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4 starting roads 4 starting settlements 2 bonus victory point (VP) cards

| another player has m
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LARGEST ARMY y

The first player to build 2 knights receives this card. If
another player has more knights, they receive this card.

11x brick 11x wood 14x wool 12x wheat 13x ore back

back

34 building cards 4 metropolis cards 7 event cards 4 player aids
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The first player to reach 7 victory points (VPs) on «[g] @ ';;;;;;;gge;;' TP WINNING THE GAME
their turn wins. Earn VPs by building. Collect and — e () D e
trade for the resources you need to build. back 10x roads 11x settlements b cities 8x knights front back h

SETUP 3  Metropolis cards 6~ Bonus VP Cards RULES Example: During the Harvest phase, if

5  Event Cards

2 Building row 4  Resource card deck COLLECT YOUR CATAN® — On the Road™ is played over a series the current player has the following cards
1 Building card deck STARTING CARDS of turns, beginning with the starting player, and in play, they draw the indicated number
/ Shuffle the 4 starting settlements (3 for three moving clockwise around the table. A turn consists of cards. All other players draw 1 card.
———— == et ] players) and deal 1 card to each player along of two phases, which occur in this order:
P HP T g . 9
4 e with 1 player aid and 1 starting road. Players 1. Harvest phase
place their starting road and settlement face 2. Action phase

up in front of themselves. Then deal 2 resource
cards to each player as their starting hand.

Once you have finished the Action phase, if you
have not won by reaching 7 VPs, the player on

For 3 players, make sure the starting player your left begins their turn with the Harvest phase.

1 Shuffle the building cards and place them in 3 Place the metropolis cards in a stack at 4 Shuffle the resource cards together and place Settlement card is part of the group of cards HARVEST PHASE

a facedown deck in the center of the table. the end of the building row. For your first them in a facedown deck within reach of that are shuffled and dealt.

) _ game, place them “A” side up. In later all players. — Each player draws 1 resource card from the

A OREr G e & carFIs il lEE s [ & games, you may use the “B” side. Since | el | deck, starting with the current player and moving

faceup row. Fgryour first ga'me, make .su.re the B side has all different effects, make 5 Then §huffle the event card§ tc?gether and place @ ) - : clockwise around the table.

you have a.m|x .of the four different building sure you get acquainted with these before them in a facedown deck within reach. | | ' | e 1 T A M et

card types in this row as shown. . ) g _ N

starting the game. 6 Finally, place the Longest Route and Largest metropolises, the current player draws 1 additional

The person who draws the starting player Settlement

Army bonus VP cards within reach of all players. card that says, “You are the starting player” goes first.

resource card. For each “A” metropolis card, the When the resource deck is empty, shuffle all h
current player draws 2 additional resource cards. discarded resource cards to form a new deck.




ACTION PHASE
TRADE

Once per turn, you may trade with one other
player. Announce which resource(s) you want
and which resource(s) you are willing to trade.
Other players may accept your trade, make
counteroffers, or make their own proposals.
You may make only one trade with one player,
regardless of how many cards are traded.

You may not give away cards in any way, which
includes trading matching resources.
) ) Then the player who
@" s @ traded with the current
player draws 1 card
@ ") Ix) from the top of the
7] resource card deck.

BUILDING COST:

CITIES

Cities are placed in your player
area, covering a settlement. If

you do not have an uncovered
settlement in your player area, you
may not build a city.
Cities are worth 2 VPs

During your Harvest phase, you receive
1 additional resource card for each uncovered
city in your player area.

-

// = Draw
/ —\ Y
/ Q 1 additional
| resource card
/

e
g on your turn

+|(O| =

4 )
Remember! Players who trade with the

current player draw a resource card.

BUILD

You may spend resources (aka “build”) to take
any number of the cards in the building row or
metropolis stack and place them in front of you.
The cost to build is shown at the top of each card.
Discard any spent resources.

After you build a card and resolve any necessary
events, refill the building row so that it always has
5 cards from which to choose. If there are ever five
of the same card in the row, shuffle them all back
into the building deck and deal out a new row of

5 cards.

METROPOLISES

Metropolises

are placed in your player area,
covering a city. If you do not have an
uncovered city in your player area, you
may not build a metropolis.
Metropolises are worth 3 VPs.

BUILDING COST:

When you build a metropolis, you may choose
which of the unbuilt metropolises you want.

For your first game, we suggest using “A”
metropolises. For later games, you can flip all
metropolises to their B side and use those instead.

“A” side: During your Harvest phase,
you receive 2 additional resource cards
for this metropolis. This advantage is the
same for all “A” metropolises.

Draw
2 additional
resource cards
on your turn

(" BUILDING COST:

Lr5P

ROADS

Roads are placed in your
player area.

Once per turn when building, you may substitute
a number of cards of the same resource type for
one other resource. The number of cards required
depends on the number of roads you have in front

of you.
4t01  2roads =

3to1  3roads=

2t01  4roads =
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You may build more than 4 roads, but you do not
receive any additional benefit beyond the 1to 1
substitution ratio.

“B” side: During your Harvest phase, you receive
1 additional resource card for this metropolis. This
advantage is the same for all “B” metropolises.
Additionally, you also receive a unique advantage
shown on the card.
memss® | Jpon building, draw a resource card

o for every road you have built.

When you would tie for Longest
Route, you receive it.

Upon building, draw a resource card
for every knight you have built.

When you would tie for Largest
Army, you receive it.

Building row

[

Player area

Example: You have 3 roads. On your turn, you
want to build a settlement, but do not have any
wheat. You may substitute 2 wool for the wheat,
paying a total of 1 brick, 1wood, and 3 wool for
the settlement.

Longest Route

The first player to have 3 roads in their area
receives the Longest Route card. If another player
has more roads, they immediately receive the
card. The Longest Route card is worth 2 VPs.

" BUILDING COST:

Wi
Knights increase the number of
cards you may keep when a Robber event card
is revealed. Each Knight card adds one to the
number you may hold before having to discard.

KNIGHTS

Example: You have
3 knights. When

the Robber card is
resolved, you do not
have to discard until
you have more than
10 resource cards.

SETTLEMENTS BUILDING COST:
Settlements are

LD T
placed next to each
other in your player area.
Settlements are worth 1 VP. @

After building a settlement,
you must immediately draw ‘
and resolve an event card.

Abundance (1x): Each player except
those with the Longest Route or
Largest Army draws 2 cards from
the resource deck.

Charity (1x): The player with the most
VPs must give 1 resource to a player
with fewer VPs. If multiple players are
tied for the most VPs,

(continues next column)

Largest Army

The first player to have 2 knights in their area
receives the Largest Army card. If another player
builds more knights, they immediately receive the
card. The Largest Army card is worth 2 VPs.

WINNING THE GAME

If you have 7 or more visible VPs at any point
during your turn, the game ends immediately
and you are the winner!

OVPs 3VPs 2VPs 2VPs

SETTLEMENT

Example: You have 7 visible VPs
on your turn and win the game.

each one must give 1resource to a
player with fewer VPs. If all players
have the same number of VPs,
nothing happens.

 ROBBER |

Robber (3x): Each player with
more than 7 resource cards
must discard half of them
(rounded down).

Solstice (1x): Each player draws

1 card from the resource deck. Then,
shuffle all event cards together to
create a new event deck.

Subsidy (1x): Each player draws
1 card from the resource deck
for each uncovered settlement
in their player area. Settlements
that have been upgraded to
cities do not count.
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