
‘GAME OF THRONES’ RISK – ‘HOUSE 

MITCHELL’ AMENDMENTS 
 

You’ll need a few extra counters and pieces. 
 

1) AT THE START.  

 

Place 5 X armies in – and remove the cards - for:- 

 
*House Stark  Winterfell 

House Arryn  Eyrie 

House Targaryen  OFF TABLE – IN EXILE 

*House Baratheon  Storm’s End 

*House Tyrell  Highgarden 
*House Lannister  Casterly Rock 

*House Martell  Sunspear 

Wildings  North of The Wall 

 
Place 3 X armies in – and remove the cards - for:- 

 

Kings Landing Neutral 

House Greyjoy Pyke 

Night’s Watch The Gift (Amend the rules of control of the 
North to the other twelve territories, excluding The Gift.) 

 

Players then choose – or draw – which House marked * to play 

– and receive five cards at random from the deck. They place 

an army in each. Every other province has a single neutral 
army allocated. 

 

Play then proceeds as normal; with a ‘turn’ for all neutral 

Houses together after all players have taken theirs (‘yes – even 

if passive they get reinforcements too’). The Night’s Watch and 
Wildings are not House for this rule. 

 

2) DURING THE GAME 

 
a) Any of the above Houses eliminated is assumed to go ‘into 

exile’, with a notional ‘three armies’ of supporters ‘waiting in 

the wings’ off table for ‘the return of the king’ (sic). N.B. House 



Targaryen is already in this state – but with five armies – as 

they have dragons and Essos Dothraki allies.  

b) These ‘exiles’ can be activated by any House represented by 
a player. Instead of drawing a card for capturing territories at 

the end of its turn a player can instead have an ‘exiled’ House 

and their armies arrive at any port wished. There they will 

immediately fight the occupier. If they fail they go back into 

‘exile’ with their statutory armies – if successful they occupy 
the province as ‘neutrals’, advancing no further (unless a new 

or returned player is introduced to actively run them). 

 

3) a) The Wilding armies above The Wall can also be activated 
as if an ‘exiled House’. They will cross The Wall and fight The 

Night’s Watch in The Gift. If they lose they go back into exile 

(as above), with three armies. If they win they will occupy The 

Gift (as above) as a ‘neutral’.  

b) If The Night’s Watch are thus eliminated they are returned 
‘from exile’ (as above), in The Gift, at the end of the next card-

drawing player’s or neutral turn, and any combat is resolved. 

This is compulsory. Action continues each turn until all Wildings 

are back beyond The Wall, tis taking priority over player 

reinforcements.  
 

3) The ports of Sunspear and Oldtown are considered linked. 

 

 

 
 

 
 
 

 

 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


