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


                 SECTION 3.0 - 1949 Finchley Road Amendments


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





Rule 3.0.0 - '49 Amendments





These are the additions and amendments to the Basic Ruleset, as set forth by the IMCS Ruling Board during the 1949 Finchley Road Convention.  If one of the rules in this supplement contradicts a rule in the Basic Rules, this supplement has precedence.





This ruleset introduces a new game object, the Suspect Package, for which you will need 3 new counters.  The Author uses featureless black cubes (unspotted dice, actually), purchased from a gaming shop, but regular dice, black glass beads, or tiny plastic briefcases would do just as well.





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


                            SECTION 3.1 - New Actions


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





3.1.1 - Movement Actions





3.1.1.1 - But No Taxi





[Huffing <Player>] - This Neutral Action may be played if the Actioning Player occupies the same Station as another Player, for a cost of one Red Token.  When played, the Actioning Player adds eir LV to the LV of the targeted Player, then redistributes that many points to the two Players’ LVs.  Example:  Rushton (LV 2) Huffs Cryer (LV 8).  Their LVs total 10; Rushton could make his LV 6 and Cryer’s LV 4, or his 10 and Cryer’s 0, or 5 each, or any similar combination.  All points must be distributed; remember that the maximum LV is 10.





3.1.1.2 - The Coming of the Shadows





[Shadowing <Player>] - This Post-Move Action may be played for 1 Black Token, when the Actioning Player occupies the same Station as another Player.  The Actioning Player’s LV is changed to equal that of the targeted Player.








3.1.2 - Special Moves 





3.1.2.1 - Flying the Friendly Skies





[Airport Link] - This Pre-Move Action may be played for one Black Token, when the Actioning Player is located at a Station that has an Airport Link marked on the map.  These Stations may vary depending on the map you are using, but will generally be Heathrow Terminals 1,2,3, Heathrow Terminal 4, and Canning Town.





After performing this Action, the Player may make a Special Move to any other Station with an Airport Link.





If your map only has the two Heathrow Stations, you might as well ignore this rule.





3.1.2.2 - Basic Striles





[Striling] - This Pre-Move Action (Cost: 1 Black) may be performed if the Player has an LV of 6 or more.  It allows a Special Move to any Station which has a Token Stack containing at least two Tokens, which is identical to a Stack at the Player’s current location.








�
3.1.3 - Translocations 





3.1.3.1 - North Is Always Up





[Compass Wormhole] - This Action may be played when the Player is located at a Compass Station, and allows an immediate Translocation to another Compass Station that contains the same directional word.  


(i.e. From East Putney to Dagenham East, or from Northwood Hills to Lambeth North, etc.)  The Token Cost is 1 Silver.





3.1.4 - Disruptions 





3.1.4.1 - You Have Five Minutes To Reach Minimum Safe Distance





[Dropping Package at <Station>] - If there are less than 3 Suspect Packages in play, a Player may perform this Post-Move Action to place a Suspect Package counter at the Station e started eir Move at, or passed through this Turn.  The Token Cost is two Red Tokens.





A Suspect Package may be shunted as if it were a Token Stack, although no Tokens can be stolen from it.  A Suspect Package that is Dead-End Shunted immediately Detonates (see below).





[Detonating Package at <Station>] - A Player who is no more than four Stations away from a Station that has a Suspect Package may Detonate the Package as a Neutral Action, for a cost of two Red Tokens.  The following events then occur:





- The Suspect Package is removed from the board


- The Station where the Package was located is Destroyed, and marked with the appropriate Disruption peg.  Any Player located at this Station loses one Token of each Token Color e possesses.


- Every Station adjacent to the Destroyed Station is Damaged, and marked with the appropriate Disruption peg.


- Any Suspect Packages located at Stations that are now Damaged or Destroyed immediately Detonate.  If multiple Packages detonate at the same Station, any Players at that Station must pay the Token penalty for each Package detonated.


- Any Token Stacks or Podumes (explained later) located at Stations that are now Damaged or Destroyed are removed from the board (except where specified).


- Any Players located at Stations that are now Damaged or Destroyed must play ‘Pass’ as eir next Move.





Damaged and Destroyed Stations are considered to be Closed.  A Damaged Station will be repaired (the Disruption peg removed) after one Round.  A Destroyed Station is Closed permanently.  (If Mornington Crescent or Bank is Destroyed, treat it as Damaged instead, although Players at those Stations must still pay the Token penalty as if Destroyed.)  Players and objects located at a Home Station are not affected by a Detonation.





[Defusing Suspect Package] - If a Player is located at a Station that has a Suspect Package, and played ‘Pass’ as eir Move this Turn, e may perform this Post-Move Action, which is free.  Upon performing the Action, the Suspect Package is removed from the board, and the Actioning Player gains a reward of one Gold Token.





�
3.1.5 - Global Disruptions





3.1.5.1 - A Walk in the Park


 


[Parks and Greens Cascade] - This Post-Move Action may be performed at a cost of 2 Blue Tokens, when the Player is located at a Park or Green Station. This sets the Parks and Greens Cascade GD to On.





While the Cascade is On, any Move (regular or Special) that is not to a Park, Plant, or Green Station is illegal





[Cascade Sidestep] - This Pre-Move Action allows the Actioning Player to ignore the effects of the Parks and Greens Cascade, for the duration of that Turn.  The Token Cost is 3 Green Tokens.





[Terminating Cascade] - This Post-Move Action sets the Parks and Greens Cascade GD to Off.  It may be played when the Actioning Player is located at a Plant Station.  There is no Token Cost.





3.1.5.2 - I Can’t Drive LV 5





[Speed Craze] - This Pre-Move Action sets the Speed Craze GD to On, at a cost of 2 Blue Tokens.  While the Speed Craze is in effect, no Player may use the [LV Adjustment] Action to lower eir LV.





[Craze Sidestep] - This Pre-Move Action allows the Actioning Player to ignore the effects of the Speed Craze, for the duration of that Turn.  The Token Cost is 3 Black Tokens.





[Terminating Craze] - This Post-Move Action sets the Speed Craze GD to Off.  It may be played when the Actioning Player is located at a High or Hill Station, and has an LV of 10.  There is no Token Cost.








3.1.6 - Token Manipulation Actions 





3.1.6.1 - A Poor Second To Belgium





[Helsinki]


[Double Helsinki]


[Triple Helsinki]





These three Neutral Actions cause the one, two, or three bottommost Tokens of every Token Stack on the Board to be destroyed.  The Token Cost is 3, 6, or 9 Green Tokens, respectively.  Only one Helsinki Action may be played in a single Turn.





3.1.6.2 - Sinister Spillage





[Toppling to <Station>] - This Post-Move Action may be played if the Actioning Player is has ended eir Move at a Station with a Token Stack, and the number of Tokens in the Stack is not greater than the Player’s LV.  The Targeted Station must be at least as many Stations away as the number of Tokens in the Stack and no more than the Player’s LV, and must be in the Line Direction of the Player’s last Move.





Upon performing the Action, the topmost Token in the Stack is placed at the targeted Station (if there is a Stack at that Station, it is placed on top of the Stack).  The second Token is placed at the next adjacent Station between the targeted Station and the Player’s current location, and so forth, thus spreading the Tokens out in a line from the targeted Station toward the Player’s current location.  If any of the Tokens cannot be placed on their assigned Stations (due to Stack limits, Pegged Stations, or the like), those Tokens are destroyed.





�
This Action can only be played as the first Action of the Post-Move Phase, and the Actioning Player’s LV is reduced to 0 afterwards.  The Token Cost is one Green Token.








3.1.7 - Aggressive Actions





3.1.7.1 - Blonk Cheque





[Blonking <Player>] - This Post-Move Action may be played for a cost of 1 Red Token when the Actioning Player shares a Station with another Player.  The Actioning Player may destroy any one (of eir choice) of the targeted Player’s Tokens.





3.1.7.2 - Tour de Force





[Power-Shunting <Player> to <Station>]


[Power-Double-Shunting <Player> to <Station>]





A Power Shunt costs 1 Red Token, and is the same as a regular Shunt, apart from the following differences:





* A Power Shunt may not be a Dead-End Shunt.


* The Shunting Player may not steal a Token from the targeted Player (but a multiple-Shunt series still awards the Silver Token bonuses).


* The Actioning Player’s LV is not reduced to 0.  (Shunted Players are still affected as normal.)


* If a multiple-Shunt series begins with a Power Shunt, all Shunts in the series are considered Power Shunts.





Unless specifically noted, any reference to Shunts made in the rules will also apply to Power Shunts.








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


                          SECTION 3.2 - New Events


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





3.2.1 - K’s Revenge





If a Station has a Token Stack of at least four Tokens, and all of them are Black, the Station is considered to have a Kafka Sinkhole.  





A Player may not pass through this Station during eir Move (although ey may land there and leave next Turn), and any Player Shunted through the Station stops there instead of the intended target Station.





At the start of a Player's Turn, if ey are located at a Station with a Kafka Sinkhole, all of eir Plastic non-Black Tokens are converted to Black Tokens. 





A Holy Station that has a Kafka Sinkhole is no longer considered Holy, for as long as the Sinkhole remains there.








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


                       SECTION 3.3 - Action Table


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





3.3.1 - Action List





The tables on the following pages are indexes to all Actions in Mornington Crescent (up to the ‘49 Finchley Amendments).  A ‘*’ marks Post-Move Actions that must be played as the first Action of the Post-Move Phase.�
Actions Sorted Alphabetically:


Action�
Cost�
Action Type�
Phase�
Rule�
�
Airport Link�
1 Black�
Special Move�
Pre-Move�
3.1.2.1�
�
Blocking <Station>�
1 or more Blue�
Disruption�
Neutral�
1.5.4.1�
�
Blonking <Player>�
1 Red�
Agressive�
Post-Move�
3.1.7.1�
�
Bonanza�
10 Plastic�
Token Manip.�
Neutral�
1.5.5.2�
�
Bridges Down�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Bridges Up�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Bulkheading <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Cascade Sidestep�
3 Green�
G. Disruption�
Pre-Move�
3.1.5.1�
�
Compass Wormhole�
1 Silver�
Translocation�
Post-Move�
3.1.3.1�
�
Cowering�
1 Green�
Miscellaneous�
Post-Move�
2.2.7.1�
�
Craze Sidestep�
3 Black�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Dead-End Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Defusing Suapect Package�
0�
Disruption�
Post-Move�
3.1.4.1�
�
Detonating Package at <Station>�
2 Red�
Disruption�
Neutral�
3.1.4.1�
�
Dollis Escape�
0 �
G. Disruption�
Pre-Move�
2.2.5.4�
�
Dollis Sidestep�
1 Silver�
G. Disruption�
Pre-Move�
2.2.5.4�
�
Double Helsinki�
6 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Double-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
1.5.6.1�
�
Dropping Package at <Station>�
2 Red�
Disruption�
Post-Move�
3.1.4.1�
�
Dropping <Token> at <Station>�
1 Token�
Token Manip.�
Neutral�
1.5.5.4�
�
Escalator Link�
0�
Special Move�
Post-Move*�
2.2.3.3�
�
Freewheeling�
0�
Movement�
Pre-Move�
2.2.1.1�
�
Giving <Tokens> to <Player>�
Varies�
Token Manip�
Neutral�
2.2.6.3�
�
Gold to Blue�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Gold to Silver�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Helsinki�
3 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Hoarding�
Varies�
Token Manip.�
Neutral�
1.5.5.3�
�
Home�
0�
Special Move�
Pre-Move�
1.5.3.2�
�
Huffing <Player>�
1 Red�
Movement�
Neutral�
3.1.1.1�
�
Ignore the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Into Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Inverting Stack at <Station>�
0 or 1 Green�
Token Manip.�
Neutral�
2.2.6.2�
�
Line Change�
1 Black�
Movement�
Pre-Move�
1.5.2.2�
�
LV Adjustment�
0 or 1 Black�
Movement�
Pre-Move�
1.5.2.1�
�
Mind the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Opening MC�
3 Gold�
Disruption�
Pre-Move�
1.5.4.3�
�
Out of Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Parks and Greens Cascade�
2 Blue�
G. Disruption�
Post-Move�
3.1.5.1�
�
Paying Rent to <Player>�
2 Silver or 1 Gold�
Disruption�
Pre-Move�
1.5.4.2�
�
Paying Toll to <Player>�
1 Silver�
Disruption�
Pre-Move�
1.5.4.2�
�
Pegging <Stations>�
1 Blue�
Disruption�
Post-Move�
2.2.4.3�
�
Picking up <Token> From <Station>�
0�
Token Manip.�
Neutral�
1.5.5.4�
�
Power-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
3.1.7.2�
�
Power-Dbl-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
3.1.7.2�
�
Rebounding�
0�
Movement�
Pre-Move�
1.5.2.3�
�
Recycling�
Varies�
Token Manip.�
Neutral�
2.2.6.1�
�
Removing Bulkhead at <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Running Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Shadowing <Player>�
1 Black�
Movement�
Post-Move�
3.1.1.2�
�
Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Silver to Gold�
2 Silver�
Token Manip.�
Neutral�
1.5.5.1�
�
Speed Craze�
2 Blue�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Striling�
1 Black�
Special Move�
Pre-Move�
3.1.2.2�
�
Terminating Cascade�
0�
G. Disruption�
Post-Move�
3.1.5.1�
�
Terminating Craze�
0�
G. Disruption�
Post-Move�
3.1.5.2�
�
Toppling to <Station>�
1 Green�
Token Manip.�
Post-Move*�
3.1.6.2�
�
Triple Helsinki�
9 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Unpegging <Station>�
1 Green�
Disruption�
Post-Move�
2.2.4.3�
�
Walking�
0�
Special Move�
Pre-Move�
1.5.3.1�
�
Warp to <Station>�
1 Gold�
Translocation�
Neutral�
2.2.3.2�
�
Wild�
1 Black�
Special Move�
Pre-Move�
2.2.2.1�
�
Wilding <Station>�
0 or 2 Green�
Disruption�
Neutral�
2.2.4.1�
�
�
Actions Sorted by Action Type:


Action�
Cost�
Action Type�
Phase�
Rule�
�
Blonking <Player>�
1 Red�
Agressive�
Post-Move�
3.1.7.1�
�
Dead-End Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Double-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
1.5.6.1�
�
Power-Dbl-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
3.1.7.2�
�
Power-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
3.1.7.2�
�
Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Blocking <Station>�
1 or more Blue�
Disruption�
Neutral�
1.5.4.1�
�
Bulkheading <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Defusing Suapect Package�
0�
Disruption�
Post-Move�
3.1.4.1�
�
Detonating Package at <Station>�
2 Red�
Disruption�
Neutral�
3.1.4.1�
�
Dropping Package at <Station>�
2 Red�
Disruption�
Post-Move�
3.1.4.1�
�
Opening MC�
3 Gold�
Disruption�
Pre-Move�
1.5.4.3�
�
Paying Rent to <Player>�
2 Silver or 1 Gold�
Disruption�
Pre-Move�
1.5.4.2�
�
Paying Toll to <Player>�
1 Silver�
Disruption�
Pre-Move�
1.5.4.2�
�
Pegging <Stations>�
1 Blue�
Disruption�
Post-Move�
2.2.4.3�
�
Removing Bulkhead at <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Unpegging <Station>�
1 Green�
Disruption�
Post-Move�
2.2.4.3�
�
Wilding <Station>�
0 or 2 Green�
Disruption�
Neutral�
2.2.4.1�
�
Bridges Down�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Bridges Up�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Cascade Sidestep�
3 Green�
G. Disruption�
Pre-Move�
3.1.5.1�
�
Craze Sidestep�
3 Black�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Dollis Escape�
0 �
G. Disruption�
Pre-Move�
2.2.5.4�
�
Dollis Sidestep�
1 Silver�
G. Disruption�
Pre-Move�
2.2.5.4�
�
Ignore the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Into Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Mind the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Out of Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Parks and Greens Cascade�
2 Blue�
G. Disruption�
Post-Move�
3.1.5.1�
�
Speed Craze�
2 Blue�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Terminating Cascade�
0�
G. Disruption�
Post-Move�
3.1.5.1�
�
Terminating Craze�
0�
G. Disruption�
Post-Move�
3.1.5.2�
�
Cowering�
1 Green�
Miscellaneous�
Post-Move�
2.2.7.1�
�
Freewheeling�
0�
Movement�
Pre-Move�
2.2.1.1�
�
Huffing <Player>�
1 Red�
Movement�
Neutral�
3.1.1.1�
�
Line Change�
1 Black�
Movement�
Pre-Move�
1.5.2.2�
�
LV Adjustment�
0 or 1 Black�
Movement�
Pre-Move�
1.5.2.1�
�
Rebounding�
0�
Movement�
Pre-Move�
1.5.2.3�
�
Shadowing <Player>�
1 Black�
Movement�
Post-Move�
3.1.1.2�
�
Airport Link�
1 Black�
Special Move�
Pre-Move�
3.1.2.1�
�
Escalator Link�
0�
Special Move�
Post-Move*�
2.2.3.3�
�
Home�
0�
Special Move�
Pre-Move�
1.5.3.2�
�
Striling�
1 Black�
Special Move�
Pre-Move�
3.1.2.2�
�
Walking�
0�
Special Move�
Pre-Move�
1.5.3.1�
�
Wild�
1 Black�
Special Move�
Pre-Move�
2.2.2.1�
�
Giving <Tokens> to <Player>�
Varies�
Token Manip�
Neutral�
2.2.6.3�
�
Bonanza�
10 Plastic�
Token Manip.�
Neutral�
1.5.5.2�
�
Double Helsinki�
6 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Dropping <Token> at <Station>�
1 Token�
Token Manip.�
Neutral�
1.5.5.4�
�
Gold to Blue�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Gold to Silver�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Helsinki�
3 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Hoarding�
Varies�
Token Manip.�
Neutral�
1.5.5.3�
�
Inverting Stack at <Station>�
0 or 1 Green�
Token Manip.�
Neutral�
2.2.6.2�
�
Picking up <Token> From <Station>�
0�
Token Manip.�
Neutral�
1.5.5.4�
�
Recycling�
Varies�
Token Manip.�
Neutral�
2.2.6.1�
�
Silver to Gold�
2 Silver�
Token Manip.�
Neutral�
1.5.5.1�
�
Toppling to <Station>�
1 Green�
Token Manip.�
Post-Move*�
3.1.6.2�
�
Triple Helsinki�
9 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Compass Wormhole�
1 Silver�
Translocation�
Post-Move�
3.1.3.1�
�
Running Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Warp to <Station>�
1 Gold�
Translocation�
Neutral�
2.2.3.2�
�
�
Actions Sorted by Rule Number:


Action�
Cost�
Action Type�
Phase�
Rule�
�
LV Adjustment�
0 or 1 Black�
Movement�
Pre-Move�
1.5.2.1�
�
Line Change�
1 Black�
Movement�
Pre-Move�
1.5.2.2�
�
Rebounding�
0�
Movement�
Pre-Move�
1.5.2.3�
�
Walking�
0�
Special Move�
Pre-Move�
1.5.3.1�
�
Home�
0�
Special Move�
Pre-Move�
1.5.3.2�
�
Blocking <Station>�
1 or more Blue�
Disruption�
Neutral�
1.5.4.1�
�
Paying Rent to <Player>�
2 Silver or 1 Gold�
Disruption�
Pre-Move�
1.5.4.2�
�
Paying Toll to <Player>�
1 Silver�
Disruption�
Pre-Move�
1.5.4.2�
�
Opening MC�
3 Gold�
Disruption�
Pre-Move�
1.5.4.3�
�
Gold to Blue�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Gold to Silver�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Silver to Gold�
2 Silver�
Token Manip.�
Neutral�
1.5.5.1�
�
Bonanza�
10 Plastic�
Token Manip.�
Neutral�
1.5.5.2�
�
Hoarding�
Varies�
Token Manip.�
Neutral�
1.5.5.3�
�
Dropping <Token> at <Station>�
1 Token�
Token Manip.�
Neutral�
1.5.5.4�
�
Picking up <Token> From <Station>�
0�
Token Manip.�
Neutral�
1.5.5.4�
�
Dead-End Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Double-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
1.5.6.1�
�
Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Freewheeling�
0�
Movement�
Pre-Move�
2.2.1.1�
�
Wild�
1 Black�
Special Move�
Pre-Move�
2.2.2.1�
�
Running Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Warp to <Station>�
1 Gold�
Translocation�
Neutral�
2.2.3.2�
�
Escalator Link�
0�
Special Move�
Post-Move*�
2.2.3.3�
�
Wilding <Station>�
0 or 2 Green�
Disruption�
Neutral�
2.2.4.1�
�
Bulkheading <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Removing Bulkhead at <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Pegging <Stations>�
1 Blue�
Disruption�
Post-Move�
2.2.4.3�
�
Unpegging <Station>�
1 Green�
Disruption�
Post-Move�
2.2.4.3�
�
Bridges Down�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Bridges Up�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Into Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Out of Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Ignore the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Mind the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Dollis Escape�
0 �
G. Disruption�
Pre-Move�
2.2.5.4�
�
Dollis Sidestep�
1 Silver�
G. Disruption�
Pre-Move�
2.2.5.4�
�
Recycling�
Varies�
Token Manip.�
Neutral�
2.2.6.1�
�
Inverting Stack at <Station>�
0 or 1 Green�
Token Manip.�
Neutral�
2.2.6.2�
�
Giving <Tokens> to <Player>�
Varies�
Token Manip�
Neutral�
2.2.6.3�
�
Cowering�
1 Green�
Miscellaneous�
Post-Move�
2.2.7.1�
�
Huffing <Player>�
1 Red�
Movement�
Neutral�
3.1.1.1�
�
Shadowing <Player>�
1 Black�
Movement�
Post-Move�
3.1.1.2�
�
Airport Link�
1 Black�
Special Move�
Pre-Move�
3.1.2.1�
�
Striling�
1 Black�
Special Move�
Pre-Move�
3.1.2.2�
�
Compass Wormhole�
1 Silver�
Translocation�
Post-Move�
3.1.3.1�
�
Defusing Suapect Package�
0�
Disruption�
Post-Move�
3.1.4.1�
�
Detonating Package at <Station>�
2 Red�
Disruption�
Neutral�
3.1.4.1�
�
Dropping Package at <Station>�
2 Red�
Disruption�
Post-Move�
3.1.4.1�
�
Cascade Sidestep�
3 Green�
G. Disruption�
Pre-Move�
3.1.5.1�
�
Parks and Greens Cascade�
2 Blue�
G. Disruption�
Post-Move�
3.1.5.1�
�
Terminating Cascade�
0�
G. Disruption�
Post-Move�
3.1.5.1�
�
Craze Sidestep�
3 Black�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Speed Craze�
2 Blue�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Terminating Craze�
0�
G. Disruption�
Post-Move�
3.1.5.2�
�
Double Helsinki�
6 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Helsinki�
3 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Triple Helsinki�
9 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Toppling to <Station>�
1 Green�
Token Manip.�
Post-Move*�
3.1.6.2�
�
Blonking <Player>�
1 Red�
Agressive�
Post-Move�
3.1.7.1�
�
Power-Dbl-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
3.1.7.2�
�
Power-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
3.1.7.2�
�
�
Actions Sorted by Phase:


Action�
Cost�
Action Type�
Phase�
Rule�
�
Blocking <Station>�
1 or more Blue�
Disruption�
Neutral�
1.5.4.1�
�
Bonanza�
10 Plastic�
Token Manip.�
Neutral�
1.5.5.2�
�
Bridges Down�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Bridges Up�
2 Blue�
G. Disruption�
Neutral�
2.2.5.1�
�
Bulkheading <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Detonating Package at <Station>�
2 Red�
Disruption�
Neutral�
3.1.4.1�
�
Double Helsinki�
6 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Dropping <Token> at <Station>�
1 Token�
Token Manip.�
Neutral�
1.5.5.4�
�
Giving <Tokens> to <Player>�
Varies�
Token Manip�
Neutral�
2.2.6.3�
�
Gold to Blue�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Gold to Silver�
1 Gold�
Token Manip.�
Neutral�
1.5.5.1�
�
Helsinki�
3 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Hoarding�
Varies�
Token Manip.�
Neutral�
1.5.5.3�
�
Huffing <Player>�
1 Red�
Movement�
Neutral�
3.1.1.1�
�
Ignore the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Into Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Inverting Stack at <Station>�
0 or 1 Green�
Token Manip.�
Neutral�
2.2.6.2�
�
Mind the Gap�
1 Silver�
G. Disruption�
Neutral�
2.2.5.3�
�
Out of Knip�
4 Blue�
G. Disruption�
Neutral�
2.2.5.2�
�
Picking up <Token> From <Station>�
0�
Token Manip.�
Neutral�
1.5.5.4�
�
Recycling�
Varies�
Token Manip.�
Neutral�
2.2.6.1�
�
Removing Bulkhead at <Station>�
3 Blue�
Disruption�
Neutral�
2.2.4.2�
�
Silver to Gold�
2 Silver�
Token Manip.�
Neutral�
1.5.5.1�
�
Triple Helsinki�
9 Green�
Token Manip.�
Neutral�
3.1.6.1�
�
Warp to <Station>�
1 Gold�
Translocation�
Neutral�
2.2.3.2�
�
Wilding <Station>�
0 or 2 Green�
Disruption�
Neutral�
2.2.4.1�
�
Blonking <Player>�
1 Red�
Agressive�
Post-Move�
3.1.7.1�
�
Compass Wormhole�
1 Silver�
Translocation�
Post-Move�
3.1.3.1�
�
Cowering�
1 Green�
Miscellaneous�
Post-Move�
2.2.7.1�
�
Defusing Suapect Package�
0�
Disruption�
Post-Move�
3.1.4.1�
�
Double-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
1.5.6.1�
�
Dropping Package at <Station>�
2 Red�
Disruption�
Post-Move�
3.1.4.1�
�
Parks and Greens Cascade�
2 Blue�
G. Disruption�
Post-Move�
3.1.5.1�
�
Pegging <Stations>�
1 Blue�
Disruption�
Post-Move�
2.2.4.3�
�
Power-Dbl-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move�
3.1.7.2�
�
Shadowing <Player>�
1 Black�
Movement�
Post-Move�
3.1.1.2�
�
Terminating Cascade�
0�
G. Disruption�
Post-Move�
3.1.5.1�
�
Terminating Craze�
0�
G. Disruption�
Post-Move�
3.1.5.2�
�
Unpegging <Station>�
1 Green�
Disruption�
Post-Move�
2.2.4.3�
�
Dead-End Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Escalator Link�
0�
Special Move�
Post-Move*�
2.2.3.3�
�
Power-Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
3.1.7.2�
�
Running Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Shunting <Player> to <Station>�
1 Red�
Agressive�
Post-Move*�
1.5.6.1�
�
Straddle to <Station>�
1 Black�
Translocation�
Post-Move*�
2.2.3.1�
�
Toppling to <Station>�
1 Green�
Token Manip.�
Post-Move*�
3.1.6.2�
�
Airport Link�
1 Black�
Special Move�
Pre-Move�
3.1.2.1�
�
Cascade Sidestep�
3 Green�
G. Disruption�
Pre-Move�
3.1.5.1�
�
Craze Sidestep�
3 Black�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Dollis Escape�
0 �
G. Disruption�
Pre-Move�
2.2.5.4�
�
Dollis Sidestep�
1 Silver�
G. Disruption�
Pre-Move�
2.2.5.4�
�
Freewheeling�
0�
Movement�
Pre-Move�
2.2.1.1�
�
Home�
0�
Special Move�
Pre-Move�
1.5.3.2�
�
Line Change�
1 Black�
Movement�
Pre-Move�
1.5.2.2�
�
LV Adjustment�
0 or 1 Black�
Movement�
Pre-Move�
1.5.2.1�
�
Opening MC�
3 Gold�
Disruption�
Pre-Move�
1.5.4.3�
�
Paying Rent to <Player>�
2 Silver or 1 Gold�
Disruption�
Pre-Move�
1.5.4.2�
�
Paying Toll to <Player>�
1 Silver�
Disruption�
Pre-Move�
1.5.4.2�
�
Rebounding�
0�
Movement�
Pre-Move�
1.5.2.3�
�
Speed Craze�
2 Blue�
G. Disruption�
Pre-Move�
3.1.5.2�
�
Striling�
1 Black�
Special Move�
Pre-Move�
3.1.2.2�
�
Walking�
0�
Special Move�
Pre-Move�
1.5.3.1�
�
Wild�
1 Black�
Special Move�
Pre-Move�
2.2.2.1�
�






