Rules to Riskopoly
By Alex Beck

1. Start by playing monopoly; let everybody play 2 turns of monopoly. Use the rules of monopoly to determine who go first for both risk and monopoly. Divide the amount they earned from those 2 turns by 100$ to determine the amount of armies they will receive in risk, round up always. If they lose money they will not lose armies.

2. After each player plays 2 turns of monopoly they will supplement their armies of risk with the armies they earned in monopoly, they will play 1 round of risk and for every country one successfully invades they will earn 200$ in monopoly.
3. Who ever takes over the world in risk wins the game.

4. Optional override policy where if you pay 10 times the cost of a property it comes under your control and any houses on it are sold to the previous owner for full price. If he had a monopoly he will retain all of the houses on other parts of the monopoly but will not be able to purchase other houses. This however cannot be done to the same property twice.

5. Optional 200$ will be able to destroy 1 standard army as long as it is not the only army on that territory.

6. Any colonial influence card will reward a player with 200$ dollars.

7. Any risk card can be traded in at any time for either 200$ or 1 army.

8. If a player loses at risk his monopoly estates will b mortgaged and his money will be deposited into the bank.

9. If a player gets negative money in monopoly he will be forced to sell any army in risk to get 200$ to pay his debts, but he may not sell armies if he is not broke.

