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Standing on the coast, you look out across the boundless sea. Having tamed the wilds of your homeland, your heart 
yearns for greater adventures, greater conquests. Your people are ready to follow you, even into the unexpected dangers 
of the unknown. Nearby, seasoned dock workers are putting the finishing touches on your first great seaworthy ship. 
Soon you will leave the settlements behind to join the ranks of explorers and conquerors. Soon you will become one of 
the Seafarers of Catan!

This rules set was revised in early 2009. Four scenarios were customized for 3- and 4-player games.

You can find more information at:
mayfairgames.com          catan.com          klausteuber.com

GAME RULES
GAME C OMPONENTS

Catan: Seafarers® includes the following items:
s���FRAME�PIECES
s����SEA�HEXES
s����TERRAIN�HEXES��TILES	��INCLUDING�
� � ��GOLD�lELD�HEXES
� � ��DESERT�HEXES
� � ��lELDS�HEX
� � ��FOREST�HEX
� � ��PASTURE�HEX
� � ��MOUNTAINS�HEXES
� � ��HILLS�HEXES
s����#ATAN�CHITS
s����NUMBER�TOKENS��NUMBERED�ON�ONE�SIDE	
s����HARBOR�TOKENS
s����WOODEN�SHIPS�IN���COLORS�����SHIPS�OF�EACH�COLOR	
s���PIRATE�SHIP��BLACK	
s���'AME�2ULES���3CENARIOS�BOOKLET

EXPANSION RULES
%XCEPT�WHERE�NOTED�BELOW��Catan: Seafarers�USES�THE�SAME�
RULES�AS�Catan®��4HE�ADDITIONAL�RULES�INCLUDE�
s�2ULES�FOR�BUILDING��PLACING��AND�MOVING�SHIPS�
s�2ULES�COVERING�THE�ACQUISITION�OF�SPECIAL�VICTORY�POINT�
TOKENS�
s�4HE�DREADED�PIRATE�

1. Assembling the Board
"EFORE�YOU�CAN�BEGIN�EXPLORING�THE�SEA�LANES�OF�#ATAN��YOU�
MUST�lRST�CONSTRUCT�THE�BOARD��%ACH�SCENARIO�IN�THIS�BOOK�
INCLUDES�AN�ILLUSTRATION�THAT�SHOWS�HOW�THE�BOARD�SHOULD�BE�
BUILT�
What Y ou Need
4O�PLAY�THE�SCENARIOS�WITH�Catan: Seafarers��AKA�

“Seafarersv	��YOU�NEED�THE�COMPONENTS�FROM�A�COPY�OF�Catan 
�AKA�hSettlersv	��%ACH�SCENARIO�LISTS�ALL�THE�COMPONENTS�NEEDED�
TO�PLAY�THAT�SCENARIO�

(EADING�FOR�.EW�3HORES���	 4HE�7ONDERS�OF�#ATAN���	

4HE�&OG�)SLAND��	

4HE�0IRATE�)SLANDS���	

4HE�&OUR�)SLANDS���	

4HROUGH�THE�$ESERT���	

4HE�&ORGOTTEN�4RIBES���	

#LOTH�FOR�#ATAN���	

VOYAGES OF DISC OVERY IN C ATAN
$ISCOVER�SEAFARING�IN�#ATAN�BY�MEANS�OF�A�SERIES�OF�FAMOUS�
hVOYAGESv�FROM�THE�HISTORY�OF�#ATAN��)N�THE�SCENARIOS�STARTING�
ON�PAGE����YOU�CAN�lND�THE�DESTINATIONS�OF�THESE�VOYAGES�OF�
DISCOVERY��%XPERIENCE�THE�HISTORY�OF�#ATAN�FOR�YOURSELF�
4HIS�EPIC�CAMPAIGN�CONSISTS�OF���SCENARIOS��4HE�lRST�FOUR�
SCENARIOS�ARE�MODELED�ON�THE�BASIC�RULES�OF�THE�Catan: 
Seafarers�%XPANSION��4HEY�ARE�EASY�TO�PLAY�

3CENARIOS���THROUGH���ARE�MORE�COMPLEX��7E�VE�ADDED�NEW�
RULES��3O��YOU�SHOULD�PLAY�THE�SCENARIOS�IN�THE�ORDER�SHOWN�
3CENARIO���IS�INTENDED�FOR�FREE�PLAY�USING�YOUR�OWN�IDEAS�
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COAST�ROUTE�IF�THERE�IS�ALREADY�A�ROAD�ALONG�THAT�HEX�SIDE��AND�
VICE�VERSA	�
7HEN�YOU�BUILD�A�NEW�SHIP��YOU�MAY�PLACE�IT�ADJACENT�TO�
ANY�SETTLEMENT�OR�CITY�YOU�HAVE�ALREADY�BUILT�ON�THE�COAST��SEE�
)LLUSTRATION�!	�

8
•••••

/2�YOU�MAY�PLACE�YOUR�NEW�SHIP�ADJACENT�TO�ANY�OF�YOUR�
OTHER�SHIPS�THAT�ARE�ALREADY�ON�THE�BOARD��SEE�THE�PATHS�MARKED�
h9%3v�IN�)LLUSTRATION�"	��7HEN�YOU�PLACE�SHIPS��ANY�AMOUNT�OF�
BRANCHING�IS�ALLOWED��JUST�LIKE�WHEN�YOU�BUILD�ROADS�

Illustration A

The Frame Pieces
4O�ASSEMBLE�THE�FRAME�

for a Seafarers�SCENARIO��
YOU�HAVE�TO�USE�THE�SIX�
FRAME�PIECES�FROM�Catan 
AND�THE�Seafarers frame 
PIECES��4O�USE�THE�SIX�
Catan�FRAME�PIECES��YOU�
NEED�TO�TURN�THEM�OVER�
SO�THAT�THE�ALL
SEA�SIDES�
ARE�FACE�UP�YOU�DO�NOT�
USE�THE�HARBORS�THAT�ARE�
PRINTED�ON�THOSE�FRAME�
PIECES��%ACH�SCENARIO�
ILLUSTRATION�SHOWS�HOW�THE�FRAME�PIECES�SHOULD�BE�PUT�TOGETHER�
The Hexagonal Tiles and the Harbor Tokens
!FTER�YOU�BUILT�THE�FRAME��PLACE�THE�HEXAGONAL�TILES��HEXES	��
!RRANGE�THESE�HEXES�EXACTLY�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��
!FTER�YOU�PLACE�THE�HEXES��YOU�NEED�TO�ARRANGE�THE�ROUND�TOKENS�
WITH�THE�PRODUCTION�NUMBERS��4HESE�ARE�ALSO�PLACED�
EXACTLY�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM�
!FTER�YOU�BUILD�THE�BOARD��RANDOMLY�PLACE�THE�
HARBOR�TOKENS��4AKE�THE�HARBOR�TOKENS�LISTED�IN�THE�
SCENARIO�DESCRIPTION�AND�SHUFmE�THEM�FACE�DOWN�IN�

A�PILE��2ANDOMLY�SELECT�THE�HARBOR�TOKENS��
ONE�AT�A�TIME��AND�PLACE�THEM�ON�THE�BOARD�
WHERE�THE�SCENARIO�DIAGRAM�INDICATES�
Important Note: Do not use the smaller 
harbor tokens from the Catan game when 
playing with the Seafarers expansion! 

���3HIP�"UILDING
)N�ORDER�TO�TRAVEL�FROM�ONE�ISLAND�TO�ANOTHER��YOU�NEED�TO�
BUILD�SHIPS��9OU�CANNOT�SATISFY�YOUR�HUNGER�TO�EXPAND�WITH�
ROADS�ALONE�
4HE�SHIP�PIECES�IN�THE�GAME�DO�NOT�REPRESENT�THE�INDIVIDUAL�
SHIPS��JUST�AS�ROADS�DO�NOT�REPRESENT�THE�ACTUAL�CARTS�AND�
WAGONS�THAT�TRAVEL�ALONG�YOUR�TRADE�ROUTES��)NSTEAD��
THE�SHIP�PIECES�REPRESENT�A�hSHIPPING�ROUTE�v�
4HIS�IS�THE�ROUTE�THAT�SHIPS�USE�TO�TRADE�AND�TRAVEL�
BETWEEN�THE�ISLANDS�
4O�BUILD�A�SHIP��EXPEND���WOOL�RESOURCE��TO�MAKE�SAILS	�AND�
��LUMBER�RESOURCE��TO�BUILD�HULLS�AND�MASTS	�
,IKE�ROADS��SHIPS�CAN�ONLY�BE�PLACED�ON�THE�BOUNDARY��HEX�
SIDE	�BETWEEN�TWO�HEXES��5NLIKE�ROADS��SHIPS�CANNOT�BE�PLACED�
BETWEEN�TWO�LAND�HEXES��9OU�MAY�ONLY�BUILD�SHIPS�BETWEEN�TWO�
SEA�HEXES��FORMING�AN�AQUATIC�ROUTE	�OR�BETWEEN�A�SEA�HEX�AND�
A�LAND�HEX��A�COASTAL�ROUTE	��9OU�MAY�NOT�BUILD�A�SHIP�ALONG�A�

Asia is summer and we sail five paths with the moon

Illustration B
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3INCE�THE�SHIPS�REPRESENT�ESTABLISHED�SEA�ROUTES��THEY�MAY�
NOT�BE�CONNECTED�TO�ROADS��NOR�CAN�ROADS�CONNECT�DIRECTLY�TO�
SHIPS��SEE�)LLUSTRATION�#	��9OU�MAY�ONLY�CONNECT�A�LAND�NETWORK�
OF�ROADS�TO�A�SEA�NETWORK�OF�SHIPPING�ROUTES�IF�YOU�lRST�BUILD�A�
SETTLEMENT�WHERE�THEY�COME�TOGETHER��3HIPS�AND�ROADS�CAN�BE�
BUILT�TOWARDS�EACH�OTHER��BUT�EVEN�IF�THEY�BOTH�REACH�THE�SAME�
INTERSECTION��THEY�ARE�NOT�CONNECTED�UNTIL�YOU�BUILD�A�SETTLEMENT�
THERE��5NCONNECTED�NETWORKS�DO�NOT�COUNT�TOWARD�THE�h,ONGEST�
4RADE�2OUTEv��SEE�PAGE��	�
2OADS�AND�SHIPS�MAY�NOT�BE�BUILT�ALONG�THE�SAME�COASTLINE��
4HERE�CAN�ONLY�BE�ONE�SHIP�OR�ONE�ROAD�ALONG�ANY�GIVEN�COASTAL�
HEX�SIDE��SEE�THE�Catan�RULES�ON�ROAD�BUILDING	�

4. Shipping Routes
!�SHIPPING�ROUTE�IS�EITHER�hCLOSEDv�OR�hOPEN�v�!�hCLOSED�
SHIPPING�ROUTEv�IS�ANY�UNBROKEN�LINE�OF�SHIPS�THAT�INTERCONNECTS�
TWO�OF�your�SETTLEMENTS�AND�OR�CITIES��9OU�MAY�NEVER�MOVE�
ANY�SHIPS�THAT�ARE�PART�OF�A�CLOSED�SHIPPING�ROUTE��EVEN�IF�THAT�
MOVEMENT�WOULD�NOT�BREAK�THE�CONNECTION�BETWEEN�THE�TWO�
SETTLEMENTS�CITIES��!N�hOPEN�SHIPPING�ROUTEv�IS�ANY�ROUTE�THAT�
DOES�NOT�INTERCONNECT�TWO�OF�YOUR�SETTLEMENTS�OR�CITIES��

5. Moving Ships
4HE�BIGGEST�DIFFERENCE�BETWEEN�SHIPS�AND�ROADS�IS�THE�ABILITY�
OF�SHIPS�TO�SAIL�FROM�ONE�LOCATION�TO�ANOTHER��5NLIKE�ROAD�PIECES��
SHIPS�MAY�BE�MOVED��(OWEVER��THERE�ARE�LIMITS�TO�HOW�SHIPS�
MAY�BE�MOVED��9OU�MUST�OBEY�THESE�RESTRICTIONS�WHEN�YOU�MOVE�
YOUR�SHIPS�
s�9OU�MAY�ONLY�MOVE�1�SHIP�PER�TURN��AND�ONLY�DURING�YOUR�
BUILDING�PHASE�
s�9OU�MAY�NOT�MOVE�A�SHIP�ON�THE�SAME�TURN�YOU�ORIGINALLY�
BUILT�IT�
s�7HEN�YOU�MOVE�A�SHIP��YOU�MUST�OBEY�ALL�OF�THE�USUAL�RULES�
FOR�PLACING�A�NEW�SHIP�
s�9OU�MAY�ONLY�MOVE�A�SHIP�WHERE�ONE�OF�ITS�TWO�ENDS�IS�NOT�
ADJACENT�TO�ANY�OF�YOUR�OTHER�PIECES��)N�)LLUSTRATION�$�THE�
SHIPS�OUTLINED�IN�WHITE�CAN�MOVE��3O��NONE�OF�THE�ORANGE�
SHIPS�CAN�MOVE��4HREE�OF�THE�RED�SHIPS��AND�ONLY�ONE�OF�THE�
BLUE�SHIPS�CAN�MOVE�

3. The Purpose of Ships
3HIPPING�ROUTES�ACT�AS�ROADS�ACROSS�WATER��OR�ALONG�THE�
COAST	��9OU�BUILD�AND�PLACE�SHIPS�IN�MUCH�THE�SAME�WAY�AS�
ROADS��4HEY�CONNECT�TWO�ADJACENT�INTERSECTIONS��!�CHAIN�OF�
CONNECTED�SHIPS�OF�THE�SAME�COLOR�FORM�A�hSHIPPING�ROUTE�v�
3HIPPING�ROUTES�ACT�THE�SAME�WAY�AS�ROADS�FOR�EXPANDING�
YOUR�PRINCIPALITY��9OU�CAN�BUILD�NEW�PIECES�ANYWHERE�THAT�IS�
CONNECTED�TO�YOUR�NETWORK�OF�ROADS�AND�SHIPPING�ROUTES��#OUNT�
SHIPPING�ROUTES�WHEN�YOU�CALCULATE�THE�h,ONGEST�4RADE�2OUTEv�
�SEE�PAGE��	��
)F�YOUR�SHIPPING�ROUTE�REACHES�A�COASTLINE��YOU�CAN�THEN�
BUILD�A�NEW�SETTLEMENT�ON�THAT�COAST��EVEN�IF�IT�IS�A�NEW�ISLAND��
/F�COURSE��YOU�MUST�STILL�OBEY�THE�hDISTANCE�RULEv�FROM�BASIC�
Catan��EVEN�IF�YOU�ARE�BUILDING�ON�A�NEW�ISLAND��/NCE�YOU�BUILD�
A�SETTLEMENT�ON�A�NEW�ISLAND��YOU�CAN�USE�IT�AS�A�BASE�FOR�FURTHER�
EXPANSION��BUILDING�NEW�ROADS�AND�SHIPS��SEE�)LLUSTRATION�$	�

Illustration D

Illustration C
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Example: (See Illustration E.) Here are 2 open red shipping 
routes. The red ships outlined in white are the ends of their 
respective routes. In either case, you may move the ship 
outlined in white (as long as you didn’t buy the ship this 
turn). You may move the ship pointed to by the arrow to any 
of the edges marked “Yes.”

7. The “Longest Trade Route”
"ECAUSE�IN�Seafarers SHIPPING�ROUTES�ARE�JUST�AS�IMPORTANT�
AS�ROADS��PLAYERS�NO�LONGER�COMPETE�FOR�THE�h,ONGEST�2OAD�v�
)NSTEAD��THEY�COMPETE�FOR�THE�h,ONGEST�4RADE�2OUTE�v�4HE�
LONGEST�TRADE�ROUTE�IS�IN�ALL�WAYS�IDENTICAL�TO�THE�LONGEST�ROAD�
�I�E���IT�IS�WORTH���VICTORY�POINTS��ETC�	��BUT�PLAYERS�MAY�COUNT�
SHIPPING�ROUTES��OPEN�OR�CLOSED	�AS�WELL�AS�ROADS�TO�DETERMINE�
WHO�CONTROLS�THE�LONGEST�TRADE�ROUTE��4HE�PLAYER�WITH�THE�LONGEST�
CONTINUOUS�LINE�OF�ROADS�AND�OR�SHIPS�RECEIVES�THE�,ONGEST�
4RADE�2OUTE�SPECIAL�CARD�AND�THE�AND�THE���VICTORY�POINTS�FOR�IT�
2EMEMBER�THAT�YOU�CAN�ONLY�CONNECT�A�ROAD�TO�A�SHIPPING�
ROUTE�IF�THERE�IS�A�SETTLEMENT�OR�A�CITY�AT�THE�INTERSECTION�WHERE�
THE�TWO�MEET��!LSO��YOU�CAN�ONLY�COUNT�THE�SINGLE�LONGEST�BRANCH�
OF�A�ROAD�AND�OR�SHIPPING�ROUTE�TO�CALCULATE�THE�LONGEST� 
trade route.

Example: (See illustration F.) You have the longest trade 
route. The route includes 4 ships (a closed shipping route) 
and 2 roads, which are linked by settlement “A”. You also 
constructed a shipping route starting from settlement “B”. 
You can connect these 2 ships (an open shipping route) to 
your road if you build a settlement at intersection “C”. This 
will increase the length of your trade route to 8.

6. Catan Chits and Special Victory Points
#ATAN�CHITS�FULlLL�DIFFERENT�TASKS�IN�THE�INDIVIDUAL�
SCENARIOS��4HEY�CAN�BE�APPLIED�AS�SPECIAL�VICTORY�
POINTS��SERVE�AS�MARKERS��OR�HELP�TO�COUNT� 
THE�RESULTS��
-ANY�OF�THE�SCENARIOS�HAVE�GOALS�OTHER�THAN�EXPANDING�YOUR�
PRINCIPALITY��4HESE�GOALS�CAN�AWARD�A�SUCCESSFUL�PLAYER�SPECIAL�
VICTORY�POINTS��7HEN�YOU�EARN�A�SPECIAL�VICTORY�POINT��YOU�
RECEIVE�A�CATAN�CHIT��%ACH�SCENARIO�DESCRIBES�THE�RULES�FOR�HOW�
TO�ACQUIRE�THESE�CHITS�
7HEN�YOU�EARN�A�SPECIAL�VICTORY�POINT��YOU�MUST�PLACE�THE�
CORRESPONDING�CATAN�CHIT�UNDERNEATH�A�SETTLEMENT�OR�CITY�ON�THE�
BOARD��9OU�MUST�USE�THE�SETTLEMENT�OR�CITY�THAT�EARNED�YOU�THE�
CHIT��4HIS�ALLOWS�ALL�THE�OTHER�PLAYERS�TO�SEE�HOW�MANY�POINTS�
YOU�HAVE�EARNED��AND�HOW�YOU�GAINED�THOSE�POINTS�
9OU�EARN�SPECIAL�VICTORY�POINTS�IN�ADDITION�TO�THE�NORMAL�
POINTS�YOU�EARN�BY�PLACING�A�SETTLEMENT�OR�CITY�

Example: In Scenario 1: Heading for New Shores, a player 
earns 2 victory point tokens when he builds his first 
settlement on one of the smaller islands. This settlement is 
then worth a total of 3 victory points: 1 for the settlement 
and 2 for the tokens.

8. The “Road Building”  
 Development Card
7HEN�PLAYING�THE�h2OAD�"UILDINGv�
DEVELOPMENT�CARD�IN�A�GAME�OF�Seafarers��
YOU�HAVE�THE�OPTION�OF�BUILDING���ROADS�� 
��SHIPS��OR���SHIP�AND���ROAD�
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ROAD BUILDING

Place 2 new roads as if
you had just built them.

Illustration E
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9. Gold Fields
4HE�GOLD�lELD�IS�A�NEW�ADDITION�
TO�#ATAN��%AGER�GOLD�PROSPECTORS�
DISCOVERED�THIS�VALUABLE�MINERAL�
ON�SOME�OF�THE�ISLANDS�AROUND�
#ATAN��4HIS�GOLD�RUSH�CAN�PROVIDE�
MANY�OPPORTUNITIES�TO�THE�
CLEVER�PLAYER�WHO�IS�ABLE�TO�TAKE�
ADVANTAGE�OF�IT��
4HE�GOLD�lELD�HEXES�REPRESENT�REGIONS�RICH�IN�GOLD�NUGGETS��
'OLD�ITSELF�CANNOT�BE�USED�TO�BUILD�ANY�PIECES��SO�THERE�ARE�
NO�GOLD�RESOURCE�CARDS�IN�THE�GAME��'OLD��HOWEVER��IS�A�VERY�
VALUABLE�MEDIUM�OF�EXCHANGE�
7HENEVER�THE�NUMBER�ON�A�GOLD�lELD�HEX�IS�ROLLED��PLAYERS�
COLLECT�RESOURCES�FOR�EACH�ADJACENT�SETTLEMENT�OR�CITY��!S�
NORMAL��EACH�SETTLEMENT�IS�ENTITLED�TO���RESOURCE��WHILE�EACH�
CITY�IS�ENTITLED�TO���RESOURCES��0LAYERS�WHO�ARE�ELIGIBLE�FOR�
RESOURCES�FROM�A�GOLD�lELD�HEX�MAY�SELECT�!.9�OF�THE�lVE�
RESOURCES��GRAIN��LUMBER��ORE��BRICK��OR�WOOL	��4HEY�MAY�
CHOOSE�ANY�DESIRED�COMBINATION�OF�THESE�RESOURCES��UP�TO�THE�
LIMIT�OF���FOR�EACH�SETTLEMENT�AND���FOR�EACH�CITY�ADJACENT�TO�THE�
GOLD
PRODUCING�HEX�

10. Starting With a Ship
3OME�PLAYERS�WILL�WISH�TO�GET�A�JUMP�ON�THE�OPPOSITION�BY�lRST�
EXPLORING�THE�OCEANS�AROUND�#ATAN��4HESE�FORESIGHTED�LEADERS�
MAY�ELECT�TO�PLACE�EITHER�OR�BOTH�OF�THEIR�STARTING�SETTLEMENTS�
ON�THE�COASTLINE��)F�YOU�DO�SO��YOU�HAVE�THE�OPTION�OF�PLACING�A�
SHIP��INSTEAD�OF�A�ROAD��ADJACENT�TO�THAT�SETTLEMENT��4HIS�IS�AN�
ESPECIALLY�SOUND�STRATEGY�IF�YOU�ARE�PLANNING�RAPID�MARITIME�
EXPANSION�

11. The Pirate
*UST�AS�THE�lELDS�OF�#ATAN�ARE�TROUBLED�BY�THE�
RAVAGING�ROBBER��THE�SEA�IS�VULNERABLE�TO�THE�
SCOURGE�OF�BRIGANDS��
4HE�DREADED�PIRATE�WORKS�THE�SEA�LANES�FOR�RICH�PROlT�
4HE�PIRATE�IS�ANOTHER�NEW�ADDITION�TO�#ATAN��0LACE�THE�PIRATE�
PIECE�NEAR�THE�BOARD�BEFORE�THE�GAME�BEGINS��4HE�PIRATE�CAN�
AFFECT�THE�GAME�IN�THREE�WAYS�
s�)F�YOU�ROLL�A�h�v�DURING�YOUR�TURN��YOU�MAY�ELECT�TO�MOVE�
THE�PIRATE�).34%!$�OF�THE�ROBBER��,IKE�THE�ROBBER��YOU�
PLACE�THE�PIRATE�IN�THE�CENTER�OF�ANY�HEX�YOU�CHOOSE�
EXCEPT�THAT�YOU�MAY�ONLY�PLACE�IT�ON�A�SEA�HEX��9OU�ARE�THEN�
ALLOWED�TO�STEAL�ONE�RANDOM�RESOURCE�FROM�ANY�/.%�PLAYER�
WHO�HAS�A�SHIP�ADJACENT�TO�THAT�HEX��)F�A�PLAYER�HAS�MORE�
THAN�ONE�SHIP�ADJACENT�TO�THAT�SEA�HEX��YOU�ARE�ONLY�ALLOWED�
TO�STEAL�ONE�CARD�FROM�THAT�PLAYER�
s�)F�YOU�PLAY�A�KNIGHT�CARD��YOU�NOW�HAVE�THE�CHOICE�OF�
MOVING�EITHER�THE�ROBBER�OR�THE�PIRATE�
s�"ECAUSE�SAILORS�FEAR�THE�PIRATE�SO��THEY�WILL�NOT�SAIL�NEAR�
HIM��9OU�MAY�NOT�PLACE�ANY�NEW�SHIPS�ON�THE�BORDER�OF�THE�
HEX�THE�PIRATE�IS�ON��)N�ADDITION��NO�SHIP�MAY�BE�MOVED�
AWAY�FROM�THE�PIRATE�IF�IT�IS�ON�THE�BORDER�OF�THE�HEX�IN�
WHICH�THE�PIRATE�IS�SAILING�

Note: In Seafarers, certain scenarios contain no desert 
hexes. In such cases, start the robber off the board (just like 
the pirate).

!�GENERAL�NOTE�ON�#ATAN�RULES��4HIS�IS�THE��TH�%NGLISH

LANGUAGE�EDITION�OF�Catan Seafarers��/VER�THE�YEARS��THE�RULES�
HAVE�BEEN�CLARIlED��RElNED��AND�OCCASIONALLY�UPDATED��!S�OF�
*ANUARY����������ALL�OF�THE�RULES�IN�THIS�VERSION�OF�#ATAN�TAKE�

PRECEDENCE�OVER�ANY�PREVIOUSLY
PUBLISHED�RULES�
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SCENARIOS
Unlike Catan, when you play Seafarers you don’t have 

to set up the board using the same basic shape every time! 
Instead, you can choose from any of these scenarios. 

Each scenario offers a unique blend of challenges and 
opportunities for you to explore. Each scenario is presented 
in this format:

NAME OF SC ENARIO
!�SHORT�SUMMARY�AND�HISTORICAL�DESCRIPTION�

1. Components
4HESE�TABLES�SHOW�HOW�MANY�OF�EACH�COMPONENT�YOU�NEED�TO�
PLAY�THE�SCENARIO�

2. Preparation
)F�THE�SCENARIO�HAS�ANY�SPECIAL�INSTRUCTIONS�FOR�PREPARING�
THE�GAME��THEY�ARE�EXPLAINED�IN�THIS�SECTION��5NLESS�STATED�
OTHERWISE��THE�HARBOR�TOKENS�USED�IN�EACH�SCENARIO�ARE�SHUFmED�
WITH�THEIR�BLANK�SIDES�FACE�UP�AND�THEN�PLACED�RANDOMLY�FACE�UP�
AS�SHOWN�IN�THE�SCENARIO�MAP�

3. Additional Rules
!NY�ADDITIONAL�RULES�FOR�THE�SCENARIO��INCLUDING�RULES�ABOUT�
HOW�TO�EARN�SPECIAL�VICTORY�POINTS��ARE�DESCRIBED�HERE�

4. Variable Set-up
4HIS�SECTION�PROVIDES�ADVICE�ON�HOW�TO�VARY�THE�STANDARD�
SET
UP��!FTER�HAVING�PLAYED�THESE�SCENARIOS��EXPERIENCED�PLAYERS�
MAY�WANT�TO�EXPERIMENT�WITH�SCENARIOS�OF�THEIR�OWN�DESIGN��

SC ENARIO DIAGRAM
4HE�SCENARIO�DIAGRAM�PROVIDES�THE�BOARD�SET
UP�

IMPORTANT INFORMATION!
)T�IS�EASY�TO�ASSEMBLE�THE�FRAME�WHEN�YOU�INSERT�THE�

Catan�FRAME�PIECES�FROM�ABOVE��PLACING�THEM�down into 
THE�Seafarers�FRAME�PIECES��
)F�YOU�PROCEED�THE�OTHER�WAY�AROUND��YOU�LL�NEED�MORE�
FORCE��4HIS�MAY�DAMAGE�THE�FRAME�SECTIONS�

VOYAGES OF 
DISC OVERY IN C ATAN

Discover seafaring in Catan by 
embarking on a series of famous 
“voyages” from the history of 
Catan! In the scenarios starting 
on page 8, you can find the 
destinations of these voyages of 
discovery. Experience the history 
of Catan for yourself!

This epic campaign consists of  
8 scenarios. The first four 
scenarios are modeled on the basic 
rules of the Seafarers Expansion. 
They are easy to play.

Scenarios 5 through 8 are more 
complex. We’ve added new rules, 
so we recommend that you play 
the scenarios in the order shown.

Scenario 9 is intended for free 
play using your own ideas to 
construct an island mix.

Heading for
New Shores

The Wonders
of Catan

The Fog Islands

The Four Islands

The Forgotten Tribe

The Pirate Islands

Cloth for Catan

Through the Desert
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SC ENARIO 1: HEADING FOR NEW SHORES
After a long voyage, the settlers have reached Catan and 

built their first settlements. Harbors are built and new, 
seaworthy ships are being developed. Daring Catanians sail 
across the ocean. Before long, rumors appear that many 
smaller islands are out there at sea, not too far away—it is 
even said that gold has been found on some of them. Gold is 
highly appreciated in Catan. Ships are fitted out, and soon 
Catanian ships set sail to find the gold of the islands.

1. Components
For 3 Players

Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens:�9OU�NEED����#ATAN�CHITS�AND��*
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . ������ �S . . . . . . . . �����
� $ESERT . . . . . ������ �S . . . . . . . . �����
� 'OLD�lELD . . ����2� �S . . . . . . . . ����2
� &IELDS . . . . . ������ �S . . . . . . . . �����
� (ILLS . . . . . . ����2� �S . . . . . . . . �����
� -OUNTAINS. . ����2� �S . . . . . . . . �����
� 0ASTURE . . . . ������ �S . . . . . . . . �����
� &OREST . . . . . ������ ��S . . . . . . . �����
 Total: . . . �������� ��S . . . . . . . �����
� � � ��S . . . . . . . �����

�5SE�RED���S�FOR�SMALL�ISLANDS� Total: . . . . ������

For 4 Players
Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens:�9OU�NEED����#ATAN�CHITS�AND��*
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . ������� �S . . . . . . . . �����
� $ESERT . . . . . ������ �S . . . . . . . . �����
� 'OLD�lELD . . ����2� �S . . . . . . . . �����
� &IELDS . . . . . ������ �S . . . . . . . . �����
� (ILLS . . . . . . ����2� �S . . . . . . . . �����
� -OUNTAINS. . ����2� �S . . . . . . . . �����
� 0ASTURE . . . . ������ �S . . . . . . . . �����
� &OREST . . . . . ������ ��S . . . . . . . �����
 Total: . . . �������� ��S . . . . . . . �����
� � � ��S . . . . . . . �����

�5SE�RED���S�FOR�SMALL�ISLANDS� Total: . . . . ������

2. Preparation
3ET�UP�THE�GAME�MAP�AS�SHOWN�IN�THE�APPROPRIATE�SCENARIO�
DIAGRAM��5SE�THE��
PLAYER�SET
UP��SEE�PAGE��	�WITH���PLAYERS��
5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��&OR�THE�
�
PLAYER�SET
UP��RANDOMLY�PLACE�THE�HARBOR�TOKENS�FROM�A�STACK�
THAT�HAS�BEEN�SHUFmED�WITH�REVERSE�SIDES�UP�

3. Additional Rules
Set-up Phase
9OU�BUILD�YOUR�lRST�TWO�SETTLEMENTS�WITH�ROADS�SHIPS�ON�THE�
MAIN�ISLAND��THE�BIG�ISLAND	��AS�DESCRIBED�IN�BASIC�Catan. 

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement. You 
can then go immediately out to sea.

Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE��
4HE�PIRATE�STARTS�ON�THE�SEA�HEX�MARKED�WITH�A�PIRATE�SHIP��)N�
A��
PLAYER�GAME��THE�ROBBER�STARTS�IN�THE�DESERT��)N�A��
PLAYER�
GAME��HE�STARTS�ON�THE�HILLS�HEX�MARKED�WITH�A�h��v�
Special Victory Points
%ACH�TIME�YOU�BUILD�A�SETTLEMENT�FOR�THE�lRST�TIME�ON�ONE�OF�
THE�SMALL�ISLANDS��YOU�RECEIVE���SPECIAL�VICTORY�POINTS��4AKE� 
��#ATAN�CHITS�AND�PLACE�THEM�UNDER�THE�SETTLEMENT�WHEN�YOU�
BUILD�IT��9OU�CAN�POTENTIALLY�RECEIVE���POINTS�FOR�EACH�OF�THE�
SMALL�ISLANDS�IT�DOES�NOT�MATTER�IF�OTHER�PLAYERS�HAVE�ALREADY�
BUILT�SETTLEMENTS�ON�A�SMALL�ISLAND�
Ending the Game
4HE�GAME�ENDS�AS�SOON�AS�A�PLAYER�REACHES����VICTORY�POINTS�
ON�HIS�TURN��

4. Variable Set-up
4HE�MAIN�ISLAND�AND�THE�SMALL�ISLANDS�CAN�BE�SET
UP�IN�A�
MANNER�SIMILAR�TO�THE�SET
UP�IN�A�REGULAR�Catan�GAME��
Main Island for 4 Players
5SING�THE�MAIN�ISLAND�POSITIONS�SHOWN�IN�THE��
0LAYER�3ET

UP�DIAGRAM��BUILD�THE�MAIN�ISLAND��BIG�ISLAND	�AND�PLACE�THE�
HARBORS�ACCORDING�TO�THE�RULES�FOR�BASIC�Catan.
Small Islands for 4 Players
4HERE�ARE����TERRAIN�HEX�POSITIONS�SHOWN�IN�THE��
0LAYER�3ET

UP�DIAGRAM�THAT�ARE�not�ADJACENT�TO�THE�MAIN�ISLAND��2ANDOMLY�
PLACE�THE�SMALL�ISLAND�TERRAIN�HEXES�IN�THESE�POSITIONS��USE�THE�
RED�NUMBERS�IN�THE�COMPONENT�LIST��INCLUDING���SEA�HEXES	��
4HEN�PLACE�THE�NUMBER�TOKENS�RANDOMLY�ON�THE�LAND�HEXES�
RED�PRODUCTION�NUMBERS�SHOULD�NOT�BE�PLACED�NEXT�TO� 
EACH�OTHER�

SC ENARIO 1: HEADING FOR NEW SHORES
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Main Island for 3 Players
2ANDOMLY�PLACE�THE����LAND�TERRAIN�HEXES�AND���HARBOR�
TOKENS�IN�THE�MAIN�ISLAND�POSITIONS�SHOWN�IN�THE��
0LAYER�SET

UP�DIAGRAM��4HEN�PLACE�THE�NUMBER�TOKENS�RANDOMLY�RED�
NUMBERS�SHOULD�NOT�BE�PLACED�NEXT�TO�EACH�OTHER�

Small Islands for 3 Players
4HERE�ARE����TERRAIN�HEX�POSITIONS�SHOWN�IN�THE��
0LAYER�3ET

UP�DIAGRAM�THAT�ARE�not�ADJACENT�TO�THE�MAIN�ISLAND��2ANDOMLY�
PLACE�THE�SMALL�ISLAND�TERRAIN�HEXES�IN�THESE�POSITIONS��USE�THE�
RED�NUMBERS�IN�THE�COMPONENT�LIST��INCLUDING���SEA�HEXES	��
4HEN�PLACE�THE�NUMBER�TOKENS�RANDOMLY�ON�THE�LAND�HEXES�
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The tribes of Catan quickly develop into experienced 
seafarers. One day they reach the islands to the west, the 
“Four Islands” group. Here too, fertile fields, lush pastures, 
and productive mines lure the intrepid Catanians. New 
settlements are quickly built. But soon the Catanians’ 
curiosity spurs them on: what will they find on the other 
islands? Since every tribe wants to see all four islands, an 
exciting race for the few settlement sites begins!

1. Components
For 3 Players

Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens:�9OU�NEED����#ATAN�CHITS�AND�
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . . . ��� �S . . . . . . . . . . . �
� $ESERT . . . . . . . . �� �S . . . . . . . . . . . 2
� 'OLD�lELD . . . . . �� �S . . . . . . . . . . . 2
� &IELDS . . . . . . . . �� �S . . . . . . . . . . . �
� (ILLS . . . . . . . . . �� �S . . . . . . . . . . . 2
� -OUNTAINS. . . . . �� �S . . . . . . . . . . . 2
� 0ASTURE . . . . . . . �� �S . . . . . . . . . . . �
� &OREST . . . . . . . . �� ��S . . . . . . . . . . 2
 Total: . . . . . . . ��� ��S . . . . . . . . . . 2
� � � ��S . . . . . . . . . . �
   Total: . . . . . . . ��

For 4 Players
Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens:�9OU�NEED����#ATAN�CHITS�AND�
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . . . ��� �S . . . . . . . . . . . �
� $ESERT . . . . . . . . �� �S . . . . . . . . . . . 2
� 'OLD�lELD . . . . . �� �S . . . . . . . . . . . �
� &IELDS . . . . . . . . �� �S . . . . . . . . . . . �
� (ILLS . . . . . . . . . �� �S . . . . . . . . . . . 2
� -OUNTAINS. . . . . �� �S . . . . . . . . . . . 2
� 0ASTURE . . . . . . . �� �S . . . . . . . . . . . �
� &OREST . . . . . . . . �� ��S . . . . . . . . . . �
 Total: . . . . . . . ��� ��S . . . . . . . . . . �
� � � ��S . . . . . . . . . . �
   Total: . . . . . . . ��

2. Preparation
3ET�UP�THE�GAME�MAP�AS�SHOWN�IN�THE�APPROPRIATE�SCENARIO�
DIAGRAM��5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��
5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��

3. Additional Rules
Set-up Phase
9OU�MAY�PLACE�YOUR�STARTING�SETTLEMENTS��WITH�ROADS�SHIPS	�
ON�ANY�ONE�ISLAND��OR�TWO�ISLANDS��OF�YOUR�CHOICE��9OU�MAY�PLACE�
BOTH�SETTLEMENTS�ON�THE�SAME�ISLAND��OR�YOU�MAY�PLACE�THEM�
ON�TWO�SEPARATE�ISLANDS��4HUS��AT�THE�BEGINNING�OF�THE�GAME�
YOU�HAVE���OR���hHOME�ISLANDS�v�!LL�OTHER�ISLANDS�ARE�hFOREIGN�
ISLANDSv�TO�YOU�

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement. You 
can then go immediately out to sea.  

Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE��4HE�
PIRATE�STARTS�ON�THE�SEA�HEX�MARKED�WITH�A�PIRATE�SHIP��4HE�
ROBBER�STARTS�ON�THE�HEX�WITH�A�h���v
Special Victory Points
)F�YOU�ARE�ABLE�TO�BUILD�A�SETTLEMENT�ON�A�FOREIGN�ISLAND��YOU�
WILL�EARN�SPECIAL�VICTORY�POINTS�
7HEN�YOU�BUILD�YOUR�lRST�SETTLEMENT�ON�A�FOREIGN�ISLAND��YOU�
EARN�47/�SPECIAL�VICTORY�POINTS��4AKE���#ATAN�CHITS�AND�PLACE�
THEM�UNDERNEATH�THE�SETTLEMENT��4HAT�SETTLEMENT�IS�WORTH���
VICTORY�POINTS��!DDITIONAL�SETTLEMENTS�YOU�BUILD�ON�THAT�ISLAND�DO�
NOT�EARN�SPECIAL�VICTORY�POINTS�
)F�YOU�BUILD�YOUR�lRST�SETTLEMENT�ON�A�SECOND�FOREIGN�ISLAND��
YOU�AGAIN�EARN�47/�SPECIAL�VICTORY�POINTS��
)F�YOU�MANAGE�TO�PLACE�A�NEW�SETTLEMENT�ON�A�THIRD�FOREIGN�
ISLAND��YOU�AGAIN�EARN�47/�SPECIAL�VICTORY�POINTS��

Note: If you start the scenario with 2 home islands, you will 
only be able to earn FOUR special victory points. If you start 
with only 1 home island, you may earn up to SIX special 
victory points!
)T�DOES�NOT�MATTER�IF�ANOTHER�PLAYER�HAS�ALREADY�BUILT�A�
SETTLEMENT�ON�THE�ISLAND��OR�EVEN�IF�IT�IS�THAT�PLAYER�S�HOME�
ISLAND��%ACH�TIME�YOU�BUILD�YOUR�lRST�SETTLEMENT�ON�A�NEW�ISLAND�
THAT�WAS�FOREIGN�TO�YOU��YOU�EARN�THE�SPECIAL�VICTORY�POINTS�

Example: A player has built his two settlements on the 
island on the lower left. Now his ships reach the island on the 
lower right. He builds a settlement on this island and obtains 
2 Catan chits, which he places under the settlement. From 
this settlement he then reaches the island on the upper right, 
builds his first settlement there, and obtains 2 additional 
victory points (Catan chits) for it.

SC ENARIO 2: THE FOUR ISLANDS
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Ending the Game
4HE�GAME�ENDS�AS�SOON�AS�A�PLAYER�REACHES����VICTORY�POINTS�
ON�HIS�TURN�

4. Variable Set-up
4HE�CONTOURS�OF�THE�FOUR�ISLANDS�SHOULD�NOT�BE�ALTERED��
7ITHIN�THESE�CONTOURS��THE�TERRAINS�AND�NUMBER�TOKENS�CAN�
BE�REDISTRIBUTED�FREELY��(OWEVER��YOU�SHOULD�MAKE�SURE�FOREST�
TERRAINS�AND�PASTURE�TERRAINS�DON�T�GET�NUMBER�TOKENS�THAT�ARE�
TOO�UNFAVORABLE�
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Other Catanian seafarers discover a new land they call 
“The Fog Islands.” Near the island stretches a mysterious 
sea, mostly covered by a thick fog. Fearless seafarers who 
have ventured into the fog-shrouded ocean tell tales of fertile 
hidden islands and a legendary land of gold. Thirsty for 
adventure, the Catanians load their ships with supplies  
and seeds and set out on a voyage to the mysterious ocean 
in the fog.

1. Components
Harbors for 3 Players:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Harbors for 4 Players:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens: You need: *
 Face-up Face-up
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . �������� �S . . . . . . . . �����
� $ESERT . . . . . ������ �S . . . . . . . . ����2
� 'OLD�lELD . . ������ �S . . . . . . . . ����2
� &IELDS . . . . . ������ �S . . . . . . . . ����2
� (ILLS . . . . . . ������ �S . . . . . . . . ����2
� -OUNTAINS. . ������ �S . . . . . . . . ����2
� 0ASTURE . . . . ������ �S . . . . . . . . ����2
� &OREST . . . . . ������ ��S . . . . . . . ����2
 Total: . . . �������� ��S . . . . . . . �����
� � � ��S . . . . . . . �����

�5SE�RED���S�FOR���PLAYERS� Total: . . . �������

 Face-down Stack Face-down Stack
 Terrain Hexes Number Tokens
� 4YPE . . . . . . . . . �� 6ALUE. . . . . . . . . �
� 3EA . . . . . . . ����2� �S . . . . . . . . �����
� $ESERT . . . . . ������ �S . . . . . . . . �����
� 'OLD�lELD . . ����2� �S . . . . . . . . �����
� &IELDS . . . . . ����2� �S . . . . . . . . �����
� (ILLS . . . . . . ����2� �S . . . . . . . . �����
� -OUNTAINS. . ����2� �S . . . . . . . . �����
� 0ASTURE . . . . ������ �S . . . . . . . . �����
� &OREST . . . . . ������ ��S . . . . . . . �����
 Total: . . . �������� ��S . . . . . . . ����2
� � � ��S . . . . . . . �����

�5SE�RED���S�FOR���PLAYERS� Total: . . . �������

2. Preparation
3ET�UP�THE�UPPER�ISLAND��LOWER�ISLAND��AND�SEA�HEXES��THE�
h&ACE
UPv�COMPONENTS	�AS�SHOWN�IN�THE�APPROPRIATE�SCENARIO�
DIAGRAM��5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��
5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��
4HE�WHITE�HEXES�WITH�THE�QUESTION�MARKS�START�EMPTY��9OU�
DISCOVER�THEM�LATER�IN�THE�GAME��4HE�HEXES�PROVIDED�FOR�THE�
EMPTY�SPOTS��SEE�THE�h&ACE
DOWN�3TACKv�COMPONENTS	�ARE�
SHUFmED�AND�STACKED�WITH�THEIR�REVERSE�SIDES�FACING�UP��
4HE�NUMBER�TOKENS�FOR�THESE�LAND�HEXES�ARE�ALSO�SHUFmED�AND�
STACKED��REVERSE�SIDES�FACING�UP�

3. Additional Rules
Set-up Phase
9OU�BUILD�YOUR�lRST�TWO�SETTLEMENTS�WITH�ROADS�SHIPS�ON�THE�
UPPER�AND�OR�LOWER�ISLAND��AS�DESCRIBED�IN�BASIC�Catan. 

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement. You 
can then go immediately out to sea.  

Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE��
4HE�PIRATE�STARTS�ON�THE�SEA�HEX�MARKED�WITH�A�PIRATE�SHIP��
4HE�ROBBER�STARTS�ON�THE�HEX�WITH�A�h���v

Discovery of New Territories
7HEN�YOU�CONNENT�A�SHIP��OR�A�ROAD	�TO�AN�UNEXPLORED�
AREA��YOU�DISCOVER�A�NEW�HEX��)F�YOU�PLACE�A�SHIP�OR�ROAD�THAT�
CONNECTS�TO�THE�INTERSECTION�OF�AN�UNEXPLORED�HEX��YOU�MUST�
IMMEDIATELY�DRAW�THE�TOP�HEX�FROM�THE�PILE�AND�PLACE�IT�FACE�UP�
IN�THE�EMPTY�SPACE�
)F�THE�NEWLY�DISCOVERED�REGION�IS�A�LAND�HEX��YOU�MUST�ALSO�
TAKE�A�NUMBER�CHIP�FROM�THE�PILE�AND�PLACE�IT�ON�THE�HEX��4HEN�
YOU�RECEIVE�A�REWARD����RESOURCE�CARD�OF�THE�TYPE�PRODUCED�BY�
THAT�LAND�HEX�
)F�THE�NEWLY�DISCOVERED�REGION�IS�A�SEA�HEX��THEN�THERE�IS�NO�
REWARD��SORRY�	��9OU�HAVE�TO�EXPLORE�FARTHER�ACROSS�THE�OCEAN�TO�
lND�NEW�TERRITORIES�
Ending the Game
4HE�GAME�ENDS�AS�SOON�AS�A�PLAYER�REACHES����VICTORY�POINTS�
ON�HIS�TURN��4HERE�ARE�NO�SPECIAL�VICTORY�POINT�CHITS�IN�THIS�
SCENARIO�

4. Variable Set-up
4HE�CONTOURS�OF�THE�UPPER�AND�LOWER�ISLANDS�SHOULD�NOT�BE�
ALTERED��7ITHIN�THESE�CONTOURS��THE�TERRAIN�HEXES�AND�NUMBER�
TOKENS�CAN�BE�REDISTRIBUTED�FREELY�

SC ENARIO 3: THE FOG ISLANDS
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THE FOG ISLANDS 4-PLAYER SET-UP
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Far away, to the west of Catan, a new island is discovered. 
The Catanians named it “Desert Island,” because a desert 
belt splits the island into two parts. Soon after building 
the first settlements in the larger part of the island, scouts 
discover fertile land on the other side of the desert belt. 
At the same time, ships discover smaller islands with gold 
deposits and abundant ore deposits. 

Now, who will be the first to build new settlements, and 
where?

The most daring settlers set out to cross the merciless 
desert. Otherstry to be the first ones to reach the smaller 
islands, build settlements there, and expand them into 
prospering cities.

SC ENARIO 4: THROUGH THE DESERT

1. Components
For 3 Players

Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens:�9OU�NEED����#ATAN�CHITS�AND��*
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . ����2� �S . . . . . . . . �����
� $ESERT . . . . . ������ �S . . . . . . . . �����
� 'OLD�lELD . . ����2� �S . . . . . . . . �����
� &IELDS . . . . . ����2� �S . . . . . . . . ����2
� (ILLS . . . . . . ������ �S . . . . . . . . �����
� -OUNTAINS. . ����2� �S . . . . . . . . �����
� 0ASTURE . . . . ������ �S . . . . . . . . �����
� &OREST . . . . . ������ ��S . . . . . . . �����
 Total: . . . �������� ��S . . . . . . . �����
� � � ��S . . . . . . . �����

�5SE�RED���S�FOR�FOREIGN�ISLANDS� Total: . . . . ������

For 4 Players
Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens:�9OU�NEED����#ATAN�CHITS�AND�
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . �����2� �S . . . . . . . . �����
� $ESERT . . . . . ������ �S . . . . . . . . �����
� 'OLD�lELD . . ����2� �S . . . . . . . . �����
� &IELDS . . . . . ������ �S . . . . . . . . �����
� (ILLS . . . . . . ������ �S . . . . . . . . �����
� -OUNTAINS. . ������ �S . . . . . . . . �����
� 0ASTURE . . . . ������ �S . . . . . . . . �����
� &OREST . . . . . ������ ��S . . . . . . . �����
 Total: . . . �������� ��S . . . . . . . �����
� � � ��S . . . . . . . �����

�5SE�RED���S�FOR�FOREIGN�ISLANDS� Total: . . . �������

2. Preparation
3ET�UP�THE�GAME�MAP�AS�SHOWN�IN�THE�APPROPRIATE�SCENARIO�
DIAGRAM��5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��
5SE�THE��
PLAYER�SET
UP��SEE�PAGE���	�WITH���PLAYERS��

3. Additional Rules
Set-up Phase
!�DESERT�ZONE�DIVIDES�THE�BIGGER�ISLAND�INTO�A�SMALL�LAND�STRIP�
�UPPER�RIGHT	�AND�A�MAIN�ISLAND��4HIS�SMALL�LAND�STRIP�ABOVE�THE�
DESERT�INCLUDES�
s���PLAYERS�THE�lELDS����MOUNTAINS�����AND�GOLD�lELD����
s���PLAYERS�THE�lELDS����FOREST����AND�GOLD�lELD���
9OU�MUST�BUILD�YOUR�lRST�TWO�SETTLEMENTS��WITH�ROADS�SHIPS	�
ON�THE�MAIN�ISLAND��4HE�SMALLER�ISLANDS�AND�THE�SMALL�LAND�STRIP�
ARE�CONSIDERED�TO�BE�hFOREIGNv�AREAS�

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement. You 
can then go immediately out to sea.  

Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE��
4HE�ROBBER�STARTS�ON�ONE�OF�THE�THREE�DESERTS�AND�THE�PIRATE�
ON�THE�SEA�HEX�MARKED�WITH�A�PIRATE�SHIP��
Special Victory Points
4HE�lRST�TIME�YOU�BUILD�A�NEW�SETTLEMENT�IN�EACH�OF�THE�
hFOREIGNv�AREAS��ON�ONE�OF�THE�SMALL�ISLANDS�AND�OR�ON�THE�SMALL�
LAND�STRIP	��YOU�RECEIVE�47/�SPECIAL�VICTORY�POINTS��0LACE���
#ATAN�CHITS�UNDERNEATH�THE�SETTLEMENT�WHEN�YOU�BUILD�IT��)T�DOES�
NOT�MATTER�IF�ANOTHER�PLAYER�HAS�ALREADY�BUILT�A�SETTLEMENT�IN�THAT�
FOREIGN�AREA��0OTENTIALLY��EACH�PLAYER�CAN�EARN�UP�TO���3PECIAL�
6ICTORY�0OINT�IN�THIS�SCENARIO�
Ending the Game
4HE�GAME�ENDS�AS�SOON�AS�A�PLAYER�REACHES����VICTORY�POINTS�
ON�HIS�TURN��
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4. Variable Set-up
4HE�MAIN�ISLAND�AND�THE�FOREIGN�AREAS�CAN�BE�SET�UP�IN�A�
MANNER�SIMILAR�TO�THE�SET
UP�IN�A�THE�REGULAR�Catan�GAME�
Main Island Set-up
&IRST��PLACE�THE���DESERT�HEXES�IN�THE�POSITIONS�SHOWN�IN�
THE�APPROPRIATE�SET
UP�DIAGRAM���
PLAYER�OR��
PLAYER	��.EXT��
RANDOMLY�PLACE�THE�hMAIN�ISLANDv�TERRAIN�HEXES��SEE�THE�

COMPONENT�LIST�ON�PAGE���	�AND�HARBOR�TOKENS�ON�THE�MAIN�
ISLAND�IN�THE�POSITIONS�SHOWN�IN�THE�SET
UP�DIAGRAM�
4HEN��PLACE�THE���SEA�HEXES��OR����FOR���PLAYERS	�ADJACENT�TO�
THE�MAIN�ISLAND�AS�SHOWN�IN�THE�SET
UP��&INALLY��PLACE�THE�MAIN�
ISLAND�NUMBER�TOKENS�RANDOMLY�ON�THE�LAND�HEXES��SEE�THE�
COMPONENT�LIST�ON�PAGE���	�
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THROUGH THE DESERT 3-PLAYER SET-UP
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THROUGH THE DESERT 4-PLAYER SET-UP
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Foreign Islands Set-up
4HERE�ARE�����OR����FOR���PLAYERS	�hFOREIGN�AREAv�TERRAIN�
HEXES��OUTLINED�IN�RED	�ON�THE�SET
UP�DIAGRAMS��2ANDOMLY�
PLACE�THE�FOREIGN�AREA�TERRAIN�HEXES�IN�THESE�AREAS��SEE�THE�
COMPONENT�LIST�ON�PAGE���	��&INALLY��PLACE�THE�hFOREIGN�ISLANDSv�
NUMBER�TOKENS�RANDOMLY�ON�THE�LAND�HEXES

Note: When doing a variable setup, you should not place red 
number tokens (6s & 8s) on adjacent hexes, nor should you 
place them on golds fields.
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Far in the South, Catanian settlers reach a long, narrow 
island. Soon the first settlements emerge. When exploring 
the surrounding waters, the Catanians come across small, 
inhabited islands. During the first encounters it turns out 
that the strangers are speaking a similar language and know 
the same legends. It soon becomes clear that these people 
actually are descendants of a group of people whose ship got 
lost; a ship from a fleet that hundreds of years ago reached 
Catan for the first time. The reunion with the Catanian 
brothers causes great joy, and they don’t hold back on 
neighborly help and gifts.

1. Components
Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens: You need:
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . . . ��� �S . . . . . . . . . . . �
� $ESERT . . . . . . . . �� �S . . . . . . . . . . . 2
� 'OLD�lELD . . . . . �� �S . . . . . . . . . . . 2
� &IELDS . . . . . . . . �� �S . . . . . . . . . . . 2
� (ILLS . . . . . . . . . �� �S . . . . . . . . . . . 2
� -OUNTAINS. . . . . �� �S . . . . . . . . . . . 2
� 0ASTURE . . . . . . . �� �S . . . . . . . . . . . 2
� &OREST . . . . . . . . �� ��S . . . . . . . . . . 2
 Total: . . . . . . . ��� ��S . . . . . . . . . . 2
� � � ��S . . . . . . . . . . �
   Total: . . . . . . . ��
 Additional Components:���#ATAN�CHITS

2. Preparation
4HE�REQUIRED�GAME�COMPONENTS�ARE�LISTED�ABOVE��3ET�UP�THE�
GAME�MAP�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��4HEN�
s�0LACE�THE���#ATAN�CHITS�ON�THE�MARKED�COASTLINES��
s�0LACE�THE���HARBOR�TOKENS��WITH�THEIR�REVERSE�SIDES�FACING�
UP��ON�THE�MARKED�SPOTS��4HEN�TURN�THE�TOKENS�OVER��
s�4AKE�THE���TOPMOST�CARDS�FROM�THE��SHUFmED	�STACK�OF�
DEVELOPMENT�CARDS�AND�PLACE�THEM��WITH�THEIR�REVERSE�SIDES�
FACING�UP��ON�THE�SPOTS�INDICATED�IN�THE�SETUP��

Important: The small islands all remain without number 
tokens.

3. Additional Rules
Set-up Phase
9OU�BUILD�YOUR�lRST�TWO�SETTLEMENTS�WITH�ROADS�SHIPS�ON�THE�
BIG�MAIN�ISLAND��AS�DESCRIBED�IN�BASIC�Catan. 

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement.

$URING�PLAY��NO�SETTLEMENT�CAN�BE�BUILT�ON�THE�SURROUNDING�
SMALL�ISLANDS�THAT�DO�NOT�PRODUCE�RESOURCES�
Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE�
4HE�ROBBER�STARTS�ON�ANY�DESERT�AND�THE�PIRATE�ON�THE�SEA�HEX�
MARKED�WITH�A�PIRATE�SHIP�
7HEN�A�h�v�IS�ROLLED��EITHER�THE�ROBBER�OR�THE�PIRATE�CAN�BE�
MOVED��4HE�ROBBER�CAN�NOT�BE�MOVED�TO�THE�SMALL�ISLANDS��
)F�THE�ROBBER�HAS�LEFT�THE�DESERT�HE�STARTED�FROM��HE�CANNOT�BE�
MOVED�BACK�TO�IT��
Special Victory Points
%ACH�OF�THE�#ATAN�CHITS�PLACED�ON�THE�SMALL�ISLANDS�IS�WORTH�A�
VICTORY�POINT��)F�YOU�REACH�SUCH�AN�ISLAND�WITH�ONE�OF�YOUR�SHIPS�
AND�BUILD��OR�MOVE	�A�SHIP�ON�THE�EDGE�WITH�A�#ATAN�CHIT��YOU�
TAKE�THE�CHIT�AND�PUT�IT�DOWN�FACE�UP�IN�FRONT�OF�YOURSELF�
Gifts
4HE�GIFTS�OF�THE�FORGOTTEN�TRIBE�CONSIST�OF�VICTORY�POINTS��#ATAN�
CHITS	��DEVELOPMENT�CARDS��AND�THE�HARBORS�

s�$EVELOPMENT�#ARDS
� )F�YOU�BUILD��OR�MOVE	�A�SHIP�ON�THE�EDGE�NEXT�TO�THE�CARD��
YOU�TAKE�THE�CARD��9OU�CAN�USE�IT�LIKE�A�REGULARLY�OBTAINED�
DEVELOPMENT�CARD��4HE�USUAL�RESTRICTIONS�APPLY�HERE�AS�WELL�
�ONLY���CARD�PER�ROUND��NEWLY
ACQUIRED�CARDS�MAY�NOT�BE�
PLAYED�THE�TURN�YOU�AQUIRE�THEM��60�CARDS�TO�BE�REVEALED�
IMMEDIATELY�ONLY�IF�IT�LETS�YOU�WIN�THE�GAME��ETC�	�

s�(ARBORS
� )F�YOU�BUILD��OR�MOVE	�A�SHIP�ON�AN�EDGE�NEXT�TO�A�HARBOR��
YOU�TAKE�THE�HARBOR��)F�YOU�HAVE�A�SETTLEMENT�ON�THE�COAST��
YOU�MUST�IMMEDIATELY�PLACE�THE�HARBOR�ON�AN�ADJACENT�
EDGE��(OWEVER��HARBORS�MUST�NEVER�OCCUPY�ADJACENT�OR�
THE�SAME�EDGES��)N�CASE�YOU�HAVE�NO�APPROPRIATE�COASTAL�
SETTLEMENT��YOU�CAN�PUT�THE�HARBOR�ASIDE�UNTIL�SUCH�A�
SETTLEMENT�IS�BUILT�
7HEN�YOU�HAVE�PLACED�A�HARBOR��YOU�CAN�USE�IT�IMMEDIATELY��
EVEN�DURING�THE�SAME�TURN�
Ending the Game
4HE�GAME�ENDS�WHEN�A�PLAYER�REACHES����VICTORY�POINTS�ON�HIS�

turn.

���6ARIABLE�3ET
UP
4HE�TERRAINS�AND�NUMBER�TOKENS�OF�THE�MAIN�ISLAND�CAN�BE�
REARRANGED�FREELY��(OWEVER��ONE�SHOULD�MAKE�SURE�THE���TERRAIN�
HEXES�AT�THE�BOTTOM�OF�THE�MAIN�ISLAND�DON�T�RECEIVE�NUMBERS�
THAT�ARE�TOO�FAVORABLE��THAT�IS��NO����������OR��	�

SC ENARIO 5: THE FORGOTTEN TRIBE
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On their voyage westwards, the Catanians encounter 
further islands inhabited by members of the “Forgotten 
Tribe.” The magnificent cloth and resplendent garments 
of these people quickly attract the Catanians’ attention. 
During the course of the centuries, the islanders acquired 
great skills in producing cloth. Since the clothing of the 
newcomers is not nearly as high in quality, a busy barter 
trade for the beautiful cloth soon begins.

1. Components
Harbors:�9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens: You need:
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . . . ��� �S . . . . . . . . . . . 2
� $ESERT . . . . . . . . �� �S . . . . . . . . . . . �
� 'OLD�lELD . . . . . �� �S . . . . . . . . . . . �
� &IELDS . . . . . . . . �� �S . . . . . . . . . . . �
� (ILLS . . . . . . . . . �� �S . . . . . . . . . . . �
� -OUNTAINS. . . . . �� �S . . . . . . . . . . . �
� 0ASTURE . . . . . . . �� �S . . . . . . . . . . . �
� &OREST . . . . . . . . �� ��S . . . . . . . . . . �
 Total: . . . . . . . ��� ��S . . . . . . . . . . �
� � � ��S . . . . . . . . . . 2
   Total: . . . . . . . ��
 Additional Components:����#ATAN�CHITS

���0REPARATION
4HE�REQUIRED�GAME�COMPONENTS�ARE�LISTED�ABOVE��3ET�UP�THE�
GAME�MAP�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��AND�lNALLY�PLACE�
THE�HARBOR�TOKENS��FROM�THE�STACK�THAT�HAS�BEEN�SHUFmED�WITH�
REVERSE�SIDES�UP	�
0LACE�TWO�NUMBER�TOKENS�ON�EACH�OF�THE���SMALL�ISLANDS��RIGHT�
ON�THE�INTERSECTION�AS�SHOWN��%ACH�NUMBER�TOKEN�REPRESENTS�
A�VILLAGE��0LACE���#ATAN�CHITS�NEXT�TO�EACH�OF�THE���VILLAGES��
0LACE�THE�REMAINING����#ATAN�CHITSBESIDE�THE�BOARD�TO�FORM�A�
hGENERAL�SUPPLY�v�)N�THIS�SCENARIO��EACH�#ATAN�CHIT�REPRESENTS�A�
BOLT�OF�hCLOTH�v

���!DDITIONAL�2ULES
Set-up Phase
9OU�BUILD�YOUR�lRST�TWO�SETTLEMENTS�WITH�ROADS�SHIPS�ON�THE�
TWO�MAIN�ISLANDS��AS�DESCRIBED�IN�BASIC�Catan.

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement.

/NCE�THE�LAST�PLAYER�HAS�PLACED�HIS�SECOND�SETTLEMENT��
EVERYONE�STARTING�WITH�THIS�SAME�PLAYER�AND�CONTINUING�IN�A�
CLOCKWISE�DIRECTION�CAN�BUILD�A�THIRD�SETTLEMENT��7HEN�YOU�
PLACE�YOUR�THIRD�SETTLEMENT��YOU�RECEIVE�YOUR�STARTING�RESOURCES��
4HE�MEMBERS�OF�THE�h&ORGOTTEN�4RIBEv�LIVE�ON�THE���SMALL�
ISLANDS�IN�THE�CENTER�OF�THE�MAP��THE�NUMBER�TOKENS�ARE�THEIR�
VILLAGES	��9OU�MAY�NEVER�BUILD�SETTLEMENTS�ON�THESE���ISLANDS�
Cloth Trade
!S�SOON�AS�YOU�ESTABLISH�A�SHIPPING�ROUTE�BETWEEN�ONE�OF�
YOUR�OWN�SETTLEMENTS�CITIES�AND�A�VILLAGE�OF�THE�h&ORGOTTEN�
4RIBEv��I�E���YOU�REACH�AN�INTERSECTION�WITH�NUMBER�TOKEN	��YOU�
ESTABLISH�hTRADE�RELATIONSv�WITH�THIS�VILLAGE��
s�9OU�IMMEDIATELY�TAKE���BOLT�OF�CLOTH��#ATAN�CHIT	�FROM�THE�
SUPPLY�OF�THIS�VILLAGE��%ACH�TIME�THE�NUMBER�OF�THE�VILLAGE�IS�
ROLLED��YOU�RECEIVE���MORE�BOLT�OF�CLOTH��
s�)F���OR�MORE�PLAYERS�HAVE�CONNECT�TO�A�VILLAGE��AND�THE�
NUMBER�OF�THE�VILLAGE�IS�ROLLED��EACH�PLAYER�RECEIVES���BOLT�
OF�CLOTH��#ATAN�CHIT	�FROM�THE�SUPPLY�OF�THIS�VILLAGE�
s�)F�THERE�ARE�NOT�ENOUGH�#ATAN�CHITS�LEFT�IN�THE�SUPPLY�FOR�THE�
VILLAGE�TO�GIVE�ONE�TO�EACH�PLAYER�CONNECTED��TAKE�ENOUGH�
CHITS�FROM�THE�GENERAL�SUPPLY�FOR�THOSE�PLAYERS�
s�)F�THERE�ARE�ZERO�#ATAN�CHITS�NEXT�TO�A�VILLAGE�WHEN�ITS�
NUMBER�IS�ROLLED��NO�ONE�RECEIVES�ANY�#ATAN�CHITS�FROM�THAT�
VILLAGE��$O�NOT�TAKE�#ATAN�CHITS�FROM�THE�GENERAL�SUPPLY�
s�4WO�BOLTS�OF�CLOTH��#ATAN�CHITS	�ARE�WORTH���VICTORY�POINT��
BUT�AN�UNPAIRED�BOLT�OF�CLOTH�IS�WORTH�NOTHING�

Moving Ships
!NY�SHIPPING�ROUTE�THAT�CONNECTS�ONE�OF�YOUR�SETTLEMENTS�
CITIES�TO�A�VILLAGE�OF�THE�h&ORGOTTEN�4RIBEv�IS�hCLOSED�v�4HIS�
MEANS�THAT�YOU�MAY�NOT�MOVE�ANY�SHIPS�THAT�ARE�PART�OF�THAT�
SHIPPING�ROUTE�
Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE��4HE�
ROBBER�STARTS�ON�THE�lELDS�HEX�WITH�h��v�NUMBER�TOKEN��4HE�
ROBBER�CANNOT�MOVE�TO�THE�ISLANDS�OF�THE�h&ORGOTTEN�4RIBE�v
4HE�PIRATE�STARTS�ON�THE�SEA�HEX�MARKED�WITH�A�PIRATE�SHIP��
9OU�MAY�NOT�MOVE�THE�PIRATE�UNTIL�YOU�HAVE�AT�LEAST�ONE�SHIPPING�
ROUTE�BETWEEN�ONE�OF�YOUR�SETTLEMENTS�CITIES�AND�A�VILLAGE�OF�THE�
h&ORGOTTEN�4RIBE�v
7HEN�YOU�MOVE�THE�PIRATE��YOU�CAN�EITHER�DRAW�A�RESOURCE�
CARD�OR�TAKE�A�#ATAN�CHIT��BOLT�OF�CLOTH	�FROM�ONE�OF�THE�PLAYERS�
WHOSE�SHIP�IS�ADJACENT�TO�THE�NEW�PIRATE�HEX�
Longest Trade Route
.O�VICTORY�POINTS�ARE�AWARDED�FOR�THE�h,ONGEST�4RADE�2OUTE�v��

SC ENARIO 6: C LOTH FOR C ATAN
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Ending the Game
4HE�GAME�ENDS�WHEN�A�PLAYER�REACHES����VICTORY�POINTS�ON�
HIS�TURN�OR�WHEN���OR�FEWER�OF�THE�h&ORGOTTEN�4RIBEv�VILLAGES�
EACH�STILL�CONTAINS�AT�LEAST�ONE�#ATAN�CHIT��)N�THE�SECOND�CASE��
THE�PLAYER�WITH�THE�MOST�VICTORY�POINTS�WINS��)N�CASE�OF�A�TIE��THE�
PLAYER�WHO�HAS�MORE�BOLTS�OF�CLOTH�WINS�

4. Variable Set-up
4HE�TERRAINS�AND�NUMBER�TOKENS�OF�THE�TWO�MAIN�ISLANDS�CAN�
BE�REARRANGED�FREELY��4HE�POSITION�AND�NUMBER�TOKENS�OF�THE���
ISLANDS�IN�THE�CENTER�SHOULD�NOT�BE�CHANGED�
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In the Northwest, pirates have invaded the island kingdom 
of the Catanians. The battle-hardened buccaneers quickly 
sink the peaceful Catanians’ merchant ships and capture 
the settlements on the western isles. After expanding the 
captured settlements into fortresses, the pirates continue 
with their raids. Now they are threatening the eastern island. 
Time and again, they attack the coastal settlements with 
their fleet and rob valuable resources from the Catanians. 
The Catanians decide to build a navy to stop the audacious 
acts of the pirates and drive them a into the open sea.

1. Components
(ARBORS��9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
4ERRAIN���4OKENS��9OU�NEED�
� 4ERRAIN�(EXES� .UMBER�4OKENS
� 4YPE� �� 6ALUE� �
� 3EA . . . . . . . . . ��� �S . . . . . . . . . . . �
� $ESERT . . . . . . . . �� �S . . . . . . . . . . . 2
� 'OLD�lELD . . . . . �� �S . . . . . . . . . . . �
� &IELDS . . . . . . . . �� �S . . . . . . . . . . . �
� (ILLS . . . . . . . . . �� �S . . . . . . . . . . . �
� -OUNTAINS. . . . . �� �S . . . . . . . . . . . �
� 0ASTURE . . . . . . . �� �S . . . . . . . . . . . �
� &OREST . . . . . . . . �� ��S . . . . . . . . . . �
 Total: . . . . . . . ��� ��S . . . . . . . . . . 2
� � � ��S . . . . . . . . . . �
   Total: . . . . . . . ��
 Additional Components�����#ATAN�CHITS

2. Preparation
4HE�REQUIRED�GAME�COMPONENTS�ARE�LISTED�ABOVE��3ET�UP�THE�
GAME�MAP�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��AND�lNALLY�PLACE�
THE�HARBOR�TOKENS��FROM�THE�STACK�THAT�HAS�BEEN�SHUFmED�WITH�
REVERSE�SIDES�UP	�

Please note: The pasture hex on the left two-hex island (in 
the center) remains without a number token and therefore 
does not produce resources. The same applies to the two 
hills hexes of the western islands (at the top of the scenario 
diagram).
/NE�SETTLEMENT�AND�ONE�SHIP�OF�EACH�COLOR�ARE�PLACED�ON�THE�
COAST�OF�THE�EASTERN�ISLAND��AS�SHOWN��4HE�EASTERN�ISLAND�CAN�
BE�COLONIZED�IN�A�NORMAL�FASHION��ALL�OTHER�ISLANDS�ARE�hPIRATE�
ISLANDS�v

"UILD���PIRATE�FORTRESSES�ON�THE�WESTERN�ISLANDS��AS�ILLUSTRATED��
%ACH�PIRATE�FORTRESS�CONSISTS�OF���#ATAN�CHITS�STACKED�WITH� 
��SETTLEMENT�OF�A�PARTICULAR�COLOR�PLACED�ON�TOP��

Please note: In a 3-player game, do not use the white 
player’s position. All white pieces are removed, or not 
included from the beginning. (Be careful if you switch/
substitute colors!)
)F�YOU�ARE�PLAYING�A��
PLAYER�GAME��REMOVE�ALL�OF�THE� 
60�CARDS�FROM�THE�DEVELOPMENT�CARD�DECK��)N�A��
PLAYER�GAME��
THE�60�CARDS�REMAIN�IN�THE�DECK��BUT�ARE�USED�IN�ALL�WAYS�AS�
h+NIGHTv�CARDS�
4HE�h,ONGEST�2OADv�AND�h,ARGEST�!RMYv�SPECIAL�VICTORY�POINT�
CARDS�ARE�NOT�USED�IN�THIS�SCENARIO�

3. Additional Rules
Set-up Phase
9OU�BUILD�TWO�SETTLEMENTS�WITH�ROADS�SHIPS�ON�THE�MAIN�
�EASTERN	�ISLAND��AT�THE�BOTTOM�OF�THE�SCENARIO�DIAGRAM	��AS�
DESCRIBED�IN�BASIC�Catan��!FTER�lNISHING�THE�SET
UP�PHASE��EACH�
PLAYER�HAS�THREE�SETTLEMENTS�ON�THE�EASTERN�ISLAND�

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement.   

Pirate & Robber
4HE�PIRATE�mEET�IS�REPRESENTED�BY�THE�BLACK�PIRATE�SHIP�AND�
STARTS�ON�THE�lELD�MARKED�WITH�A�PIRATE�SHIP�IN�THE�SCENARIO�
DIAGRAM��4HERE�IS�no�ROBBER�IN�THIS�SCENARIO�
Shipbuilding
9OU�CAN�BUILD�ONLY�ONE�SHIPPING�ROUTE��9OUR�SHIPPING�
ROUTE�MUST�BEGIN�AT�ONE�OF�YOUR�COASTAL�SETTLEMENTS�CITIES�ON�
THE�EASTERN�ISLAND��4HIS�SHIPPING�ROUTE�MUST�lRST�LEAD�TO�THE�
INTERSECTION�MARKED�BY�THE�CIRCLE�OF�YOUR�COLOR�AND�THEN�TO�THE�
PIRATE�FORTRESS�OF�YOUR�COLOR��9OUR�SHIPPING�ROUTE�CANNOT�BRANCH�
OUT��NOR�CAN�IT�BE�CONTINUED�BEYOND�THE�PIRATE�FORTRESS��9OUR�
SHIPPING�ROUTE�MUST�BE�BUILT�IN�SUCH�A�WAY�SO�THAT�IT�REACHES�ITS�
DESTINATION�IN�AS�SHORT�A�ROUTE�AS�POSSIBLE�I�E���A�ROUTE�MAY�
NOT�VEER�OFF�TO�BLOCK�OTHER�PLAYERS��ROUTES�
Warships
7HEN�YOU�REVEAL�A�KNIGHT�CARD��ALTERNATIVELY��IN�A�GAME�WITH�
��PLAYERS��A�60�CARD	��YOU�CAN�CONVERT�THE�RESPECTIVE�HINDMOST�
�I�E���CLOSEST�TO�YOUR�ROUTE�S�STARTING�SETTLEMENT�CITY	�hNORMALv�
SHIP�OF�YOUR�ROUTE�INTO�A�WARSHIP��)N�ORDER�TO�MARK�A�SHIP�AS�
WARSHIP��TURN�IT�ON�ITS�SIDE��0LACE�THE�CARD�USED�INTO�A� 
DISCARD�PILE�

Attention: When the stack of development cards is used up, 
no further development cards can be purchased. This means 
that the deposited cards do not enter the game again. 

SC ENARIO 7: THE PIRATE ISLANDS
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The Pirate Fleet
4HE�PIRATE�mEET�CIRCUMNAVIGATES�THE�TWO�DESERT�ISLANDS�IN�A�
CLOCKWISE�DIRECTION�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��%VERY�
TIME�YOU�ROLL�THE�DICE��BEFORE�ANYTHING�ELSE	��THE�PIRATE�mEET�
MOVES�A�NUMBER�OF�HEXES�EQUAL�TO�THE�LOWER�OF�THE�TWO�DIE�
RESULTS��)F�BOTH�DIE�RESULTS�ARE�THE�SAME��USE�THE�RESULT�ON�EITHER�
die. 
Pirate Attack
)F�THE�PIRATE�mEET�ENDS�ITS�MOVE�ON�A�HEX�THAT�IS�ADJACENT�TO�
ONE�OF�YOUR�SETTLEMENTS�CITIES��YOU�ARE�ATTACKED�IMMEDIATELY�
EVEN�BEFORE�RESOURCE�PRODUCTION�OR�THE�RESOLUTION�OF�A�h�v�ROLL�
s�4HE�DIE�RESULT�USED�FOR�MOVEMENT�ALSO�DETERMINES�THE�
STRENGTH�OF�THE�PIRATES�
s�9OUR�STRENGTH�IS�EQUAL�TO�THE�NUMBER�OF�WARSHIPS�YOU�HAVE�
s�)F�THE�PIRATE�IS�STRONGER��YOU�LOSE���RESOURCE�CARD�AND�
ANOTHER�RESOURCE�CARD�FOR�EACH�OF�YOUR�CITIES�� 
4HE�LOST�CARDS�ARE�DRAWN�RANDOMLY�FROM�YOUR�HAND� 
AND�ARE�DISCARDED�
s�)F�YOU�ARE�STRONGER��YOU�RECEIVE�A�RESOURCE�CARD� 
OF�YOUR�CHOICE�
s�)F�BOTH�PARTIES�ARE�EQUALLY�STRONG��NOTHING�HAPPENS��

Building a Settlement on the Pirate Island
/NCE�YOUR�SHIPPING�ROUTE�REACHES�THE�MARKED�INTERSECTION�
OF�YOUR�COLOR�ON�THE�PIRATE�ISLANDS��YOU�CAN�PAY�THE�BUILDING�
COSTS�TO�BUILD�A�SETTLEMENT�THERE��9OU�MAY�ONLY�BUILD�ONE�SUCH�
SETTLEMENT��BUT�IT�CAN�BE�EXPANDED�INTO�A�CITY�

Please note: Building this settlement can also be a 
disadvantage because it doubles the probability of a pirate 
attack on one of your coastal settlements/cities.

A “7” Is Rolled
4HERE�IS�NO�ROBBER�IN�THIS�SCENARIO��3TILL��IF�YOU�HAVE�MORE�
THAN���RESOURCES�IN�YOUR�HAND�AND�A�h�v�IS�ROLLED��YOU�LOSE�HALF�
OF�THEM��AS�USUAL��4HEN�THE�PLAYER�WHO�ROLLED�THE�h�v�CAN�STEAL�A�
CARD�FROM�ANY�OF�THE�OTHER�PLAYERS�

Conquest of a Pirate Fortress
)F�YOUR�SHIPPING�ROUTE�HAS�REACHED�THE�PIRATE�FORTRESS�THAT�
MATCHES�YOUR�COLOR��YOU�CAN�ATTACK�THE�PIRATES�AT�THE�END�OF�YOUR�
turn.
4O�DETERMINE�THE�STRENGTH�OF�THE�PIRATE�FORTRESS��YOU�ROLL�A�
DIE�THE�RESULT�IS�THE�PIRATE�S�STRENGTH�FOR�THE�CURRENT�TURN��
s�)F�THE�NUMBER�OF�WARSHIPS�IN�YOUR�SHIPPING�ROUTE�IS�GREATER�
THAN�THE�NUMBER�ROLLED��YOU�HAVE�WON�AND�YOU�CAN�REMOVE�
ONE�OF�THE�#ATAN�CHITS�UNDERNEATH�THE�PIRATE�FORTRESS��
s�)F�THE�NUMBER�OF�YOUR�WARSHIPS�IS�LESS�THAN�THE�NUMBER�
ROLLED��YOU�LOSE�THE�BATTLE�AND�MUST�REMOVE�YOUR�TWO�SHIPS�
CLOSEST�TO�THE�PIRATE�FORTRESS�
s�)F�THE�NUMBER�OF�YOUR�WARSHIPS�IS�EQUAL�TO�THE�NUMBER�
ROLLED��YOU�LOSE�YOUR�SHIP�ADJACENT�TO�THE�PIRATE�FORTRESS�
!FTER�AN�ATTACK��YOUR�TURN�IS�lNISHED��HENCE�IT�IS�NOT�POSSIBLE�
TO�ATTACK�A�PIRATE�FORTRESS�MORE�THAN�ONCE�PER�TURN��
!FTER�A�TIE�OR�A�DEFEAT��YOU�MUST�AGAIN�BUILD���OR��AS�THE�CASE�
MAY�BE����SHIPS�ON�A�LATER�TURN��IN�ORDER�TO�ONCE�AGAIN�ATTACK�
THE�PIRATE�FORTRESS�
/NCE�YOUR�PIRATE�FORTRESS�HAS�LOST�ALL�THREE�#ATAN�CHITS��
YOU�HAVE�DRIVEN�THE�PIRATES�AWAY�AND�HAVE�RECAPTURED�THE�
SETTLEMENT��&ROM�THAT�POINT�ON��THE�PIRATE�FORTRESS�IS�ONE�OF�YOUR�
SETTLEMENTS�IT�GIVES�YOU�A�VICTORY�POINT��IT�PRODUCES�FOR�YOU��
AND�IT�CAN�BE�UPGRADED�TO�A�CITY�
Ending the Game
9OU�WIN�IF���
s�9OU�CAPTURE�THE�PIRATE�FORTRESS�OF�YOUR�COLOR
AND
s�9OU�HAVE�A�TOTAL�OF�AT�LEAST����VICTORY�POINTS�
)F�ALL�PIRATE�FORTRESSES�ARE�CAPTURED�BEFORE�THE�GAME�ENDS��
REMOVE�PIRATE�mEET�

4. Variable Set-up
4HIS�SCENARIO�IS�BALANCED�ONLY�IF�THE�GIVEN�SET
UP�IS�
MAINTAINED��4HEREFORE��IT�SHOULD�NOT�BE�VARIED��EXCEPT�FOR�THE�
HARBORS�
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After the Catanians defeat the pirates for good, a period of 
prosperity and peace begins on the islands of Catan. 

So the tribes decide to embellish the northern archipelago. 
Discovered last, it is graced with magnificent buildings in 
praise of Catan. Soon, this turns into a competition. 

Who will be the first in completing a Wonder of Catan?

1. Components
(ARBORS��9OU�NEED���HARBOR�TOKENS��
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
4ERRAIN���4OKENS��9OU�NEED�
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA . . . . . . . . . ��� �S . . . . . . . . . . . 2
� $ESERT . . . . . . . . �� �S . . . . . . . . . . . �
� 'OLD�lELD . . . . . �� �S . . . . . . . . . . . �
� &IELDS . . . . . . . . �� �S . . . . . . . . . . . �
� (ILLS . . . . . . . . . �� �S . . . . . . . . . . . �
� -OUNTAINS. . . . . �� �S . . . . . . . . . . . �
� 0ASTURE . . . . . . . �� �S . . . . . . . . . . . �
� &OREST . . . . . . . . �� ��S . . . . . . . . . . �
 Total: . . . . . . . ��� ��S . . . . . . . . . . �
� � � ��S . . . . . . . . . . �
   Total: . . . . . . . ��
Additional Components:���WONDER�CARDS�����#ATAN�CHITS

2. Preparation
4HE�REQUIRED�GAME�COMPONENTS�ARE�LISTED�ABOVE��3ET�UP�THE�
GAME�MAP�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��AND�lNALLY�PLACE�
THE�HARBOR�TOKENS��FROM�THE�STACK�THAT�HAS�BEEN�SHUFmED�WITH�
REVERSE�SIDES�UP	�
#OPY�OR�CUT�OUT�THE���WONDER�CARDS�SHOWN�TO�THE�RIGHT�

3. Additional Rules
Set-up Phase
9OU�BUILD�YOUR�lRST�TWO�SETTLEMENTS�WITH�ROADS�SHIPS�ON�
THE�MAIN�ISLAND��AS�DESCRIBED�IN�BASIC�Catan��(OWEVER��NO�
SETTLEMENTS�MAY�BE�PLACED�ON�THE�SMALL�ISLANDS��NOR�ON�THE�
INTERSECTIONS�MARKED�WITH�COLORED�SQUARES��BROWN�AND�PURPLE	��
NOR�ON�THE�INTERSECTIONS�WITH�RED�EXCLAMATION�POINTS�

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement. You 
can then go immediately out to sea.
s�%ACH�PLAYER�RECEIVES���#ATAN�CHIT�
s�0LACE�THE�WONDER�CARDS�NEXT�TO�THE�GAME�BOARD�

SC ENARIO 8: THE WONDERS OF C ATAN
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Special Victory Points
)F�YOU�BUILD�A�SETTLEMENT�ON�ONE�OF�THE�SMALLER�ISLANDS��THEN�
YOU�RECEIVE�A�SPECIAL�VICTORY�POINT��4AKE�A�#ATAN�CHIT�AND�PLACE�
IT�UNDER�THE�SETTLEMENT�WHEN�YOU�BUILD�IT��)T�DOES�NOT�MATTER�IF�
OTHER�PLAYERS�HAVE�ALREADY�BUILT�SETTLEMENTS�ON�THAT�ISLAND�
Building the Wonders of Catan
7HOEVER�IS�THE�lRST�TO�START�BUILDING�A�WONDER�CAN�FREELY�
CHOOSE�BETWEEN�THE���AVAILABLE��4HE�OTHER�PLAYERS�MUST�MAKE�
DO�WITH�THE�WONDERS�THAT�ARE�LEFT��9OU�MAY�ONLY�BUILD� 
��WONDER�
s�9OU�CAN�START�BUILDING�A�7ONDER�OF�#ATAN�ONLY�IF�YOU�ALREADY�
MET�ITS�REQUIREMENTS�AS�SPECIlED�ON�THE�CORRESPONDING�
WONDER�#ARD��&OR�EXAMPLE��YOU�CAN�START�BUILDING�THE�
-ONUMENT�ONLY�IF�YOU�HAVE�A�CITY�AT�A�HARBOR�AND�HAVE�BUILT�
A�TRADE�ROUTE�WITH�AT�LEAST���CONSECUTIVE��UNBRANCHED�ROADS�
OR�SHIPS��
s�)F�YOU�MEET�THE�REQUIREMENTS�FOR�A�WONDER��YOU�CAN�START�
BUILDING�THE�WONDER�ON�YOUR�TURN�BY�PLACING�ONE�OF�YOUR�
SHIPS�ON�THE�CORRESPONDING�WONDER�CARD��PREFERABLY�BELOW�
THE�RESOURCE�COSTS	��"UT�THEN�YOU�HAVE�TO�ACTUALLY�BUILD�
THIS�WONDER��/NCE�YOU�START�BUILDING�YOUR�WONDER��NO�OTHER�
PLAYER�MAY�START�BUILDING�THE�SAME�WONDER�
s�%ACH�WONDER�IS�SUBDIVIDED�INTO�FOUR�LEVELS��%ACH�LEVEL� 
COSTS�THE���RESOURCES�INDICATED�ON�THE�CORRESPONDING�
WONDER�CARD�
s�/NCE�YOU�HAVE�HANDED�OVER�THE�RESOURCES�FOR�THE�lRST�LEVEL�
OF�YOUR�7ONDER�OF�#ATAN��YOU�PLACE�A�#ATAN�CHIT�ON�THE�
h�v�lELD�OF�THE�WONDER�CARD��7HEN�YOU�HAVE�lNISHED�THE�
SECOND�LEVEL��YOU�MOVE�THE�CHIT�TO�lELD�h��v�AND�SO�ON�
s�)F�YOU�HAVE�ENOUGH�RESOURCES��YOU�CAN�BUILD�SEVERAL�LEVELS�
FOR�YOUR�7ONDER�OF�#ATAN�DURING�THE�SAME�TURN�

Pirate & Robber
4HE�ROBBER�STARTS�ON�ONE�OF�THE���DESERTS��4HE�PIRATE�IS�NOT�
USED�IN�THIS�SCENARIO�
Ending the Game
9OU�WIN�IF���
s�9OU�lNISH�BUILDING�YOUR�7ONDER�OF�#ATAN���TH�LEVEL	
OR
s�)F�YOU�HAVE����VICTORY�POINTS�AND�HAVE�COMPLETED�A�HIGHER�
LEVEL�OF�YOUR�WONDER�THAN�ANY�OTHER�PLAYER�

4. Variable Set-up
7ITHIN�THE�GIVEN�FRAME��THE�TERRAIN�HEXES�AND�NUMBER�TOKENS�
OF�THE�MAIN�ISLAND�CAN�BE�REARRANGED�AND�COMBINED�FREELY��
(OWEVER��THE�TWO�TERRAIN�HEXES�ADJACENT�TO�THE�DESERTS�SHOULDN�T�
RECEIVE�FAVORABLE�NUMBERS��NEITHER���NOR��	�
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Have a desire for new adventures? No problem! Just 
go ahead and play—leave it to chance! Build your own 
scenario! Our following brief instruction will do. Or do you 
prefer a methodical approach? Then go and develop your 
own scenarios, and take friends or family along for new 
adventures in Catan!

1. Components
Harbors:�9OU�NEED���HARBOR�TOKENS�
��SPECIAL������ONE�FOR�EACH�RESOURCE	�AND���GENERIC�����
Terrain & Tokens: You need:
 Terrain Hexes Number Tokens
 Type #  Value #
� 3EA�. . . . . . . . . ��� �S�. . . . . . . . . . . �
� $ESERT� . . . . . . . �� �S�. . . . . . . . . . . �
� 'OLD�lELD� . . . . . �� �S . . . . . . . . . . . �
� &IELDS . . . . . . . . �� �S�. . . . . . . . . . . �
� (ILLS . . . . . . . . . �� �S�. . . . . . . . . . . 2
� -OUNTAINS� . . . . �� �S�. . . . . . . . . . . 2
� 0ASTURE� . . . . . . �� �S�. . . . . . . . . . . �
� &OREST� . . . . . . . �� ��S�. . . . . . . . . . �
 Total: . . . . . . . ��� ��S�. . . . . . . . . . �
� � � ��S�. . . . . . . . . . �
   Total:  . . . . . . ��
Additional Components: ���#ATAN�CHITS

2. Preparation
!SSEMBLE�THE�FRAME�AS�SHOWN�IN�THE�SCENARIO�DIAGRAM��4AKE��
ALL�OF�THE�HEXES�LISTED�ABOVE�AND�SHUFmE�THEM�TOGETHER�FACE�
DOWN��2ANDOMLY�PLACE�THESE�HEXES�FACE�UP�IN�THE�FRAME�
!FTER�PLACING�ALL�THE�HEXES�IN�THE�FRAME��YOU�NEED�TO�SHUFmE�
ALL�OF�THE�NUMBER�TOKENS�LISTED�ABOVE�AND�RANDOMLY�PLACE�ONE�
TOKEN�ON�EACH�LAND�HEX��$O�NOT�PLACE�NUMBER�TOKENS�ON�THE� 
SEA�HEXES�

Important: The red number tokens (6 and 8) may not be 
placed on adjacent hexes! If you draw two red numbers 
together, then you must replace the second one with a 
random token drawn from the stack. In the unlikely event 
that the last token drawn is a second red number, swap it 
with any legal token already on the board. All players must 
agree on which token to swap.

3HUFmE�AND�STACK�THE�HARBOR�TOKENS�WITH�THEIR�REVERSE�SIDES�
FACING�UP��3TARTING�WITH�THE�OLDEST�PLAYER�AND�THEN�EVERYBODY�
TAKING�A�TURN��EACH�PLAYER�TAKES�A�HARBOR�AND�PLACES�IT�ON�AN�
EDGE�BETWEEN�A�SEA�HEX�AND�A�LAND�HEX��OR�BETWEEN�A�LAND�HEX�
AND�A�FRAME�PIECE��4HE�HARBOR�TOKEN�SHOULD�LIE�ON�THE�SEA�HEX�
�OR�THE�FRAME�PIECE	��AND�BOTH�OF�THE�CORNERS�OF�THE�HARBOR�
TOKEN�SHOULD�TOUCH�THE�LAND�HEX�

3. Additional Rules
Set-up Phase
9OU�MAY�PLACE�YOUR�STARTING�SETTLEMENTS��WITH�ROADS�SHIPS	�
ON�ANY�ISLANDS�YOU�CHOOSE��9OU�MAY�PLACE�BOTH�SETTLEMENTS�ON�
THE�SAME�ISLAND��OR�YOU�MAY�PLACE�THEM�ON�TWO�SEPARATE�ISLANDS��
4HUS��AT�THE�BEGINNING�OF�THE�GAME�A�PLAYER�HAS���OR���hHOME�
ISLANDS�v�!LL�OTHER�ISLANDS�ARE�hFOREIGN�ISLANDSv�TO�HIM�

Remember: If you build a settlement on the coast, you may 
place a ship (instead of a road) next to the settlement. You 
can then go immediately out to sea.

Pirate & Robber
0LAY�THIS�SCENARIO�WITH�BOTH�THE�ROBBER�AND�THE�PIRATE��3TART�
THE�ROBBER�AND�THE�PIRATE�ON�THE�FRAME�AS�SHOWN�IN�THE�SCENARIO�
DIAGRAM��%ACH�WILL�ENTER�PLAY�WHEN�IT�IS�lRST�MOVED�
Special Victory Points
)F�YOU�BUILD�A�SETTLEMENT�ON�A�FOREIGN�ISLAND��YOU�RECEIVE�A�
SPECIAL�VICTORY�POINT��4AKE�A�#ATAN�CHIT�AND�PLACE�IT�UNDER�THE�
SETTLEMENT�WHEN�YOU�BUILD�IT��%ACH�PLAYER�MAY�EARN�ONLY�/.%�
SPECIAL�VICTORY�POINT�IN�THIS�SCENARIO��)T�DOES�NOT�MATTER�IF�OTHER�
PLAYERS�HAVE�ALREADY�BUILT�SETTLEMENTS�ON�THAT�ISLAND�
Ending the Game
4HE�GAME�ENDS�ONCE�A�PLAYER�HAS�REACHED����VICTORY�POINTS�

4. Variable Set-up
#HANGES�CAN�BE�MADE�IF�THE�PLAYERS�ARE�NOT�HAPPY�WITH�THE�
SET
UP�OF�THE�HEXES��E�G���TOO�MANY�SMALL�ISLANDS�OR�A�MAIN�
ISLAND�THAT�IS�TOO�BIG	��!LL�PLAYERS�SHOULD�AGREE�TO�ANY�CHANGES�
/F�COURSE�IT�IS�ALSO�POSSIBLE�TO�PURPOSEFULLY�BUILD�SCENARIOS�
OF�ONE�S�OWN�AND�TRY�THEM��%VERYONE�IS�FREE�TO�USE�THE�RULES�
CONTAINED�IN�THIS�BOOKLET�AT�WILL�OR�TO�SET�THEM�ASIDE�

SC ENARIO 9: NEW WORLD
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