
9.  COMBAT ACTIONS 

All rights reserved © 1990-2014 Thomas R. Heysek                                                                                                                         10/15/2014 1 

Briefing 
 
The combat actions of movement and fire are 
the heart of the game of LaserGrenadiers. 
Movement is used to outmaneuver the enemy 
and position your forces to dominate and 
destroy him. Fire is used to reduce his defenses 
and eliminate his vehicles and troops. 
 
Detection is a special case and is not considered 
a combat action. Detection is discussed here in 
only terms of its role amidst the combat actions. 
The specific detection procedures can be found 
in Rule 11. Detection. 
 
Combat Actions 
 
1. During a turn each piece may perform any of 
the following actions: 
 
 a. Move 
 
 b. Fire  
 
 c. Combine movement and fire in any order 
 
2. When a player has the initiative he chooses 
which piece he wants to activate. He may have 
the piece perform movement and fire as he 
desires. For example, he may have an armored 
vehicle lay down suppressive fire on an enemy 
strongpoint with its primary weaponry, move 
forward one-half of its movement, fire its 
secondary and tertiary weapons against some 
enemy infantry, and then utilize the remainder 
of its movement to pull into a concealed 
position. 
 
3. Once a piece has performed movement 
and/or fire, it is done for the turn and can 
perform no further actions. A piece may not 
perform actions at different times during a turn. 
For example, an armored personnel carrier may 
not move at one point in a turn and save its fire 
for later in that turn. 
 
4. During movement a piece may be brought 
under interceptive fire by enemy pieces which 
have not yet taken any other action. 

 
5. During movement a piece may put down 
suppressive fire on any enemy piece it expects to 
use interceptive fire against it. 
 
6. One of the keys to success in LaserGrenadiers 
is carefully choosing when to move and fire 
one’s pieces. At times it is critical to gain the 
initiative and get off the first shot. At other times 
it pays to wait until the opposing player has 
activated all of his pieces, so that friendly pieces 
can move freely without fear of interceptive fire. 
 

 
 
Detection and communications 
 
1. Some reactions to enemy action may appear to 
be an exception to normal initiative, but a piece 
does not expend its initiative unless it moves or 
fires during a turn. 
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2. Detection is not considered a combat action. 
When a piece makes an attempt to detect an 
enemy piece it does not lose its initiative for the 
turn unless it performs movement and/or fire as 
well. 
 Example: When an enemy cruiser tank lifts 
up from its emplacement to fire, an opposing 
infantry antitank missile team attempts to detect 
the tank. If it fails to detect the tank the team still 
has its initiative to use later in the turn. If the 
team detects the tank and fires, it is done for the 
turn. 
 
3. Every piece can make more than once 
detection attempt per turn. However, once a 
piece has moved and/or fired it has used its 
initiative and is done for the turn. The piece can 
make no more detection attempts that turn. 
 
4. Many pieces can make detection attempts at 
the same time. This is particularly evident when 
an enemy piece moves. The opposing player can 
make detection attempts with as many of his 
pieces as he desires as long as they still have 
their initiative at the time. 
 
5. Reporting the detection of an enemy piece to 
the friendly command network (battlenet) is not 
considered a combat action. Making a 
communication attempt, whether it succeeds or 
fails, does not expend a piece’s initiative. The 
reporting piece does not lose its initiative unless 
it also performs movement and/or fire. 
 
6. The number of communication attempts a 
piece can make per turn is given in the Rule 22. 
Communications.  
 
7. After a piece has moved and/or fired it has 
used its initiative and can no longer perform any 
communications that turn. 


