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Setting Up to Play:
Unzip any and all zip files into the same new directory called “GTTS” or “Spartans”, or whatever.  Start the “Standard Scenario.OPS” and login as either the Greek or Persian player.  Since no units start play with pre-determined set-ups, they are all located in logically organized Force Pools.
Class and Piece Value settings:
Class Values

1. 
Melee Factor

2. 
Def. Value

3.  Movement Allowance

4.  Morale - This morale is reduced as units lose steps and are flipped; see “flip sides” below.

5.  Range

6.  ZOC?  (Yes/No)

7.  Step - “1st” thru “4th” (see below)

Piece Values

1. Disordered?  (Yes/No) (see below)

2. Order in Stack (see below)

3. Facing (see below)

Steps & Flip Sides:

Two-step units flip as they do in the real game.  In addition, four-step units have additional counters defined for them that designate the 2nd and 4th steps.  These steps have a triangular flag drawn 1/2 down the left side.  So, these units flip from the first step, to the 2nd, to the 3rd, to the fourth, and then back to the 1st (in case you accidentally flip a unit).  Try flipping a four-step unit to see how this process works.

This removes the need for the “Step Loss” markers, and as a result they are not present in the pools.

Placing Units on the Map:

There are two ways to display the units on the map, made possible by the “velcro” map structure.  They are:

A) “Single Stack” Method - Place all units in the approximate center of the square.  If multiple units are in a square, a piece stack symbol will reflect this.  See Figure 1:


Figure 1: “Single Stack” method, with units facing same direction

B) “Spread Stack” Method - Spread the units out among different “velcro” square within the same mapboard square.  See Figure 2:


Figure 2: “Spread Stack” method, with units faced separately

Disordered - In the game, disordered units are tracked with the “disorder” markers.  In ADC, enter a “yes” for the “Disordered” piece value.  When you do this, a red “piece status” dot will appear on the top-center of the counter as a visual reminder of the “Disorder”.  This process removes the need for the “Disorder” markers, and as a result they are not present in the pools.

Order in Stack - Stacking order in GTTS is discretionary. and important.  There are three ways to track this:

A)  One is the “manual” way, by carefully using the “place this piece on top” check box. Use this with the “Single Stack” method.

B) Second way is arrange the units with a map box in separate hexes (the “Spread Stack” Method”) and carefully arrange the way in which they overlap each other to suggest facing.  

C) With either piece placement method, the third and easiest way is to use the “Order in Stack” piece value and manually enter the order in the stack (1st, 2nd, 3rd, etc.).

Facing - Units will have to be Faced when placed on the map.  Facing is set by the standard use of the “Piece Facing” setting.  However, the rules seemingly imply units within the same hex can have different facing.  There are two ways to model this:

A) Use the “Spread Stack” method, and face the units separately

B) Use either the “Spread Stack” or “Single Stack” method, and use the “Facing” piece value to manually enter the facing (N, S, E, W).

Scenarios:

There are two scenarios:

1.  Standard Game.OPS

2.  Nothing but Spartans.OPS (Optional Rule Scenario)
Map Notes:

The fact the map has two different size boxes makes the ADC map a challenge.  The best solution I could come up with is the tiny box “velcro” approach, so that each major map box is composed of multiple invisible smaller boxes.  This has certain advantages in overcoming the facing problem.  The disadvantage is that use of the velcro approach somewhat “fixes” the appearance of each zoom level, resulting in a less than optimal Zoom 1 picture (too zoomed in, units to small).
Force Pools:

Force Pools exist for the following categories of units:

1) Pools for each faction

And that’s it!  

Markers:
There is no track or marker for game turn... use the Action round track, and the spare marker I have placed there.
Comments on Hidden Movement:

Since this is a primarily solitaire game, there is no Hidden Movement.

However, a Gamemaster has been created if players wish to experiment with Hidden Movement systems.  The password for the Gamemaster is “GTTS”.

Fog of War:
For 2-player games, Rule 3.4 is in effect.  To effect this, go into Edit Player and check “Use Hidden Pieces” and “Advance/Hide All But Top Pieces”

Feel free to contact me with errata, questions, and suggestions.

Dave Jones

Raleigh, NC

thelockers@aol.com

May 5th, 2004.
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