Ministorum Home World Defence Conclave Army list
The Ministorum Army has a Strategy rating of 3. All Sisters formations Inquisitorial Warbands, Titans, Cathedral and Chapels have an initiative of 1. All other formations from the Ministerial support, Arbitors and Imperial Navy have an initiative of 2.

[bookmark: _GoBack]Acts of faith:  Any formation with the Acts of Faith special rule may perform the Acts of Faith test, roll needing a 4+. You get a cumulative bonus to the roll of +1 added if you have one or more Palantine/Cannoness/ Saint Celestine/Priest in the formation, +1 if you suffered unit losses from the beginning of last turn to the start of this turn, +1 if your formation is broken. If successful you may take one of 3 options until your next activation: either Fearless, remove half the BM from your formation plus extras from leaders (a free successful moral check), or a +1 bonus to your CC value for the next engagement.  Formations that are broken and fail to rally at the end or their turn may take faith test immediately, but if successful can only choose the fearless option. All sisters’ formations including vehicles get an invulnerable save as part of their stats due to their Shield of faith ability.

Individuals
Name		 Units									Cost
Cannoness	0 -1 Cannoness Character	and bodyguard			100
Instead of Palantine Character in Celestian Formation
Or
Cardinal	0 – 1 Cardinal Character						100
Instead of Inquisitor Character in Inquisitorial Warband
Or
Saint Celestine 0 -1 Saint Celestine with Geminae bodyguard		100
Instead of Palantine in a Seraphim Choir

Arbitor Sector   0-1 Fortification that cannot be destroyed. Replaces an	50
House		objective in your half. May only be taken if you take
		Formations from Arbitor allies contingent.

Ministorum core formations
Name		 Units			Upgrades					Cost
Mission	8 Battle Sisters	Palantine, Specialists, Hunter, 		270
		+ Transport		Exorcist, Priest
Retribution	6 Retrubutors	Palantine, Hunter, Priest			225
		+ Transport		
Coven		4 Dominions 		Palantine, Hunter, Priest,			200
		+ Transport		
Choir		6 Seraphim		Palantine, Seraphim			250
Repentance	6 Repentia led	Engines, Priest				225
		Mistress character
		+ Transport
Exorcism	5 Exorcist tanks	Exorcists, Hunter				250
Purgation	6 Immolators		Exorcists, Hunter				250
		/repressors with
		Extra armour
Ministorum Support formations take up to 2 per core formation
Name		 Units			Upgrades					Cost
Redemption	10 redemptionists	Engines, 5 civilian vehicles 		200
		+ Priest character,   or 10 additional redemptionists    		+75
0-2 Inquisitorial  8 Inquisitorial	0 -1 Landing Party, Priest, Chimeras	200
Warbands	Storm troopers + 	Landraider, Retinue 
		Inquisitor character
Penitents	5 Penitent Engines	Engines					200
.  	
Adeptus Arbite Support forces. Maximum of 1 per Ministorum formation taken
Name		 Units			Upgrades					Cost
Arbitors *	6 Arbitor Squads	0-1 Judge per army, 3 vehicles chosen	200
		+ 1 Proctor Ch	from Rhinos (free) and/or Repressors (20 ea) 
					Reinforcements, Cyber Mastiff 
Interceptors	6 Arbite Bikers							200 
                     + Proctor                                                        
0-3 Sentry	6 Sentry Guns	Choose from 3 types of weapons		200 
Guns
Interdiction	6 Arbitor Squads	Reinforcements (*formation gets		200
Team	 *	+ 1 Proctor CH	teleport upgrade) or may take 
					Combat air Transport for addition cost
Black Maria	5 Black Marias	0-1 limit (rare tank),				250
		Tanks			may add a Hunter for (50 pts)
Riot Team	6 Shock Teams	3 vehicles chosen from Rhinos (free)	200
		+1 Proctor Ch	and/or Repressors (20 ea)
(*) Note must first purchase an Arbitor Formation or Interdiction team for each other Arbites support formation taken except sentry guns.

Imperial Navy/Spacecraft and War Engines – Maximum of 1/3 of the army list
Name		 		Units							Cost
Cathedral of	Purification	1 x Cathedral war Engine				600
Emperor’s Chapels		2 x Emperor’s Chapels War Engines		350
Lightning Squadron		2 x Lightning fighters				150
Avenger Squadron		2 x Avenger Fighter Bombers			200
Marauder Squadron		2 x Marauder bombers				250
Repentance Class titan	1 x Repentance Class Light assault class Titan	275
Reaver class Titan		1 x Sanctum Class Reaver titan			650
0-1 Spacecraft		1 x Lunar class space craft				150

Upgrades for Ministorum Core Formations (may only be taken once per formation)
Name		Unit								Cost
Palantine	1 Palantine unit replaces an INF unit in the formation	50
Priest		1 Priest Character Upgrade				50
Hunter	1 Hunter AA tank						50
Exorcist	1 – 2 Exorcist Tanks					50 ea
Specialists :  choose an single upgrade from either Celestians, Retributors or Dominions to replace units from the formation.
Celestians	2 Celestians + tpt						25
Retributers	2 Retributors + tpt						25
Domions	2 Dominions + tpt						25
Seraphim	add 2 Seraphim 						75
Engines	add 1 – 3 Penitent Engines				25 ea
Transport	Rhinos							Free
		Repressors							25 ea
		Immolators (Flame, Melta or Heavy Bolter)		25 ea
		May only take enough transport to carry entire 
		Formation, no spare spaces if possible.
Landing	Add 4 Valkyries transports and 2 Vendetta		250
Party		Gunships to formation. Limit 1 per army
Chimeras	May take enough Chimeras to transport the		50 ea
		Warband
Landraider	May take 1 Landraider as personal transport		75
		for Inquisitor or cardinal in formation that does not
		have landing party upgrade.
Retinue	Replace Storm troopers with:
		Death Cult Assassin					20 ea
		Crusader							15 ea
		Arco-Flagelant						15 ea
Arbitor Upgrades
Name		Unit									Cost
Cyber Mastiff		Formation gets the Scout skill max 2 formations	25
Reinforcements	up to 6 units chosen from Arbitors / Supression Team 	25 / 50 ea
			1 transport for every 2 units purchased as part of 
			Upgrade. Rhinos - free, Repressors – 25 pts ea or 
Valkyries (for interdiction team) at 50 pts ea

Combat Air		Consists of 3 x Arbitorial Valkyries and 2 support 	200 
Transport *		Arbitorial Vultures

