
Outside of Reclamation lies the bizarre lands of Yhtar, and even the most 
knowledgeable of scholars are left to wonder what happens within their courts. 

Most demons that lurk there are disinterested in the Reclamation, seeing 
it as unworthy of their interest. Outcasts,  beasts, and the 

occasional opportunist that lives on the outskirts of their 
clans are the only demons that will occasionally find their way 

into the Strange Wastes.  

There are few stranger creatures than the beasts commonly referred to as 
Sphincts. They have rotund bodies supported by four powerful legs terminating in 
razor sharp claws. The majority of their body serves as a wide mouth full of large 
teeth and a long tongue that in itself serves as a grasping tool when needed. Above 
the mouth is the creature’s sensory organs - mainly a nose and eyes that some feel 
resemble a human skull plastered with a thin layer of rubbery flesh. Sphincts have 
tough, rubbery skin that is typically a mottled green, brown, or orange - though this 
mottling is usually through the sheer amount of crusted filth covering the creature. 
As with all demons of Ruin, they are constantly hungry and will attack almost any 
creature as soon as they catch the scent of warm flesh. The  most disgusting and 
bizarre feature of the Sphinct is a long appendage that juts from the top of their 
body, which ends in a strange pulsing orifice that is constantly weeping mucus, and 

more foul substances.

The beasts’ intestinal tract travels from the mouth to  this orifice, and 
its entire digestive system has developed  to launch excrement 

mixed with shards of bone with incredible force. The Sphincts 
use this ability as a weapon, able to devour the fallen, turning 

their bodies into ammunition that they store in appendix-like 
sacks for weeks or even months. When roaming the wastes 

Sphincts will spray a disgusting mucus from this same 
appendage if they detect any type of movement.The 
mucus  contains powerful pheromones and will cover 

anything in a broad radius. The  Sphinct can  
track these pheromones  over large distances 

and once a creature has been sprayed by this 
mucus, they use  their powerful olfactory 

organs to track down their quarry.  
Once they locate their prey the 
Sphinct will target them with the 

remains of their previous victims they have stored, 
unleashing a hail of sharpened bone and fecal matter 

that can tear a human to pieces.

Sphincts do not speak any language, and seem to have very little in the 
way of intelligent thought. They are excellent at mimicry though, and often 

repeat words or phrases uttered by their victims incessantly - making an encounter 
with them quite disturbing, as they are often screeching the dying words of their 
previous prey. 

The lifespan of these creatures is completely unknown, though it is thought that 
they are essentially unaffected by the ravages of time, and only perish through non-
natural causes. 

Sphincts of Ruin



Large Fiend, Neutral Evil
Armour Class 17 (Natural Armour)
Hit Points 94 (9d10+45)
Speed 40 ft.

Saving Throws STR +7, CON +8
Skills Perception +3
Damage Resistances acid, cold, lightning, necrotic, bludgeoning
Damage Immunities poison, psychic
Damage Vulnerabilities fire
Condition Immunities charmed, diseased, frightened, grappled, 
poisoned
Senses truesight 120 ft., Passive Perception 13
Languages Can understand Abyssal but cannot speak.
Challenge 5 (1,800 XP)

Magic Resistance. A Sphinct of Ruin has advantage on saving throws 
against spells and other magical effects.

Miasma of Decay. Creatures within a 10 ft. radius emanating from the 
Sphinct of Ruin must succeed on a DC 16 Constitution saving throw 
against poison or be stunned. Stunned creatures can repeat the 
saving throw at the end of each of their turns, recovering with a 
successful save. This save only has to be taken once per encounter

STR DEX CON INT WIS CHA
19 (+4) 11 (+0) 21 (+5) 7 (-2) 10 (+0) 10 (+0)

Sphinct of Ruin

Proficiency Bonus +3

Actions

Diseased Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 30 (4d12+4) piercing damage. If the target of this 
Attack is a creature, it is grappled (escape DC 14). Until this 
grapple ends, the target is restrained, and the Sphinct of Ruin 
cannot bite another target.

Septic Spray. Ranged Weapon Attack: +3 to hit, range 20/60 ft., 
one target. Hit: 14 (3d6+4) piercing damage plus 3 (1d6) poison 
damage.

Swallow. If a creature is successfully bitten by a Sphinct of Ruin, it 
will attempt to swallow them whole. The Sphinct of Ruin makes 
one bite attack against a Medium or smaller creature it is 
grappling. If the attack hits, the target takes the bite’s damage, 
the target is swallowed, and the grapple ends. While swallowed, 
the creature is blinded and restrained, it has total cover against 
attacks and other effects outside the Sphinct of Ruin, and it takes 
10 (3d6) acid damage at the start of each of the Sphincts turns.

If the Sphinct takes 10 damage or more on a single turn from a 
creature inside it, the Sphinct must succeed on a DC 20 
Constitution saving throw at the end of that turn or regurgitate all 
swallowed creatures, which fall prone in a space within 10 feet of 
the Sphinct. If the Sphinct dies, a swallowed creature is no longer 
restrained by it and can escape from the corpse by using 10 feet 
of movement, exiting prone.

“We were hunted for days by those damned things. They ambushed us on the pass, 

prowling and silent until they struck. They babbled in some strange language as 

they ripped Jonas apart, and killed my horse, all the time ejecting some gods-

forsaken fluid from a wagging appendage atop their heads. Alric thought to fight

 one of them, but was shredded to bits by a combination of waste and bone that was 

then sprayed on him by one of the beasts as he approached with his sword at the 

ready. Kevyn and I ran and hid, but it was as if they could smell the spoor they had 

marked us with during their initial assault. For days we were pursued by these 

monsters, and they only stopped once we reached the safety of Titan’s Rest.” 

- Garland Fletcher, Procurement Specialist


