
SurplusSurplus

SpringSpring

SummerSummer

 Winter Winter

 Autumn Autumn

Each player may discard one resource orEach player may discard one resource or
commodity to receive one resource of his/hercommodity to receive one resource of his/her

choice. You may not take a commodity.choice. You may not take a commodity.
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 Anniversar Anniversaryy

Remove this card and the three cards titled,Remove this card and the three cards titled,

“The Next Season Begins!”“The Next Season Begins!”

Shuffle the remaining cards.Shuffle the remaining cards.

Deal four facedown stacks of 13 cards. Place theDeal four facedown stacks of 13 cards. Place the

“Next Season” cards facedown underneath three“Next Season” cards facedown underneath three

of the stacks, and place this card facedown underof the stacks, and place this card facedown under

the fourth.the fourth.

Stack the four piles into one deck so that this cardStack the four piles into one deck so that this card

is on the very bottom. Place the remaining 20is on the very bottom. Place the remaining 20

cards facedown underneath the deck.cards facedown underneath the deck.

Then advance the season marker forward oneThen advance the season marker forward one

space, and draw a new card.space, and draw a new card.

SpringSpring

SummerSummer

 Winter Winter

 Autumn Autumn

Catan: The SeasonsCatan: The Seasons
Intro:Intro:
I first started playing Catan with the Event Deck. It was definitely nice restricting the “die” outcomes to their proper distribution. But the deck had its flaws. SomeI first started playing Catan with the Event Deck. It was definitely nice restricting the “die” outcomes to their proper distribution. But the deck had its flaws. Some

card events were vague at best, and it became possible to “count cards” to an extent. It was also difficult to track whose turn it was, since nobody had the dice sittingcard events were vague at best, and it became possible to “count cards” to an extent. It was also difficult to track whose turn it was, since nobody had the dice sitting

in front of them.in front of them.

When I bought the immensely greatWhen I bought the immensely great Cities & KnightsCities & Knights expansion, the game became much, much better. But the Event Deck had to go—it was annoying rolling one dieexpansion, the game became much, much better. But the Event Deck had to go—it was annoying rolling one die

andand flipping a card. C&K added enough complexity as it was, so I thought, “the dice will stick to their own distribution curve.” Boy was I wrong. Weird things keptflipping a card. C&K added enough complexity as it was, so I thought, “the dice will stick to their own distribution curve.” Boy was I wrong. Weird things kept

happening: tons of 8s in a game but no 6s? More 12s than 5s? Please. A couple of my players kept insisting we go back to using the cards. So I created an alternativehappening: tons of 8s in a game but no 6s? More 12s than 5s? Please. A couple of my players kept insisting we go back to using the cards. So I created an alternative

that not only does the job, but side-steps the issues with the original Event Deck. I’m pleased to bring you:that not only does the job, but side-steps the issues with the original Event Deck. I’m pleased to bring you: Catan: The SeasonsCatan: The Seasons!!

Setup:Setup:
Print and cut out the 76 cards,Print and cut out the 76 cards, includingincluding the one in the center of this sheet. I’ve included sheets with backsides for the cards too, for those who can print double-sided.the one in the center of this sheet. I’ve included sheets with backsides for the cards too, for those who can print double-sided.

This deck is intended to be used with the Cities & Knights expansion. If you’re not using C&K, I highly recommend using the regular Catan Event deck.This deck is intended to be used with the Cities & Knights expansion. If you’re not using C&K, I highly recommend using the regular Catan Event deck.

Each card is supposed to represent a week, so 52 cards will represent a year. Set aside the “Anniversary” and the three “The Next Season Begins” cards, and shuffle theEach card is supposed to represent a week, so 52 cards will represent a year. Set aside the “Anniversary” and the three “The Next Season Begins” cards, and shuffle the

remaining 72. Set aside 20 cards and deal the remaining 52 into four face-down piles of 13 cards each. These four piles will act as the four seasons. Place the threeremaining 72. Set aside 20 cards and deal the remaining 52 into four face-down piles of 13 cards each. These four piles will act as the four seasons. Place the three

“Next Season Begins” cards underneath three of the decks “Next Season Begins” cards underneath three of the decks and stack them. Place the three stacked and stack them. Place the three stacked decks onto the fourth, put the “Andecks onto the fourth, put the “Anniversary” card underneath thisniversary” card underneath this

four-season stack, and then put the 20 “aside” cards underneath the whole thing. You should now have one face-down deck:four-season stack, and then put the 20 “aside” cards underneath the whole thing. You should now have one face-down deck:

13 cards, then a “Next Season”; 13 cards, then a “Next Season”; 13 cards, then a “Next Season”; 13 cards, then “Anniversary”; 20 cards that won’t be used this year.13 cards, then a “Next Season”; 13 cards, then a “Next Season”; 13 cards, then a “Next Season”; 13 cards, then “Anniversary”; 20 cards that won’t be used this year.

After all After all the players have placed their starting settlements and received their starting goods, the players have placed their starting settlements and received their starting goods, place a marker (randomlyplace a marker (randomly) on one of ) on one of the four seathe four season squares.son squares.

Basic Rules:Basic Rules:
The players no longer roll the dice. At the start The players no longer roll the dice. At the start of a player’sof a player’s

turn, the player reveals the top card of the Seasons deckturn, the player reveals the top card of the Seasons deck

and resolves it, in this order:and resolves it, in this order:

1) The player reads the name1) The player reads the name

of the card (if any), and thenof the card (if any), and then

reads the action printedreads the action printed

below the picture. Then thebelow the picture. Then the

player(s) perform the action, asplayer(s) perform the action, as

appropriate.appropriate.

2) After the event is resolved, the2) After the event is resolved, the

player declares the result of theplayer declares the result of the

Event Die, based on the seasonEvent Die, based on the season

the players are curthe players are currently in.rently in.

In this example, if the current season was Autumn orIn this example, if the current season was Autumn or

Summer, the Event Die would show a Barbarian Ship,Summer, the Event Die would show a Barbarian Ship,

and the Ship would advance a space on its track. If theand the Ship would advance a space on its track. If the

season was Winter or Spring, the Event Die would showseason was Winter or Spring, the Event Die would show

the corresponding colored castle, allowing certain playersthe corresponding colored castle, allowing certain players

to draw progress cards based on theto draw progress cards based on the Red Die resultRed Die result, as, as

per theper the C&K C&K rules.rules.

3) Finally, the player declares which number produces3) Finally, the player declares which number produces

this turn. In this example,this turn. In this example, 8s8s produce. The Red Die isproduce. The Red Die is

only shown to determine which players, if any, receiveonly shown to determine which players, if any, receive

progress cards this progress cards this round.round.

Alchemist:Alchemist:
If a player wishes to use theIf a player wishes to use the  Alchemist  Alchemist progress card, heprogress card, he

must do so at the start of his turn,must do so at the start of his turn, beforebefore flipping theflipping the

top Season card.top Season card.

When the player uses the Alchemist card, he sets theWhen the player uses the Alchemist card, he sets the

numbers on the red and numbers on the red and yelloyellow dice, as per normal w dice, as per normal C&KC&K

rules. He then flips the top Season card, to rules. He then flips the top Season card, to determine thedetermine the

special event and the result of the Event die, resolvingspecial event and the result of the Event die, resolving

the production number last (and ignoring the red die andthe production number last (and ignoring the red die and

production number on the card).production number on the card).

The text on aThe text on a  Robber  Robber AttacksAttacks oror HighwaymenHighwaymen card iscard is

ignored, even if the player set the dice to 7 (a normalignored, even if the player set the dice to 7 (a normal

Robber attack would be performed).Robber attack would be performed).

Weather and Holiday:Weather and Holiday:
TheThe HolidayHoliday andand Weather Weather cards show events that are basedcards show events that are based

on the season. These cards are resolved in the normalon the season. These cards are resolved in the normal

order like other cards, but different events will be printedorder like other cards, but different events will be printed

inside the season boxes.inside the season boxes.

In this example, if the seasonIn this example, if the season

was Autumn, there would be awas Autumn, there would be a

Harvest Moon. Each player mayHarvest Moon. Each player may

immediately draw one grain if immediately draw one grain if 

they wish.they wish.

Since the Event Die for AutumnSince the Event Die for Autumn

shows the Barbarian Ship, theshows the Barbarian Ship, the

Barbarian Ship would advanceBarbarian Ship would advance

one space (and the barbarianone space (and the barbarian

attack would be resolved if thereattack would be resolved if there

was one), and then 8s would produce.was one), and then 8s would produce.

The Robber and the Highwaymen:The Robber and the Highwaymen:
The deck contains six “Robber Attacks” cards. On theseThe deck contains six “Robber Attacks” cards. On these

cards, there is no special action. The Event Die wouldcards, there is no special action. The Event Die would

be resolved first, and then the production number wouldbe resolved first, and then the production number would

be resolved. Since the production number is a “7,” thebe resolved. Since the production number is a “7,” the

regular “Robber Attacks” rules would then be regular “Robber Attacks” rules would then be executed.executed.

However, there are also six “Highwaymen” cards. TheseHowever, there are also six “Highwaymen” cards. These

cards work exactly like the “Robber Attacks” cards,cards work exactly like the “Robber Attacks” cards,

except each of the “Highwaymen” cards alters the normalexcept each of the “Highwaymen” cards alters the normal

Robber Attacks rules slightly; sometimes they are lessRobber Attacks rules slightly; sometimes they are less

severe to certain severe to certain playplayers, sometimes more severe.ers, sometimes more severe.

In this example, after resolvingIn this example, after resolving

the event die, the players performthe event die, the players perform

the normal “Robber Attacks”the normal “Robber Attacks”

rules. However, the robber mayrules. However, the robber may

not be placed on a hex that isnot be placed on a hex that is

occupied by the single playeroccupied by the single player

who has the fewest VPs.who has the fewest VPs.

If the robber was already on aIf the robber was already on a

hex occupied by the player withhex occupied by the player with

the fewest VPs, he would havethe fewest VPs, he would have

to be moved.to be moved.
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WeatherWeather

FloodFlood
No forest hexes produceNo forest hexes produce

lumber/paper this turn,lumber/paper this turn,

regardless of the dice.regardless of the dice.

SpringSpring

DroughtDrought
No field hexes produceNo field hexes produce

grain this turn,grain this turn,

regardless of the dice.regardless of the dice.

SummerSummer

Cold SpellCold Spell
All pasture hexesAll pasture hexes

produce wool/cloth thisproduce wool/cloth this

turn, regardless of theturn, regardless of the

robber or dice.robber or dice.

 Winter Winter

Harvest MoonHarvest Moon
Each player mayEach player may

draw one grain.draw one grain.

 Autumn Autumn

77
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SpringSpring

SummerSummer

 Winter Winter

 Autumn Autumn

No event occurs this round. After performing theNo event occurs this round. After performing the
action on the event die, you perform the normalaction on the event die, you perform the normal

Robber Attacks actions, but with this exception:Robber Attacks actions, but with this exception:

 The robber  The robber may not bmay not b e placed e placed on a on a hex occupied hex occupied by by 
the single player with the fewest VPs. If multiplethe single player with the fewest VPs. If multiple

players tie for lowest, then this rule does not apply.players tie for lowest, then this rule does not apply.

The Season Square:The Season Square:
Cut out the square above, and use Cut out the square above, and use a tokena token

to track the seasons.to track the seasons.

After the players have placed all theirAfter the players have placed all their

starting settlements, the starting season isstarting settlements, the starting season is

randomly chosen.randomly chosen.

After every 13 cards, the season After every 13 cards, the season changes.changes.

After 52 cards, the deck gets re-shuffledAfter 52 cards, the deck gets re-shuffled

as per Set Up rules, and the season will beas per Set Up rules, and the season will be

what it was when the game began.what it was when the game began.

Questions? Comments?Questions? Comments?

Email me atEmail me at chris@crthibodeau.comchris@crthibodeau.com









Print/paste this sheet to the back of the rules sheet.

Cut out the Anniversary card and the Seasons Square.

The following pages have backsides for the other 75 cards.








