Differences between 

Panzer Blitz and Panzer Leader

Panzer Blitz

Stacking

· May move through full stacks.

Transport

· Move, Load, or Move/Unload - Load costs full turn, Unload is free

· Move before and/or after Unload

· Germans and Russian armored vehicles may transport

Road Movement

· May not move through other units

Stacking

· Germans: 3, Russians: 2

· Fortifications don't count

Combat

· Printed range is maximum

· LOS from center of hex to center of hex is an optional rule

· Indirect fire allowed by M and German SPA only as an optional rule

· Indirect fire is instantly plotted and resolved, against enemy units or stacks

· Indirect fire always hits the target

· Indirect fire spotted by CP units (and others by optional rule only)

· Indirect fire combines with direct fire

· SPA must exceed 1/2 range for indirect fire

· Overrun may not use roads to negate effects of terrain

Panzer Leader

Stacking

· May NOT move through full stacks.

Transport

· Load or Unload costs 1/2 move for SOME units

· Move either before or after Load/Unlaod but not both

· Only Germans (non SPA) armored vehicles may transport

Road Movement

· May not move through stacks that are more than 2 units, or fortifications

Stacking

· All: 4

· Fortifications do count

Combat

· (*) marked range can shoot double range at half strength

· LOS from center of hex to center of hex is the standard rule

· Indirect fire allowed by M and (H) units

· Indirect fire is plotted in previous turn, against hexes, divide AF by # of targets

· Indirect fire may scatter

· Indirect fire spotted by any unit other than trucks and wagons

· Indirect fire may not combine with direct fire

· (H) weapons must exceed 1/4 range for indirect fire

· Overrun may use roads to negate effects of terrain

Panzer Blitz

Combat (2)

· A unit may be overrun more than once in a turn.

· Close assault may be executed from stream hexes

· H/M weapons halved against armored targets unless at 1/2 range or less

· All units may enter stream hexes

· Units in streams may attack adjacent or slope/hill top

· Units that shoot are not spotted

Wrecks

· Limit of 2 Russian/3 German wrecks in a hex

Positional Defenses  and Engineering

· Engineers may clear minefields

Amphibious Landings and Airpower

· N/A

Sequence of Play

· No Air Phase

Optional/Experimental Rules

· Indirect Fire

· Real-space LOS

· Panzerblitz Assaults

· Ammo Rule - Intensive Fire

· Hidden Deployment

· Indirect Fire Spotting

· Impulse Sequence of Play

Panzer Leader

Combat (2)

· A unit may not be overrun more than once in a turn.

· Close assault may not be executed from stream hexes

· H weapons halved against armored targets unless at 6 hexes or less

· Vehicles may not enter stream hexes and non-vehicular units must roll a die, except at bridges

· Units in streams may not attack

· Units that shoot are spotted

Wrecks

· Limit of 3 wrecks in a hex

Positional Defenses  and Engineering

· Many Engineering tasks, including clearing minefields, see Section X

Amphibious Landings and Airpower

· See Sections XI - XII

Sequence of Play

· Indirect Fire Plotting

· Air Phase 

Optional/Experimental Rules

· Infantry Quick Time Speed

· Opportunity Fire

· Panzerblitz Assaults

· Turret Mobility

· Artillery Field of Fire

· Smoke
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