
LabyRisk – a game for 2 or 4 players 

 

Equipment 

 

1 Labyrinth board 

1 set of Risk pieces 

Dice 

 

 

Setting up 

 

Each player begins by placing one man on the starting square appropriate to their colour. 

The first player is chosen randomly; play then proceeds clockwise. 

 

 

Turn sequence 

 

On each person’s turn, the following activities occur: 

 They must use their tile, changing the board as per standard Labyrinth rules. 

 They may move any number of their pieces as far as is legal. 

 

A round is comprised of a turn sequence in which each person completes a turn.  

 At the beginning of each round all players generate reinforcements. 

 At the end of each round all battles are fought. 

 

 

Changing the board 

 

At the beginning of each person’s turn they must use the spare tile to change the board. 

This is done in the usual Labyrinth manner – the tile may be pushed in at any point and in 

any orientation; all men on tiles move with the tiles; any men pushed off the edge of the 

board reappear on the opposite side of the board, on the tile that has just been pushed. One 

may not reverse the move made by the player immediately before. 

 

 

Movement 

 

On each of their turns each player may move each of their men to any space that it could 

legally move. Standard Labyrinth movement rules apply – men may not cross walls nor 

move off the board. There is no limit to the number of men who may occupy a single 

square.  

 

In addition, men may not move through any square that is occupied by men belonging to 

another player – even if that player would consent. If men move on to a square occupied by 

men belonging to another player a battle will result (see Battles, below). A natural 

corollary of this rule is that men may not move through a battle in progress, but may join it. 

 

 



 

Reinforcements 

 

At the beginning of each round each occupied picture tile (and each starting square, 

regardless of who occupies it) generates one man as reinforcement. Both fixed and mobile 

picture tiles generate reinforcements. Tiles on which battles are taking place do not 

generate reinforcements. 

 

 

Combat 

 

An unusual feature of LabyRisk is that combats are not resolved instantaneously and can 

last for a number of rounds. This is an integral feature of the game that complements the 

shifting board – a tile can become a war of attrition, until clever tile play by one player cuts 

off his opponent’s supply line; a cut-off mobile tile may continue to seethe in turmoil, 

unconnected to the rest of the board; a major attack on a key square may tie up a vital route 

for several turns, buying vital time. 

 

At the end of each round, in each combat each player rolls a die for every man he 

possesses in the combat. For each 4-6 that is shown one enemy is killed. If, after this, more 

than one player still has men on the tile, the combat continues into the next round. 

 

Each side in a combat takes and deals damage simultaneously.  

 

If there are more than two sides in a combat each player chooses which enemy upon which 

he will inflict kills. 

 

It is not possible to withdraw men from a combat. 

 

 

Alliances 

 

There is nothing to prevent or enforce the forming of temporary or long-term alliances – 

just like in Risk. (EXCEPTION: if one is playing an alliance-play game, starting factions 

cannot be broken). Note that allied players – including ones that belong to the same formal 

faction (in alliance-play) cannot move men through squares occupied by the other nor 

withdraw from combat with each other. 

 

 

Elimination and Victory 

 

A player is eliminated when his starting tile is captured – even if he has other pieces left 

elsewhere on the board. When a player is eliminated, any other pieces he controls vanish. 

 

The last player to be eliminated is the victor. 

 

 



 

 

Addressing the Lack of Rotational Symmetry within Rounds 

 

The astute player will notice that the rules do not maintain rotational symmetry. The fact 

that reinforcements are generated at the beginning of each round and combats fought at the 

end means the game is not symmetrical with respect to each player. In fact, the first player 

in the round has a substantial advantage.  

 

There are a number of possible solutions to this. 

 

Team play (standard solution) 

The game is between two allied factions, each containing two players. One faction contains 

the players who play 1
st
 and 4

th
 in the round; the other the players who play 2

nd
 and 3

rd
. 

 

Note that if a clockwise play order is used this would imply that the allied players’ starting 

tiles are adjacent. One can play like this, but it is equally possible, if slightly more 

confusing, if one sets up the board so that allied players start diametrically opposite each 

other (but still play 1
st
 and 4

th
 (or 2

nd
 and 3

rd
) in the round). 

 

 

Progressive rounds (alternative solution) 

This uses the progressive round concept, in which each round the player who starts the 

round shifts one to the left; i.e. turn order goes: 

 

Round 1: 1,2,3,4 

Round 2: 2,3,4,1 

Round 3: 3,4,1,2 

Round 4: 4,1,2,3 

Round 5: 1,2,3,4 

Etc. 

 

This is the best way of playing if one wishes a free for all, rather than team play. The only 

disadvantage is that once every four rounds each player will be in the awkward position of 

every other player having two turns before he plays again. This can result in serious losses; 

however, the slow nature of battles means that this can be survived readily with careful 

preparation and it is, in any case, symmetrical to all players.  

 

Two-player options 

With two players, the standard approach is to adopt team-play, with each player controlling 

two colours. Either of the configurations set out in team play are possible. 

 

 

 



ANNEX A: Tactics and observations 

 

 The fixed tiles define the battleground. A player’s territory can be judged by which 

fixed tiles he controls. Mobile tiles can be too easily pushed into enemy territory or 

off the board or cut off from the main body of territory and their lines of 

communication shattered. 

 

 The two fixed tiles adjacent to one’s starting tiles are particularly important and 

should be defended heavily. Should one be captured it is relatively easy for the 

opponent in question to build up a large force within striking distance of your 

starting tile. At this point you are just one straight tile away from losing. 

 

 That said, one should not neglect mobile tiles. Not only can they generate 

reinforcements – there are roughly as many mobile tiles as fixed tiles – they can be 

used by the skilled player in many interesting ways. For example, a mobile tile with 

a large army in place can be pushed off the board to strike at an enemy’s rear, or 

moved up adjacent to an enemy tile and spill out their men in a sudden assault. 

 

 Your starting tile should always be heavily defended. If you lose it, you lose. 

Always be aware of surprise attacks – the corridors can sometimes connect in 

surprising ways, and there is always the possibility of someone pushing themselves 

off the edge of the board. At the very least, a large army on your starting tile should 

give you time to send reinforcements to the battle. 

 

 Road blocks can be very effective. 

 

 Sometimes the best way to defend against someone pushing themselves off the side 

of the board is to push them off first. 

 

 Never underestimate the power of changing the board. A large army is worthless if 

one cannot get it to where it needs to go. A small, cunning player with good 

connecting lines can defeat a large one. 

 

 You will never be able to connect your entire territory at once. You almost always 

have to make choices. Tiles may sometimes be cut off for rounds, drifting, 

gradually building up reinforcements until they either become so large it is 

worthwhile connecting them or they are connected by chance. 

 

 If you are being forced to concentrate all of your changes of the board in defence of 

your starting tile – for example, if someone has captured one of the adjacent fixed 

tiles – you are thus seriously disadvantaged on the rest of the board. 

 

 As battles can last several rounds, altering the board is frequently crucial to 

winning territory – either to shift the power balance in a battle, or simply to cut it 

off until it can be won. 

 

 When a player is eliminated all of his men vanish. It is then a desperate scramble to 

capture the freed tiles. It may occasionally be worth waiting to eliminate someone 

until you are in a better position. 


