Alan Farrington’s House Rules

These rules are intended to add to or override the DC house rules.  Consider my rules as amendments to the DC house rules.

Moves

1. I recommend that all moves are labeled in this fashion : Dc [Game #] [season & country]  If you don’t do this, I will probably still get your email and reply to you, but it is more confusing for me, lets try to keep it simple.

2. I will try to send out a 24 hour deadline reminder and I will grant some leniency to newer players by saying something like “you may want to double check your orders” or pointing out something more specific “A Bulgaria S A Serbia is supporting Serbia to hold, not move to Greece.”  These reminders are to assist rookies and get them accustomed to the game.  Do not expect them, double check your moves!

3. I will try to send out a 24 hour warning before each deadline, especially if I see that not many orders have come in yet.  If I still don’t have your orders by the deadline I will send a personal reminder.  If you don’t have them in after a grace period (usually 24 hours) expect a NMR.

4. I do everything I can to prevent NMRs, please work with me, give me vacation dates and offline times so I can schedule around them.

No Moves Received (NMRS) and Civil Disorders (CDs)

1.
If a unit has only one place to go during a Summer or Autumn turn and the player has NMRed, I reserve the right to dislodge it or move it to the only option.  Avoid this by sending in orders!

2.
Civil Disorder and replacements will be given at my discretion.  If I feel the position is playable and could have an impact on the game I will seek a replacement.  If the position is a mercy position and will only be swallowed up I may choose CD

3.   
If I have not received your orders by the deadline we will enter a 24 hour grace period, which you will be notified of and asked to deliver your orders to me.  Each player gets one grace period and after that NMRs will be forthcoming.

1. The GM will assign deadline for end game proposals.  Usually the next season, whether major or minor.   

Press

1. Press will be allowed, just be clear on what you want said and whether you want it revealed.

Proxies and Temporary Stand-Ins

1. Proxy moves will be allowed.  A player may delegate one player to control his units or a committee of players to do the same.  Shy away from 1 player proxies, the committee method works well and is highly recommended.

2. A player may seek a temporary replacement of themselves by another player, regardless of involvement in the game. 

