RISK: New Rules by Mark Henshaw

Originally a game by Parker Brothers, Risk was a classic struggle for world domination. This revision attempts to add strategic elements and intrigue lacking from the original game, while maintaining a minimal level of complexity.


The world of Risk is broken up into six continents, three in the developed world and three in the third world, divided up into a total of 42 territories, with armies placed throughout. To supply these armies, and represent your empire’s industrial base, are several factories; armies left unsupplied eventually disband due to starvation and desertion. The more territories your armies control, the more resources you may bring to bear against your enemies.


Gamers familiar with classic Risk will notice a few refinements on the combat and movement rules, but the most interesting change is in the way Risk cards are used: cards can now be played to introduce surprise armies or even develop new weapons to take warfare to a higher level.

Game Start

Turn Order: Players roll die to see who goes first; play proceeds clockwise from there. Each player chooses one color (except brown or black) to represent his armies.

Initial Territories: To begin the game, each player, in turn, places three armies of his color on any one unoccupied territory. This proceeds until all players have occupied a number of territories as shown below. Warning: Territories with their names listed below the crease in the center of the board are in the Third World. You may only have one factory in the Third World at the start of the game; if you take too many territories in the south they may be unsupplied to start out.

2 players:
  12 territories each

3-5 players:
  8 territories each

Native Armies: If you are playing with only 2 or 3 players, then players take turns adding three brown “native” armies to an empty territory until 18 such armies have been placed. These armies do not move, and do not need supplies, but will fight to resist invasion.

Factories: Every player now gets 1 black counter for every 2 territories he controls; these pieces represent his factories. (Armies must be within 1 space of a friendly territory with a factory on it, or 2 spaces of a space with 2 factories.) Players take turns placing all of their factories at once, but no more than two factories are allowed per territory, and no Player may place more than one factory on a territory in the Third World. 

2 players:
  6 factories each

3-5 players:
  4 factories each

Begin Play: Play now begins with the first player going through phases I, II, III, and IV.

Phase I: Industry

Draw Card: Except for the first player on the very first turn of the game, each player, on his turn, draws a Risk card. The very first turn is different: The player whose turn it is does not draw a card; and instead, all other players get two free armies which they may place on territories with factories on them (or trade in as described in the rules below). This is to give the other players a chance to defend themselves on the first turn.

Free Armies: The player whose turn it is (even if this is the very first turn) now gets 1 free army for every 2 territories occupied by his forces. (Note: You receive no extra armies for controlling continents, as under the old rules, though controlling continents is the way to achieve victory.) These armies may be introduced into any friendly territory which had a factory on it at the start of the turn.
Ships: On your turn, you may decide to launch a ship rather than introducing an army on land. Simply place your free army into one of the four oceans: Arctic, Pacific, Atlantic, or Indian. But, you may not introduce more ships into an ocean than you have factories in territories bordering that ocean. (Obviously, if you have no factories next to an ocean, you can’t launch ships into that ocean.) To clarify:


The Arctic ocean surrounds Iceland and Ontario, and includes the areas both east and west of Greenland.


The Atlantic Ocean extends as far north as Quebec and Scandinavia, down south to Brazil and North Africa. It also extends east to border Egypt and Southern Europe, but does not include the Mid East.


The Indian Ocean includes waters as far northeast as Japan and southeast as Indonesia.


The Pacific Ocean borders all the lands on the left edge of the board, as well as the four purple lands.

Factories: Instead of placing a free army, you may trade it in introduce a new factory onto one of your territories. Important: You may not have more than 2 factories in territories with their names written north of the crease in the center of the board, and you may only have 1 factory per space to the south of the center of the board.

Extra card: If you wish, you may decide to trade in four free armies and draw another card.

Phase II: Movement

Once you are finished with your free armies, you now begin moving. Every army under your control may move into an adjacent space in your turn.

Ship Movement: You can’t move ships which you just launched this turn (though these ships can still fight). Otherwise, naval units may disembark onto any territory adjacent to the ocean they currently occupy, or, sail into any other ocean on the board.

Phase III: Combat

After completing your move, look over the board for any territories your armies have invaded, and resolve battles there in any order you choose. This is done as follows:

1. 
Defending Armies: The defender rolls 1 die for each of his armies; on a 4-6, he kills one enemy army.

2. 
Attacking Armies: The attacker rolls 1 die for each surviving army; on a 4-6, he kills a defending army.

3. 
Repeat until one side has no more units on the space.

Surprise Armies: At any time during the game, you may play a Risk card to add two armies into the territory shown on the card, so long as you already have at least 1 army there. (Cards without territories listed on them provide armies for ocean spaces.) If introduced into battle, these surprise armies roll to attack immediately; then the battle continues normally from there.

Torching Factories: Instead of rolling to strike, a defending army may destroy one factory on this territory. If factories remain when all defending forces are killed, the attackers seize control of these factories with the conquered territory.

Retreat: Instead of rolling to kill enemy pieces, an army may retreat to any adjacent territory where you have more armies than any other opponent. (To clarify, you can’t retreat into empty territories.)

Reinforce: Before rolling, a player has the option to move one unit into the territory from an adjacent space after he has made his rolls. You may only reinforce from a territory or ocean where you have more armies than any other opponent. You may reinforce any number of times per battle, but only to add one army each time you roll.
Sea Battles: If enemy vessels inhabit the same ocean during the combat phase of your turn, you may attack the enemy ships if you wish. The resulting battle proceeds as follows: All ships on both sides roll simultaneously, with 4-6 killing. After each set of rolls, either side may opt to break off from the battle; the surviving ships remain in place. Neither side can reinforce in a naval battle.

Continuation: If the attacker successfully takes an area, he may, at his option, continue his advance by moving any number of his units from the conquered territory to attack an adjacent territory immediately.

Phase IV: Supply and Reinforce

Free Points: Having finished with your move, you now get 2 free armies to place (or trade in) as you wish. The best uses for this are either to provide a factory for unsupplied armies, or to place defenders in a vulnerable territory.

Overloaded Spaces: If more than 5 armies occupy the same space, the excess armies disband and are removed.

Empty Factories: If a factory has been abandoned and now sits on a territory with no armies on it, the factory simply remains there until another army claims it.

Unsupplied Armies: If any player’s armies occupy territories which are more than 1 space from a friendly factory, or more than 2 spaces from a territory you control which has 2 factories on it, half of these armies (round up) are eliminated. Example: You were supplying 5 armies in Great Britain and 2 in Iceland with a factory in Scandinavia, but you lost Scandinavia this turn. So, you lose 3 armies in Grain Britain, and 1 from Iceland.
End

Play now continues with the next player to the left taking his turn, proceeding through phases I, II, III, and IV.

Victory: If you have 10 victory points at the end of your turn, you win. Every continent is worth victory points as shown on the board under “Armies,” and whoever controls an entire continent controls its victory points. Also, you have 1 victory point if you have two or more ships in each of the four oceans.

North America: 5 pts. 
 Europe: 5 pts.
  Asia: 7 pts.

South America: 2 pts. 
 Africa: 3 pts.
  Australia: 2 pts

Oceans: 1 pt. (If you have two or more ships in all four)

Optional Rules

Once you have grown familiar with the game, you are encouraged to try using these optional rules, which provide an additional element of realism and also help to make the game more interesting, especially later on. Under these optional rules, you will notice that the nature of the game—and the strategy necessary to achieve victory—shifts dramatically with the passage of time.

Sea to Land Invasions: If the majority of the attacking pieces traveled by sea (across a dashed line, or from an ocean), then they forgo their first roll during the battle. Although they may still reinforce or retreat, the attackers don’t get to fire shots on their first turn of combat under winter conditions. For example, if armies in Quebec are attacked from Greenland, they would get to roll once each, and then once each again, before the attackers roll the dice. A word of advice: as the attacker, you can avoid this if you move into a territory by sea with one unit and then introduce two surprise armies there—the majority of your armies will be attacking by land.
Weather: At the start of the game, place a coin (or other marker) on the south side of the compass at the top of the board to signify that the sun is in the south and Eurasia is going through winter. When the marker is in the north side of the compass, this signifies summer. Every time the first player begins his turn, move the coin from one side of the compass to the other, so that summer and winter alternate. During winter, the territories with their names marked above the central crease in the board have two rule changes: Air strikes are not allowed (see below), and all battles are treated as over-sea battles, with attacking armies losing their first roll of the fight because of poor weather. Evidently, these rules do not apply to territories south of the crease, where the weather is warm.

The Third World: In all territories with their names printed south of the central crease in the board, costs are doubled. Thus, introducing a factory or army into any territory in the Third World costs two free armies, instead of one as it would in the developed nations.
Developments: At the end of his turn, a player may reveal three Risk cards of the same type to develop military technology; he may not develop more than one per turn.


Play 2 Infantry: Machine Guns; factories can defend.


Play 3 Horses: Get Airstrips to make air strikes.


Play 4 Cannons: Tanks allow you to attack first.

Machine Guns: If you have developed machine guns, then your military bases have barbed wire and bunkers with gun turrets deployed, and your factories now count as armies on the defense—thus, each factory may roll a die every round to kill one attacking army on a 4-6. Example: You are attacked in Iceland, where you have 3 armies and 2 factories. With machine guns, you roll 5 dice instead of 3 every turn.
Air Strikes: If you have developed airplanes, then you may discard a card to send two divisions of bombers any space within 2 spaces of one of your factories. Roll a die for each division: on a 4-6, you may either kill 1 army or destroy 1 factory. Before you roll, however, if the opponent who controls the space you are bombing has also developed planes, he may discard a card of his own and roll two dice; on a 4-6, he shoots down one of your air divisions. Air strikes are not allowed during winter conditions.

Tanks: If you have developed tanks, then your armies are supplemented by mechanized units. Tanks allow half of your invading armies (round up) to roll first, before the defenders get to roll. However, when counting your armies to determine the number of free rolls, ignore surprise armies, armies which arrived by sea, and armies attacking under winter conditions. (So, in oversea battles or winter in northern territories, the defending armies still roll twice each before your armies roll to attack.)

Final Word

These rules were designed by Mark William Henshaw in September of 2006, and do not constitute a challenge to the copyright status of the original game.

Email the creator at harkenbane@juno.com. Comments, criticism, and suggestions for improvement are welcome.

I hope you enjoy playing!

