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


                       SECTION 0.0 - Mornington Crescent


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





0.0.1 - Watch Your Phraseology!





With respect to gender issues, this ruleset uses ‘Spivak’, a system of gender-neutral pronouns.  The Spivak terms "e", "em", "eir", "eirs", and "emself" should be interpreted as gender-neutral third person pronouns which are the  variants of their plural counterparts "they", "them", "their", "theirs", and "themselves" respectively.





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


                       SECTION 0.1 - History


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





0.1.1 - Whither Crescent?





Mornington Crescent is an ancient game of strategy, thought by some to have been originally invented by the Romans.  It has been praised by all manner of strategists and intellectuals - few people are aware, for instance, that it was Mornington Crescent that Napoleon played before Waterloo rather than chess, or that preliminary drafts of Ian Fleming’s Goldfinger depicted James Bond playing Mornington Crescent in the casino instead of blackjack.





The original ruleset for MC is extraordinarily complicated - libraries have been known to devote entire rooms to MC rulebooks, updates, appendices, and volumes of commentary.  In fact, the rules are regularly appended and updated by IMCS (the International Mornington Crescent Society), which has increased in membership almost exponentially in recent years due to the game’s appearance on the popular BBC radio programme “I’m Sorry I Haven’t A Clue”.





The basic problem with original MC is that many feel it to be *too* complicated.  Few people have the time and energy to devote to memorizing the encyclopedic rulebooks, or the funds necessary to purchase elaborately-shaped slide-rules (not to mention the orrery).  One of several attempts to organize and simplify the rules into something more easily and casually playable was the internet-based Mornington Nomic (currently at http://members.nbci.com/mornomic).  The Mornington Nomic team consisted of such notables as Kevan Davis (who initiated the project), Duncan “Dunx” Ellis, Paul “PaulWay” Wayper, and many other glamourous and formidible players who came and went along the way (including the author of this text, Nathan “Riff” Conner).





Many of the Mornington Nomic team had some issues with the ruleset they eventually ended up with, and it has now been razed, and the project begun anew.  Riff’s own problem with Mornington Nomic was that, being designed with the internet and e-mail in mind, it was not playable on a real, physical Mornington Crescent board - such as you find in your finer pubs, coffee-houses, and casinos.





This ruleset is an attempt to correct that.  It is based on the first Mornington Nomic ruleset, with some heavy alterations, additions, and deletions.  For ease of learning, it is broken down into several volumes: the Teaching Game (also called the Extremely Basic Rules), designed to explain the fundamentals of the game; the Basic Rules, which is a fuller version of the game approximating the Standard version of Original MC; and several updates, which add additional rules and options of varying complexity.  There are also several Appendices, containing other miscellaneous options (such as Game Time) and game variants (such as the Ruttsboro ‘58 rules).





It is greatly recommended that a MC neophyte play a game or two of the Teaching Game, and then advance to the Basic Rules.  Once the learning curve has been surmounted, the updates may be added, one at a time.  Don’t feel that you need to memorize all the rules - as long as you understand how everything works, the Action charts provided will jog your memory as to what options are available to you at any given time.





Above all, enjoy yourself, and watch out for that left-handed Bock!














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


                       SECTION 0.2 - Materials


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





Here follows a list of equipment necessary for you to play Mornington Crescent.  Amounts listed for some of the bits assume a maximum of six Players at any one time.  You can add more Players by adding more bits, but you may go insane, so use caution.





0.2.1 - The Rules





Excepting perhaps the Board, this combination teaching aid and reference guide is the most important piece of MC equipment.  Fortunately for you, you’ve got a copy already.  Now you just have to print it out.





0.2.2 - The Board





(Also referred to as the Map.)  This is the big one, the major piece of equipment that you simply can’t do without.  It consists of a map of the London subway system (aka the Underground or the Tube), large enough to accomodate the various playing pieces, and preferably with holes at each Station to provide for Disruptions.  The Author’s board consists of a souvenier Tube map poster, lacquered onto wood, fitted with brass hinges, corners, and handles, and holes drilled with a Dremel tool.  Those of you who are lazy or want to play on the cheap may wish to simply download and print out the Mornington Nomic map (http://members.nbci.com/mornomic /map.jpg), paste it onto cardboard, and jab it with a fork a few times.





0.2.3 - Pieces





Each player will require a distinctive playing Piece to represent themselves on the board.  Feel free to savage one of the other, lesser boardgames you own.  You may also be able to purchase varying-coloured boardgame pawns at a gaming shop.  Assuming a maximum of six players, you’ll need nine or ten of them.





0.2.4 - Tokens





There are six colours of Tokens in the game, which are used to purchase actions, and are also placed on the board in Token Stacks.  The colours are Red, Blue, Green, Black, Silver, and Gold - the first four are referred to as the Plastic Tokens, and the latter two are the Metallic Tokens.  You will need approximately 15 Gold Tokens, 50 Black, and 30 of the other colours.  You will generally not use that many, but you don’t want to run out in extreme situations.  Bingo tokens work well, as do coins - what is important is that they be flat and stackable, thus the popular glass beads don’t work.





0.2.5 - Disruptions





These are also commonly called ‘pegs’, but that tends to cause confusion since a Peg is also a particular sort of Disruption.  They are small pegs of varying colour which will be placed in the holes on the board, to signify when the Stations have been Disrupted in various ways.  There are seven types, signifying  Pegged, Wild, Blocked, Bulkheaded, Damaged, Destroyed, and Home Stations, and you will need a different colour for each - three pegs for Wild Stations, about 12 <possibly more, pending testing> for Pegged, and six or so for each other colour.  If your board has no holes, you can use small counters instead... but the pegs are much nicer and more historically accurate.  The pegs from “Travel Mastermind” work quite well.





0.2.6 - LV Trackers





Each Player in the game will have a Line Velocity (LV), which can vary from 0 - 10.  These are kept track of with, ahem, LV Trackers.  Their physical form is not really relevant - any small device that can be used to track a number from 0 - 10 will do, but 10-sided dice work quite well, are easy to find, and can be had in colours that match your Pieces.  Simply place the die on the edge of the board nearest you, with the topmost face showing your LV.  Use the ‘0’ to represent ‘10’, and remove the die from the board to represent ‘0’.





�
0.2.7 - Miscellaneous





You will also need various small counters for Podumes, Suspect Packages, and suchlike.  These are not used in the Teaching or Basic games, so you do not need them right away.  They will be described in more detail in the relevant rules.





0.2.8 - Strong Alcohol





This is optional.














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


                       SECTION 1.0 - The Teaching Game


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





1.0.0 - We Don’t Need No Education





   These are the rules for the Teaching Game (aka The Extremely Basic Rules) for  Mornington Crescent.  It is so basic, in fact, that it is not really intended for general play, but rather learning/preperation for the Regular Basic version.  Once you are confortable with the rules for this version, you should move on to the Basic Rules.





   


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


                       SECTION 1.1 - Winning and Losing


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





1.1.1 - How to Win





The Winner of a Game is the first Player whose Piece rests at Mornington Crescent at the end of eir Turn.  This is more difficult than it sounds, because Mornington Crescent is initially Closed, and 3 Gold Tokens must be obtained in order to Open it.  (Don’t worry, this will all be explained.)  Generally, once someone has won, everyone else loses... unless the remaining players agree to keep playing to see who gets Second Place.





1.1.2 - Resignation





 If a Player resigns from the game, any aspects of that game which are owned by that Player (such as Tokens or Home Stations) are removed from the game.





If, after a Resignation, there is only one Player remaining in the Game, e is considered to have won. 


   


1.1.3 - Stalemate 


   


If all Active Players of a Game are agreed that that Game has reached a point of Stalemate, they may declare that that Game is over; the Game ends, and no Players are considered to have Won or Lost.








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


                       SECTION 1.2 - The Board


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





1.2.0 - The Board





The gameboard has two main features: Lines and Stations





1.2.1 - Lines





The lines represent your possible routes of travel around the board.  Each one is colour-coded and has its own name, which will be listed in a key at the bottom of the map.  





Some sections of the Lines may be dashed, indicating either ‘Restricted Service’ or ‘Peak Hours Only’.  This distinction is not used in the game, and these sections may be considered normally.  (Although, see the optional appendix on Game Time.)





Depending on the age of your map, you may also have a dashed section of the Jubilee Line (the grey one).  This represents a portion of the Line that is ‘Under Construction’.  This is used only in advanced versions of the game - you may ignore it for now and treat the Line as normal.





�
On occasion, this ruleset will use abbreviated forms of the names of the Lines, for convienience.


Here they are:





	Bakerloo - BL 		Jubilee - JL 		Central - CN 	


	Metropolitan - MP 	Circle - CL 		Northern - NT 	


	District - DS 		Piccadilly - PD 		East London - EL 


	Victoria - VC 		Hamm & City - HC 	Water & City - WC 


	DLR - DL 





1.2.2 - Stations





These are where you move your Piece to and from during the game - your basic boardgame space.  They are marked on the map with either a small dash jutting out from the Line, or a white circle, and each Station has its own name, which is listed next to it.  A Station is said to be ‘served by’ the Line or Lines that that Station is on.  (i.e. West Action is served by the Central Line, and Notting Hill Gate by the Central, Circle, and District Lines.)





There are several types of Stations:





1.2.2.1 - Standard Stations





These are Stations that are served by only one line,  and are represented by a small bump or dash on the Line.  (Example: West Acton (CN) )





1.2.2.2 - Interchange Stations





These Stations are served by two or more Lines, and are represented by white circles.  Usually, there is only one circle, but due to the layout of the map, some Interchange Stations have multiple circles connected together.  See Paddington for an example - it is served by four Lines, and is marked with three interconnected white circles, but is nevertheless a single Station.





1.2.2.3 - Co-Located Stations





Some Stations are served by multiple Lines, but instead of a white circle they are marked with the square bumps akin to Standard Stations.  These are Co-Located Stations.  It is very important to note that they are *not* the same as Interchanges.  (Example: Barbican (HC, CL, MP) )





1.2.2.4 - Terminus Stations





Terminus Stations are Stations at the very end of the Line that they serve.  They are usually, but not necessarily, marked as a sort of T-shaped ending to the Line.  Some Terminus Stations are also Co-Located (Uxbridge (MP, PD) ) or Interchange Stations (Ealing Broadway( CN, DS) ).  It is also possible for a Station to be a Terminus for one Line that it serves, but not others (Aldgate (MP, CL) ).  Simply put, if a Station marks the absolute limit of how far you can go along a Line, it is a Terminus for that Line.





1.2.2.5 - Station Attributes





Many Stations also have one or more Categories - for example, a Station may be a Holy Station, a Plant Station, or a British Rail Station.  This will be more fully explained in the Basic Rules.  Also, some Stations may be labelled on the map as being ‘Closed Sundays’, or having ‘Restricted Opening’.  Like restricted opening on the Lines, this is not used in the game and may be ignored (but, again, you may wish to consider the optional appendix on Game Time).





In addition to this, a Station may be Open, Closed, or Blocked, or have one of several Disruptions.  This will be explained later on.





�
1.2.3 - Miscellaneous





Here are some other features of the board that should be briefly explained:





1.2.3.1 - Heathrow Loop-the-Loop





The southwest end of the Piccadilly Line curves back on itself in a loop, which may only be traveled in a clockwise fashion, as indicated by the arrows on the map.  An anti-clockwise move (say, from Heathrow Terminal 4 to Hatton Cross) is illegal.





1.2.3.2 - Dogs Must Be Carried





There are three instances on the map where two separate and differently-named Interchange Stations are nevertheless linked together as if they were a single Interchange.  This is to indicate that there is an Escalator Link connecting the two Stations.





These are:


*  Bank (CN, NT, WC, DL) <--> Monument (DS, CL)


*  Tower Hill (DS, CL) <--> Tower Gateway (DL)


*  Bow Road (HC, DS) <--> Bow Church (DL)





This will be explained more fully later on.





1.2.3.3 - Walk the Walk





Several Stations on the map may (on the Author’s board, at least) have a black dotted line connecting them.  This is to represent that the two Stations are within walking distance of each other.  This too will be explained later on.





1.2.3.4 - The River





The River Thames divides the board into two sections (namely, North of the River and South of the River).  This has no effect on gameplay until the Basic Rules, where it will be explained.





1.2.3.5 - Quadrants





The map can be considered to be divided into four  Quadrants, treating Tottenham Court Road as the Meridian (ie centre) for both North-South and East-West axes.  The East-West axis is the Central Line, from Ealing Broadway to Chancery Lane, and on Eastward through Whitechapel and Devons Road.  The North-South axis is the Northern Line, running from Waterloo to Warren Street, and North to Chalk Farm (Kennington, in the South, is considered to be on the Western side of the border).





A Station that is on the border between two Quadrants can be said to be in both of them; thus, Queensway (CN) is in both the NW and SW Quadrants, and Tottenham Court Road is in all four Quadrants.








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


                       SECTION 1.3 - Turn-Taking


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





Rule 1.3.1 - Some Definitions





The Game of Mornington Crescent is divided into Turns and Rounds.  A Turn is a player’s individual, well, turn.  During eir Turn, the player will perform eir choice of a variety of Actions, make eir Move (moving eir Piece around the board), and manage eir Tokens and suchlike.  Each Turn has four Phases (in this order): Pre-Move Actions, Movement, Post-Move Actions, and Token Placement.





�
A Round is a sequence in which each player has taken one Turn.  The Round lasts until the end of the Turn Phase it was begun in, on that player’s next Turn.  To clairify: if, during eir Pre-Move Phase, a player performs an Action that has a duration of one Round, the Action will continue to have effect until the end of the Pre-Move phase of that player’s next Turn (ie, just before the player’s Move).  Likewise, if the Action was performed during the Post-Move Phase, it will continue until the end of that player’s next Post-Move Phase (ie, just before the Token Placement phase of eir next Turn).








Rule 1.3.2 - Blue. No, Yelloaaarggghh...





Due to the complicated nature of the game, Players are free to take back eir Turn and make corrections.    You may go back to the beginning of a Turn Phase, or start the Turn over entirely, taking back all changes that had been made so far.  This may only be done as long as no other Player has started eir Turn yet - once someone else has started eir Turn, it is too late to make changes to your own.


   





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


                       SECTION 1.4 - Starting Out


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





1.4.1 - Begin at the Beginning





To start the game, first decide on who goes first, and the direction of play (generally clockwise).  One Player should also be chosen to act as bank and keep track of the various Tokens and pegs and whatnot.  This Player will distribute a Piece, an LV Tracker, two Black Tokens, two Red Tokens, and one Blue Token to each Player.





1.4.2 - Home Is Where the Hearth Is





The first thing that each Player will do in the game is to select a Home Station.  This is a Station that the Player may return directly to at any time, and which other Players cannot pass through or land on without paying a fee for the priviledge.





Starting with the first Player and proceeding around the table, each Player selects a Station to be eir Home Station, and places a Home Station peg at that Station to mark it.  The Station must obey the following qualifications:





        *  May not be an Interchange Station


        *  Must be at least seven Stations away from Mornington Crescent


        *  May not be on or within the Circle Line


        *  May not contain any Players, Tokens or other Game elements


        *  May not have already been chosen by another Player.





Remember that you may not move through another Player’s Home Station - therefore, it’s very important not to select a Home Station that is behind someone else’s, thus greatly restricting your movement before the game has even begun!





Once the last Player has chosen eir Home Station, all the Players place their Pieces at their Home Stations, and the game begins.





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


                  SECTION 1.5 - Playing the Game - Actions


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





1.5.1 - Lights, Camera...





There are several different Actions that may be performed during the Pre-Move and Post-Move phases of your Turn.  Some Actions may only be played during the Pre-Move Phase, some only during the Post-Move Phase, and some are Neutral and may be played during either Phase.  





Many of the Pre-Move Actions will affect how you may move your Piece during the Movement Phase,  therefore it is very important to plan ahead carefully and make sure that you have performed all the necessary Actions before you begin your Movement Phase.  In friendly games this is not generally a problem, but professional Crescent players are a pedantic lot, and will be absolutely merciless during a tournament.  There also many Post-Move Actions which may only be played as the very first Action in the Post-Move phase - once again making careful planning a necessity.





It is important to note that, unless specified, a Player may not perform a particular Action more than once during eir Turn.





Many Actions have a Token Cost associated with them.  This is a number of Tokens of a particular colour which must be paid in order to perform that Action.  Naturally, if you don’t possess the required Tokens, you may not perform that Action.  Tokens spent on Actions should be set aside until the Token Placement phase of the Turn, keeping Tokens spent on one Action separate from those spent on another.





There are several different types of Actions:








1.5.2 - Movement Actions





These are Pre-Move Actions that affect how you may Move during the Movement Phase.





1.5.2.1 - A Need For Speed





[LV Adjustment] - This Action allows you to change your LV.  You may alter your LV either positively or negatively, by up to 3 points, for no cost - or, by spending one Black Token, you may alter your LV by up to 4 points.  Minimum LV is 0, maximum is 10.





1.5.2.2 - Whose Line?





[Line Change] - For a cost of one Black Token, a Player may change Lines as often as e wishes during eir Move.  Remember that Line may only be changed at an Interchange or Co-Located Station, and Line Direction may only be changed when changing Line at an Interchange.





1.5.2.3 - Ricochet





[Rebounding] - This Action allows you to ‘rebound’ off of a Terminus Station or a Blocked Station during your Move, thus reversing direction.  When calculating the number of Stations moved, the Terminus Station or the Station prior to the Blocked Station should be counted *twice*.  This Action is free.








1.5.3 - Special Moves





These are Pre-Move Actions that enable a Player to make a Special Move during the Movement Phase, rather than moving normally.  When making a Special Move, the Player’s Piece is ‘teleported’ directly to the specified Station, and is not considered to pass through any other  Stations.  The [Line Change] Action is not necessary, but the destination Station must otherwise be valid, in terms of not being Blocked, Closed, etc., and unless otherwise noted the Player’s LV is set to 0 afterwards.





�
1.5.3.1 - Walk the Walk





[Walking] - This is a free Action which permits a Special Move to any Station within Walking Distance.  Two Stations are within Walking Distance if they are adjacent to each other on the Map, or if they share the same name but are not Co-Located.





In addition, the following Stations are within walking distance of each other:





* Wimbledon (DS) and South Wimbledon (NT) 


* Ruislip (MP) and West Ruislip (CN) 


* Sudbury Town (PD) and Wembley Central (BL) 


* Northwick Park (MP) and Kenton (BL) 


* Euston (NT,VC) and Euston Square (CL,HC,MP)





For convienience, these Stations should be noted on the Map with dotted black lines connecting them.





The action of "Walking" is valid at all times, and is specifically exempt from any and all Rules which place restrictions on Special Moves.





1.5.3.2 - Olly-Olly-Oxen-Free!





[Home] - This is a free Action that permits a Special Move to your own Home Station.








1.5.4 - Disruptions





Disruptions are Actions that alter the conditions of various Stations, generally affecting when and how they may be moved to.  Many of them are represented on the Board with differently-colored pegs, which are placed in the hole at the Station to mark the disruption.  The pegs have varying precedence - if a Station has a Disruption peg, no Action may be played that would put a lower-precedence peg at that Station; also, no Action may be played that is already affecting that Station (i.e. you can't Block a Blocked Station). 





If an Action is played that would place a higher-precedence peg at that Station, the lower-precedence peg is removed and replaced with the new peg - the previous Disruption is no longer in effect (note however, that a pegged Disruption does not remove a non-pegged Disruption - they may co-exist on the same Station.  As an example, Mornington Crescent starts the game Closed, which can be considered a non-pegged Disruption.  If MC should become Blocked, it remains Closed as well, and both conditions must be dealt with before a Player can move there.  If MC is Blocked and then Bulkheaded, the Block is nullified by the Bulkhead, but the Closed condition still remains in effect).





The order of precedence, from lowest to highest, is: Pegged, Wild, Blocked, Bulkheaded, Damaged, Destroyed, Home.  (Note that most of these types are not used in the Teaching Game.)





Also listed in this section are Actions that allow you to temporarily ignore certain Disruptions.





1.5.4.1 - Building Blocks





[Blocking <Station>] - This Neutral Action allows the Player to Block any specified adjacent Station, so that no Players may move to (or through) that Station.  Mark the Station with a ‘Blocked’ peg to represent this.  This Action will remain in effect for one Round, and costs one Blue Token.  Extra Stations may be Blocked at an additional cost - each Block costs one more Blue Token than the previous one.  Thus, the second Block costs 2 Blue, the third costs 3, and so on.  For the purposes of the Token Placement Phase, all of these Blocks are considered to originate from the same Action.





�
1.5.4.2 - “Le Petomaine Thruway?!”





[Paying Toll to <Player>]


[Paying Rent to <Player>] - A Player’s Home Station is generally considered Blocked to all other Players, but these two Pre-Move Actions allow the Actioning Player to pass through, or land on (respectively), the specified Player’s Home Station.  The cost of the Toll Action is 1 Silver Token; the cost of Rent is 2 Silver Tokens or 1 Gold Token.  (Note that this is one of the few instances where Gold and Silver Tokens may be used interchangably this way.)  The Tokens are not set aside for the Token Placement phase of your turn, but are instead given directly to the targeted Player.





1.5.4.3 - Goooooaalll!!





[Opening MC] - This Pre-Move Action causes Mornington Crescent to be Open instead of Closed for the remainder of your Turn.  The cost is 3 Gold Tokens.








1.5.5 - Token Manipulation Actions





These are Actions that allow you to place Tokens on or remove them from the Board, or trade Tokens for other Tokens.  Unless specified, Tokens involved in these Actions are not set aside for the Token Placement phase of the Turn.





1.5.5.1 - Bureau de Change





[Gold to Silver]


[Gold to Blue] - These two Neutral Actions allow you to exchange one Gold Token for either 2 Silver Tokens or 4 Blue Tokens.





[Silver to Gold] - This Neutral Action allows you to exhange two Silver Tokens for one Gold Token.  This Action may only be performed at Bank (CN, NT, WC, DL).





These three Actions may be played more than once in a Turn.





1.5.5.2 - I’ve Got a Right To Pick a Little Fight...





[Bonanza] - This Neutral Action allows you to exchange ten Plastic Tokens of any single colour for one Gold Token.





1.5.5.3 - The Hoard of the Things





[Hoarding] - This Neutral Action allows the Player to place any of eir Tokens on top of the Token Stack at eir Home Station, up to the size limit for that Stack.  (Token Stacks are explained later on in the rules.)





1.5.5.4 - Pushing and Popping





[Picking Up <Token> From <Station>]


[Dropping <Token> at <Station>] - These Post-Move Actions allow the Player to take (or leave) a Token from a Station that e passed through, or started or ended eir Move at, during the previous Movement Phase.  These Actions may be played multiple times during the Turn, but no more than one Token may be taken from (or added to) any single Station on the same Turn (although you may drop a token at the same Station you pick one up from).  Tokens that are picked up must be from the top of the Stack, and Tokens dropped are placed on top of the Stack (assuming there is already a Stack at that Station).





�
1.5.6 - Agressive Actions





These are Actions that directly target another Player, usually for the purpose of doing something nasty to them.





1.5.6.1 - A-Shunting We Will Go





[Shunting <Player> to <Station>]


[Dead-End Shunting <Player> to <Station>]


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


[Dead-End Double-Shunting <Player> to <Station>]


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


[etc.] 





Shunting is a Post-Move Action that can occur (at a cost of one Red Token) when a Player ends eir Move at a Station that is already occupied by another Player.  The Shunting Player effectively crashes into the Shunted Player, knocking em further down the Line.  The Shunting Player may decide where the target is Shunted to, along the following guidelines: (a) the target travels a number of Stations exactly equal to the Shunting Player’s LV minus 1 (or less, provided that the Shunted Player ends up at a Terminus of the Line e is Shunted along), and (b) the target is Shunted along the same Line and in the same Line Direction that the Shunting Player was travelling when e ended eir Move. Once this has been done, both Players have their LV set to 0, and the Shunting Player may steal one Token of eir choice from the target.





(Note: assuming that the Actioning Player has played the [Line Change] Action, e may change Lines at the Station e ended his Move at, before the Post-Move Phase begins - thus Shunting the Target down a different Line than the one e arrived on.  This is legal.)





Players *may* be Shunted through Blocked Stations and the like, but may not *finish* the Shunt there.  Such a Shunt would be illegal.





A Double-Shunt can occur when a Shunted Player ends up on a Station occupied by another Player - the Actioning Player may choose to pay an additional Red Token and Double-Shunt this second target a number of Stations equal to one less than what the first target travelled.  If the Double-Shunted Player should end up on a Station with yet another Player on it, that Player may be Triple-Shunted, and so forth.


The Actioning Player may steal a Token from each Player who was Shunted, and gains an additional bonus of one Silver Token for each Player Shunted after the first.   (It is theoretically possible to set up a massive series of shunts around the Circle Line and thus Shunt *yourself*.  If that should ever happen, you still count yourself for purposes of bonus Silver Tokens.)  All Players, Shunting or Shunted, have eir LV set to 0 afterwards.





If a Player is Shunted to a Terminus Station, the Actioning Player may declare it to be a Dead-End Shunt.  Instead of the Actioning Player claiming a Token from that Player, the Shunted Player instead loses one Token of each colour ey possess.  If one (or more) Players are already located at this Terminus, they may be Double- (Triple, etc.) Shunted as well - these are automatically Dead-End shunts.





Token Stacks may be Shunted (and Double-Shunted, and so on) just as if they were Players.  The Token that the Actioning Player ‘steals’ may be from anywhere in the Stack.  Token Stacks that are Dead-End Shunted are destroyed.





If a Player intends to Shunt, it must be the first Action of the Post-Move Action Phase.





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


                       SECTION 1.6 - Moving


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





1.6.1 - Moving





At the beginning of the Movement Phase, the Player selects a Line that serves eir current Station, and then travels along that line a number of Stations exactly equal to eir LV.  E may only change Lines if the [Line Change] Action was played in the Pre-Move Action phase, and the direction traveled (“Line Direction”) may only be changed when changing Lines at an Interchange (*not* at a Co-Located Station), or when bouncing off of a Terminus or Blocked Station with the [Rebounding] Pre-Move Action.  (Remember that when [Rebounding], the Terminus Station,or the Station just before the Blocked Station, is counted *twice* for the purposes of LV.)





All the Stations along the route of the Player's Move are considered to have been 'passed through', except for the Stations that the Move started and ended at.





Rule 1.6.2 - Open 24 Hours (But Not In a Row)





A Station may be either Open, Closed, or Blocked.





Open is the default status for all Stations.  An Open Station may be freely passed through or landed on.





A Station that is Closed may be passed through, but not landed on, and Line may not be changed there.





A Station that is Blocked may be neither passed through nor landed on.





Rule 1.6.3 - Passing 





Instead of moving to another Station, a Player may play "Pass" as eir move, and stay at the same Station.  The Player’s LV is set to 0.





Rule 1.6.4 - Token Collection Table





After eir Move, a Player may gain Tokens, depending on the nature of the Move ey made:





          	   +----------------------------------------+--------------+


          | Event                                  |  Token Bonus |


          +----------------------------------------+--------------+


          +----------------------------------------+--------------+


          | Moving to an Interchange with          |   +1 Red     |


          |   exactly two lines                    |              |


          +----------------------------------------+--------------+


          | Moving to an Interchange with          |   +1 Black   |


          |   exactly three lines                  |              |


          +----------------------------------------+--------------+


          | Moving to an Interchange with          |   +1 Blue    |


          |   exactly four lines                   |              |


          +----------------------------------------+--------------+


          | Moving to an Interchange with          |   +1 Silver  |


          |   five or more lines                   |              |


          +----------------------------------------+--------------+


          | Passing through exactly two            |   +1 Red     |


          |   Interchanges                         |              |


          +----------------------------------------+--------------+


          | Passing through exactly three          |   +1 Black   |


          |   Interchanges                         |              |


          +----------------------------------------+--------------+


          | Passing through exactly four           |   +1 Blue    |


          |   Interchanges                         |              |


          +----------------------------------------+--------------+�
		   +----------------------------------------+--------------+


          | Passing through five or more           |   +1 Silver  |


          |   Interchanges                         |              |


          +----------------------------------------+--------------+


          | Playing a Move of “Pass”               |   +1 Black   |


          +----------------------------------------+--------------+





If a Player passes through the same Interchange more than once in a single Move, only the first instance counts with regard to calculating any Token benefits awarded for passing through Interchanges.


   


Tokens are not awarded for Special Moves.





1.6.5 - Dogs Must Be Carried (Reprise)





A Player who ends eir Move on a Station that has an Escalator Link may, at eir option, automatically transfer eir Piece to the other Station on the Link (provided that it is not Blocked etc.).  This does not count against LV.  A Player may also utilize the Escalator Link mid-move - in this case, both Stations in the Link are counted against LV, but they are only counted as one Interchange for purposes of Token Bonuses.








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


                       SECTION 1.7 - Tokens


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





1.7.1 - Stacks of Fun





Tokens can be located on the Board in Token Stacks.  Each Station may contain one Stack, with a maximum of six Tokens per Stack.  





There are three exceptions to this: Seven Sisters (VC) may have 7 Tokens in its Stack, Euston (NT) may have 8, and Mornington Crescent (NT) may have 9.  If a Stack of more than 6 Tokens should be moved to another Station (through a Shunt, perhaps) that cannot have a Token Stack of that size, then the extra Tokens on the top of the Stack are destroyed.





Tokens can be placed on and removed from Stacks through the use of  the relevant Token Manipulation Actions, but the primary way for Stacks to be built is through the Token Placement Phase of the Turn.





1.7.2 - Just a Phase





In the Token Placement Phase of your Turn, all the Tokens you have spent on Actions during that Turn will be placed on Token Stacks (or on Stations that don’t yet have Token Stacks).  Place these Tokens according to the following rules:





1) No Tokens may be placed on Stacks on or within the Circle Line.  (Tower Gateway (DL) is permissible.)


2) Tokens may not be placed on a Stack if it would bring the Stack over its maximum number of Tokens.


3) Tokens must be placed in the Quadrant of the Board opposite the Quadrant your Piece in located in.  If you are located on a border (and thus are located in two Quadrants), you may place the Tokens in the opposite half of the Board.  If you are located at Tottenham Court Road, you may place them in any Quadrant.


4) Multiple Tokens that were spent on a single Action must be placed on different Stacks.





Rule 1.7.3 - Stack 'em High, Sell 'em Cheap





If, after placing Tokens on a Token Stack or otherwise altering the configuration of the Stack (by stealing a Token from it during a Shunt, or by Inverting it, perhaps), the Stack has exactly six Tokens - and if it is not a Stack that was newly-created this Turn - the current Player may be eligible for a Token reward.





�
If any of the following sequences have been formed, the relevant Stacks are destroyed, and the Player gains the appropriate reward.  The order of Tokens is listed from top to bottom.





        +--------------------+------------------------+


        | Sequence of Tokens | Reward                 |


        +--------------------+------------------------+


	  | Bk Bk Bk Bk Bk Bk  | +4 Red Tokens          |


        | Re Re Re Re Re Re  | +4 Blue Tokens         |


        | Bu Bu Bu Bu Bu Bu  | +4 Silver Tokens       |


        | Gr Gr Gr Gr Gr Gr  | +1 Gold Token          |


        | Si Si Si Si Si Si  | +2 Gold Tokens         |


        | Re Gr Re Gr Re Gr  | +2 Silver Tokens       |


        | Gr Bu Gr Bu Gr Bu  | +4 Silver Tokens       |


        | Bu Bk Bu Bk Bu Bk  | +6 Blue Tokens         |


	  | Rd Go Gr Bu Bk Si  | +4 Blue, +2 Silver     |


        +--------------------+------------------------+





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


                       SECTION 1.8 - The End


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





Here ends the Extremely Basic Rules.  Questions/Comments/Beta Test Notes to: riff10111@yahoo.com





Once you’ve become comfortable with these rules, please feel free to move on to the (much more interesting) Basic Rules.  After I’ve written them, of course.





Some of this material is Copyright 2001 The Mornington Nomic Team.


The rest is Copyright 2001 Nathan “Riff” Conner.  


