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Overview
This set features new chemical and biological ordnance for use with Global War.
It is a testament to the horrific effects of these weapons that they were considered
too brutal for use in the Second World War. However, these weapons were at
times used clandestinely by the Axis. The Japanese used them against China and
the Italians used gas against the Abyssinians.

On the eve of World War II the production capacity of many nations far outstripped
their World War I capabilities. Germany, which could produce about 40,000 tons
of gas per year in World War I, had the capacity to create 184,000 tons by 1939.
Germany had also excelled in the development of new gases such as Tabun and
Sarin gas with near 10 time the toxic potential of Mustard Gas (which itself was
responsible for a quarter of all US casualties in WW I).

In this set we will explore the use of weapons in select theaters as well as the grim
possibility of their full-scale use. I can’t begin to describe the abject horror and
brutality of these weapons and the experiments used to test them as I uncovered
while researching this set.

Chemical Weapons Processing at Okunoshima Island

Set Contents
Ordnance III
GENERIC
 Chemical Weapon Marker (x8)
 Biological Weapon Marker (x8)
JAPANESE WEAPONS
 Sarin Nerve Gas Marker (x2)
 Uji Bubonic Flea Bomb Marker (x2)

ORDC 1.0 CHEMICAL AND BIOLOGICAL ordnance

1.1 Production: Chemical and Biological Ordnance is produced at a factory location. Ordnance
does not count against a factory’s per turn production limit. You may lend-lease up to five chemical
ordnance to a nation per turn (but you may not lend-lease biological ordnance). Five ordnance
counts as a military unit for lend-lease limits.

1.2 Movement: Ordnance moves from the factory where it is produced to friendly zones via a
supply path during non-combat movement. No transport is required. A unit that is Armed (per
ORDC 1.3) transports ordnance with it as it moves. Ordnance does not count against a country’s
per-turn strategic rail limits.
Supply Path – Global War -2nd Edition Rule [Adapted for this Expansion]
Supply Path: A supply path is a path across the map that runs to or from a Major Factory in its Home
Country. The Path may travel over land and or sea any distance.

By Land: When a supply path travels over of land zones, it must travel along an undamaged
railroad. Other players may give you permission to move through zones they Possess using
their railroads.

By Sea: You may trace a supply path across any number of sea zones. The path must enter
and leave land zones where there is a Naval Base. A supply path cannot go through straits/
canals that are closed to you.

1.3 Arming: Once ordnance occupies the
same zone as a unit capable of using it that
unit may be “Armed” (the marker is put
beneath the unit and stays there until used.)
A unit may be Armed at any time, even during
another player’s turn but must be Armed prior
to rolling any combat dice. A unit may also be
Armed if it is in range of a Munitions Storage
Location (ORDC 1.4). A unit may have only
one ordnance marker beneath it at any time.
A unit may voluntarily disarm itself by returning the
ordnance to a Munitions Storage Location within 2
zones during non-combat movement at the end of
the player’s turn.

1.4 Munitions Storage: Undamaged Naval
Bases and Air Bases can act as Munitions Storage
Locations for ordnance. They can arm any eligible
unit within 2 zones from their stores at any time.
A submarine base can act as a munitions
storage location for ordnance that can be launched
from a submarine.

1.6 Expenditure: Once ordnance is used in
combat it is “expended” and removed from the
board. An Armed unit does not have to expend
ordnance if it does not want to but does not receive
any benefit from the ordnance.

1.7 Stockpiles: Many nations begin with
chemical/biological weapons stockpile as per
ORDC 5.0. These weapons are placed on
board at the start of the game.

1.8 Capture: Chemical and Biological
Weapons in a zone that is captured by an
enemy player may be captured. Roll a D12
for each weapon. On a 1-4 the weapon is
retained by the capturing player. On a 5-12
the weapon is removed from the game.

ORDC 2.0 CHEMICAL WEAPONS
2.0 Overview: Even after the horrors of the First World War, all
major powers had stockpiles of chemical weapons, ready for use.
The Geneva Convention of 1925 strictly outlawed use of chemical
weapons yet still some nations used them discretely to further their
imperial desires.

2.1 Use Restrictions: The Allies may not use chemical / bioloical
weapons until they have been used against an Allied Major Power
(remembering the Nationalist China is not a Major Power). After Germany, Japan or Italy (or
Comintern) has used these weapons against an Allied Major Power, they may be used against
them but not against the other Axis/Comintern powers that have not used such weapons. The
Axis and Soviet Union may use chemical and biological weapons freely.

2.2 First Use: Any Nation that initiates the use of chemical weapons loses one Victory
Objective regardless of whether that use is against a Major or Minor Power.

2.3 War’s End: If the United Kingdom, Germany, the United States, Japan and the Soviet
Union have all used or been attacked by chemical weapons add +1 to the variable end of war
dice roll.

2.4 Clandestine Use: The Axis powers may attempt to use chemical weapons covertly
against Minor Powers. Each time such a weapon is used, the Axis and Allied players roll
opposing D12. If the Allied player wins by 8 or more, the provisions of ORDC 2.2 take effect.
Otherwise they do not.

Poison Gas (Chemical Weapons)
2.5 Poison Gas: The Poison Gas marker represents a variety of quick-acting anti-personnel
agents including nerve agents, blister gas, incapacitating agents and others.

Unit

Development

Cost

Launch Platform

Use

1

Any Artillery unit
or air unit with
an attack factor
or strategic
rocket.

One poison gas may be
expended per round per land
battle by each side. Poison gas
causes all land casualties in that
battle to double for the opposing
player.

Poison Gas

None

Biological Weapons
Biological Weapons: Biological weapons are designed to spread disease that continue to
kill and spread after the initial use of the weapon.

Unit

Development

Cost

Launch Platform

1

Any Artillery unit
or air unit with
an attack factor
or strategic
rocket.

Biological
Weapons

None

Use
One biological weapon may be
expended per turn per land
battle by each side.
Biological weapons make a
single attack at “3” against all
land units in the zone.

ORDC 3.0 Japanese SPECIAL weapons
3.0 Overview: The Japanese operated a large chemical warfare laboratory near the city of
Harbin in NE China. The infamous “Unit 731” occupied a six square km complex with over 150
buildings. The complex was home to 300-500 scientists and doctors. The facility was used to
produce chemical weapons, plague infested fleas and other biological agents. Japanese
experimented here on the Chinese Civilian population with unspeakable cruelty that rivaled that
of the Nazi concentration camps. Japanese forces used poison gas over 2,000 times killing
untold numbers of Chinese civilians. Modern estimates are that 3,000 civilians died in
experiments and upward of 580,000 were killed by biological agents.

3.2 Uji Bubonic Flea Bomb: In 1940 Japan used the “Uji” bomb against Chinese civilians.
The bomb was dropped by an aircraft but burst open before hitting the ground, raining down
thousands of infected fleas. The bombs reportedly caused massive outbreaks of disease, killing
as many as 50,000 civilians. For years to follow many hospitals, houses and infected buildings
were burned and left fallow. Later in the war an I-400 class submarine was found to have
infected flea and rat bombs on board for use against the United States.

Unit

Development

Cost

Uji Bubonic
Flea bomb

None

2

Launch Platform

Any Air, Fu-go
Balloon Bomb

Use
The Bubonic Flea Bomb attacks
all units in the zone at “1” for 2
turns.

ORD 4.0 German SPECIAL weapons

4.0 Sarin: Sarin gas was discovered in 1938 and by mid 1939 was weaponized for use as a
chemical agent. In comparison to other chemical weapons Sarin gas was highly toxic. The gas
was 81 times more lethal than Hydrogen Cyanide and 543 times more lethal than chlorine gas.

4.1 Availability: Germany may begin making Sarin gas in January 1939.
4.1 Allied Development: The Allies may develop Sarin Gas by making a single
technological development roll at 9+ using the technology development process. They may only
attempt this after Sarin gas has been used by the Axis.

Unit

Development

Cost

Launch Platform

Use

1

Any Artillery unit
or air unit with
an attack factor
or strategic
rocket.

Sarin gas is a chemical
weapon and is expended as
per ORDC 2.5. Sarin gas
causes double casualties and
adds +2 to the unit using it’s
Attack or Defense roll.

Sarin Nerve Gas

None

ORDC 5.0 set up changes
NATION

LOCATION

CHEMICAL / BIOLOGICAL WEAPONS

Germany

Berlin

19 Chemical

Japan

Tokyo

6 Chemical
3 Biological

----Jehol

4 Chemical
2 Uli Flea Bomb

Italy

Rome

3 Chemical

Eretria (1936)

2 Chemical

USSR

Moscow

5 Chemical

USA

Washington DC 4 Chemical

Great Britain London

4 Chemical

France

4 Chemical

Paris

ORDC 6.0 EXPANSION COMPATABILITY
6.1 Seaplanes: Many of our expansions contain seaplanes and seaplane bases. A seaplane
base acts as a munitions storage location for any ordnance that could be armed to a seaplane.

If you have and corrections to this document or ideas to make it a better set please email us at
info@historicalboardgaming.com and go to www.globalwargame.com
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Global War 1936-1945 - The Ultimate
War Game
Welcome to the Global War game family. Global War is
a strategic level war game - one of the most heavily
supported and expanded games on the market. Visit
our website to see our full line of games, expansions,
markers, units and other accessories.
You can find Global War 1936-1945 here.
You can view our Global War expansion sets here.

You can view more Global War expansion sets here.
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