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(See BASIC TRAINING pg.3] (See COMMAND ROOM pg.11] (See TOTAL DOMINATION pg.12) (See TEAM PLAY pg.13)

( OVERVIEW OF COMPONENTS |

(See BASIC TRAINING, COMMAND ROOM and TOTAL DOMINATION for what you will need to play each game-mode] )
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(BASIC TRAINING

BASIC TRAINING

COMMAND ROOM TOTAL DOMINATION TEAM PLAY

WHAT wvOuU'LL NEED

UNITS: ACHIEVEMENTS :

FACTION CARDS : MINERAL FIELDS :

HEROES : ATTACK DIE :
DEFENSE DIE :

WINNING ))

HOW TO SET UP BASIC TRAINING (pg.d-5]

(See DEPLOYING REINFORCEMENTS pg.6)

(See ATTACKING pg.7)

(See ACHIEVEMENTS and REWARDS pg.9-10])

(See ENDING YOUR TURN pg.10)




 HOW TO SET UP BASIC TRAINING |

(3 player, 4 player, 5 player, or 6 player]

5
24 2 ©
2
Zerg Terran o 2 ! m m w \Ei
L7 "e ® ¢ ¥eo
No. i m
©
) 5 ) - B 8
Terran Zerg Terran w *hKk
S0 0000 v oh
% ye O ©
@ o s =
© o % )
0 C o uw 8
we © w

€ Fourth-player Terran starts with one Faction Card. )



(HOW TO SET UP BASIC TRAINING
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( Fourth-player Terran starts with one Faction Card. )
Fifth-player Protoss starts with one Faction Card.
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Fourth and Fifth players start with one Faction Card.
( Sixth-player Terran starts with two Faction Cards. )

4

YOU CAN PLAY RISK: STARCRAFT IN DIFFERENT GAME-MODES, INCLUDING TEAMS!

. m— —

OVERVIEW OF COMPONENTS
BASIC TRAINING COMMAND ROOM TOTAL DOMINATION TEAM PLAY
(See COMMAND ROOM pg.11, TOTAL DOMINATION pg.12, and TEAM PLAY pg.13)



(DEPLOYING REINFORCEMENTS

The number of Reinforcements you
deploy at the start of your turn is the

TERRITORIES AND
MINERAL FIELDS
FACTION CARDS (pg.8)

(ignore any
remainder)

A player has 3 cards containing a total of
4 stars at the start of their turn.

PLANETARY
BONUS(ES)

ONE STAR ONE STAR TWO STAR
CARD CARD CARD

Turning in 3 cards (4 stars] adds 7
additional units.

DEPLOVYING



(ATTACKING|

HOW TO ATTACK

Orange

(The attacker may commit a maximum of three units per invasion]

TULURNS AND INVASIONS

[Attacking is optional)

IF THE DEFENDER STILL HAS LINITS IN THE TERRITORY .

IF THE DEFENDEIR HAS NO MORE UNITS IN THE TERRITORY

ELIMINATING ANOTHER PLAYEIR:

(if they have any)
(even if your opponent is of the same race)

HEROES |

add1 highest die

Position your Hero wisely to ensure maximum effectiveness in battle.



(FACTION CARDS

@ STAR REINFORCEMENTS

BASIC TRAINING
COMMAND ROOM

S FACTION ABILITY
<

DRAWING AND DISCARDING A FACTION CARD

DRAWING DISCARDING

@ (Terran, Protoss, or Zerg)
@ (Cards have a1l or 2 Star Value]
} @ (Unit and building abilities])
@ (Faction Card’s ahility as well as how and when to play)
(S

@ (Used for COMMAND ROOM and TOTAL DOMINATION set-up])

USING A FACTION CARD )) ELIMINATING A PLAYER

even if they are of the same race

Choosing when to play Faction Cards is crucial.



(ACHIEVEMENTS

BASIC TRAINING

COMMAND ROOM TOTAL DOMINATION
TEAM PLAY (See TEAM PLAY pg.13])

SILVEIR ACHIEVEMENTS

GOLD ACHIEVEMENTS

HOW TO COLLECT ACHIEVEMENTS ) ses

TEAM PLAY




 REWARDS

>

(Rewards are not used in BASIC TRAINING]

(See MANEUVER UNITS pg.10)

(You can still only take one card per turn]

(ATTACK and DEFENSE)

(When a Hero is present in a territory affected by a Xel’Naga Tower, add 2 to your highest die roll)

(When a territory is affected by 2 adjacent Xel’Naga Towers, add 2 to your highest die roll)

(TRANSLUCENT RED)
(unless the bonus attack die is the lowest])

(TRANSLUCENT BLACK])
(unless the bonus defense die is the lowest]

ENDING YOUR TURN,
4

(if applicable) @ID w

ONE
ONE
(If you collect an Achievement, you cannot
draw a Faction Card on that turn unless you 00 @

have the “Guaranteed Card” Reward)

. . (Maneuvering units is optional] (One unit must always be left behind]



(COMMAND ROOM,

OVERVIEW OF COMPONENTS
BASIC TRAINING COMMAND ROOM
(Do not set up using the BASIC TRAINING charts]

WHAT wvOu'LL NEED

UNITS : (See the COUNT UNITS section below) MINERAL FIELDS : (See PLACE MINERAL FIELDS)
FACTION CARDS : ATTACK DIE :

HEROES : (See PLACE HEROES) DEFENSE DIE :

BASES : [(See PLACE BASES) BONUS ATTACK DIE :

ACHIEVEMENTS and REWARDS : BONUS DEFENSE DIE :

STARTING )

(who placed
PLACE MINERAL FIELDS: units first)

3-Player games:

4-Player games:
PLACE ACHIEVEMENTS:

5-Player games:

PLACE REWARDS : 6-Player games:

COUNT UNITS:

3 PLAYERS: 4 PLAYERS:
S PLAYERS : 6 PLAYERS :

PLACE BASES:
[See DEPLOYING REINFORCEMENTS pg.6)

2 (See HOW TO ATTACK pg.7)

CLAImM REMAINING TERRITORIES :

(See ACHIEVEMENTS and REWARDS pg.9-10)

REINFORCE TERRITORIES (See ENDING YOUR TURN pg.10)

PLACE HEROES: WINNING,

[(Review the Achievements before you
start to play]



(TOTAL DOMINATION;

(The objective is simple: Be the last player standing])

WHAT wvOU'LL NEED
FACTION CARDS : MINERAL FIELDS :
ATTACK DIE :
DEFENSE DIE :

HEROES : BONUS ATTACK DIE :
BASES : BONUS DEFENSE DIE :

ACHIEVEMENTS and REWARDS :

d é PLAYER SET-UP AND PLAY

TOTAL DOMINATION COMMAND ROOM

9 D8 P

[(See COMMAND ROOM pg.11 for detailed instructions on how to set up the game board and begin play]

(called Neutrals)

PLACE ACHIEVEMENTS!: PLACE BASES:!:

PLACE REWARDS: DEPLOY REINFORCEMENTS!

COUNT UNITS:
PLACE MINERAL FIELDS:

[Neutrals are the 4 unit colors unused by the players]

TERRITORY SET-LIP:
ATTACKING PASSIVE NEUTRALS !

STARTING ’ You now have all the rules you need, so start playing!

WINNING ))

(To play an advanced version of TOTAL DOMINATION, use Heroes and Faction Cards in a COMMAND ROOM style of play]



JEAM PLAY,

TEAM PLAY COMMAND ROOM

(For detailed instructions on how to set up the board, see COMMAND ROOM pg.11)

TURN ORDER))

(Roll off if there is

STARTING )

U-PLAYER GAMES:

2v2:
Cards:

&6-PLAYER GAMES:

3v3:
Cards:

BASES)

TEAM PLAY

WINNING )

OVWNERSHIP OF TERRITORIES

(See TRANSFER OF COMMAND]

END-OF-TURN MANEUVER

PLANETARY BONUS(ES)

TRANSFER OF COIMMAND

Your Ally must agree to give you command.

You may only take command of one territory per turn.
The territory must have exactly one unit on it.

You may replace that unit with only one of your own.

(To play 2v2 and 3v3 in a TOTAL DOMINATION style, do not stop attacking until your team controls every territory]




(REMEMBER|

In this game of “Strategic Conquest,” you are battling for galactic
supremacy. To win, you must launch daring attacks, defend yourself
on all fronts, and boldly sweep across entire planets.

But remember :

The dangers, as well as the rewards, are high. Just when your goal is
within your grasp, an opponent might strike and take it all away!

(for both attack and defense])

(in a territory you control)

€ GOoOD LUCK. HAVE FUN! )
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