House Rules of Coryfucius 
    (Shamelessly plagiarized from the Sims House Rules, with a few exceptions.)
Deadlines
I live in Illinois, so all deadlines will be (conveniently) in my time zone: 3pm Central, which is GMT-5 in the summer and GMT-6 in the winter (northern hemisphere).  That’s 4pm Eastern, 1pm Pacific, around 10pm-2am across Europe, and very early morning in Australia – sorry, Steve!  I do not count Saturday and Sunday for deadlines, only Monday-Friday.

Extensions
I rarely grant them for a season currently in play...  if you can write me to ask for an extension, you can write to turn in some moves.  If you have a vacation planned where you can’t get e-mail, and you request it ahead of time, I’ll do my best to schedule deadlines that work for all...  but once a deadline is set and a turn begins, I probably won’t change it.

Adjudications
There are no grace periods.  Once a deadline has passed, you are subject to NMR whenever I adjudicate.  However, you can always revise moves up until I start to run the turn!  So if I’m a day late in getting to the game, do not assume the turn is over, or moves are locked.  One can revise up until the results come out, usually within a few hours of the deadline.

No Move Received (NMR) / No Retreat Received (NRR) / No Build Received (NBR)
Any NMR will result in units holding.  An NRR means the units disband.  An NBR phase means builds waived.  I will not disband dislodged units just for an NMR...  I will give the player the option to turn in retreats and/or builds.

Civil Disorder (CD)
Two consecutive spring or fall season NMR’s with no retreats or builds in between will put a player in CD.  They are then out of the game, and all units will hold and disband if dislodged.

Replacements
I generally won’t find replacements, because of my NMR rules above.  If a player approaches me with a special circumstance and can no longer play, I will consider case by case.  But barring the extremely rare situation, once the group confirms playing, you will not likely encounter any replacement players.

Retreats
If I can skip a retreat phase because all retreating units only have 1 possible retreat, I will order the retreats and skip to the next phase.  Players can opt within 24 hours to change to disband, but otherwise the retreat will stand.  This is just to skip some usually pointless phases waiting for orders that only have one option.  If there seems to be some diplomacy involved (like say if 2 retreating units can only retreat to the SAME one space), I’ll post the turn instead.  It’s really just to keep the game moving in no-brainer situations.

Abbreviations
Spelling out province names and other words used in orders is preferred, but any abbreviations that are not ambiguous (in my opinion) are acceptable.  Order sets listing the full province names and actions can be easily copied from Realpolitik.
Invalid Orders
If you submit orders that are invalid, at my discretion and if time permits, I may request a clarification.  This is most likely to occur if the entire order set received is clearly erroneous (e.g. you sent fall orders that are identical to the spring orders), or if it’s out of character for the player.  Note that an invalid order can be used strategically, so I won’t ignore it.  If you intend for part or all of your orders to be invalid, please indicate this when you submit the orders.
End-Game Proposals (EGP)
Any active player can make an End-Game Proposal.  It should be turned in with his/her regular orders, and will be proposed for a vote during the NEXT season.  Once a turn has begun, it is too late to propose an EGP for the turn already in play.  Players may then vote with their next season’s orders.  Eliminated players or countries in Civil Disorder have no vote.  To pass, the end-game-proposal requires a yes vote from all active players.  Any single no vote will cause the proposal to fail.  Any non-vote or NMR will be counted as a no-vote.  (One cannot accidentally miss a turn due to a vacation to come back to find out he unwillingly assented to end a game).  There are two 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 or may not include all players.  If all remaining players are included in the draw, this is often listed as a “Draw Including All Survivors” (DIAS).  All players in the draw finish equally, with those players not in the draw getting a survival.  Survivors still lose, but it’s not as bad for your rating as being eliminated.
GM Impersonation
Strictly off-limits.  Any attempt to forge a GM e-mail or communication will be cause for immediate removal from a game.

