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Deadlines
I live near Chicago, and deadlines will (usually) be at 9:00 pm (21:00) US Central Time.  If players wish, deadlines can be adjusted by a few hours in either direction, in order to accommodate the greatest number of players. There will be no defined grace periods, but orders may continue to be submitted until I adjudicate—if I am delayed for whatever reason, you can still submit orders!  Under ordinary circumstances, I will rarely grant extensions, but extraordinary circumstances do sometimes necessitate adjustments in our virtual worlds.  If any players know each other personally (e.g. friends or coworkers, etc.), the GM must be informed before the game begins.  

Writing Orders

As only one unit may occupy a territory at a time, the Army/Fleet designation is not required, and an incorrect designation will not by itself invalidate an otherwise-successful order.  

Confusion will cause an order to become invalid and the unit will hold in place.  Email the GM if uncertain about what may cause confusion, or simply write out orders in full.  The following is a nonexclusive list of circumstances which may cause confusion.
· Unclear abbreviations, such as Liv, Tyr, or Nor.  Recommended abbreviations are clearly given in the maps and the Realpolitik adjudication program. 

· Lack of coast specification when required. (e.g. F Por-Spa is invalid.)

· Multiple orders for a given unit in the same set, such as A Smy-Con and A Smy-Arm. (n.b. confusion does not occur when a unit’s order is made obsolete by submission of a new version of orders—see below.)

Submitting Orders
To avoid an NMR, I encourage players to submit their orders ahead of time.  To ease the process, emails should employ this sample subject heading:  
DC416 – France – Spring 1901 – Version 1.  
Subsequent versions will be accepted and will replace previous orders.  I am not responsible for proofreading orders.  I will respond immediately to confirm all order submissions, usually within twenty-four hours—if you have not received a confirmation, do not assume I have received your orders. 
NMRs
An NMR received in the first phase may be cause for removal from the game, at my discretion.  An NMR will result in all units holding.  If a unit is dislodged the player will be still permitted to submit a retreat if possible.  An NMR on a retreat phase means the unit(s) is/are disbanded, and if on a build phase means all builds are waived. If a country fails to submit a required disband order, the units farthest from the country are removed first. 
If units are equally distant, then Fleets will be removed before Armies, then in alphabetical order by the full name of the territory which they occupy.

Civil Disorder
If I do not receive orders from any player for two consecutive seasons, the player is removed from the game.  It will be at my discretion to seek a replacement player.  While in Civil Disorder, all units will hold in place and dislodged units will be disbanded.   If a power under Civil Disorder has more than three supply centers, I reserve the right to make it impassable until a replacement player can be found.

End-Game Proposals
Any active players may make an End-Game Proposal (EGP), which must be made with the regular orders.  I will then propose it to a vote during the following Spring or Fall season, and all active players will then be able to submit a vote.  An EGP cannot be proposed for the phase already underway.  Those players who have been eliminated or who are in Civil Disorder will not be able to vote.  To be successful, an EGP must have unanimous support among all active players.  Any non-vote or NMR will be counted as a no-vote.  There are three possible end-game proposals:
· Solo -- All players must vote to cede one player a solo victory. All other players ranked by center count.

· Draw -- All players must vote to agree to a proposed draw. The proposed draw may include any two or more active players. It may not include all players. All players in the draw finish equally, with those players not in the draw getting a loss ranked by center count.

· DIAS -- A Draw Including All Survivors is shared among all players who possess a supply center.  All players in the draw finish equally.
Stalemate
If a game has no substantial change for four consecutive turns (i.e. two years), I may declare the game a DIAS.  This is most likely to occur where some power(s) have demonstrated a stalemate line given a fixed set of defensive orders.  If the Stalemate rule is to be invoked, I will notify the players after the second season of effect, allowing one full year to maintain or change the status quo.  The stalemate may be broken by, but not limited to, the following:

· Capture of a supply center

· Dislodging a unit

· Player request, with explanation

Impersonation
Any attempt to forge communication from myself or another player will be cause for immediate removal from the game.  However, it is perfectly acceptable to fabricate communication from another player.  For clarification, it is legal for France to tell England of Germany’s plans, regardless of whether or not it they are true.  It is illegal for France to pretend to be Germany when speaking to England.  
Proxy Orders

A player may proxy his units to another.  In either case, I must be notified by the player.  

· The in-game proxy: A player may designate his orders to another player in the game. That player may then turn in orders for the other units. If the owning player turns in any orders of his own, his own orders will trump the orders of the proxy. If the proxy does not submit orders, the owning player's units will be ordered to hold, but not NMR since their order was to follow the instructions of the proxy - the owning player did not fail to submit orders.

· The stand-in: A player may designate a friend or colleague to play on his behalf if he will be away for some time. This may be a stand-in not in the game. Just like the in-game proxy, any order by the owning player takes precedence. If the stand-in fails to submit orders, the owning player suffers the NMR and all results forthcoming. The owning player is the player of record for all that transpires, although the stand-in has full authority over the country so long as he is declared the stand-in.

Replacements
Should a player discover s/he will no longer be able to meet the commitments of the game, for whatever reason, the player should tell me as soon as possible so that a replacement may be found and gameplay will not be disrupted. 

Errors
I will use the Realpolitik adjudication program to avoid mistakes; however I am human, and as such it is possible for me to adjudicate wrongly.  If anyone notices a mistake, please mention it to me before the following spring or fall adjudication (or summer, autumn, or winter if it has a direct impact on those phases).  If it is not noticed before then, it will remain and gameplay will proceed.  
Retreats
If a dislodged unit has no possible retreat, the unit will automatically be disbanded.

Authority

In any matter not explicitly covered in the above paragraphs, the GM’s decision is final.   
1
3






