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Sterling Vermin 
Adventuring Co.’s Guide 
to Creating Your Own 
Pugilist Fight Club
The Pugilist is a class made for players who want a 
character who can street fight with swagger. It’s themes 
include the strength of the commoner, a self-assured 
attitude, street smarts, and unbreakable determination. 
Between the Pugilist Class and Additional Fight Clubs 
for the Pugilist Class there are 5 official archetypes for 
the class. This guide was written to help you create your 
own Fight Club for the Pugilist class.

The Pugilist gains Fight Club features at 3rd, 6th, 
11th, and 17th level. Detailed below are general 
guidelines for Fight Club features as well as some 
suggestions about what kind of features are appropriate 
at each archetype feature level.

General Guidelines                           
The Pugilist class has a lot baked into the core class so 
there are a few things to keep in mind when creating a 
new Fight Club. In order to create a balanced archetype 
you should obey the following guidelines.

Don’t increase the Pugilist’s damage. You can give 
alternative ways for a Pugilist to deal damage but your 
Fight Club should not include broad damage bonuses. 
Consider alternative ways of dealing damage that won’t 
increase the core class’ ability to deal damage, such as 
Salt & Vinegar’s ability to deal psychic damage with 
insults. Break this guideline at your own risk - the 
Pugilist already can put out a significant amount of 
damage.

Stick to the themes. When you create a Pugilist 
Fight Club you should always be considering what your 
archetype adds to the theme of the class. Think about 
how the mechanics of the Pugilist class embody the 
themes of the core class and what mechanics you could 
use to represent the themes of your Fight Club. As you 
write new features always be thinking about whether 
or not it supports the kind of story you want your Fight 
Club to be about.

3rd Level
As the first feature gained in the Fight Club, your 3rd 
level feature should encapsulate the thematic premise 
of the archetype. As you consider the themes of the 
Fight Club you are creating determine what is the most 
defining quality of the concept and adapt that to be its 
3rd level feature.

In general, 3rd level Fight Club features should 
provide alternative ways to spend moxie for effects. 
Following the style of the existing Pugilist Fight Club’s, 
one broadly useful effect or a set of three situationally 
useful effects is standard.

6th Level
Use the feature gained at 6th level to clarify the thematic 
scope of your Fight Club. Using the Squared Circle 
as an example, the 6th level feature clarifies that this 
archetype is all about grappling and wrestling. Contrast 
that with the Bloodhound Bruisers archetype whose 
6th level feature shows how the Fight Club applies 
deductive reasoning and hard nosed investigation in 
varying contexts.

For the 6th level feature you could consider moderate 
utility “always on” benefits or additional abilities that 
cost moxie to use (following the same guidelines as 
those at 3rd level).

11th Level
The feature gained at 11th level can either continue to 
introduce new abilities or modify existing features. If 
you have introduced features previously that cost moxie 
to utilize, consider giving an “always on” feature here. If 
you plan to have the Fight Club capstone feature at 17th 
level upgrade or modify previous features, this feature 
should probably introduce a new ability.

17th Level
As the final ability granted by a Fight Club, the 17th 
level feature should underline the narrative archetype 
the Fight Club represents. In some Fight Clubs this 
means introducing a kind of “ultimate ability” that 
represents the potential unlocked by dedicated brawlers 
(in the case of the Squared Circle, the Sweet Science, 
and Arena Royale). In other Fight Clubs this means 
improving upon earlier features to show honed mastery 
of iconic skills (in the case of Bloodhound Bruisers and 
Salt & Vinegar).
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