Disposable Heroes Playsheet
1. Roll for initiative - Roll I D I 0 + highest Guts score on list - number of pinned/destroyed units. 

2. Turn Sequence - Initiative winner activates first unit which could be a vehicles or half squad/section. 

Activated unit moves, shoots and fights. The other side now activates a unit., Continue until all units have activated. Put a yellow marker beside each unit when it has been activated. If a unit is pinned roll an unmodified GUTS check for each level of pinning. Remove a counter for each success. Stop rolling if you fail. Activate unit normally

3. Movement - Infantry move at one of three speeds. This affects their ROF and range when shooting.

	Movement
	Distance
	ROF
	Range

	Sneak
	3”
	Full
	Half

	Manoeuvre
	6”
	Half
	Half

	Run
	9”
	None
	None


Note the ROF or range is never modified for SMG, pistols and assault rifles. They always use full range and ROF. Semi-auto weapons (MI Garands) use full ROF while manoeuvring. All Models must remain within command distance (GUTS score in inches) of each other. To get into cover or a building only one model needs to get in. Just move all others into the same cover.

4. Movement -  Vehicles move at either slow, medium or fast speed, as given in their data sheets. This affects shooting as follows;

	Stationary
	Fire all weapons. Must have 1 crewman per weapon

	Slow
	Fire main gun or machine gun

	Medium
	Fire machine guns only, with a -1 “to hit” modifier

	Fast
	Fire one machine gun only, with a -1 “to hit” modifier.


Move at half rate if moving over woods, brush, hedges.    Move at quarter rate if moving over marshes or shallow streams

5. Shooting – Infantry  You can fire with a unit either before or after movement, but you must apply the modifiers mentioned above even if you plan to move.  Only half of the units in the squad may fire (rounding up). Measure the range to the enemy from the closest of your figures.
Roll equal to or less than the “to hit” score using a D10;

	Cover
	Open
	Concealment 
(e.g. high grass,
 fields, light veg.
	Light 

(e.g. bushes,

scrub, low walls)
	Medium

(e.g. rubble, hedges, stone walls, woods)
	Heavy

 (e.g. buildings, ruins, bocage, foxholes, vehicles)
	Prepared Cover
(e.g. bunkers,

 sandbag emplacements)

	To hit
	5
	4
	3
	2
	1
	0

	Guts modifier
	0
	+1
	+2
	+3
	+4
	+5


Modifiers:        -1   for every fence, hedge or wall between the two units.                          -1   if the target is a sniper

                          -2   if firing at a gun crew behind a gunshield.                                            +2  if using scoped weapons
A roll of “1” is always a hit, and a “10” is always a miss.
For every hit scored roll a D10. If you roll equal to or less the AP value of the weapon you’re using, then the target becomes a casualty.
The owning player picks which figure to remove. Snipers can always choose to hit the enemy figure with the highest GUTS rating.

The target unit will have to take a Guts Check, even if no casualties were inflicted.
6. The Guts Check
Roll to see if your unit keeps its nerve. Note that vehicles only need to roll a Guts Check if their armour was penetrated.

All other units make the check whenever they are shot at.

Roll a D10, and try to score equal to or less than the highest Guts rating in your unit.  

You may use the Platoon Commander’s rating if he is within command distance of the unit (that’s his Guts rating in inches).

There is a -1 modifier for each casualty suffered that turn. The score is also modified by the Morale Modifier (MM) for each weapon fired.
You also get a positive Guts Check modifier for being in cover (see above). 

If you roll equal to or less than your Guts Check rating then your unit is fine. Note that the “1” or “10” rule applies here too (see above).

If you roll higher, then the unit becomes pinned. Place a red marker beside it.

If pinned the unit counts as having been activated, and cannot move or fire again that turn. Place a yellow marker.

If the unit fails a second or more Guts Check that turn it will get another red marker – it can accumulate up to three. The effect is as follows;

	Number of Red markers
	Effect

	1
	Pinned!        Unit will remain in cover, or move its command distance to the nearest cover.
                     It counts as being activated for the turn.

	2
	Fall Back!   Move 6” away from the enemy, The unit will stop if it reaches better cover.

	3
	Rout!           Move 9” away from the enemy. It doesn’t stop for anything!


7. Snap Fire  An unpinned unit may fire out of turn (Opportunity Fire) if an enemy manoeuvres or runs within 12” of it. It fires at half ROF, and hits on a “2” if unactivated, or a “1” if it was activated earlier that turn. This is a free action, and doesn’t count towards activation. 

The target unit takes a Guts check as per normal. 
8. Grenades – 2 figures per unit may fire grenades. Us the “to hit” numbers listed above. If in base-to-base contact with cover, then the target counts as being in the open. Grenades can be throw at units outside LOS, and hit on a “1”. You can lob grenades into open-topped vehicles. 
All passengers are effected by the blast, and you roll on the hull damage chart. 

Grenades:   Range 10”     ROF 1     AP 1     MM -1 per grenade    DM -2  blast    +1 AP if detonated in an enclosed space

9. Calling down Artillery - Use the following table to see if you can call down a mission on your designated target. No cover modifiers apply.

	LOS to target by firing unit
	3 or less to hit

	No LOS to target by firing unit
	1 to hit

	LOS to target by another friendly unit
	1 to hit

	LOS to target by another friendly unit with radio
	2 or less to hit

	LOS to target by a recon unit with radio
	3 or less to hit

	LOS to target by FOO with radio
	4 or les to hit


Any unit hit suffers from the blast damage. Roll a D10 for each figure in the target unit (a minimum of 5). Modify this by the artillery’s AP factor. The target unit takes a Guts Check as per normal. Guns may also fire directly using the normal “to hit” values. 
10. Close Combat 

A unit may move into close combat by moving at least one of his figures into base-to-base contact with an enemy figure.

You may fire (And throw grenades) before charging into contact. Grenades don’t cause casualties in this occasion, but they do influence the target unit’s Guts Check. If the enemy unit isn’t pinned, then you need to pass a Guts Check to be able to charge in, modified as follows;

+1  for each figure more than the enemy                -2  for charging a unit in light cover
 -1  for each figure less than the enemy                   -3  for charging a unit in medium cover
+1  for each grenade being used                            -4  for charging a unit in heavy cover
If you pass you can charge in. Fail and your unit does nothing else that turn. Charging units can be snap fired at, but don’t take another check.

Roll initiative for the combat. Rolla D10 and add the number of figures you have fighting. Add 1 for each grenade used. 

A pinned unit always fights last. A unit taking casualties from snap fire always fights last (roll initiative again if both apply).  

Rolla D10 for each attacking figure. They hit on a 6 or less. Then roll a D10 for each hit – the figure kills the enemy on another 6 or less. 
The other unit now attacks with its surviving figures. You continue to alternate between sides until one side has lost all its figures. 

The victorious unit may now be moved into cover. All units involved in the close combat are considered to have been activated.

You can try to evade an enemy charge. After the attacker’s Guts Check but before the melee you can move back 9” the attacker will get a free snap fire, hitting on a “1”. Units can always evade (even if they’ve already been activated), but they count as activated and pinned afterwards. 

11. Shooting Vehicles and Guns

Vehicles and guns must roll to spot their targets before firing. Pintle weapons fire as infantry (see above). Roll a D10 per vehicle or gun;

	Cover
	Infantry, Mortars etc.
	Other Artillery or Guns
	Light / Med. AFV’s
	Heavy AFV’s

	Open
	5
	6
	7
	8

	Concealment
	4
	5
	6
	7

	Light
	3
	4
	5
	6

	Medium
	2
	3
	4
	5

	Heavy
	1
	2
	3
	4

	Prepared Cover
	0
	1
	2
	3


Modifiers:        -1   for every fence, hedge or wall between the two units                          +1   for each previous attempt
                          -1   if firing at infantry in a building                                                           +1   if targeting using a coaxial MG

                          -1   if moving at medium or fast speed                                                       +1   for an open-topped vehicle firing direct fire                 
                          -1   if   the firer turned this move                                                                +1   for a support gun firing at infantry or artillery

A roll of “1” is always a spot, and a “10” always means you haven’t spotted. Place a Blue marker on the target if successful.
 Place it beside it if you fail. If successful you may now fire at the target. The base chance to hit is a 5 or less. 
Modifiers:        -1   if firer moving at medium speed                                                            -1   if firing at small vehicles (e.g. jeeps or m/c’s)                                  

                          -1    if firing fixed MG at a target in the open, concealed or light cover     +1   target is in coaxial MG range (MG doesn’t fire)                                              

                          -2   if firing fixed MG at a target in medium cover                                     +1   fpr a support gun firing at infantry or artillery

                          -3   if firing fixed MG at a target in heavy or prepared cover                     +1   targeting the side of a vehicle

If you hit infantry, then roll against the AP value of your weapon (see above). The target unit also takes a Guts Check.                                                                                          
If you hit a vehicle then decide if the shot hits the front, side or rear, then roll a D10 to determine the hit location. This lists an AV rating.

Now roll another D10 and check this against the firing weapon’s penetration table to get the penetration value.

If equal or more than the target’s AV, then the hit has penetrated. Place a Green marker beside the vehicle.

Now roll a D10 and check against the Vehicle Damage Table; 
	Turret / Mantle: Less than 2
	No effect. Guts check. 1 penetration.

	                            2 or 3
	Blast v turret crew. 5D10, AP3 Guts check. 1 penetration

	                           4 or 5
	Blast v entire crew. 5D10, AP5 Guts check. 2 penetrations

	                           6 or 7
	Destroyed blast v turret crew / passengers. 10D10, AP5 Crew bail and are pinned (Red counter)

	                           8 or 9
	Destroyed blast v turret crew / passengers. 10D10, AP7 Crew bail and are pinned (Red counter)

	                          10
	Brewed up! All crew and internal passengers are killed

	Hull:                  Less than 2
	No effect. Guts check. 1 penetration.

	                            2
	Engine damaged. Vehicle immobilised. 

	                           3 
	Blast v hull crew. 5D10, AP3 Guts check. 1 penetration

	                           4
	Blast v entire crew. 5D10, AP5 Guts check. 2 penetrations

	                           5 to8
	Destroyed blast v entire crew / passengers. 10D10, AP7 Crew bail and are pinned (Red counter)

	                          9 or 10
	Brewed up! All crew and internal passengers are killed

	Tracks / Tyres: Less than 2
	No effect. Guts check. 1 penetration.

	                            2 or 3
	Axle damaged. Vehicle reduced to slow speed. Guts Check. 1 penetration

	                           4 to 9
	Thrown track / blown tyre. Vehicle immobilised. 2 penetrations.

	                           10 or more
	Immobilised and blast v entire crew. 5D10, AP3 Guts Check, 2 penetrations


