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KNIGHT-INCANTOR

The Knight-Incantor is a gifted stormcaller, able to summon
hurricane winds and gales of mystical energy. Those who
ignite a Knight-Incantor’s wrath soon find themselves

battling against a living tempest.

MELEE WEAPONS Range Attacks To Hit To Wound
Incantor’s Staff 2" 3 3+ 3+
DESCRIPTION Spirit Flasks: Knights-Incantor can smash MAGIC

A Knight-Incantor is a single model. They
are armed with an Incantor’s Staff, and
carry a Voidstorm Scroll and Spirit Flasks.

ABILITIES

Voidstorm Scroll: Each Knight-Incantor
bears a scroll infused with potent void magic.

Once per battle, when this model attempts
to unbind a spell, instead of making an
unbinding roll you can say this model is
using its Voidstorm Scroll. If you do so, the
spell is automatically unbound (do not roll
the dice).

the filled spirit flasks they carry, causing a
deadly explosion of soul energy.

Once per battle, at the start of the combat
phase, you can say that this model will
shatter 1, 2 or 3 spirit flasks. If you do so,
each unit within 3" of this model suffers

a mortal wound for each spirit flask that
was shattered. Units within 3" with 10 or
more models suffer D3 mortal wounds for
each spirit flask that was shattered instead.
Allocate the mortal wounds to this model
last of all, after allocating them to any other
units that are affected.

A Knight-Incantor is a WizARD. They can
attempt to cast one spell in your hero phase,
and attempt to unbind one spell in the
enemy hero phase. They know the Arcane
Bolt, Mystic Shield and Spirit Storm spells.

Spirit Storm: The wizard conjures a whirl of
gusting winds and eldritch lightning.

Spirit Storm has a casting value of 7. If
successfully cast, each enemy unit within

18" of the caster suffers a mortal wound. In
addition, until your next hero phase, subtract
1 from run and charge rolls for enemy units
while they are within 18" of the caster.

KNIGHT-INCANTOR
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