ACE RIMMER’S HOUSE RULES
[Note: In the following rules, I refer to ‘seismic orders’.  You can ignore these references if the game is not of the seismic variant]. 

Email address:

My email address is smegdwarf at yahoo.com
Copies of orders may be cc’d to AMarSchwar at yahoo.com – I almost never check this address, but that makes it handy in case of disputed orders.  I urge you to copy orders to this address; otherwise, in case of dispute, you will be up a creek.
Deadlines & Prelims
1. Deadlines will generally be at 10:00 a.m. CST on weekdays (unless we decide otherwise).  All other time zones are an illusion.  You can find the current time (non-illusory) at: 

http://wwp.greenwichmeantime.com/time-zone/usa/central-time/
2. There will be at least one week between consecutive Spring and Fall deadlines.  There will be at least 24 hours each for retreat, adjustment, and seismic deadlines.  The one week between Spring/Fall adjudications includes the 24-hour deadlines for retreat, adjustment, and seismic orders… they are not additive.
3. It is your responsibility to submit correct moves to the GM by the deadline, so send prelims. Please label your moves with the DC number (I use email filters) plus version number and correct season.  (e.g. DC 359 S1901 Turkish Orders Version 1).

4. Prelims are encouraged, admired, applauded, glorified, etc… SEND PRELIMS.

5. I will try to send deadline reminders roughly 24 hours before major deadlines.  I do not promise infallibility, and you are ultimately responsible for meeting all deadlines.  SEND PRELIMS.

6. I will confirm receipt of all sets of orders. As usual, you are responsible for the unambiguousness and correctness of your orders. Nonetheless, I do try to review orders for obvious mistakes and inform you of any I see. This goes double for Seismic Orders, since players may be unfamiliar with their format and rules.  However… I do not promise to catch all errors. I will not review orders within 24 hours of the deadline. In other words: lean on me but don't rely on me, because I may not be there for you.  [Note: if you intentionally wish to submit a mis-order, please draw my attention to it; I have been known to correct ‘Bre’ to ‘Ber’ even though the mistake was on purpose].
7. Orders will be accepted by the GM until the start of adjudication, which may be after the deadline.

8. I assume that all Spring/Fall orders are not final unless marked “Final”.

9. I assume that all Retreat/Adjustment/Seismic orders are final unless marked “Not Final” or “Prelim”.  I may adjudicate R/A/S orders early and/or on weekends if I have a full set.

10. Extensions may be granted for future deadlines but rarely for the current one.  Please let me know of planned absences in advance.  SEND PRELIMS.

No Moves Received (NMRS)
1. I do not adjudicate NMRs.

2. If a player does not submit moves/retreats/adjustments, the adjudication will be delayed, the player will receive an NMR in club stats, and the player will be severely abused and reprimanded in proper school-marm fashion.  If you miss two deadlines within a three game-year span or are AWOL at least three days, I may seek a replacement for you. SEND PRELIMS.

3. A player who does not submit orders for S1901 will be removed from the game.

4. For DC Statistics: If a player NMR'd in Spring/Summer they would record 1 NMR. If a player NMR'd in Fall/Autumn/Winter they would record 1 NMR.

Adjudications

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

2. Any errors in adjudications must be brought to my attention within 24 hours of the adjudication or else that error will stand (unless all players consent that it should be overridden).
Orders

1. The GM will accept reasonable English-language abbreviations. Unclear orders 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. Lvp for Liverpool and Lvn for Livonia.

2. The designation of A or F in orders is not necessary but I use them all the time.
3. In a situation where a unit has been ordered more than once in the same set of moves, the first order will be deemed valid and will override other orders (additional orders for the same unit will be ignored). In a situation where a city has been ordered for multiple builds, the first build order will be deemed valid (additional orders for the same city will be ignored).

4. 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 unit will hold.
· 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 be ignored.
· 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.
5. I will accept impossible orders such as A Silesia-Brest.

6. If you wish to intentionally misorder a unit (especially by misspelling), please draw my attention to it.  I try to be careful, but I may subconsciously correct ‘A Sil-BRE’ to ‘A Sil-BER’.  Better for you not to rely on my eyes.
End-Game Proposals

1. There are only 3 endgame proposals that are accepted in a DC game:
· DIAS (Draw Including All Survivors).  It means any player with a SC remaining in their control shares in the draw.

· DRAW – A shared draw for countries named in the proposal (e.g. DRAW England-Germany). Any country not named does not share in the draw.

· CONCESSION – Concedes 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. The GM determines when the deadline for the vote is due and when the results of the vote will be announced. Absentee or abstained votes from any ‘active’ player will be considered NO votes. 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 during the game.

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 a 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.
Press

1. I do not forward 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.

Changes

1. The GM can change rules at any time for the upcoming season.

Administration

1. GM impersonation or player impersonation is strictly off-limits. Any attempt to forge email or communication will be cause for immediate removal from the game and possible club sanction.

2. 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.
