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1. OVERVIEW 

This document sets out the rules for the official Final War tournament: The Grand Melee 

2017. 

It covers both the Grand Melee finale and satellite tournaments for the Grand Melee. 

The Grand Melee OTR may be periodically updated or altered at the sole discretion of Final 

War Pty Limited.  Final War Pty Limited reserves the rights to clarify or otherwise modify the 

Grand Melee OTR at any time. 

At the Grand Melee and at each satellite for the Grand Melee there will be an Overseer, who 

is ultimately responsible for enforcement of the Grand Melee OTR at that event (whether a 

member of the staff of Final War Pty Limited or not). The Overseer may appoint Tournament 

Officials to assist in the coordination and running of the event.  

All decisions by the Overseer at a Grand Melee tournament or satellite are final.  

This Tournament Rules document supersedes the Onslaught 1st Edition Rules Book. Where 

there is a conflict between the rules set out in this document and the Onslaught 1st Edition 

Rules Book, this document takes precedence.  

Final War Pty Limited reserves the right to modify the Grand Melee OTR at any time. Final 

War Pty Limited reserves the right to adjudicate on the Grand Melee Tournament in its sole 

discretion.  

 

 

2. GRAND MELEE TOURNAMENT ELIGIBILITY 

The following persons may not participate in the Final War Grand Melee or any satellite to 

that event: 

1. A staff member of Final War Pty Limited or any related entity of Final War Pty 

Limited. 

2. The Overseer of the event and any Tournament Officials. 

3. Any player suspended either temporarily or permanently from play of a Final War 

tournament. 

4. People aged under 17 years of age, other than with the written permission of their 

parent or guardian. Those under 17 that proceed to the Regionals or the Grand 

Melee Final must be accompanied by a guardian. 

5. Any other person deemed unfit for play by the tournament Overseer, at their sole 

discretion. 
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3. GRAND MELEE TOURNAMENT FORMAT 

The Grand Melee will be run as follows: 

1. Store-based qualifying tournaments (“Local Tournaments”) will be held up until 

August 31, 2017. 

a. A minimum of 8 players are required for any Local Tournament. 

b. One player will qualify for the Regional Finals for each 8 players in the Local 

Tournament, rounding down (i.e.: 8-15 players = 1 Regional qualifier, 16-23 

players = 2 Regional qualifiers and so on). 

c. Stores may hold as many Local Tournaments as desired. 

d. Final War Pty Limited does not charge any entry fee for the Grand Melee 

Local Tournaments. 

e. Local stores may choose to charge an entry fee to Local Tournaments. 

f. Players enter Local Tournaments at their own expense. 

2. Regional qualifiers (“Regionals”) will be held in September and early October, at 

locations to be determined. 

a. Only players that have qualified from Local Tournaments are eligible to 

participate. 

b. Regionals will be run directly by Final War Pty Limited. 

c. Final War Pty Limited does not charge any entry fee for the Regionals.  

d. Players enter Regionals at their own expense, including any accommodation 

and travel requirements for the event. 

e. 32 players will qualify from the Regionals for the Grand Melee finale, to be 

held at PAX Melbourne, 2017, from 27-29 October. 

3. Grand Melee finale (“Grand Melee Final”) will be held at PAX Melbourne, 2017, from 

27-29 October. 

a. 32 qualifiers from the Regionals and/or invited guest players (chosen by Final 

War Pty Limited at its sole discretion) will be eligible to participate in the 

Grand Melee Final. 

b. Final War Pty Limited does not charge any entry fee for the Grand Melee 

Final.  

c. Players receive as part of their prize package for qualifying from a Regional: 

Return economy air fare from nearest major airport to Melbourne (if 

qualifying from Regionals outside of the State of Victoria. Qualifiers under 

the age of 18 also receive a return airfare for a guardian), 3-day pass to PAX 

Melbourne 2017 and merchandise. 

d. Grand Finalists are responsible for their own accommodation for the event. 
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4. TOURNAMENT FATE DECKS 

 Local Tournaments 

Local Tournaments may either use a Quick Kill, Quest or Campaign Fate Deck for any given 

round of play, at the sole discretion of the tournament organizer.  

Recommended Fate Deck use is as follows. Tournament organisers may differ from the 

structure below if they so choose (for example, to have a “Best 2 out of 3” with no time limit, 

for example where a tournament may be conducted over a prolonged period). 

 Preliminary Rounds 

 Quick Kill Fate Deck 

 Each match is “Best 2 out of 3 Games”, if time allows (up to 3 games 

are played, with the Fate Deck, but not Player Decks, shuffled between 

each game).   

 1 hour total time allowed. 

 Final War automatically commences at 30 minutes. Ideally Final War is 

completed within 30 minutes, but organizers are encouraged to be 

flexible if a Final War is still in progress after the 1 hour time limit. 

 Semi Final 

 Quest Fate Deck 

 Mid-Deck card used, with Battle and Final War in the lower (second) 

half of the deck. 

 Best 2 out of 3 games, if time allows. 

 1 hour, 20 minutes time allowed. 

 Final War automatically commences at 40 minutes. Ideally Final War is 

completed within 40 minutes, but organizers are encouraged to be 

flexible if a Final War is still in progress after the time limit. 

 Final 

 Campaign Fate Deck 

 Mid-Deck card used, with both Battle cards and Final War in the lower 

(second) half of the deck. 

 Best 2 out of 3 games, if time allows 

 1 hour, 40 minutes time allowed 

 Final War automatically commences at 60 minutes. Ideally Final War is 

completed within 40 minutes, but organizers are encouraged to be 

flexible if a Final War is still in progress after the time limit. 

 If players end tied 1-1, an Instant War is used to decide the winner. 

Both players draw 10 cards, lay out their army and fight an instant 

Final War. 
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Tournament Fate Decks continued 

Regional Finals 

 Preliminary Rounds 

 Quick Kill Fate Deck 

 Best 2 out of 3 games, if time allows. 

 70 minute time limit. 

 Final War automatically commences at 35 minutes. 

 Games that are still running at 70 minutes are decided by total 
remaining army Health. 

 Qualifying Finals, Preliminary Finals and Quarter Finals 

 There will be multiple elimination rounds leading to Semi Finals 

 All of these Finals-series rounds use the Quest Fate Deck 

 Mid-Deck card used, with Battle and Final War in the lower (second) 

half of the deck. 

 Best 2 out of 3 games, if time allows 

 90 minute time limit. 

 Final War automatically commences at 45 minutes. 

 Games that are still running at 90 minutes are decided by total 
remaining army Health. 

 Result of any games tied 1-1 is determined by ranking from 
Preliminary Rounds. 

 Semi Final and Final 

 Campaign Fate Deck 

 Mid-Deck card used, with both Battle cards and Final War in the lower 

(second) half of the deck. 

 Best 2 out of 3 games, if time allows 

 120 minute time limit. 

 Final War automatically commences at 70 minutes.  

 Games that are still running at 120 minutes are decided by total 
remaining army Health. 

 If players end tied 1-1, an Instant War is used to decide the winner of 

the match. Both players draw 10 cards, lay out their army and fight an 

instant Final War. 
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Tournament Fate Decks continued 

Grand Melee 2017, PAX Melbourne 

 The Grand Melee Final is played over the 3 days of PAX Melbourne 2017.  

 Preliminary Rounds 

 Quick Kill Fate Deck 

 Best 2 out of 3 games, if time allows. 

 60 minute time limit, plus 15 minutes maximum overtime. 

 Final War automatically commences at 45 minutes. 

 Games that are still running at 75 minutes are decided by total 
remaining army Health. 

 Epic Quick Kill Fate Decks are to be used 

 Quarter Final 

 Quest Fate Deck 

 Mid-Deck card used, with Battle and Final War in the lower (second) 

half of the deck. 

 Best 2 out of 3 games, if time allows 

 120 minute time limit, plus 15 minutes maximum overtime. 

 Final War automatically commences at 90 minutes. 

 Games that are still running at 135 minutes are decided by total 
remaining army Health. 

 Result of any games tied 1-1 is determined by ranking from 
Preliminary Rounds. 

 Semi Final and Grand Final 

 Campaign Fate Deck 

 Mid-Deck card used, with both Battle cards and Final War in the lower 

(second) half of the deck. 

 Best 2 out of 3 games, if time allows 

 120 minute time limit, plus 15 minutes maximum overtime. 

 Final War automatically commences at 90 minutes.  

 Games that are still running at 135 minutes are decided by total 
remaining army Health. 

 If players end tied 1-1, an Instant War is used to decide the winner of 

the match. Both players draw 10 cards, lay out their army and fight an 

instant Final War. 
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5. SHUFFLING THE FATE DECK 

One player randomly shuffles the Fate Deck (or the Overseer or a delegate may do so). The 

player shuffling the Fate Deck alternates per round. 

As with normal play, the Fate Deck is arranged such that: 

 For a Quick Kill game, shuffled until an “Add to Hand” is atop the deck. 

 For a Quest: 

 The Battle and Final War cards are removed. 

 A Mid Deck card is used. 

 The ‘Counter Ability’ Add to Hand card is included, in place of a 2nd 

Skirmish card. 

 The deck is randomly shuffled until an “Add to Hand” card is atop 

the deck, then it is divided in 2. 

 The Battle and Final War cards are added to the bottom half of the 

deck (if applicable), and the bottom half is shuffled until an “Add to 

Hand” is atop it. 

 The Mid Deck card is then placed on top of the bottom half of the 

deck (face down), and then the top half of the deck is placed on top. 

 For a Campaign: 

 The Battle and Final War cards are removed. 

 A Mid Deck card is used. 

 The deck is randomly shuffled until an “Add to Hand” card is atop 

the deck, then it is divided in 2. 

 The Battle and Final War cards are added to the bottom half of the 

deck (if applicable), and the bottom half is shuffled until an “Add to 

Hand” is atop it. 

 The Mid Deck card is then placed on top of the bottom half of the 

deck (face down), and then the top half of the deck is placed on top. 

 

 

6. STRUCTURE AND SCORING 

 Local Tournaments 

 Player Decks are never reshuffled if using a Quick Kill deck. If using a Quest 

or Campaign deck, Player Decks are reshuffled if exhausted (all discarded 

cards are reshuffled randomly by the player. The other player again has the 

option to cut the reshuffled deck. Play then continues as normal). 
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 Swiss Round Robin for a minimum of 2 rounds, or elimination (sudden 

death, winner advances) 

 Players accumulate 3 points for a 2-0 win, 2 points for a 2-1 win, 1.5 

points for a 1-1 draw, 1 point for a 2-1 loss and 0 points for a 2-0 

loss. 

 If there are an odd number of players, one player selected at 

random (and different per round) receives a bye. A bye counts for 

1.5 points. 

 Top 4 players progress to a Semi Final 

 Players tied for the top 4 are advanced on a: 

o Heads-up basis, if the 2 tied players played each other in the 

round robin (victor advances). 

o Most 2-0 wins, if the players did not play each other in the 

round robin. 

o If the players are still tied, the Local Tournament organizer 

may choose to initiate an Instant War (draw 10 cards and 

fight, no Fate Deck). 

o The player with the most points from Preliminary Rounds 

plays the finalist with the least points. 

 The winners of the 2 Semi-finals progress to the Final.  

 If desired, 3rd and 4th-place play off in a single round Quick Kill or 

Instant War, to decide 3rd or 4th for local prizes. 
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Structure and Scoring continued 

Regional Finals 

 Regional Finals are played over 2 days (Saturday and Sunday).   

 Player Decks are never reshuffled if using a Quick Kill deck. If using a Quest or 

Campaign deck, Player Decks are reshuffled if exhausted (all discarded cards are 

reshuffled randomly by the player. The other player again has the option to cut 

the reshuffled deck. Play then continues as normal). 

Preliminary Rounds 

 Swiss Round Robin for 7 rounds on Saturday. 

 Players accumulate 3 points for a 2-0 win, 2 points for a 2-1 win, 1.5 

points for a 1-1 draw, 1 point for a 2-1 loss and 0 points for a 2-0 loss. 

 If there are an odd number of players, one player selected at random 

(and different per round) receives a bye. A bye counts for 1.5 points. 

 Top 32 players progress to a finals series on the Sunday. 

 Players tied for the top 32 are advanced on a: 

o Heads-up basis, if the 2 tied players played each other in the 

round robin (victor advances). 

o Most 2-0 wins, if the players did not play each other in the 

round robin. 

o If the players are still tied, an Instant War is played on the 

Saturday night. 

o Players are ranked according to their position in the top 32 

(“Player Ranking”), on the basis of total points from the 

Preliminary Rounds as above. 

o In all subsequent finals, the finalist with the highest remaining 

Player Ranking plays the finalist with the lowest remaining 

Player Ranking, the finalist with the 2nd-highest Player Ranking 

plays the finalist with the 2nd-lowest Player Ranking and so on. 

 Qualifying Final 

o Top 32 players 

 Preliminary Final 

o 16 winners from the Qualifying Final 

 Quarter Final 

o 8 winners from the Preliminary Final 

 Semi Final 

o 4 winners from the Preliminary Final 

 Final 

o 2 winners from the Semi Final 

o 2 losers from the Semi Final play off in a single round Quick 

Kill for 3rd and 4th position. 
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Structure and Scoring continued 

Grand Melee, PAX Melbourne 

 Player Decks are never reshuffled if using a Quick Kill deck. If using a Quest or 

Campaign deck, Player Decks are reshuffled if exhausted (as above). 

Preliminary Rounds 

 Each of the 32 participants in the Grand Melee will play in a Swiss Round Robin 

to determine finalists: 

 Each player will play 9 preliminary rounds over Friday and Saturday. 

 Players accumulate 3 points for a 2-0 win, 2 points for a 2-1 win or a 

1-0 win, 1.5 points for a 1-1 draw, 1 point for a 2-1 loss and 0 points 

for a 2-0 or 1-0 loss.  

 Top 8 players progress to a finals series on Saturday 28 October, played from 

6-8pm. 

 Players tied for the top 8 are advanced on a: 

o Heads-up basis, if the 2 tied players played each other in the 

round robin (victor advances). 

o Most 2-0 wins, if the players did not play each other in the 

round robin. 

o If the players are still tied, an Instant War is played on the 

Saturday night. 

o Players are ranked according to their position in the top 8 

(“Player Ranking”), on the basis of total points or divided as 

above. 

o In all subsequent finals, the finalist with the highest remaining 

Player Ranking plays the finalist with the lowest remaining 

Player Ranking, the finalist with the 2nd-highest Player Ranking 

plays the finalist with the 2nd-lowest Player Ranking and so on. 

 Quarter Final 

o Nominal timing of round  6pm – 8pm Saturday 28 October 

 Semi Final 

o Nominal timing of round 10:15am – 12:00pm Sunday 29 

October 

o The winners proceed to the Grand Melee Final. The losers play 

off for 3rd and 4th position. 

 3rd/4th Place Playoff Final 

o Using a Quick Kill Fate Deck, rules as per Preliminary Rounds. 

 Grand Melee Final 

o Nominal timing of round 1pm-3pm 
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7. PLAYER DECKS 

 

The Grand Melee is an Open-Deck Tournament. Players may use a 50-card deck constructed 

as they see fit, subject to the following rules: 

o For the 2017 Grand Melee, only Werewolf, Guildmaster and Elf Warlords may be 

used. 

o No cards may be used from Arcane or Carnage expansions. 

o Cards may be used from the Onslaught Veteran and Epic Sets (released August, 

2017) 

o Players must use an Epic Warlord 

o Each Player Deck must always have 50 cards. 

o No cards may be duplicated except for Common and Uncommon Units. 

o There is no limit on the number of Common and Uncommon Units that may be 

included in a Player Deck. 

o A maximum of 2 “Restricted” Elder cards from the Onslaught Epic Set may be 

included from the Onslaught Epic Set. 

o A maximum of 4 “Restricted” Legendary cards from the Onslaught Veteran Set may 

be included from the Onslaught Veteran Set. 

o A maximum of 8 “Restricted” Heroic cards may be included from the Onslaught 

Veteran and/or Epic Sets. 

o Players may freely change their Player Deck in between opponents, using their 10 

card sideboard.  

 If a player is using Restricted cards from the Veteran or Epic decks, any 

replacements must still conform to the usual restrictions. 

 The Overseer may require checking of the Player Deck after any changes. 

o Cards may be sleeved for protection during tournaments. Sleeves may not be 

marked in any way that may impact game play or advertise any product. 

 All sleeves used in a Player Deck must be identical. 
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8. PLAYER ETIQUETTE 

Players participating in Final War Grand Melee Tournaments are required to conduct 

themselves according to the following code of etiquette. Final War Pty Limited reserves the 

right to adjust Player Etiquette definitions at its sole discretion. Each Tournament Overseer 

will be responsible for enforcing Player Etiquette violations (see “Player Etiquette Violations” 

below). 

 Players must behave respectfully towards tournament organizers, officials, judges, 

participants and spectators. 

 Players must only use genuine Final War Onslaught cards, either from the Onslaught 

Starter Set, Onslaught Boosters, Onslaught Veteran Set or Onslaught Epic Set, which 

have not been marked in such a way as to effect game play. 

 Players must play fairly at all times. 

o “Fair play” includes prohibition of: 

 cheating of any type. 

 intentional slow play. 

 intentionally using a Player Deck that is not formed according to tournament 

rules. 

 failure to correctly disclose a displayed card’s information when asked by 

another player. 

 playing a card and intentionally misrepresenting its power (as long as the 

actual power is disclosed this is not intended to penalize players for playing 

a card and momentarily mistaking its power). 

 intimidating another player. 

 colluding with other players and spectators against the spirit of the game, 

including improper offers to any official or player.  

 Players must comply with tournament and round start times and allotted timeframe. 

 Players must inform the Overseer of any infraction of Player Etiquette that is not 

rectified immediately as unintentional. 

 Players must be familiar with all game and tournament rules. 

 Players may use a paper and pen or pencil to make notes on an opponent’s deck 

during play. AT NO TIME MAY AN ELECTRONIC RECORDING DEVICE OF ANY TYPE BE 

USED DURING PLAY. Notes from previous rounds may be consulted during play, but 

may not be used to hold up play (to do so may be regarded as intentional slow play 

by the Overseer). 

 No player, official or spectator may wager on any part of the tournament. 

 Players found wagering on the outcome or a stage of the event will be 

expelled from the tournament, with forfeiture of all prizes. 
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9. PLAYER ETIQUETTE VIOLATIONS 

Any violation of Player Etiquette responsibilities will be ruled upon by the tournament 

Overseer. The objective of enforcement of Player Etiquette Violations is to be fair and 

proportional to the infraction.  

 If the Overseer is satisfied that the breach was not malicious or intentional, they may 

apply no sanction and play continues.  

 If the Overseer believes that the breach was intentional, but has not altered the 

game being played in a serious manner, they may apply a warning and play 

continues. 

o The Overseer may instruct that illegally played cards are discarded without 

redraw, as per normal rules. 

o The Overseer may inspect any Player Deck and, if found to not accord with 

tournament rules, either require that it be amended to conform (if a game or 

round has not started), or penalize the breaching player by loss of round 2-0. 

 If the Overseer believes the breach was serious and intentional 

o The Overseer has the right to eject a player from the tournament. In such 

case, the player is subject to indefinite suspension from all Final War 

tournaments, at the discretion of Final War Pty Limited, based upon a report 

from the Overseer. 

o The Overseer may penalize the breaching player by loss of round, or loss of 

match 2-0, as the Overseer sees fit based on gravity of offence. 

o In all cases the Overseer is urged to use discretion and apply a warning if at 

all possible, unless the player has been warned earlier. 

 Irrespective of other considerations, players found wagering on the outcome or a 

stage of the event will be expelled from the tournament, with forfeiture of all prizes. 
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10. PRE-GAME AND REGISTRATION PROCEDURE 

 

 Players qualifying for the Regionals must register with the organizers on the first day 

of the event, such registration to be opened at least 1 hour prior to the 

commencement of play. Players will be required to execute a Media Release Form 

prior to proceeding to their first match. The Media Release Form also covers 

agreement on media coverage for the Grand Melee Final. Players that do not agree 

to such media release will not be allowed to participate in the Regional final.  

 The Overseer or delegated official will identify player matches, either randomly for 

initial rounds or based upon Player Ranking as set out above. 

 Players must present their Player Deck or Player Decks for inspection if requested by 

the Overseer or delegated official.  

 All players in the final 8 of a Regional or in the Grand Melee Final must 

submit their Player Decks for inspection (plus any “replacement” cards that 

may be swapped be swapped out before a match) before starting their first 

match. Registration for Player Deck verification will commence at least 30 

minutes before the first match. 

 Players are required to be seated against their opponent at least 2 minutes before 

the allotted game time.  

 Failure is an infraction of Player Etiquette and may be subject to penalty. 

 Each player must shuffle their Player Deck once seated against an opponent. 

 The opponent may cut or shuffle the opponent’s deck after this initial 

shuffle, but may not look at any of the other player’s cards.  

 Players draw the number of cards applicable to their match type, based on the Fate 

Deck in use. 

 There are no mulligans in Final War. 

 If a player has not turned up for Regionals or the Grand Melee Final, their position 

will be vacated prior to the commencement of play (they will not be matched against 

another player). 

 Qualification for the Regionals or Grand Melee Final is not transferable to another 

player. 
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11. OTHER GAME PLAY NOTES 

 

 Players may concede a round only once Final War has been drawn.  

 This cannot be induced with an offer that is inappropriate, for example 

conceding a round in exchange for a reward (this is a violation of Player 

Etiquette rules and both players are subject to sanction). 

 Players must report the game result to the Overseer or delegated scoring official. 

 Players may withdraw from a tournament at any time. Any player withdrawing 

without completing their matches forfeits prize eligibility, which explicitly requires 

participation to the end of the tournament. 

 In the event of a player withdrawing from a finals series, before the finals 

series starts, the next highest Player Ranking will be offered the position, if 

practical (for example, if the next highest ranked player is present, they will 

be offered the position. If, however, the next highest-ranked player is not 

present, no other player will be advanced. In such a circumstance the player 

with the highest Player Ranking will progress to the next stage of the finals 

series with a bye). 

 

12. PRIVACY, PUBLICATION AND COVERAGE OF THE EVENT  

 

 Participation in the Final War Regionals or in the Grand Melee Final expressly 

requires players to agree to the use of images of their play, which may be captured 

during the event by such means as official or invited photographers, media and 

streaming services. 

 All players participating at Regionals and the Grand Melee event must sign a 

Media Release Form upon registration for the event. 

 Final War Pty Limited reserves the right to use media captured during the 

tournament for publicity and publication, including on Facebook, the Final 

War website and in 3rd party publications. 
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13. MINIMUM PARTICIPATION REQUIREMENTS 

 

 A minimum of 3 participants are required for each Local Tournament. 

 A minimum number of players is required to hold a Regional final. Unless otherwise 

altered by Final War Pty Limited, at its sole discretion: 

 At least 64 players are required for each Regional final, from which 8 players 

will progress to the Grand Melee Final. 

 At least 4 Regionals must be held, to provide the pool of 32 qualifiers for the 

Grand Melee Final. 

 If there are less than 4 Regionals due to lack of participants, or less than 64 

players at each of the Regionals, Final War Pty Limited expressly reserves 

the right to vary the composition of the stated Prize Pool, as set out in 

Prizes, below. 

 If there are less than 32 qualifiers for the Regional Finals, tier 5 prize 

schedule will be used, but no Regional Finals will exist. Players who qualify 

for a Regional Final in this circumstance will be automatically qualified into 

the PAX Australia Grand Melee Final. 
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14. PRIZES 

 

 The total Prize Pool for the Final War Grand Melee Tournament is AU$50,000, unless 

modified in accordance with these tournament rules. 

 The total Prize Pool composition is based on the number of participants. 

 The overall tournament winner, irrespective of the number of participants, will 

receive AU$20,000, as long as at least 32 qualifiers exist for the regional finals. 

 Cash prizes will be paid either as electronic transfers or as cheques to the winners. 

 The following prize schedule will apply, based on: 

 Tier 1: Advertised maximum Prize Pool applies. At least 4 Regionals, each 

with at least 64 qualifiers, have been held (256 total Regional qualifiers 

participating for 32 finalist positions). 

 Tier 2: Total players in the Regionals is less than 256, but more than 216. 

 Tier 3: Total players in the Regionals is less than 216, but more than 128. 

 Tier 4: Total players in the Regionals is less than 128, but more than 32. 

 Tier 5: Total players in the Regionals are 32 or less. 

 Tier 1 Prize Pool and individual prizes: 

 Over AU$50,000 total Prize Pool (estimated minimum AU$55,000 in cash 

and prizes), comprising: 

 Cash prizes totaling AU$33,000 for Grand Melee Final winners: 

o AU$20,000 for the tournament champion 

o AU$7,000 for the runner-up 

o AU$2,500 for 3rd place 

o AU$1,500 for 4th place 

o AU$500 for each of 5th to 8th place 

 Merchandise to the value of AU$220 for each Grand Melee Final 

qualifier, totaling AU$7,040 

o 1*Onslaught Booster Box 

o 1*Final War tournament hat 

o 3*Final War tournament shirts 

 Airfares for Grand Melee Final qualifiers for Regionals held outside 

of Victoria, totaling at least AU$6,000 

 3-day PAX Melbourne passes, valued at AU$160 each, totaling 

AU$5,120 

 Merchandise to the value of AU$15 for each Regionals qualifier, 

totaling at least AU$3,840 
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Prizes continued 

 

 Tier 2 Prize Pool and individual prizes: 

 Over AU$50,000 total Prize Pool (estimated minimum AU$51,400), 

comprising: 

 Cash prizes totaling AU$30,000 for Grand Melee Final winners: 

o AU$20,000 for the tournament champion 

o AU$5,000 for the runner-up 

o AU$2,000 for 3rd place 

o AU$1,000 for 4th place 

o AU$500 for each of 5th to 8th place 

 Merchandise to the value of AU$220 for each Grand Melee Final 

qualifier, totaling AU$7,040 

o 1*Onslaught Booster Box 

o 1*Final War tournament hat 

o 3*Final War tournament shirts 

 Airfares for Grand Melee Final qualifiers for Regionals held outside 

of Victoria, totaling AU$6,000 

 3-day PAX Melbourne passes, valued at AU$160 each, totaling 

AU$5,120 

 Merchandise to the value of AU$15 for each Regionals qualifier, 

totaling at least AU$3,240 

 Tier 3 Prize Pool and individual prizes: 

 Over AU$50,000 total Prize Pool (estimated minimum AU$51,420), 

comprising: 

 Cash prizes totaling AU$27,500 for Grand Melee Final winners: 

o AU$20,000 for the tournament champion 

o AU$4,000 for the runner-up 

o AU$1,500 for 3rd place 

o AU$800 for 4th place 

o AU$300 for each of 5th to 8th place 

 Merchandise to the value of AU$340 for each Grand Melee Final 

qualifier, totaling AU$10,880 

o 2*Onslaught Booster Boxes 

o 1*Final War tournament hat 

o 3*Final War tournament shirts 

 Airfares for Grand Melee Final qualifiers for Regionals held outside 

of Victoria, totaling AU$6,000 

 3-day PAX Melbourne passes, valued at AU$160 each, totaling 

AU$5,120 

 Merchandise to the value of AU$15 for each Regionals qualifier, 

totaling at least AU$1,920 
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Prizes continued 

 

 Tier 4 Prize Pool and individual prizes: 

 Over AU$50,000 total Prize Pool (estimated minimum AU$52,680), 

comprising: 

 Cash prizes totaling AU$25,000 for Grand Melee Final winners: 

o AU$20,000 for the tournament champion 

o AU$2,500 for the runner-up 

o AU$1,000 for 3rd place 

o AU$500 for 4th place 

o AU$250 for each of 5th to 8th place 

 Merchandise to the value of AU$480 for each Grand Melee Final 

qualifier, totaling AU$15,360 

o 4*Onslaught Booster Boxes 

o 1*Final War tournament hat 

o 3*Final War tournament shirts 

 Airfares for Grand Melee Final qualifiers for Regionals held outside 

of Victoria, totaling AU$6,000 

 3-day PAX Melbourne passes, valued at AU$160 each, totaling 

AU$5,120 

 Merchandise to the value of AU$15 for each Regionals qualifier, 

totaling at least AU$1,200 

 Tier 5 Prize Pool and individual prizes: 

THIS TIER WILL ONLY BE USED WHERE INSUFFICIENT PLAYERS EXIST TO RUN 

REGIONAL FINALS, IN WHICH CASE AUTO QUALIFYING WILL BE USED FOR THE MAIN 

EVENT. 

 Over AU$40,000 total Prize Pool comprising: 

 Cash prizes totaling AU$15,000 for Grand Melee Final winners: 

o AU$10,000 for the tournament champion 

o AU$3,500 for the runner-up 

o AU$1000 for 3rd place 

o AU$500 for 4th place 

 Merchandise to the value of AU$480 for each Grand Melee Final 

qualifier, totaling AU$15,360 (assuming 32 qualifiers) 

o 1*Final War tournament hat 

o 3*Final War tournament shirts 

o Other Final War product/merchandise 

 Airfares for Grand Melee Final qualifiers from outside of Victoria, 

totaling AU$6,000 (assuming 32 qualifiers) 

 3-day PAX Melbourne passes, valued at AU$160 each, totaling 

AU$5,120 (assuming 32 qualifiers) 
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15. RULES AMENDMENTS, CLARIFICATIONS AND INSERTIONS  

The following rule amendments, clarifications and new rules are in operation for all Local 

Tournaments, Regionals and the Grand Melee Final.  

Where these rules conflict with the Onslaught Starter Set Rule Book, these rules take 

priority. 

1. Ability rolls 
2. Alliances 
3. Applying an Immunity 
4. Automatic Hit in 1st Round 

(reinforcements) 
5. Bandits 
6. Bandit’s Banner 
7. Building custom decks 
8. Campaigns 
9. Cannon Fodder 
10. Conjured creature DM immunity 
11. Conjured or Summoned creatures 

act in same round 
12. Counter Ability Event 
13. Counter Spell event 
14. Curses 
15. Death Aura (Reprisal) 
16. Deciding on an action 
17. Discards 
18. Elixir of Charisma 
19. End of Round curing and healing 
20. Extra Rounds of attacks and Extra 

attacks 
21. Fearful and Hit & Run 
22. Harmful Spell Immunity 
23. Healing Conjured creatures 
24. Invulnerability 
25. Lycanthropy 

 26. Major Ability stars 
27. Mastery 
28. Mercenaries 
29. Modifying enemy rolls 
30. Negate Power Event 
31. Placing a new combatant to a 

combat 
32. Play Before Combat timing change 
33. Playing a Card illegally 
34. Quest play 
35. Raise Dead 
36. Setting up the Army 
37. Single-use Items that are activated 

before combat 
38. Spell Immunity 
39. Stealing Items 
40. Summoned creatures 
41. The Besiegers 
42. Timing re taking damage or making 

an attack miss 
43. Turn to Stone impact on 

Necromancy 
44. Veteran and Epic Warlords 
45. Veteran and Epic Quick Kill Fate 

Deck adjustments before the 
release of the Fate Deck Expansion 
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Rules amendments, clarifications and insertions  

Ability rolls 

 As with Melee and Ranged attacks, an Ability roll of “1” is always successful, and a roll 

of “12” is always a fail. 

Alliances 

 All Alliances (marked by Alliance or Late Alliance cards) are instantly broken when 

Final War is drawn. Only team-play unbreakable alliances remain in force in Final War. 

Applying an Immunity 

 If any card is added to a creature that grants immunity to an effect that is already on 

the creature, the effect is immediately removed. For example, if a creature is Poisoned 

and a Spell is cast on them that makes them immune to Poison, they are immediately 

cured. 

Automatic Hit in 1st Round (reinforcements) 

 Creatures added to combat at the end of round (for example by Reinforcements 

Power) are treated as being in the 1st Round of Combat for the purposes of their 

Automatic Hit in 1st Round Ability. 

 Creatures raised by the Resurrection Event (only) also receive this benefit.  

 Creatures raised by Raise Dead or Lycanthropy do not receive this benefit. 

Bandits 

 Bandits are not a Wandering Monster.  

Bandit’s Banner 

 Mercenaries may not be seized with the Bandit’s Banner. Only the (non-Mercenary) 

Bandit Unit that has just been drawn may be seized. 

Building custom decks 

 Once additional Warlords become available, only Common, Uncommon and Rare 

cards may be used from Warlords of the same alignment. For example, the Werewolf 

may include Necromancer and Orc cards in their deck, as long as they are Common, 

Uncommon or Rare. 

 Duplicates of Common and Uncommon Units must come from the same Warlord type 

as the Warlord. For example, a Werewolf cannot include duplicate Necromancer or 

Orc Units. 

 There are some exceptions, which are noted on the Warlord card.  
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Rules amendments, clarifications and insertions  

Campaigns 

 In 2-player tournaments (only), each player draws 6 cards at the start of game, instead 

of 4. 

Cannon Fodder 

 An enemy may still target other combatants (including the Warlord) with non-

damaging Spells, before targeting a Cannon Fodder creature. For example, a Warlord 

may be Cursed while the Cannon Fodder creature is still alive. 

 The “Dire Curse” Power cannot be played to cause damage on a Cursed creature that 

has been targeted in preference to a Cannon Fodder combatant. 

Conjured creature DM immunity 

 Conjured creatures (“Conjured” body type) automatically receive immunity to DM 

Spells and Reprisal (Death Aura). 

Conjured or summoned creatures act in same round 

 Creatures summoned or created from a Spell or Item may attack in the same round in 

which they are summoned or created, after all other creatures in the combat have 

acted (after “Attack Last” phase has finished, according to Initiative if both sides have 

Conjured creatures. Note that creatures summoned or conjured in “Play Before 

Combat” still act normally during combat). 

Counter Ability Event 

 The Counter Ability Event now effects: Breath Weapon, Charm, Deadly Poison, 

Enthrall, Lycanthropy, Mastery, Mortal Terror, Necromancy, Paralyze, Poison, Raise 

Dead, Retain Spell, Steal Enemy Item or Turn to Stone Ability.  

Counter Spell Event 

 Counter Spell may be used on combats that the holder of the card is not involved in, 

as with other Events. 

Curses 

 Any creature that has switched sides as a result of a Curse returns to the original side 

if the Curse is removed. 

Death Aura (Reprisal) 

 Death Aura has no effect on Conjured or Undead creatures. 
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Rules amendments, clarifications and insertions  

Deciding on an action 

 Up until the time a die is rolled or a card is played (placed on the playing surface), 

players can change their mind. For example, a player may say “Shadrack will attack the 

Elven Archers… ummm, actually I think they’ll steal an item instead.” This is a valid 

change of action unless an attack roll has been made or a card has been played. 

Similarly, saying “I’m going to Hex (curse) Shadrack”, but then changing your mind 

before placing the Hex card on the surface is allowed, such as “I’m going to Hex 

Shadrack…ooops, he’s immune to Curses, I’m going to Hex the Intruders instead” is 

allowed, as long as the Hex was not thrown down initially. 

 Once a card has been placed on the surface with a declared action it cannot be 

changed (for example, the following action could not be changed: playing a card 

saying “I’m going to Hex (curse) Shadrack”, but then realizing Shadrack has an Item 

making him immune to Curses. In that instance the Hex would be discarded and the 

action counts. 

Discards 

 Cards that allow the recovery of one or more cards from a discard pile cannot be used 

to recover cards that also have such a function. For example, the “Substitution” Power 

cannot be played to recover “Random Restoration” Power and vice versa. 

Elixir of Charisma 

 The Witch Warlord may use an Elixir of Charisma to automatically Master the 

Gorgons, if she has the item equipped. 

End of Round curing and healing 

 End of Round curing and healing, for example using Healing Herbs, takes place before 

creatures take damage from Poison. 

Extra Rounds of attacks and Extra attacks 

 These Powers combine with a creature’s normal bonuses, including the Ability to 

Attack Thrice or Automatically Hit in the 1st Round of Combat. 

 If a creature has been slain with initial attacks, extra attacks are made against a 

different target (they are not added to the original attack for the purposes of Abilities 

such as Hit Column and Follow Through). 
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Rules amendments, clarifications and insertions  

Fearful and Hit & Run 

 If the enemy flees to the Bandit Pool (or otherwise withdraws completely in any way), 

it is a victory to the player that remains on the field of battle, unless otherwise stated. 

Harmful Spell Immunity 

 This also protects the column from Curses and non-damaging Spells such as ‘Melt 

Item’. 

Healing Conjured creatures 

 “Conjured” body-type creatures, though nominally Neutral in alignment, are illusions 

and cannot be healed by any means that does not specifically state it may be used to 

cure or heal a Conjured creature. They therefore cannot be healed using the Healing 

Ability. 

Invulnerability 

 If a Hero or Warlord has Invulnerable, but they suffer damage due to their Unit being 

struck with a Hit Column Ability, they take as much damage as the attack inflicted. If 

the Unit sustained more damage than they had Health, the Hero or Warlord sustains 

the full amount of damage that the attack generated. For example, if a Unit has 1 

Health, but a Hit Column attack does 2 damage, the Invulnerable Hero or Warlord 

suffers 2 damage. 

 If a Hero or Warlord with Invulnerable suffers damage from a Follow Through attack, 

they suffer one point of damage for each hit that was made on their Unit. For 

example, if a 1 Health Unit was struck twice by an attack inflicting 4 damage, the 

damage sustained by the Invulnerable Hero or Warlord as a result of a Follow Through 

Ability will be 2 points (one for each hit). 

Lycanthropy 

 Lycanthropy can be used on summoned Units (those that are summoned but do not 

have the “Can be Dispelled” weakness). This includes Items such as the Horn of 

Dragon Summoning, after that item has been activated by an enemy. 

 Creatures acquired via Lycanthropy do not regain limited-use Abilities that they have 

already used before being raised with Lycanthropy, for example Dark Healing and 

Steal Enemy Item. If the creature has not used these Abilities, or has remaining uses in 

the combat, they may make use of them after being made a Were. 

 Mercenaries that have been resurrected with Lycanthropy are no longer treated as 

Mercenaries. They are no longer subject to Powers such as “Betrayal”. 
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Rules amendments, clarifications and insertions  

Major Ability stars 

 Multiple Items, Powers or Spells that have Ability Stars can be added to a creature 

that has a lesser number of available Major Ability Star spots, but only if an Item has 

not been activated to fill up the positions. For example, a character with one available 

Star can equip the “Potion of Might”, but leave it inactive in a combat and instead play 

a “First Strike” Power on that creature. 

 An Item, Spell or Power that adds a Major Ability to a column, such as the “Barrel of 

Berserking”, may affect only one creature in the column if the other does not have 

available Star positions. 

Mastery  

 The Witch Mastery functions as per the description of Mastery in the Ability Guide, 

but only in regards to the Gorgons Wandering Monster. 

Mercenaries 

 Mercenaries do not revert to banditry until they enter the Bandit Pool. Up until that 

time they are only treated as a Mercenary, and after that time they are treated as 

both a Bandit and a Mercenary. 

 They may not, therefore, be acquired when first drawn through use of the “Bandit’s 

Banner” Item. 

 Once in the Bandit Pool they are still subject to Powers such as “Betrayal”. 

Modifying enemy rolls 

 Powers that modify an enemy roll may be used in any situation, unless specified to the 

contrary. For example, “Obstruction” may be used to adjust another player’s roll, even 

if the opponent is involved in a combat against a Wandering Monster or another 

player. 

Negate Power Event 

 Negate Power may be used to counter any use of a Power, including in combats that 

the holder of the card is not involved in. 
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Rules amendments, clarifications and insertions  

Placing a new combatant to a combat 

 Combatants that are added to a combat (for example by using the “Horn of Dragon 

Summoning”, or “Late Deployment”) must be added to an existing combat column or 

a vacant combat column. They cannot be added to a column that has a single vacant 

position that is not in combat (e.g. to a vacant Unit position on a non-combat column). 

 Creatures that are created by Items or Spells are moved to a vacant Unit position (in 

an existing combat column if possible or a vacant column otherwise). 

Play Before Combat timing change 

 All cards that are “Play Before Combat” timing are to be changed to “Play Before 

Combat or End of Round” timing, except for the following cards, which remain “Play 

Before Combat” only: 

o Vigilant 

o Late Alliance  

o Attrition 

o Flee! 

o Late Deployment 

o Surprise Attack 

o The Were Totem 

 Events that are “Play Before Combat” are also changed to “Play Before Combat or End 

of Round” timing 

Playing a Card Illegally 

 If an Item is added to a creature that cannot equip the Item, the card is discarded. 

 If a Power or Spell is played on a creature that cannot support that card (for example 

the “First Strike” Power being added to a creature that has no available Major Ability 

Star positions), the card is discarded. 

 If a Spell is played on an enemy illegally (for example “Illusionary Chains” being played 

on a Warlord, even though the card text says it may only be used on a Hero or Unit), 

the card is discarded. 

 If a card is played and it does not belong in the deck, or has been illegally duplicated, it 

is discarded and no replacement card is drawn. 

 If a card is played out of turn, for example when a player thinks it is their turn and 

plays a “Start of Turn” card, the card is retracted and play continues in the proper 

sequence. 
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Rules amendments, clarifications and insertions  

Quest Play 

 Quests now make use of the Mid-Deck Card, in the same manner as the Campaigns. 

 Remove the Final War and Battle and shuffle the Fate Deck until there is an Add to 

Hand at the top. 

 Divide the deck into two equal halves, place the half that has the Add to Hand showing 

to one side. 

 Add the Final War card into the other half, then reshuffle that half deck until an Add to 

Hand is on top. Place the Mid-Deck card on top of this half, then add the other half 

deck on top of the Mid-Deck card to form the deck. 

Raise Dead 

 Raise Dead can be used on summoned Units (those that are summoned but do not 

have the “Can be Dispelled” weakness. This includes Items such as the Horn of Dragon 

Summoning, after that item has been activated by an enemy. 

 Creatures acquired via Raise Dead do not regain limited-use Abilities that they have 

already used before being raised, for example Dark Healing and Steal Enemy Item. If 

the creature has not used these Abilities, or has remaining uses in the combat, they 

may make use of them after being made an Undead. 

 Undead can be resurrected with Raised Dead. 

 Mercenaries that have been resurrected with Raise Dead are no longer treated as 

Mercenaries. They are no longer subject to Powers such as “Betrayal”. 

Setting up the Army 

 After drawing from a Player Deck, players may freely move their cards, including 

taking back Unit, Hero, Item or Fortification cards that they have laid down (unless in a 

team game), until the roll for Initiative. 

 In a team game (4-player game with an unbreakable alliance between two pairs of 

players), once the card is on the playing surface it must remain in play, but it can be 

freely moved within the army until Initiative is rolled. 

 If a Spell, Power or Gold card is added to the army in error during setup, it is taken 

back to hand (except in team play or tournaments). In team play or tournaments the 

card is discarded and no replacement card is drawn. 

Single use Items that are activated before combat 

 Potions cannot be shattered or stolen by any means after they are used. Their effect 

will last for the entire combat. 

 Other Items, such as the Amulet of Anger, can still be shattered or stolen after they 

have been activated. Shattering such an Item will immediately remove its effect. 
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Rules amendments, clarifications and insertions  

Spell Immunity 

 If Spell Immunity is successful, it protects the entire column from the effects of the 

harmful Spell. 

 A harmful Spell is any Spell that has a non-beneficial effect on the target, such as 

Curses, those that Paralyze or those that inflict damage. 

 One roll is made to protect the entire column from column-affecting Spells. 

Stealing Items 

 Charged Items that have been activated may be stolen, other than Potions. 

Summoned creatures 

 Creatures summoned through the use of a Spell, such as “Create Monsters”, are no 

longer a Spell once placed as a Unit. 

 Creatures summoned through the use of an Item, such as from the “Horn of Dragon 

Summoning”, are no longer an Item once placed as a Unit. 

The Besiegers 

 The Besiegers counter all Fortification benefits, including all special Fortification 

powers, not just the immunities as stated on the card.  

Timing re taking damage or making an attack miss 

 Once damage has been accepted (the first point of Health is removed from a creature 

after an attack), the defender cannot then use cards to make the attack miss. They 

may play cards to reduce the damage to zero, but the attack has still hit. 

 After damage has been accepted, the attacker may play cards in order to increase 

damage (for example the “Double Damage” Event). These cards may be countered by 

the defender, including the playing of cards to reduce damage to zero. 

 In tournament play, for example, it is wise to ask the defender whether they are 

taking the hit, before playing cards such as Double Damage. 

Turn to Stone impact on Necromancy 

 Creatures turned to stone cannot be raised with Necromancy. 
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Rules amendments, clarifications and insertions  

Veteran and Epic Warlords 

 Veteran Warlords are used when any Player Deck has at least 4 Legendary and/or 

Elder cards (in total). 

 Epic Warlords are used when any Player Deck has at least 4 Legendary and 2 Elder 

cards. 

 Veteran Warlords each have +1 Health over standard Warlords (no other changes). 

The Elf and Guildmaster therefore have 4 Health and the Werewolf has 5. 

 Epic Warlords each have +2 Health and +1 PR over standard Warlords (no other 

changes). The Elf and Guildmaster therefore have 5 Health and the Werewolf has 6. 

The Guildmaster therefore has 7 PR and the Werewolf and Elf have 8. 

 Veteran and Epic Warlords make use of the Fate Deck of the same category, when 

available. 

Veteran and Epic Quick Kill Fate Deck adjustments before the release of the Fate Deck 

Expansion 

 Veteran Quick Kill Fate Decks replace the Minotaurs with the Fire Dragon. 

 Epic Quick Kill Fate Decks replace the Minotaurs with the Deathdrake. 

 

 


