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“Extraction” 

Suggested Era of Play: Dominion War 

Suggested Spotlight Role: Chief of Security 

Synopsis 

Starfleet Intelligence have lost one of their agents, 

captured by the Dominion, as the closest ship, you’re 

dispatched to extract the agent from the POW facility 

before the spy is discovered. 

 

Opening Log 

“We’ve put the shuttle down a few kilometres from the 

camp so as not to be detected. We shall continue on foot 

and plan our next step once we see the camp properly. 

Starfleet Intelligence have given us a code phrase and 

the correct response so we can identify their agent once 

we get inside.” 

 

Major Beats 

Infiltration 

Watchtowers, an energy barrier and a combination of 

Jem’Hadar, Cardassian and Breen guards all protect the 

base. Observation and planning will be key to work out 

how to infiltrate the base. Once inside they’ll need to find 

the agent amongst all the other PoWs. Will other 

prisoners beg them for help as well? This may end up 

being a terrible dilemma for them. 

 

The Agent 

Badly hurt from numerous interrogations, the agent is in 

no fit state to travel anywhere fast, though their true 

identity hasn’t been discovered yet by their captors. The 

players will need to keep their own presence secret 

while they work out how they’ll escape with the agent. 

Remaining hidden from the guards will get harder the 

longer they remain. 

 

Exfiltration 

Once again the watchtowers, energy barrier and guards 

all provide a challenge here, and with at least one other 

person with them the risk is greater than before. If they 

get out though, more guards will be sent after them as 

they try to get to their shuttle and a ship will be waiting 

for them in space to further attempt to intercept them. 

This will be demanding challenge for them both on the 

ground and in space. 

Minor Beats 

The Cardassian Interrogator is taking people for 

questioning with alarming frequency, do they know 

they’ve captured a spy and are on the hunt themselves? 

Even though their mission is only to rescue the spy, there 

are many other Starfleet personnel in the camp, could 

they rescue more, and how many can their shuttle 

reasonably hold? 

 

Key Non-Player Characters 

The Vorta Kiana oversees the camp and, like all Vorta, 

has total control over the Jem’Hadar and is fanatically 

devoted to the job, with the air of indifference common to 

most Vorta, use the Vorta Diplomat Notable NPC in the 

Gamma Quadrant Sourcebook (Page 98). Cruel, and 

sadistic, the Cardassian Interrogator Niji Alnam sees 

what they do as entertainment as much as it is a job, and 

not all their subjects survive, use Gul Dukat Major NPC in 

the Alpha Quadrant Sourcebook (Page 105) changing a 

Focus to Interrogation. The Agent, though wounded, is 

loyal and determined to their mission, use the Starfleet 

Intelligence Agent Notable NPC in the Operations 

Supplement (Page 85). 

 

Conclusion 

This mission will be combat heavy, the players may be 

detected and become prisoners themselves, but 

eventually they should hopefully be able to achieve their 

objective. The information the agent has could provide a 

significantly important tactical target, and perhaps 

Starfleet Intelligence will reach out to them again if they 

prove themselves adept during the mission. 

 

Adding This Mission In 

This mission can take place at any point during the 

Dominion war once the Cardassians have joined the 

Dominion. Alternatively, the concept can be altered to 

suit any other war setting, such as Starfleet’s original 

war with the Cardassians, or any other conflict, except 

for the first war with the Romulans, as neither side 

made visual contact during this period. 


