Githraine’s WOT House Rules:

Note this document Is in 2 sections. WOT players: please make sure you read Section 2.  If you ignore all of section 1 (not recommended) read section 2.  Ignorance is not a defense, but it does provide the rest of us with entertainment.

Section 1, STANDARD RULES:
ADJUDICATIONS

1. I use Realpolitik for my adjudications. I will try to e-mail the .dpy files along with maps at least once a year. 

2. I accept all reasonable abbreviations as long as I can work out the orders (See Appendix A for official WOT Variant Abbreviations). However if it is unclear and unable to be clarified by the deadline, the order will be declared void and the unit will hold.

3. 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.  You may be publicly ridiculed for such an order, however.

4. Please send all e-mails with orders with a Subject line in the following format: 

[Game ID] [Game title] [year] [season] [Nation] Orders/Builds [version]

Where version is the version of the orders for that turn

Ie DC999 Tarmon Gaidon 998 Spring Southlands Orders 001  

Failure to do so may result in your orders not being recognized. (I get a lot of spam) or the wrong set being executed if you fail to include a version #.

5. I will send all adjudications with the Subject in the format:

[Game ID] [Game title] [year] [season] Results

And all other messages with Subject in the format:

[Game ID] [Game title] [year] [season] Update/Warning/etc

6. Feel free to change your orders as many times as you want.  I will adjudicate with the last set received in my mailbox if they are not labeled as to version. (which is not necessary the last one sent due to the joy’s of e-mail). 

7. Marking orders as ‘Final’ is not necessary.  I will allow changes up to the stated deadlines.

8. I will email a map out with each adjudication.

9. My decision on any adjudication is final. I reserve the right to change my house rules as necessary.

CONFIRMATION

10. I confirm all orders sent to me up within 24 hours. If you send your orders and I do not confirm them – assume that I have not received your orders and send again. (NOTE: If the order is sent within 24 hours of the deadline then I cannot guarantee that I can confirm them before I adjudicate). 

DO NOT ASSUME I HAVE YOUR ORDERS unless I confirm them. Failure of receipt of your orders will result in your suffering an NMR. 

FAILURE TO SUBMIT MOVES/NMRS

11. Failure to submit moves for Spring, Year 1 will mean that the game will be put on hold and an immediate replacement sought. Any season after the game begins – the first time a player does not submit moves they will receive a 24 hour grace period to submit moves. If no moves are received in the grace period then an NMR will be issued and the game will continue. Any player missing two major deadlines in a row will be removed, however NO replacement will be sought.

12. Failure to submit moves in Spring or Fall will result in an NMR and the corresponding player’s units will hold for that season, If the unit is dislodged, the player will still be offered a chance to retreat (no automatic disband).

13. Failure to submit a retreat will result in the unit being disbanded unless there is only one retreat option, in which case that retreat will be automatic.

14. Failure to submit a build for winter will result in the build being waived. Failure to submit a disband for winter, will result in disbands being chosen by the farthest unit from your Home territory not on an SC at the GMs discretion.

REPLACEMENTS AND COUNTRIES IN Civil Disorder

15. I will only insist on seeking a replacement player for any country in Year 1; In other years a vote will be held on whether to find a replacement or place the country in Civil Disorder. Countries in civil disorder will HOLD, disband units when they are displaced and will not rebuild units.

DEADLINES

16. Deadlines will be set in US Eastern Standard Time. The deadline is likely to be 7am my time. Moves can be sent to me and will be accepted until I start the adjudication process. Deadlines are most likely to follow this schedule:

Wednesday 7am– Spring
Friday 7am – Spring Retreats or Summer

Wednesday 7am – Fall
Friday 7am – Fall retreats or Autumn

Monday 7am– Winter

I will try to get results out by 9am.  As this is my first game, I would like to try to keep to this schedule, but I do understand that such schedules rarely survive the first year. 

PRESS

17. Any PRESS will be published with adjudications. Feel free to send press, the more ‘in character’, the happier your GM will be. 

18.  DRAW. Draws are subject to the DC House Rules. 

However a proposed draw will be tabled with the next adjudication with a 
deadline of the adjudication following that. Failure to vote can be seen as a NO or YES vote depending on the mood of the GM (length of game etc) but will be stated in the proposal. Any proposals will fail if they receive one NO vote.

Section 2, WOT Variant Specific Rules:

Where they differ from the above rules, the WOT variant house rules will overrule the standard house rules.

1. If you have any doubts about the legality of a move ASK!  This is a new map and there are bound to be misunderstandings.

2. I am the final arbitrator of all misunderstandings with the rules and the map.  Any clarifying statements will be made to the entire group and will hold until the end of the game.

3. I will allow votes on minor rule changes in game, but will mostly collect suggestions for modifications to the variant.

4. As this is a playtest, I ask that I be CCd on all correspondences pertaining to the game (eg I want to see all the machinations and negotiations) as this will help me troubleshoot the game balance better.  All such missives will be held in the strictest confidence and will never be seen by any eyes but my own.

5. My method for determining when raider units will appear will be as follows:

At the beginning of each 5-year period, I will roll a 6d die for each raider nation.  The number rolled will be the number of years until that raider appears, with a 6 requiring a reroll.  Thus if the Seanchan roll a 2, their fleets will appear in the Winter of 999.

6. One player may not control more then 1 raider nation.

7. As noted in the rules, if a player has already been eliminated when the Seanchan Raiders take their first SC (should they do so), At That Point the eliminated player may opt to take over running the Seanchan.  Should that player then survive, draw or solo, they will still be listed in the statistics as being eliminated. (Sorry, I tried to get something but the Powers that Be say no.) 

8. If player by a player, the Seanchan can make whatever alliances they choose, and revenge is possible. Should a player take the Seanchan, and be eliminated, and the Seanchan raider fleets take Another SC, a different eliminated player may take control, but the first player is done.

Appendix A

	Aile Dashar Sea,
	ads

	Aile Dashar, 
	aid

	Aile Jafar,
	ajf

	Almoren,
	alm

	Almoth Plain,
	alp

	Amadacia,
	ama

	Arad Doman,
	ad

	Arafel,
	ara

	Aringill,
	ari

	Baerlon,
	bae

	Bandar Eban Bay,
	beb

	Braem Wood,
	brw

	Caemlyn,
	cae

	Cairhien,
	cai

	Caralain Grass,
	cag

	Chodon Kal,
	chk

	Cindalking,
	cin

	Dhagon,
	dha

	Dragonmount,
	dm

	Eastern Aryth Ocean,
	eao

	Ebou Dar Bay,
	edb

	Ebou Dar,
	ebd

	Elmora,
	elm

	Emond's Field,
	emf

	Fal Dara,
	fda

	Falme,
	fal

	Far Madding,
	fmd

	Four Kings,
	fki

	Ghealdan,
	ghe

	Godon,
	god

	Haddon Mirk,
	hdm

	Hills of Kintara,
	hok

	Illian,
	ill

	Jangai Pass, 
	jgp

	Kabal Deep,
	kd

	Kandor,
	kan

	Katar,
	kat

	Lugard,
	lug

	Malden, 
	mal

	Maradon,
	mar

	Mayene,
	may

	Mountains Of Dhoom,
	mod

	Niamh Pass,
	nmp

	Northern Seanchen Sea,
	nss

	Plains of Maredo,
	pom

	Qaim,
	qai

	Saldaea,
	sda

	Salidar,
	sal

	Sea of Storms,
	sos

	Shadar Logoth,
	shl

	Shayol Ghul,
	sg

	Shienar,
	shi

	Southern Seanchen Sea,
	sss

	Tar Valon,
	tv

	Tarabon,
	tar

	Tarwin's Gap,
	tg

	Tear,
	tea

	The Aryth Ocean,
	tao

	The Black Hills,
	tbh

	The Blasted Lands,
	tbl

	The Dead Sea,
	tds

	The Fingers of the Dragon,
	fod

	The Shadow Coast,
	tsc

	Toman Head Bay,
	thb

	Tremalking,
	tre

	Whitebridge,
	wbr

	Windbiter's Fingers, 
	wbf


