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The Protectorate of Menoth 
are religious zealots fighting 
to defend their homeland. 
They know not of Sigmar 
and his crusade to retake the 
Realms.  They seek only 
liberation from their 
oppressors, and destruction 
of those who do not accept 
Menoth’s holy light. 
 
At first a trickle, the denizens 
of the Iron Kingdoms are 
becoming aware of the 
Realms around them.  
Ancient Realmgates are 
stirring from their slumber. 
The war machines of 
Chamon have been dragged 
into Sigmar’s war against the 
Gods of Chaos. 
 
This is Steam-powered 
combat in the Age of Sigmar! 

n the edge of Ghur 
and Chamon sit 

the Iron Kingdoms, 
where man and machine 
make war as one. 

O 



Battle Traits 
Armies with the Menoth allegiance have 
the following abilities.  
 
Focus:  Warcasters focus their magical 
abilities into the warjacks in their 
battlegroup to serve as their general and 
facilitator.  While a warjack can operate 
by itself to follow through on simplistic 
commands, it is much more effective in 
the presence of a highly trained 
warcaster. 
 
During your hero phase, remove any 
Focus points from models in your army.  
Then, gain D6 Focus points and distribute 
them among the Warcasters in your 
army, and Warjacks that are within 12” 
of one or more Warcasters from your 
army.   
 
You may spend one of a model’s Focus 
points at any time to re-roll a single roll 
to Hit, Wound, Run, or Save rolled for it. 

   
Martyrdom: The full faith and fury of 
Menoth is fuelled by the blood of martyrs. 
 
Whenever a friendly model is slain, gain a 
Soul token.  During your hero phase 
when you gain Focus points, you may 
spend any number of Soul tokens to gain 
that many additional Focus points. 
 

   
Power Attacks:  Once per turn, during the 
combat phase, a Warjack unit can spend 
one Focus point to gain a Power Attack 
ability from the list below. 
 
Combusion – Choose a Warjack model in 
the unit and roll a dice for each enemy 
model within 3” of it.  If the roll is less 
than the Save characteristic of the model 
being rolled for, the model’s unit suffers a 
mortal wound. 
 
Flurry – After this Warjack unit piles in 
and attacks, choose one model from the 
unit to pile in and attack again. 
 
Slam – If your Warjack charged this turn, 
choose an enemy unit consisting of no 
more than one model and within ½” and 
push it up to 2D6” in a straight line in any 
direction. If the model passes through 
any models during this movement, those 
models each suffers 1 mortal wound.  A 
Warjack cannot Slam a model that has a 
higher Wounds characteristic than itself. 
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Command Traits 
In addition to their command abilities, 
the general of a Menoth army can have a 
command trait from the list below.  Pick 
the trait that best suits your general’s 
personality.  Alternatively, you can roll a 
dice to randomly determine a trait.  If, for 
any reason, you must select a new 
general during a battle, immediately 
generate a trait for them. 
 
D6 Command Trait 
1 Focused Warcaster: Controlling 

Warjacks requires great focus on the 
part of the warcaster. 

 
 Gain 2 additional Focus points during 

your hero phase. 
 
2 Sacred Ward: The general is blessed 

with sacred seals of Menoth, 
protecting them from witchcraft. 
 

 The general cannot be affected by 
enemy spells. 

   
D6 Command Trait 
3 Paragon of Faith: Some of the 

Protectorate’s generals have taken 
their faith to the next level, resting 
even their battlefield strategy on the 
benevolence of Menoth. 
 

 Your general gains the Priest keyword 
and knows one of the Lawgiver’s 
Blessings. 

 
4 Soulstorm: Fervent followers of the 

Lawgiver can channel the wrath of 
martyred souls into a massive storm 
of vengeance. 
 

 During your hero phase, you may 
choose an enemy unit that is within 
3” of the general and spend any 
number of Soul tokens.  Roll a dice for 
each Soul token spent in this way.  
For each 5+, the chosen unit suffers a 
mortal wound. 

    
D6 Command Trait 
5 Martyr: In the Protectorate of 

Menoth, martyrs are revered and 
honored above all others. 
 

 When your general is slain, gain D6 
Soul tokens instead of 1. 

 
6 Oracular Vision: Visions of the future 

are among the many gifts Menoth 
grants to the faithful. 
 

 Once per turn when your general 
would suffer damage from an attack 
they may spend a Focus point to 
negate that damage. 
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Chapter Artefacts 
One Menoth Hero may be given one of 
the following Schismatic Artefacts. 
 
D6 Artefact 
1 Faith’s Fetters: Some heroes of the 

Protectorate wear chains into battle 
to represent their faith. 
 

 Enemy units subtract 1 from the 
Attacks characteristic of their melee 
weapons when attacking the bearer 
(to a minimum of 1). 

 
2 Eternal Flame: The flames this 

general bears have been lit since the 
Menites exile from Cygnar, they 
would sooner die than let it falter. 
 

 When the bearer is slain, leave their 
model on the battlefield.  During the 
battleshock phase, roll a dice.  On a 
roll of 5+, they are returned to life 
with 1 Wound remaining. 

   
D6 Artefact 
3 Book of True Law: The books of true 

law are rare, but very powerful. 
 

 At the start of the battle, roll 3 dice 
and set them aside.  They are True 
Law dice.  While the bearer is on the 
battlefield, after an opponent rolls a 
dice, you may spend one of your True 
Law dice to change the result to the 
result shown on the True Law dice. 

 
4 Crusader Shield: Sometimes, the best 

defense is a good defense. 
 

 Ignore the first wound allocated to 
the bearer in each phase. 

    
D6 Artefact 
5 Emblazoned Pauldrons: These 

massive pauldrons bear the icon of 
Menoth the Lawgiver. 
 

 Add 1 to the bearer’s Wounds 
characteristic. 

 
6 Sigil of the Protectorate: Banners and 

icons of the Protectorate of Menoth 
inspire their warriors to great acts of 
bravery and martyrdom. 
 

 The bearer gains the Totem keyword.  
Menoth units from your army wholly 
within 12” of the bearer add 2 to 
their Bravery characteristic. 
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Lore of the Lawgiver 
Each Menoth Wizard in a Menoth army 
knows one additional spell chosen from 
the Lore of the Lawgiver.  Pick one that 
best matches the background of your 
wizard.  Alternatively, you can roll a dice 
to randomly determine which extra spell 
is known to the wizard. 
 
Note that each Wizard model in an 
Menoth army can know a different spell.  
If you prefer, you can instead generate 
(pick or roll) one spell that will be known 
by all your Menoth Wizards. 
 
D6 Spell 
1 Blazing Effigy 
2 Inviolable Resolve 
3 Lamentation 
4 Molten Metal 
5 Death Sentence 
6 Brand of Heresy 

1 Blazing Effigy 
Blazing Effigy has a casting value of 7.  If 
successfully cast, pick 1 enemy unit 
within 18” of the caster that is visible to 
them.  That unit suffers D3 mortal 
wounds.  Then, each enemy unit that is 
within 3” of the target unit suffers D3 
mortal wounds. 
 

2 Inviolable Resolve 
Inviolable Resolve has a casting value of 
6.  If successfully cast, pick a Menoth unit 
that is wholly within 18” of the caster.  
Until your next hero phase, add 1 to Save 
rolls made for that unit and it cannot be 
forced to move by enemy abilities or 
endless spells. 
 

3 Lamentation 
Lamentation has a casting value of 4.  If 
successfully cast, until your next hero 
phase, enemy Wizards must re-roll 
successful casting rolls while they are 
within 30” of the caster. 
 

4 Molten Metal 
Molten Metal has a casting value of 8.  If 
successfully cast, choose an enemy unit 
within 18”.  Roll a 2D6 and subtract the 
unit’s Save characteristic from the roll 
total.  The unit suffers that many mortal 
wounds. 
 

5 Death Sentence 
Veil of Time has a casting value of 7.  If 
successfully cast, choose an enemy 
model within 18” and roll a dice.  If the 
roll is greater than or equal to the chosen 
model’s remaining wounds, that model is 
slain. 
 

6 Brand of Heresy 
Brand of Heresy has a casting value of 5.  
If successfully cast, choose an enemy unit 
within 18”.  Friendly Menoth units add 1 
to their rolls to Wound against the target 
until your next hero phase. 
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Lore of Menoth 
Each Menoth Priest in a Menoth army 
knows a blessing chosen from the 
Lawgiver’s Blessings.  Pick one that best 
matches the background of your priest.  
Alternatively, you can roll a dice to 
randomly determine which blessing is 
known to the priest. 
 
Note that each Priest model in an 
Menoth army can know a different 
blessing.  If you prefer, you can instead 
generate (pick or roll) one blessing that 
will be known by all your Menoth Priests. 
 
D3 Blessing 
1 Menoth’s Light 
2 Vigilance of the Faithful 
3 Purge the Faithless 

   
Each Menoth Priest can attempt to 
bestow their blessings in each of your 
hero phases in addition to any prayers 
they may know.   
 
To do so, roll a dice, adding 1 if a friendly 
model was slain within 12” of the priest 
during the preceding turn.  If the result is 
a 4 or higher, the prayer is answered and 
its effect takes place.  If the result is an 
unmodified 6, the priest heals D3 wounds 
as well. 

1 Menoth’s Light 
Until your next hero phase, whenever a 
Menoth unit within 12” of this priest 
would be affected by an enemy spell or 
and endless spell, you may roll a dice.  On 
a roll of 3+, the effects of that spell are 
negated. 
 

2 Vigilance of the Faithful 
Until your next hero phase, whenever an 
enemy unit moves or within 12” of this 
priest, you may immediately make a 
normal move with one Menoth unit that 
is wholly within 12” of this priest. 
 

3 Purge the Faithless 
Roll a dice for each enemy model within 
12” of this priest.  For each roll of 6, that 
model’s unit suffers a mortal wound. 
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Keywords     Order, Human, Menoth, Warcaster, Wizard, Hero, Firebrand 

Description 
A Firebrand is a single model.  They 
attack atrange with Scouring Flames, and 
in melee with their Burning Blade. 
 

Abilities 
Ashen Veil: Subtract 1 from Hit rolls 
made against this model during the 
shooting phase. 
 
Scouring Flames:  When you hit with the 
Scouring Flames the target unit suffers D3 
mortal wounds. 

  
Warcaster Armour: Whenever this model 
would suffer a wound or mortal wound, 
roll a dice.  On a roll of 6 or higher, the 
wound is ignored. 
 

Command Ability 
Raging Inferno: You can use this 
command ability in your hero phase.  If 
you do, choose a friendly Menoth unit 
within 12” to be wreathed in holy flame.  
Roll a dice for each enemy model within 
3” of the chosen unit.  For each roll of 6, 
the unit of the model being rolled for 
suffers a mortal wound. 

Magic 
A Firebrand is a Wizard.  It can attempt to 
cast one spell in each of your hero 
phases, and attempt to unbind one spell 
in each enemy hero phase.  They know 
the Arcane Bolt, Mystic Shield, and Ignite 
spells. 
 

Ignite 
Ignite has a casting value of 5.  If it is 
successfully cast, choose a Menoth unit 
from your army within 18” of the caster 
that is visible to them.  Whenever the 
chosen unit makes a wound roll of 6+, 
the target suffers a mortal wound in 
addition to any other damage. 
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Ranged Weapons Range Attacks To Hit To Wound Rend Damage 
Scouring Flames 9” 1 4+ -   -   -   Special   -   -   - 
Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Burning Blade 1” 4 4+ 4+ - 1 

5” 
5 4+ 

8 

Firebrand 



Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Relic Blade 1” 3 3+ 3+ -1 D3 

Spellbreaker Staff 2” 1 3+ 3+ -1 D3 

5” 
5 4+ 

8 

Keywords     Order, Human, Menoth, Warcaster, Wizard, Hero, High Exemplar 

Description 
A High Exemplar is a single model armed 
with either a Relic Blade or Spellbreaker 
Staff. 
 

Abilities 
Relic Blade: Re-roll failed Hit rolls if the 
target is an enemy Hero. 
 
Spellbreaker Staff: A High Exemplar with 
a Spellbreaker Staff can attempt to 
unbind one additional spell during each 
hero phase, can re-roll failed unbinding 
and dispel rolls, and can re-roll failed Hit 
rolls against Wizards. 

  
Warcaster Armour: Whenever this model 
would suffer a wound or mortal wound, 
roll a dice.  On a roll of 6 or higher, the 
wound is ignored. 
 

Command Ability 
Menoth’s Wrath: You can use this 
command ability in your hero phase.  If 
you do, choose an enemy unit within 12” 
to be the target of Menoth’s Wrath. Until 
your next hero phase, add 1 to hit rolls 
made for friendly Menoth units that 
target the unit you picked. 

Magic 
A High Exemplar is a Wizard.  It can 
attempt to cast one spell in each of your 
hero phases, and attempt to unbind one 
spell in each enemy hero phase.  They 
know the Arcane Bolt, Mystic Shield, and 
Retribution spells. 
 

Retribution 
Retribution has a casting value of 6.  If it 
is successfully cast, choose a Menoth 
Warjack from your army within 18” of 
the caster that is visible to them.  
Whenever the chosen unit makes a 
successful Save roll, the attacking model’s 
unit suffers 1 mortal wound. 

High Exemplar 
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Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Chains of Faith 3” 6 3+ 3+ - 1 

Confessor’s Blade 1” 5 3+ 3+ -1 1 
Santified Weapon 1” 3 4+ 3+ - 2 

5” 
6 4+ 
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Keywords     Order, Human, Menoth, Warcaster, Wizard, Hero, Paladin of Menoth 

Description 
A Paladin of Menoth is a single model 
armed with either the Chains of Faith, a 
Confessor’s Blade, a Sanctified Weapon 
and Crusader’s Shield, or a pair of 
Sanctified Weapons. 
 

Abilities 
Paired Sanctified Weapons: A Paladin of 
Menoth bearing a pair of Sanctified 
Weapons can re-roll failed rolls to Hit. 
 
Crusader Shield: Ignore the first wound 
allocated to this unit in each phase if it is 
equipped with Crusader Shields. 

  
Warcaster Armour: Whenever this model 
would suffer a wound or mortal wound, 
roll a dice.  On a roll of 6 or higher, the 
wound is ignored. 
 

Command Ability 
Bastion of Faith: You can use this 
command ability in your hero phase.  If 
you do, choose a friendly Menoth unit 
wholly within 12”.  The chosen unit adds 
1 to its Save rolls until your next hero 
phase.  The same unit cannot benefit 
from this command ability more than 
once per turn. 

Magic 
A Paladin of Menoth is a Wizard.  It can 
attempt to cast one spell in each of your 
hero phases, and attempt to unbind one 
spell in each enemy hero phase.  They 
know the Arcane Bolt, Mystic Shield, and 
Retribution spells. 
 

Rebuke 
Retribution has a casting value of 5.  If it 
is successfully cast, choose an enemy 
Hero within 18”.  The chosen Hero cannot 
use command abilities during their 
controller’s next hero phase. 

Paladin of Menoth 
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Keywords     Order, Human, Menoth, Hero, Priest, Priest of Menoth 

Priest of Menoth 

Description 
A Priest of Menoth is a single model 
equipped with an Eviscerator. 
 

Abilities 
Inspiring Orator: Menoth units wholly 
within 12” of this model may re-roll to 
Save rolls of 1. 
 

   
Prayers to Menoth: During your hero 
phase, a Priest of Menoth may pray to 
their god.  If they do, choose a Menoth 
unit wholly within 12”, select one of the 
following blessings, and roll a dice.  On a 
3 or higher, the prayers are answered. 
 
Aegis of Menoth: Until your next hero 
phase, this unit ignores all effects of 
enemy spells, and of endless spells. 

  
Shield of Flame: Until your next hero 
phase, roll a dice each time the unit 
would suffer a wound or mortal wound 
during the combat phase.  On a 5+, the 
attacking unit suffers a mortal wound. 
 
Lawgiver’s Warding: Enemy units 
subtract 1 from rolls to hit the  unit 
during the shooting phase. 
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Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Battle Staff 1” 1 4+ 3+ -1 2 

6” 
5 6+ 

7 



Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Poleaxe 2” 4 4+ 3+ - 2 

Ornate Blades 1” 4 3+ 3+ -1 2 
Shield Fists 1” 2 3+ 3+ - 3 

5” 
5 4+ 

10 

Keywords     Order, Menoth, Warjack, Devout Warjacks 

Description 
A unit of Devout Warjacks consists of one 
or more models.  Each is equipped with a 
Poleaxe and Crusader Shield. 
 

Dervish Warjacks 
Models in this unit can be Dervishes.  A 
Dervish is equipped with a pair of Ornate 
Blades instead of its other equipment. 
 

Vigilant Warjacks 
Models in this unit can be Vigilants.  A 
Vigilant is equipped with a pair of Shield 
Fists instead of its other equipment. 

Abilities  
Spell Barrier:  When this unit or a friendly 
Menoth unit within 3” would be affected 
by a spell or endless spell, roll a dice.  On 
a 5+, ignore the effects of that spell on 
that unit. 
 
 

  
Crusader Shield: Ignore the first wound 
allocated to a model bearing a Crusader 
Shield or Shield Fists in each phase. 
 
Shield Guard: Units wholly within 3” of 
one or more Devout Warjacks bearing a 
Crusader Shield or Shield Fists count as 
being in cover. 

Devout Warjacks 
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Ranged Weapons Range Attacks To Hit To Wound Rend Damage 
Flamethrower 8” 1 4+ -   -   -   Special   -   -   - 

Skyhammer Rocket 16” 2 3+ 3+ -1 1 
Melee Weapons Range Attacks To Hit To Wound Rend Damage 

War Flail 1” 3 4+ 4+ -1 D3 
Battle Mace 1” 2 3+ 3+ -1 3 

Halberd 2” 3 3+ 3+ - 3 

5” 
5 4+ 

10 

Keywords     Order, Menoth, Warjack, Repenter Warjacks 

Description 
A unit of Repenter Warjacks consists of 
one or more models.  Each is equipped 
with a Flamethrower and War Flail. 
 

Redeemer Warjacks 
Models in this unit can be Redeemers.  A 
Redeemer is equipped with a Skyhammer 
and Battle Mace instead of its other 
equipment. 
 

Revenger Warjacks 
Models in this unit can be Revengers.  A 
Revenger is equipped with a Halberd, 
Crusader Shield, and Arc Node instead of 
its other equipment. 

Abilities  
Flame Thrower:  When you hit with the 
Flame Thrower the target unit suffers D3 
mortal wounds. 
 
War Flail:  Save rolls made for attacks 
with a War Flail cannot be modified or re-
rolled. 
 
Halberd: Add 1 to the Damage 
characteristic of the Halberd if this unit 
charged this turn. 
 
Crusader Shield: Ignore the first wound 
allocated to a model bearing a Crusader 
Shield in each phase. 
 

  
Arc Node: When a Wizard from your 
army casts a spell while within 12” of this 
model, you may measure that spell’s 
range and line of sight as though a 
Revenger were the caster.  If you do, the 
enemy may attempt to unbind the spell if 
their Wizard is within 18” and line of 
sight of either this model or of the 
Wizard casting the spell. 

Repenter Warjacks 
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Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Condemnor 9” 1 4+ -   -   -   Special   -   -   - 

Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Inferno Weapon 1” 4 4+ 3+ -2 3 

Open Fist 1” 3 3+ 3+ 2 
Inferno Fists 1” 7 4+ 4+ -1 3 
Flame Pike 2” 3 3+ 3+ 3 

4” 
8 4+ 

10 

Keywords     Order, Menoth, Warjack, Crusader Warjacks 

Reckoner Warjacks 
Models in this unit can be Reckoners.  A 
Reckoner is equipped with a Condemnor 
and Inferno Weapon instead of its other 
equipment. 
 

Templar Warjacks 
Models in this unit can be Templars.  A 
Templar is equipped with an Inferno 
Weapon and Crusader Shield instead of 
its other equipment. 
 

 

Abilities  

Ashen Veil: Subtract 1 from Hit rolls 
made against this model during the 
shooting phase. 
 

  
Condemnor: When you hit with the 
Condemnor the target unit suffers D6 
mortal wounds. 
 
Crusader Shield: Ignore the first wound 
allocated to a model bearing a Crusader 
Shield in each phase. 
 
Arc Node: When a Wizard from your 
army casts a spell while within 12” of this 
model, you may measure that spell’s 
range and line of sight as though a 
Guardian were the caster.  If you do, the 
enemy may attempt to unbind the spell if 
their Wizard is within 18” and line of 
sight of either this model or of the 
Wizard casting the spell. 

Crusader Warjacks 
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Description 
A unit of Crusader Warjacks consists of 
one or more models each equipped with 
an Inferno Weapon and an Open Fist. 
 

Castigator Warjacks 
Models in this unit can be Castigators.  A 
Castigator is equipped with Inferno Fists 
instead of their its equipment. 
 

Guardian Warjacks 
Models in this unit can be Guardians.  A 
Guardian is equipped with a Inferno 
Weapon, Open Fist, and Arc Node instead 
of its other equipment. 



Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Heavy Crossbow 10” 2 3+ 4+ - 1 
Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Blazing Sword 2” 2 3+ 4+ - 1 

Consecrated Halberds 2” 2 4+ 3+ -1 1 
Sword 1” 1 4+ 4+ - 1 

Keywords     Order, Human, Menoth, Exemplars 

Description 
A unit of Exemplars consists of 5 or more 
models.  The unit can be equipped with 
either Blazing Swords and Crusader 
Shields, Consecrated Halberds, or Heavy 
Crossbows and Swords. 
 

Exemplar Captain 
This unit is led by a Captain.  The Captain 
makes an additional attack with its melee 
weapons. 

Abilities 
Vengeance: When an Exemplar is slain by 
an enemy unit’s ability or attack, this unit 
adds 1 to its rolls to Hit that enemy unit 
for the remainder of the battle. 
 
 

   
Crusader Shield: Ignore the first wound 
allocated to this unit in each phase if it is 
equipped with Crusader Shields. 

Exemplars 
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2 4+ 
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Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Purifier 8” 1 5+ -   -   -   Special   -   -   - 

Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Flame Spear 2” 1 4+ 4+ - 1 

Paired Swords 1” 2 4+ 4+ - 1 
Bayonette 1” 1 5+ 5+ - 1 

Keywords     Order, Human, Menoth, Exemplars 

Description 
A unit of Flameguard consists of 5 or 
more models.  A unit of Flameguard can 
be equipped with either a Flame Spear 
and Crusader Shield, Paired Swords, or a 
Purifier and Bayonette. 
 

Flameguard Captain 
This unit is led by a Captain.  The Captain 
makes an additional attack with its melee 
weapons. 

Abilities 
Purifier: When you hit with an Purifier, 
the target suffers 1 mortal wound. 
 
Flame Spears: For each unmodified roll 
of 6 to hit with Flame Spears, the target 
suffers a mortal wound in addition to any 
other damage. 

   
Crusader Shield: Ignore the first wound 
allocated to this unit in each phase if it is 
equipped with Crusader Shields. 
 

Flameguard 
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1 5+ 
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Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Firebomb 6” 1 4+ 4+ -1 1 

Skyhammer 16” 1 5+ 4+ -2 1 
Melee Weapons Range Attacks To Hit To Wound Rend Damage 

Mace 1” 1 4+ 4+ - 1 
Menite Blade 1” 1 4+ 5+ - 1 

Keywords     Order, Human, Menoth, Zealots 

Description 
A unit of Zealots consists of 5 or more 
models.  The unit is equipped with either 
Firebombs and Maces, or with 
Skyhammer rockets and Menite Blades. 
 

Monolith Bearer 
Models in this unit can be Monolith 
Bearers.  While the unit includes any 
Monolith Bearers, roll a dice whenever 
the unit suffers a wound or mortal 
wound.  On a 6+, the wound is ignored. 

Abilities 
Skyhammer Rockets: This unit’s 
Skyhammers can target enemy units that 
are not visible to the attacking model.  In 
addition, add 1 to hit rolls for attacks 
made with Skyhammers if the target unit 
has 5 or more models. 

Zealots 
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6” 
1 6+ 
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Pitched Battle Profiles 
Menoth 

Menoth Unit Size 
Unit Min Max Points Battlefield Role Notes 
Firebrand 1 1 140 Leader 
High Exemplar 1 1 140 Leader 
Paladin of Menoth 1 1 160 Leader 
Priest of Menoth 1 1 80 Leader 

Devout Warjacks 1 10 70 
Battleline if army has Menoth 

allegiance. 

Repenter Warjacks 1 10 70 
Battleline if army has Menoth 

allegiance. 

Crusader Warjacks 1 5 140 
Battleline if army has Menoth 

allegiance. 
Exemplars 5 10 160 
Flameguard 5 10 60 
Zealots 5 10 40 


