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Hello. Welcome to The Settlers of Catan. You didn’t buy this game for reading
material, so I'm going to try to make this quick. You don’t have to read this
whole rule book before you play. This little introductory section will give you
enough info to get you started, and then you can come back and read all the
picky little details once you’ve got the basic idea.

This is a hill hex. It makes

This is a forest hex. It

bricks (alias clay), which

The first thing to do is set some things up. Normally, you’d make a | 2 V7Y important early
in the game.

different board for each time you play, but for your first few
games, just flip this rule book to its backside. There you’ll see a lovely dia-
gram. Your goal is to recreate this diagram in the comfort and safety of your

makes wood (alias lum- | own home. Make sure to put the blue hexes with lines and numbers (these

ber) which is also useful

early on.

are port hexes) in the correct places AND facing the correct way. You will

be graded.

Atfter a few moments of respectfully admiring your beautiful Settlers board, everybody
rolls the dice. Whoever rolls highest will get to go first and gets first pick of colors.
Everybody should take one color of little wooden pieces and claim them as their own.

When it’s not your turn, you can arrange them into neat little geometric patterns and try
to balance the houses on the roads.

What do we do with beautiful, pristine, undeveloped land? Build things on it, of |—
course! There are two ways to start this, and one is easier than the other, but I’ll

tell you both ways anyway. The easy way is to just duplicate the arrangement of
little wooden houses (AKA settlements) and little wooden roads that you see on
the back of the rule book. Then pick one of the settlements of your color and |

This is a pasture hex. It
makes sheep (alias
wool). Everybody loves
sheep. Sheep go “baa”.

take a resource card for each hex around it. If you’re playing with 3 players,
you’ll have to remove one color. Pages 5-6 in the rules tells you which hexes
produce which resources. Once you’ve done that, you can skip the next few
paragraphs (up to the “OK” on the next page), and start playing. But that’s the easy way
out and it gets repetitive if you try it too many times (especially since red always wins),
so I’d recommend the more detailed startup rules.

| The first player takes one of his little wooden houses and one of his little
wooden roads and places them on the board. Houses go on the intersection
of three hexes; roads go on the edge between two hexes. See the back of the
rule book if this isn’t clear. Make sure your road is right next to your settle-

This is a mountain hex. | M€Nt (it’s a rule). There’s all sorts of complex strategy to consider here, but

It makes ore (alias | ignore that for now. Just toss them anywhere you want.
rocks), which is very

important later in the _
game. Suggested puns: | Go around clockwise and let each player place a settlement and a road. The

and/”ore”, rock’n’roll,
on the rocks, stone age.

only new rule to worry about is all settlements must be at least two inter-
sections away from any other settlement. Other than that, just have fun.

Once all players have placed one settlement and one road, the player who went
last gets to place another settlement and another road. Yep, that player gets two
in a row. Then go back around counter-clockwise until all players have two set-
tlements and two roads on the board. And as an added bonus, when you place
your second settlement, you get free stuff. Free stuff means one resource card
trom each hex which that settlement touches.

This is a plain hex. It
makes grain, which is
useful late in the game.
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and look at it.

ROADS: You’ve already seen how to place them. Just give a wood card and

a brick card to the bank and it’s yours. Small rule: any new roads you build
Must connect to something you’ve already built.

SETTL‘EMENTS: You’ve seen these, too. Like roads, any new settlements
you build must touch a road you already have.

C.‘.ITIES: Settlements not good enough for you? Then get ready for the big
time. When you build a city, remove a settlement you already have and

replace it with one of the big wooden houses. From now on, whenever any

of the hexes that it touches are rolled, you get 2 resource cards instead of 1.

8-9 of the long rules.

It doesn’t produce
anything, but it allows
special trades.

the resource printed on the hex for 1 of any resource.

That’s basically how you play the game. The only important thing I haven’t

2 VPs, some Development cards give you extra VPs, and having the longest
contiguous road of at least 5 roads or the largest army of at least 3 Knights
(which are one kind of Development card) is worth 2 VPs. That’s all you

need to know for now.

OK, Hﬂ*k‘:v you're ready to start playing. When it’s your turn, roll the dice. Find all the
hexes which have that number on them. Everybody gets one resource card for each settle-
ment tl:ley have that touches that hex. After you roll the dice, you can trade resource
cards with any other player. You can also trade in 4 of any one resource to the bank for 1
of the Fesanrce of your choice. And what do you do with all these lovely resource cards?
Buy things. The exchange rates are shown on the handy Building Cost cards. Pull one out

This is a water hex. It
doesn’t do anything
except make the edge
of the board look pretty.

N mentioned is how to win. To win, you must have 10 Victory Points (VPs)at |
the end of your turn. Settlements are each worth 1 VP, cities are each worth |

CARDS: If you like randomness, development cards are for you. They do all sorts of
stutf; the text on the card should give you the basic idea. More detail is available on pages

It you roll a “7” at the start of your turn, nothing produces, anyone with
more than 7 cards must discard half of their cards (round down), and the
robber moves to a new hex. The robber halts production on that hex until
he 1s moved again and allows the player who moved him to steal a random
This is a port hex. | resource card from one player who has a settlement or city touching that hex.

If you build on a port hex (remember those? no? They’re the water hexes
' with numbers and lines), you can make special trades. If it says “3:1,” you
can trade 3 of the same resource for 1 of any resource. If it says “2:1,” you can trade 2 of

This is the desert hex.

| It makes nothing.
Zilch. Nada. Avoid it

like the plague (or at
least a bad head cold).

Once you’re familiar with this stuff, I strongly recommend you read the long rules. They
have all sorts of useful information: random setup rules for when you get bored of the
board on the back of the rule book, advanced strategy so you can always win, and all
those nit-picky rules that will help you avoid getting into fist fights over whether or not
Art can play his Knight card before he rolls the dice (he can). Thanks for playing. Have fun.




OVERVIEW

In Settlers of Catan, each player represents a group of settlers who
have landed on the remote island of Catan. The goal of the game is

to become the dominant group on the island by acquiring Victory
Points. Victory Points are earned by building settlements and
cities, by having the longest road or the largest army, or by pur-
chasing certain cards.

Building requires resources. Each settlement or city receives
resources based on the nearby terrain. Forests produce wood,
mountains produce ore, hills produce bricks, plains produce grain,
and pastures produce sheep. Players can use these resources to
build settlements, roads, and cities. Resources can also be
exchanged for development cards that contain knights or other
advantages.

The game is played in turns. Going clockwise, each player starts
their turn by rolling two dice. The number rolled determines
which terrain produces resources. All players who have settle-
ments or cities adjacent to those areas gain the corresponding
resources. After rolling, a player can trade resources with other
players or with the bank, and can buy settlements, roads, cities or
cards from the bank with these resources. The winner is the first
player to have 10 Victory Points on their turn.

SETUP

1. Lay hexes

2. Lay numbers

3. Distribute stuff

4. Roll for first

5. Place starting cities

Lay Hexes

The hexes are used to create the game board. First, separate the
land hexes from the water hexes. Take the land hexes and shuffle
them (face down). Once they have been thoroughly mixed up,
arrange them into a hexagon. Any method that keeps the place-
ment random will work, but the method shown in Figure 1 is rec-
ommended: start by laying five hexes in a straight line. Then add
four hexes on the right of the five, four on the left, three on the
right and finally three on the left.

Now take all the water hexes and separate them into port hexes
(with lines, numbers and symbols on them) and plain water hexes.
Shuffle the port hexes face down and place them around the edge
of the island. Starting with the far edge of one of the corners of the
board (preferrably the closest one), place a port hex in every other
available spot (Fig. 2). Rotate the hexes so they face toward the
center of the board (Fig. 3). The sets of ports that touch two land
hexes (i.e., 2&3, 5&6, 8&9) should be parallel to each other, each
facing a row of 4 land hexes. Once all the port hexes have been

placed, fill in the remaining spots with plain water hexes, as in
Figure 3.

FIGUR!
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FIGURE 2

FIGURE 3




Lay Numbers

The number counters have a letter on one side and a number on
the other. The size of the number correlates to the probability of
rolling that number on 2 6-sided dice, the large red “6”s and “8”s

being the most commonly rolled (see Probabilities). This number
is used to determine when the hex produces resources.

Flip all the counters over so only the letters are visible. Start by
placing the “A” counter on a corner hex (preferably the closest
one). Place the rest in alphabetical order on all land hexes skip-
ping over the desert hex (Fig. 4), progressing counter-clockwise
around the entire outer circle. Once the outer circle is complete,
continue counter-clockwise into the middle circle, starting with
the hex just inside of the first hex (marked “A”). Finally, place the
last letter on the middle hex (unless it is the desert). The complet-
ed arrangement is shown in Figure 4. Once all the letters have
been placed, flip them all over so the numbers are visible.

Distribute stuff

Each player selects a color and takes the 5 settlements, 4 cities and 15 roads of that color.

Each player also receives a Building Cost card, which shows the cost of all the items that can
be built or purchased.

Sort the resource cards into five piles and set them aside, face up.

Shutfle the development cards and set them aside face down.

Roll for first

Each player rolls two dice. The player who rolls the highest number goes first. If two
players tie for the highest number, they re-roll.

Place starting settlements

Each player starts the game with two settlements and two roads. Each player places one
settlement and one road at a time, starting with the player who rolled highest.

How to place settlements:

Settlements are placed on the intersection of three hexes (see capital letters in the dia-
gram on the next page). Settlements can be placed on any intersection that includes a
land hex, including intersections that touch water hexes. All settlements must be placed

at least two intersections away from any other settlement.

Each settlement touches three different hexes. These hexes determine the resources that
the settlement can produce. The number on each hex is the number that must be rolled

for that hex to produce its resource.

How to place roads:

Roads are placed on the edge between two hexes (see lower case letters in diagram on
the next page). One of these hexes must be a land hex. Each road connects two corners.
When a player places a road during setup, it must connect to the settlement that he

places with it.




=

Example:

This example shows the first round of setup building in a three
player game. Arne places settlement A and road a. Since set-
tlemment A touches a pasture, a hill, and a mountain, it can
produce sheep, bricks, or ore depending on which number is
rolled. Amy places settlement B and road b. Since settlement B
touches a port hex, she will be able to make special trades, as
explained below. Since her settlement only touches two land
hexes, this settlement can only produce two different resources.
Chuck tries to place settlement X. Since this is only one corner |
away from settlement A, this is an illegal play. He reconsiders
and places Settlement C and road c.

Continue clockwise until the last player places a first set-
tlement and road. That player then places a second set-
tlement and road, and placing continues counter-clock- |

note: in a normal game, there would be §
: : wise from that player.

number counters on the land hexes)

When a player places his second settlement, he receives one resource from each hex
touching that settlement. These (up to three) resources are that player’s starting resource
hand. Once all players have placed two settlements and two roads, regular turns begin.
The player who rolled the highest goes first, and play continues clockwise.

Example (continued):

Since Chuck placed the last settlement in the first round of
building, he places the first settlement in the second round. He
places settlement D and road d. Since settlement D touches a
forest, plain and pasture, he collects a wood, a grain, and a
sheep as his starting resources. Amy places settlement E and
collects two grain and one brick. She tries to place a road on
edge X, but realizes that this does not touch the settlement she
is playing, so she plays road e instead. Arne places settlement
F and road f and collects his resources. He will now take his
' first turn, and play will continue with Amy.

| HEXES

There are eight types of hex: plain, pasture, hill, moun-
' tain, forest, desert, port, and water. Five of the six land
hexes produce specific resources:

plain hex mountain hex pasture hex forest hex

brick card grain card sheep card




These hexes do not produce resources:

desert hex plain water hex port hex

(allows special trades)
TURN SUMMARY

During a player’s turn, he rolls the dice to determine which hexes produce resources,
then he can trade resources with other players and build settlements, roads. or cities. A
player can trade and buy in any order, even going back and forth from one to the other
and can trade and buy as many times as he wants during one turn. If a player has 10
Victory Points at any time during his turn, he wins.

HOW TO PLAY

A player begins his turn by rolling two dice and adding them together. The number he
rolls indicates which hexes produce resources. All hexes whose number equals the roll
produce their resource. All players (even if it’s not their turn) gain one resource card for
each settlement touching any of those hexes and two resources for each city that touches
the hex. If there aren’t enough cards of one resource to give every player all that they
deserve, no players receive any of that resource this turn. If a player rolls a “7,” no hexes
produce resources and the robber moves, as explained below.

After rolling, a player can trade resources with other players. All trades must involve the
player whose turn it is; other players may not trade amongst themselves. Players need
not offer an equal number of resource cards. Players are allowed to discuss what they
have in their hand with other players to facilitate trading. Once a trade is agreed upon,
both players exchange the stated resource card(s); they cannot cheat the other player by
giving anything other than what was offered. Each trade must contain at least one |
resource card from each player. Trades can never include Development cards.

In addition to trading with other players, a player can trade resources

with the bank. On his turn, a player can trade four of any one resource Building Costs .

to the bank in exchange for one of any resource. This is the only type of | |rRoAps Opts.
trade that can be made with the bank unless a player has a settlement '. e

or city touching a port hex, as explained below. fogest e - p0) l

In addition to trading, a player can use his resource cards to build
settlements, roads, or cities, or to buy cards. The exchange rates are
shown on the building cost cards. To build something, a player must A Sk et
return the appropriate resource cards back to the bank of resources and 2pts. |
take his purchase. When a settlement, road, or city is built, it is 2]
immediately placed on the board, as explained below. Each player can = =
only build as many settlements, roads, or cities as he has tokens of that

type. Each player has five settlements, four cities and fifteen roads.

PLACING SETTLEMENTS

Settlements cost one brick, one wood, one grain and one sheep to build. They are placed
at an intersection where three hexes meet. Settlements can be placed on any intersection
of any land hex, including intersections that touch water hexes. All settlements must be |
placed at least two intersections away from any other settlement or city.




After setup, a player can only place settlements on intersections that connect to his roads.
If none of that player’s roads touch the intersection he wishes to build on, he must first
build roads to that intersection. A player can build at any point along his roads, not just
at the ends. Other player’s roads do not influence where a player can build settlements.

PLACING ROADS

A road costs one wood and one brick. Roads are placed on the edge between two hexes,
connecting two intersections. At least one of these hexes must be a land hex. Once a play-

er has built on that edge, no other player can build there; there can only be one road on
each edge.

Every road that a player builds must connect to one of his existing roads, settlements, or
cities. If a player builds a settlement or city at the end of one of another player’s roads,
the second player cannot build from that intersection. If a player builds a settlement or
city in the middle of a chain of another player’s roads, the second player can still build
roads connecting to the roads on either side of that settlement or city.

PLACING CITIES

Cities cost three ore and two grain. They replace settlements. When a player purchases a
city, he removes one of his settlements from the board and places a city on that intersec-
tion. A city produces two resources instead of one from all adjacent hexes. Note that a

player can build a settlement on an intersection and immediately upgrade it to a city if
that player has sufficient resources.

Example:

Amy has been saving up her resources for a while. She decides
to splurge and build one of everything. She gives three grain
and two ore to the bank and buys a city. To place it, she removes
the settlement she had at spot A and replaces it with a city.
Then she considers building a city at spot B. Unfortunately, she
does not have roads connecting her to this spot, so she cannot
build a settlement there. Instead, she pays one wood and one
brick to the bank and builds a road on spot c. She then pays one
wood, one brick, one grain and one sheep to build a settlement
at spot B.

ROBBER

If any player rolls a “7” at the beginning of his turn, strange things happen. No hexes
produce resources that turn, players with too many cards must discard the excess, and
the robber moves.

All players with more than seven resource cards must discard half of their resource cards
(rounded down). The player who is discarding chooses which of their resource cards to

discard. For example, a player with nine resource cards when a “7” is rolled must choose
four of them to discard.

Moving the robber does two things: he blocks production in the new hex, and he steals a
resource card on the behalf of the player who moved him.

The player who caused the robber to move takes the robber token and places it on any
land hex on the board. The robber must be moved; it cannot stay on the same hex. The
robber can be moved to a hex that no players touch. While the robber remains there, that

hex cannot produce any resource, even when its number is rolled. The only way to revi-
talize the hex is to move the robber token again.




The player who Placed the robber token can steal one res
a settlement Or city touching the hex (i.e., adjacent to) w
resource card is taken at random from the player’s hand

ource from one player who has
here the robber was placed. This

The robber can also be moved b
below for details.

PORTS

y playing a Knight card. See “Development Cards”

Ports are indicated by semi-circles on the corners of some water hexes.

If a player has a settlement or city built on an intersection that contains 4 @ SPECIFIC
a port, that player can make special trades with the bank. These trades ‘€ e
may be made immediately upon building the port, even during the
same turn. Nute that not all corners of port hexes have ports; only those
:w1th semi-circles are actually ports. There are two types of ports: gener- #% GENERIC
ic ports and specific ports. PORT

Generic ports have a question mark in the center of the hex. They allow  \GEREES
a player to trade three of any one resource for one of any resource,
instead of the normal four for one rate.

Specific ports have a resource pictured in the center of the hex. They allow a player to
trade two of th-::lt .E.pemfic resource for one of any resource. The resource that can be trad-
ed at that port is indicated by the icon shown on the port hex. No other resources can be

Fraded at specific ports, but the player can still make normal four for one trades involv-
ing other resources.

DEVELOPMENT CARDS

By paying one sheep, one grain, and one ore, a player can draw a card from the top of
the development deck. There are three types of cards in the development deck: Progress
cards, Knights, and Victory Point cards. All players should keep their development cards
hidden from other players until they choose to play them. Development cards can be
used at any time during a player’s turn, but not on the turn that they are drawn (except
VP cards). Since a player’s turn officially begins before he rolls the dice, a player can play
a card before rolling the dice. For example, you could play a Knight card before rolling to
move the robber from one of your hexes. A player can play only one development card
(except for Victory Point cards) each turn.

Progress Cards

These cards are played once and then dis-
carded.

Road Building:

When a player plays this card, he can
immediately place two road segments onto
the board, as if he had just built them.

111111

Discovery:

When a player plays this card, he can
immediately take any two resource cards
from the bank and add them to his hand.
These can be two different resources or two

of the same resource. They may immedi- N:f::'{::;‘ drsscnes
ately be used to build. ISl oyt

ferent resources or tlwo ol the same
resource. These may |I'I1.|:|'u."u.|l.'lh."l} be
wsad to build




Monopoly:

ol
When a player plays this card, he must announce one type of y ny

e

&

".
o,
n

resource. All other players must give the player who played this
card all of their resource cards of that type.

Knight Cards

When a player plays a Knight card, he must move the robber. The
hex where the robber rests does not produce resources until the

robber moves off that hex. See Robber for more details. Also, the g ErET—
player who played the Knight card can steal one random resource R e =g ey
card from any player with a settlement or city touching that hex.
Unlike rolling a “7,” no one has to discard cards after a Knight.

Once a player finishes resolving the robber, he adds the Knight to
his army by placing it face-up in front of him. The card no longer
has any effect, but the number of face-up Knight cards a player has
is used to determine who gets the Largest Army bonus.

Victory Point Cards

VP cards provide an extra Victory Point towards winning. They are
played differently from other developement cards. VP cards are
kept hidden from the other players until their owner has 10 Victory
Points, including the cards. The owner then plays all his VP cards
at once to achieve victory. A player can play as many VP cards as
he wants (even if he has already played another Developement Move the robber and steal one
card), and can even play them on the turn that they are drawn. b s e i

Special Bonuses

There are two other ways to gain victory points. Players who build
impressive armed forces or monumental roads can gain extra
points for their achievements. The player with the longest road of
at least five road segments and the player with the largest army of
at least three knights each gain two extra points. When a player
achieves one of these goals, he receives the appropriate card, which
represents the two bonus VPs.

As these rewards are only for the largest and longest on the board,
there can only be one player with each award at any point. If a
player already has the card and another player exceeds (not just
equals) that player’s total, then the new player takes the card (and
the points) away from the old player.

Notes on the longest road:

If a road forks into separate branches, only the
longest branch counts. If a player has a city or
settlement on another player’s road, it disrupts
the second player’s road when counting for
the longest; a player can only count the road
segments on one side or the other of any other
player’s settlement. A player’s settlements or | _
This card goes to the player with

cities do not interrupt his own roads. the longest road of at least five
road segments.

Longest Road Largest Army

- ",- - .
2 points 2 points

= 2y el ey This card goes to the player with
the largest army of at least three
If another player builds a longer Knights. If another player gains a

road, they get this card. larger army, they get this card.




WINNING

The first player to have 10 Victory Points at any time during his turn wins. Once a player

has 10 VI, he should reveal all his Victory Point Cards and announce that he has won.
There are four ways to get Victory Points:

2 VP for each City
1 VP for each Settlement
1 VP for each VP card

2 VP for longest road or largest army

PROBABILITY

When rolling two dice, the probability of rolling certain numbers is greater than others.
Since there are 6 ways to roll a “7” (1+6, 6+1, 2+5, 5+2, 4+3, 3+4) and only 1 way to roll a
“127 (6+6) or a “2” (1+1), 7 comes up much more often than 12 or 2. The size of the num-

ber on the counters in the game represents this probability; the larger numbers are more
likely to be rolled. The probabilities are listed here:

H"2”’ & 1112}’1 3[}/{}
h"3f.F &: ﬂ']-'l.ﬂ' 6[}/0

f!’4”" &: ﬂ'lOﬂ* 8[}/0
IISH' & .f.l"gff 110/0
.H'6.H‘ & 118 rr 14ﬂ/ﬂ

IJ’7.H' 17{]/{]




i ALTERNATE RULES

| e S = s of these alternate rules:
Players wanting a change of pace should try some ¢

1. Viciory Point.f:ards are played like all other L"Jm-'ﬂ]npnwnt cards. Only one can be played each
turn, and they cannot be played immediately upon drawing.

2. All players must play with their hand of Resource cards face up (useful for beginners).

a player cannot play them until after he rolls

»d

Instead of playing Development cards at any time,
the dice on his turn.

4. In the first two complete turns, any roll of “7" is ignored and rolled again.

U1

Any time a player rolls a “7”, he can choose to ignore it and not move the robber. That player

forfeits his right to steal a resource card.
6. Once a player starts building, he cannot make any more trades.
7. At the end of a player’s turn, he must have at least one settlement on the board.

8. Knight cards may be used to interrupt immediately after any player moves the robber. The
player who plays the Knight card places the robber where he desires and gets to steal a card
from another player. The player who used to be moving the robber gets nothing. A Knight card
can be played to interrupt another player’s Knight card, leading to a chain of Knights.

Alternate Rules for Experienced Players

To accomodate the requests we have received for rules for more than four players, Mayfair pro-
duced this printing with four new colors of building pieces. When playing with more than four,
players will need building pieces from two sets. If different colored sets are not available, players
may mark one set with a black marker to distinguish the two.

1. Pirate

In addition to the normal rules for the robber, the robber can be placed on any port hex. While
the robber is there, no trades may be conducted using that port. The player who moved the
robber can still steal a card from a neighboring player as normal.

2. German Expansion Rules (5-6 Player) GERMAN EXPANSION

“Erganzungs-set,” the official, published expansion to Die Siedler von
Catan adds rules for 5 or 6 players. Most of the expansion consists of new
hexes, cards and counters to increase the size of the game. The additional
cards were included in Mayfair’s Settlers of Catan, so people playing with
the English version need not worry about these.

The expansion set added 2 of each normal land hex, one desert hex, 2 plain
water hexes, one sheep port hex, and one generic port hex. These are

| arranged to create a larger, lopsided island, by starting with row of six land
hexes instead of the normal five, as shown in the diagram.

Ten new number counters were added to cover the new land hexes, and
the original number counters were altered to fit the new board. The
number counters included in the expansion are: A2, B5, C4, D6, E3, F9, GS8,

H11, 111, J10, Ké, L3, M8, N4, O8, P10, Q11, R12, S10, T5, U4, V9, W5, X9,
I Y12, Za3, Zb2, Zcé6.

'I”lhiere is only one rule change for the 5 and 6 player game. Players can build (roads, settlements,
cities, or buy cards) at the end of any player’s turn. After a player finishes his turn, each player
gets a chance to build, starting with the player to his left and continuing clockwise.

| 3. Mayfair Expansion Rules (5-6 Player)

This is exactly the same as the German Expansion Rules except that players do not build after

other player’s turns. Instead, the robber forces a player to discard half his resource cards when
he has more than 10 cards.

4. Big Island (7-8 Player)

Ta.ke. two gmmplete sets of land hexes, minus one desert. Lay them out in one large hexagon,
| starting with a line of seven and filling in both sides as in the normal layout. Take one set of
ports and add three generic ports (or two generics and one sheep port), and lay them out

starting at the hex closest to you and filling in every other space, as normal. Align the ports
| toward the largest row of land hexes. Use two complete sets of resource and
developement cards.




| ISLANDS OF CATAN
The game is played normally, but the robber only

forces a player to discard half their cards if the player
has more than thirteen cards.

. Islands of Catan (3-4 Player)

Instead of laying out the board normally, shuffle all the
hexes, land and blue, together. Lay them out randomly

into the normal pattern, a large hexagon with four hexes

on each side. This will create a map with a variety of
lakes, islands, and penninsulas.

Take all the number counters and mix them all up.
Starting with the closest corner hex and continuing
counter-clockwise, place one counter on each land hex
except the desert. When each counter is placed, check
the adjacent hexes. If a counter is placed next to a
counter with the same number, or a 6 and an 8 are
placed together, immediately take the counter being placed and return it to the pool of unused
counters. Then draw another counter and place it on that hex. If the very last counter conflicts
with a neighboring counter, trade it for the very first counter. If this trade would create a
conflict, continue trying the next number counter-clockwise until you find a number that works.

Examine all the port hexes. Each of the ports on the hex should touch the same land hex. If they
do not, rotate the hex clockwise until both ports touch the same land hex. If the port hex does
not touch any land hexes, do not rotate it. If two ports end up touching the same intersection,
that’s fine. A player who builds on that intersection can trade at either rate.

The game is then played normally. There are two rule changes to accomodate the odd position-
ing of water hexes. Bridges can be built over edges of two water or port hexes. Bridges cost one
wood, one brick, and one sheep and are treated exactly like roads, even for purposes of the
Longest Road. A Road Building card can be used to build bridges. The second rule is: when two
intersections are separated by nothing but water or port hexes, ignore the rule that settlements

must be placed at least two intersections away; settlements separated by nothing but water can
be placed on adjacent intersections.

. Big Islands of Catan (5-6 Player)

Play with the Islands arrangement, but remove the desert and add 2 of each land hex, 9 plain
water hexes, and one of each port hex (including a generic port). When laying number counters,
mix two full sets of numbers together, but remove a 3, 5, and 10 from the set. The game is
played normally, but the robber only forces a player to discard half their cards if the player has
more than ten cards. e

If this map doesn’t feel quite right to you, try adjusting the number of land and water hexes,
keeping in mind the balance of different land hexes. Recommended variations are: A) remove 3
plain water and add a sheep, wood, and grain hex. B) remove the five specific ports (or 5 plain
water hexes) and add one of each land hex. C) use the same number and combination of hexes
as the German Expansion Rules (5-6 player ), and lay them out in that shape.

. Peanut (7-8 Player)

Lay out one set of land hexes to create a normal island. Then lay an additonal set of land hexes
in another island, touching one edge of the first island. This will create one peanut-shaped
island as shown in the illustration.

To place the ports, mix two sets of ports, but take out 4 generic (3-1) ports. Place the first port on
one of the far corners and place ports on every other
available space. Orient the ports so they face the PEANUT
direction with the most land hexes, as in the
normal game.

The number counters are placed as if you were
placing numbers on two separate boards. Orient the
peanut so it is horizontal to you. Start each half of the
island at the hex closest to you, and continue both
counter-clockwise.

The game is played normally, but the robber only
forces a player to discard half their cards if the player
has more than thirteen cards.
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CREDITS

© 1996 Mayfair Games
Produced under license from Klaus Teuber
Designed by Klaus Teuber
English rules written by Tom Smith
Art Direction by Chris Vande Voort
Graphic Design by Seth Schwartz and Chris Vande Voort
Product Photography by Ramon Mascarefas

English playtesting: Jay Tummelson, Tom Smith,
Lou Rexing, Will Neibling, Trella Wilhite,
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Joe Roznai, Faith Price, Seth Schwartz, and other
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CONTENTS:
* 37 Hexagons
* 120 raw Material Cards
* 36 Development Cards
* 2 Special Cards

* Game figures (4 colors)
* 18 Counters

¢ 2 Dice
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