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Colonial Diplomacy

“… [There existed] a shared political ideology across Eurasia that 
ensured nearly constant warfare. […] Every empire had a distinc-
tive term for its own ruler and never referred to any foreign ruler by 
that term [since] each nation believed its own emperor to be the sole 
rightful ruler of ‘all under Heaven,’ and everyone else should be his 
subjects, whether submitted and dutiful ones or not-yet-subjugated, 
rebellious ‘slaves.’ The punishment for rebelling or refusing to submit 
was war…”

Christopher I. Beckwith — Empires Of The Silk Road: A History 
of Central Eurasia from the Bronze Age to the Present
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These bridges represent territories that are visually separated by waterways but are adjactent when 
considering legal movement and supper orders for armies and fleets.

Note that CEBU is considered as DEN would be in the classical Diplomacy map. Fleets do not consider  
CEBU to have distinct coasts, while an army can freely move to and from this territory via MNA and DAV.
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Britain
A DEL	 A MAD
F BOM	 F HK
F ADAN	 F SIN

China
A PEK	 A SHA
A CAN	 A MAC
A SIK

France
A TON
F ANN
A COC

Holland
A BOR
F JAVA
F SUM

Japan
F TOK	 F OTA 
F KYU	 A KYO

Russia
A MOS	 A OMSK
A VLA	 F ODE
F P.ART

Turkey
A ANG	 F BAG
F CON
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Hold
A PUN H

Movement (Army)
A MAC—VLA

Movement (Fleet)
F SUN.S—SAR

Support (Movement)
F ARA.S S A RAJ—KAR

Support (Hold / Convoy / Support)
F EGY S F MED

Support (Foreign Unit Movement)
F EGY S F TURK. MED—RS

Support (Foreign Unit Hold / Convoy / Support)
A CAN S A FRA TON

Convoy
A SHA—KYU
F YS C A SHA—KYU

Convoy (Multiple Fleets)
A SIN—RAN
F JS C A SIN—RAN
F AS C A SIN—RAN

Retreat (after Fall turn)
A BEN—NEP

Build (after Fall turn)
A OMSK
F SUM

Sample Orders
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Rules

* Players familiar with Diplomacy can read only 
sections 2 and 9 in order to understand the  
additional rules needed for the Colonial variant.  
 
In addition, note that rather than Spring and 
Fall seasons comprising each turn, Colonial 
Diplomacy treats each turn as two years.  
Under this timeline, adjustments are conducted 
every four game years (thus maintaining every 
second turn as an adjustment phase).
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Game schedule 

Each game lasts about two months from first to last turn. Players 
are assigned the country they will represent one week before the 
first turn, and can begin negotiations at that point. After the two 
month limit is reached, the player with the most units wins.

Turn schedule 

Orders are submitted twice per week, and due for all players at 
12:00 midnight (PT) on Wednesday and Sunday. Players must submit 
orders to the Game Master on Slack before that time for them to  
be accepted. Orders will then be adjudicated at 12:30 PM (PT) the 
following day (Mondays and Thursdays).

If any units are successfully dislodged, retreat orders must be sub-
mitted within two hours of move order adjudication. Any unit that 
has been forced to retreat and is not issued a retreat order in this 
timespan will be disbanded.

After Fall turns, an additional two hours are granted after retreat  
orders have been submitted for each player to submit unit adjust-
ment orders (building or disbanding).

Diplomatic communication 

Players will provide and be provided the contact information  
by which the game will be played — though communication between  
players should and can be conducted by any means agreeable  
between allies.

Submitting Conditional Retreats and Adjustments 

Players may choose to submit their retreats and adjustments with 
their Fall orders. As both retreats and adjustments depend on what 
the result is of all players orders, conditions may need to be attached 
to cover several possible scenarios. For example, a player might 
submit “If MUN is dislodged, retreats (in order of preference): BER, 
KIE” — in this case, if MUN is dislodged, it will retreat to BER if that 
territory is a legal retreat, and failing that will retreat to KIE. Simi-
larly, a player may submit “If two Supply Centers are gained, build A 
LON and F EDI; if only one is gained, build F LON”. If a player sub-
mits conditional retreats and/or adjustments and the adjudication 
of orders results in a scenario not accounted for, that player will still 
need to submit valid orders within the time window allotted.

Required player involvement 

You do not need to be “present” at the moment that orders are ex-
ecuted. The online board and scoreboard will be updated with the 
new positions. However, some turns may result in units needing to 
retreat or units being added or removed from the board; if you an-
ticipate needing to issue a retreat order or adjust your units, please 
make yourself available after the turn is executed to send in those 
additional instructions. The Game Master will contact you by your 
primary contact method in either case.
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Ending the game in a draw 

It is possible that the game can end in a draw, but this must be 
agreed upon by all remaining players in consensus. To end the game 
in a draw, each player must include DRAW along with their normal-
ly issued orders. If all players include DRAW, the game is over and 
declared a draw split between remaining powers. If any player does 
not include DRAW with their orders, the vote for ending the game 
fails and gameplay proceeds. Any votes for a draw will be reported 
to all players when orders are executed. Powers that have resigned 
from the game or that are in Civil Disorder for any reason are not 
considered when determining a draw vote. These powers do not 
share in a successful draw even if Supply Centers are still controlled 
by that power at the end of the game.

Ending the game in surrender 

Players may opt to issue a formal surrender, by writing SURREN-
DER when submitting orders secretly. A player that surrenders can-
not submit further orders in the game, and is considered under civil 
disorder. If all players but one issue SURRENDER orders, the last 
remaining player is considered the winner by solo victory. If for some 
reason all players issue SURRENDER orders, the game ends in a tie

Ending the game in surrender to an alliance 

If powers wish to surrender to an alliance — such that the allied 
players agree to a joint victory (a draw) — it is possible to do so by 
submitting a combination of SURRENDER and DRAW orders on the 
same turn. For instance, if Italy and Austria-Hungary wish to cede 
the game to a Russo-German alliance in Fall 1910, the former two 

could submit SURRENDER orders, while the later two submit DRAW 
orders. In this case, the draw would be legal, and the Russian and 
German players would be victorious. In the previous scenario, if 
only one of the two SURRENDER orders are issued, that player is 
still considered to have surrendered, and is out of the game. If only 
one DRAW order is issued, the draw vote fails. In both scenarios, the 
game continues without the surrendering players.

Prematurely leaving the game 

The success of the game depends on active participation and convic-
tion for the duration of the game. That being said, you may need to 
exit before the game is complete. If that is the case, please make this 
known to the Game Master, and make whatever attempts possible to  
secure a replacement player for your Power. Bowing out with a  
suitable replacement is far more preferable than failing to issue 
move orders — if you fail to issue orders at any point, it will be as-
sumed that you have abandoned the game and you will be replaced.

The Judge Judy Rule 

In-game negotiations may be coercive, but anything that might land 
you in Judge Judy’s courtroom is forbidden. Please do not damage, 
threaten to damage, or otherwise deprive another player of their 
property. Physical violence, or the threat thereof, is also forbidden. 
Disputes should be elevated to the Game Master. Violators of the 
Judge Judy Rule will be penalized accordingly, and may be repri-
manded, expelled from the game, or otherwise.
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This errata is specific to the Colonial variant, and corresponds to 

changes suggesting in the “Moulmein Convention” errata issued by 

Avalon Hill to fix issues with the game after Colonial Diplomacy was 

initially published.

Game Length 

The game is played until one power controls 24 colonies (or all but 
one power has surrendered; or a draw is reached; as per the above 
errata). This is the “Standard Game” length listed in rule 4.2. 

Optional Rules  

All three optional rules outlined in Section 9 of the rules are used.

Sakhalin land bridge 

In the original edition of Colonial Diplomacy, the territory of  
Sakhalin is completely surrounded by the Okhotsk Sea, and would 
therefore be impossible to dislodge — while at the same time supply 
a unit garrisoned there. To solve this, a land bridge is added be-
tween Vladivostok (VLA) and Sakhalin (SAK). Note that some varia-
tions add a land bridge from Otaru (OTA) to Sakhalin — this is not 
the case for this game: only A VLA–SAK is legal.

Chinese Hong Kong 

Rule 9.11 — which dictactes that China may not enter Hong Kong 
until the first adjudication phase — is struck from the rulebook. 
Chinese units may legally enter Hong Kong (HK) within the first two 
turns; though the colony there still does not count towards China’s 
count of supply centers, as stipulated in rule 9.1.
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