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1.0 INTRODUCTION

2.0 GAME COMPONENTS

“Stranger, go tell the Spartans that we lie here in obe
ience to their laws.”

- Epigram carved on the tomb of Leonidas’ Three Hundrg

Go Tell the Spartangs primarily a solitaire game simulating the thre
day battle for the pass at Thermopylae (the Hot Gates) between
Persian horde of Xerxes and a mixed Greek force dominated
Leonidas and his small force of Stzars. The game does not allow th
player to reverse history (i.e., totally defeat the Persians to the ex
they call off their invasion of Greecbyt does place the player in shoe
of Leonidas, giving him tactical cawl of the battle at the pass.

As a solitaire game, the player shourtthgine himself as the Greek sidé
"fighting a colossus of blind automatdie should work the Persian sidg
as well as possible, as if a real player, rather than an automaton
involved. The solitaire rules use at ©f parameters to govern Persial
movement and combat, along with &kadhat monitors overall Persian
morale and successes to assig filayer in running a challenging
automaton.

Note that in many cases, the mul@alk about the “Greek” player doing
this and the “Persian” player doing that. Naturally, when playi
solitaire, the sole player must perform both roles

1.0.1 Game ScaleEach area on the map re®ets a very small amount
of ground (the pass constricted doound some 20 meteride at its

narrowest). Each Greek and Ranscombat unit is around 100 men

Each full game turn represents amey of time, with an Action Round
representing a variable amount of time.

The game begins with the August™&80 BCE turn and runs through
August 23", 480 BCE, a total of three days.

Your copy of Go Tell the Spartansshould contain the following
d-components below:

X One 23" x 34" mapsheet depictingtterrain the battle was fought
over and containing the Game Turn Track, the Greek and Persian
d Morale Tracks, the Terrain Key and Missile Fire Priority Diagram.
x  One set of 240 die cut ¥2" playing pieces.
. X One 8 page rulebook.
th& One singled sided sheet with all the game charts and tables needed

b to play the game.

S ¥\Iot supplied with this game, but needed for play are one six-sided (D6)
ternd one ten-sided (D10) dice.

s Note: When using the the ten-sided dieat a “0” result as a *10.”

If any of these parts are missing or damaged, write to:
Against the Odds Magazine

PO Box 165

Southeastern, PA 19399-0165 USA

Attn: Go Tell the Spartans

Or e-mail us at: admin@atomagazine.com
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We hope you enjoy this game. Should you have any difficulty
interpreting the rules, please write us at the above postal address, or
send an e-mail to: support@atomagaziom phrasing your questions

so that a simple sentence, word, or number can answer them. If you
ng send a letter by mail, you must enclose a stamped, self-addressed
envelope to receive a reply. Wecommend e-mail as the best way to
resolve a query. Although we lgeme comments and suggestions
about the game’s interpretation ofeews, we cannot promise to respond

to questions on theory or design intent.

2.1 The Game Map

The game map depicts the narrow Thermopylae pass area in Greece.
The game map is divided into arigs of columns and rows. Columns

are numbered and rows are lettered. Rows A and B are the starting rows
for the Persian forces during the Deployment Phase. The wall which

Read This First:

We've organized the overall structure of the rules of this LRilation game to follow this game’s sequence of play in intrivd) concepts.
The rules themselves are weittin a format known as tligaseSystem. This approach divides the rules Mumules(each of which deals with
a major important aspeof play). Modules araumberedsequentially as well as possessingtle.tiEach Module is divided intSectionghat

deal with a major sub-topic i the Module) which are alsmmberedsequentially. Modules and Sectica® introduced by some text that

briefly describes the subject covered by that particular ModuBection. Finally, the majily of each Section consists Gases. These are the
specific, detailed rules that gaoweplay. Each Case is alsamberedsequentially. The numbering follovaslogical progression based upon t
number of the Module of which the Cases are a part. A Caseheithumber 7.51, for example, ttee first Case of the fifthettion of the
seventh Module of the rules. Each Module can have as mangedg-nine Sections and each Section can have as many asnineyases.
The numbering system is desigr&s an organizational aid. Use it to determine where a Case is located in the rules.
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Section Number Case Number

How the Numbers Work:

Module Number

The example above is the number of the fourth Cagieedirst Section of the third Module of the rules.

Learning to Play the Game:

Begin by familiarizing yourself with all athe components listed for this game. Tks&im through the ches and rules, readg all the titles of
the Modules and Sections. Set up a gane@ao or portion of a scenario (after readthe applicable Module) and play aatrgame against
yourself. During this trial game, try referring to the ruleyamhen you have a question amanember the numbering systera amploy makes
it easy to look up rules when you do. While a trial game mayytalean hour or two, it is thquickest and most pleasant wiaytearn (short of
having an experienced friend teach you). We also don't recachiaitempting to learn the rulesrd-for-word. Memorizing althe details is
an effort that few can do. We've written these rules to lmagprehensive as possible — but they are not designed to beimeemadraking in
the rules in this way (as you play along) is the best apptoactastering this game. We're always open to suggestions otohiawprove the
comprehension of our rules. Write to us at the above addnés®el have an idea on how wan communicate better with you.
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