Thermonuclear Warfare on Catan
A not-entirely inconceivable modification for Settlers of Catan.
By Walt Destler
Version 5
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Story
Ahh… Catan. The peaceful island flourished for several hundred years on healthy trade and an abundance of natural resources. Life was good, though a tad bit uneventful.
But then, in the mountains of Catan an even more valuable resource is discovered. It is uranium, an essential ingredient in the manufacture of nuclear weapons. Life won’t be the same again.
Can the once-peaceful trading nations on Catan resist the temptation to nuke the crap out of each other? Maybe, but probably not. That’s where you come in!
Set-Up
Unlike the normal game which has two distinct phases, Thermonuclear Warfare on Catan has three:
1. Setup Phase – This phase is exactly identical to the normal setup phase as described in the normal rules. Each player takes turns placing a total of two settlements and two roads.
2. Civilization Phase – This phase represents the first few hundred years of Catan’s history. It’s the era of peace before uranium is discovered, otherwise known as the Boring Phase. So we skip through it pretty quick.
· Once the Setup Phase is completed, each player should have two settlements and a road attached to each.
· Starting with the first player and proceeding in the usual order, each player may place either a road or a settlement (at no resource cost) anywhere he would normally be able to build a road or a settlement as described in the normal rules. This process continues round-robin until one player has placed all 5 of his settlement pieces or has absolutely no more room to expand.
· At this point it is possible that the number of settlements and roads placed by some players is one less than the number of settlements and roads placed by the other players. If this is the case, those players who have been shortchanged may take turns placing one additional road or settlement to even the count.
· And then uranium is discovered, leading to the…
3. Armageddon Phase – Let the fun begin!
· Each player begins this phase with 3 uranium (a new resource, see below) and his pick of 2 of lumber, wool, grain, and bricks.
· Play proceeds as it normally would after the setup phase as described in the normal rules, except where noted under “Special Rules.”
New Components
Thermonuclear Warfare on Catan requires the following new components.
· 20 Nuclear Missile cards – These cards can be bought by a player (as described in “Special Rules” below) and are shown face-up in front of him for all to see.
· 1 large cardboard Largest Nuclear Arsenal card – This card is given to the player who has the most Nuclear Missile cards, as described below.
· 19 Uranium resource cards (optional) – These resource cards replace the 19 ore resource cards found in the normal game. If uranium cards are not available then the ore cards included in the normal game can be used to represent uranium.
· 4 updated large cardboard Building Costs cards (optional) – These cards replace the old building costs cards and reflect the updated costs of settlements, cities, and development cards as well as showing the cost of a nuclear missile card, all as described under “Special Rules”.
· Updated Largest Army and Longest Road cards (optional) – These cards replace the old largest army and longest road cards to reflect their updated victory-point values.
· 1 Thermonuclear Missile card (optional) – This card is a development card and is essentially a super-powerful nuclear missile.
Special Rules
Thermonuclear Warfare on Catan follows the normal Settlers of Catan rules except when noted here.
Resource changes
Ore is replaced by Uranium, which is produced from mountains.
Building costs changes
The cost of a settlement is changed to 1 lumber, 1 bricks, and 1 wool.
The cost of a city is changed to 3 grain and 1 uranium.
The cost of a development card is changed to 1 grain, 1 wool, and 1 uranium.
Victory point changes
The victory points given by the largest army card is changed to 1.
The victory points given by the longest road card is changed to 1.
Remove all “1 Victory Point!” cards from the deck of development cards. (Replace them with the thermonuclear missile card as described below.)
Settlement and road placement changes
Because roads may be destroyed by terrorists (see below), an additional rule regarding the placement of settlements and roads is required: In addition to the requirement that settlements and roads be placed next to existing roads, the player must also be able to trace a path via his own roads from the new settlement or road to an existing settlement or city under his control.
When building a road, instead of placing a new road on the map, he may instead replace any existing roads from which there is no traceable path back to a settlement or city (of the same player) with one of his own, so long as the above condition is also satisfied. 
Rolling a Seven
Whenever a 7 is rolled for resource production, take the following steps…
1. Every player with more than seven resource cards must discard half (rounded down) of their cards. This is per the regular Settlers of Catan rules.
2. Every player receives 1 bonus uranium resource card.
3. The player who rolled the 7 must move the terrorist, as described under “Terrorist” below.
Nuclear missiles
Each player may purchase up to a total of 1 nuclear missile card for every settlement and 2 for every city he controls. He may not, under any circumstances, purchase more than that number. If ever a player has more nuclear missile cards than 1 for every settlement and 2 for every city then he must discard nuclear missile cards until this is not the case, except that he may always possess a minimum of one nuclear missile card.
The cost of a nuclear missile card is 3 uranium.
The nuclear missile cards a player has purchased must be shown face-up in front of him for all to see.
If at any time a player has both at least 3 nuclear missile cards and more than any other player, he receives the “Largest Nuclear Arsenal” card, which is worth 1 victory point. If none of the players satisfy this condition then no player can possess this card.
Nuclear warfare
A player may choose to launch any number of nuclear missiles at any time he is normally able to use a development card, provided he owns a sufficient number of nuclear missile cards. For every nuclear missile launched, the player must discard 1 of his nuclear missile cards. A player may not discard a nuclear missile card on the same turn that it was purchased. If a player runs out of discardable nuclear missile cards then he may not launch any more nuclear missiles that turn.
For every nuclear missile launched, the player may choose any terrain hex on the board (even if that hex has already been struck by a nuclear missile). The nuclear missile strikes that hex, explodes in a giant mushroom cloud, and has the following effects…
1. The hex becomes irradiated (indicate this by flipping over the number marker on the hex) and may not produce any resources for any player until the hex is “cleaned up” (see below). (The desert hex cannot become irradiated since it has no number marker, though it may still be the target of a nuclear strike.)
2. Additionally, nearby settlements have a risk of being destroyed and nearby cities have a risk of being reduced to settlements…
· For each settlement adjacent to the hex, roll a 6-sided die. If a 3 or less is rolled, remove the settlement from the board.
· Then, for each city adjacent to the hex, roll a 6-sided die. If a 3 or less is rolled, remove the city from the board and replace it with a settlement. If the player owning the city has no available settlement pieces, then the city is utterly destroyed – do not replace it with anything.
Nuclear Retaliation

If a player A has a settlement or a city adjacent to a hex targeted by a nuclear missile from another player B, then A may choose to instantly retaliate with any number of his own nuclear missiles, so long as those retaliatory missiles target hexes adjacent to one of B’s settlements or cities. If there are any other players also affected, then that’s a shame, but remember that those additional players may then choose to retaliate against player A.
The launch of these retaliatory missiles occurs before any of the previously-launched missiles explode on impact. Thus, a player may avoid losing nuclear missiles when his settlements or cities are destroyed by launching them instead.
The Thermonuclear Missile
Replace the 3 victory point development cards with a single thermonuclear missile card.
The thermonuclear missile card is played just like regular development cards and thus must abide by the “1 development card per turn” rule described in the regular Settlers of Catan rules, except that it may also be used as a retaliatory missile as described above.
When a player plays the thermonuclear missile card, he chooses any terrain hex on the board (even if that hex has already been struck by a nuclear missile). The thermonuclear missile strikes that hex, explodes into a super giant mushroom cloud, and has the following effect…
· The thermonuclear missile affects the game exactly as if a nuclear missile had struck the chosen hex and every hex adjacent to that hex. This means that settlements and cities closest to the chosen hex will have a much higher chance of being destroyed or reduced because the player who launched the missile will roll the die as many as 3 times against the settlements and cities closest to the chosen hex.
There is only one of these cards in the game. Once it is used, it is gone forever!
Nuclear clean-up
When a player uses a soldier development card, he may use it either to move the Terrorist (just like moving the robber as described in the regular Settlers of Catan rules) or to “clean up” an irradiated hex…
· The hex chosen must be irradiated.
· If the terrorist is sitting on the hex, he must first be moved off the hex (either by rolling a 7 or playing an additional soldier card) before the hex can be cleaned up.
· The player must spend 1 resource card of the type that the irradiated hex would produce if it weren’t irradiated. For example, if the player is cleaning up a forest hex, he must return 1 lumber card to the bank.
· Flip the hex’s number marker number-side up to indicate that it may again produce resources. Note that this does not rebuild any destroyed or reduced settlements or cities – they must be rebuilt separately.
Soldier cards, once used to clean up a hex, count for largest army and thus should be kept face-up in front of the player.
Global Warming
If at any point more than half of the hexes currently on the board become irradiated (not counting the desert or water hexes) then the sea level rises (which can happen twice before the island is completely submerged)…
· Remove every single coastal hex and replace it with a water hex (with or without a harbor, since…)
· All harbors are destroyed, so to indicate this make sure that the harbor locations on any water hexes with harbors used to replace the coastal hexes are not adjacent to dry land.
· Any road, settlement, or city not adjacent to dry land is utterly destroyed, and the terrorist, if sitting on a once-coastal hex, drowns until a 7 is rolled or a soldier card is played.
· Flip the number markers on any remaining irradiated hex back over as the result of Mother Nature’s incredible healing powers.
Nature’s Wrath
Whenever exactly half of the hexes currently on the board become irradiated (not counting the desert or water hexes) then Mother Nature’s own wacked-out immune system starts doing strange things in an effort to stop the destruction:
· Whenever a hex produces resources, all settlements, cities, and roads adjacent to that hex are utterly destroyed, but not before the hex produces triple its usual resource production.
Terrorist
The robber in the normal game is replaced by the “terrorist.”
Like in the normal game, the terrorist may be moved when a player rolls a 7 or when a player uses a soldier card. Unlike the normal game, the terrorist does not steal resources or prevent the hex on which it sits from producing resources. Instead, the player moving the terrorist may attempt to destroy a road, settlement, or city adjacent to the hex to which the terrorist is moved or may instead attempt to steal a nuclear missile from any player adjacent to that hex…
· If attempting to destroy a road, roll a 6-sided die. If a 5 or less is rolled, remove the road.
· If attempting to destroy a settlement, roll a 6-sided die. If a 3 or less is rolled, remove the settlement.
· If attempting to reduce a city, roll a 6-sided die. If a 3 or less is rolled, remove the city and replace it with a settlement. If the player owning the city has no available settlement pieces, then the city is utterly destroyed – do not replace it with anything.
· If attempting to steal a nuclear missile from an adjacent player, roll a 6-sided die. If a 2 or less is rolled, that player loses his nuclear missile card. Then, that nuclear missile card must be used immediately on the hex to which the terrorist was moved or one of its adjacent hexes. (Follow the numbered steps in the “Nuclear Warfare” section to determine the results.)
Any player who is the victim of a successful terrorism attempt may then immediately use a soldier card to force the player moving the terrorist to re-roll the die. If the terrorist is again successful, the victim may again choose to use another soldier card to force another re-roll and may do so as many times as he wishes so long as he owns enough unused soldier cards. (Soldier cards, once used in this manner, count for largest army and thus should be kept face-up in front of the player.)
Additionally, no roads, settlements, or cities may be built adjacent to the hex on which the terrorist is sitting, nor may that hex be “cleaned up.”
If the terrorist is sitting on a hex which is the target of a nuclear missile attack, then the terrorist is removed from play until a 7 is rolled or a player uses a soldier card.
End Game
If at the beginning of his turn a player has 4 (for a 3 player game), 3 (for a 4 player game), or 2 (for a 5 or 6 player game) more victory points than every other player, the game ends and that player is declared the winner. In order to win on his following turn, on the turn before a player must publicly declare that he has enough victory points to win.
If at any moment the sea level rises such that there is no more dry land, the game ends and the dolphins are declared the winners.
If at any moment the last remaining settlement or city on the board is destroyed as a result of a nuclear strike, the game ends and the aliens blow up the ruined planet to make way for a hyperspace bypass.
If at any moment the last remaining settlement or city on the board is destroyed as the result of Mother Nature’s wrath, the game ends and Mother Nature is declared the winner.
If at any moment the last remaining settlement or city on the board is destroyed as the result of the terrorist, the game ends and “the terrorists have won.”
And in the unlikely event that the game ends without a single nuclear missile being launched, then every player should give himself a nice pat on the back, though this is probably of little consolation to the losers.
Playing as a Continuation (optional rules)

So you actually want to play the boring phase per the regular Settlers of Catan rules and then play Thermonuclear Warfare afterwards? Sure, just follow these recommended steps:
1. Play through an entire game as described in the regular Settlers of Catan rules until there is a winner.
2. Remove all of the “1 Victory Point!” development cards from the remaining deck of development cards and replace them with a single Thermonuclear Missile card.

3. Start the Armageddon phase and play through it as described in these rules, with the following exceptions:
· All players keep the resources they had at the end of the regular game, except for ore which mysteriously vanishes off the island. At the start of the Armageddon phase each player receives 3 uranium resources.
· Play begins with the player directly following the victor of the regular game.
· The victory conditions are the same as in regular Thermonuclear Warfare, but note that a player may not declare that he has enough victory points to win until his first turn during the Armageddon phase.

Note that it is very possible for a player to already have sufficiently more victory points than everyone else to win the game. This player will be the winner of the regular game. Since this player must declare that he has enough victory points after the Armageddon phase has started, the other players have nearly two full turns to lower his score (or increase theirs) to keep that player from winning the game (again).
Frequently Asked Questions
1. Are nuclear missile cards development cards? – No. Nuclear missile cards are completely distinct from development cards and thus do not abide by the “1 development card per turn” rule.
2. Does using a soldier card to clean up a hex count as playing a development card for the purposes of the “1 development card per turn” rule? – Yes.
3. Can you trade nuclear missile cards to other players? – Yes, but a player who receives a nuclear missile card from another player may not play it on the same turn that he received it.
4. The rules state that at the beginning of the “Armageddon Phase” each player receives 3 uranium and his pick of 2 of lumber, wool, grain, and bricks. Do you also collect resources from your second settlement as described in the regular Settlers of Catan rules? – No! Each player starts with only the resources described above.
5. May a player target a water hex with a nuclear missile? – No. 
6. When a player loses his last settlement or city, is he eliminated from play? – No, unless that player wishes to leave the game. That player still takes his turn rolling for resource production, may purchase a nuclear missile card (if he has none) and may use any remaining development cards and/or nuclear missile card if he so chooses.
7. What happens when a player loses one or more roads (due to the terrorist) such that he no longer has the longest road in the game? – The player who lost the road(s) does not lose the Longest Road card until another player builds a road to increase the length of his longest road such that he now has the longest road in the game.
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