Understandings
By signing up for this game, you:

Understand that the game will last 6-12 months and are willing and able to make that commitment.

Understand the GM uses the latest version of jDip to adjudicate the orders.

Understand this game is run in accordance to the latest Diplomacy rules, which can be found at http://www.diplomacy-archive.com/resources/rulebooks/2000AH4th.pdf.

Understand that while the GM will be happy to assist you in the mechanics of the game, he simply cannot teach you as you play (though if you ask him outside of the game, he may be able to help).  Additionally, the GM is forbidden from providing strategic advice to any player.  By signing up for the game, you understand a working understanding to Diplomacy is required and expected.

Understand the GM may, at any time, amend or remove rules as he sees fit (provided he announces these changes in a timely manner)
Sign Up Contract

It is imperative you understand that online Diplomacy takes several months, sometimes up to an entire year.  This must be taken into account when signing up for a game.  It is unfair to begin a game that you know ahead of time you will not be able to complete.  It also causes delays and frustrates the other players and the GM.
Deadlines

The deadline for Spring 1901 will be 1 week.  Every deadline after that will be 3 days.  Winter and Summer deadlines will be 24-48 hours.  Deadlines will NOT be over the weekend (Saturday and Sunday).  All deadline times are done according to EST (GMT -5).  Adjudication will usually be sent out within 48 hours of the deadline.

Before the adjudication is published, moves may be changed, even if the deadline is passed (unless the GM has sent out an e-mail saying orders particular to a season have been “locked”).  However, if the new orders are sent before the adjudication is published but not received by the GM until thereafter (even due to objective technical difficulties, such as a congested bandwith), they are not valid.  

Deadlines may be extended due to scheduling issues of the GM or players.  Players must provide good reason for requesting a deadline, and it is recommended deadline extensions be requested 24 hours before the given deadline.  Requesting deadlines after that may result in a GM’s decision not to extend the deadline on the citation of possible foul play (see below Prohibited Behavior)

NMR and Anarchy
An NMR stands for “No Moves Received” and occurs when a deadline has passed and no moves have been received from a particular player.  The GM will automatically order all units of that player to hold.  (This also occurs in cases where one or more units were omitted in a player’s order set)  A warning will be sent to the player that another NMR will result in Anarchy.

Anarchy is a situation where one player has NMR’d twice in a single game.  The player is removed from the game and a replacement will be sought.  The player will also be referred to the administration, who may decide to bar the player from future games.

In the event a country goes into anarchy and, after two weeks of searching, no replacement player is found, the game will continue and the country will remain in anarchy (units will hold indefinitely, dislodged units will automatically be disbanded).  The search for a replacement will continue, and if a replacement is found the country will rise out of anarchy.
Extended Absenteeism

While it is always a courtesy to alert fellow players and GMs of impending temporary absenteeism, an absenteeism of more than 5 days must be reported to the GM, or else an NMR (or worse, anarchy!) is risked.  If an appropriate extended absenteeism reason is given, the game will be put on hold until that player’s return.  Players may still converse with one another and may still submit orders, but no adjudication will be sent out and no deadline will be set.  Instead, a deadline will be set upon the return of the player.
While an appropriate reason is up to the definition of the GM, the player must also define the date of return ahead of time.  Extended absenteeisms lasting more than 2 weeks may require the consultation of the administrators and may result in the removal of that player from the game, or a temporary replacement to be found.
Resignation

A player may resign from the game at any time for any reason.  However, this reason will be analyzed by the GM and, if necessary, the administrators.  If this reason is deemed insufficient (boredom, no chance of victory, foreseeable schedule conflict), the administrators may take further action.

Announced resignation is always preferred over mysterious disappearance, however, as it does not disrupt the game as much.

In the event of a resignation and, after two weeks of searching, no replacement player is found, the game will continue and the country will fall into anarchy (units will hold indefinitely, dislodged units will automatically be disbanded).  The search for a replacement will continue, and if a replacement is found the country will leave anarchy.
Press

Press is free and open and not subject to censorship by the GM.  Press should be submitted along with moves and may be anonymous or authored.  Press will be published with the adjudication.

Press that is considered personal attacks, however, will not be tolerated nor published.  If such press is received, the GM will alert the player of his or her violation.  A second or third violation may cause the involvement of the administration.

The player may publish the offending press personally to the fellow gamers at his or her own risk of punishment.
Prohibited Behavior

Along with personal attacks through press, there are a few other prohibited behaviors.

· Changing e-mails unofficially in-game.  If there is a change in e-mail address, this must be announced through the GM.

· Creating an e-mail address to mimic that of a fellow player or the GM.

Additionally, while requesting a deadline extension with less than 24 hours in the turn is not prohibited, the GM reserves the right to assume the extension is required because the player has not made good use of his or her time earlier in the turn and may reject the request on that ground.
Abbreviations & Other Order Rules
If a player wishes to use abbreviations in his or her orders, it is imperative they are clear, concise, and unambiguous.  As stated earlier, the GM may not provide strategic advice or advantage of any kind to a player.  In the case of an ambiguous order, the GM may void the move and have the unit stand.  To avoid this, it is wise to note that the standard abbreviation in Diplomacy is the first 3 letters of a given province.
There are three areas of the map where this rule is different.  The first is the North Atlantic Ocean and the Mid-Atlantic Ocean.  Here, NAO and MAO are the general standard, although MAt and NAt are also acceptable.  The second is Tyrolia and the Tyrrhenian Sea.  Here, Tyl and TyS are the standard.  These two provinces, however, share no border (except Piedmont, but seeing as TyS is an ocean on the south side and Tyl is land on the north side, no single unit can enter both provinces, which gives the same result), and therefore ambiguity between the two is usually not a problem.  The GM cannot give strategic advice – he can, however, use common sense.  A fleet in Piedmont ordered to “Tyr” will be assumed to be going to the Tyrrhenian Sea.
The final area of possible ambiguity is between Norway, Norwegian Sea, North Sea and North Atlantic.  North Atlantic, as explained above, is NAO or Nat.  For the sake of clarity, it is standard Diplomacy thought that Norway become Nwy, Norwegiean Sea becomes Nwg and North Sea become Nth.  As these 4 provinces are very close to each other, these abbreviations are imperative to know.  A fleet in Skagarak ordered to “Nor” will be ordered to hold position by the GM (then again, an army in Sweden ordered to “Nor” will be ordered to Norway by the common sense argument).

North Africa also falls under this category and is generally abbreviated as NAf.

Orders are considered as-is documents, and the GM may not interfere, with limited exception (as explained above).  If there is a typo that leads to an incorrect order, it will be read as-is.  If a player intended to move a unit from Venice (Ven) to Rome (Rom), but accidentally wrote “Ven to Rum,” the order will be placed as-is (Venice will move to Rumania, but the move will fail because the two provinces do not border).  It is highly advised you check and recheck your orders to avoid such a situation.
The GM may, in sending a receipt of a player’s orders, point out such possible typos and errors, but is not required to.  Additionally, if the GM sent out such an e-mail but did not receive any correction before the deadline, he may not make the change(s) on his own.

It is not required to specify if the unit moving is an army or a fleet.

It is not required to specify the coast a fleet is moving to.  If a coast is not designated, the GM will flip a coin to decide which one is utilized.  A player specifying the coast will avoid this.

If a player does not receive a receipt from the GM within 36 hours, it is recommended he or she resubmits orders.  Failure to do so may result in an NMR.

GM Discretion

The GM holds the final say on any in-game dispute (provided it does not conflict with the rules of the game).  He has the ultimate authority and his calls may not be disregarded.  They may, however, be called into question for a review.  The GM will be happy to clarify any misunderstandings and will be more than willing to alter a call made if the players can show it was made in err or in conflict with the game rules.  The GM, however, will not change his ruling based on subjective interests and whining.
