


WARNING 
READ BEFORE USING YOUR 
PLAYSTATION® GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed 
to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or while playing video games, including games played on the 
PlayStation® game console, may induce an epileptic seizure in these individuals. Certain 
conditions may induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience any of the 
following symptoms while p ·ng a video game - dizziness, altered vision, eye or 
muscle twitches, lo§$ ess, disorientation, • voluntary movement or 
convµlsions lf"" IMN_!i'E \iI$_continue use and t your physician before 

U1l1ing play: :"' 11 
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GETTING STARTED 

1. Set up your PlayStation® game console according to the instructions in its 
Instruction Manual. 

2. Make sure the power is OFF before inserting or removing a compact disc. 
3. Insert the Risk® disc and close the disc cover. 
4. Insert game controllers (and Memory Card if you have one). 
5. Turn ON the PlayStation® game console. The introductory sequence will 

begin. To skip this sequence and go directly to the Main menu, press 
the X button. 
Note: It is advised that you 
cards once the p 
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RECONFIGURE CONTROLLER 
You can reconfigure your controller in the Player Select screen by moving the cursor over a 
human player and pressing the Toggle menu options buttons (Ll and Rl - default buttons.) 
1bis will take you to the Controller Configuration screen. To toggle through configurations, 
press the left or right clirectional buttons. To select the option you want, press the X button. 

Note: All buttons referred to in this manual are in-line with the default controller 
configuration setting. 
The Ll and Rl buttons are used in the game, to toggle between menu option icons, 
shown in the top left-hand corner of the screen. 

ANALOG CONTROLLER 



® 

The Grune of Global Domination 

• To control the number of enemy opponents, move the pointer over the text changing 
them to either Computer Player /Not Playing or one of the controllers. Press the X 
button to select. 

Note: In the Classic Game, there must be at least three players. 
• Move the pointer over the advance icon then press the X button, to take you to 

the next screen. 

The following options are set-up: 
Classic Map 
Domination Risk 
Classic Dice Rules 

summary of these options see CREATING A USER-DEFINED GAME OF 
RISK.) From this screen select the advance icon. To return to the 
screens, selecttll~ go back icon. 



GAME OBJECTIVES 
Highlight the individual options and press the X button to change the settings. 

Mission 
The object is to complete your mission successfully, as stated at the beginning of 
your turn. 
Note: You can only play Mission Risk on the Classic Map. 
Domination 
The last surviving player wins the game. 
Capital 
Each player secretly nominates a territory to be his capital. The aim is to capture your 
opponents' capitals while at e same time protecting your own. The target number is 
relative to the number • ating players in the · • e. 

·c Die~ Rule; ,. 
omtheorigi 
tails. 

GAME VARIATIONS 
Random Tum Order 
With this option selected, the turn order will be randomly selected each turn. If this 
option is turned off, the order will be select_ed at random at the start, and will stay 
the same throughout the game. 

Card Trading 
By selecting fixed sets, the amount of reinforcements you will receive is as follows: 

Three inf an try cards 4 battalions 
Three cavalry cards 6 battalions 
Three artillery cards 8 battalions 
Three mixed cards 10 battalions 
Three wild cards 12 battalions 
selecting increasin,g sets, the amount of reinforcements you will receive increases 
htime a valid set of:t~rritory cards is traded. The increasing setvalues are as follows: 

2nd 3rd • 4th 5th 6th 7th 
6 8 10 12 15 20 

"I>\ yona,the seventh set, each se 
rec bonus of two battali 

e set. The bonus ba 

;increases by five battalion • • 
se territories that are o e automatically placed • 



Timer 
A time limit can be set for each player's turn, to limit the time in which each player has 
to make all of his moves. Choose between two to six minutes, or turn the timer option 
off. 
Select the advance icon to take you to the player select screen. (See PLAYER SELECT 
SCREEN described earlier in the manual). When you have chosen your army and your 
number of opponents, select the advance icon by moving the pointer over it and 
pressing X, to take you into the game. 

A GAME TURN SEQUENCE 
Each game turn consists of four phases: 

• REINFORCEME T 
• COMBAT 

DIFFERENT VIEWS WITHIN THE GAME 
The Political Map 
This map shows you exactly where your territories are by highlighting them in color. 
To access this map, press the .a. or• button on your controller. To advance to a particular 
territory, move the pointer over the territory in question and press the X button. 

The Continent Map 
This map highlights the groupings of the different continents and can be acc_essed from 
the political map by using the L1 and Rl buttons on your controller. By movmg over the 
different continents, you will be able to see, in the tool-tip bar, how many extra troops 
you would receive by owning alI territories in that continent. 

The Hot-Spot Map 
is map shows you where you are most vulnerable and likely to be attacked. 
hlighted areas of your opponent's color will surround your weak spots. You can 

is map in the same way as the continent map. 
a mouse, press the left mouse button on the flag in the 

. Press the right mouse button to toggle between the 
a tel;J;itory on any of these maps to return to this 



Attacking player 

No. of battalions attacking No. of dice thrown by attacker 

2 1 

3 1 or 2 

4 or more 1,2 or 3 

You can therefore decide to throw less than the maximum number of dice permitted in 
an attack, but you can never throw more dice than you have battalions. 

Defending Player 

No. of defending battalions No. of dice thrown by defender 

retreat. If successful, the attacker must move battalions equal to the number of dice 
used on the roll (as a minimum), that finally defeated the defending army, into the 
newly conquered territory. Move the pointer to select the territory into which the troops 
are to be moved to. Select one of the reinforcement icons to place your troops. Press the 
X button to action the troop deployment. 
Players can continue to attack into other territories providing they have armies of 
sufficient size, in neighboring or connecting enemy territory, until they decide to end 
the combat phase of their game turn. 
Note: If and when a player successfully conquers an opponent's last remaining territory, 
the conquering player takes all territory cards from the defeated player. 

STRATEGIC FREE MOVE 
You have the facility to make one free move at the end of the attack phase of your 

e turn. Battalions. can be moved from one territory to any other neighboring 
ry that you own. effect is to move troops to the front line or bolster 

nt borders. To a free move, select the Free Move icon by toggling 
icons in the top e nd corner of the screen, then press the X button. 
ect the territory you want to.move from, and a connec erritory tom 
cancel this move, select the cancel icon. When you ha pleted you 
lect the End Turn ic 



• To view your cards when you have more than three, select the red arrow 
at the side of the scroll bar. Press the X button to move through the 
cards. To move back, select the arrow on the opposing side of the scroll. 

• Battalions received from trading-in territory cards will be added at your next 
reinforcement phase. 

Note: When you have five or more territory cards, you will be forced to trade. 
To continue, select the troops forward icon. 

WINNING THE GAME 
If you successfully complete your game objective and win the game, you will be 
rewarded with the victory scene. If you lose all your territories and are forced out of the 
game, it's the guillo~iµ ryou! 

SAVING AND CO NG 
0 /\ftera game turn you wi veri the option to save 
'gam(;!icon. 
·wote: Always make surether; 

' commendt,g play. A Risi($(! 
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QUICK START GUIDE TO ULTIMATE RISK 
From the main menu, select ULTIMATE RISK- QUICK SD\.RT. This will set-up a game 
of Ultimate Risk with a choice of up to either seven computer controlled, or four 
human opponents, or a combination of both. Having made your selection of army, 
and number of opponents, select the advance icon to take you to the summary 
screen. In Ultimate Risk Quick Start, the following options are set-up: 

• WorldMap • Fixed card sets 
• Domination Risk • Blind Risk off 
• Random territory placement • Easy Al 
• Manual battalion placement • Power-ups ON 
• Random turn order 

1$ome of the different opti 
" ~AME VARIATIONS, later' · 
riillvance icon. 

ain menu, 
. This will 

• Rebel Difficulfy Medium 

not mentioned under Classic Risk are explained under 
manual.) From the game summary screen select the 

NEQ':GAME OF ULTIMAT;ERISK 
• t~r over CREATE ULTIMATEGAMEand press 
tlfe game options, which willbe tailor~il to the 
e, you will be able to custon\ize yourgai:ne. Th 

e optionsnot available in thecCll 



GAME OBJECTIVES 
Capital 
Each player nominates a territory to be his capital. All capitals are in view, unlike in the 
Classic game. To win the game you must conquer all enemy capitals in the game. When 
a player loses his capital he is eliminated from the game and all territories and forces 
become rebel. 

Domination 
The last surviving player \vins the game. 

Territorial 
The first person to control SO% of all territories wins the game. 

Power-ups 
Select to play the gajpe'1yithpow~r-ups either on or off. 

RebelDi.fficulty ' } .. -~ 
With the introduction oftfbel,forces into the game, yo~:"an set the difficulty level of the 
rebels. Choose from Easy;Medium, Hard, Difficult an~~ef ' 

Note: If you have choseJ!.,mam1al battalion setup, r,ou wil1] 1ave the ability to place 
Generals and fo1ts, unlike in .the Classic game. For infomrqtion relating to the 
placement qf tflefe, see BglN}l,QRCEMENT. .. · i i ,~-~ 
CAPITALS ...... ··.·· ·· ' '" . ' 
At the beginning d,feach game dfUlti ·sk ;:" u )Nill be as • 
city. Only one play!')r's capital cicy ma 

lace. ih nei 1boci.I1 enern tenit 

A GAME TURN SEQUENCE 
Each game turn consists of 5 phases: 

• Proposing an alliance 
• Reinforcement 
• Combat 
• Strategic Free Move 
• Collect a Risk Card 

PROPOSING AN ALLIANCE 
At the beginning of your game turn, when the continue icon is showing, you can choose 
to form an alliance with any of the other forces in the game. To propose an alliance first 

ggle through the icons using the Ll and Rl buttons until you come to the alliance 
. Next toggle through the different enemy players until you arrive at the player you 
t to ally with, then pres~ the X button. Next, select how many game turns the 

.. , liance will last for, choosing between one, two and three. Press the X button to 
",confirm the basis for the alliance. The alliance will either be accepted or rejected. To exit 
'from tbe alliance phase without making an alliance, select the canceUcon .. Qnce made, 
alliances can not be broken. Alliances <ian only be made between two players. 

c,.,;.;,,_,_ -~·-,- ,. "1.·,,/: =· ::~: "= ,,:.;:ts' 

INFORCEMENT . ;, : .i , ;;, 
As p:art of a game turn, each playerwilfreceive reinforcement ar1mes to a. 
already in the game. You can get reinl;orcements in seven differeµt ways, 

1. S~e .of empire 
2. tbonus 
3. ', te bonus 



Placement of battalions onto the game map 
When playing with the lfltirnate Risk rule set, the reinforcement totals for all active 
players are calculated at the ve1y start of the game turn. Once calculated, all players 
proceed to commit their reinforcements to territories on the game map that are under 
their control. Place your reinforcement battalions in the same way as in the Classic 
game, toggling and selecting from the reinforcement icons. The placement of battalions 
is limited to 20 in normal terrain, and 10 in difficult terrain. 
Buying and placing Generals during the reinforcement phase 
Reinforcement battalions can be traded for Generals. Generals are equivalent in value to 
three battalions and are introduced to the game in the same way as reinforcement 
battalions. To introduce a new General onto the gan1e map first toggle through the 
options until you arrive at the General icon. Then select the territory in which 
you want to place )(!'}Uf ·•··• . To place the Genera\f wess the X button. 
Once placeq;.threE(!:J

1
at "111,be deducted from Y0.1-\f total reinforcements 

for that game turrt•;,Q .. .. , eneral 1s allowed per tert1tory and there 1s a 
·mitto the number of Generals y/tli sta1t the game with, five. The five limit is 
rnken, when you receive1an extra general for every eleven tory that you conquer 
ming the game, over and,above number you started e with. 

Chan ' ank..and s 
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Buying and placing forts during the reinforcement phase 
As well as purchasing Generals, foits can also be purchased in the Ultimate game. To 
purchase a fort, first toggle through the options until you arrive at the Buy fort icon. 
Then select the territory in which you want to place your folt. Once placed, three 
battalions will be deducted from your total reinforcements for that game 
turn. Only one fort can be built in each territory. Each player can b_uild a 
maximum of five forts. Taking enemy forts can break the five-fort limit. 
Forts cannot be built in mountainous or desert areas, arctic or swamps. 
Benefits of forts . 
Forts are introduced into the game with a defense level of 21, therefore battal10ns 
present in a territory that is protected by a fort can use the fort as a buffer between 
them and any aggressive neighboring force. Any damage inflicted by enemy attacks 

·n be split between the fort and any battalions in the territory, using a weighting 
erp. Damage to forts can be repaired, in whole or in part, during the 

nforcement phase at ·lpE<J,beginning of each turn. To repair a fort, select 
repair fort icon frorii;tlte icon opti_qns using the LI and Rl buttons on 

ur1'~<mtroller, then move to the terr1,tory where the damaged fqrt 1s 
ate_9 and press the X butto11. Reirt(orcement battalions can be trad 

• ee-for-one basis. Thre(') aged fort points are repaire 
ment battalion trad ilig the ~trategic free move 

olish a fort at ttYou will receive on 



COMBAT 
In Ultimate Risk the combat system used to decide the outcome of each battle is Tactical 
Cards. As in Classic Risk, troops must always attack from one territory to another 
neighboring or connecting territory by first selecting the territory they are attacking 
from and then selecting the territory they wish to attack. 

USING THE TACTICAL CARDS 
This system moves the battle sequence away from the luck of the dice. After the 
attacking player has selected a territ01y to attack, the available tactical cards will appear 
in a scroll on the screen. The tactics available will vary depending on tl1e presence and 
skill level of a General. You will have three cards to choose from, or alternatively you can 
select the random s~r •• m the icon options in,me top left-hand side ofme 
screen. Use the dif~Cti 911s to scroll mrough th9, available options. Bom me 
attacking and defedain s s,elect a tactical card by selecting it, men pressing me x 
butt ' 
Th 

Surrender 
If you are convinced that you don't stand a chance in battle, you can - : 
surrender and your battalion(s) will be captured and placed in me victor's. •t .. 
POW camp, to be exchanged at a later date. . 
Fight Battle 

If you decide to fight, you will be asked to select a tactical card in the same 
way as me attacking player. In some battles, your troops, almough defeated 
will not be killed and you will be given me opponunity to retreat into a 
neighboring or connected territory. If as a result of evacuating a territory, or 
reu-eating from battle, you're forced to break the limit in a given territory, me 
excess troops will be disbanded. These surplus battalions will become available to you 
at the reinforcement phase of your next turn. 

aglfing into difficult ta~!JPin 
ing your army in an attaltJ<: into difjicult terrain or against a territory defended by,.~ 

S:r-q1pital will result in all ©f me ps involved in me battle eq.qing • , , ·i',; 
lyehi.ent in mis game turn., • • e regardless of me result'.oftfy, " • • 

le to lead a subseque om this territory; or me;:(~riito 



hold prisoners of an opposing force that has captured some of your troops. 
To select an exchange, toggle through the players to determine who you could 
trade with. To propose the exchange, press the ~ button. The exchange will 
either be accepted or rejected. Any POWs successfully exchanged will be 
added to your army at the reinforcement phase. During your opponents' game turns 
you could be asked if you want to exchange prisoners, select either Yes, or No. 

STRATEGIC FREE MOVE 
When playing with the ultimate rules, each battalion is allowed to make one Strategic 
Free Move. 

COLLECTING A TERRITORY CARD 
At the end of your ive a territory card, if you have conquered at least 
onene • opponent's capital city in 

rade in your territory 
• • one after the 

ur attacks. 
orth12+: 

Forest & Jungle 
Movement difficulties give the defending army a moderate battle bonus. 

Normal 
There is no battle bonus for the defending player. 
Other problems with difficult terrain: 

Jungle Disease, such as Yellow Fever 
Arctic 
Forest 
Desert 

Blizzards and sub-zero temperatures 
Smallpox epidemics 
Sandstorms and drought 
Misdirection, avalanche, etc. 
Disease, such as Typhus 



Ports don't just link to one destination. The longer the port is open, the more routes that 
become available, up to a maximum of three. The order in which the routes become 
known are randomly selected. If there is no port built, no routes will be visible. As 
routes become available a line of dots marks the way from the port to the destination. A 
flashing red dot travels in the direction that you can travel. 

POWER-UPS 
Power-ups can give you a great advantage over other players. The different power-ups 
are seeded through the map and last for a random number of turns. (If you come across 
a power-up you should use it as quickly as possible, before it expires.) 

Super Fort 
This fort cannot be harmed, 
enough. It has a valµe 
capital. 

can be captured if the attacking force is large 
a normal for(.but not quite as good as a • . . 

~"" 

Supern·oo~l ,, 
i-~.~s a territory based 

ey,were two men. For 
aisk and defend as if 

erri'fbry will be affected. 
0 0 ·.s moy,~d out retun 
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Super Cannon 
A player may target a territory up to two territories away with a super-cannon. 
The damage inflicted is between 10% to 50% of the troops held in that territory. 
Someone else can capture a super-cannon if they capture the tenitory. The 
disadvantage is that it can only be used once per game turn. To use the super-cannon, 
first select the tenitory in which the cannon is located, then select the super-cannon 
icon from the options menu. Next, select the territory to attack. 

LOADING A PREVIOUSLY SAVED GAME 
Move the cursor over the game you wish to play. Press the X button. Select OK to start 
the game at the point you last saved it, with the same options and players, or CANCEL to 
quit back to the Memory Card Options. 

te: Do not remove the memory card during loading, saving or formatting. 

ING THE SNAP-TO MODE 
eplayer is using a norrrta.ljoypad, the game will default to snap-to mode. This mode, 

ea(J1 territory, shows arrow~pointinirto all the connected territories (with 4 . 
eptions, below). These arro'fs also.p;idicate to the player which:way th • ectional 
ton~can be pushed in order · '!~ those territories. i.e. If ai1;;@uw ts left t 

d territory, pushing !iidirectional button will m,~ye 

;; le by pressin ~l 


