/------------------------------------------------------------------------------\


                 SECTION 4.0 - 1965 Knightsbridge Amendments


\------------------------------------------------------------------------------/





Rule 4.0.0 - '65 Amendements





These are the additions and amendments to the Basic Ruleset and Finchley ‘49 Amendments, as set forth by the IMCS Ruling Board during the 1965 Knightsbridge Convention.  If one in the rules in this set contradicts a rule in a previous set, this set has precidence.





This ruleset is primarily concerned with two new game concepts - Player States and Podumes.  There will be a large number of new counters and bits necessary; rather than trying to list them here, they will be described individually within each rule.








/------------------------------------------------------------------------------\


                           SECTION 4.1 - Player States


\------------------------------------------------------------------------------/





4.1.1 - The United States of Being





Player States are similar to Global Disruptions, but they only affect a particular Player.  Each rule below will describe the Actions and/or events necessary to give a Player a particular State (and how to remove it), and the effect that the State has on that Player.  A Player may have any number of States at one time, but only one instance of any particular State.





It is advisable to have some small cards with the name of a State on each, to easily keep track of what Players are being affected by which State.  (Since it is theoretically possible for every Player to be affected by a particular State, you will need seven of each card (for six Players plus the Drone, which is explained later on).)  





Actions pertaining to these Player States will be listed in the Action Tables as ‘Player State’ Actions.








4.1.1.1 - It’s Not Easy





[Greening <Player>] - This is a Neutral Action which costs 2 Green Tokens, and may be performed when the Actioning Player is located at the same Station as another Player.  The targeted Player gains the State ‘Green’.





While a Player is Green, e must perform the [Recycling] Action as the first Action of eir Turn, affecting at least one Token.





[De-Greening] - This Post-Move Action may be performed by any Green Player for a cost of 2 Green Tokens, provided e is located at a Green Station.  Upon performing the Action, the Green State is removed.





4.1.1.2 - Narg!





[Narging <Player>] - This is a Neutral Action which costs 3 Red Tokens, and may be performed when the Actioning Player is located at the same Station as another Player.  The targeted Player gains the State ‘Narged’.





A Player who has been Narged may not perform the [Opening MC] Action, and may not perform any Special Moves.  Also, eir Home Station is considered Open to all Players.





[Anti-Narg] - This Post-Move Action may be performed by any Narged Player for a cost of 2 Black Tokens, provided e is located at a Station that is South of the River.





4.1.1.3 - Open the Cutlery Drawer, Mrs. Higgins





[Spooning <Player>] - This is a Neutral Action which costs 1 Silver Token, and may be performed when the Actioning Player is located at the same Station as another Player.  The targeted Player gains the State ‘In Spoon’.





A Player who is In Spoon may not perform any Action (other than [Unspooning]) that has a Token Cost that includes Red, Blue, Silver, or Gold Tokens, and may not have an LV greater than 4.  (If eir LV is already above 4, it is immediatly reduced to 4.)





[Unspooning] - This Post-Move Action may be performed by any Player who is In Spoon, for a cost of 4 Plastic Tokens, provided e is located at an A to Z Station.  Upon performing the Action, the Player is no longer In Spoon.





4.1.1.4 - Don’t Pick It Up, Pick It Up, Pick It Up





[Creating Potato] - This is a Neutral Action which costs 3 Red Tokens, and may be performed whenever there is no Potato already in play.  The Actioning Player gains the Potato, which may be represented by any convienient object (a defused hand grenade from an Army Surplus store is quite appropriate).  When the Potato is created, place a group of 10 Fuse Counters to one side of the board (any small counter will suffice for these).





[Giving Potato to <Player>] - This is a Neutral Action which is free, and may be performed when the Actioning Player has the Potato, and is located at the same Station as another Player, or has directly Shunted (i.e., not a Double-Shunt) another Player during this Turn.  The targeted Player gains the Potato.  If there are no Fuse Counters left, the Actioning Player gains one Silver Token.





If a Player has the Potato at the end of eir Turn, remove one Fuse Counter from the pile.  If this cannot be done because there are no Fuse Counters left, the Potato immediatly Denonates, exactly the same as a Suspect Package located at that Station.





4.1.1.5 - Quail, Mortal (Reprise)





As of this ruleset, the Action [Cowering] is considered a Player State Action instead of a Miscellaneous Action.








/------------------------------------------------------------------------------\


                           SECTION 4.2 - Podumes


\------------------------------------------------------------------------------/





4.2.1 - Podumes





A Podume is a new kind of game object.  Each one has certain Actions or events that bring it into play; once in play, it can be either located at a Station (like a Token Stack), or in the possession of a Player.  Each Podume will require a distinctive counter to represent it; other necessary props will be described in the appropriate rule.





A Podume that is located at a Station may be Shunted as if it were a Token Stack, although no Tokens can be stolen from it when Shunted.  A Podume may be located at the same Station as a Token Stack, but no more than one Podume may be located at a single Station.





[Claiming <Podume> From <Station>]


[Dropping <Podume> at <Station>]  - These are free Neutral Actions that work identically to the similar [Picking Up <Token>] and [Dropping <Token>] Actions - a Player may use them to claim a Podume from (or drop one on) any Station passed through, or that e started or ended eir Move at.





If a Player Shunts a Player who possesses a Podume, the Shunting Player may choose to steal the Podume instead of the usual Token.  This may only be done if it is the first Shunt in a series (i.e., not on a Double Shunt), and of course may only be done with Shunts that allow the theft of a Token in the first place (so, no Dead-End Shunts or Power Shunts).





Each Podume is unique - if a Podume of a certain type is already in play (whether at a Station or in a Player’s possession), no more of that Podume may be created and the Actions used to create them are unavailable.





The rules below describe the types of Podumes available, as well as the Actions and events necessary to create them, and what abilities they grant.  Actions listed here will be marked as ‘Podume Actions’ in the Action Tables.








4.2.1.1 - Speed Demon





[Creating Speed Podume] - This Neutral Action may be performed at a cost of 3 Black Tokens, when the Actioning Player is located at a High or Hill Station and has an LV or at least 8.  When the Action is played, the Speed Podume is created and is located at the Station occupied by the Actioning Player.





A Player who is in possession of the Speed Podume has a maximum LV of 13 instead of the usual 10, and when performing the [LV Adjustment] Action e may increase eir LV by one extra point for free. (in other words, e may increase LV by up to 4 for free, or by 5 for 1 Black Token.  When decreasing LV, the regular costs apply.)





If a Player in possession of the Speed Podume ever plays ‘Pass’ as eir Move, the Speed Podume is immediatly destroyed.





4.2.1.2 - Defense, Boss!  Defense!





[Creating Shield Podume] - This Neutral Action may be performed at a cost of 4 Green Tokens, when the Actioning Player is located at a Holy Station.  When the Action is played, the Shield Podume is created and is located at the Station occupied by the Actioning Player.  





Any Player performing an Agressive Action that targets a Player in possession of the Shield Podume must add an additional Red Token to the Token Cost.  This is cumulative with the [Cowering] Action - targeting a Player who is both Cowering and in possession of the Shield Podume adds 2 Red Tokens to the Token Cost.





If a Player in possession of the Shield Podume ever performs an Agressive Action, the Shield Podume is immediatly destroyed.  It is also destroyed if it should ever be in the possession of a Player who is Mr. Hyde (explained below).





4.2.1.3 - Spanging Offence





[Creating Spanger Podume] - This Neutral Action may be performed for the cost of 1 Silver Token, when the Actioning Player is located at a non-Holy Station on or within the Circle Line.  Upon performing this Action, the Spanger Podume is created, and is located at Arsenal (PD).





A Player in possession of the Spanger Podume may perform all kinds of Shunts free of charge (not counting penalties for Cowering and such), and eir LV is only reduced by half when Shunting (the Player may choose whether to round fractions up or down).





If a Player in possession of the Spanger Podume is ever Dead-End Shunted, the Spanger Podume is immediatly destroyed.





4.2.1.4 - They Used To Be Hats





There are five Station Podumes in the game, and each one is associated with a particular Station catagory and Token Colour.  They are:





	Terminus Podume - Red


	British Rail Podume - Black


	Verdant Podume - Green


	Compass Podume - Blue


	A to Z Podume - Silver





[Creating <Station Catagory> Podume] - This Neutral Action may be performed for the cost of one Token, of the color associated with the specified Station Podume.  At least three other Tokens of that color must be located on the board at different Stations, and the Actioning Player must be located at a fourth Station, of the catagory associated with that Podume.  Upon performing this Action, the specified Podume is created, and located at another Station of the associated catagory, of the Actioning Player’s choice.





Example:  Mrs. Trellis wishes to create the Compass Podume.  At least three Stations on the board have a Blue Token in their Token Stacks, and Mrs. Trellis is located at North Acton - a Compass Station - so it is legal for her to perform the [Creating Compass Podume] Action.  She does so, spending one Blue Token for the Token Cost, and selects East Acton as the Station for the Compass Podume to be located at.





If a Player in possession of a Station Podume ends eir Move on a Station of the same catagory as the Podume, the Player receives an extra Token of the associated colour in addition to any Tokens gained for the Move.  The exception to this is the A to Z Podume, which instead allows the Player to choose any Plastic Token for eir bonus.  This bonus is cumulative if a Player should possess multiple  Station Podumes and land on a Station that applies to more than one of them.  (Example: Westbourne Park is both a Compass Station and a Verdant Station.  A Player who possesses both the Compass Podume and the Verdant Podume would gain a bonus of 1 Blue Token and 1 Green Token for landing there.)





[Cashing in Podumes] - This is a free Neutral Action that may only be performed at Bank, and only if the Player has possession of at least three Station Podumes.  Upon performing this Action, all Station Podumes possessed by the Actioning Player are destroyed, and e gains a number of Gold Tokens equal to the number of Station Podumes e possessed, minus one (i.e. 4 Station Podumes destroyed = 3 Gold Tokens gained).


	


4.2.1.5 - Jekyll and Hyde Park





[Creating Hyde Podume] - This Neutral Action may be performed for the cost of three Red Tokens, provided that the Actioning Player is located at Hyde Park Corner (PD).  Upon performing this Action, the Hyde Podume is created, and is possessed by the Actioning Player.





A Player who gains possession of the Hyde Podume gains the ability to switch between two Player States:  ‘Dr. Jekyll’ and ‘Mr. Hyde’.  This should be represented with a card that has one of the States written on each side.  The Player will also receive several Hyde Counters (6 to 8 should suffice).  When the Hyde Podume is first created, the Player will be Dr. Jekyll, and one Hyde Counter should be placed on the State card.





A Player who is Dr. Jekyll may perform the [Cowering] Action for free.





[Hyde Transformation] - This is a neutral Action that may only be performed by a Player who is Dr. Jekyll.  The Token Cost is a number of Red Tokens equal to the number of Hyde Counters currently on the State card.  The Player’s State immediatly changes to Mr. Hyde, and another Hyde Counter is added to the card.  This change lasts for one Round, after which the Player’s State reverts back to Dr. Jekyll.





While a Player is Mr. Hyde, eir maximum LV is 12, and when using the [LV Adjustment] Action e may change LV by up to 4 points for free, or 5 for one Black Token.  E may not perform the [Cowering] Action, or possess the Defence Podume (which is immediatly destroyed if e should ever possess it), but all Agressive Actions targ
