
Adventure: The Sith Academy 
 

An adventure designed for four to five players between levels 4-6. 

 

Wizards of the Coast holds all relevant copyrights as to character and game statistics. The following 

adventure was written by Katana_Geldar and is available for use, reproduction and distribution unaltered. 

© 2009 

 

Books used: 
Core Rulebook 

Threats of the Galaxy 

 

NPCs/Opponents 
Droidekas – Core Rulebook, page 200 

Dark Jedi – Threats of the Galaxy, page 26 

Dark Side Adept – Threats of the Galaxy, page 32 

Force Adept – Threats of the Galaxy, page 10 

Tanorana Czo – Optional boss, see character sheet 

 

 

This was the penultimate adventure of a larger campaign Enter the Dark which was set on the planet 

Umbara during the Clone Wars, it can be adapted for any setting and era. The adventure was designed to 

be reminiscent of dungeon crawls from Dungeons & Dragons. 

 

Outside 
 

Read aloud text 

The Sith Academy is built of large black stones that have been weathered and cracked by the passing of 

years. The building is surrounded by a wide moat, and from the darkness of the water it looks very deep. 

On the far side you can see a rusty metal gantry ramp in a vertical position next to the heavy metal doors 

of the academy—sealed very tightly.  

 

Knowledge Lore DC 20 –  

This is where they trained Sith Assassins and spies during the New Sith Wars. They are usually 

treacherous, with traps designed to test the students as well as any possible intruders. It is possible to 

reach the central chamber of the academy if one gets through the traps, where the academy master 

resided, and disable them. 

 

A Perception check of 20 will reveal there is an underwater tunnel in the stone work of the moat. This 

takes four rounds to go through on a DC 15 Swim check, two failed checks in a row will add an 

additional round. The tunnel leads to a chamber with a lock High Security lock (as of statistics on page 

151 of the Core Rulebook), the chamber has an air pocket that will give five rounds worth of air. Once 

this lock is disabled or broken, the gantry will lower across the moat. 

 

The doors are heavy metal, 5cm thick with all the relevant statistics as of page 151. 

 

 

 

 

 

 

 

 

 



 

Level 1 
 

 
1 Square = 16 squares  

 

The academy is dark inside; most of the light comes from the open doors. There is just enough space for 

two people to walk side by side. 

 

Trap 1 – Tile triggers door closing 
 

A DC 25 Perception check can detect it and a DC 35 Mechanics check is required to disable it. 

If the trap is activated, the stone door slams down, cutting the players off from the entrance. 

 

If Trap 1 is activated, use the relevant low-light penalties. 

 

Trap 2 – Tile triggers floor lowering to tunnel 
 

Requires a DC 30 Perception check to detect and a DC 35 Mechanics check is required to disable it. 

If the trap is activated, read the following text. 

 

You hear the crash of stone falling against stone and the smooth stone floor tips to a steep angle. You 

slide helplessly along the stone floor and into the dark depths of the academy. 

 

Players can attempt to slow their descent with a grappling hook and liquid cable launcher. This requires a 

DC 25 Dexterity check to anchored, and players can hold onto to the one anchored with a DC 20 

Dexterity check. Any player failing their check, or falling ahead of the one who is anchored, descends to 

the pit below. 

 

With a DC 20 Climb check, it is possible to climb up to the top of the ramp but a stone wall is at the top. 

A DC 15 is required to climb down into the pit. 

 

Trap 3 – Crushing Hazard 

 



You finally come to rest in a square pit on a pile of bones. You see a few metal drums lying around and 

they echo loudly as you crash into them. There is another crash of stone as the ramp that you came here 

on is raised again.  

 

Perception check of 15 reveals the bones seem to be oddly disfigured, as if they had been crushed. 

 

Then you hear the grinding of stone against stone and the room appears to be getting smaller. Some of the 

bones are starting to snap under the strain of the moving stone 

 

This is the Trash Compactor crushing hazard on page 254 of the Core rulebook 

 

Suggested ways for the players to 

• Using grappling hooks and liquid cable launch, the players can climb out with a successful 

grapple roll against the wall (at least 10) and a successful Climb check (at least 15) 

• The metal drums can be lined up in a row to brace the walls, they will last about two rounds 

before getting smaller, a total of six extra rounds. 

• On top of the compactor, a successful DC 25 Perception check shows a rope that is part of the 

system powering the compactor. This can be slashed or shot at. 

 

Once on top of the compactor, they see a passage that leads ahead. 

 

Level 2 

 
1 square = 16 squares 

The doors are wooden and are as of the statistics on page 151 Core Rulebook. 



 

Every second room on the map requires a roll on the random encounter table, except for the ones with 

doors which always require a roll. 

Random Encounter Table – Level 2 

Roll Event 

1-5 Nothing (If in a room with a door, add 5 to your roll) 

6-10 Two droidekas 

11-15 Two Force-adepts 

16-20 Three Dark Jedi adepts 

 

This continues until the rooms with the holoprojectors, there are no random encounters here. 

 

When the players arrive at the hologram room, the purple holoprojector is activated with an image of 

Tanorana Czo. She is a tall woman with dark skin and black hair braided around her face, she wears a 

black skin-tight bodysuit and carries a red lightsaber. But the hologram is tinted purple, so there’s much 

to make out as far as colouring. 

 

The green and blue holograms activate and  

 

Read-aloud text: 
Before you are two doors and in front of the doors are two holoprojectors showing images of masked Sith 

Assassins. The one on the right is coloured blue and the one of the left is coloured green. As you 

approach them, they speak. 

 

Read-aloud text: 
You stand on the threshold of the Academy Master’s inner sanctum. Entry without a specific request from 

the Master requires you to pass a test of mind. Step forward if you wish to be tested. 

 

The holograms freeze in place unless the players decide to step forward 

 

Read-aloud text: 
One door leads to the Master’s sanctum and the other leads to certain death. You may ask one of us one 

question only. But be warned! One of us tells the truth while the other always lies. Speak carefully. 

 

These doors cannot be opened with a skill check or anything else other than using this logic puzzle. 
 

The blue hologram on the right is the one that tells the truth, and it is from his door that you get to the 

inner sanctum. Once the question has been asked, both holograms disappear. Opening the door on the left 

leads to a bottomless pit that one of the players needs to take a contested grab check to pull them back. 

 

Final Fight 
 

When the players get to the final room, Tanorana is there with two Dark Jedi acolytes. 

 

So, you have finally arrived at my sanctum. I will soon have you. 

 

Tanorana will fight to the death and will not surrender. 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 



 


