groups of drones used by the Fire Caste.  The four groups are scout, assault, heavy, and system drones.  Scout and assault drones are used to provide increased firepower to standard infantry teams, while heavy drones are used as fire support.  The fourth type, system drones, provide additional support systems to their controller.  Except for shield drones, system drones are exclusive to battlesuits and vehicles.

Scout Drones


WS
BS
S
T
W
I
A
Ld
Sv

Pulse Drone
2
2
3
3
1
4
1
*
4+

Equipment: Twin-linked pulse carbine.

Scout Drones are the basic offensive drone model; cheap and efficient, but lacking in real power.  Their one prime advantage is that they are able to act independent of a drone controller and form into squadrons.  Scout drones may be fielded as single drones or as pairs, and any drone controller system can handle this class of drone.


Assault Drones
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Flamer Drone
2
2
3
3
1
4
1
*
4+

Equipment: Flamer.
Options: Target Lock (+10pts)

Fusion Drone
2
2
3
3
1
4
1
*
4+

Equipment: Fusion blaster.
Options: Target Lock (+10pts)

Plasma Drone
2
2
3
3
1
4
1
*
4+

Equipment: Plasma rifle.
Options: Target Lock (+10pts)

As the Tau lack the physical strength to carry their specialized weapons into battle, they have developed models of drones to do the carrying for them.  These assault drones work in matched pairs or solo, providing a much needed punch for Tau infantry.   Vehicle controlled Assault Drones have the added feature of adding Target Lock systems to the drone for independent target selection.

Heavy Drones
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Cannon Drone
2
2
3
3
1
4
1
*
4+

Equipment: Burst Cannon.
Options: Twin-link (+10pts)

Missile Drone
2
2
3
3
1
4
1
*
4+

Equipment: Missile Pod.
Options: Twin-link (+10pts)

Inferno Drone
2
2
3
3
1
4
1
*
4+

Equipment: Heavy Flamer.
Options: Markerlight (+10pts)

Heavy Drones are the Tau’s solution to the Adeptus Astartes’ Devastators, and other races’ rough equivalents.  Used largely by the Tau’s Harbinger Teams, these lethal weapons can make short work of both infantry and vehicles.  Like Assault Drones, the weapons used by Heavy Drones are much too bulky or heavy for the Tau to wield, but a Drone handles them with ease.  These very rare drones are only used by the Harbingers and by vehicles.  If controlled by a tank, the drones may be twin-linked or given a Markerlight, depending on the drone model.

System Drones
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Shield Drone
2
2
3
3
1
4
1
*
4+*

Equipment: Shield Generator
*Armour save is invulnerable

Shield Drones are programmed to absorb hits intended for other models in the unit.  They are equipped with a shield generator, which bestows an invulnerable save so they can withstand much more powerful weapons fire.  Shield Drones may be fielded single or as a matched pair, and may be used even if the controlling model is equipped with its own shield generator.
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Tracker Drone
2
2
3
3
1
4
1
*
4+

Equipment: Multi-tracker.

The Tracker Drone is designed to act as a spotter for battlesuit weapon systems.  So long as the drone is functional, the controlling model may fire a second weapon system as if the model was equipped with a multi-tracker.  To make use of the drone’s abilities, the drone must have line-of-sight with the intended target, and the controller must be within firing distance.  All line-of-sight factors are taken from the drone’s point of view, and not the controlling model’s, but there cannot be an obstacle blocking the fire path from the controlling model. Tracker Drones are fielded with Target Lock Drones as a pair (collectively called Targ-Trak Drone Pair), or fielded individually.  You cannot field two Tracker drones for one model, and cannot take a Tracker Drone if the controlling model has a Multi-tracker system.
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Target Lock Drone
2
2
3
3
1
4
1
*
4+

Equipment: Target Lock.

Target Lock Drones function as normal Target Lock systems would for the host controller, granting battlesuits the ability to fire at different targets than the rest of their unit.  To make use of the drone’s abilities, the drone must have line-of-sight with the intended target, and the controller must be within firing distance.  All line-of-sight factors are taken from the drone’s point of view, and not the controlling model’s, but there cannot be an obstacle blocking the fire path from the controlling model.  Target Lock Drones must be fielded as single drones, or as a Targ-Trak Drone pair.  You cannot take this Drone if the controlling model already has a Target Lock.


KROOT WEAPONRY

KROOT GRENADES

The Kroot use a fragmentation grenade of slightly more powerful of a design than other races are known to possess.  On top of the effects of a standard Frag grenade, Kroot grenades have the following ability:

Any assaulting airborne enemy unit, be they winged or using jump packs of any form, must test as if passing through difficult terrain to avoid being ravaged by shrapnel.  Models which fail this test are considered to be killed or incapacitated.

TAU VEHICLE UPGRADES

Landing Gear (Skimmers only)

Most Tau vehicles are equipped with landing struts, which allow the vessel to touch down to load or unload troops, or to take up a stationary position while firing.  To make use of the landing gear, a vehicle may choose to set down at the beginning of its movement phase.  The vehicle cannot move for that turn, or any subsequent turns while it remains on the ground.  At the beginning of the next movement phase, or any movement phase thereafter, the vehicle can lift off and move as normal.  While touched down, the vehicle no longer counts as a skimmer, and is not subject to any skimmer special rules.

Burst Cannon Turret / Heavy Flamer Turret

Vehicles armed with this upgrade may include an extra burst cannon for +10pts, or upgrade further to a heavy flamer for an additional +5pts.
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TAU ARMOURY

Armoury allowances for characters are laid out in the appropriate unit’s Army List entry.  Shas’o Commanders may have up to 60pts worth of equipment, all other models (including vehicles) may have up to 50pts worth.  Note that drones do not count towards the point limit for vehicles, but do count toward the limit for all other models.

HARD-WIRED SUPPORT SYSTEMS


Hard-wired drone controller
2 pts


Hard-wired blacksun filter
3 pts


Hard-wired target lock
7 pts


Hard-wired multi-tracker
10 pts


Hard-wired shield generator
15 pts*



* Etherals Only

DRONES

Must have drone controller to purchase drones.


Scout Drone
10 pts


Assault Drone
18 pts


Heavy Drone
24 pts


Shield Drone (System Drone)
15 pts


Tracker Drone (System Drone)
15 pts*


Target Lock Drone (System Drone)
15 pts*


Targ-Trak Drone Pair (System Drones)
30 pts*



* Crisis, Command, and Broadside Battlesuits only

TAU VEHICLE UPGRADES

Tau vehicles can have additional systems or upgrades as outlined in the vehicle’s Army List entry.  No upgrade may be taken twice, with the exception of the seeker missiles which may be taken four times.


Blacksun Filter
5 pts
Targeting Array
5 pts
Pair of Scout Drones
20 pts


Decoy Launchers
5 pts
Target Lock
5 pts
Pair of Assault Drones
36 pts


Disruption Pod
5 pts
Multi-tracker
10 pts
Pair of Assault Drones w/ Target Lock
56 pts


Flechette Discharger
5 pts
Burst Cannon Turret
10 pts
Pair of Heavy Drones
48 pts


Landing Gear
5 pts
Heavy Flamer Turret
15 pts
Pair of Twin-linked Heavy Drones
68 pts


Sensor Spines
5 pts
Seeker Missile
10 pts each
Pair of Inferno Drones w/ Markerlight
68 pts

ARMY LIST 2.0

HEADQUARTERS

0-1 Etheral (Aun)

Points
WS
BS
S
T
W
I
A
Ld
Sv

Etheral
50
4
3
3
3
2
3
3
10
-
Equipment:  Etherals carry their symbol of office, which are commonly used as close combat weapons (counts as a pair, +1 attack already included in profile), but may instead choose to carry an honor blade at a cost of +10 points.  Etherals may also select equipment from the Tau Armoury, including a maximum of two hard-wired support systems.

Special Rules

Independent Character:  With or without drones, an Etheral counts as an independent character and thus follows the rules for an Independent Character in the Warhammer 40K rulebook.

Inspiring Presence:  See Codex Tau (pg 23)

Price of Failure:  See Codex Tau (pg 23)
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Etherals are the greatest enigma in Tau society.  Although the race as a whole detests physical combat, the Etherals excel at it.  Their lithe form belies a hidden skill and grace that no normal Tau shall ever possess.

0-1 Commander (Shas’o)

Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’o
75
4
5
5
4
4
3
4
10
2+(6+)
Equipment:  A Tau commander never takes to the field without his custom built XV-85 Command Suit.  The commander’s profile includes all the enhancements bestowed by his the XV-85 suit.  The suit must be armed with four hard points worth of weapon or support systems.  A Shas’o may be equipped with a maximum of three hard-wired support systems from the Tau Armoury.

Special Rules

Independent Character:  With or without drones, a commander counts as an independent character and thus follows the rules for an Independent Character in the Warhammer 40K rulebook.  If the commander is given a bodyguard, he is no longer considered an independent character.

Bodyguard:  A commander may be accompanied by a bodyguard consisting of his finest warriors.  The bodyguard and the commander count as a single HQ choice.  The commander’s bodyguards follow the same profile as the Lieutenant’s guard, and are not equipped with the XV-85 model battlesuit.
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Only the most elite members of the Fire Caste ever get the chance to pilot the famed XV-85 suits, those who do are almost as revered as the Etherals.  A Shas’o is a rare sight on any battlefield, and his presence means he has the backing of his entire Sept.

XV-85 Command Battlesuit Hard Point Options

Flamer
+6 pts**
Multi-tracker
+5 pts

Heavy Flamer
+15 pts**
Target Lock
+5 pts

Burst Cannon
+10pts, +15 pts if twin-linked*
Shield Generator
+20 pts

Plasma Rifle
+12 pts, +18 pts if twin-linked*
Scout Drones & Controller
+10 pts/drone*

Fusion Blaster
+12 pts, +18 pts if twin-linked*
Assault Drones & Controller
+18 pts/drone*

Missile Pod
+14 pts, +21 pts if twin-linked*
Heavy Drones & Controller
+24 pts/drone*

Smart Missile System
+18pts*
System Drones & Controller
+15 pts/drone*


*Smart Missile System and twin-linked occupy 2 hard points

*1-2 drones per suit, each pair must be the same type


** Battlesuits can only accommodate one flamer type weapon
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Lieutenant (Shas’el)
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Tau lieutenants, or Knights by their formal title, are the commanding officers for a Tau Hunter Cadre or special ops forces.  Although they lack the XV-85 command suit, they are still a fearsome opponent and not to be taken lightly.  Their determination to rise to the rank of Shas’o makes them very deadly adversaries, and are not to be taken lightly.



Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’el
50
3
4
5
4
3
3
3
9
2+(6+)

Equipment:  Tau Lieutenants, or Knights by their formal title, are the commanding officers of Hunter Cadres and Special Ops forces.  Lieutenants always ride into battle wearing XV-8 Crisis Suits, as there are not enough XV-85 Command Suits available to equip anyone below Shas’o rank.  The suit must be armed with three hard points worth of weapon or support systems, and the lieutenant may select a maximum of two hard-wired support systems from the Tau Armoury.  The above profile includes the enhancements the suit bestows.

Special Rules

Independent Character:  With or without drones, a lieutenant counts as an independent character and thus follows the rules for an Independent Character in the Warhammer 40K rulebook.  If the lieutenant is given a bodyguard, he is no longer considered an independent character.

Bodyguard:  A lieutenant may be accompanied by a bodyguard consisting of his finest warriors (see bodyguard entry below).  The bodyguard and the lieutenant count as a single HQ choice.

Bodyguard Team (Shas’vre)
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Bodyguard teams are a commander or lieutenant’s closest friends and most trusted warriors.  There is no greater honor for a Shas’vre than to serve as a bodyguard.



Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’vre
40
3
3
5
4
2
3
2
8
2+(6+)

Team:  Bodyguard teams consist of 1-2 Shas’vre.  Only one bodyguard team per commander or lieutenant is allowed.

Equipment:  Bodyguards are always equipped with XV-8 Crisis Suits, the above profile already includes the enhancements provided by the suit.  The suits must be armed with three hard points worth of weapon or support systems.  Each model in the team may be equipped with a maximum of one hard-wired support system from the Tau Armoury.

Special Rules

Bonded:  See Codex Tau (pg 23).  The team may or may not carry the bonding knife; if they don’t, a knife design is painted on their suit.

XV-8 Crisis Battlesuit Hard Point Options
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Flamer
+6 pts**
Multi-tracker
+5 pts

Heavy Flamer
+15 pts**
Target Lock
+5 pts

Burst Cannon
+10pts, +15 pts if twin-linked*
Shield Generator
+20 pts

Plasma Rifle
+12 pts, +18 pts if twin-linked*
Scout Drones & Controller
+10 pts/drone*

Fusion Blaster
+12 pts, +18 pts if twin-linked*
Assault Drones & Controller
+18 pts/drone*

Missile Pod
+14 pts, +21 pts if twin-linked*
Heavy Drones & Controller
+24 pts/drone*


*Twin-linked weapons occupy 2 hard points
System Drones & Controller
+15 pts/drone*


** Battlesuits can only accommodate one flamer type weapon

*1-2 drones per suit, each pair must be the same type
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0-1 Shaper Council

Points
WS
BS
S
T
W
I
A
Ld
Sv

Shaper
30
4
3
4
3
3
7
4
9
5+
Kroot Hound
8
4
0
4
3
1
7
2
8
6+
Squad:  A shaper council is formed of between 3 and 5 shapers.
Equipment:  Shapers are armed with Kroot rifles, but may upgrade to pulse rifles or pulse carbines for +5pts.  This upgrade reduces attacks to 3.

Options:  Each shaper may be accompanied by a pair of Kroot Hounds.

Special Rules

Army Unto Themselves:  Shaper councils may only be fielded in armies containing Kroot forces, and must have at minimum ten Kroot carnivores, vulture Kroot, hounds, trackers, or Krootox for every shaper in the council.  This means there must be at least thirty other Kroot in an army to field a shaper council.  Note that models in the council itself do not count towards this minimum value.

Fanatic Zeal:  Any Kroot unit with a model within 6” of the shaper council fights with such fervor that they ignore the pain of otherwise disabling wounds.  Such units gain +1 to their toughness rating, this value does affect their ability to withstand instant death hits.

Evolutionary Adaptation:  If no hounds are in the council and there is at least one vulture Kroot unit in the army, the shaper council may be formed of vulture Kroot shapers.  This adaptation costs +10pts per model and allows the squad to move as if wearing jump packs.  Vulture Kroot do not have to test for accidents for moving through jungles or woods, and may Deep Strike if the mission uses the Deep Strike special rules.
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Shaper councils are key command units when an army fields large amounts of Kroot warriors.  The council acts with the full authority of the tribe’s master shaper, and acts as liaison between the Tau leaders and the Kroot kindreds. Commands are handed down from the commander to the council, and it is the council who decides if such commands are to be followed.
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ELITE

Crisis Battlesuit Team (Shas’ui)
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Crisis Suits are the most common of the Tau battlesuits, and are seen in almost every known Tau engagement.  It is the sheer versatility of such suits make them a high-demand item, but production of these suits is expensive and very time consuming so there are never enough available to outfit more than small strike teams.  If ever there is a time where production of Crisis Suits can meet the military’s demands, the Tau would be the strongest militant force in known space.



Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’ui
30
2
3
5
4
2
2
2
8
2+(6+)
Shas’vre
+10
3
3
5
4
2
3
2
8
2+(6+)
Team:  A crisis team consists of 1-3 Shas’ui.
Equipment:  Crisis teams are equipped with XV-8 Crisis Suits (stats included in profile), and must select three weapons or support systems from the list below.

Character:  One unit in every team may be designated team leader for +5 points, and may further upgrade to Shas’vre for an additional +5 points.  Team leaders and Shas’vre may choose a maximum of one hard-wired support system from the Tau Armoury.

Special Rules

Bonded:  See Codex Tau (pg 24).  The team may or may not carry the bonding knife; if they don’t, a knife design is painted on their suit.

XV-8 Crisis Battlesuit Hard Point Options
Flamer
+6 pts*
Multi-tracker
+5 pts

Heavy Flamer
+15 pts*
Target Lock
+5 pts

Burst Cannon
+10pts, +15 pts if twin-linked**
Shield Generator
+20 pts

Plasma Rifle
+12 pts, +18 pts if twin-linked**
Scout Drones & Controller
+10 pts/drone*

Fusion Blaster
+12 pts, +18 pts if twin-linked**
Assault Drones & Controller
+18 pts/drone*

Missile Pod
+14 pts, +21 pts if twin-linked**
Heavy Drones & Controller
+24 pts/drone*


*Twin-linked weapons occupy 2 hard points 
System Drones & Controller
+15 pts/drone*


**Battlesuits can only accommodate one flamer type weapon

*1-2 drones per suit, each pair must be the same type

Stealth Battlesuit Team (Shas’ui)
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Stealth Suit teams are the “guardian angels” of any Kauyon army.  Independent, stealthy, and lethal; these veteran Tau teams provide ample cover when a hunt goes wrong, and have a knack at being in just the right place to spring a trap on the hunted.  Stealth Suit teams are much more common in Kauyon armies than they are in Mont’ka ones.



Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’ui
30
2
3
4
3
1
2
2
8
3+
Shas’vre
+10
3
3
4
3
1
3
2
8
3+
Team:  A crisis team consists of 1-3 Shas’ui.
Equipment:  Stealth teams are equipped with XV-15 Stealth Suits, which is armed with a burst cannon.  The above profile includes all benefits of the suit.

Character:  One unit in every team may be designated team leader for +5 points, and may further upgrade to Shas’vre for an additional +5 points.  Team leaders and Shas’vre may purchase a markerlight at a cost of +10pts, and a maximum of one hard-wired support system may be chosen from the Tau Armoury.

Transport:  The squad may be mounted in a Devilfish APC for an additional 80pts plus vehicle upgrades.  For squad size limitations, refer to the Devilfish entry on page 12.

Special Rules

Bonded:  See Codex Tau (pg 25).  The team may or may not carry the bonding knife; if they don’t, a knife design is painted on their suit.
Infiltrate:  See Codex Tau (pg 25)

 Stealth Armour:  See Codex Tau (pg 25)

TROOPS

2+ Fire Warrior Team (Shas’la)


Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’la
10
2
3
3
3
1
2
1
7
4+
Shas’ui
+10
2
3
3
3
1
2
2
8
4+
Team:  A crisis team consists of between 6 and 10 Shas’la.
Equipment:  Pulse rifle.

Options:  Up to half the fire warriors may upgrade their pulse rifles to pulse carbines at no point cost.  The whole squad may be given photon grenades at a cost of +1pt per model, and EMP grenades for +3pts per model.

Character:  One Shas’la may be promoted to Shas’ui team leader for +10 points.  Shas’ui team leaders may be given a markerlight for +10pts and may choose a maximum of one hard-wired support system from the Tau Armoury.

Special Rules

Bonded:  See Codex Tau (pg 26)

Transport:  The squad may be mounted in a Devilfish APC for an additional 80pts plus vehicle upgrades.  For squad size limitations, refer to the Devilfish entry on page 12.
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Although not as tough or strong as most races, the Tau make great infantry when armed with their lightweight yet powerful weapons.  What fire warriors lack in fighting skill, they make up twice over in their ability to decimate troops before they ever reach striking distance. 

Kroot Carnivore Kindred


Points
WS
BS
S
T
W
I
A
Ld
Sv

Carnivore
9
4
3
4
3
1
6
2
7/8
-
Shaper
+25
4
3
4
3
3
7
4
7/8
6+
Kindred:  A carnivore kindred consists of 10-20 Kroot.
Equipment:  Kroot rifle.  The +1 attack is already included in the above profile.

Options:  If the kindred has a shaper, they may be given an armor save of 6+ for a cost of 1pt per model.

Character:  One model in the kindred may be upgraded to a shaper for +25pts.  For an additional +5pts, the shaper may exchange his Kroot rifle for a Tau pulse rifle or pulse carbine, but his attacks profile is reduced to 3.

Special Rules

Mercenaries:  The Kroot are an army separate from the Tau, and thus the presence of their own leaders has a positive effect on the unit as a whole.  As such, the leadership value of Kroot forces is increased in the presence of a shaper council.  The normal leadership is 7, but that increases to 8 if a council is in the army.

Eaters of the Dead:  See Codex Tau (pg 27)

Fieldcraft:  See Codex Tau (pg 27)

Infiltrate:  See Codex Tau (pg 27)
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Kroot carnivores are well respected and admired by the Kauyon followers.  Ever since the integration of Kroot into the Tau army, the Kauyon have made extensive use of Kroot as both shock troops and fire support teams.  Unlike in Mont’ka forces, Kauyon Kroot are even encouraged to act as independent scouting units similar to Pathfinders, and are allowed to maintain their own command units in the army.

TRANSPORTS

Devilfish APC
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The Devilfish is the oldest vessel used in the Tau military.  It is a testament to the versatility of the design that almost every ground vehicle the Tau employ is a descendant of this workhorse.  The current production model of the Devilfish is armed with a standard model burst cannon, a much heavier weapon than most APCs employed by other races, and is equally superior in armour protection.


Points
Armour:
Front
Sides
Rear
BS

Devilfish
80
12
11
10
3
Type: Tank, skimmer.
Weapons:  Burst cannon.

Options:  The Devilfish may be given any vehicle upgrades from the Tau Armoury.  The Devilfish may have a drone controller and two scout drones at no cost, but taking this option reduces the carrying capacity (see below).  Upgrading the scout drones to any other allowed type costs full.

Transport:  Devilfish APCs can carry six XV-15 Stealth Suits, or up to twelve fire warriors, pathfinders, or drones.  If the vehicle does not take the drone controller system, the front two drone racks may be used to transport an additional two drones of any type. Devilfish APCs cannot transport crisis, command, or broadside suits.  Stealth suit teams that are given a Devilfish cannot infiltrate as the Devilfish lacks the stealth technology built into the suits.

Access Points:  Rear door and two side hatches.

Fire Points:  The inside of a Devilfish is a pressurized environment.  The troops inside cannot fire from within the vehicle, and drones being transported in the drone rack are powered down while attached.

Angelfish APC
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The Angelfish is a specialized tank designed specifically for pathfinder teams.  There is less wasted interior space as this vehicle no longer seats twelve, increasing internal space for a more powerful engine and more weaponry.  These improvements suit the pathfinders well, as they often need a speedy escape once discovered.


Points
Armour:
Front
Sides
Rear
BS

Devilfish
120
12
11
10
3
Type: Tank, skimmer, fast.
Weapons:  Burst cannon, missile pod.

Options:  The Angelfish may be given any vehicle upgrades from the Tau Armoury.  The Devilfish may have a drone controller and two scout drones at no cost, but taking this option reduces the carrying capacity (see below).  Upgrading the scout drones to any other allowed type costs full.

Transport:  The Angelfish IFV can carry eight pathfinders, fire warriors, or drones, plus up to two drones in the outer drone racks. If the vehicle takes the drone controller system, the front two drone racks cannot be used to transport the squad’s drones.  Angelfish IFVs cannot transport battlesuits.

Access Points:  Rear door and two side hatches.

Fire Points:  The inside of an Angelfish is a pressurized environment.  The troops inside cannot fire from within the vehicle, and drones being transported in the drone rack are powered down while attached.

FAST ATTACK

Pathfinder Team (Shas’la)


Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’la
12
2
3
3
3
1
2
1
7
4+
Shas’ui
+10
2
3
3
3
1
2
2
8
4+
Team:  A crisis team consists of 4-8 pathfinders.
Equipment:  Pulse carbine with markerlight.

Options:  The whole squad may be given photon grenades at a cost of +1pt per model, and EMP grenades for +3pts per model.

Character:  One Shas’la may be promoted to Shas’ui team leader for +10 points.  Shas’ui team leaders may be given a maximum of one hard-wired support system from the Tau Armoury.

Special Rules

Bonded:  See Codex Tau (pg 28)

Forward Scouts:  See Codex Tau (pg 28)

Transport:  Pathfinders must be given a transport vessel, either a Devilfish APC for +80pts, or an Angelfish IFV for +120pts.

Special Rules

Core Unit (Optional):  Kauyon path forces make more extensive use of pathfinders than any other Tau faith.  As such, 0-2 teams of pathfinders may be fielded as Troops choices on the Force Organization chart.
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Pathfinders are the blood and soul of a Kauyon force.  Hunting is their only passion, and they excel at it far past any other.  Their unique ability to get behind enemy lines and tag targets for missile bombardment makes them both feared and respected by all who encounter them, or at least, those few that survive such an encounter.

Drone Squadron


Points
WS
BS
S
T
W
I
A
Ld
Sv

Scout Drone
12
2
2
3
3
1
4
1
7
4+
Cannon Drone
+10
2
2
3
3
1
4
1
7
4+
Plasma Drone
+12
2
2
3
3
1
4
1
7
4+
Fusion Drone
+12
2
2
3
3
1
4
1
7
4+
Flamer Drone
+6
2
2
3
3
1
4
1
7
4+
Squadron:  A drone squadron consists of 4-20 scout drones.
Equipment:  Twin-linked pulse carbine, jet packs.

Options:  For every five drones in the squadron, one drone may be upgraded to an assault drone from the list above.  Equipment for these drones can be found in the Tau Wargear and Technology section on pg 6.

Transport:  Drone squadrons may take a Devilfish APC for +80pts, or an Angelfish IFV for +120pts.  For squad size limitations, refer to the appropriate vehicle entry. 
Special Rules

Independent:  See Codex Tau (pg 28)

Deep Strike:  Tau jet packs allow drones to deep strike as per the rules in the WH40K rulebook.
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As the Tau are not a very populous race, their society makes extensive use of AI driven drones for both civilian and military needs.  The Fire Caste employs one of the largest number of drone units, second only to the Kor’ar’Tol of the Air Caste.

0-2 Kroot Hounds Pack
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Kroot hounds led by carnivores make a formidable defense against enemy assaults.  What cannot be defeated by strength, is usually defeated by sheer numbers.  The Kroot hounds have a violent and feral nature which the Tau loath, but so long as their Kroot handlers keep a tight rein on the hounds, the Tau can overlook their flaws for the Greater Good.



Points
WS
BS
S
T
W
I
A
Ld
Sv

Carnivore
9
4
3
4
3
1
6
2
7/8
-
Shaper
+25
4
3
4
3
3
7
4
7/8
6+

Kroot Hound
8
4
0
4
3
1
7
2
7/8
-
Pack:  A pack consists of 10-20 Kroot carnivores and must have at least half as many hounds as there are carnivores, up to a maximum of two hounds per carnivore.
Equipment:  Carnivores and shapers are armed with Kroot rifles, the +1 attack is already included in the above profile.  Kroot hounds fight with their jagged beak.

Options:  If the kindred has a shaper, the carnivores may be given an armor save of 6+ for a cost of 1pt per model.  Kroot hounds automatically receive this upgrade if the carnivores get it.

Character:  One model in the kindred may be upgraded to a shaper for +25pts.  For an additional +5pts, the shaper may exchange his Kroot rifle for a Tau pulse rifle or pulse carbine, but his attacks profile is reduced to 3.

Special Rules

Mercenaries:  See Kroot Carnivores on pg 11.

Release the Hounds:  See Codex Tau (pg 29)

Eaters of the Dead:  See Codex Tau (pg 27)

Fieldcraft:  See Codex Tau (pg 27)

0-1 Kroot Tracker Kindred
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The Knarloc beast ridden by Kroot trackers is unlike any other cavalry mount.  The Knarloc has the ability to leap over, onto, or around most any obstacle in its path without breaking stride.  Nothing short of a vertical wall or river of lava has been known to stop a Knarloc. 



Points
WS
BS
S
T
W
I
A
Ld
Sv

Tracker
20
4
3
4
3
1
6
2
7/8
6+
Shaper
+25
4
3
4
3
3
7
4
7/8
6+

Kindred:  A tracker kindred consists of 5-10 Kroot trackers.
Equipment:  Kroot rifles.  Attack bonus for this weapon is already in the profile.

Options:  The kindred may replace their Kroot rifles with Kroot hunting rifles or Tau pulse rifles at a cost of +2pts per model, but every model must take the same upgrade or no upgrade.  Changing to hunting rifles or pulse rifles reduces the attacks characteristic by 1.

Character:  One model in the kindred must be upgraded to a shaper for +25pts.  For an additional +5pts, the shaper may add a markerlight to his weapon.

Special Rules

Mercenaries:  See Kroot Carnivores on pg 11.

Surefooted Cavalry:  The Knarloc counts as cavalry as per the rules in the WH40K rulebook, but moves more akin to bikes as they move 12” and assault 6”.  The Knarloc moves with such speed and dexterity that they ignore difficult terrain and do not have to test for acidents.

Expert Trackers:  Kroot trackers are quite skilled in the art of hunting their prey, and their abilities have the same effect as if they had an imperial Auspex.

0-1 Vulture Kroot Kindred


Points
WS
BS
S
T
W
I
A
Ld
Sv

Vulture Kroot
15
4
3
4
3
1
6
2
7/8
6+
Shaper
+25
4
3
4
3
3
7
4
7/8
6+

Kindred:  10-20 Kroot.
Equipment:  Kroot rifles.  Attack bonuses for these weapons are already included in the profile.

Options:  The entire kindred may be given Kroot grenades at a cost of +5pts per model.

Character:  One model in the kindred must be upgraded to a shaper for +25pts.  For an additional +5pts, the shaper may add a markerlight to his weapon.

Special Rules

Mercenaries:  See Kroot Carnivores on pg 11.

Evolutionary Adaptation:  Vulture Kroot evolution has provided this subspecies with functional albeit small leathery wings.  These wings function in much the same way as a jump pack, but do not require the unit to test for accidents in woods or jungle difficult terrain.

Deep Strike:  Vulture Kroot are able to deep strike as per the rules in the WH40K rulebook if the mission allows deep strikes.
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Of all the different subspecies of Kroot that fight for the Tau, the kindreds of vulture Kroot are the only breed to show evolutionary mutation that is not leading to an evolutionary dead end.  Unlike the Kroot hounds, Knarloc, or Krootox, these vulture Kroot maintain all their abilities and self awareness despite taking on animalistic properties.

Space for story on Vulture Kroot, or pictures/artwork.
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