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Prussian
Approach

Placement. Place reinforcements on 
Froidmont during the Coalition 
movement phase of their turn of arrival. 
Placement counts as the unit’s 
movement for that turn.

Stacking. A town box may contain any 
number of units. A travel, delay, or entry 
box may contain no more than 30 
combat units, plus any number of 
leaders and HQ. This number may not 
be exceeded at any time, including 
during movement; units may not pass 
through one another in excess of the 
stacking limit (leaders traveling alone 
may). As on the main map, a group of 
units belonging to the same organiza-
tion or under an appropriate leader act 
as one unit.

Movement. During each Coalition 
movement phase, a unit may move one 
box along the track. Face the top of the 
counter in the direction of travel in a 
travel box; no facing is required in towns. 
Turning around takes one turn. 
Movement is not required; a unit may 
remain in a given box indefinitely. 

 A unit consisting of only cavalry 
and/or horse artillery may travel one 
or two boxes per turn.

 A leader traveling alone may travel 
up to three boxes per turn.

 A unit may move one extra box 
during a turn by expending one 
Prussian CP. The CP must come 
from the CP track or be generated by 
a commander with the unit. The 
commander must travel with the 
unit.

Delays. Roll one die for each unit exiting 
a delay box with a delay notation 
(including all-cavalry groups but not 
including leaders traveling alone). If the 
die roll is within the span noted in the 
box, the unit may not exit; if the roll is 
greater than the span, the unit may exit 
the box. 

 A delay may be avoided by 
expending one Prussian CP before 
the die is rolled. The CP must come 
from the CP track or be generated by 
a commander with the unit. The 
commander must travel with the 
unit.

Entry. Units in an entry box may but are 
not required to move onto the map on 
any of the hexes indicated. The entry hex 
is the first hex of movement for the turn.

Hidden Movement. Units may be placed 
in hidden movement markers during set 
up or on arrival at no CP cost. The 
marker pair for a given box may stack 
freely in any box on the approach map. 
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