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This section contains the “Game Rules” for The Settlers of
Catan.™ Please read the “Game Overview” first. Then read
these rules before beginning a game. If you still have questions
or need additional information, please refer to the “Settlers’
Almanac.”

CONSTRUCTING THE ISLAND (BEGIN-

NERS’ BOARD SETUP)

The game is usually played on a variable game board. We
recommend, however, that you use the “Starting Setup
for Beginners” on the reverse side of the “Game
Overview” when playing your first game. The odds are
relatively even, with no player starting with an unfair
advantage.

It’s generally more fun to play with a variable game
board. For instructions on how to set up the variable
game board, please refer to the “Setup Phase” entry in
the “Settlers’ Almanac.”

SETTING UP THE GAME
(FOR BEGINNERS)

Each player chooses a color. The starting locations of the
roads and settlements are illustrated on the “Starting
Setup for Beginners” color map. Players should put the
remaining settlement, road, and city pieces in front of
them.

If there are only three players, do not use the red pieces.
Each player receives a Building Cost Card.

The special cards “Longest Road” and “Largest Army”
are placed next to the game board along with the dice.

(top to bottom)
Building Cost Card,
Longest Road Card,
& Largest Army Card

BuiLpinGg COSTS
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The Resource cards have a
map on the back. They are
sorted by type and placed

face up in five stacks.

The Development Cards
bear the Shield of Cartan.
They are shuffled and placed
face down.

on the “Starting Setup for A forest hex produces lumber
Beginners” Note the settle- (aliaswoad) witch 8 userul
Development Card Back (left), =~ ments. Every player who has
Resource Card Back (right) a settlement marked with a

star receives resources at the
beginning of the game. The player receives one resource
card of the appropriate type for each terrain hex that
borders the settlement. For example, blue gets one
brick, one wool, and one ore card.

Resource cards are always held concealed in the players’
hands.

Place the “Robber” marker on the desert terrain hex.

TI]EI \ VERVIE HiLLs TERRAIN HEX
0 R w A hills hex produces bricks
Unless you are using the “Setup Phase” entry in the (alias clay), which are very

. important early in the game.
“Settlers’ Almanac,” the oldest player goes first. 2 - 2

You can do the following during your turn, in the order
listed:

e You must roll for resource production.
¢ You may trade resources with other players.

* You may build roads, settlements, and cities,
and /or purchase a development card.

Additionally, you can play one development card at any
time during your turn (even before you roll the dice).

When you finish your turn, pass the dice to the player on

_ Pasture TERRAIN HEX
the left. The order of play proceeds clockwise. A pasture hex produces wool

(alias sheep).
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FieLps TERRAIN HEX
A fields hex produces grain
(alias wheat), which is useful late
in the game.

Resource Cards (left to right):
Lumber, Wool, Grain, Bricks, and Ore

SPECIFIC ACTIONS

1. Resource Production

Each player begins his turn by rolling the dice. The
number rolled determines which terrain hexes produce
resources. Each of the five productive terrain types
produces a different type of resource:

MounTains TERRAIN HEX Terrain Resource
A mountains hex produces ore E I e
(alias rocks), which is very OLESE coivvensisnnimber
important later in the game. Pasture...............Wool
2o T Gramn
Hills ..................Bricks
Mountains ........Ore

Each player who has a settlement bordering a terrain hex
marked with the number rolled receives one resource
card of the type that hex produces. Each player who has
a city bordering that hex receives two of the given
resource cards. Each player who has more than one
settlement and /or city bordering that hex receives one
resource card for each of his adjacent settlements, and

Desert TerRraIN HEX two resource cards for each of his adjacent cities.
A desert hex does not produce : S
anything. Exception: The bex containing the Robber never produces any

resources. See “Rolling a 7” under “Special Actions™ below.
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2. Trade

Players may trade for resources.

a. Domestic Trade

You can trade resources with the other players. You
announce which resources you need and what you are
willing to give in return. You are free to accept offers
from other players and to make counter proposals.

Important: Only the player whose turn it is can initiate o
trade. The other players may not trade among themselves.

b. Maritime Trade

You can also trade without the participation of the other
players.

Regardless of the locations of your settlements and
cities, you can always make a 4:1 trade by placing four
identical resource cards back into the resource pile and
taking any one resource card of your choice.

If you have a settlement or city on a harbor hex, you are
said to “have a harbor” and the trade ratio is more
favorable. You can make a 3:1 trade if you have a harbor
with a question mark. Place three of any one resource
back into the pile and take any one resource card of your
choice. You can make a 2:1 trade if you have a harbor
with a resource symbol; however, you can only trade two
resource cards of that specific type for one resource card
of vour choice.

Important: Put all the cards you are spending face up in front
of you before returning them to the resource pile. This will
permait other players to see what you are trading.

3. Building
The last thing that you can do during a turn is build.

Building is the most important (or most common) way
to Increase your victory points.

You must build by using specific resource combinations
(see the building cost card). You return a combination
of resource cards to their stacks in exchange for the
appropriate roads, scttlements, or cities from your stock.
You cannot build an item that is out of stock.

OceaN Hex
An ocean hex does not
produce anything.

Hareor Hex
A harbor hex does not
produce anything, but it does
allow special trades.




Cost of a Road

Cost of a Settlement
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a. Road (Requives Brick and Lumber)

Only one road can be built on a given path. (A path is
where the edges of two terrain hexes meet.)

A new road must always connect to one of the player’s
existing roads, settlements, or cities.

As soon as a player creates a continuous road of five or
more single roads (forks do not count), the player
receives the special card entitled “Longest Road” (which
1s worth two victory points). Only one player at a time
can possess the card. If another player builds a longer
road, ownership of the card transfers to him.

Exception: If another player builds a settlement that “breaks”
the longest road—and at the same time creates two or more

longest roads of equal length—the Longest Road card is
returned to the table.

b. Settlement
(Requires Brick, Lumber, Wool, and Grain)

Each settlement is worth one victory point.

You cannot build a settlement that is adjacent to anoth-
cr settlement or city. You can only build a settlement on
a vacant intersection, and only if all three of the adjacent
intersections are all vacant.

A settlement must be connected to at least one of your
roads.

You can collect resources from all of the terrain hexes
(except desert or ocean hexes) adjacent to the settle-
ment. When a given terrain hex produces, you get one
resource card per settlement bordering that hex.

c. City (Requives Three Ove and Two Grain)

Each city 1s worth two victory points.

If you decide to upgrade one of your settlements into a
city, you return the settlement piece to your stock and
replace it with a city piece.

Cities double the resource production of adjacent ter-
rain hexes. You get two resource cards per city border-
Ing a given terrain hex.
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d. Buying Development Cards
(Requirves Ore, Wool, and Grain) \ /
Some development cards are worth one victory point.  Cost of

Most have no inherent victory point value, although
they may create a valuable effect.

There are three types of development cards:

* Soldier Cards — which allow you to chase (move)
the robber and possibly create the “Largest Army.”

* Progress Cards — such as Monopoly, Road Build-
ing, or Year of Plenty, which allow you to acquire
roads or resources.

* Victory Point Cards — such as the Market, Library,
University, or Governor’s House, which provide
you victory points.

It you buy a development card, take the top card from
the stack. Conceal all your development cards until they
arc played.

SPECIAL ACTIONS
1. Rolling a “7”

a Development Card
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(The Robber is Activated)

If you roll a “7,” you activate the Robber. The follow-
INg OCcurs:

e No plavers receive resource production from any
hex.

e Each player who holds more than seven resource

[

cards must select half (round down) of his or her
resource cards and discard them.

* You must then move the Robber to any new terrain
hex (other than the desert, ocean, or harbor hexes)
of your choice. You cannot leave the Robber in his
current location.

* You may take one resource card from any one play-
er who has a settlement or city adjacent to the hex
now occupied by the Robber. You choose which

|
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affected player will be robbed. The victimized play-
er then holds his cards face down and you select
one at random.

A hex containing the Robber produces no resources,
even if that hex’s number is rolled, until the Robber
moves to another hex.

2. Playing Development Cards

You may play one—and only one—development card at
any time during your turn (even before vour production

roll).

Exception: You may play any number of victory point cards in
any given turn.

You may not play a development card on the turn you
purchase it. Victory point cards are an exception to this
rule, for they can be played immediately.

Hint: Victory point cards should only be uncovered at the end of

the game, when you are certain that you have at least ten victo-
ry points.

Once played, players must follow the directions on the
card. Then remove the card from the game.

3. Soldier Cards

If you play a Soldier card, immediately do the following;:

* You must move the Robber to the numbered ter-
rain hex (i.e., non-desert, non-ocean, non-harbor
hex) of your choice.

* Take one resource card from any player who has a
settlement or city adjacent to the hex that now con-
tains the Robber. If two or more players have set-
tlements in the adjacent terrain, then you may
choose which player will be robbed. The victimized
player holds his cards face down and you select one
at random.

Important: If the numbered hex that contains the Robber is
rolled in a subsequent turn, the players with settlements or cities
in the adjacent intersections collect no resources. The Robber
remains in place.
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Soldier cards that have been played remain face up.

The first player to turn up three Soldier cards gets the
“Largest Army” card, which is worth two victory points.
If another player then puts a larger number of Soldier
cards in play, he takes the “Largest Army” card away
from the previous owner. Only one player at a time can
possess the “Largest Army” card.

WINNING THE GAME (END OF GAME)

The first player to accumulate ten or more victory points
during his turn immediately wins the game. This player
is declared the “Lord of All Catan,” and is praised and
heralded by all the people of Catan!
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One View of Catan:
The Starting Setup for Beginners
(See the “Game Overview” Sheet)
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