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-4
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Axis

-3
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fly over
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Fully committed to Allies+5

Diplomacy RollsNation

2United States

1United Kingdom

1Soviet Union

1Japan

0Italy

2Germany

Rules for discussion

1.  If neutral territory and units go to Team “B” if attacked by 
“A", does  “B” replace the units with his own and 
conducts the battle?

2. If Germany hits on both dice – does it get 2 moves?  
I don’t think it should as this could move neutrals to 
one side very quickly

3. Several posts re: can player with 2 rolls target 2 
different neutrals.  What is final answer?

Conduct Diplomacy 
Rolls?

Before Roll: Select one 
(1) neutral at/above -2 
(allies) or at/below +2 

(Axis) per turn

Roll number of dice 
allocated by chart

Dice roll hit of (1) moves 
neutral (1) number only 
towards player’s side

Multiple dice hits do 
not move number 

more than (1) per turn

Diplomacy rolls are 
individual player 

(country) not team 
(Axis/Allies) dependant

Select ONLY neutrals 
geographically/politically 

allocated to player (country) 
Sphere of Influence

Control of each territory 
not originally controlled & 

adjacent to neutral 
increase hit value by +1 

Sphere of Influence includes 
any neutral where the player 
has an adjacent controlled 

country

Europe/AfricaGermany

North/South AmericaUnited States

Adjacent to coloniesUnited Kingdom

AdjacentSoviet Union

AsiaJapan

Europe/AfricaItaly

Sphere of InfluenceNation

Proceed to next turn 
sequence

1

YES

Dice roll of (1) or 
adjusted hit 

number?

NO

NO

Move nation marker 
on Neutrals Player 

Aide Card
2

YES
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