Psi-Corp and Rogue Telepath Armies - GROPOS

by Alex Roberts

Psi-Corp Ground Forces


Since its inception as the Metasensory Regulation Authority, Psi-Corp has always had access to weapons, for the purpose of enforcing the Earth Alliance’s laws regarding telepaths.  Generally this weaponry was limited to small arms used by Psi-Cops as they traveled through cities investigating crimes committed by telepaths, as well as hunted rogues.  


By the time of the telepath war, Psi-Corp had built up a considerable force dedicated to fighting the rogue telepath insurgency, as well as for the final goal, defined by Bester, of overthrowing the mundanes.  Much of this spending was on space ships and fighters, hidden in hyperspace, as well as numerous biological and chemical warfare experiments carried out in their secret labs on Mars and other facilities.


Although the Psi-Corps could not obtain large military ground vehicles such as the Thor and Loki, as this would arouse the mundanes, they were able to maintain a considerable amount of ground forces.  Guards for their death camps, large investigation teams tasked with finding out who was responsible for bombings and assassinations, and strike teams of Psi-Cops and Bloodhound units responsible for hunting down and either executing, or bringing back for reeducation their rogue brethren.  Armored vehicles and regular weaponry were not considered black market, and the Psi-Corps bought these in large amounts from Earth Force, as well as a large fleet of VTOLS for tracking rogues.

Unit Types:

Psi-Cops:  This is a squad of Psi-Cops, or lower level assistant investigators.  These units are well trained in small unit tactics, as rogues are often well armed and dug in.  Typical Psi ability is level 12, though units of assistant investigators may be as low as level 6.  Special:   These units may purchase Level 6 or higher telepath powers as detailed below.

Standard:   These units make up the bulk of Psi-Corp ground forces.  These units are composed of very low level telepaths with barely discernable powers, or more commonly, mundanes hired by the Corps for everything from guard duty at death camps to front line troops on strike missions.  

Special:   These units may not purchase telepath powers

Command Unit:   This is a foot command unit, composed generally of high ranking Psi-Corp telepaths.  It may also contain high ranking Psi-Corp administration, taking a hands on approach to an investigation or defense of a facility.  

Special:    These units may purchase level 8 or higher telepath powers.

Bloodhounds:
Initially created to assist military units on Mars fighting secessionist forces there, these units were quickly enrolled into Psi-Cop units after the cessation of hostilities on Mars.  These forces are often composed of telepaths specially trained to hunt down both telepaths and mundanes.  They may not purchase regular telepath abilities.

Special:    Bloodhound units may re-roll any failed spotting check.

Hunter Killer Units:
These units are composed of specially trained high level telepaths.  Often unstable, they are dedicated assassins and murderers.  Though not as well trained in a variety of disciplines as a regular Psi-Cop, HK’s are trained extensively to be mind shredders.  Even other telepaths fear these units.  Fortunately they are in short supply.

Special:  Special mind shredder attack detailed below.

Sniper:

Composed of dedicated Psi-Cop personnel, these sniper units are used for assassinations for which it is impossible to approach within a close distance of the target.  As such, most personnel are low level telepaths, as more highly skilled telepaths are put where their skills can be of more use.

Special: Sniper, Self Ordering, Do not have to maintain cohesion.

Anti-Tank Team:
These teams are called in when bunkers or armored rogue emplacements are expected.  Using rocket-propelled grenades these are quite effective against bunkers and light vehicles.

Command Car:     Some of the armored cars obtained from Earth Force were equipped as command posts, to allow Psi-Corp administrators or Psi-Cops to coordinate their forces in the field.

Recon Car / Bloodhounds:
Psi-Corp was able to obtain a number of armored cars from Earth Force, and these are often used to move bloodhound units out quickly to hunt or surround rogue forces.

Special:  Car may carry 1 infantry stand.  The bloodhound unit has the special ability as per foot bloodhounds above.

Trucks:     Composed of either general purpose military trucks, or comparable civilian versions, trucks are used to transport large units of Psi-Corp forces to investigations of assaults.  Though generally making use of VTOL transport, often not enough are available to move all Psi-Corps troops involved.

Special: May carry 2 infantry stands.

Crawford Lt. APC:
This is an older model EA armored vehicle that has been purchased by the Corps to provide some armored support for raids on rogue encampments.

Special:  May carry 2 infantry stands.

Vacit Lt. Tank:
Another older model EA vehicle, these are in extremely short supply, as it is very tough to justify to the mundane director of the Corps their acquisition.  Nevertheless, a number have been acquired and put in to use as support on extremely tough raids against rogue bastions.

Equipment:

Type:

Standard Weapon
Spec. Weapon

Ammo

Command
PPG Pistol

n/a


n/a

Standard
PPG Rifle

n/a


n/a

Psi-Cop
PPG Pistol

n/a


n/a

Bloodhound
PPG Pistol

n/a


n/a

Hunter Killer
PPG Pistol

n/a


n/a

Sniper

Sniper Rifle

n/a


n/a

Anti-Tank 
PPG Rifle

RPG


n/a

Vehicles are armed and have stats per data cards.

TO&E Psi-Corps:

Strike Force:

HQ Section Choice A (Max 1 HQ): 

1 Command Car

HQ Section Choice B:

1 Command Foot Unit

Support Unit Alpha (Max 2 support units total):

1 Recon Car / Bloodhound Team

Support Unit Bravo:

1 Crawford Lt. APC / 2 Hunter Killer Teams

Support Unit Choice Charlie:

2 Sniper

Support Unit Choice Delta:

2 Vacit Lt. Tanks

Alpha Platoon:

2 Crawford Lt. APC

4 Psi-Cop Stands

Bravo Platoon:

2 Crawford Lt. APC

4 Standard Infantry Stands

Charlie Platoon:

2 Crawford Lt. APC

2 Standard Infantry Stands

2 Anti-Tank Stands

Costs:

HQ Choice A:
 18/37/54/80
HQ Choice B:  6/12/18/27

Support Choice A:  25/50/75/110
Support Choice B:  40/80/120/170


Support Choice C:  24/48/73/105
Support Choice D:  38/76/114/175

Alpha Platoon:  56/112/168/224
Bravo Platoon:  50/100/150/210


Charlie Platoon:  60/120/180/240



Investigation Team:

HQ Section Choice A (Max 1 HQ): 

1 Command Car

HQ Section B:

1 Command Foot Unit

Support Unit Alpha (Max 2 support choices):

1 Recon Car / Bloodhound Team

Support Unit Bravo:

1 Truck / 2 Hunter Killer Teams

Support Unit Charlie:

2 Crawford Lt. APC’s

4 Psi-Cop Stands

Alpha Platoon:

2 Trucks

4 Psi-Cop Stands

Bravo Platoon:

2 Trucks

4 Standard Infantry Stands

Charlie Platoon:

2 Trucks

4 Bloodhound Stands

Costs:

HQ Choice A:
 18/37/54/80
HQ Choice B:  6/12/18/27

Support Choice A:  25/50/75/110
Support Unit B:  25/50/75/110

Support Unit C:  42/84/126/180
Alpha Platoon:  40/80/120/180

Bravo Platoon:  35/70/105/155
Charlie Platoon:  37/65/100/140

Garrison Force:

HQ Section: 

1 Command Foot Unit

Support Unit Alpha:

2 Bloodhound Teams

Alpha Platoon:

4 Psi-Cop Stands

Bravo Platoon:

4 Standard Infantry Stands

Charlie Platoon:

4 Bloodhound Stands

Costs:

HQ Choice B:  6/12/18/27
Support Unit A:  12/24/36/55



Alpha Platoon:  24/48/72/110
Bravo Platoon:  20/40/60/90


Charlie Platoon:  22/44/66/95

Rogue Telepath Ground Forces


Initially composed of a struggling underground desperate to escape the Corps’ cops and bloodhound units, with the leadership of Lyta Alexander and the funding of Michael Garibaldi, the rogues managed to wage a long, and eventually successful, war against the Corps.

Unit Types:

Command Unit:
These foot infantry stands are comprised of high ranking telepaths and advisors, coordinating rogue forces.

Special:  These units may purchase any telepath abilities up to level 12.

High Level Teeps:
These units are comprised of higher level teeps in the resistance.  Though many teeps are lower level, as high level telepaths are often quickly grabbed by the corps, enough make it to the resistance to make a difference in their battles.

Special:  These units may purchase any telepath abilities up to level 12.

Demolition Team:
Composed of low level telepaths or sympathetic mundanes, these units are armed with bombs and detonation devices for blowing up facilities.  However, they can often be used close in by throwing them at enemy infantry or vehicles.

Infiltration Team:
Rogue telepath forces are well versed in infiltrating Psi-Corps facilities and spying or committing sabotage.  These units are especially well trained, and dedicated to infiltration activities.

Special:  These units may set up after all other units, and may set up anywhere on the board so long as they are at least 12 inches away from all enemy units, and 6” away from all board edges.  They may also purchase up to level 8 telepathic abilities.

Standard Infantry:
These units are composed of low level telepaths or often mundanes sympathetic to the rogue’s cause.  If enemy VTOLS are expected, some of these units may be equipped with man portable SAMs.

Special:  These units may not purchase any telepathic abilities.

Sniper: 
Assassination hits against Corps members are a mainstay of rogue tactics, and as such the sniper is often found supporting rogue activities.

Special: Sniper, Self Ordering, Do not have to maintain cohesion.

Anti-Tank Team:
Using RPG’s purchased on the black market, these teams provide much needed firepower when the Corps brings in armored vehicles.

Command Jeep:
This is simply the command staff mounted on a jeep for faster movement.  Rogue forces generally cannot afford advanced vehicles or sophisticated communications equipment.

Trucks:
These are civilian trucks or military vehicles “appropriated” for the rogue’s cause.

Special: May carry 2 infantry stands.

Recon Jeep / Recon Infantry:
These are typical jeeps mounting standard infantry units to provide fast moving recon teams.

Special: Jeep may carry 1 infantry stand.

Equipment:

Type:

Standard Weapon
Spec. Weapon

Ammo

Command
Std. Pistol

n/a


n/a

Standard
Assault Rifle

n/a


n/a

Demolition
Assault Rifle

demo charges

2 charges

Infiltration
Std. Pistol

n/a


n/a

Recon Team
Std. Pistol

n/a


n/a

Sniper

Sniper Rifle

n/a


n/a

Anti-Tank
Assault Rifle

RPG


n/a

Vehicles are armed and have stats per data cards.

TO&E Rogue Telepath Forces:

Strike Force:

HQ Section A (Max 1 HQ choice): 

1 Command Foot

HQ Section B:

1 Command Jeep

Support Unit Alpha (Max 2 Support choices):

1 Recon Jeep / Recon Infantry

Support Unit Bravo:

1 Trucks / 2 High level telepaths

Support Unit Charlie:

2 Infiltration Stands

Alpha Platoon:

2 Trucks 

4 High level telepaths

Bravo Platoon:

2 Trucks 

4 Standard Infantry Stands

Charlie Platoon:

2 Trucks 

4 Demolition Teams

Delta Platoon:

2 Trucks

2 Standard Infantry Stands

2 Anti-Tank Teams

Cost:

HQ Choice A:  5/10/15/22
HQ Choice B:
 12/24/36/50



Support Unit A:  16/32/48/60

Support Unit B:  22/44/66/90


Support Unit C:  24/48/72/100      
Alpha Platoon:  35/70/105/145


Bravo Platoon:  32/64/96/140    
Charlie Platoon:  45/90/135/190  


Delta Platoon:  38/76/114/160

Defensive Force:

HQ Section: 

1 Command Foot 

Support Unit Alpha (Max 2 Support choices):

1 Recon Jeep / Recon Infantry

Support Unit Bravo:

2 Demolition Teams

Alpha Platoon:

4 High level telepaths

Bravo Platoon:

4 Standard Infantry Stands

Charlie Platoon:

2 Standard Infantry Stands

2 Anti-Tank Teams

Costs:

HQ Choice A:  5/10/15/22
Support Unit A:  16/32/48/60


Support Unit B:  18/36/54/80
Alpha Platoon:  22/44/66/94


Bravo Platoon:  18/36/54/80
Charlie Platoon:  25/50/75/110

General Rules

Weaponry:


Much of the Psi-Corps and Rogue Telepath weaponry is similar to general EA forces.

PPG Pistol:  This weapon is identical to the EA PPG rifle, with the exception of a shorter range.

Std. Pistol:
This weapon is a standard slug thrower used for centuries.  Features are as per the PPG rifle, with stats per data card.

Demolition Charges:  Function as per Gravnades (but with different stats), but only one may be thrown per turn.

Machine Gun:  Typical slug throwing machine gun used by rogue teep forces.

Assault Rifle:  A traditional slug thrower often used by rogue telepath forces.  Features are as per the EA PPG Rifle.

RPG:
Standard anti-tank weapon using a rocket propelled grenade.

Sniper Rifle:
Typical long range scoped rifle.

Special Rules:


The below telepath rules apply to both Psi-Corp and Rogue Telepath forces.  Telepaths may use both the ability matching their level, as well as all levels below their own.  E.g. a level 10 telepath can use level 10, level 8, or level 6 abilities each turn.  However, only one ability may be used each turn.  Telepathic abilities are used in addition to regular fire, and are used during the unit’s activation, either before or after movement.  


To use a telepathic ability that is not passive, roll the morale die of the unit.  If it is a 4 or higher, the ability takes effect as described below.  Costs are cumulative.  Thus, to upgrade a unit to level 8, who can also use level 6 abilities, just pay the level 8 cost of +30%.


Telepath units are also immune to the effects of any telepathic ability of equal or lesser ability level than their own.  Thus, a level 12 telepath can only be affected by a mind shredder.

Level 6 Telepath: Mind Read:
By reading the surface thoughts of enemy forces, this unit functions as if it had the “Sharp Eyes” special ability.  

Cost: +3/6/9/14 per stand in the platoon.

Level 8 Telepath: Obfuscate:
  
These telepaths use their abilities to make enemy units think they are elsewhere than they really are.  This unit is considered to have a signature of +1 versus all enemy units within 8”.  This ability is passive, but if a different telepathic ability is used on any turn, obfuscate will not function on the following turn.  Cost: +4/8/12/18 per stand in the platoon.

Level 10 Telepath: Fear:
This telepath unit is able to draw on the subconscious fears of enemy units, drawing them out and terrifying them.  This unit may force an immediate pin check on any enemy infantry unit within 8”, or any vehicle unit with one member within 1”.  

Cost: +5/10/15/22 per stand in the platoon.

Level 12 Telepath: Mind Burn:
High level telepaths are able to carry out strong offensive telepathic attacks.  These can either be a “spark” that renders their opponent unconscious, or a mind burn that can destroy memories and leave the individual a vegetable, or worse, dead.  This ability, if used successfully, is carried out as a strength DVD 8 attack against any one enemy infantry stand within 6”, or as a DVA 8 attack against any vehicle within 1”.  This cannot be used against unmanned units such as turrets.  

Cost: +6/12/18/27 per stand in the platoon.

Mind Shredder:
Mind shredding is an attack where the telepath essentially destroys the mind of their opponents, mundane or teep.  This attack is carried out as a regular telepathic ability, and functions as per mind burn.  However, it is DVD 10 with range 8”, or DVA 10 with range 2”.  In addition, enemy telepaths, even level 12 ones, are vulnerable to this attack.  Cost: Factored into the value of the unit.  Cannot be purchased by other units.

