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INTRODUCTION

Spectral is a 2016 movie made for Netflix that involves a US Delta Force team'’s
encounter with what seems like a supernatural entity. If your players haven't seen
the movie you could use the resources here to play through a scenario based on its
plot and location. I'm going to assume you've watched the movie, and provide just a
few resources to get you started. If your players have seen the movie, then take
what you want from this document and use it however you like!

MOLDOVA

Us forces are based in and around Chisnau, the capital of Moldova. Moldova is an
independent Romanian-speaking nation that is undergoing a civil war against
Russian separatists fighting for a Russian-speaking breakaway Transnistrian Republic
of Moldova (Pridnestrovskaya Moldavskaya Respublika — or PMR). This splinter state
was established as long-ago as 1990. Tiraspol, on the map, is the capital of the
breakaway PMR state. In the film, PMR forces have infiltrated across the capital,
Chisnau, and US forces are there to assist the beleaguered Moldavan National Army.
Fighting is fierce and large areas of the capital city have been destroyed or badly
damaged.

US EXPEDITIONARY FORCE

The US assistance is called Operation Dawn Spear. The US force is headquartered at
Chisinau International Airport, which is Moldova's main international airport, located
13 km southeast of the centre of Chisinau. It is composed of elements of the 82nd
Airborne Division, the 173rd Airborne Brigade and Charlie Squadron of the US Army
Delta Force. These units include medical, aviation and logistics support It occupies a
variety of hangers and office buildings, and is called Camp Garrity. US forces support
the 1st Motorized Infantry Brigade and the 3™ and 4™ Moldovan People’s Defence
battalions in their attempt to stop Chisnau fallng to the PMR. The 1% Motorized
brigade operates BMP-2s, BTR-60 APCs and US HMMVs, and troops are equipped
with Russian firearms and equipment.

CHARLIE SQUADRON - DELTA FORCE

Within C Squadron there are three troops: two assault troops for direct action and a
reconnaissance and surveillance troop. The squadron is commanded by a Lieutenant
Colonel (O-5) and troops are led by Majors. Each troop has four teams, each one led
by a team leader, a Master Sergeant (E-8) or Sergeant First Class (E-7), and an
assistant team leader who can also have the same rank. Each team can have as
many as twelve, or as few as one or two operators. Each troop has four teams, each
one led by a team leader, a Master Sergeant (Rank 5). Each team can have as many
as twelve, or as few as one or two operators. The players’ troop is commanded by
Major Sessions. All player characters will be either Rank 2, 3 or 4, and one will be a
Master Sergeant, the team leader of ‘Utah’ team. The troops other three teams are
‘Idaho’, ‘Omaha’ and ‘Maine’. Create characters as special forces, with Airborne
training. Look at the Typical Team Weaponry of the Navy Seal Team (pg 34).



PMR FORCES

Use the various stats for militias and guerrillas within the Modern War game.
Remember to employ snipers and IEDs to unnerve the player characters and keep

them anxious and fearful.

VEHICLES

Aircraft operating from Camp Garrity include six Osprey V-22 transports, two C-130
Hercules, 4 MD500 light utility choppers and 12 UH-60 Black Hawks. The Delta
teams utilise local Tatrapan Zasa 6x6 APCs for transport around Chisnau.

oured Personne

Weaponry: GPMG (open)

Defences: Smoke

The Tatrapan is a 6x6 special military

industry company VYVOJ Martin. The
vehicle has a cab for a driver and a
commander of the vehicle and a
superstructure body which can be
modified and equipped for various
applications. Used by Slovakia, Moldova,

vehicle produced by the Slovak defence |

Agility 0 Speed 90 Range 1000 | Crew/Pass 2/10
Armour 15/14 | Hull/Structure 10/10 | Mass 24 | Cargo 200
Swim? no Nav DM - ECM DM - Fire Control -

Cyprus and Indonesia.
PERSONNEL
The following characters are part of, or associated with, the Delta Force operation in
Chisnau:
Major General Orland 5A78AA Age 60 Wise and Calm

Rifle-1, Computer-1, Wheeled Vehicle-1, Leadership-2, Recon-2, Admin-3, Tactics-2,

Navigation-1, Bribery-2, Parachute-0

Commander of the entire US military force in Chisnau.

Clyne 6/89C7

Age 38
Rifle-0, Comms-1, Electronics-3, Mechanics-1, Computer-1

Quiet, Clever

Expert from DARPA brought in to improve and maintain Delta equijpment.

Fran Madison 588899
Rifle-0, Pistol-0, Linguistics-2 (Romanian and Russian), Liaison-2, Computer-1,

Wheeled Vehicle-1

Age 42

Pushy, Suspicious

CIA intel agent working with Delta troop Charlie to provide intel and to debrief troop

members after each mission.
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GHOSTS — THE ARATARI

In the movie Spectral, strange and malevolent forms can fleetingly be seen in the
ruined streets of Chisnau by members of Utah team. The team are testing new
hyperspectral goggles provided by Clyde (from DARPA) that combine IR, night-vision
and electro-magnetic sensitivity. Then, helmet camera footage begins to show these
luminous clouds can kill by touch, and when on the attack move at lightning fast
speed. Like a ghost story, these sightings begin as very tenuous, then more
substantial until a Delta soldier is killed by one of them. These things need
investigating by the team, and with the help of Clyne and Fran Madison. Are they
enemy soldiers using advanced cloaking technology? Why is the soldier frozen to the
core, and without any external wound marks?

In the movie a handful of locals in the cityy have felt the presence of these
creatures, but cannot see them (they have no hyperspectral goggles). They have
started calling them aratari ‘ghosts of the war dead'.

Abilities

e Aratari can move at human speed, but when attacking can run and jump at
3x human speed and distance. Humans can dodge an attack with a Difficult
Dex roll, the aratari may continue on its way or attack someone else nearby.

e Aratari are immune to explosions, gunfire and conventional physical violence.

e If an attack cannot be dodged, the creature usually kills instantly by cold, on
contact, doing 6D6+6 damage. Body armour does not protect from this
damage.

e Aratari can strike armoured vehicles with a 9D6 AP2 attack, but cannot
penetrate newer ceramic armour tanks. Older steel plated vehicles, such as
the Tatrapan, are still vulnerable. For a newer composite armour (ceramic)
tank and AFV the damage rolled is still 9D6 AP2, but will do NO Hull or
Structure point damage, it only inflicts Component damage by tipping up and
flipping the vehicle against a nearby vehicle. This is because the aratari
cannot penetrate the hull of a composite armour vehicle.

e Aratari can pass through any material, but not iron or steel, or even iron
filings, which if in large enough quantise they cannot cross, even by jumping.

e Hurting aratari. Iron filings could be thrown at an aratari, which will stun it for
1-3 rounds. Or a grenade filled wilth iron filings could stun up to three
adjacent aratari for 1-3 rounds, or one aratari for 1-6 rounds.

What Are They?

The aratari are actually bioengineered beings, created by a shadowy US government
agency that has established a secret facility in Moldova. Here the agency hopes to
keep its activities secret from Congress and the president, and if there should be
some catastrophic accident, at least it is far away in Eastern Europe and eminently
deniable. A science base has been established by the shadowy Mandelshtam
Scientific Institute (MSI), a Moldovan registered research agency, at the old Mazarov
power station. This power station was decommissioned in 2008, and the building
converted for light industry or engineering. The power station sits along Calea
Basarabeia Street, east of the Chisnau Main Railway Station. Signage, and most



internet searches and available literature indicate that the powerstation (now the
Mazarov Technical Centre) is occupied by the Mazarov Technical Company, which
fabricates machine tools such as lathes, extruders and industrial 3D printers for
factories across Europe.

In fact the MSI is taking the bodies of the recent dead, storing them cryogenically
and then scanning them so that they can be replicated as a Bose-Einstein
condensate, a bio-organism, given life through the scanned neural pathways, which
exists at absolute zero (-273 degrees C). The human test subjects' brains
and peripheral nervous systems were then removed and hooked up to a central
machine that keeps the condensate copies (or "apparitions") alive. This new form of
(invisible — at least without hyperspectral goggles) life is being studied and tested.
Recently, however, a liquid hydrogen coolant explosion released some of the entities
which escaped into the war torn city. All the MSI personnel were killed. Or were
they??? As systems continue to fail over the next two weeks, more and more of the
entities are being released. If only someone could find out where these things have
come from, battle down to the cryogenic storage level and activate the containment
fail safe system which deactivates all surviving the condensate apparitions. The
human remains, kept wired up must also be unplugged and allowed to rest in peace.

EQUIPMENT

Pulse weapons: Electronic pulse weapons, made from easily available electronic
components, such as field radios, microwaves and other components can destabilise
and destroy an aratari if it is hit. Each, if the components can be scrounged requires
an Average Electronics roll, taking 4 hours, guided by an expert with Electronics-3
and at least Education 10. Hitting a stationary aratari is at 8+ (this is a Short Range
Weapon). A moving aratari forces a -4 penalty on the firer. Any weapon skill can be
added to the chance to hit, as can a Dex of 9+ (giving a +1). Just remember that
short range, and the fact that the creatures can emerge suddenly without warning
from solid surfaces! The improvised pulse weapon has no recoil but is heavy, 8 kg. It
has 3+1D3 shots in its battery before it needs recharging (taking 3 hours). Don't tell
the player how many shots their pulse gun has, keep that a secret!

Hyperspectral Goggles: New goggles currently being tested. The researchers at
the MSI also used a version of these for seeing the creatures. They are provided by
Clyde (from DARPA) that combine IR, night-vision and electro-magnetic sensitivity.
An inbuilt camera records the view and data, and it can be seen live back at base, or
even from the command Tatrapan APC, if Delta want to risk having the
communications and video feeds picked up by the PMR or Russian advisors. The
goggles don't weigh much, but once switched on have power for 35 minutes. They
can be recharged via USB in one hour.

Hyperspectral Camera: Clyne is experimenting with a hyperspectral camera for
more long distance surveillance which CIA agent Fran Madison has directed him to
build. It is large, and bulky, designed to be fitted on a tripod or mounted on a
vehicle. It is 22kg in weight and can be connected to a car battery or power outlet,
but it has internal power cells for 3 hours.



The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, Inc
(‘Wizards’). All Rights Reserved.

1. Definitions: (a)Contributors’” means the copyright
and/or trademark owners who have contributed Open
Game Content;

(b)'Derivative Material’ means copyrighted material
including derivative works and translations (including into
other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted; (c)
‘Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise
distribute; (d)Open Game Content’ means the game
mechanic and includes the methods, procedures,
processes and routines to the extent such content does
not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and
means any work covered by this License, including
translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) ‘Product Identity’
means product and product line names, logos and
identifying marks including trade dress; artefacts;
creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or
audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or

registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f)
‘Trademark’ means the logos, names, mark, sign, motto,
designs that are used by a

Contributor to identify itself or its products or the
associated products contributed to the Open Game
License by the Contributor (g) ‘Use’, ‘Used’ or ‘Using’
means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open
Game Content. (h) ‘You’ or ‘Your’ means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the
License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of this
License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You
are contributing original material as Open Game Content,
You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6. Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and

You must add the title, the copyright date, and the
copyright holder’'s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to
compatibility, except as expressly licensed in another,
independent

Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or
co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another,
independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content
You must clearly indicate which portions of the work that
you are distributing are Open Game Content. All of the
rules within this book are Open Content. See Front Matter
of this book.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License. You
may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of
this License with every copy of the Open Game Content
You Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with respect
to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13. Termination: This License will terminate
automatically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held
to be unenforceable, such provision shall be reformed only
to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc. High Guard System Reference Document
Copyright © 2008, Mongoose Publishing. Mercenary
System Reference Document Copyright © 2008,
Mongoose  Publishing. Modern System Reference
Document Copyright 2002-2004, Wizards of the Coast,
Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, Eric Cagle, David Noonan, Stan!,
Christopher Perkins, Rodney Thompson, and JD Wiker,
based on material by Jonathan Tweet, Monte Cook, Skip
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker. Swords &
Wizardry Core Rules, Copyright 2008, Matthew J. Finch
System Reference Document, Copyright 2000, Wizards of
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook,
Skip Williams, based on original material by E. Gary Gygax
and Dave Arneson. T20 - The Traveller's Handbook
Copyright 2002, Quiklink Interactive, Inc. Traveller is a
trademark of Far Future Enterprises and is used under
license. Traveller System Reference Document Copyright
© 2008, Mongoose Publishing. Vehicle Handbook System



Reference Document Copyright © 2012, Mongoose
Publishing. Traveller is © 2008 Mongoose Publishing.
Traveller and related logos, character, names, and
distinctive likenesses thereof are trademarks of Far Future
Enterprises unless otherwise noted. All Rights Reserved.
Mongoose Publishing Ltd Authorized User. Cepheus Engine
System Reference Document, Copyright © 2016
Samardan Press; Author Jason "Flynn" Kemp.
Designation of Open Game Content

All of the text in this document is designated as Open
Gaming Content, except for the titles of products listed
under Section 15 of the Open Gaming License.



