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1.0 DIPLOMATIC INFLUENCE      

   
1.1 OVERVIEW: 

The Diplomatic Influence Chart represents where nations lie on a continuum ranging from neutral 
to ally with a Major Power. Use this opportunity to improve the size and strength of your alliance 
by peacefully influencing nations to join the Axis, the Allies, or the Comintern. These rules are 
fully compatible with Global War 1936 Rules V1.3, Section 4.

1.2 DIPLOMATIC INFLUENCE TABLE: 

The Diplomatic Influence Table has four positions:

N (Neutral) = Nations on this level are completely neutral.  Some nations have a circle around 
the N which indicates their propensity for strict neutrality.  Neutral nations require a roll of “1-2” 
to advance to Position 1.

Position 1 and 2 = Nations at this level are closer to joining another nation’s side. Nations at this 
level require a roll of “1-3” to advance further. Any Minor Power attacked at this position will 
automatically align with the Major Power reflected.

Position 3 = Neutral nations will fully Align with the first nation whose roundel reaches this po-
sition.  In the event that Major Power is not at war with another Major Power it comes under their 
Control until such a time that it may Align (see GW1936 Section 4). Nations at position 3 are no 
longer able to be influenced and are guaranteed support if attacked. Control or Alignment is effec-
tive immediately, including the movement of newly placed units based on the Neutrals setup chart.
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2.0 EXERTING INFLUENCE  

      
2.1 STARTING INFLUENCE: 

All nations start at Neutral with their influence 
however some begin at higher pro-alliance levels.  
Those starting positions are noted on the Diplomat-
ic Influence Chart. Nations annotated at Position 
3 start under the control or alignment of the major 
nation indicated by the roundel.

2.2 ELIGIBILITY TO INFLUENCE: 

Only Major Powers are eligible to exert influence.  
In order to purchase influence the Major Power 
must be in possession of its capital. Nations not 
listed on the chart cannot be influenced.

2.3 PURCHASING INFLUENCE:  

A Major Power may attempt to influence as 
many nations as it wishes each turn but may 
only make one attempt per nation.  During 
the major power nation’s Production Phase 
influence is attempted by spending up 1 IPP 
and rolling a D12 per diplomatic engagement with 
a minor nation.  If the player’s roll is successful, the 
player moves his roundel one position and moves 
one roundel from any other Major Power from  
another Alliance down one. 

2.4 MINOR NATIONS CONTROL: 

When Major Powers are not at war, Minor 
Powers under their control do not collect 
income. Instead they make a recruitment 
dice roll during their Place Units & Collect 
Income phase.  Roll one (D12). If the result 
is equal to or less than the number of the 
land zones they Possess they receive one infantry or 
two militia to place in a zone they Possess.
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3.0 SPECIAL ALIGNMENT  
CONDITIONS        

OVERVIEW:  

The following are exceptions to the GW 4.7 Special Alignment Conditions.

Allied Nations

3.1 PAN AMERICAN NATIONS: 

The United Sates gets a +2 modifier to its influence 
roll requirement with all Pan American Nations (Cuba, 
Latin America, Brazil, Mexico, Peru, Ecuador, Bolivia, 
Paraguay, Uruguay Columbia, and Venezuela). They 
automatically advance to position 2 once America is at 
war with a major power.

Axis Influence

3.2 BULGARIA, HUNGARY AND ROMANIA: 

Germany gains a +4 to its influence roll requirement with 
each of these nations as soon as Paris is Axis possessed. 

3.3 NATIONALIST SPAIN: 

Spain cannot be influenced until the Spanish Civil War is over.

If the Nationalists won Germany and Italy both gain a +2 in- fluence roll 
requirement.  Nationalist Spain is considered to have won the Spanish Civil War in all scenarios 
starting 1939 and later.  Germany and Italy gain an additional +2 to their roll requirement for Pos-
session for any of the following: London, Gibraltar, and the Suez land zone.

3.4 TURKEY: 

Germany gains a +4 to its influence roll requirement for Possession of Transcaucasia.

3.5 IRAQ: 

Germany and Italy gain a +4 to their influence roll requirement if either nation has land 
units adjacent to Iraq.

3.6 SWEDEN: 

Germany gains +4 to their influence roll requirement for Sweden if the USSR declares 
war on a neutral Norway or Denmark or captures Helsinki.

3.7 SIAM: 

Aligns automatically with Japan in July 1939.

Comintern Influence

3.8  REPUBLICAN SPAIN: 

Spain cannot be influenced until the Spanish Civil War is over. If the Republicans won 
the Soviet Union gains a +4 influence roll requirement.


