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RACIAL TRAITS

Horns. You can use to make unarmed strikes. 1d6 + your Strength modifier piercing
damage,

Goring Rush. Immediately after you take the Dash action on your turn and move at
least 20 feet, you can make one melee attack with your Horns as a bonus action.
Hammering Horns. Immediately after you hit a creature with a melee attack as part
of the Attack action on your turn, you can use a bonus action to attempt to push
that target with your horns. The target must be within 5 feet of you and no more
than one size larger than you. Unless it succeeds on a Strength saving throw against
a DC equal to 8 + your proficiency bonus + your Strength modifier, you can push it
up to 10 feet away from you.

Labyrinthine Recall. You always know which direction is north, and you have
advantage on any Wisdom (Survival) check you make to navigate or track.
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TOOLS & OTHER PROFICIENCIES

Gaming (Dice)
Thieves Tools
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Fists +6  d6+4 bludgeoning

Maul +7 2d6+5 bludgeoning

Thrown Object +6  d6+4 bludgeoning

MOXIE POINTS EXHAUSTION

(7 FISTICUFFS

You gain the following benefits while you are unarmed or
using only pugilist weapons and you are wearing light or no armor
and not using a shield:

* You can roll your Fisticuffs die in place of the normal damage of

your unarmed strike or pugilist weapon.

* When you use the Attack action with an unarmed strike or a

pugilist weapon on your turn, you can make one unarmed strike or
grapple as a bonus action.
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IRON CHIN 1

You can add your Constitution modifier instead of your
Dexterity modifier to determine your armor class when you are
wearing light or no armor and are not using a shield.

LEVEL

M
MOXIE 2
You can spend moxie points to fuel various moxie features. ’

You regain all expended moxie points when you finish a short or
long rest. You gain the following features:

e Level 2 - Brace Up: Bonus action, 1 moxie point. Roll your
fisticuffs die + your pugilist level + your Constitution modifier and
gain that many temporary hit points.

o Level 2 - The Old One-Two: Immediately after you take the
Attack action on your turn, you can spend 1 moxie point to make
two unarmed strikes as a bonus action.

o Level 2 - Stick and Move: You can use a bonus action and
_’sxpend 1 moxie point to make a shove attack or the Dash action.

STREET SMART

Carousing, shadowboxing, and sparring count as light activity
for the purposes of resting for you. Once you have caroused in a
settlement for 8 hours or more, you know it as if you were born
/ind raised there and cannot be lost by non-magical means there.
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FIGHT CLUB FEATURE

Salty Salute
Also at 3rd level, you have mastered the art of the enraging insult. You can use a bonus action on
your turn to provoke a creature within 60 feet who can see or hear you. That creature must make a
Wisdom saving throw. On a failure, the creature takes your fisticuff's damage die + your Charisma
modifier in psychic damage and has disadvantage on any attack rolls it makes that do not include you
as a target before the start of your next turn. For any of your Piss & Vinegar features that require
your opponent to make a saving throw, the saving DC is calculated as follows: Piss & Vinegar save DC
=8+ your proficiency bonus + your Charisma modifier
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Piss & Vinegar

FIGHT CLUB

BLOODIED BUT UNBOWED

When you are reduced to less than half of your maximum hit
points you gain your pugilist level + your Constitution modifier in
temporary hit points and regain all expended moxie points. You
/.Ean't use this feature again until you complete a short or long rest.

n— LEVEL
DIG DEEP 4
As a bonus action you gain resistance to bludgeoning,
piercing, and slashing damage for one minute. At the end of that
minute you gain a level of exhaustion.
g LEVEL?
HAYMAKER
Before an attack with an unarmed strike or pugilist melee

weapon attack that does not already have disadvantage you can
declare you are swinging wild haymakers. You make all attack rolls
until the end of this turn with disadvantage. When you deal

damage you do not roll but use the maximum die result instead.

LEVEL
FIGHT CLUB FEATURE 6

E LE\/EL?
When you use your Bloodied but Unbowed feature you can

choose to also use this feature. You add your proficiency bonus to
your damage with unarmed attacks and pugilist weapons for the
next minute. You can use this again after you finish a long rest.

R LEVEL
SCHOOL OF HARD KNOCKS 1 O
You have resistance to psychic damage and gain advantage on'
Liaving throws against becoming stunned or unconscious.

e FIGHT CLUB FEATURE é T y

RABBLE ROUSER 1
13

Once you have taken a long rest by carousing in a settlement

you gain advantage on all Charisma (Persuasion) and Charisma

(Intimidation) rolls made against the people who live there.
L~

)

EXTRA ATTACK

You can attack twice when you take the Attack action.

MOXIE-FUELED FISTS

Your unarmed strikes count as magical.

SHAKE IT OFF

Action. End a charmed or frightened effect on yourself.
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DOWN BUT NOT OUT
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UNBREAKABLE 14

You gain advantage on Strength, Dexterity, and Constitution

saving throws. Whenever you make a saving throw and fail, you

can spend 1 moxie point to reroll it and take the second result.

LEVEL
HERCULEAN { 15
Your carrying capacity, jump height and distance, and damage
dealt to inanimate objects is doubled.

(LEVELﬁ
FIGHT CLUB FEATURE 17
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FIGHTING SPIRIT

If you have 4 levels of exhaustion or fewer and are reduced
to 0 hit points you regain half your maximum hit points, half your
maximum moxie points, and gain a level of exhaustion. You cannot
use this feature again until you complete a long rest.
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M LEVEL
PEAK PHYSICAL CONDITION 20

Your Strength and Constitution scores increase by 2 to a

maximum of 22. Addtionally, you recover 2 levels of exhaustion

Q and regain all your expended hit dice when you take a long rest.
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| am always calm, no matter what the Urban Bounty Hunter/Enforcer
situation. | never raise my voice or let my
emotions control me.
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Urban Bounty Hunter CLOAK &
Skill Proficiencies: Choose two ARMOUR ©
from among Deception, Insight, HANDS/ARMS. o
Persuasion, and Stealth RING o
Tool Proficiencies: Choose two RING o
from among one type of gaming BELT o
set, one musical instrument, and BOOTS o)
thieves' tools

Feature: Ear to the Ground

You are in frequent contact with
people in the segment of society
that your chosen quarries move
through. These people might be
associated with the criminal
underworld, the
rough-and-tumble folk of the
streets, or members of high
society. This connection comes in
the form of a contact in any city
you visit, a person who provides
information about the people and
places of the local area.
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