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PUGILIST ~ 7 . - sisSme,

Not all people of the fist walk the way of Eﬂhghteﬂment Some of the best bare-knuckle fighters
are found in your local inn. A pugilist 15 nothing more then a skilled hand to hand specialist.
There are many kinds of pugilist in the world. Some study like monks, other were bormn in a
world that foreed them to aquire the skills they need to protect what they have. Some others
mught just be out there testing their own hints. Stubbom by nature a puglist 15 a person who
refuses to believe he 15 outmatched by armed foes. Fighting 15 their life and pushing past the
ability of other of their race 1s what drives them to become what they are. Socially pugilist fill
. every roll a fighter would fill From a kmghted guard who protects his city, to a street thug
- working for the local guld. Each Pugilist devotes umself to a style and that style advances his

combat ability.
. A

ROLE:

Pugilist are best at making duwithwhatthc-jrdnﬂut have. Where others find their ability at the
end of their gear a pugilist need only look to his hands for his tools to deal with almost anything.
A pugilist has the ability fo stand toe to toe with the most deadly of foes to defend his allies.
ALIGNMENT: Any.
HIT DIE: dlu_'_;f;
CLASS SKILLS:
The Pugihist's class skills are Acrobatics (Dex), Bluff (Cha), Climb (5tr), Escape Artist (Dex),
Intimidate (Cha), Enowledge (Local) (Int), Perception (Wis), Profession (Wis), Sense Motive
(Wis), Swim (Sir).

SKILL RANKS PER LEVEL: 4+Int modifier
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Special

Iron Fist , Thick Skinned, Style, Style Feat
Evasion, Style Feat

Roll with 1t (1/~)

Iron Fist (+1)

Style Manuver

Roll wath 1t (2/--)

Style Feat

Iron Fast (+2)

Roll with it (3/-)

Style Manuver

Tempered

Roll with it (4/—), Iron Fist (+3)
style Feat

Fast Movement (+3)

Roll wath it (5/-)

Iron Fist (+4), Style Manuver
Aggressive Combat Training

Fast Movement (+10)

Iron Fist (+3), Style Mastery



CLASS FEATURES:
All the following are class features of the pugilist.

Weapon and Armor Proficiency: Pugilists are not proficient with any weapons. Pugilist
are proficient with all light armor but cannot use shields. When wearing medmm or heavy armor
or carrying a medmm or heavy load, a pugilist loses his Roll with 1t, Evasion, Tempered, Fast
Movement and Style abilities.

Iron Fist (Su): At first level, a pugilist is considered to be armed even when unarmed. You do
_ not provoke attacks of opportunity when you attack foes while unarmed. Your unarmed strike
always deals lethal damage. Small Pugilist’s Iron Fist do 1d6 damage, Medium Pugilist's Iron Fist
do 1d8 damage, and Large Pugilist's Iron Fist do 1d10 damage. At 4th level the pugilist's Iron Fist
pets a +1 enhancement bonus. This bonus increases by one every four levels (+2 at 8th level, +3 at
12th level). A pugilist uses both hands to fight and gains no benifits from two-weopen fighting
feats.

Thick Skinned (Ex): At first level, The physical abuse a pugilist endures in trainning issues
him a resistance to attack from others. A pugilist adds half his constitution modifier (rounded

down) to his natural armor class.

Evasion (Ex): At2nd level or higher a pugilist can avoid damage from many area-effect
attacks. If a pugilist makes a successful Reflex saving throw against an attack that normally deals
half damage on a successful save, he instead takes no damage. Evasion can be used only if a pugi-

list 15 not wearing medinm or heavy armor or carrying a medium or heavy load.

Roll with it (Ex): At third level, The aggression placed upon the pugilist forces him to leam
to roll with the punches or be killed by his armed foes. The pugilist gains damage reduction 1/-
and 1t incresses by +1 every three levels (2/- at 6th level, 3/- at Oth level, maxing out at 5/- at 15th
level). A pugilist loses this ability if he wears medinm or heavy armor or camrying a medinm or
heavy load.



Tempered (Ex): At 11thlevel, a pugilist can use physical resilience to avoid certain
attacks. If the pugilist makes a Forfitude saving throw against an attack that has a reduced
effect on a successful save, he mstead avoids the effect entirely. Tempered can be used only 1f
a pugilist 15 not wearing medim or heavy armor or carrying a medium or heavy load.

Fast Movement (Ex): At 14th level pugilist's land speed is faster than the norm for its
race by +5 feet this increases to +10 feet at 18th level. This benefit applies only when she is
wearing no armor, light armeor, and not carrying a medium or heavy load. This bonus stacks
with any other bonuses to the pugilist's land speed.

Aggressive Combat Training (Ex): At 17th level a pugilist gains a better understad-
ing of why his attacks work. Treat your total Hit Dice as your base attack bonus when calcu-

lating your Combat Maneuver Bonus.

Style (Ex): Each pugilist fights diffrent depending on how he received his training. This

changes the way each pugilist attacks and defends themselves. The Style will give a pugilist
bonus feats, additional class skills, and other special abilities. A pugilist must pick one style

upon taking her first level of puglist.

STYLES:



BLOODLUSTER R

g -
Some people get the taste for blood and allow it to Teed their hate. This is not always a total loss of
control but more of a focused control of anger. A Bloodluster uses his hate to give him focus and
strength 1n battle. Somefimes his hate comes at a price and blinds his actions. The bloodluster 1s
like a shark that gets a taste of hus victim, focused and angry, attacking with intent to destroy. Their
focused determination tends to show in the rest of their actions as well If they start a task they do
their best to fimish it. Its said that having a bloodluster as a friend might not be the best idea but 1t
beats having one as an enenry.

STYLE FEATS:

Power attack (1st level), Toughness (2nd level), Blind-Fight (7th level). Strike Back (13th level) a
pugilist can use these feats even if he does not have the normal prerequisites

STYLE MANEUVER:

Hatecasting (Ex): Starting at 5th level the anger a bloodluster feels shows when he draws
blood on his foe. After he damages a foe with a melee attack he gains a +2 morale bonus to all
attack rolls, damage, saves, and AC vs the person he damaged and he 1n tum gets a -2 to all other
foes in combat. This bonus incresses to +4 at 10th level but the -2 from other foes stays the same. In
addition at the start of every turn after the bloodluster damages a foe he must make a Will save DC =
10 + His pugilist level. If he fails his save he must continue to attack that round. If something stops
him from attacking for a round he need not make the save to stop.

Seeing Red (Ex): Starting at 10th level his hate is absolute. Treat the bloodluster as if he was
under the effects of mind blank and freedom of movement once he damages a foe. This abilify stops
as so0n as he goes a round without attacking a foe.

Assault (Ex): Starting at 16th level the unrelenting chaos of lus attacks come in strange bursts.
When a bloodluster uses a full attack action he confinues to attack until he misses subtraction four
from each attack after the first. This replaces the normal additional strikes from high BAB.

STYLE MASTERY.

Heated (Su): Starting at 20th level his anger reachs a point that it manifest upon his body
Treat his Iron Fist ability as if had the flaming burst specal ability.  © ©
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A boxer gams skill through training. Boxers guard themselves and then attack with precision
strikes. They often take their ime and find the weakness in a foes fighting ability, and tend to
drag a fight out on purpose so that their foes get tired. Sometimes boxers display their skills
socially fighting for sport in rings, cages, or arenas. Boxers tend to take their time with every-
thing they do mn life, looking before they leap. Boxers tend to train in schools with other boxers
but some gain skill by themselves working to learn where and when to hat their foes.

STYLE FEATS!

Improved Critical (1st level), Stand Stll (2nd level), Cntical Focus (7th level), Staggering Critical
_(13th level) a pugilist can use these feats even if he does not have the normal prerequisites.

STYLE MANEUVER:

Guard (Ex). Starting at 5th level a boxer's guard 15 advanced enough to turn aside the most
powerfull of blows, treat the boxer as if he has moderate fortification. A boxer retains this ability
even 1f flat footed.

Pick and Choose (Ex); Starting at 10th level a boxer's ability to watch for opening proves
to be his most powerfull ability. As a standard action a boxer can make one attack 1f it hits it
counts as a cnfical. You do not need to confirm the critical hat. This ability can not be used 1n the
first round of melee combat with a foe.

Stamina (Ex). Starting at 16th level a boxer's control over the fight reachs a point where
his foes find 1t tinng to deal with him. At the end of a foes third consecutive round of melee
combat with the boxer and every round after, 1t must make a Fort save DC = 10 plus half the
pugilist’s level plus the constitution modifier or become fatigned (if the target 15 fatigued or fails a
second save if then becomes exhausted).

STYLE MASTERY.

Corner (Ex); Starting at 20th level a boxer's ability to control his foes reaches its peak. If
an adjacent foe takes a move action he provokes an attack of opporiunity. If the boxer success-
fully damages the foe with this attack. the enemy cannot complete his action. (this does not stop
his foe from nsing another move atempt but doing so will provoke another attack of opportunity).



BRAWLER . BEoE. :
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All inns have a boss. It's either a man in the back comer picking fights or the bouncer throwing
people out the door. Hit them hard and fast 1s the only rule that really matters to a brawler. Brawl-
ers find the fastest way to finish a fight to get back to the festive mght. Brawlers get pegged for
being the bad guy but they do not just attack people at random. They often make a display of it to
show their dommance 1in their enviroment. If a brawler knows what he 1s doing he likes to brag
and show everyone else how he does it.

"J;‘.?TTLE FEATS:

 Power Attack (1st level), Vital Strike (2nd level), Improved Vital Strike (7th level), Greater Vital
Sh?l-.'ﬁ: {1 3th level) a pugilist can use these feats even if he does not have the normal prerequisites.

ST'II‘.'.E MANEUVER:

Pummel (Ex). Starting at 5th level a brawler tends to pull people into his punches and has
gamed the skill mn this so much ns punches hit harder than normal Count the brawler's punches
as 1f he where useing a two handed weapon.

Karma (Ex): Starting at 10th level a brawler learns that to give you need fo take. Once per
round, a brawler can make an attack of opportunity against an opponent who has just struck and
damaged him in melee combat. This attack counts as an attack of opportunity for that round.
Even a brawler with combat reflexes feat can not use the karma ability more then once per round.

Slam (Ex): Starting at 16th level a brawler i]ll[bCllES with such force he has the ability to
knock a foe from his feet. When a bouncer uses power attack feat at its max and hits a foe with his
first attack that round he must roll his CMB to see 1if he knocks his foe prone.

-
"
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STYLE MASTERY: N

b ,
Dominate (E;;‘.l starting at 20th level a brawler hovers over his prone foes offering them
little room to move. When attacking treat prone enemys as flat-footed.

%
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BULLY

Some people find 1t hard to fight at their level so they attack at the emotions of others unfil its easy.
to best them physically. These people are known as bullys and use fear to acheive their goals.
Bullys know how to create fear with little more than a look. When a bully lacks social skills to get
a job done he tends to force people to do what he needs. If ever a bully is faced with a person that
i beyond his means he tends to swich gears and make them a friend showing respect that almost
X seems out of place. Bullys make fnends for life and 1t takes alot to break that bond.

In!m:umung Prowess and Weapon Focus (Iron Fist) (1st level), Dazzling Display (2nd level), Shat-
_ ter Defenses (7th level). Leadership (13th level) a pugilist can use these feats even if he does not
have the normal prerequisites.
b

STYLE MAI"@_IEU\F ER.
Q .

Force of Personality (Ex): Starting at 5th level, the cold uncaring look a bully zives a
person unsettles them When a bully attacks a person under a fear effect he does double the
damage of his attack. Should a bully score a critical hit with this attack, the extra damage is not
multphied Also when a bl.lll}’zhfiﬁ his Infimmidate skall the effects last twice as long.

Peer Presure (Ex); Startingat 10th level a bully is able to unnerve his foe with a hit. When
a bully hits a flat-footed foe that is shaken, he must make a Will save DC = 10 + half the pugilist
level + lis Chanisma modifier. If the foe fails ns save he 1s Fnghtened for one round. This has no
effect on already frightened or panicked foes. .

Scatter (Ex): Starting at"l16th level people just know better than to stand up to a bully.
When a bully uses his Dazzling Display feat any foe two hit dice lower than the bully will be
frnightened mstead of shaken. Any foe six hit dice lower than the bully will become panicked
mstead of shaken.

STYLE MASTERY:

Scary (Su): Starting at 20th level nothing can excape the fear a bully mstills. All the bullys
fear effects can be used on any foe even if the foe 15 normaly immune to fear effects.



DIRTY FIGHTER

Just cause someone looks like he can not fight does not mean he is unable. Darty fighters know
how to hit people where 1t counts and when they least expect 1t. When you comer a person like
that you never know what 1s in store for you. Much like a rogue a dirty fighter takes advantage of
people every chance they can. With no regard for what 1s socially acceptable they work every
angle to achueve their goals. Thinking outside the box 1s what thev do best and when they get
friends that accept their ways they are loyal to them unlike anything else.

_STYLE FEATS:

_Improved Feint and Weapon Finesse (1st level), Throw Anything (2nd level), Distuptive (7th
~level):Spellbreaker (13th level) a pugilist can use these feats even if he does not have the normal

ETTLfE MANEUVER: °

Low-Blow (Ex): Starting at 5th level a dirty fighter leams to hit foes where it counts.
When a dirty fighter hits a foe that is flat-footed doubble the damage of his attack. Should a dirty
fighter score a critical hit with this attack, the extra damage 15 not mmltiplied Ranged attacks can
count as a low-blow only within 20 feet. Also any object thrown by the dirty fighter retains the
enhancement bonus from his Iron Fist ability and do lethal damage.

Sucker Punch (Ex); Starting at 10th level a durty fighter knows just what to do to catch his
foes off guard. The first attack on a foe 15 always flat-footed. This ability will not effect a foe a
second fime ever. Also he can a bluff check to faint in combat as a swift action once per round.

Discomjfort (Ex): Starting at 16th level a dirty fighter can use his surroundings to make it
hard for his foes to move. Treat all adjacent squares to the durty fighter as dafficult terrain.

STYLE MASTERY.

Sicken (Ex): Starting at 20th level a dirty fighters low-blow has a chance of nauseating his
foe when he hits them flat-footed. If you hit a flat-footed foe and 1t fails a Fort save DC = 10 +
half your pugilist level + Wisdom modifier it becomes nauseated for 1d4 round. This effect hap-
pens only once per round and does not stack but 1t can overlap increasing number of rounds.



GRAPPLER
Some people like to grab hold of someone and pound the fight nght out of them. Grapplers can
do standing locks or take people to the ground. In any case they try to render the people they
fight helpless. Control 1s what their life 1s focused on. When things go awry a grappler tends to
try and get them back mto order as fast as possible. Most people have neverdea&t with a grap-
pler and are surprised when they first encounter one, handing the grapper a huge advantage in a
fight. ~ y &8 ‘\

f

STYLE FEATS:

Improved Grapple (1st level), Greater Grapple (2nd level), Defensive Combat Training (7th

- level), Blind-Fight (13th level) a pugilist can use these feats even if he does not have '91& normal
prerequisites. 4
STYLE MANEUVER: '

o
Clinch (Ex); Starting at 5th level a grapplers ability to control his grab foes is amaz.mg A
orappler takes no penalty's to hus dextenity or attack rolls when grappling and 15 immune to the

pin condition of being grappled. Add +1 to hus CMB for grappling per three pugilist levels.

Ground and pound (Ex): Starting at 10th level a grappler gains the ability to hold his i:ups

and still strike with ease. When a grappler has a foe grappled he can make a damage action (as

described on page 200 1n the Core Rulebook) as a swift action once per round.

Mountian Climber (Ex): Starting.at 16th level a grapplers ability to hold onto creature
larger then himself is just amazing. He gams a +2 bonus on his CMB per size incress larger than
the grappler

STYLE MASTERY.:
B .l|'

Hinder (Ex): Starting at 20th ]E%l the grapplers restraint on a foe wears them out fast. At
the end of the third eonsecutive round that a foe 1s grappled and every round after that, he must
make a Fort save DC = 10 + half the pugihst level + constitufion modifier or become fatigued (if
the target 15 fatigued or fails a second it then becomes exhausted).

.



PHYSICAL ARTI ST

Training 1s key to the physical artist they do what they can to push the natural ability barmers to
achieve effects that seems supernatural Speed and agility are key to ﬁtph}*ﬁical artist abilities.
Traimng all the time even when doing mundane tasks, aphymcq!a{tlsthas a one track mund.
The artist doesn't often push to make friends, but gets into thie habit of helping people over and
over again, mainly to test their own abilities. Cold and caleulating an artist looks past emotions
and accounts for the facts.

STYLE FEATS:

Run (1st level), Combat Expertise (2nd level), Deflect Amrows (7th level), Stunning Fist (13th
level) a pugilist can use these feats even if he does not have the normal prerequisites

STYLE MANEUVER:

| Chain punches (Ex)- Starting at 5th level the speed trainning a physical artist undergoes
shows m the speed of hus attacks. On a full attack action a physical artist can choose to double
the attacks he gets but when doing so he can only add half lus strength modifier to the damage.

Insight (Ex): Starting at 10th level a physical artist shows that hiﬂﬁg the right spot
counts for more than random bashing. Add half his Wisdom Modifier (rounded down) to the
damage of his attacks.

Avoidance (Ex): Starting at 16th level a physical artist the display of speed discourages

his foes. Each time a foe misses you with an attack, you gain a +2 dodge bonus to AC. This
bonus lasts until the start of your next tum.

STYLE MASTERY.

Feotwork (Ex): Starting at 20th level the speed of a physical artist is unmached'replace
the 5ft. step action with a move action each round.



VICTOR

Some people know that they are better than the rest. That level of confidence transfers to their
ability to fight their foes. A victor 1s a winner and he goes beyond the normal to prove this.
Victors tend to take on more than one foe at a tume to prove their self worth. They do not really
expect to win every battle but do expect to win every war. If somethmng they partook m seems
to have come out bad they only focus on what good came of 1t and push to point out those facts.
Victors tend to jump on the chance to fight so they can prove to themselves how good they
really are.

STYLE FEATS!

~ Power Attack and Cleave (1st level). Great Cleave (2nd level). Whirlwind Attack (7th level).
Weapon Specialization (Iron Fist) (13th level) a pugilist can use these feats even if he does not
have the normal prerequisites.

STYLE MANEUVER:

Aura of Greatness (Su): Starting at 5th level a victors self confidence creates an aura that
inspires his allies abilities. The victor and all allies within 15ft gain the benefits of Heroism (as

the spell).

Overcoming Odds (Su). Starting at 10th level a victor's ability to fight aginst more than
one foe becomes his best ability. Add unepumtnfdaumge to his melee attacks per foe in his
Aura of Greatness. :

Conviction (Su): Starting at l.ﬁth_-hvel a victor's allies benefit from his msight. Treat all
allies in his aura as if they have the Evasion and Stalwart abilities.
' i -

STYLE MASTERY: o

Barrage (Ex): Starting at 20th level a victor advances in his ability to attack all his foes.
A victor can use his Whirlwind Attack feat as.a s‘mndard action and if he uses 1t as a full-round
action he can make a second attack on a]lthre:ttnedfneﬁ
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NPC PUGILISTS

Let this section be used to bolster any campain. Pugilist are city folk and can be added in
anywhere they are needed. Bloodlusters can be a random lackey. Boxers might be a hired
arm for a guild boss. ler co
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LVL 10

LVL 1&

Med LvL5 (CR3 Med CRE Med CR 14

Init +2 Imit +2 Tnit +2

AC 17 touch 13 FF 14 (+INA+3Amor]  AC 19 ioach 13 FF 16 (+1NA+5Amor) AL 23 touch 15 FF 20 (+2NA +6Armor)

HP 58 DR 1" HP 113 DR 3/— HP 195 DR 5/—

Fort +7 Fef +6 Will +0 Evas Fort +10 Fef +9 Will +2 BEvas Fort +14 Fef +12 Will +4 Evas, Temp

Speed 3048 Speed 305 Speed 358

Melee 1dE+4 Melee 1d8+5 Melae 1d3+8

Amack 7 CMB 6 CMD 18 Agtack 1277 CMB 10 CMD 22 Amack 2VSpecal CMB 16 CMD I8

Sirlf Dexl4 Conlf Intd WisE Chall 5trl7 Dex14 Conl& Intd Wis Chald 5irl8 Dexl4 Conld IntB WisE Chall

Special Attacks Special Astacks Special Attacks

Hatecasting Hafeczsting Hatecasting Ascankt

Gpecial Defense Special Defense Special Defense

Hatecasting Hatecasting, Sesing Fed Hatecasting Sesing Fed

Faats Feats Feats

Power Attack. Diodee Pdwer Attack. Blind-Fight Power Attack, Blind-Fight, Smike Back
Dhodze. Mobility Diodge, Mobility, Fun

Bscape Artist 5 Intimidate 4 Bscape Artist 11 Intimidate @ Escape Artist 15 Intimnidate 14

Perception +7 Sence Motive 2 Perception +12 Sence Motive 5 Perception +17 Sence Motmve 9

(Gear iFear rear

Smdded Leather Cham Shirt +1 Chain Shirt +2, Ring of Prot +2

Hatecazting (Ex): Startng af Srh level the anger a bloodiuster feals thows when e droes Blood on bz foe. _4frer he

damages a_foa with amﬂmmthgmhrln +1 morale bonus fo all attack rolls, damage, saves, and AC vz the person he damazed
and ke in turn gets @ -2 to all other foes i combat. This bonus moresses fo +4 at 10tk level but the -2 from other foes stqys the zame.
In additton at the start of every turm giter the Moodluster domages a foe ke mist make @ Will save DC = 10 + His pugilist level. If he
Juils his zave he prist comfine fo attack that roumd. [ something stops him from attacking for a round he need not make the zave fo
stop.

Seeing Red (Ex)- Stortmg at 10th level hiz hate ir absolute. Trea! the Bloodiucter ar jfhe was under the effect: gf ming blank
and freedom gff movemeant once he domages g fbe. This abuliy sfops az soon az he goes g round without aftackng a fhe.

Arzault {Ex)l: Starfing af 16th level! the unrelenting chaos of his affocks come in strange bursts.  When g bloodlurier user a
Jull atteck action ke continies fo arfack winil he mizres subiraciion four from each attack qfter the first. This replaces the mormal
additional strikes from kigh BAR.



Boxer

Med IVLS CR3

Tnit +3

AC 18 toach 14 FF 14 {(+I1NA +3Armor)
HP 53 DB 1/~

Fart +7 Ref +7 Will +0 Evas
Spesd 30ft

Melee 1d5+3

Attack 6§ CMB 5 CMD 12

Strl4 Dexl6 Conl 6 IntB WisE Chal0

Special Attacks

Special Defenze

Escape Amist 5 Infimidate 2
Perception +7 Sence Motve 4

Smudded Leather

hied . LVL 10
Init +3

AC M) toach 14 FF 16 (+1NA +5Ammor)
HP 103 DR 3/—

Fort +10-Ref +10 Will +2 Evas
Spead 304t

Malee 1d3+4

Artack 1146 CMB 2 CMD 22

Sarl4 Dexl§ Conlf Intd Wisd Chall
Special Amacks

Pick and Choase

Specizl Defensa

Guard

~CR.8

Fears

hoproved Crit, Dindze. Crit Focns
Dindee. Mohility

Skills

Escape Artict 11 Intimidate 7
Perception +12 Sence Biotve 3
Gear

Cham Shirt +1

Med -L‘U'I. 16
Imit +3

AC 24 touch 16 FF X (+INA +8Ammor)
HP 179 DR 5/—

Fart +14 Raf +13 Will +5 Evas, Temp
Spead 156

Aieles 1dE+5

Atrack 18138 CMB 15 ChWID 27
5ir14 Dexlf Conl 8 IntB Wizl Chall
Specisl Artacks

Pirk and Choose, Staming

Special Defense

Guard

Featz

Improved Crit, Dodze, Crit Focus
Stazzering Crit, Dodze, Mobility, Rum
Skills

Escape Artist 15 Intimidate 10
Perception +18 Sence Motive 13
Gear

Chsin Shirt +2 Fing of Prot +2

CR14

Guard (Ex): Starting af Jth level a boxers guand & advanced enough fo nrm aside the mast powerfull gf Blows, treat the
boxer as f he has moderate fornfication. 4 bover retaims thiz ability even §f flar foosad.

Pick and Choore (Exj: Starttag at 10t level a boxers ability fo watch for opening proves fo be iz most powerfiil abiliiy
Ar a standard action a boxar can make ane attack [ it hits it counts az a crittcal. You do not need o confirm the critical kit This
ability can not be wed m the first rownd of melee combat with a foe.

Stamimg (Ex): Starting at 16t level a boxers control over the fizhs reachs a point wiare Fiz fbex find it aring to deal with
Fim. At the end af a foez third consecutive round of meles combat with the bover and avery round qfter, it must make g Fort tave DC
= 10 plur half the pugtlists level plus the constituiion modiffer or become firfipued (Tf the targer iz fatieued or fail a second zave it

than becomes exhaurted).



Brawler

Med INLS CR3

Tnit + O

AC1S touchll FF14 {(+INA+3Amor)
HP53 DR 1/'—-

Fort +7 Ref +4 Will +1 Evas
Speed 30t

Malee 1d8+7

Artack 8 CMB 7 CMD 17

518 Dexl0 Conls Int? Wis10 Chal
Special Amacks

Eamms

Special Defence

hlad ; LVL 1o
Imit +0
ACIT wouchl]l FFI6 (+1WNA +54mmar)
HP103 DR 3/—
Fort +10 Bef +7 Will +3 Buvas
Spead 30
Diale= 148+3
Artack 13/8 CMB-11 CWD 21
Sirl9 Dex]( Conl 7 Inth Wis10 Chal
Special Amacks
Farma
Specis]l Defense

-CR&

o=

Feats

Power Anack. Top Vital Striks,
Dadze, Mobility

Skills

Escape Artist 11 Intfimidate 12
Perception 12 Sance Motive 5
Caar

Chain Shirt +1

Bdad ; INVL 16
Imit+ 0

AC2] touchld FFX (+IMNA-<6Amor)
HE17T? DR 5/—

Fort +14 Bef +10 Will +5 Evas, Temp
Speed 355

Malee 1d5+11

Arack 21/1611 CMB 17 CMD 27
St Dl Con 8 IntB Wizl Chal
Special Astacks

Esmma Skam

Specizl Defensa

ns

Feats

Porarer Attack  Grester Vital Smaike
Dodze. Mobility, Fon

Skills

Escape Arfist 15 Intimidate 17
Perception 17 Sence MMotive 9

Gear

Chain Shirt +2, Ring of Prot +2

CR14

Pummel (Ex); Starfing at 3th level a browler tends fo pull peogle into his mmches and haz gained the sk in this o smch
Ris punches kit harder than normal. Count the brawler’s punches as [ he where useine a nvo handed weapon.

Eagrma (Ex): Starting ar 10th leved a broneler learns that fo giee vou need fo fake. Chwce per round, a brawiar can make an
attack gf opportuniny againt an apponant who Ras fust struck and domaeed ki in melee combat  Thiz attack countr ar an artack
of appartunity for that round. Even a Brawiler with combar mgfleves feat can not uze the karma abilify more then once per round.

Slam (Ex): Starfing af 16tk level @ brawier punchaer with tuch force be has the ability to knock a foe from hiz feet When a
Bouncer uses power aftack fear at its max and hits a o with kis first aftack that round he must roll his CMEB to see [ he bnocks his

Jhe prone.



Bull}'

Med
Imit =2
AC 17 rouch 13 FF 14 (+1NA +3Ammor)
HP 48 DR 1/

Fort +& Ref +4 Will +1 Evas

Speed 304

Mieles 148+3

Attack T CMB 5 CWD 17

Smrl4 Dexl4 Conl4 Int]0 Wis10 Chal4
Special Artacks

Force of Personality

Specis] Defense

0z

Feats

Intimidating Prowess, Weopen Focus,
Dazrling Display, Duodee

LVLS CR3

Skills
Intimidate 12 Knowledge (Local) 5
Perception § Sence hMotve 4
Crear

Studded Leather

bied
Init+32
AC 19 poach 13 FF 14 (+1MA +5Anmar)
HEP 93 DR 3/~

Fort +9 Ref +9 Will +3 Bvas

Speed 304

Melee 1d5+4

Arack 127 CMB 9CMD 21

Sml3 Dexl4 Conl4 Int]0 Wis10 Chal
Special Amacks

Force of Personality, Peer Presure

* IVL10. ..CRE

Special Defense

ns

Feats

Inftmidating Prowess, Weopen Focns,
Dazzling Display, Dodze, Mobility
Shatter Defenses

Skills

Infmmidate 17 Enowledge (Local)10
Perception 11 Sence MMotive 8
Gear

Chan Shart +1

Med
Imit +2
AC 22 pouch 15 FF 19 (+1MA +6Ammor)

HFP 147 DR 5/--

Fort +12 Ref +12 Will +5 Evas, Temp
Speed 35ft

bieles 148+7

Artack 201510 CMB 15 CMID 27

Smld Dexl4 Conl4 Intl0 Wisl0 Chald
Special Attacks

Force of Personality, Peer Presure, Scatter
Special Diefence

CINL1S CR14

na

Feats

Infmmidating Prowess, Weopen Focus,
Sharer Defenses. Leadership

Skills

Intimidste 25 Enowledze (Local) 15
Perception 14 Sence Motive 11

Gear

Chain Shirt +2, Ring of Prot +2

Force of Perzanality (Ex): Starting at Sth level, the cold uncaring look a bully gives a perzon unseitles tham. Whan a Bully
mhammdwa_ﬁﬂrmﬁhdm:sdnuﬂlﬂlm#m aitack  Should a bully score a critical hit with this attack, the
@xrirg damaee iz not muliiplied. 4dlze when a bully wes his Inttmidate skl the gffects last fwice a5 long.

Pger Presure (Ex):  Starting af 10th level a bully s able to unnerve ki foe with a kit. When a bully hits a flat-footed foe
that iz shakberr, he mst make @ B same DO = 10 + haif the prgilst el + his Charisma modyfer: Jf the foe fails his zave fe i

Frightened for onwe rowmal.  This has mo gifect on already fFRehtened or pamiched foe.

Scatter (Ex):  Starting at Jdth level people jist know better tham to stmd up fo a bully. Whan a bully uses iz Dazziing
Drzplay feat any foe twe hit dice lovwer tham the Sully will be fighioned instead qf shaken. Amy foe six hit dice lower than the brily

will hecome panicked mstead qf shakean.



Dirty Fl.ghtfl.‘

Med LVL10 GRS

Med IVL5S CR3 Med IVL1S CRI4

Tt -+4 Tmit +4 Tt +5

AC 19 touch 15FF 14 (+INA+3Ammor)  AC 21 touch 15 FF 16 (+1NA+SAmmos) AC25 touch 18 FF 10 (+INA +6Armer)
HP 48 DR 1/— HP 93 DR 3/ HP 147 DR 5/—

Fort +6 Ref +8 Will +1 Evas Fort +0 Ref+11 Will +3 Evas Fort +12 Ref +15 Will +5 Evas, Temp
Spesd 30ft Speed 30f Speed 356t

Melee 1d2+] Melse 1d8+2 Meles 1d8+4

Antack B CMB 3 CMD 17
Sarld Dexl B Conld Intl) Wis10 Chal4

Anmack 138 CMB T.CMD 21
Sl Dex]® Conld Int10 Wisil Chal 5

Attack 21716711 CMB 12 CMD 27
Sl Dex20 Conl4 Intl0 WisTd Chal 6

Special Anacks Spectal Artacks Special Amacks
Low-Blow Low-Blow, Sucker Punch Low-Blow, Sucker Punch
~ Special Defense Special Defensza Special Defenze
ns I Driscomfiort
Feats Fears Fears
Imp. Feint, Weapon Finesse, Imp. Feint, Wespon Finesse, Imp. Feint, Weapon Finesze Bim
Throw Anything, Dodze Throw Anything. Dhadze hiobility Throw Anything Dhodze hobility,
Dismpive Dhsmptive, Spellbreaker
Skills Skalls Skills
Escaps Armist 5 Imfimidate 4 Escape Armist 10 Intimigdate 10 Escape Arfist 15 Infimdidate 15
Perception 6 Sence Motve 3 Perception I Seace Motive & Parception 15 Sence MMotve 9
(Gaar {(pear Gear
Smdded Lesther Chain Shirt +1 Chain Shirt +2, Ring of Prot +2

Low-Blow (Ex)- Starting at 5th level a dirty fighter leams to hit foes where it counts. When a dirty fighter kit a foe that is
flat-foorted doubbie the damage of his attack. Should a dirg: fighter score a critical hit with this ariack, the extra damage is not multiplied
Rangued artacks can count az a low-biow only within 20 feet. _Also any object thrown by the dirty fighter retains the enkancemant bomus
from kiz Tron Fist ability and do lethal damage.

Sucker Punich ¢Exl: Stornng ar 1k level a dirty fighter nows jrst what fo do to canich his foes off puard.  The first attack o a
Jbe iz always far-fooded. Thiz ability will not gffec? a_foe a second time ever. 4lso he can a Biyglf check to fams in combat az a swiit aciion

oHCE per roumnd,

Dizcomfart (Ex); Sarfing ar 16th leval a dirty fighter can uze his surroundings fo make i kard for kis foes fo move., Treat all
adiacent squaras fo the diry fighter az diffcull ferrain.



Grap Pler

Med LVLS (CR3

Imir +2

AC 17 touch 13 FF 14 (=1MA +3 Armar)
HP48 DR 1/—

Fort +6 Bef +§ Will +1 Bvas
Speed 30ft

Meles 1d8+35

Autack 8 CME 7(12) CMD 19(21)
Sirl8 Dex14 Conl4 Int® Wis10 ChaB
Special Amacks

na

Special Defense

Clinch

Feats

Imp. Grapple, Greater Grapple,
Dodze

Skills

Escape Artist 10 Intimidate 3
Perception 4 Sence Motive 4
Crear

Smdded Leather

Med IVL 10
Tnit+2
AC 10 touch 13 FF 16 (+1MA +5 Ammar)
HP 03 DR 3/--

Fort -3 Bef -2 Will <3 Evas

Speed 30f

Meles 1d8+6

Arack 138 CMB 11(18) CMD 26028}
Sir19 Dex]5 Conl4 Intd Wisl0 Chal
Special Amacks

Ground and pound

Special Defense
Clinch

.CRE

Feats

Imp. Grapple, Greater Grapple,
Def. Combat Training. Dodze,
hiobility

Skills

Escape Artst 15 Intmidste &
Perception § Sence Motive 7
Crear

Chein Shirt +1

Med IVL16
Init +3

AC 13 wach 16 FF 19 (+1NA +6Armor)
HP 147 DR 5/

Fort +12 Ref +13 Will +5 Evas, Temp
Speed 35ft

Melee 143+0
Attack 21/16711 CMB 17(26) CMD 34{36)
S0 Dex1§ Conl4 IntB Wis10 Chal
Special Atracks

Ground and pound, Mm. Climber
Special Defense

Clinch

Feats

Imp. Grapple, Greater Grapple,
Blind-Fight, Dodge, Mobility, Fan
Def. Combat Training

Skills

Escape Artist 22 Intimidate 10
Perception 13 Sence Motive 10

Graax

Chain Shire +2, Ring of Prot +2

CE 14

Clinch (Ex): Starting at Jth level @ prapplers ability fo.control iz grab foes is amazing. A grappler fakes no penaliy'’s to his
dextarity or atfack rolis wien grquph'?:gmuii'.: immming fo the min condition of being grappled. Add +1 to ki CMEB for grappimg per

three pugiiise bevels.

Ground and pownd (Ex): Starning at 10th level a gropplar smns the ablity to hold his_ foes and 6l sorife with ease When a
grappiler has a foe grappied e can make a damage aciion (as described on page 200 in the Core Ruwlebook) ar a ni{ft action once per

FoLd.

Movmtian Climber (Exj: Starting at 1dth level a grapplers ability to hold onte creature larger then himself i just amazing.
Hg gains a +2 bonus on hiz CMEB per size incress lareer than the grappler:



Ph}fsical Artist

Med IVLS CR3

Tnit +2

AC 17 toach 13 FF 14 {(+1NA +3Armor)
HP 48 DB 1/—

Fort +6 Ref +6 Will +3 Evas
Spesd 30ft

Melee 1d2+3(2)

Attack 6§ CMB 5 CMD 17
Chain 6/6

Strl4 Dexl4 Conl4 Int10 Wisl4 Chal0
Special Attacks

Chain Pumches

Special Defense

ns

Feats

Combat Expertize,

Dodge, Rum

Skills

Arrobatics 7 Climb 3
Perception 10 Sence Motive 10

Smdded Leather

hied . LVL 10
it +2

AC 10 touch 13 FF 16 (+=1MA -+54mar)
HP 93 LR 3/—-

Fort +9 Baf +2 Will =5 Evas

Speed I0f

bletee 1d8+4(<)

Apack 11/6 CMB 9 CMD 21

Chain 11/11/6/6

Sirl4 Dexl 5 Conld Intl0 Wisl5 Chald
Specisl Attacks

Chzin Pimches, Insizht

Special Defence

~CR.8

na

Feats

Cornbat Expertize. Deflect Amows,
Dodge, Mobility, Fun

Skills

Acrobatics 11 Climb &

Perception 15 Sence Motive 15
Gear

Chain Shirt +1

Mead LVL 16

CE 14
Tnit +3
AC 23 souch 16 FF 19 (+1NA +6Ammor)
HP 147 DR 5/

Fort +12 Bef +13 Will +8 Evas, Temp

Speed 35#t

Meles 1d8+6(8)
Attack 18713/8 CMB 14 CMD 27

Chain 18/1813/13/8/8

Strl4 Dex14 Conl 4 Intl0 WislS Chall
Special Amacks

Chain Pumches, Inzight

Special Defenza

Avoidsnce

Fears

Comhat Expertice. Deflect Arrows,
Snmmning Fist, Dodze, Mobility, Fun
Skills

Acrohatics 16 Climb 11
Perception 22 Sence Motve 22
Gear

Chain Shirt +2, Fing of Prot +2

Clhain pumches (Ex): Starting at Sth level the spead tramming @ physical artisf underpoas shows in the speed of his attacks.
On a full attack action a physical arfist can choose to dowbie the attacks be petr buf when doing so he can ondy add kaf his sorength

modifier to the damage.

Tnsighs (Ex): Starting at 10th Inﬂﬂp!{mim! artist thows that hiting the right spof counts for more than random bashing.
Add half s Wisdom Modifier (rounded down) fo the damage gf his attocks.

Avoidance (Ex): Storting af 16th level a physical artst the disploy of speed discourages kis foes. Each time a fbe misses you
with an attack, you gain @ +2 dodee bonus to AC. Thix bowus lasts wntil the start of your nexd furm.



Victor

Med IVLS CR3

Init +1

AC 16 touch 12 FF 14 (+1NA +3Armer)
HP 42 DR 1/

Fort +8 Ref +7 Will +3 Bvas
Speed 30ft

Meles 14844

Artack 8 CMB 6 CMD 17
Serl6 Dex12 Coml4 Intl0 Wis10 Chal?
Special Attacks
Aura of Greatess

Special Defensa

Intimidste 2 Enowledze (Local) 5
Perception § Sence Motive 6
Gear

Studded Leather

bded . LVL 10 -~ CRE

it +1

AC 15 touch 12 FF 16 (+1MA +5Ammar)
HP O3 DR 3/—

Fart +11 Baf +10 Will +5 Ewvas
Speed 304t

Melee 148+52)

Artack 140 CMB 10 CMD 21
Sl Dex]? Conl5 il Wis10 Chal3
Special Aracks

Anra of Greamess Owercoming Cdds
Special Defanse

ma

Faats

*Power Artack Great Cleavs,

Whirlwind, Diodge, hMobility
Skills
Intimidate § Enowledge (Local) 10

Percaption 12 Sence Motive 12
Gear
Chaim Shirr +1

Med - IVLI6
Tnit +1

AC 21 touch 14 FF 19 (+INA +SAmer)
HP 163 DE. 5/—

Fort +15 Ref<+13 Will +7 Evas, Temp
Speed 354t

Melee 1d8+T(X)

Artack 2171611 CMB 15 CMD 26
Serl6 Dex]?2 Conl6 Int]10 Wis10 Chal4
Special Attacks

Aura of Greatess, Overcoming Odds
Special Defense

Comnicton

CE 14

Feats

Power Attack, Great Cleave,
Whirtwind, Dodge, Mohbility, Run
Skills

Intintidate 12 Enowledge (Local) 15
Perception 17 Sence Motive 17
Gear

Chain Shirt +2, Ring of Prot <2

Aura qf Greainess (Su). Srarting af Jth level @ victors seff confidence create: an aura that msmres ki allies abilities.
The victar and all alties within 138 pain the bengfTor of Heroizm (a5 the spalll.

Ohercoming Oddr (5wl Starting at 10t level o victor's abulity fo ffzht apimst more than one foe becamer his best abifin:
Add one point gf damage fo his melee artacks per foe i his dura of Greamess.

Conviction (Su):  Starting at 16th Level o wictorT allies bengfft from hiz insighe.  Treat ol allies m his aurd as [ they have

rhe Evasion and Stahwart abilities.
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1. Definitions: (a)"Contritwutors™ means the copyright and/or trademark owners who have contributed Open Game Content: (b)"Derivative
Material" means copyrighted material including derivative works and manslations (mchading into other computer languages). potation, 1
modification, comection, addition, extension upgrade, improvement, compilation, sbridzment or other form in which an existing work may be
recast, transformed or adapged; (¢} "Distrbuie” means to reproduce, license. rent, lease. well broadcast, publichy displsy, ransmit or otherwise
distribute; {d)"Cpen Game Content™ means the pame mechamc and inclades the methods, procedures. processes and ronfines to the extent
such content does not embody the Product Identity and is an enhancement over the prior art and any sdditional content clearly identified as
Open Game Content by the Contributor, and means aoy work covered by this License, inchnding transkations and derivanve works under
copyright law, but specifically excludes Prodoct Identity. {e) "Product Identity" means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characiers; stories, storyvlines, plots, thematic elements, dislogue, incidents. lanruaze, armwork,
symbols, designs. depictions, HkEI'.‘I.EEE..,ﬁ:IIIﬂEE poses, concepts, themes and graphic, photographic and ofher visual or sudio representations;
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SOVITOIments, creatmres, equipment, magical or supematural shilines or effects, logos, symbols, or graphic designs; and any other trademark or
mgsteredmﬂﬂmﬂd-earb'lﬂﬂmﬁaﬂuﬁnmnmgmq'h} the owner of the Product Identity, and which specifically exchdes the Open
Game Content; (f) "Trademark" means the logos, names, mark, sign, motio, designs that are wsed by a Contributor to identify msalf or its
products or the associsted products conmibuted to the Open Game License by the Contributor (£) "Use", "Used™ or "Using" means o use,
Diistribmte, copry, edit, format, modify, translate snd otherarnse create Dervative baterisl of Open Game Content (h) *You" or "Your" means
the licenses in terms of this asresment

1. The License: This License sppliss o aoy Open Game Content that contains 3 npotice indicating that the Open Game Content may only be
Used under and in terms of this License. You muest affix such a notice to any Open Game Content that yon Use. Mo terms may be added to or
subiracted from this License except a5 described by the License itself. Mo other ferms or conditions may be applied to any Open Game Content
3.0ffer and Acceptance: By Using the Open Game Content Yon indicate Your acceptance of the fermms of this Licensa.

4. Grant and Consideranion: In consideration for agresing to use this License the Confributors srant Yoo a perpetmal worldwide, rovalty-free,
non-exclusive Hoense with the exact terms of this License to Tse, the Open Game Content.

5 Representation of Authority fo Conmmbute: If You are contmibuting original materizl as Open Game Confent, You represent that Your Confri-
butions are Your original creation and‘or You have sufficient rights to grant the rights comveyed by this License.

6. Monce of License Copyrizght You must update the COPYRIGHT NOTICE portion of this License to inclnde the exact text of the COFY -
RIGHT NOTICE of any Open Game Content Yon are copying, modifying or distmibuting, and Yoo mmst add the atle, the copyrizht date, and
the copyripht holder's namie to the COPYRIGHT MOTICE of amy original Open Game Content you Distribute.

7. Use of Product Tdentity: Yon agree not o Use aoy Product Identity, including as an indicanon as to compatibility, except as expresshy
licensed in another, independent A preement with the owner of each element of that Product Identity. Yon agres not to indicate companbdlity or
co-adaptability with any Trademark or Registered Trademark in conjunction with 2 work contsiming Open Game Content except as expressly
licensed in another, independent A preement with the owner of such Trademark or Fegistered Trademark. The use of any Product Identity in
Open Game Content does not constifute a challengs to the ownership of that Prodwct Identtty. The owner of any Product Identity used m Open
Game Content shall retain all rights, fitle and mierest i and to that Product Identfy.

8. Idenafication: If you distobute Open Game Content Yoo must clearly mdicate which portions of the work that you are distributing are Cpen
Game Content.

2. Updating the License: Wizards or its designated Agents may publish npdated versions of this License. Yon may use any suthonzed version
of this License to copy, modify snd dismbute oy Open Game Content originally disimbuted umdsr any version of this Licenss.

10 Copy of this Licenze: You MUST inchude a8 copy of this License with every copy of the Open Game Content Yo Distribuote.

11. Use of Contributor Credits: You mayv not market or advertise the Open Game Content using the name of sy Contribotor umless You have
written penmission from the Conmbutor to do so.

12 Inahility to Conyply: 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 stamie, judicis]l order, or povernmental repulstion then You may not Use any Open Game Material so affected.

13 Terminatoen: This License will fenmimate antomancally if Yoo fail to comply with all terms berein and fail to cure such breach withan 30
davs of becoming aware of the breach. All snblicenses shall survive the tenmnation of this License.

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