	GAL’LEATH (EXPLORER) CLASS STARSHIP (VASH’YA CONFIGURATION)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 12
	15cm
	45º
	1
	5+ / 4+ Rear
	5

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	45cm
	6
	Left / Front / Right

	Port Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	4 Squadrons
	-

	Starboard Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	4 Squadrons
	-

	Port Gravitic Hook
	-
	Capacity: 1 Orca
	-

	Starboard Gravitic Hook
	-
	Capacity: 1 Orca
	-

	Dorsal Gravitic Hook
	-
	Capacity: 1 Orca
	-


	GAL’LEATH (EXPLORER) CLASS STARSHIP (BOR’KAN CONFIGURATION)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 12
	15cm
	45º
	1
	5+ / 4+ Rear
	5

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	45cm
	6
	Left / Front / Right

	Prow Gravitic Launcher
	Speed: 20-40cm
	8
	Front

	Port Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	2 Squadrons
	-

	Starboard Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	2 Squadrons
	-

	Port Gravitic Hook
	-
	Capacity: 1 Orca
	-

	Starboard Gravitic Hook
	-
	Capacity: 1 Orca
	-

	Dorsal Gravitic Hook
	-
	Capacity: 1 Orca
	-


	IL’FANNOR (MERCHANT) CLASS CRUISER (KE’LSHAN CONFIGURATION)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 4
	15cm
	45º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	45cm
	2
	Left / Front / Right

	Port Railgun Battery
	45cm
	2
	Front / Left

	Starboard Railgun Battery
	45cm
	2
	Front / Right

	Port Gravitic Hook
	-
	Capacity: 1 Orca
	-

	Starboard Gravitic Hook
	-
	Capacity: 1 Orca
	-

	Note: Il’Fannor class ships may increase their hits to 6 for +15pts.  Transport Option: Ke’Lshan configuration Il’Fannor cruisers and Orcas to fill their Gravitic Hooks may be purchased in missions that require Transports.  Each Ke’Lshan Il’Fannor cruisers count as two Transports, or one if crippled.  Up to ½ the Transports in the mission may be Il’Fannor class ships.


	IL’FANNOR (MERCHANT) CLASS CRUISER (DAL’YTH CONFIGURATION)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 4
	15cm
	45º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	45cm
	2
	Left / Front / Right

	Port Railgun Battery
	45cm
	2
	Front / Left

	Starboard Railgun Battery
	45cm
	2
	Front / Right

	Port Ion Cannon
	30cm
	1
	Front / Left

	Starboard Ion Cannon
	30cm
	1
	Front / Right

	Note: Il’Fannor class ships may increase their hits to 6 for +15pts. Dal’Yth configuration Il’Fannor cruisers may not be used as Transports.


	LAR’SHI (HERO) CLASS CRUISER (VASH’YA CONFIGURATION)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 8
	20cm
	45º
	2
	5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gravitic Launcher
	Speed: 20-40 cm
	6
	Front

	Prow Railgun Battery
	45cm
	4
	Left / Front / Right

	Port Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	1 Squadrons
	-

	Starboard Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	1 Squadrons
	-

	Port Ion Cannon
	30cm
	2
	Front / Left

	Starboard Ion Cannon
	30cm
	2
	Front / Right

	Note: Lar’Shi Class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.


	LAR’SHI (HERO) CLASS CRUISER (TOLKU CONFIGURATION)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 8
	20cm
	45º
	2
	5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Gravitic Launcher
	Speed: 20-40 cm
	6
	Front

	Prow Railgun Battery
	45cm
	4
	Left / Front / Right

	Port Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	1 Squadrons
	-

	Starboard Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	1 Squadrons
	-

	Port Railgun Battery
	45cm
	4
	Front / Left

	Starboard Railgun Battery
	45cm
	4
	Front / Right

	Note: Lar’Shi Class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.


	KIR’QATH (DEFENDER) CLASS STARSHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	20cm
	45º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	30cm
	3
	Left / Front / Right

	Prow Gravitic Launcher
	Speed: 20-40 cm
	2
	Front


	SKETHER’QAN (MESSENGER) CLASS STARSHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	25cm
	90º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	30cm
	1
	Left / Front / Right

	Note: Skether’Qan class starships can be deployed alone.  All Skether’Qan ships are equipped with Tracking Systems.


	KASS’L (ORCA) CLASS GUNSHIP

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	20cm
	90º
	1
	5+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	30cm
	2
	Left / Front / Right

	Prow Ion Cannon
	30cm
	1
	Front

	Note: Orcas are purchased for the Gravitic Hooks of a parent vessel.  Orcas have the same Leadership as their parent vessel and form a squadron.  They may only squadron with more Orcas if the parent vessel of those Orcas is squadroned with their own parent vessel.


	TAU ORBITAL CORE MODULE  or NICASSAR RIG CORE MODULE

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 4
	0cm
	-
	1
	5+
	2

	Note: Core Modules gain weaponry or abilities from added modules.  Core Modules may have no more than 4 added modules


	KROOT WARSPHERE

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 10
	10cm
	Special
	2
	5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Weapons Battery
	30cm
	12
	All Around


Kroot Warsphere Special Rules
1. Kroot Warspheres have a Boarding Value of twice their remaining hits.

2. Kroot Warspheres contribute 3 assault points/turn for each turn it is landed on a planet.  It does not contribute assault points for being within 30cm of a planet.  It may not take off again once it has landed.  Landed Warspheres count as disengaged, not destroyed.
3. Kroot Warspheres may not use Come To A New Heading or Burn Retros Special Orders.  They move 10cm straight ahead each turn.  They are not slowed by Blast Markers or effects.  They automatically pass checks to use All Ahead Full.  When they use All Ahead Full, they move 10cm straight ahead and then 2D6cm in any direction after that. If they move 10cm or more during this extra movement, that is their new heading.  If not, they continue to move in the original direction next turn.

4. Warspheres within a gravity well may make free turns like an ordinary ship and enter low orbit.
5. When a Warsphere suffers a critical hit, it simply suffers an extra point of damage.

6. When a Warsphere is reduced to 0 damage, do not roll on the Catastrophic Damage table.  Replace the Warsphere with four blast markers.
7. Warspheres may reduce HP to a minimum of 6 or gain HP to a maximum of 16 in multiples of 2.  Add 20pts to the Warsphere’s cost for every 2HP added, or subtract 20pts for every 2HP lost.  Add or subtract the same amount gained or lost to the Warsphere’s batteries.
8. Warspheres 10HP or greater may add +1 shield for +10pts.

9. Warspheres 10HP or greater may add +1 turret for +10pts.

10. Warspheres 10HP or greater may increase the range of their batteries to 45cm for +25pts.
	DEMIURG “STRONGHOLD” COMMERCE VESSEL

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 10
	15cm
	45º
	4
	6+ Front  / 5+
	4

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Weapons Battery
	30cm
	12
	Left

	Port Lance Battery
	60cm
	3
	Left

	Starboard Weapons Battery
	30cm
	12
	Right

	Starboard Lance Battery
	60cm
	3
	Right

	Prow Weapons Battery
	45cm
	14
	Front

	Prow Cutting Beam
	15cm
	Special (max 8)
	Front

	Dorsal Torpedo Silos
	30cm
	6
	All Around

	Dorsal Launch Bays
	Fighters: 30cm

Bombers: 20cm

Assault Boats: 30cm
	3 Squadrons
	-

	Note: Demiurg Stronghold class ships are heavily automated and count their starting leadership as 10.  They suffer -1 leadership for each hit lost to a minimum of 5. Bridge Smashed results caused an extra point of damage instead of the normal effect.  Stronghold class vessels are worth 350 victory points normally, but in all Demiurg fleets fighting Orks, they are worth 400 victory points.  Stronghold class vessels cannot use Come To A New Heading Special Orders.


	DEMIURG “BASTION” COMMERCE VESSEL

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 8
	20cm
	45º
	2
	6+ Front  / 5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Weapons Battery
	30cm
	6
	Left

	Port Lance Battery
	60cm
	2
	Left

	Starboard Weapons Battery
	30cm
	6
	Right

	Starboard Lance Battery
	60cm
	2
	Right

	Prow Weapons Battery
	45cm
	8
	Front

	Prow Cutting Beam
	15cm
	Special (max 8)
	Front

	Dorsal Launch Bays

Torpedo Capability
	Fighters: 30cm

Bombers: 20cm

Assault Boats: 30cm

Torpedoes: 30cm
	3 Squadrons

4
	-

All Around

	Note: Demiurg Bastion class ships are heavily automated and count their starting leadership as 9.  They suffer -1 leadership for each hit lost to a minimum of 5. Bridge Smashed results caused an extra point of damage instead of the normal effect.  Bastion class vessels are worth 255 victory points normally, but in all Demiurg fleets fighting Orks, they are worth 300 victory points.  Bastion class vessels cannot use Come To A New Heading Special Orders.  If reloaded, the Launch Bays may fire Torpedoes or launch attack craft, but not both in the same turn.


Demiurg Special Rules

Blast Markers

Demiurg ships are not slowed by blast markers.  Demiurg ships remove any blast markers they move over and any in base contact at the beginning of the movement phase.  Keep track of how many Blast Markers have been absorbed this way for each ship each turn.  Demiurg ships cannot choose to not remove Blast Markers they move over.
Celestial Phenomena

Demiurg ships ignore Solar Flares, Gas and Dust Clouds, and Radiation Bursts.  Do not place Blast Markers in base contact with them for any Celestial Phenomena of any kind.  
Deployment and Scenarios
Any fleet except Orks, Tyranids, or Necrons may use Demiurg Bastion class ships.  They count as Cruisers, but do not count towards the minimum purchases to add larger ships, etc.  Demiurg Ships that are not in Tau fleets may not be squadroned with non-Demiurg ships, carry Fleet Commanders, or use Fleet Commander re-rolls.
Mercenaries
Unless the fleet is composed entirely of Demiurg ships, they will not continue to fight if crippled.  Crippled ships will attempt to disengage every turn, and run for the nearest board edge if they fail.  However, if the opponents are Orks, they will not attempt to disengage unless reduced to 2 or less damage points.
Cutting Beam

The Cutting Beam counts as a single lance.  However, each Blast Marker picked up by the ship adds +1 to the strength of this, to a maximum of 8.  Demiurg ships lose their accumulated Blast Markers each end phase, and cannot save them.  Demiurg Cutting Beams may double their range to 30cm, but they halve their weapons strength rounding DOWN.
Launch Bays

Some Demiurg ships have Launch Bays that are modified to fire Torpedoes.  As long as the ship has had its ordnance reloaded, these bays may fire either Torpedoes or launch Attack Craft, but not both in the same turn.  Demiurg ships may only do this if the torpedoes are listed in the profile as being part of the launch bay (such as in the Bastion Commerce Vessel).

Pure Demiurg Fleets

You may take a fleet of only Demiurg vessels at the points indicated in the Tau Kor’Vattra list.  You may take one Stronghold for every two Bastions, and there are no limits to how many Bastions you can take.  You may also take Kroot Warspheres.  In addition, you may take ONE squadron of up to six escorts from the Imperial Navy, Chaos, or Tau lists for every full 1000pts of Demiurg ships.  For more options, see the Demiurg and Kroot Xenos Fleet List.
Tau Kor’Vattra Fleet List

0-1 FLEET COMMANDER

You may include a Fleet Commander.  If the fleet is more than 750pts, it MUST include a Fleet Commander


Tau Kor’el (Ld 8) 
50pts


Tau Kor’O (Ld 9)
80pts

Tau Fleet Commanders have one re-roll.  You may purchase an Ethereal, who provides additional re-rolls.


Aun’el (one extra re-roll)
25pts


Aun’O (two extra re-rolls)
75pts

BATTLESHIPS

You may take any number of Explorer Class Starships in your fleet.  If your fleet is worth more than 750 pts it must include at least one Explorer Class Starship.


Explorer Class Starship
230pts

CRUISERS

You may include any number of Merchant Class Starships.  You may include one Hero Class Starship for every Merchant or Explorer Class Starship.  All variants of a class cost the same amount of points.


Hero Class Starship
180pts 
Merchant Class Starship
105pts
ESCORTS

You may include one Messenger Class Starship for every 500pts.  You may include as many Defender Class Starships as you wish.  You may only include as many Orca Gunships as there are Gravitic Hooks in the fleet.


Messenger Class Starship
50pts


Defender Class Starship
45pts


Orca Gunship
25pts

ORDNANCE
Ships with Launch Bays are armed with Barracuda fighters and Manta Bombers.  Ships with Gravitic Launchers are armed with Tau Missiles.

SQUADRONS

Defenders form squadrons of 2-6, and may be combined with Messengers.  Messengers may fight as single ships, if you wish.  Orcas may not be combined with any other escort.  All Orcas from a parent ship fight as one squadron, and have the same leadership as their parent ship.  If parent ships are squadroned together, they may combine their Orcas, but the size of the Orca squadron may not exceed 6. 

ALLIES

You may include one Kroot Warshpere if the fleet is 1500pts, or two if it is larger than that.


Kroot Warsphere
145pts

You may include one Demiurg ship for every three Tau capital ships in the fleet.


Stronghold Commerce Vessel
350pts


Bastion Commerce Vessel
255pts

You may have Nicassar Dhows instead of Orcas.  They use gravitic hooks like Orcas, and may not be squadroned with Orcas or any other escort.  Ships may have Orcas or Dhows, but not both.


Nicassar Dhow
45pts

Tau Special Rules

1. Ion Cannons function as Lances

2. Railgun Batteries function as Weapons Batteries

3. Manta Bombers are well shielded.  Manta Bombers follow the rules for Resilient Ordnance.  Although Mantas sometimes carry troops, they may not board enemy ships and never count as Assault Boats.

4.  Gravitic Launchers function as Torpedo Launchers, and fire Tau Missiles.  Tau Missiles can turn up to 45º at the start of each of their movements, except the turn they were fired.  Tau Missiles can move as little as 20cm or as much as 40cm in the Ordnance phase.  Roll a die for each point of strength at the start of the Ordnance Phase.  For each 1, remove 1 point of Tau missiles.
5. Gravitic Hooks are used to transport Orcas, Wardens, and Nicassar Dhows.  They have no game effect, other than to limit the number of Orcas, Wardens, or Dhows as seen in the Fleet List.  They are unimportant when calculating victory points.

6. Deflectors are energy fields that increase the front armour of a ship to 6+.  They do not count as shields for any purposes such as boarding, Blast Markers, or any other effect.  They are disabled if the Prow Armament is damaged, reducing front armour to 5+.

7. Any Tau vessels within 10cm of a friendly ship with Tracking Systems may re-roll misses when using turrets, and ignores the column shift for ranges larger than 30cm.  Tracking Systems continue to function even is a ship is under Brace for Impact Special Orders.

8. Tau Ships may not conduct Teleport Attacks.

9. Tau Ships halve their boarding value.

10. Unless otherwise noted, Tau Ships follow all rules from the Battlefleet Gothic main rulebook, such as the Critical Hit table, the Catastrophic Damage table, and rolling for leadership.
11. During a campaign, Tau use Imperial or Chaos refits and crew skills.  Any not applicable result may be re-rolled.
Tau Orbitals
Tau Orbitals consist of a Core Module plus one to four additional modules.  Tau use these Orbitals for planetary defence; they may not use the normal defences list.   They follow all normal rules for defences.  Orbitals may be deployed anywhere within the Tau deployment area.  If an Orbital suffers an Orbit Lost critical hit, then it takes another damage instead unless it is in the gravity well of a planet.  Orcas bought from Orbitals are Leadership 7.
Waystations: Tau Orbitals with only one added module are called Waystations.  Waystations have Tracking Systems for free, and may be used in ANY scenario in which the Tau are defenders.

Nicassar Rigs: A core module with only 1-4 security modules armed with Grav-Hooks may be a Nicassar Rig.  Nicassar Rigs allow the purchase of Nicassar Dhows for +45pts per Dhow.  This is the only way Orbitals may take Dhows; all others allow Orcas only.  Nicassar Rigs may be used in ANY scenarion in which Tau are defenders.  Dhows bought from rigs are Leadership 8.
CORE MODULE
A Core Module may have up to four additional modules.  These modules are treated as one model.


Core Module
20pts
SECURITY MODULES

Each Security Module adds +1 to the turret value of the Orbital, in addition to the weapon system specified.


Launch Bay
+10pts

Launches 1 squadron of Mantas or Barracudas

Gravitic Hook
+5pts

Allows the purchase of one Orca for +25pts

Railgun Battery
+15pts

Strength 3 Range 45cm Fire Arc All Around

Ion Cannon Turret
+15pts
Strength 1 Range 30cm Fire Arc All Around
OTHER MODULES


Manufacturing and Research Module
+10pts

+1 Shield, and the Orbital has a Tracking System

Habitat Module
+5pts

+1 Damage Point

	OR’ES EL’LEATH (CUSTODIAN) CLASS BATTLESHIP (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Battleship / 10
	20cm
	45º
	3
	5+
	4

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	45cm
	6
	Front / Left

	Starboard Railgun Battery
	45cm
	6
	Front / Right

	Port Ion Cannon
	45cm
	1
	Front / Left

	Starboard Ion Cannon
	45cm
	1
	Front / Right

	Stern Gravitic Hook
	-
	Capacity: 3 Wardens
	-

	Port Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	3 Squadrons
	-

	Starboard Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	3 Squadrons
	-

	Prow Gravitic Launcher
	Speed: 20-40 cm
	8
	Front

	Note: Cannot use Come to a New Heading.  Gravitic hooks allow the purchase of Wardens only. Or’es El’leath class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.  They also have Tracking Systems that are identical to the systems on Messenger class ships, except have a range of 20cm.


	LAR’SHI’VRE (PROTECTOR) CLASS CRUISER (T’OLKU CONFIGURATION) (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 6
	20cm
	90º
	2
	5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	45cm
	2
	Front / Left

	Starboard Railgun Battery
	45cm
	2
	Front / Right

	Prow Railgun Battery
	45cm
	6
	Front

	Port Ion Cannon
	30cm
	1
	Front / Left

	Starboard Ion Cannon
	30cm
	1
	Front / Right

	Prow Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	1 Squadron
	-

	Prow Gravitic Launcher
	Speed: 20-40 cm
	5
	Front

	Note: Lar’shi’vre class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.  T’olku configuration Lar’shi’vre cruisers must outnumber Vior’la configuration cruisers in a fleet.


	LAR’SHI’VRE (PROTECTOR) CLASS CRUISER (VIOR’LA CONFIGURATION) (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 6
	20cm
	90º
	2
	5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	45cm
	2
	Front / Left

	Starboard Railgun Battery
	45cm
	2
	Front / Right

	Prow Railgun Battery
	45cm
	4
	Front

	Port Ion Cannon
	45cm
	1
	Front

	Starboard Ion Cannon
	45cm
	1
	Front

	Prow Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	1 Squadron
	-

	Prow Gravitic Launcher
	Speed: 20-40 cm
	5
	Front

	Note: Lar’shi’vre class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.  T’olku configuration Lar’shi’vre cruisers must outnumber Vior’la configuration cruisers in a fleet.


	IL’PORRUI (EMISSARY) CLASS CRUISER (DAL’YTH CONFIGURATION) (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 4
	20cm
	90º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	45cm
	4
	Front / Left

	Starboard Railgun Battery
	45cm
	4
	Front / Right

	Port Gravitic Hook
	-
	Capacity: 1 Warden
	-

	Starboard Gravitic Hook
	-
	Capacity: 1 Warden
	-

	Prow Launch Bay
	Barracudas: 25cm
	2 Squadrons
	-

	Note: For +10 points Il’porrui class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.  Gravitic Hooks may only transport Wardens.


	IL’PORRUI (EMISSARY) CLASS CRUISER (BORK’AN CONFIGURATION) (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 4
	20cm
	90º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	45cm
	4
	Front / Left

	Starboard Railgun Battery
	45cm
	4
	Front / Right

	Port Gravitic Hook
	-
	Capacity: 1 Warden
	-

	Starboard Gravitic Hook
	-
	Capacity: 1 Warden
	-

	Prow Gravitic Launcher
	Speed: 20-40 cm
	3
	Front

	Note: For +10 points Il’porrui class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.  Gravitic Hooks may only transport Wardens.


	IL’PORRUI (EMISSARY) CLASS CRUISER (SA’CEA CONFIGURATION) (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 4
	20cm
	90º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	45cm
	3
	Front / Left

	Starboard Railgun Battery
	45cm
	3
	Front / Right

	Port Ion Cannon
	30cm
	1
	Front / Left

	Starboard Ion Cannon
	30cm
	1
	Front / Right

	Prow Gravitic Launcher
	Speed: 20-40 cm
	3
	Front

	Note: For +10 points Il’porrui class ships have Prow Deflectors that increase their front armor to 6+.  This is disabled if the Prow is damaged.  Gravitic Hooks may only transport Wardens.


	KIR’LA (WARDEN) CLASS GUNSHIP (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	25cm
	90º
	1
	5+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	30cm
	2
	Front

	Prow Ion Cannon
	30cm
	1
	Left / Front / Right

	Note: Any Tau fleet may bring Wardens using Gravitic Hooks instead of Orcas.  In this case, all Gravitic Hooks on a ship must carry Wardens.  These Wardens form an independent squadron, and may only squadron with other Wardens or Castellan escorts, not any other types.


	KIR’SHASHVRE (CASTELLAN) CLASS ESCORT (KOR’OR’VESH)

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	25cm
	90º
	1
	5+
	2

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	45cm
	2
	Left / Front / Right

	Prow Gravitic Launcher
	Speed: 20-40 cm
	2
	Front

	Note: May squadron with any Tau escort except Orcas.  However, when with Wardens they may only be with Wardens.


	IL’EMAAR (COURIER) CLASS MERCHANT TRANSPORT

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	20cm
	45º
	1
	5+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Prow Railgun Battery
	45cm
	2
	Left / Front / Right

	Note: -1Ld.  Counts as a Transport for scenario purposes.


	TAU KOR CASTE ORBITAL CITY

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 10
	0cm
	-
	3
	5+
	4

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Railgun Battery
	45cm
	12
	All Around

	Launch Bay
	Barracudas: 25cm

Mantas: 20cm
	4 Squadrons
	-

	Gravitic Hook
	-
	Capacity: 2 Orcas / Wardens
	-

	Note: Kor Caste Orbital Cities have a Tracking System.  Orcas bought for the Orbital City’s Gravitic Hooks have leadership 7 base and cannot be squadroned with other ships.


	TAU SECURITY ORBITAL

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 4
	0cm
	-
	1
	5+
	4

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Railgun Battery
	45cm
	4
	All Around

	Ion Cannon
	30cm
	1
	All Around

	Note: Security Orbitals have a Tracking System.  


	DEMIURG “CITADEL” COMMERCE VESSEL

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Cruiser / 6
	20cm
	45º
	2
	6+ Front  / 5+
	3

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Weapons Battery
	30cm
	6
	Left

	Starboard Weapons Battery
	30cm
	6
	Right

	Prow Weapons Battery
	45cm
	8
	Front

	Prow Cutting Beam
	15cm
	Special (max 8)
	Front

	Dorsal Torpedoes
	Torpedoes: 30cm
	4
	All Around

	Note: Demiurg Citadel class ships are heavily automated and count their starting leadership as 9.  They suffer -1 leadership for each hit lost to a minimum of 5. Bridge Smashed results caused an extra point of damage instead of the normal effect.  Citadel class vessels are worth 185 victory points normally, but in all Demiurg fleets fighting Orks, they are worth 200 victory points.  Citadel class vessels are modeled as Bastion class vessels on large bases.  Citadel class vessels cannot use Come To A New Heading Special Orders.


	NICASSAR CARAVAN

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 8
	10cm
	Special
	4
	5+
	6

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Railgun Battery
	30cm
	10
	All Around

	Gravitic Hook
	-
	Capacity: 4 Attached Dhows
	-

	Note: Nicassar Caravans move 10cm in any direction they wish, no more, no less.  Blast Markers, Celestial Phenomena and being Crippled have no effect on movement.    Cannot use Come to a New Heading, Burn Retros, or All Ahead Full special orders.  +1Leadership.  Nicassar Caravans are Rigs whose Dhows do not separate, and is counted as being one vessel.  If the Caravan takes a Critical Result, it takes one more damage instead.  When the Caravan is destroyed, its Dhows are destroyed too.  Place 4 Blast Markers centered where the Caravan was.


	NICASSAR RIG

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Defence / 4
	0cm
	-
	1
	5+
	6

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Gravitic Hook
	-
	Capacity: 4 Dhows
	-

	Note: Nicassar Rig Gravitic Hooks allow the purchase of Nicassar Dhows ONLY.  During a Campaign, a Tau player may choose whether to deploy a Rig as a Rig or a Caravan, but must pay the appropriate cost in his fleet list.  Once the battle begins, the Rig cannot become a Caravan and vice versa.


	NICASSAR DHOW

	TYPE/HITS
	SPEED
	TURNS
	SHIELDS
	ARMOUR
	TURRETS

	Escort / 1
	20cm
	180º
	2
	5+
	1

	ARMAMENT
	RANGE / SPEED
	FIREPOWER / STRENGTH
	FIRE ARC

	Port Railgun Battery
	30cm
	3
	Left

	Starboard Railgun Battery
	30cm
	3
	Right

	Note: Nicassar Dhow squadrons must be purchased for Gravitic Hooks like an Orca, and have +1 leadership compared to their parent vessel.



Tau Kor’Vattra and Kor’or’vesh Defences

Any Tau fleet may use the following defences in any scenario that allows the purchase of defences.


Tau Kor Caste Orbital City
150pts


Tau Security Orbital
50pts

Tau Kor’or’vesh Commerce Protection Fleet List
0-1 FLEET COMMANDER

You may include a Fleet Commander.  If the fleet is more than 750pts, it MUST include a Fleet Commander.  If the fleet contains a Custodian, a Kor’O must lead it.  If you take Kor’O’Mesme, he must be embarked on a Custodian battleship.

Tau Kor’el (Ld 8) 
50pts


Tau Kor’O (Ld 9)
80pts

Kor’O’Mesme (Ld 9, see sidebar)
110pts
Tau Fleet Commanders have one re-roll.  You may purchase an Ethereal, who provides additional re-rolls. (Kor’O’mesme has an Aun’O included in his points for two re-rolls)

Aun’el (one extra re-roll)
25pts


Aun’O (two extra re-rolls)
75pts
BATTLESHIPS

You may field any number of Explorer Battleships.  You may include one Custodian for every FULL 750pts of Tau vessels.  

Custodian Class Starship
330pts


Explorer Class Starship
230pts
CRUISERS

You may include any number of Merchant, Emissary, or Protector Class Starships.  You may also include one Hero Class for every other type of capital ship in the fleet.  All variants of a class cost the same amount of points.


Protector Class Starship
185pts


Hero Class Starship
180pts


Emissary Class Starship
110pts


Merchant Class Starship
105pts
ESCORTS

You may include one Messenger Class Starship for every 500pts.  You may include as many Defender or Castellan Class Starships as you wish.  You may only include as many Orcas or Wardens as there are Gravitic Hooks in the fleet.


Messenger Class Starship
50pts


Castellan Class Starship
50pts


Defender Class Starship
45pts


Warden Gunship
30pts


Orca Gunship
25pts
ALLIES
You may include one Demiurg ship for every three Tau capital ships in the fleet.  You cannot have more Stronghold than Bastion vessels in the fleet.

Stronghold Commerce Vessel
350pts


Bastion Commerce Vessel
255pts


Citadel Commerce Vessel
185pts 
You may have one Kroot Warsphere for every 750pts or part thereof in the fleet.  Kroot do not count against any Cruiser limit.

0-2 Kroot Warsphere
145pts
You may have Nicassar Dhows instead of Orcas.  They use Gravitic Hooks like Orcas, and may not be squadroned with Orcas or any other escort.  Ships may have Orcas or Dhows, but not both.


Nicassar Caravan
200pts


Nicassar Rig (must purchase 4 Dhows)
40pts


Nicassar Dhow
45pts
Up to one Rogue Trader Cruiser and its attendant escorts may accompany the fleet for every 750pts of Tau ships.  In addition, a single squadron of Xenos Ships may be taken.

Rogue Trader Cruiser
185pts


Endeavor Light Cruiser 
110pts


Xenos Vessel
50pts


Recommissioned Escort
30pts


Iconoclast Destroyer
30pts


Rogue Trader Cargo Vessel
20pts

ORDNANCE

See Tau Kor’vattra Fleet List.
SQUADRONS
See Tau Kor’vattra List.  Wardens follow the same rules as Orcas except that they may squadron with Castellans.
TRANSPORTS

Kor’or’vesh fleets use the Il’emmar Courier as a transport for missions that use transports.  Up to half of them may be replaced by Il’Fannor Merchant class ships, each counting as two transports.  These MUST be the Ke’lshan configuration with Gravitic Hooks and the points for these ships and their Orcas are paid out of the fleet.  Merchants purchased like this count as two transports and provide four assault points, both of which are halved if crippled.

BOARDING

Kor’or’vesh ships do not halve their boarding value during a Boarding Action.

Demiurg and Kroot Xenos Fleet List

Demiurg Fleets have no Fleet Commander.  They have one Re-Roll that can be used by Demiurg ships.  They may purchase extra Re-Rolls.

One extra re-roll
25pts


Two extra re-rolls
75pts
Demiurg ships in this fleet will not automatically try to disengage until they have 2HP or less remaining.  Strongholds are worth 400, Bastions 300, and Citadels 200 victory points.
BATTLESHIPS

You may include one battleship for every two cruisers.

Stronghold Commerce Vessel
350pts

0-12 CRUISERS

Demiurg Commerce Vessels must outnumber all other non-Demiurg cruisers combined.


Bastion Commerce Vessel
255pts


Citadel Commerce Vessel
185pts


Protector Class Starship
185pts


Rogue Trader Cruiser
185pts


Hero Class Starship
180pts


Endeavor Light Cruiser 
110pts


Emissary Class Starship
110pts


Merchant Class Starship
105pts
0-3 KROOT WARSPHERES

You may have one Kroot Warsphere for every 750pts or part thereof in the fleet.  Kroot do not count against any Cruiser limit.

Kroot Warsphere
145pts

ESCORTS

For every three Demiurg ships in the fleet, you may take up to six of the following Tau, Nicassar, or Rogue Trader escorts, which may not mix between races in the same squadron.

Castellan Class Starship
50pts


Defender Class Starship
45pts


Nicassar Dhow
45pts

Warden Gunship
30pts


Orca Gunship
25pts

Xenos Vessel
50pts


Recommissioned Escort
30pts


Iconoclast Destroyer
30pts

ORDNANCE

Demiurg have normal torpedoes, fighters, bombers, and assault boats.  They may have Torpedo Bombers for +10pts per launch bay strength.  See Tau Kor’vattra Fleet List for Tau ordnance.
LEADERSHIP AND ATTACK RATING
Attack rating: 2
Vessels use the leadership of the fleet they came from.  If available, they may take characters and re-rolls from their fleet list.

CAMPAIGNS

Demiurg fleets use the Imperial leadership, skills, and crew refits.
Kor’O Vash’ya Y’eldi Mesme





A Kor’or’vesh fleet may take Kor’O’Mesme as a special character for the points cost listed in the Kor’or’vesh fleet list.  Kor’O’Mesme is accompanied by Ethereal Aun’shear who grants him two re-rolls.  Kor’O’Mesme may not take another Ethereal.  Attack Craft on his ship have the Excellent Pilots skill from the Crew Skill table for no extra points.  His ship may also take the Improved Logic Engines refit from the Ship Refit table for +10pts instead of the +10% cost for refits.  








