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Introduction 
 

This variant is a combination of my ideas and many other ideas found on board game geek. It allows 2 

players to play a game of settlers of Catan without the need of an artificial 3rd player controlled by an 

artificial intelligence or by both players. 

 

Components Required 
 

Normally, you only need the basic game but there are some details or optional components to consider: 

 

Extra resources cards: If you have extra resources cards, it is a good idea to include them in your 

game. These cards will be primarily used to build the trading post deck. It is possible to build the 

trading post deck without any extra cards, but you could get in a situation where there is a low amount 

of card in the bank and could run out of resources. 

 

No water frame: I was using the old version of settlers of Catan which does not have a frame around 

the board. This is useful because it gives you more flexibility on how the water and the ports can be 

placed. So you should use water hex if you have some, else I don’t think the water frame will fit around 

the board, but you can see manage to place the ports at the right location.    

 

Victory Point Track Card: You need to know who has the most VP and anytime during the game.  

 

Game Setup 
 

There is a more complex setup to make before starting the game. Here are the new ways to setup 

things. Anything not talked here still works like the original game. 

 

Building the board: Before building the board, remove 5 hex tiles: one of each type of resource. Then, 

set aside one tile of each of these 3 types: wood, sheep, wheat. Shuffle them and pick one randomly. 

This will be the number “12“ tile. Shuffle the 2 remaining tiles with the rest of the land tiles. Remove a 

3:1 port and shuffle the ports together. Now build the board according to the diagram below: 

 
 



Place the desert and the tile number “12” where indicated on the picture. The ports are placed randomly 

on the water tiles that have a white circle in it. 

 

Take the number tokens and remove 5 tokens with number 2,3 and 4. Take the number 12 and place it 

on tile number 12. Shuffle the rest of the number and distribute them randomly on each hex of the 

board. No two red numbers can be adjacent to each other so draw a new number or rearrange the 

number on the board if it happens. 

 

Building the Trading post: This variant adds a new concept called the trading post. It is a place where 

both players can trade resources. You need to build a deck of resources for the trading post. The 

number of cards of each resource in the deck is proportional to the number tokens on the board. Check 

each number token on the board, for each dot under the number, you add that many resources in the 

deck. 

 

For example: Let say that the wheat is located on a 5 (4 dots), a 8 (5 dots) and a 12 (1 dot). The total 

number of dots is 10, so 10 cards will be placed in the deck. In the end, the deck should be composed 

of 47 cards. When the deck is complete, shuffle it, draw the first 4 cards and place them face up on the 

table. 

 

Rules Changes 
 

Trading Post: The most important modification is the Trading post. When a 2, 3 or 4 is rolled, any 

player draw 2 cards from the deck and place them face up on the table. If the total number of face up 

cards is equal to 10 or more, take all the face up cards, reshuffle them in the deck and draw 4 new 

cards. If at any time, there are no more cards face up, draw 4 new cards from the deck. 

 

During his turn, a player can decide to trade with the trading post. To do so, he must discard 2 

resources of any type (even 2 different resources) to take a face up card. If none of the face up cards are 

interesting to him, the player can pickup instead a facedown card from the top of the deck. 

 

If the trading post deck is depleted, you do not create a new trading post deck. Nothing will happen 

when a 2,3,4 will be rolled, and it will not be possible to steal from the trading post anymore. But 

consider that normally, the game will end before the trading post deck gets depleted. 

 

Robber: When a 7 is rolled, the player with the least victory points will decide where the robber will 

move and to which player it will steal a resource. If the victory points are tied, the player who made the 

roll will decide. Do not count hidden victory points given by the development cards. 

 

The player who steals the resource can decide to steal from the top of the trading post deck instead of 

his opponent what ever is the location of the robber.  

 

Soldier: When playing a soldier, the amount of victory points has no influence on who moves the 

robber. Just play the card normally. 

 

Monopoly: When playing the monopoly card, you will take all the cards in your opponent’s hand and 

all face up cards in the trading post which are matching your call.  

 

Tips 
 

3 hex income location: At the beginning of the game, it is important to have a good income of resource 

since the trading post is expensive. So it is a good idea that each player place one settlement on a 3 hex 

location indicated on the map above by the white stars.   


