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About Everybody Gaming
Everybody Games began as the blog of Alexander 
Augunas in January 2014 under the name Everyman 
Gaming, where he wrote about Pathfinder Roleplaying 
Game tips, tricks, and techniques for both players 
and GMs. In May of 2014, Alex began talks with the 
Know Direction Network about bringing his blog to 
their site under the name Guidance. At the same 
time, Alex transformed Everyman Gaming into 
the company it is today so he could begin self-
publishing his works. In 2016, he teamed up with 

Rogue Genius Games to release Ultimate Occult and 
has remained with them since. In 2019, the company’s 
name changed to Everybody Games in order to reflect 
our mission to get everyone gaming.
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Get Everyone Gaming!
Look, we get it. Getting your closest friends and family together for a Tabletop RPG 
session is tough. Not only do you need to pick a system that everyone wants to play, 
but everybody needs to build characters that work well together, the GM needs to 
choose or create a perfect campaign pitch, and to top it all off you gotta find time 
where everyone can get together and game. It’s not easy! Which is why you need a 
publisher who knows how difficult it is to get everybody together and on the same 
page. That’s why you need Everybody Games.

Welcome to Files for Everybody, a Third-Party Pathfinder Second Edition product 
series brought to you by Everybody Games. We know how tough it is to get everybody 
together around the table, so we try to provide you exactly the content you need to keep 
everybody excited and invested in your Pathfinder Second Edition campaign. From new 
classes to class feats, archetypes to skill feats, spells to rituals, ancestries and monsters, 
and much more, Everybody Games has what you need to get everyone gaming! In Files 
for Everybody, each file focuses on a specific topic, whether it be new feats, a new class, a 
new ancestry, or something else entirely. We want it to be easy to navigate each File, and 
keep our content simple to use and rewarding to master. Regardless of topic, we believe 
that every issue in our Files for Everybody series is something special and wonderful, no 
matter how small, and hopefully after this issue you’ll feel the same!

~ Alexander Augunas
Publisher & Crunchmaster of Everybody Games

Feats for Who?
This product includes 
10 new Athletics feats, 
all of which are General 
Skill feats. This means 
that they’re available to 
all characters who meet 
the listed prerequisites 
(typically trained or 
better in Athletics). 
Unless the GM decides 
otherwise, all feats 
described herein are 
Common.

Background
The following new 
background represents 
one of many ways in 
which a character could 
have become trained in 
Athletics.

Parkour 
Specialist
You spent your life hurling 
yourself over a variety 
of obstacles in thrilling 
and death-defying ways, 
honing your body and 
reflexes in the process.

Choose two ability 
boosts. One must be 
Strength or Dexterity and 
one is a free ability boost.

You’re trained in the 
Athletics skill and a Lore 
skill pertaining to one 
settlement of your choice. 
You gain the Lightning 
Reflexes general feat.



04

ATHLETICS FEATS
Athletics feats allow characters to use brute force or overwhelming strength to smash 
their way through whatever obstacles lay before them. Although athleticism gets a 
reputation for being relatively unskilled in comparison to other skills, the muscle memory 
and physical conditioning needed to properly utilize these feats is most certainly a skill 
all its own, worthy of celebration. The following skill feats require a proficiency rank of 

trained or better in the Athletics skill.

Break Free [one-action]	 Feat 7
 General   Skill 

Prerequisites master in Athletics
You’re able to break free from most restraints with 
your superior strength. Attempt an Athletics check to 
Escape. If you’re legendary in Athletics, you attempt a 
single Athletics check and apply it against the DC of all 
effects grabbing, immobilizing, or restraining you.

Additionally, your Escape action gains the following 
critical success and success effects.
»» Critical Success You get free and remove the 

grabbed, immobilized, and restrained conditions 
imposed by your chosen target. Afterwards, you 
Strike the source of the condition you Escaped; use 
the Athletics DC you escaped from as the source’s AC 
for this Strike. If you successfully Strike the creature, 
hazard, spell effect, object, or other impediment 
that grabbed, immobilized, or restrained you, you 
cannot be grabbed, immobilized, or restrained by 
that impediment for 1 round.

»» Success You get free and remove the grabbed, 
immobilized, and restrained conditions imposed 
by your chosen target. Afterwards, you Strike 
the source of the condition you Escaped; use the 
Athletics DC you escaped from as the source’s AC 
for this Strike. You get free and remove the grabbed, 
immobilized, and restrained conditions imposed by 
your chosen target. You Strike the object or hazard 
imposing the condition or conditions upon you.

Choke [one-action]	 Feat 1
 General   Skill 

Prerequisites trained in Athletics
Requirements You have a creature grabbed. 
Your grip limits your foe’s ability to breathe. Attempt an 
Athletics check against the target’s Fortitude DC.
»» Critical Success The target cannot breathe or 

use auditory actions that rely on speech or vocal 
utterances for 1 round. During this time, the target 
must immediately begin holding their breath 
and each time you successfully Choke the target, 

reduce the remaining number of rounds of air the 
target has by 3. If the target is suffocating, they 
must immediately attempt a Fortitude save against 
suffocation; a failed save deals damage as usual and 
increases the save DC and damage dealt by future 
failed saves as usual.

»» Success The target cannot breathe or use auditory 
actions that rely on speech or vocal utterances for 1 
round. During this time, the target must immediately 
begin holding their breath and each time you 
successfully Choke the target, reduce the remaining 
number of rounds of air the target has by 1.

»» Critical Failure Your target can try to Escape your 
grabbed condition as a reaction.

Climber’s Save	 Feat 2
 General   Skill 

Prerequisites expert in Athletics
When you Grab an Edge, you can attempt an Athletics 
check instead of a Reflex save to catch yourself.

Destructive Smash [two-actions]	 Feat 2
 Attack   General   Skill 

Prerequisites expert in Athletics
Requirements You are wielding an improvised weapon 

or have a creature grabbed.
You can smash things together to break them both at 
once, even if one of those things is another creature’s 
face. You Strike using an improvised weapon. If you’re 
grabbing a creature, you use that creature as your 
improvised weapon, dealing damage equal to your 
unarmed strike damage. A grabbed creature used as an 
improvised weapon usually deals bludgeoning damage, 
but the GM might allow you to deal other kinds of 
damage based on the creature’s body. For example, 
a spiny creature might deal piercing damage or a fire 
elemental might deal half bludgeoning damage, half fire 
damage. If your Strike is a success or a critical success, 
the improvised weapon you’re wielding takes half as 
much damage as it deals to the target of your Strike, 
applying any hardness or resistances it has normally.
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Edge and fail, you can use the second use to try again.

Stair Master	 Feat 7
 General   Skill 

Prerequisites master in Athletics
You can effortlessly ascend most slopes. You gain the 
following benefits.
»» You ignore any difficult terrain caused by inclines of 

45 degrees or less, including most stairs. 
»» When Striding down an incline of 45 degrees or less, 

you gain a +10 circumstance bonus to your Speed.
»» When Climbing across an incline that’s less than 

90 degrees and more than 45 degrees, you get the 
outcome one degree of success better than the 
result of your roll.

Sunder [one-action]	 Feat 1
 Attack   General   Skill 

Prerequisites trained in Athletics
Requirements Your target is no more than one size 

larger than you.
You can attack and destroy weapons, armor, and 
other objects held and worn by your foes. Choose 
one item that your target is wielding, wearing, or 
carrying and attempt an Athletics check opposed by 
your target’s Reflex DC. You take a –2 penalty to this 
check if targeting a worn item, including nonmagical 
equipment such as a backpack or a quiver. 
»» Critical Success Strike the chosen item with one 

weapon you’re wielding. If you hit, your Strike 
ignores a number of points of the target’s hardness 
equal to your Athletics proficiency bonus.

»» Success Strike the chosen item with one weapon 
you’re wielding.

»» Critical Fail You lose your balance, becoming flat-
footed until the start of your next turn.
Special If you have Titan Wrestler, you can Sunder 

creatures up to two sizes larger than you, or up to three 
sizes larger than you if you’re legendary in Athletics.

Wall Walk [one-action]	 Feat 15
 General   Move   Skill 

Prerequisites legendary in Athletics, Quick Climb or a 
climb Speed

Climbing up inclines is as effortless for you as striding 
across the ground. You gain a wall walking speed equal 
to the lower between your Speed and your climb Speed. 
When you use the Wall Walk action, you move across 
the ground or up or down inclines and vertical surfaces 
up to your wall walk Speed. You must have both hands 
free to move up, across, or down an incline unless you 
can Climb without one or both of your hands.

Special When using an action that lists Climb or Stride 
as a subordinate action, you can Wall Walk instead.

Leaping Start [free-action]	 Feat 7
 General   Skill 

Prerequisites master in Athletics
Trigger Your last action was a Leap or an action for which 

Leap is a subordinate action (such as High Jump).
Requirement You are adjacent to an include at the end 

of any movement allowed by your Leap.
You cling onto nearby walls at the end of a jump. 
Attempt an Athletics check to Climb the incline that 
you’re adjacent to. Your Climb action gains the following 
critical success and success effects.
»» Critical Success You climb up or across the incline 

a number of feat equal to 5 feet plus maximum 
vertical distance of your Leap plus 5 feet per 20 feet 
of your land Speed. 

»» Success You climb up or across the incline a number 
of feat equal to half the maximum vertical distance 
of your Leap plus 5 feet per 20 feet of your land 
Speed (minimum 5 feet).

Pin Weapon [one-action]	 Feat 1
 Attack   General   Skill 

Prerequisites trained in Acrobatics
Requirements Your target is within reach and no more 

than one size larger than you.
You force an opponent’s weapon against something 
solid to hinder its use. Choose one weapon wielded by 
your target and attempt an Athletics check opposed by 
your target’s Reflex DC.
»» Critical Success Your target is grabbed and takes a –2 

circumstance penalty to attack rolls with the chosen 
weapon for 1 round. Both the penalty and the grabbed 
condition end if your target moves out of your reach, 
Escapes from your grab, or Releases the item.

»» Success Your target takes a –2 circumstance penalty 
to attack rolls with the chosen weapon for 1 round. 
This penalty ends if the target moves out of your 
reach or Releases the item.

Quick Edge Grab	 Feat 2
 General   Skill 

Prerequisites expert in Athletics
Frequency once per Round.
When you fall, saving yourself is second nature to you. 
You can Grab an Edge as a free action. Unless you’re 
legendary in Athletics, the DC to Grab an Edge as a free 
action is equal to 10 + the incline’s Climb DC. If you fail 
to Grab an Edge with this feat, you can use your reaction 
to Grab an Edge. However, if you use your reaction to 
Grab an Edge, you cannot use this feat to try again.

If you’re a master in Athletics, you don’t need a free 
hand to Grab an Edge. If you’re legendary in Athletics, 
improve this feat’s frequency to twice per round. If you 
use one of your uses of this feat per round to Grab an 
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OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 

Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark 

owners who have contributed Open Game Content; (b)”Derivative Material” means 

copyrighted material including derivative works and translations (including into 

other computer languages), potation, modification, correction, addition, extension, 

upgrade, improvement, compilation, abridgment or other form in which an existing 

work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, 

license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 

(d)”Open Game Content” means the game mechanic and includes the methods, 

procedures, processes and routines to the extent such content does not embody 

the Product Identity and is an enhancement over the prior art and any additional 

content clearly identified as Open Game Content by the Contributor, and means 

any work covered by this License, including translations and derivative works under 

copyright law, but specifically excludes Product Identity. (e) “Product Identity” 

means product and product line names, logos and identifying marks including 

trade dress; artifacts; creatures heros; stories, storylines, plots, thematic elements, 

dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, 

formats, poses, concepts, themes and graphic, photographic and other visual or 

audio representations; names and descriptions of heros, spells, enchantments, 

personalities, teams, personas, likenesses and special abilities; places, locations, 

environments, creatures, equipment, magical or supernatural abilities or effects, 

logos, symbols, or graphic designs; and any other trademark or registered trademark 

clearly identified as Product identity by the owner of the Product Identity, and which 

specifically excludes the Open Game Content; (f) “Trademark” means the logos, 

names, mark, sign, motto, designs that are used by a Contributor to identify itself 

or its products or the associated products contributed to the Open Game License 

by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, 

format, modify, translate and otherwise create Derivative Material of Open Game 

Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a 

notice indicating that the Open Game Content may only be Used under and in terms 

of this License. You must affix such a notice to any Open Game Content that you Use. 

No terms may be added to or subtracted from this License except as described by 

the License itself. No other terms or conditions may be applied to any Open Game 

Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 

acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, 

the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 

license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 

material as Open Game Content, You represent that Your Contributions are Your 

original creation and/or You have sufficient rights to grant the rights conveyed 

by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 

portion of this License to include the exact text of the COPYRIGHT NOTICE of any 

Open Game Content You are copying, modifying or distributing, and You must add 

the title, the copyright date, and the copyright holder’s name to the COPYRIGHT 
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NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as 

an indication as to compatibility, except as expressly licensed in another, independent 

Agreement with the owner of each element of that Product Identity. You agree not to 

indicate compatibility or co-adaptability with any Trademark or Registered Trademark 

in conjunction with a work containing Open Game Content except as expressly 

licensed in another, independent Agreement with the owner of such Trademark or 

Registered Trademark. The use of any Product Identity in Open Game Content does 

not constitute a challenge to the ownership of that Product Identity. The owner of any 

Product Identity used in Open Game Content shall retain all rights, title and interest 

in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 

which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 

versions of this License. You may use any authorized version of this License to 

copy, modify and distribute any Open Game Content originally distributed under 

any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 

copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 

Game Content using the name of any Contributor unless You have written 

permission from the Contributor to do so.

12. Inability to Comply: 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 

statute, judicial order, or governmental regulation then You may not Use any Open 

Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 

with all terms herein and fail to cure such breach within 30 days of becoming 

aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such 

provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000, Wizards of the Coast, Inc.; Authors: 

Jonathan Tweet, Monte Cook, and Skip Williams, based on material by E. Gary 

Gygax and Dave Arneson.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Designers: 

Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Files for Everybody: Athletics Feats © 2020, Paizo Inc.; Designers: Dustin 

Knight. Developers: Alexander Augunas.

NEXT TIME!
In Issue 14 of Everybody Games’s Files for Everybody, 
author Thilo Graf offers a dazzling array of new spells 
perfectly suited for tricksters of all stripes! Available 
for a variety of classes and magic traditions, these spells 
allow spellcasters to pull off dastardly maneuvers and 
twist the odds to their favor with cunning applications 
of magical force.

Get Everybody Gaming with 
Everybody Games!


