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

                       SECTION 2.0 - 1932 IMCS Basic Rules

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



Rule 2.0.0 - Basic Rules.



This is an update to the Extremely Basic Rules version of Mornington Crescent, to bring it up to the Standard Basic Rules as established by the 1932 International Mornington Crescent Society Symposium On Establishing a Set Of Basic Rules For Mornington Crescent.



These rules are in addition to the rules presented in the Teaching Game.  If one of the rules in this set should contradict a rule in the Teaching Game, this set has precedence.



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

                       SECTION 2.1 - Station Catagories

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



2.1.1 - More Stuff To Remember



As mentioned in the Teaching Game, each Station may belong to one or more Station Categories, such as Holy Station, Green Station, British Rail Station, and so forth.  A Station may belong to one or more of these Catagories, or none at all.  



Here is a list of Station Catagories, with descriptions:



* A to Z      - An A to Z Station is one with the word "Street", "Road", or "Lane" in its Name.

* British Rail- A British Rail Station is one that has a connection to British Rail.  These will be marked on the 	Map with a small British Rail icon.

* Compass     - A Compass Station is one with the word "North", "South", East", or "West" in its Name.

* Green       - A Green Station is one with the word "Green" in its Name.

* High        - A High Station is one with the word "High" in its Name.

* High Hill   - A High Hill Station is one with both the words "High" and Hill" in its Name.  None of these 	Stations	exist.

* Hill        - A Hill Station is one with the word "Hill" in its Name.

* Holy        - A Holy Station is one with the word "Angel", "Canon", Chapel", "Church", "Cross", "Friars", 	"Saint" (or the abbreviation thereof), or "Temple" in its name.

* Park        - A Park Station is one with the word "Park" in its Name.

* Plant       - A Plant Station is one with the word "Bush", "Elm", Garden", "Grove", "Oak", "Poplar", or 	"Wood" in its name.

* Populated   - A Populated Station is one with the word "Town", "City", or "Manor" in its name.

* Verdant     - A Verdant Station is one with the word "Park", "Green", or "Garden" in its name.



2.1.2 - Sanctuary!



A Player who is located at a Holy Station is protected from Agressive Actions (such as Shunting) from other Players.  Any Action that directly targets this Player has an additional 1 Silver Token added to its cost.



�/------------------------------------------------------------------------------\

                       SECTION 2.2 - New Actions

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



2.2.0 - New!  Now With More MSG!



These are the new Actions for the Basic Ruleset.  There are also three new types of Actions: Translocations, Global Disruptions, and Miscellaneous Actions.



2.2.1 - Movement Actions



2.2.1.1 - Going Downhill Fast



[Freewheeling] - A Player may perform this free Pre-Move Action if eir Piece is situated at a High or Hill Station. Upon performing this Action eir Line Velocity is increased by one.





2.2.2- Special Moves



2.2.2.1- Wild At Heart



[Wild] - This Pre-Move Action allows the Player to make a Special Move to any Wild Station, at the cost of one Black Token.  Wild Stations are explained below in Section 2.2.4 - Disruptions.





2.2.3- Translocations



Translocations are a new type of Action that allow the Player to relocate eir Piece to another Station, outside of the standard Movement Phase.  The relocation occurs as soon as the Action is played, and like a Special Move, the Player is not considered to pass through any intervening Stations, but the targeted Station may not be Blocked, Closed, or otherwise off-limits.  Unlike a Special Move, the Player’s LV is not reduced to 0 afterward.



2.2.3.1 - Straddling Nancy



[Straddle to <Station>]

[Running Straddle to <Station>] 



A Straddle is a Post-Move Action which costs 1 Black Token, and must be played as the first Action of the Post-Move Phase.  It allows the Player to make an immediate Translocation to the targeted Station, under the following rules:



Regular Straddle:

a) The Station that the Actioning Player is currently located at must contain a Token Stack.

b) The targeted Station must be a number of Stations away equal to (or less than) the number of Tokens in that Stack.



Running Straddle:

a) The Station adjacent to the Station that the Actioning Player is currently located at, in the Line Direction that the Player was moving in at the end of eir Move, must contain a Token Stack.

b) The targeted Station must be a number of Stations away from the Stack-containing Station equal to (or less than) the number of Tokens in that Stack.

c) The targeted Station must be in the same Line Direction that the Player was travelling at the end of eir Move.



After performing a Straddle (whether Regular or Running), the Player may not perform any Agressive Actions for the remainder of eir Turn



2.2.3.2 - Beam Me Up



[Warp to <Station>] - This is a Neutral Action that Translocates the Player to the targeted Wild Station, at a cost of one Gold Token. Afterwards, the Actioning Player’s LV is reduced to 0.  Wild Stations are explained below in Section 2.2.4 - Disruptions.�2.2.4 - Disruptions



2.2.4.1 - Born to be Wild



[<Station> Wild] - This Neutral Action causes the designated Station (which must be at least 5 Stations away from Mornington Crescent) to become Wild; it is marked with the appropriate Disruption peg.  This is a free Action if the designated Station is currently occupied by the Actioning Player; otherwise, it costs 2 Green Tokens.



No more than three Stations may be Wild at any one time.  If a fourth Station should become Wild, the Station that has been Wild for the longest period of time has its peg removed and is no longer Wild.



2.2.4.2 - Bulkheading



[Bulkheading <Station>] - This Neutral Action allows the Actioning Player to Bulkhead any adjacent Station.  Place the appropriate Disruption peg at the Station to mark it.  This has a Token Cost of 3 Blue Tokens.



[Removing Bulkhead at <Station>] - This Neutral Action allows the Actioning Player to remove an existing Bulkhead, at a cost of 3 Blue Tokens.  If this Action is played in the Pre-Move phase, it may be targeted at any Station, but the Player may not make a Move in eir subsequent Movement Phase that does not pass through or end at that Station.  If this Action is played in the Post-Move phase, the targeted Station must be adjacent to the Player’s current location.



2.2.4.3 - Peg Leg



[Pegging <Stations>] - This Post-Move Action (cost: 1 Blue Token) allows the Player to Peg one, two, or three unoccupied Stations.  The first Station Pegged must be one that the Player either began eir Move at or passed through during eir Move.  The second Station must also be one that the Player started at or passed through this Turn, as well as being adjacent to the first Station Pegged.  The third Station must be adjacent to one of the first two Stations, and must also be adjacent to a Pegged Station that was already Pegged at the beginning of this Turn.  Use the appropriate Disruption pegs to mark the Pegged Stations.



If a Station is Pegged, any Turn which sees a Piece ending at that Station is Illegal. In addition, game objects (Tokens, etc.) may not be placed at or removed from a Pegged Station. 

 

[Unpegging <Station>] - This is a Post-Move Action, costing one Green Token, which allows the Actioning Player to remove the Peg at any Pegged Station that the Player passed through or is adjacent to at the end of eir Move.  This Action may be played more than once during a Turn.





2.2.5 - Global Disruptions



A Global Disruption is similar to a Disruption, but it affects multiple Stations.  Each Global Disruption has two possible States (On or Off), and most have two Actions to activate those States.  In the rules for each individual Global Disruption, the Action that turns it On will be listed first, followed by the Action that turns it Off.  At the beginning of a new game, all Global Disruptions are Off.



You may find it helpful to make a small card for each Global Disruption, with its On State listed on one side and its Off State on the other.  These cards can then be placed on or near the Board to remind the Players which Global Disruptions are in effect.



For convienience, Global Disruption will be abbreviated as ‘GD’ from now on.



2.2.5.1 - Bridges



[Bridges Up]

[Bridges Down]



While the Bridges Up GD is set to On (typically referred to as “The Bridges are up”), any Move which involves crossing the River (viz, Moving from a Station North of the River to one South of the River, or vice-versa) is illegal.



Both of these Neutral Actions have a cost of two Blue Tokens.



2.2.5.2 - Knip



[Into Knip]

[Out of Knip]



While the Knip GD is set to On (typically referred to as “The game is in Knip”), no Players may perform Actions that have a Token Cost, with the exception of [Out of Knip] and [Line Change].



Both of these Neutral Actions have a cost of 4 Blue Tokens.



2.2.5.3 - Gapminding



[Mind the Gap]

[Ignore the Gap] 



While the Mind the Gap GD is set to On, no Player may perform the [Line Change] Action.



These two Neutral Actions have a Token Cost of 1 Silver Token.



2.2.5.4 - Dollis Hill Loop



If a Player finishes eir Turn at Dollis Hill, and this is not the Station e started eir Turn at, the game is placed into a Dollis Hill Loop.  (In other words, the Dollis Hill Loop GD is set to On.)  Once the Loop begins, all Players gain the ability to make a Special Move to Dollis Hill, and regular Moves are illegal, as are all other Special Moves.  After this Special Move to Dollis Hill, a Player’s LV is not set to 0 (as would normally occur with a Special Move).



 [Dollis Sidestep] - This is a Pre-Move Action that allows the Actioning Player to ignore the effects of the Dollis Hill Loop for the duration of that Turn, at a cost of 1 Silver Token.



 [Dollis Escape] - This is a free Pre-Move Action, which may only be played if the Actioning Player has an LV of 10.  When this Action is played, the Dollis Hill Loop is set to Off.





2.2.6 - Token Manipulation Actions



2.2.6.1 - Ecofriendly



[Recycling] - This Neutral Action allows a Player to exchange any number of eir Tokens (of the same colour) for the same number of Green Tokens.



2.2.6.2 - Reversi



[Inverting Stack at <Station>]  - This Neutral Action reverses the order of the Tokens in the Stack at the specified Station - to wit, the bottom token becomes the top, the second bottom becomes the second top, and so forth.  This Action is free if the specified Station is currently occupied by the Actioning Player, otherwise the Token Cost is 1 Green Token, which is set aside for the Token Placement Phase.



2.2.6.3 - Token Gift



[Giving <Tokens> to <Player>] - This Neutral Action allows a Player to give any number and colour of eir Tokens to another Player, generally as part of a strategic deal or bribe.  Accepting the Tokens does not necessarily bind the receiving Player to the terms of the agreement.  (In other words, breaking promises is legal, if you think you can get away with it.)





2.2.7 - Miscellaneous Actions



These, of course, are Actions that don’t apply to any of the aforementioned Action types.



2.2.7.1 - Quail, Mortal



[Cowering] - A Player may perform this Post-Move Action for one Green Token, if e fears for eir safety.



If a Player performs an Action which targets a Player who performed the [Cowering] Action during eir most recent Turn, that Action's cost is increased by one Red Token.

   



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

                       SECTION 2.3 - Action Table

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



Rule 2.3.1 - Action List



The following tables are indexes to all Actions in Mornington Crescent(up to the Basic Rules).



Actions Sorted Alphabetically:

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��Cowering�1 Green�Miscellaneous�Post-Move�2.2.7.1��Dead-End Shunting <Player> to <Station>�1 Red�Agressive�Post-Move�1.5.6.1��Dollis Escape�0 �G. Disruption�Pre-Move�2.2.5.4��Dollis Sidestep�1 Silver�G. Disruption�Pre-Move�2.2.5.4��Double-Shunting <Player> to <Station>�1 Red�Agressive�Post-Move�1.5.6.1��Dropping <Token> at <Station>�1 Token�Token Manip.�Post-Move�1.5.5.4��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��Hoarding�Varies�Token Manip.�Neutral�1.5.5.3��Home�0�Special Move�Pre-Move�1.5.3.2��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��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.�Post-Move�1.5.5.4��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��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��Straddle to <Station>�1 Black�Translocation�Post-Move�2.2.3.1��Unpegging <Station>�1 Green�Disruption�Post-Move�2.2.4.3��Walking�0�Special Move�Pre-Move�1.2.3.1��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��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��Blocking <Station>�1 or more Blue�Disruption�Neutral�1.5.4.1��Bulkheading <Station>�3 Blue�Disruption�Neutral�2.2.4.2��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��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��Cowering�1 Green�Miscellaneous�Post-Move�2.2.7.1��Freewheeling�0�Movement�Pre-Move�2.2.1.1��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��Home�0�Special Move�Pre-Move�1.5.3.2��Walking�0�Special Move�Pre-Move�1.2.3.1��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��Dropping <Token> at <Station>�1 Token�Token Manip.�Post-Move�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��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.�Post-Move�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��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��Walking�0�Special Move�Pre-Move�1.2.3.1��LV Adjustment�0 or 1 Black�Movement�Pre-Move�1.5.2.1��Line Change�1 Black�Movement�Pre-Move�1.5.2.2��Home�0�Special Move�Pre-Move�1.5.3.2��Rebounding�0�Movement�Pre-Move�1.5.2.3��Blocking <Station>�1 or more Blue�Disruption�Neutral�1.5.4.1��Gold to Blue�1 Gold�Token Manip.�Neutral�1.5.5.1��Gold to Silver�1 Gold�Token Manip.�Neutral�1.5.5.1��Paying Toll to <Player>�1 Silver�Disruption�Pre-Move�1.5.4.2��Silver to Gold�2 Silver�Token Manip.�Neutral�1.5.5.1��Paying Rent to <Player>�2 Silver or 1 Gold�Disruption�Pre-Move�1.5.4.2��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��Bonanza�10 Plastic�Token Manip.�Neutral�1.5.5.2��Opening MC�3 Gold�Disruption�Pre-Move�1.5.4.3��Hoarding�Varies�Token Manip.�Neutral�1.5.5.3��Freewheeling�0�Movement�Pre-Move�2.2.1.1��Picking up <Token> From <Station>�0�Token Manip.�Post-Move�1.5.5.4��Dropping <Token> at <Station>�1 Token�Token Manip.�Post-Move�1.5.5.4��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��Wilding <Station>�0 or 2 Green�Disruption�Neutral�2.2.4.1��Warp to <Station>�1 Gold�Translocation�Neutral�2.2.3.2��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��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��Into Knip�4 Blue�G. Disruption�Neutral�2.2.5.2��Out of Knip�4 Blue�G. Disruption�Neutral�2.2.5.2��Recycling�Varies�Token Manip.�Neutral�2.2.6.1��Inverting Stack at <Station>�0 or 1 Green�Token Manip.�Neutral�2.2.6.2��Cowering�1 Green�Miscellaneous�Post-Move�2.2.7.1��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��Giving <Tokens> to <Player>�Varies�Token Manip�Neutral�2.2.6.3���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��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��Hoarding�Varies�Token Manip.�Neutral�1.5.5.3��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��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��Warp to <Station>�1 Gold�Translocation�Neutral�2.2.3.2��Wilding <Station>�0 or 2 Green�Disruption�Neutral�2.2.4.1��Cowering�1 Green�Miscellaneous�Post-Move�2.2.7.1��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��Dropping <Token> at <Station>�1 Token�Token Manip.�Post-Move�1.5.5.4��Pegging <Stations>�1 Blue�Disruption�Post-Move�2.2.4.3��Picking up <Token> From <Station>�0�Token Manip.�Post-Move�1.5.5.4��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��Unpegging <Station>�1 Green�Disruption�Post-Move�2.2.4.3��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��Walking�0�Special Move�Pre-Move�1.2.3.1��Wild�1 Black�Special Move�Pre-Move�2.2.2.1���




