Diplomacy – The Penguin’s House Rules.

These house rules are in 2 sections. The first section are general rules that apply to all of my games. The second is specific rules for specific variants. Where there is a clash, the specific variant rules will overrule the general rules.

SECTION 1. STANDARD RULES

ADJUDICATIONS

1. I use Realpolitik for my adjudications. 

2. I accept all reasonable abbreviations as long as I can work out the orders. However if it is unclear and unable to be clarified by the deadline, the order will be declared void and the unit will hold. If you are planning to deliberately mis-order please inform me when you submit your moves.
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.

4. The DC number for the game should be included in the subject line of any correspondence to me (I receive over 80 diplomacy related emails a day). When issuing orders, I strongly advise you include the country name, year and VERSION number of the order.
5. Feel free to change your orders as many times as you want but I strongly recommend that you label them Version 1, Version 2 etc as I will adjudicate with the last set received in my mailbox if they are not labelled(which is not necessary the last one sent due to hotmail). 

6. Early Adjudication: 
(a) If I receive all of the SPRING/FALL/WINTER orders and they are all marked final – I will notify all players and then adjudicate 24 hours later.  
(b) As soon I receive all the moves for Retreats, I will adjudicate them as soon as possible. 
(c)Unless clearly marked preliminary, all builds and disbands submitted will be assumed to be final.
7. GM Automatic Retreats and Disbands: 
If any retreating unit(s) have only one option of retreat (and no other units to the same space), I may choose to declare the unit(s) retreated at the time of the spring or fall adjudication. The retreat will stand unless I am notified the player wishes to disband the unit by the retreat deadline (normally 24-48 hours). If any unit has more than one option, the player will need to submit a retreat order for that unit.
Any player who would be eliminated in the winter, does not need to submit final disband orders for their final units.

8. I will email a map out with each major adjudication.
9. My decision on any adjudication or game matter is final. 
10. I reserve the right to change my house rules as necessary. I will inform all players of changes to the house rules which will then take effect from the next deadline. 
11. Any errors in adjudications must be brought to my attention before the next major deadline (Spring, Fall, Winter) else that error will stand.

12.  I publish the realpolitik orders with my adjudication. Therefore entertaining orders will unfortunately not be published. EG

Fleet London spits at the French will be shown as Fleet London Holds.

CONFIRMATION

13. Reminders. 

I will, when possible, send a remainder email to all players before a deadline. If this remainder email is sent within 30 hours of the deadline, I will name the countries/players that I have not yet received any moves for. However player should not rely on these reminders to submit moves. It is the player’s obligation to submit moves, not the GM’s obligation to remind them.

14. I confirm all orders sent to me up within 24 hours. If you send your orders and I do not confirm then 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 me to receive your orders will result in your suffering an NMR. 
Emails can also be sent to my backup account at stevelytton@gmail.com 
FAILURE TO SUBMIT MOVES/NMRS
15. Failure to submit moves for 1901 will mean that the game will be put on hold and an immediate replacement sought. Any season after 1901 – 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 it is unlikely a replacement will be sought.
16. 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).

17. Failure to submit a retreat will result in the unit being disbanded.

18. 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 

Units not in a supply center before units in a supply center

Units further from home centers before units closer to home centers 

Fleets before armies if equidistant per the above 

Alphabetical
REPLACEMENTS AND COUNTRIES IN Civil Disorder

19. In the year 1901, I will NOT adjudicate without a full set of orders and I will attempt to seek a replacement player. In other years the country will be placed 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 Australian Eastern Standard Time because I am in Melbourne, Australia and I will set the deadline how it suits me to adjudicate. This is GMT+10 hours. The deadline is likely to be 5pm and I plan to adjudicate from anytime from 5pm to 10pm my time. Moves can be sent to me and will be accepted until I start the adjudication process.  
My preferred days of adjudication are Monday and Wednesday. Please note these as a Monday deadline (GMT+10) may fall on a Sunday night for some players..
PRESS
20. Any PRESS at all can be sent to the appropriate game forum. I will not be publishing press with adjudications. Feel free to send press to the club room. The email address is DcXXX@diplomaticcorp.com (where xxx is the dc game number) 
21.  DRAW. Draws are subject to the DC GM Policies and Guidelines. 

There are only 3 suitable draw proposals that are accepted.

· DIAS.- This is a Draw Including All Survivors. It means any player with a SC remaining in their control shares in the draw. 

· DRAW – This would be a shared draw for any named countries (eg DRAW England-Germany). Any country not named does not include in the draw. 

· CONCESSION – This is a concession that ONE named country will win the game. If this proposal passes the named country/player will be credited with a solo.

At no time, can an eliminated player be part of a draw, or have a vote in the draw. Only active players can vote in any draw proposal.
However a proposed draw will be tabled with the next major adjudication with a deadline of the  Spring/ Fall 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 clearly stated in the intial proposal. Any proposals will fail if they receive at least one NO vote.
All successful end game proposals will take EFFECT at the beginning of a spring or fall season (no moves will be processed for that season, but the season will still count as being played)

For DCI games only the following end game proposal will be valid. 

In a DCI game, a player may propose a DIAS or DRAW proposal that

a) For the purpose of the DC statistics, all players who are mentioned in a successful draw proposal will receive an equal ranking of a DRAW for their game.

b) However for the purpose of a DCI game, an amendment can be made where the DCI points are allocated based on SC count and not on an equal member of the draw basis.

EG France (12 Sc), England (10Sc) and Germany (4SC) all agree to a 3 way draw.

For the purpose of DC - France, England and Germany are all credited with a draw AND For the purpose of the DCI scoring France will receive 7 points, England 6 points and Germany (assumign he was third) 5 points.

SECTION TWO – RULES FOR SPECIAL VARIANTS.

NUCLEAR DIPLOMACY

Nuke Rules. – See Separate Nuclear Diplomacy Rules.

No dpv file will be sent out for Nuclear Diplomacy.

No map will be issued for retreats

CRYSTAL BALL DIPLOMACY

http://devel.diplom.org/DipPouch/Online/variants/crystalball.html
No dpv file will be sent out for Crystal Ball Diplomacy.

DOUBLE DIPLOMACY
http://variantbank.org/results/rules/d/double_diplomacy.htm
1) NMR by a player, means that the other player's orders are used.

2) SOLO win - bring your two countries to a combined SC count of 20.

3) Countries will be assigned randomly.

4) Once every 2 years, every player may OVERRIDE one order by their 
joint leader and have their own order followed.

5) A reasonable attempt will be made to seek a replacement player in this game.
6) If a player submits a VOID and IMPOSSIBLE rule (such as Army  London – Moscow) then the other player’s orders will overrule it.
7) A Solo win outranks a joint win. Therefore if one player brings their 2 countries to a combined SC of 20 they will beat 2 players who bring one country to  a SC of 14 (if done in the same winter).
 
If 2 or more players both achieve 20 plus SC then the one with the highest SC count will be declared the winner.
 
If 2 or more players draw on their SC count of 20 or over then an immediate JOINT WIN (not a JOINT SOLO) will be offered to those players. They can vote YES to accept the joint win or NO to force the game into a TIEBREAK situation. Only players with 20 or more SC can vote in this vote.
 
If the game continues in a TIEBREAK situation it will be played until ONE of those players has a larger number of SC (and over 20 at the end of winter, ie a clear leader). This section of the game shall be called TIE-BREAK. NO DIAS proposals will be accepted once the TIEBREAK game starts and no other player (apart from those named in the tiebreak) can win the game.
GUNBOAT

NO press can be sent to the DC forum. 

NO attempt can be made to contact any other players.  
Attempting to discuss the game with another player, would result in dismissal from my game and would be reported to the Moderators of Dc.
In all gunboat game, no ghost orders will be accepted. Eg

Fleet London supports Germany a munich  - paris will be interpreted as Fleet London holds as fleet London does not border munich and/or paris.

