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Disclaimer
Dungeonlands is not reality. The GM sets a 

scene in a fictional realm and the players play 
characters in it. Repeat after me, “I am not my 
character. I cannot do the things that my character 
can do because he is a fictional character in a 
fictional universe.” Don’t try to fly just because your 
character can fly. Don’t kill anyone just because 
your character is a master of the Scottish claymore. 
Roleplaying is meant to be fun, but comes with 
serious responsibilities.

This document is copyright Savage Mojo Ltd 2013. All rights 
reserved. It is for personal use only, and may be printed for personal use. 
It may not be modified, distributed or sold without written permission.

Compatibility with the Pathfinder Roleplaying Game requires the 
Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://
paizo.com/pathfinderRPG for more information on the Pathfinder 
Roleplaying Game. Paizo Publishing, LLC does not guarantee 
compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and 
the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game 
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are 
used under the Pathfinder Roleplaying Game Compatibility License. See 
http://paizo.com/pathfinderRPG/compatibility for more information on 
the compatibility license.
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toparkil [cr 20]
XP 307,200
N Gargantuan undead (aquatic, augmented)
Init +11; Senses blindsense 30 ft., darkvision 120 
ft., scent; Perception + 34

DEFENSE
AC 28, touch 13, flat-footed 21 (+ 7 Dex, + 15 
natural, – 4 size)
hp 323 (34d8+170)
Fort +12, Ref +17, Will +10
DR 10/piercing or slashing; Immune ability drain, 
energy drain, death effects, disease, exhaustion, 
fatigue, mind-affecting effects (charms, compulsions, 
morale effects, phantasms, and patterns), nonlethal 
damage, paralysis, poison, sleep, stun, and any effect 
that requires a Fortitude save (unless the effect also 
works on objects or is harmless);  Resist cold 10, 
fire 10
Defensive Abilities: channel resistance +4
Weaknesses destroy the heart (see below)

OFFENSE
Speed 30 ft., climb 20 ft., swim 40 ft. 
Melee tentacle (x6) +37 (3d10 +12 plus grab, attach, 
tar); bite +37 (5d10 +12)
Space  20 ft.; Reach  20 ft.
Special Attacks constrict (d+), smother, tar, 

STATISTICS
Str 34, Dex 25, Con 21, Int 11, Wis 16, Cha 7
Base Atk +25; CMB +41 (+45 when grappling); CMD 
48 (can’t be tripped)
Feats Blind-Fight, Cleave, Cleaving Finish, Combat 
Reflexes, Critical Focus, Greater Drag, Greater 
Sunder, Improved Cleaving Finish, Improved Drag,  

Improved Initiative, Improved Sunder, Lunge, 
Multiattack, Power Attack, Skill Focus (Stealth), 
Skills Climb +33, Intimidate +35, Perception +34, 
Stealth +44, Swim +22
Languages none
SQ undead traits

SPECIAL ABILITIES
Tentacles: The toparkil has six remaining tentacles 
(AC 32, 35 hp) each one the size of a tall tree.. The 
creature can attack up to six targets per round, and 
does not inflict damage while grappling. If the target 
hasn’t freed itself by the toparkil’s next initiative, 
however, he’s dragged into the tar pool. Each round 
afterward he’s repeatedly bitten by the toparkil’s 
massive maw until he’s dead and devoured.
Tar (Ex): Anyone grappled by a tentacle is covered 
in thick tar. After the grapple check is resolved 
Grappled creatures must succeed at a Reflex save 
(DC 27) or become entangled while suffering -2 to 
Dex. An entangled creature receives a saving throw 
each round to free itself from the tar, and can also 
attempt to free itself by spending a move action to 
attempt a Strength check or Escape Artist check 
(DC 27). The Dexterity damage persists until the 
tar is removed. These check are separate from the 
standard CMB rolls of the grapple and their effects 
stack. 
A creature that escapes the tar still suffers its 
effects until that creature spends a full-round action 
removing the tar. A creature with tar on it takes a 
–4 penalty on Acrobatics and Fly checks made to fly 
with wings or similar appendages. This negative is in 
addition to the Dex damage and stacks with it. 
Thralls: Rather than attacking with its tentacles, 
the toparkil can instead  choose to draw one of its 
undead thralls from the depths and hurl it at its prey. 
The thrills are zombies (CR 6, 13 HD) armed with 
tar covered short swords, (special quality: Tar, as for 
main creature, DC 20). The things try to grapple 
their foes and drag them into the pool for their 
master after weakening them with a slash or two 
and slowing them with tar. The toparkil has access 
to at least 3d6 thralls at any given time.
Destroy the Heart: The only way to permanently 
slay the horror is to dive into the tar pool and 
get inside its massive, blob-like body—each 
attempt provokes an attack of opportunity while 
also imposing -2 Dex due to the tar. Once inside, 
assuming the hero doesn’t suffocate, he can find the 
monster’s black heart (perception 40, CMD 55) and 
destroy it (AC 40, 30 hp); ending the abomination’s 
existence instantly.

Into the Black
In a foul and flooded section of 

the dungeon lies a great dank lake 
of black, stagnant tar and water. 
Bones litter the shore as well as 
untold riches and artifacts where 
their owners fell.  Within the deep, 
dark pool lies a creature that was 
monstrous in life and has only 
become more terrible in undeath.
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ECOLOGY
Environment underground
Organization solitary
Treasure standard
The toparkil, as the elves called it, writhes in the 
sticky murk, playing with its former victims like 
grotesque puppets and waiting for more trespassers 
to come within its vile reach.

The toparkil (toh-PAR-kill) was once a somewhat 
typical aquatic lurker lying at the bottom of this 
small lake waiting to snag victims with its spiny 
tentacles. But years ago a seam of tar burst into 
the pit, smothering the creature in a slow agonizing 
death. The lick sensed this powerful  creatures’ 
demise and cursed it with unlife—and a few of her 
necromantic powers as well. The toparkill not only 
snags passersby with its spiny, tarred tentacles—it 
can raise those it slays as its own thralls!
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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, 
characters, 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 
characters, 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, 
royaltyfree, 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 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.



7

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

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
based on material by E. Gary Gygax and Dave Arneson.

 Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan 
Tweet, Monte Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

 Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, 
Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
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