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1. GM Philosophy
I enjoy playing in and GMing games that maintain a comfortable-but-strict schedule. While my house rules do have some provisions for handling specific exceptions, you can count on your game having timely adjudications and the game progressing consistently on schedule. Compared to the average GM you should expect me to be more strict, and by choosing to play in my game you are accepting the “good of the group over the good of the individual” implications of that belief.
2. Setting Up

A. Power Selection
All of my games utilize Blind Auction Bidding, allowing each player a high degree of determinism over which power you get to play. Please visit http://dipwiki.com/index.php?title=Blind_Auction_Bidding to learn more.

B. Player Introduction
Prior to the start of the game each player is required to send an email to all players in the game as well as the GM introducing themselves and declaring which other players in the game they have played Diplomacy with before.

3. Playing the Game
A. Weekly Schedule
We will play through ½ year each week.

Tuesday, 5 PM ET (GMT+5) – Spring or Fall orders due

Thursday, 5 PM ET (GMT+5) – Summer Retreats or Winter Retreats & Adjustments due

Friday, 5 PM ET (GMT +5) – Preliminary Spring or Fall orders due
i. Spring or Fall Orders
Spring and Fall are the primary seasons in Diplomacy, where orders must be submitted for each of your units! If we are playing a variant with DP’s (Diplomacy Points) you may also submit influence based on the number of territories you control. See the specific Variant Rules of your game for more information.

ii. Summer Retreats or Winter Retreats & Adjustments
Summer and Winter are the seasons where the impact of the tumultuous Spring and Fall are felt around the board. In the Summer any necessary retreat or disbands are made. In the Winter you not only have retreats and disbands, you also add or remove units based on the number of Supply Centers (SC) you gain or lose. Your orders for adding or removing units in the Winter may be conditional on the retreats of other players.
iii. Preliminary Spring or Fall Orders
Players are expected to submit Preliminary orders in advance of the Spring or Fall deadline the following week. This will enable the GM to adjudicate the season without NMR’s in the event the player otherwise fails to submit orders.

B. Press
i. Direct communication with other players

Players are expected to communicate with other players as befits their particular strategic and tactical situation. This peer-to-peer press is largely unsupervised, with the following simple rules:

a. Players may not impersonate the GM or share any comments or responses made directly by the GM to the player with other players. It is important for the GM to remain a neutral and uninvolved arbiter. Attempts by players to use the GM as an explicit tool in their peer-to-peer press is strictly forbidden and will result in the offending player being immediately expelled from the game.

b. Players may not forge email communications, either to the GM or to other players. Doing so will result in the offending player being immediately expelled from the game.
c. Players are strongly discouraged from forwarding emails from other players but it is technically permissible. Be sure not to edit or otherwise forge those forwarded messages else you are subject to expulsion as in Section B(i)(b), just above.
ii. Press to include with the adjudication

Players are strongly encouraged to submit press to be included with adjudication. This may either be submitted as white press (you will be acknowledged as the author) or grey press (it will be printed anonymously).

C. Orders
i. Deadlines

Orders will not be accepted after the deadline. Even one minute late, the order will not be accepted. Orders MUST be sent by the prescribed deadline. The GM may allow delays to deadlines at his sole discretion, but you may expect this will only be considered in cases where there is a death in the family, serious illness in the immediate family, or a vacation of more than one week that has been notified well in advance. For the good of all players, every effort will be made to keep deadlines consistent.
ii. No Moves Received (NMRs)
If a player has not submitted orders to the GM by the deadline it shall invoke the following procedure:

a. In the first year of a game, the player making the NMR will be immediately removed from the game. That turn will not be adjudicated until a replacement player has been found and a reasonable period of diplomacy provided for. 

b. After the first year of a game, each player will be given ONE six hour grace period, enabling them to turn in their orders and not receive an NMR up to six hours after the adjudication. Please note that any other players who take advantage of the offending player’s six-hour grace period will, in the process, be giving up their own since grace period for the game! As such, players who have already used their grace period may never change their orders during another player’s use of this grace period.

c. After the first year of the game, and after a player has used up their one eight-hour grace period, the player will receive an NMR. All units will be ordered to Hold; retreats and disbands will be adjudicated per DiplomaticCorp rules; builds will be waived.

d. If a player has a second consecutive NMR (to include either major or minor seasons; thus NMRing in both the Fall and Winter counts as two consecutive), their power is placed in Civil Disorder (CD) and they are removed from the game.
iii. Email Header Format
When you submit orders the email header MUST follow this format:
 

<DC ID> <Current Season/Year> <Power Name>     Example: dc319 Sp36 Germany

iv. Order Format
Players must submit their own orders; a proxy may never submit orders for a player. When submitting orders, players are expected to either write out the full name of the territories being ordered from/into, or use the precise three-letter territory designation according to the Realpolitik module for your specific game. The GM uses Realpolitik to adjudicate orders, and reports the orders for each turn directly as they come out of Realpolitik. If you do not have Realpolitik you may downloaded here: http://realpolitik.sourceforge.net/ 

The GM will not make any assumptions or interpretations, placing the orders as they are written. The GM may in his sole discretion give each player grace for one turn that includes mis-written orders, which will always be accompanied with a warning that future errors or incorrections will be adjudicated strictly as written. It is your responsibility to double or triple check that you have inputted your orders correctly and clearly – if you want them to be properly adjudicated!

It is up to the player whether or not they designate whether the order is given to an Army (A) or Fleet (F); this does not need to be included for an order to be made. Thus valid orders on a Standard Diplomacy map might be either: F Lon – NTH or Lon – NTH. 

v. Special Order Considerations

a. If a set of orders includes more than one move for the same unit only the FIRST ordered move is adjudicated, the others are ignored.
b. If a set of orders omits one or more units, or orders one or more units in an ambiguous or illegal way, any such units will Hold.

c. Paradoxical situations. Any paradoxical situations will result in all affected orders failing.
d. When a fleet is moving FROM a province with multiple coasts the coast does not need to be specified. You may indicate, for example, StP(nc) but it is not required for adjudication.

e. When a fleet is moving TO a province with multiple coasts but movement is only possible to one of those coasts the coast does not need to be specified. You may indicate, for example, StP(nc) but it is not required for adjudication.

f. When a unit is attempting to support a fleet that is on a specific coastal space the coast of the unit being supported does not need to be specified. You may indicate, for example, A Con S Bul(sc) but it is not required for adjudication..

g. When a fleet is moving TO a province with multiple coasts and movement is possible to more than one of those coasts the coast must be specified or the unit will be ordered to hold. Thus, for example, an order of F MAO – Spa will instead be interpreted as F MAO H, whereas F MAO – Spa(sc) would be a valid order.

h. If you are building a new fleet in a province with multiple coasts you must clarify which coast you are building the fleet on or the build order will be ignored!

D. Adjudications
i. Information included in the adjudication

Each adjudication, the GM will send an email to all players and the DiplomaticCorp forum for this game including, at a minimum:

1. List of all orders received for that season

2. Publication of all player press submitted for that season

3. Maps showing the orders and final position for that season

4. Realpolitik file containing the final board position for that season

5. List of how many SCs are owned as of the last Winter adjudication

6. List of which SCs are owned as of the last Winter adjudication

7. Names and email addresses of all players in the game

8. Upcoming deadline schedule

ii. Timing and timeliness

Players can expect the GM will adjudicate the current season within eight hours of the stated Orders Deadline. In the unusual event of a delay in adjudication, the GM will alert players and provide an ETA for completion of the adjudication. 

iii. Early publication of Summer and Winter adjudications

Summer and Winter adjudications (only) WILL be published early, as soon as the GM has received a complete set of orders from all players unless a player has explicitly stated in their orders that it is preliminary and that adjudication should be held until a subsequent order set has arrived or the deadline has passed.

iv. Errors

Any errors in adjudications must be brought to the attention of the GM before the next deadline or the error will stand!

4. Game End and Wrap Up

A. Winning
Player can win or share in a draw with other players in a few ways:

i. Board Solo

The game ends when one player has satisfied the requirements set forth in the Variant Rules of the game being played.

ii. Concession

This is a vote of all players still remaining in the game conceding a solo victory to any one player still remaining in the game, despite their not having completed the variant requirements to earn it. All other remaining players will be considered Survivors.

iii. Draw

This is a vote of all players still remaining in the game voting affirmatively for a “Draw” between the same 2 or more players remaining in the game. All other remaining players will be considered Survivors.

iv. DIAS

This is a vote of all players still remaining in the game for a DIAS: Draw Including All Survivors. In this case every player with at least one SC remaining is sharing in the victory.

B. Concession, Draw or DIAS Proposals
I. Proposal Process

Proposals may be made by any player remaining in the game. Proposals may be made publicly – in an email to the GM and one or more other players – or privately – only to the GM. The GM will never publicly reveal information about who made a Proposal. 
ii. Proposal Timing

Proposals may be made at any time between Spring and Fall adjudications and can only be made for the next upcoming Spring or Fall adjudication. Thus, a Draw proposal made on a Wednesday after the Fall 1905 adjudication will be determined as part of, and supercede the results from, Spring 1906.

iii. Voting Process

Your votes must be included within the same email as your most recent Orders for the upcoming season. You will only be credited with a “Yes” vote if you so vote within the same email as your Orders. Anything else, such as a “No” vote or a “Yes” vote sent in a different email other than your most recent Orders for the upcoming season will be interpreted as a “No” vote. Only votes placed by players who still have one or more SC’s are valid or will be accepted; eliminated players have no voice in the process. The GM will never reveal who voted “Yes” or “No”, or in the event of a vote that does not pass, how many people voted “Yes” or “No”.

iv. GM Resolution

The GM may elect to resolve the game in some cases:

a. If multiple proposals pass at the same time the GM will determine which Proposal represents the official end game position by the following criteria

· Whichever proposal has the least players included

· If there are two or more proposals with the fewest number of participants, the proposal for which the participants have the most total SC will be selected

· Finally, a hidden straw vote of all remaining players in the game will determine which proposal wins

· If the straw vote is tied all proposals from that season are declared null-and-void and the game continued

b. 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 game years). The GM will notify all remaining players after 2 consecutive turns (1 game year) has passed of his intent to declare a DIAS unless the situation changes. At this time one or more players can demonstrably show the ability, will and intent to advance the game situation, and the GM may thus allow the game to continue if there appears a reasonable possibility of the intractable situation changing, or there is a meaningful change such as the capture of a supply center or dislodging of a unit.

C. Wrapping up the game
By playing in one of my games you are implicitly agreeing to submit an End of Game report to the game’s forum on the DiplomaticCorp website. Your thoughtfulness in that process is greatly appreciated!

5. The Final Rule 

The GM has the final say and decision on all matters relating to the game, whether they are covered in the rules or not. Any questions or disputes should be raised to the GM of the game first and then only if the player is still unhappy, the GM or player can ask the DC moderators for their opinion on the matter.
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