Diplomaticcorp House Rules 

Sean2010’s House Rules sean_o_donnell of hotmail dot com

Note, the _ before and after o.



The GM House Rules - shown in RED - are incorporated into these Diplomaticcorp (DC) House Rules - shown in BLACK - where the former add to and/or supersede the DC House Rules. Struck-through wording is no longer in effect.

The GM expects each player to understand that signing up for a game is a continuing commitment to the other players and the GM. 

Administration

1. If a GM has his own set of House Rules, they will take precedence over these rules. These rules are in place for DC games, where the GM has not yet created a set of rules. 

2. GM Impersonation is strictly off-limits. Any attempt to forge a GM email or communication will be cause for immediate removal from the game. 

3. As always in all DC games, the GM of the game has the final say and final decision on all matters relating to the game, whether they are covered in the rules or not. Any questions or disputes should be raised to the GM of the game first and then only if the player is still unhappy, the GM or player can ask the moderators for their opinion on the matter. I am human, so I may make mistakes if you see an error please do bring it to my attention before the following deadline of the error. Otherwise, the mistake will have to stand.
4.
The GM will start a DC forum and also post turn results with map to the forum. Emails of results including a map attachment will also be sent to each surviving player.  Players eliminated from the game will receive continuing adjudications only on request.
5.
It is strictly off-limits to impersonate another player. This is cause removal

6.
As the GM, I view it against the spirit of the game and unethical to forward negotiations to players that they were not originally privy to. Part of the game is using your words to convince other players of your intentions and if this fails your units. Players who conduct themselves in this manner will receive a warning and continued violation will be removed.
Turns

1. There will be 2 seasons per game year – SPRING (normal moves, etc., and the resultant retreats) and FALL (normal moves, etc., and the resultant retreats, and subsequent end of year adjustments).

2. Spring and Fall turns will have their deadline each week on the same day. (I will be trying to maintain the Spring and Fall deadline on Friday unless players publically agree for adjustments or players place: DCXXX Country Order Year and Final Version No#/Version No# Final).
3. All deadlines will be in US Eastern Standard Time.

4. Extension Requests. I will accept extension requests before the deadline. As my first GM game, I will limit these requests to 1 per Spring/Fall/Retreats (Real-Life must come first). I will e-mail the extension and length of extension promptly upon approval.
Moves 

1. It is a player’s responsibility to submit correct moves to the GM by the deadline. All players should label their moves with the DC number, Power name, correct season and version number, and in that sequence, e.g. DC159 - Turkey - Spring 1901 - version 1. 

2. The GM has no obligation to check moves to see if they are correct prior to the deadline, or send out a reminder to submit moves. 

3. Orders will be accepted by the GM until the start of adjudication. All orders submitted to the GM will receive confirmation within 24 hours. Do NOT assume that I have received your orders if you have not received an acknowledgement. Early orders are highly encouraged as all orders may be changed until adjudication starts and submitting early orders is a guaranteed way of avoiding an NMR (but make sure you include the version number).
4. The GM will accept all reasonable abbreviations. However if an order is unclear, the order will be declared void and the unit will hold. Abbreviations that could be applied to more than one space on the map (such as NOR and LIV) should be avoided, e.g. use Lvp or Liverpool for Liverpool and Lvn or Livonia or Livonia. Spelling out is preferred. Order sets listing the full names and actions can easily be copied from Realpolitik.
5. The designation of A or F in orders is to remind players of their pieces. If you leave out the unit type in an order, the order is still valid since only one unit can occupy any province. Even an incorrect designation of A of F will not cause an otherwise valid order to fail. 

6. In the situation where a unit has been ordered more than once in a set of moves, then the first order will be deemed to be the VALID and overriding order (additional orders for the same unit will be ignored). In the situation where a city has been ordered for multiple builds, the first build order will be deemed valid and overriding (additional orders for the same unit will be ignored). 

7. Moving to and from provinces with multiple coasts. 

· When a unit is moving FROM (or giving support from... or disbanding a unit in...) a province with multiple coasts, the coast need not be specified. Therefore a fleet moving FROM say, Spain(sc) may be ordered from Spa or from Spa(sc) equally. 

· When a unit is moving TO a province with multiple coasts, and movement is only possible to 1 coast, the coast need not (but may) be specified. 

· When a unit is moving TO a province with multiple coasts, and movement is possible to either (or any) coast, the coast must be specified, or the order will fail. 

· Some maps have some powers' home centers on multi-coast provinces. In those cases if ordering a fleet build in a province with multiple coasts, the coast must be specified, or the build order will fail. 

· When supporting a unit that is in a multi-coast province, you do not need to specify the coast of the unit being supported. Remember support is given for a province as a whole, not a particular unit type or coast. If a wrong coast is explicitly stated, the support order is still valid, since support is given for a territory as a whole, NOT the unit on the coast.

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

1. If a player has not submitted moves to a GM by the time an adjudication is run, they will receive an NMR.

· On a Spring or Fall turn, a NMR means that all units for that player HOLD however dislodged units are not disbanded (for an NMR, this is different for a CD – the next point). 

· On a Summer or Autumn turn, an NMR(NRR) would mean the dislodged unit is disbanded. 

· On a Winter turn an NMR (NBR/NDR) would mean that if the player was building - the builds would be waived and if the player was disbanding, units would be disbanded under the following rules 

· Units not in a supply center before units in a supply center 

· Units further from home centers before units closer to home centers (counted in provinces using the shortest route to the nearest home centre - whether still owned by the player or not).
· Fleets before armies if equidistant per the above 

· Alphabetical.
2. For DC Statistics, if a player NMRs in Spring/Summer they would record 1 NMR. If a player NMRs in Fall/Autumn/Winter they would record 1 NMR. 

3. If a player NMRs for 2 consecutive seasons (Spring or Fall), the country is placed in Civil Disorder (CD).. The GM will remove the player from the game or choose to seek a replacement player.

4. For the sake of both in seeking a replacement player and maintaining game’s progress, I reserve the right to render the country in Civil Disorder with 3 or more supply-centers as impassable.

IE, If Germany is in Civil Disorder and owns: Mun, Ber, Kie, and Hol and has units in: A Mun, A Ruh, A Kie, and F Hol. It would be invalid in this case to attack or support Mun, Ruh, Kie, Hol, or Ber ( Idea was taken from the Deluxe Diplomacy 2-player World War I scenario, which renders Italy during the first year impassable). For countries with 2 or fewer supply-centers, I will not seek a replacement player.

For a country in Civil Disorder and am not seeking a replacement player, this country is passable and dislodged units will be removed.

Adjudications
1. The GM will email a map and a copy of the adjudication to the players and the game forum. They will also update the relevant game page at www.diplomaticcorp.com 

2. Any errors in adjudications must be brought to the attention of the GM before the next major deadline (Spring, Fall, Winter) else that error will stand. 

End-Game Proposals

1. There are only 3 suitable end game proposals that are accepted in a DC game 

· DIAS.- This is a Draw Including All Survivors. It means any player with a SC remaining in their control shares in the draw. 

· DRAW – This would be a shared draw for any named countries (eg DRAW England-Germany). Any country not named does not include in the draw. 

· CONCESSION – This is a concession that ONE named country will win the game. If this proposal passes the named country/player will be credited with a solo.

2. These end game proposals can be proposed to the GM either publically (in a group email) or privately just to the GM. The GM will determine when the deadline for the vote is due and when the results of the vote will be announced. Any ‘active’ player who does not submit a vote, their vote will be considered a NO. All ‘active’ players must vote YES for an end game proposal to pass. A player’s vote is confidential and will not be divulged at anytime by the GM including during or after the game is finished. 

3. At no time can an eliminated player be part of a draw or have a vote in a draw. Only active players can vote in any draw proposal. 

4. If a game appears to be stalemated, the GM may choose to declare the game a DIAS if there appears to be no substantial change to the board dynamics for 4 consecutive turns (2 years). This rule is most likely to apply where some power(s) have demonstrated a stalemate line that cannot be broken given a fixed set of defensive orders. If the No Substantial Change rule is to be invoked, the GM will notify the players after the 2nd season (1 year in) of effect, allowing them at least one full year to consider the implications of a potential stalemate. Any declared stalemate will be a DIAS where all players in control of at least 1 supply center will share equally in a draw. Some things that may break a stalemate are: 

· The capture of a supply center 

· Dislodging a unit 

· Player request, with explanation of why the game is not stalemated

Press

1. Press can be sent to the GM or to the appropriate Dc forum (dcxx@diplomaticcorp.com). Press can be WHITE. (ie the country who sent the press will be acknowledged) or GREY (anonymous press).  
Proxies and Temporary Stand-Ins

1. In-game proxies of moves are not allowed. 

2. A player may seek a temporary replacement of themselves by another player (who is not a current or past player) to cover any periods of vacation or absence, but only after approval of the GM. 
