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THE APVENTURE ACAPEINY

hether you’re a student learning the ropes

of your adventuring trade or an expert
researching your dissertation on the mysterious
ruins of a lost civilization, adventure academies
are an effective way to advance your adventuring
career. Academies are where the majority of a
civilization’s learning is preserved and passed on
to future generations, handed by educated experts
to an eager generation to be further analyzed and
refined until it is ready to be passed on again.

This book begins with an overview of how
academies generally work. Then it contains
suggestions on how GMs can implement academies
as a core part of their campaigns, whether as a
backdrop for an overarching campaign or as a core
mechanic that players must navigate as part of
their adventures. After that are some rules systems
designed for adding the demands and benefits of
life in an academy into a campaign, and finally it
presents sample academies using the Blood Space
campaign setting.

Acapeny OVERVIEW

Academies are institutions where your character
gains essential education for furthering their career
goals. An academy might specialize in teaching
developing minds or helping adults earn academic
degrees, and their impact on characters is largely
determined by the needs of the campaign. Below is
a brief summary of what academies are and how
they work.

* Before you can begin attending an academy,
you must first enroll with them. Enrollment
varies from academy to academy, with public
academies generally being easier to get into
than private ones. Acceptance into a primary
or secondary academy generally requires
a brief assessment to determine your prior
skills and abilities so you can be placed into
an appropriate curriculum, while universities
generally have you attempt an enrollment
examination to determine whether you meet
the university s academic criteria.

* Once you’ve been enrolled into an academy,
you must immediately pay your first academic
term’s tuition, if any. Public schools generally
have more affordable tuitions than private
schools, with public primary and secondary
schools being free to most citizens.

* You begin each academic term with a grade of
100. Each week, you must attempt a special
skill check for each course that you’re enrolled
in called a maintenance check. The skill you
use for your maintenance check is determined
by the course. The DC for your maintenance
checks is determined by how often you use the
study downtime action (see below).

* Youracademic curriculum consists 0f4 to 7 courses
that are either mandated (meaning you have to take
them to graduates) or elective (meaning you get to
choose which courses you take). Generally, 25%
of the courses in a curriculum are electives while
the rest are mandated.

Runnme
Acapemy Campaicn

If you’re reading The Adventure Academy,
chances are you’re at least considering running a
campaign where a major focus of the adventure
is the players attending an academy of some
kind. This section is designed to offer you some
helpful tips that will enhance your character’s
school day experience.

EsraBLisH THE “ ADVENTURE”
Iy THE “ACAPENY”

If you’re just doing a short aside in an academy,
or beginning there and then moving on to a more
typical campaign, it’s reasonable for the adventures
the PCs get up to in their school days to just be
an exception to the normal course of events. If
the academy is going to be a long-term part of
the campaign, however, you should establish why
it’s considered acceptable for students to be put in
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potentially life-and-death adventuring situations
on a regular basis. (You should also consider if the
campaign you are considering is appropriate for
the characters the PCs are making. Not everyone
is comfortable putting younger characters in some
kinds of adventures, for example. It’s a good idea
to have a discussion with your players to make
sure they aren’t expecting cute investigations of
stolen candy bars when you plan for them to face
a horrific, nonstop onslaught of cannibal zombies.)

Some suggestions on how to establish adventure
potential as part of the background are listed below.

THE APVERTURE ConEs FIrgT

Rather than the campaign be presented as primarily
an academy, with adventure as an apparent sideline,
the adventure takes front-stage. The PCs might
be new members of a literal Adventurer’s Guild,
being sent out to guild-approved adventure sites
and only getting time for classes in-between
battles, investigations, and exploration. Perhaps
the education is what graduates them from
probationary “Copper” guild member to full
“Silver,” members, or even promote up to the elite
“gold” status. Or maybe the academy itself is first

and foremost a warship, fortified colony at the edge
of enemy territory, or even just a single instructor
who is themselves an adventurer, taking on the PCs
as apprentices. The idea of this set-up is that it’s
closer to traditional adventuring, with the academy
element as an interesting B-plot that most occurs
during downtime and in-between adventures.

Ir’'s a Knoewn Risk

Some academies could just be known for having
terribly dangerous things happen to some portion
of the students, and the players are asked to make
characters who end up there anyway. The academy
could be run-down (with old safety protocols that
have failed every year) but still have significant
prestige making graduation worth the risk. It could
be famous for its “school of hard knocks” teaching
style that results in a few deaths every year or so,
but produces galaxy-famous skilled elite. It could
have undergone a recent change in management
for the more-dangerous (in which case proving the
risks the PCs are being placed in could be avoided
might be part of the campaign), or a re-education
center for criminal offenders who are taught how to
perform dangerous tasks to help pay off their debt.
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Or it might be placed in an area where significant
risk has just become commonplace, such as a world
where ancient alien tombs have begun opening up
all over, making the PCs no less safe at the academy
than anywhere else.

Ir’s Parr oF THE CURRICULUN

One easy way to explain why Pcs in the academy
keep going adventuring is for that to be considered
part of the learning process. If the academy is
explicitly one designed to produce competent and
experienced adventurers (whether that’s junior
officers for the Combined Paramilitary Taskforce,
members of the Starfarer’s League, licensed Blood
Sport Athletes, or literally just getting a Bachelor’s
of Adventuring), then it stands to reason students
will be sent on adventures from time to time. Some
of these might be “safe” adventures in carefully-
controlled conditions (ranging from computerized
battles with constructs using nonlethal munitions, to
having a chaperone tag along, but only get involved
if the PCs are in serious danger) to sending them on
real field-missions that should be within their area
of expertise (such as exploring areas with known,
but low-level and well-documented, threats).

It’8 THE PC8’ FavuLT

It might be the academy is normally perfectly
safe, it’s the PCs that are the source of their own
constant adventuring. If the PCs are the scions of
the next High Thegus, and thus targets of political
assassination, or are the Chosen Ones destined
to end the threat of the Sluagh Restoration (and
thus doomed to engage in specific predestined,
dangerous events), or are just the kinds of students
who can’t help investigating the Forbidden Sections
of the old academy building, they may get drawn
into adventures and threats most students don’t
have to worry about.

EnPHASIZE SLICE
oF LIrE EVEnTS

The Starfinder Roleplaying Game is largely built
around combat and exploration, but if you’re
looking to sell your players on the fantasy of being
students at an academy of adventure you need to
sell them on the experience of being a student at

your school. To do this, the students and staff of the
students must become characters in their own right.
The following tips are intended to help GMs give
character to the experience of school life.

e Focus on Interactions: There’s a reason why
The Adventure Academy chooses to simplify
school work into a few easy skill checks
that your character attempts once or twice a
week; spending hours roleplaying lectures
and studying can be monotonous if overused,
so instead of roleplaying every moment that
your characters are in school, focus on the
important interactions with major characters.
Show your players their PCs being confronted
by a bully, being called to the office, or taking
an important test but don’t make your players
sit through every history course they take that
year (even if their PCs have to).

e Popularity: For primary and secondary
academies, a student’s popularity within the
school is a huge motivator for many of the
happenings at the school. Everybody Games’s
Advanced Skill Guide has an optional rules
set for tracking a character’s reputation; you
can use this rule set to track each of your
players’ overall popularity within the school,
treating the academy’s staff and student body
as characters that the PCs can gain or lose
reputation with. As PCs become better liked,
they receive additional perks as noted in the
Advanced Skill Guide.

e Academies as Characters: No GM can expect
to detail every single person who attends an
academy, but understanding the student body’s
general reaction to things that happen in the
school is very important when you’re trying
to detail life at a school; academies are thick
with social hierarchies and social norms, and
knowing what the student body likes and
dislikes can help inform their general reaction
to the PCs and important NPCs.

IMake CLagsmares NIaTTER

Schooling is an incredibly social experience, so it’s
important to give faces to the people that your PCs
see every day. While full-on interactions with every
person in every class your characters take isn’t
necessary, having a name, appearance, and a short
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list of likes and dislikes can go a long way to making
your school feel like a lived-in place. That way,
your PCs can choose which classmates to interact
based upon their players’ curiosities while you also
have an established cast of characters to instigate
plots with. You might want to consider making a
class roster with a general list of information that
everyone knows about each classmate and hand it
to the PCs for their reference.

Orr-Campus APVENTURES

When you’re running a campaign based on
an adventure academy, you might decide that
everything important that happens in the campaign
should happen at the academy. Don’t fall into this
trap. A good story is one that takes the protagonists
out of their comfort zones, and if the protagonists
are students then to some extent school is their
comfort zone. Whether or not the PCs like school,
it’s everyday life for them. As a result, important
events and milestones are ones that subvert
everyday school life with special events like school
festivals, field trips, work studies, and similar off-
campus events. This isn’t to suggest that something
important should happen every time your characters
go off-campus; you don’t want to be predictable
after all! As long as The Adventure Academy feels
like an important part of the campaign, it can serve
just as well as a base of operations without having
to also be the location of all adventuring.

PLary Areunp Your TERyS

Many Starfinder Roleplaying Game campaigns
are fast-paced, occurring over the span of a
few months. When you’re running an academy
campaign, however, it will feel odd to your
players if the major conflict of your adventure
is resolved when there’s still two or three more
terms to go in the academic year. When you’re
planning your adventure, take the time to sketch
out the plot along with the term. Try to plan your
campaign’s events around the academic year; for
example, if you’re going to close out a major
storyline, having that storyline resolve around
the end of an academic year lends a feeling of
closure to the storyline, with the graduation
acting as a natural departure from the previous
storyline and the culminating event as a sign of
maturity befitting a proper graduation.

TIE THE ORPINARY
TO THE EXTRAGRPINARY

When you’re designing an academy campaign, it
can be tempting to keep the two sides of your
PCs’ lives (school and adventuring) separate.
While you might want to do this at first in order
to establish the nuance of each setting, as your
adventure goes on your stories will becoming
increasingly engaging if these two sides of the
PCs’ lives start to collide, especially if they do
so in ways that add tension and stakes to your
story. For example, if the PCs pick a fight with
an enemy mercenary group and that group later
arrives at the PCs’ school and places the building
in a lockdown situation, the players now get an
opportunity to see how their PCs’ classmates
and teachers react to an extremely dangerous
situation, which can offer a different side to
those character’s personalities and give the PCs
something worth fighting for. That being said,
you don’t need to have the player’s classmates
interact with their adventuring colleagues only
in dangerous encounter-style situations; giving
the players an opportunity for these two sides
of their lives to intermingle in a more slice of
life avenue can similarly allow the PCs to see
their high-action allies and enemies in different
settings, which can help flesh them out into multi-
dimensional characters. Plus seeing a threatening
foe in a slice of life scenario can be high tension
if the PCs know that the social hierarchy prevents
them from acting against their enemy until they
make the first move!

Acapemy RULES

In addition to the standard rules of the Starfinder
Roleplaying Game, an Adventure Academy
campaign may find some rules for how an Academy
works useful. All of these are options—if you and
the players are happy to ignore rules for study,
enrollment, and grades, that’s fine. Or you can grab
just one or two of these to support elements of the
campaign you consider important. They work well
together, but you can take as much or as little of this
material as you wish.
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EnreLLMENT anp Tviriern

Enrolling in an academy typically takes one day
of downtime activity (see Starfinder: Character
Operations Manual), during which you perform
the actions necessary to enroll yourself into the
academy. For most academies, you attempt a skill
check with every skill associated with each of the
courses in your curriculum. The DC is noted in the
enrollment section of your academy’s stat block.
Some academies have special circumstances that
allow you to bypass some of these requirements.

If an academy lists a tuition cost, you pay the
indicated number of credits at the start of each
academic term to be enrolled there. Failing to pay
this cost causes your studentship at the academy
to become automatically suspended for that
academic term.

OrrienaL EnROLLMENT
anp Turien

If you’re using The Adventure Academy, chances
are you’re planning a campaign that’s largely
based around the concept of your players being
students at an institution of some kind, which can
mean using skill checks for the enrollment process
can impede the flow of your campaign. After all,
if your big concept for your campaign is that your
players are students at a school, then it’s rather
anticlimactic for a member of the party to fail to
make enrollment and essentially be unable to
participate in your campaign. Similarly if the game
depends on characters being part of the academy,
having one fail to pay tuition and get kicked out
isn’t a useful part of the narrative unless it’s built
in to some plot point the GM wants to introduce, in
which case it should just happen rather than depend
on a PC failing to have the space money.

As a result, campaigns that largely center on
the academy rules might be better served having
the game elements of enrollment requirements
and tuition be waived, instead using narrative
backstories to explain how the players secure
and maintain their spots in the academy. These
can become an interesting part of a character’s
backstory. Some suggestions on ways to do this are
presented below.

* Despite their performance on the enrollment
exams, a teacher or staff member of the school
sponsors the PC’s admittance into the academy,
perhaps due to blood relations or because they
were impressed by something the PC said or
did that wasn’t tested during enrollment.

* The academy agrees to enroll a PC because
their talents are well-suited to an extracurricular
activity. So long as the PC remains an active
member of that extracurricular activity and is
in good disciplinary standing, they can remain
enrolled at the school.

* A PC is asked to perform a service to the
academy in exchange for enrollment or
tuition there. An entire group of PCs could be
brought together for the same service, such as
investigating and reporting on drug dealing
on campus, monster slaying, or a similarly
important (and potentially  dangerous)
occurrence.

* The PC or someone sponsoring the PC makes
a considerable donation to or perform a service
for the academy in order to ensure the PCs is
admitted and allowed to remain. This could
be money from a source the PC does not have
access to, or could be something less concrete
such as bringing famous scholars to the
academy for lectures, or providing excellent
PR opportunities and promoting the academy’s
reputation.

* The PC could be given a place at the academy
by someone with authority to give the
academy orders, such as a government figure,
headmaster, or major alumnus. This might be a
reward for some act the PC performed, or for
some act an ancestor of the PC’s performed,
or a way to make up for some injustice the PC
suffered (such as losing their family in a war,
or being accused of a crime they are proven
innocent of).

CurRrICULUMS

All academies, be they elementary schools servicing
young children or universities tailored for adults,
organize the courses that their students are expected
to complete into curriculums. A curriculum is a
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year-long academic program that’s designed to
impart a predetermined set of skills onto students
who partake in the curriculum’s course.

The courses that comprise a given curriculum are
organized into two general categories: mandatory
courses and electives. Most of the courses that you
take at a given academy are mandatory; they are
listed by name in the academy’s stat block and you
must enroll in them to graduate from the academy’s
program. If an academy notes that it has one or
more electives, you get to work with the GM to
decide what course you’re taking as an elective
and, most importantly, which skills you can use to
attempt maintenance checks with for that school.

e A curriculum is the sum total of academic

study that is offered by an academy.

* A course is a single area of study within a
curriculum.

* An academic week consists of 5 consecutive
days (typically the equivalent of Monday
through Friday).

» A semester is one of two 15 to 18 weeks long
academic periods offered by an academy.

* A trimester is one of three 12 to 13 week
academic periods offered by an academy.

* A quarter is one of four 7 to 9 week academic
periods offered by an academy.

* An academic term is a single semester,
trimester, or quarter within an academy.

* An academic year is a year’s worth of
academic terms. For example, an academic
year at an academy that uses semesters consists
of 2 academic terms, while an academic year
at an academy that uses quarters consists of 4
academic terms.

GRAPES

You begin each academic term with a grade of
100 out of 100. Each week, you must attempt a
maintenance check for each of your classes to
determine whether your grade maintains, increases,
or decreases. At the end of each academic week,
you must attempt a maintenance check for each of
your courses. The base DC for this check is outlined
by the academy and is further modified by how
many times you used the attend school and study

downtime activities during that week (see below).
If you succeed at your maintenance check, your
grade improves by the amount you succeeded by.
Likewise, if you fail your maintenance check your
grade deteriorates by the amount you failed by.

For example, Hansune and Chosuy are two
students at Quadrant Q24 Diplomatic High, a
secondary school for families of major foreign
diplomats and their staff on the planet Tor. At the
start of the semester, both adolescents have a grade
of 100. Both Hansune and Chosuy attended school
on all five academic days, but Chosuy also used
the study downtime activity twice while Hansune
elected to use the lounge downtime activity instead.
The base DC for maintenance checks at Quadrant
Q24 Diplomatic High is 20, and is modified by each
student’s study habits. Hansune’s minimum effort (5
total uses of academic activities) doesn’t increase his
DC, but they don’t lessen it either. Chosuy, on the
other hand, lowers his maintenance DC by -4 because
of his additional studying. The boys’ Common
course uses Culture for its maintenance checks, so
at the end of the academic week they both attempt
Culture checks to maintain their Culture grade.
Hansune’s total Culture bonus is +6 against DC 20
while Chosuy’s is +2 against DC 16. Hansune rolls a
15, making his total result a 21, while Chosuy rolls a

TABLE: SCHOOL/STUDY DC

MODIFIERS
# of Uses of the Maintenance DC
Study Activity Adjustment
0 +10
1 +8
2 +6
3 +4
4 +2
5 +0
6 -2
7 -4
8 -6
9 -8
10 -10
11 -12
12 -14
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13, making his total result a 15. Hansune succeeds by
1, so his grade remains unchanged (you can’t have a
grade higher than 100, after all). Chosuy fails by 1,
so his grade decreases to 99.

It’s easier to maintain a lower grade than a higher
one. For every 10 your grade is below 100, you gain
a +1 bonus to your maintenance check. Characters
who end up with a grade of less than 70 can expect
a discussion with staff about studying more. Those
with a grade of less than 60 may risk being put on
probation, and if a second term results in a grade
that low possible expelled (or, at least, tasked with
some extraordinary adventure-based task to prove
they should be allowed to stay).

PownTIME ACTIVITIES

Life in the Adventure Academy revolves around
3 major downtime activities; attending school,
preparing for school, and studying. These downtime
activities are detailed fully below.

ATTEND SCcHOOL

Attending school is crucial for staying up to date on
your academic studies.

Activity: You spend about 8 hours attending an
academy and learning what you can from them.
If your academy is brick and mortal, you must be
physically and mentally present in that location
to use this downtime activity. If your academy is
remote, you must be able to access the academy’s
infosphere but can generally do so from anywhere
with good data access. Because it only takes 8
hours to attend school, you can typically use the
attend school downtime activity in conjunction
with any other downtime activity. If you attend a
remote school, this might allow you to perform up
to two days of attending school in a single day of
downtime, but this generally is only available if your
lessons are prerecorded. At the GM’s discretion,
attending school might lessen the benefits you gain
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or provide from using other downtime activities,
or cause you to become fatigued or exhausted after
extended use. You cannot benefit from the attend
school downtime activity more than five times per
7-day academic week.

Results: You total each use of the attend school
and study downtime activities to determine the DC
of each maintenance check you made at the end of
the academic week to determine your grade.

PrePARE FOR APVELTURE

There’s only so much school and study are going
to do for you once you’re floating in a derelict
spaceship infected with sluagh spawnpods.

Activity: You spend about 4 hours specifically
getting ready for the next step in an ongoing
adventure (if known), or making general
preparations for real threats in the field. This may
include some scholastic activities, such as looking
into the weaknesses of a specific foe, memorizing
the wiring of the most common time bomb styles,
or reading up on emergency decompression
procedures, but those are focused on practical
issues that sit outside your current academy classes.
But mostly this is about sparring, checking your
equipment, exercise, meditation on your psychic
assault powers, and otherwise being ready to face
life-and-death conflicts and split-second decisions
at a moment’s notice. This activity is separate
from academy schoolwork, but can still only be
performed in the academy (or a guildhouse or
base with similar resources for fine-tuning your
preparations to match the most common encounters
you may experience).

Results: Only the prepare for adventure
activities you performed in the week prior to going
adventuring are recent enough to have a result. Of
course most people can’t guarantee the exact day
they’ll go adventuring, so many characters spend
a lot of time preparing for adventure “just in case.”
On your first day adventuring, make a special
d20 check, adding only the number of times you
prepared for adventure in the preceding week.
If your result is 20 or more, you get 1 reroll you
can use in your current adventure, for any | attack
roll, saving throw, or skill check. If your result is
25 or more, you get 2 rerolls. If you performed
the activity 5 or more times in the week before
adventuring, you receive | bonus reroll regardless
of your d20 check.

Srupy

You study coursework after school to cement your
study of the materials.

Activity: You spend the day studying your
coursework to cement your understanding of
it. While you typically don’t spend all of your
24-hour downtime day studying, the mental
exertion of your study session is sufficient that
you’re unable to gain any benefit from any other
downtime activity while studying (except for the
attend school downtime activity).

Results: You total each use of the attend school
and study downtime activities to determine the DC
of each maintenance check you made at the end of
the academic week to determine your grade.

GRrapvATION

You graduate from an academy after you
successfully pass a number of academic terms.
To pass an academic term, you must end the
term with a grade of 70 or higher. Once you
meet an academy’s graduation requirements,
you graduate and receive a diploma suitable
for your achievements. The benefits conferred
by a diploma vary based on the total amount of
education received, as follows:

* Primary and Secondary or Vocational
School: No benefits, but education is
considered so essential to civilized living that
you reduce the amount of credits you earn
when using the Earned Income skill task by
half if you don’t have a diploma from such a
school. At the GM’s discretion, this penalty
doesn’t apply to certain fields of work, mostly
illicit or high-risk ones (such as adventuring or
thieving).

 University: Upon earning a university degree,
you can use every maintained skill for your
curriculum’s courses to Earn Income and
you double the amount of credits you earn
when using the Earn Income skill task. If you
have multiple degrees that include the same
skill, these effects stack (two degrees triples
the number of credits you earn, four degrees
quadruples the number of credits you earn, and
SO on).
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AcaPENY SAMPLE
8TaT BLOCK

The following is a sample stat block for an academy.
Each section of the stat block is described further in
detail after the stat block.

Acapemy ITayE

A brief description of the Academy’s history
goes here.

Qualities The academy’s qualities are listed
here in alphabetical order.

Term The number of weeks in the academy’s
academic semesters and trimesters is noted
here; Enrollment the DC of all skill checks
to enroll in the academy is noted here (the
skills you have to attempt enrollment checks
with to enroll into the academy are noted
here) Tuition the number of credits in tuition
you must spent each academic term is
noted here; Scholarships Any scholarships
available to prospective students looking to
attend the academy are noted here.

Curriculum the base DC of all maintenance
checks is noted here; Courses The
courses you must take while studying at the
academy are noted here (the skill you use
for maintenance checks for each course is
noted in parenthesis after that course)

Acapemy IJanE

Each academy’s name is listed first on its heading
line in its stat block. This might be the name of the
academy or a specific school that’s part of a larger
university.

Acapemy DESCRIPTION

The second line of an academy stat block provides
a brief description of that academy.

QuALITIES

The third line of an academy stat block lists every
quality that the academy has in alphabetical order.
Qualities have few gameplay effects on their
own, but they are useful in describing how the
academy functions within the larger framework
of the academy rules. The qualities described

here are merely the most common qualities;
when designing your own qualities, you should
feel free to add additional qualities as appropriate
for your academy.

IMacicaL

Academies with the magical trait specialize in
teaching spellcasters how to properly channel and
control their otherworldly powers.

Primary

Academies with the primary trait specialize in
phase one basic education, and often offer courses
tailored to children and preadolescents. An
academy that specializes in primary education for
children is called a primary school or an elementary
school, while an academy that specializes in
primary education for preadolescents is called a
middle school. Of course such schools can also be
designed to teach basic education to adults, aliens,
and even newly formed Ais that lack the essentials,
as determined by the academy’s society. Primary
school programs usually span a total of 8 academic
years (Grades 1 through 8).

PRIVATE

Academies with the private trait are funded by
private organizations and do not need to adhere
to governmental standards when planning their
curriculum as a result. Most private academies require
their students to pay a tuition to attend, but this is
sometimes waived by the organization in question.

PuBLIC

Academes with the public trait are funded by
governments and are generally available free or
heavily discounted to that government’s citizens.
Public primary academies and public secondary
academies rarely have tuitions (and those that
do normally describe them as “activity fees” or
“special course material costs”), while public
universities are significantly cheaper than their
private counterparts.

REMOTE

Academies with the remote trait do not have
traditional classrooms for their students. Instead,
students tune in to a special infosphere site and
learn from a teacher who broadcasts their lessons to
each student’s home.

11
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ReLIGIOUS

Academies with the religious trait are generally
funded by religious organizations (typically
churches of a specific deity) and their curriculum
reflects the core beliefs and values of the church in
question. Religious academies normally have the
private trait except in theocracies.

SECOnPARY

Academies with the secondary trait specialize in
phase two basic education, and often offer courses
tailored to adolescent and young adult students. An
academy that specializes in secondary education is
called a high school. Secondary school programs
usually span a total of 4 academic years (Grade 9
through Grade 12).

ULIVERSITY

Academies with the tertiary trait specialize in
higher education and offer courses that allow
students to earn academic degrees. An academy
that specializes in tertiary education is called
a university. Most universities assume their
students are adults, but exceptional younger
students may well find themselves learning in a
university as well.

VecarienaL

Academies with the vocational trait specialize in
courses designed to teach students a trade.

TERM

The first entry on the third line of an academy’s
stat block notes whether the academy’s academic
terms use semesters, trimesters, Or quarters.
Immediately after the word academic term is the
number of academic weeks that comprises that
academic term.

GRrapvATION

Graduating from an academy takes a number of
academic years depending upon the curriculum that
you’re participating in and the level of education you’re
looking to acquire, as shown on the following table:

TABLE: GRADUATION
REQUIREMENTS

Honors

Requirements

Grades 1 through 12 1 academic year per grade,
graduated all previous grades

Associate’s Degree 2 academic years, plus

graduated Grade 12

2 academic years, plus an
Associate’s Degree

Bachelor’s Degree

Master’s Degree 2 academic years, plus a

Bachelor’s Degree

Doctorate 2d4+2 academic years,

plus a Master’s Degree

EnreLLMENT

Following the academy’s academic term entry, the
enrollment entry notes the skill check DC that you
must succeed at in order to enroll at the academy.
The skills that you must attempt enrollment checks
with are listed after the academy’s enrollment DC
in parenthesis.

ExpuLsion

Once you successfully enroll at an academy, you
remain enrolled so long as you pay your tuition
each semester (if any) and are in good academic
standing with your academy. For most academies,
this means ending each academic term with a grade
of 70 or higher.

e Behavior: Numerous schools have codes of
conduct they require students to adhere to, with
violations a possible cause for expulsion. This
often includes expulsion for any criminal act,
though schools more interested in reputation
than justice might agree to conceal or overlook
a crime for the sake of appearances, while a
school that teaches criminal activities (such
as burglary) might actually insist on a certain
number of crimes (of a specific, approved type)
be performed by each student.

e Grade: If you end an academic term at a
private academy with a grade of 69 or, you
must immediately attempt new enrollment
checks for those courses. If you fail any of these
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enrollment checks, you are expelled from the
academy. Once you have been expelled from
a private academy due to your grades, you
cannot enroll in any other private academies
until you successfully finish a academic term at
a public academy with a grade of 75 or higher
in all of your choices.

e Tuition: If you fail to pay your tuition within 4
academic weeks of the start of a new academic
term, you are automatically expelled from your
academy, but can attempt a new enrollment
check to enroll without penalty at the start of
the next academic term.

Turrien

If an academy has a tuition cost, the number of credits
you must pay at the start of each academic term.

SCHOLARSHIPS

Any scholarships that you can try to qualify for are
noted after the tuition entry in an academy’s stat
block. If you qualify for and accept the scholarship,
your tuition is paid for in full for one full academic
year. Note that the scholarships listed in this
section usually aren’t the only scholarships that
the academy offers, and the GM is encouraged to
invent additional scholarships that serve the story
they want to use the academy to tell.

CurpiCULUN

The penultimate line of an academy’s stat block
notes the base DC that you must succeed at to pass
a course’s maintenance check. The DC is modified
based on how many times during each academic
week that you spend using the study downtime
action (see below).

CoURSES

After listing the base DC of the academy’s
maintenance checks, the academy’s stat block
lists the course names for each of the academy’s
major courses. Listed after each course’s name
in parenthesis is the skill that you use to attempt
that course’s maintenance checks. You use the
skill with the lowest bonus to attempt your grades
maintenance check each term—one reason many
students end up focusing on studies they are already
good at.

ELECTIVES

If the courses entry of an academy’s stat block
notes that students can take 1 or more electives,
an elective’s entry will be listed that notes which
electives are available for students to take. Each
student chooses their electives for the term at the
start of the term. This choice can be swapped one
time at any point during the academic term by
effectively dropping an old elective for a new one.

PERKS

The final line of an academy’s stat block lists the
perks you can acquire by completing a full year’s
worth of semesters, trimesters, or quarters there.
In addition to the perks listed in the school’s stat
block, students attending any academy can choose
one of the following perks.

* Gain a +1 enhancement bonus to skill checks
with one skill associated with one course you
took. You can apply this perk twice to the same
skill, stacking the bonus to +2.

* Gain a +1 insight bonus to skill checks with
one skill associated with one course you took.
This stacks with any existing insight bonuses
you possess, up to +3. This maximum skill
bonus increases to +4 for 11th level students,
+5 for 15th level students, and +6 for 19th level
students.

* Gain Skill Synergy as a bonus feat. Your skill
selections with this feat must be applied only
to skills associated with one or more courses
you took.

* Reduce the DC of skill checks to Recall
Knowledge on topics related to one course
that you took. This doesn’t stack with similar
DC reductions from other sources, such as a
theme’s knowledge benefit.

* Ignore one non-feat prerequisite for one
feat that relates to a course you took. The
GM has the final say on what feats relate to
what courses, but a player should be able to
determine that before taking a course. You still
cannot take feats a character of your class and
level couldn’t qualify for. For example, a 7%
level soldier could not take a feat that required
spellcasting, or 8 ranks in a skill, but could
ignore any requirement for 7 or fewer ranks in
a skill, or an ability score of 19 or less.
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SanPLE ACAPEMIES

The following academies are built using the rules
outlined above. Many are institutions found in
the Blood Space campaign setting, and are named
accordingly.

CUNMBERBATCH '8 SCHOOL OF
SPELLSLIGING AP SORCERY

Located in the debris fields of the Lover’s Knot
asteroid belt suspended between the twin
worlds Eozzata and Ozari, Cumberbatch is a
famed academy devoted to teaching young
spellcasters to master and control their
spectacular power.

Qualities Magical, Primary, Private, Secondary

Term Quarter, 8 weeks; Enrollment DC
10 (Culture, Mysticism, Piloting); Tuition
1,250 credits.

Curriculum base DC 10; Courses Ampules
(Mysticism), Defense Against Dark Magic
(Mysticism), History of Magic (Culture),
Transmogrification  (Mysticism), plus 2
electives; Electives Alchemy (Mysticism),
Arithomancy (Physical Science), Divination
(Mysticism or Profession [fortuneteller]),
Dueling (Athletics or Mysticism), Fantastic
Beasts (Life Science or Mysticism), Flying
(Piloting), Herbology (Life Science or
Profession [herbalist])

Perks You gain the ability to cast a cantrip of
your choice from the mystic, technomancer,
or witchwarper spell list at will as a spell-
like ability, using your level as the spell’s
caster level.

Hero UnIvERSITY

Founded by an ancient hero to teach future
generations altruism and service, Hero
University is a secondary school that focuses
on preparing adolescents for life as a hero.

Qualities Private, Secondary, Vocational

Term Quarter, 9 weeks; Enrollment DC 20
(Culture, Engineering, Physical Science,
Piloting); Tuition 1,250 credits; Scholarship
You have preternatural qualities that would
otherwise put you on a government watch
list as a potential threat to society, such as
most class features.

Curriculum base DC 15; Courses Aviation
(Piloting), Athleticism (Athletics), Disabling
Doomsday Devices (Engineering), Ethics
of Heroism (Culture), History of Heroes
(Culture), Mathematics (Physical Science),
1 elective; Electives Art (Culture), Biology
(Life Science), International Law (Culture),
Mastering the Magical Arts (Mysticism)

Perks You've learned techniques for
protecting others no matter the cost. You
gain Bodyguard as a bonus feat, even if
you do not meet its prerequisites. If you
already have Bodyguard, you can instead
gain a bonus feat that lists Bodyguard as
a prerequisite, though you must meet this
feat’s prerequisites.

IflonjasTERY OF SEVENTEEI
8rarg BearpinG ScreoL

Located on a remote asteroid orbiting Ulo, the
Monastery of Seventeen Stars Boarding
School has long taught the fundamental
mysteries of the cosmos, and many of its
students go on to become solarians.

Qualities  Primary, Private, Religious,
Secondary

Term Quarter, 8 weeks; Enrollment DC 20
(Culture, Mysticism, Physical Science);
Tuition 525 credits; Scholarship None.

Curriculum base DC 15; Courses Astrology
(Physical Science), Astrophysics (Physical
Science), Biology (Life Science), Common
Studies (Culture), Mathematics (Physical
Science), System History (Culture), 1
elective; Electives Alien Handling (Survival),
Ancient Civilizations (Culture), Mysteries
of the Stars (Mysticism), Public Speaking
(Diplomacy)

Perks You've learned the secrets of the stars
and have a lesser connection to them.
Whenever you're holding a solarian weapon
crystal in one hand and a one-handed melee
weapon in the other, you can cause half of
the damage you deal with the first attack you
make with your melee weapon each round
to be of the same type as the bonus damage
from your solarian weapon crystal. You can
use this ability in conjunction with a solar
weapon while your solarian weapon crystal
is within your solar mote.
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The Xa-Osoro System’s most prominent
military academy, the Radiant Imperium
Academy is among the finest institutions
in the system, but has been criticized as a
government propaganda machine.

Qualities Military, Primary, Private, Secondary

Term Trimester, 11 weeks; Enrollment DC
15 (Athletics, Culture, Profession [soldier]);
Tuition 2,500 credits; Scholarship
Your combined Strength, Dexterity, and
Constitution modifiers equal or exceed +7.

Curriculum base DC 20; Courses Common
Studies (Culture), Physical Fitness (Athleticism),
Mathematics (Physical Science), Radiant
Imperium History (Culture), ROTC (Profession
[soldier])

THE RgSOLUTE'8 SCHOOL OF
APVENTURING AP ARCHAEOLOGY

The academy on the starship Resolute, a ship
built and operated by the Reclamation, this
school teaches aspiring Reclamation agents

everything they need to know to uncover the
lost mysteries of the Nova Age.

Qualities Private, Secondary, University,
Vocational

Term Trimester, 12 weeks; Enroliment DC 25
(Culture, Life Science, Mysticism, Physical
Science, Piloting); Tuition 2,500 credits;
Scholarship You sign an exclusivity contract
to work for one full year as an employee of
the Reclamation after you graduate.

Curriculum base DC 20; Courses
Anthropology (Culture), Aviation (Piloting),
Biology (Life Science), Nova Age History
(Mysticism), Physical Sciences (Physical
Science), 1 elective; Electives Ancient
Aliens (Mysticism), Essential Field Medicine
(Medicine), Gear Maintenance (Engineering),
History of Technology (Engineering).

Perks You've honed your ability to cooperate
with your companions. Whenever you use
the aid another, covering fire, or harrying
fire action to provide a bonus to an ally and
that ally is also a student at the academy or
has graduated at least one academic term
at the academy, you increase the bonus you
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provide that ally by +1. This doesn’t stack
with other effects that increase the bonus
you provide with any of these actions.

QuabranT Q24 PreLomaric Hicr

Located in Quadrant Q24 in Metroheim, Tor’s
famed megacapital, Quadrant Q24 High is
a public superschool the size of a city block
that caters to the children if diplomats, their
staffs, and members of NGOs and major
corporations. It boasts a student body with
a mindboggling 1 million students, and is
among the most dangerous schools in the
system, but the significant prestige that
comes with graduation pushes families that
are—or wish to become—important houses
to send their children there if they can find
any way to do so.
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