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Welcome to Age of DArkness!
The game you are holding in your hands is Age of Darkness™— the first expansion for Rivals for 

Catan™. You can play 3 new Theme Games using this expansion and the Rivals for Catan rules. 
You need a copy of Rivals for Catan (Standard or Deluxe) to be able to use this expansion.

Age of Darkness introduces some new card types, rules, and terminology. The rules explanations 
and additions that apply specifically to each Theme Game are also detailed. And, of course, “The 
Duel of the Princes” guidelines allow you to use each new Theme Set with the other Theme Sets. A 
detailed card index is also included.

Thematically, the foray into Catanian history is continued. In “The Era of Intrigue,” a clash 
occurs between the followers of the newer Christian and the older Odinist religion—the beginning 
of which was already foreshadowed in The Settlers of Catan™ novel. “The Era of Barbarians” 
incorporates motifs of the Catan: Cities & Knights—the Catan board game expansion.

Chronologically, “The Era of Merchant Princes” comes before “The Era of Progress,” while 
“The Era of Barbarians” comes afterwards. “The Era of Intrigue” follows “The Era of Gold.”

Age of Darkness also provides rules for another game variant, the “Tournament Game.” These 
rules are presented separately because they differ considerably from the Theme Game and “The Duel 
of the Princes” rules, presenting different challenges for the players.

Have fun discovering the new Theme Sets!
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THE THEME SETS
Essentially, all rules established in The Rivals for Catan continue to apply. Additional rules and 

special rules are explained below.

1. The Era of Intrigue
Religious Dispute on Catan! When this event occurs, each player loses their hand of cards. Churches 

and Temples minimize losses. A Temple and the cards that require a Temple strengthen 
your access to your own draw stacks. A Church gives you the opportunity to lure away 
opposing heroes and earn additional gold. And if you built a Church as well as a Temple, 
you may build the Great Thingstead and end the  
Religious Dispute.

2. The Era of Merchant Princes
This set focuses on the Commercial Harbor and the Merchant’s Residences. These 

buildings play a decisive role in the struggle for the trade advantage and improve the 
trading options. In combination with Maritime Trade Monopolies and the master 
merchants Hergild and Gero, trade ships gain more importance. The Ship Builder, 
reducing the building costs of ships, comes in quite handy here. The two draw stacks of 
this Theme Set each contain 12 cards. The face-up expansion card stack consists of the 

two Commercial Harbor cards. All rules and victory conditions of Rivals for Catan Theme  
Games apply.

3. The Era of Barbarians
Barbarians land on Catan! Now it’s important for both players to muster as many units as possible 

against the barbarians and fend off their attacks. Castles and Border Fortresses are 
built. Arnd the Strategist and the Caravel back up the units, and heroes with new, 
exciting properties reinforce the ranks. If you lose, you are ransacked by the barbarians. 
If you win, you obtain resources or victory points.

The two draw stacks of this Theme Set each contain 12 cards. The face-up expansion card stack 
consists of 2 Castle cards and 2 Triumph Cards

The following rules changes and additions apply to The Era of Barbarians:
1. You need 13 victory points to win The Era of Barbarians.
2. Assembling the event card stack: To assemble the event card stack for the first time, 

momentarily set aside the 3 Barbarian Attack event cards and the Yule card. Then shuffle the 
other event cards of the Basic Set together with the Retreat of the Barbarians event card and 
place 3 cards face down. Place the Yule card on top. Shuffle the other 6 event cards together with 
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the 3 Barbarian Attack cards and place them face down on the remaining stack—that is, on 
top of the Yule card. If a Barbarian Attack is drawn during the game, place the card under the 4 
topmost cards of the event card stack instead of returning it to the bottom of the event card stack 
as usual. In this context, please also note the instructions on the card. If the Yule card is drawn 
during the game, the event card stack is reassembled as described above.

3. Marker card (Triumph Card): There are no building costs for the Triumph Card. When you 
build your first city, you also take the counter card and place it adjacent to any region of your 
choice, either above or below. You may place the marker card adjacent to a different region at any 
time. (The latter only makes sense if you need the region’s building site.)

THE DUEL OF THE PRINCES
The Duel of the Princes is played according to the existing Rivals rules—only the event card stack 

is assembled differently. Each player chooses 1 Theme Set from the available Theme Sets (the starting 
player chooses first). The third Theme Set is chosen by lot: take 1 event card from each of the Theme 
Sets that have not yet been chosen, shuffle them face down, and draw one card at random. This card 
determines the third set to be included in the Duel. Alternatively, you may want to leave things entirely 
to chance: take one card from each available Theme Set, shuffle them, and draw 3 cards at random; 
to play, use the 3 sets these cards belong to. Either way, put the Theme Sets you don’t use back into the 
box until you start a new game.

Assembling the Event Card Stack
To assemble the event card stack, choose only cards that belong to the Theme Sets you are actually 

using in the game. The event card stack always contains the cards of the Basic Set that are not marked 
with a half moon: Yule, Invention, Year of Plenty, and Traveling Merchant. From the 3 chosen sets, you 
now add the cards that do not depict a half moon symbol:

The Era of Gold . . . . . . . . . . . . . . . . . . . . . . . . . . . .none
The Era of Turmoil . . . . . . . . . . . . . . . . . . . . . . 1x Riots
The Era of Barbarians  . . . . . . . . 1x Barbarian Attack

The Era of Intrigue . . . . . . . . . . . . 1x Good Neighbors,
                                           1x Religious Dispute
The Era of Merchant Princes . . . . . 1x Capricious Sea,
                                1x Fortunate Trade Voyage
The Era of Prosperity  . . .1x Insurrection, 1x Taxation

Depending on which sets you chose, you now have an event card set containing 6-10 cards. Shuffle 
the remaining event cards from the Basic Set and the chosen sets. Add cards to the event card set until 
it contains a total of 12. Put the remaining cards back into the box. Important: Do not look at the 
randomly added event cards (or the discarded event cards). Afterwards, assemble the event card stack 
according to the normal rules. If you are including The Era of Barbarians, at the beginning of the 
game shuffle the Barbarian Attack event cards into the stack like you would normally do.
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You have purchased a game of the highest quality. 
However, if you find any components missing or defective, 

please use our customer support portal (hosted by Asmodee 
North America) to obtain replacement pieces. at:

https://asmodee.us/en/support/
For all other inquiries, contact us at: 

info@catanstudio.com

Copyright © 2011, 2018 Catan GmbH and Catan Studio. Catan, 
Rivals for Catan, Rivals for Catan: Age of Darkness, The Settlers of 
Catan, and the Catan Sun motif are trademark properties of Catan 
GmbH (catan.com). Catan Studio is a trading name of Asmodee North 
America, Inc. All rights reserved.
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