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Stank Hog

Swyfte’s Physiologus is a collection of ecologies of wondrous beasts, 
monstrosities, and horrors. Swyfte was a scholar hired ages ago to travel 
alongside the Company of the Frog to chronicle its exploits and record 
information about any creatures encountered. 

Copies, even partial copies, of the ancient text are sought by sages 
and adventurers alike in order to better understand these creatures and 
possibly gain some advantage in combat against them.

Stank Hog (Sus noxium)
Commonly known as the stank hog, Sus noxium is a member of the wild 

swine species whose habitats are wide ranging and can include deserts, 
jungles, forests, and lower mountain ranges. The stank hog is somewhat 
larger than its cousin, the common wild swine, reaching a shoulder height 
of 40 inches, a length of 6 feet, and weighing up to 500 lbs. Protruding 
from an elongated muzzle, a single set of curved and pointed tusks reaches 
a length of 10–12 inches upon maturity of the hog. Stank hogs are nearly 
devoid of fur, with only sparse, bristly hairs poking upwards from their 
thick, dark-grey hides. Each of its feet has four toes that end in two larger 
frontal hooves and two smaller rear hooves. Its short tail ends with a tuft 
of bristly hair and twitches when the animal is agitated.

The primary difference of Sus noxium from the common wild swine is 
its anal gland, capable of storing and concentrating its noxious flatus. 
When attacking or frightened, the stank hog will release a barrage 
of flatulence capable of downing the most stoic of adversaries, 
causing them to fall to the ground gasping for breath and 
vomiting profusely. The stank hog will take advantage of 
its incapacitated enemy by either fleeing or attacking 
with its razor-sharp tusks. The stank hog has 
few natural predators other than the greater 
monstrosities, most creatures tending to avoid 
them after a fetid first encounter. Humans 
and humanoids occasionally hunt the hogs 
in order to thin their numbers to prevent 
crop raiding or to acquire their usable 
body parts including their hides, tusks, 
and anal glands.

Ecology
The stank hog is highly adaptable and can be 

found in a wide range of environments, barring arctic 
and sub-arctic climates. They will range in an area 
roughly 20 miles by 20 miles, requiring only water, a food source, and 
underbrush for nesting purposes. They are omnivores and will eat grass, 
bark, crops, tubers, and berries, along with smaller animals or carcasses. 
They do not actively hunt for larger animals but will attack any creature 
that invades their space, eating anything they kill in such situations. 

Stank hogs rest in heavily brushed areas, rutting out nests that can 
be almost as deep as a burrow. The brush inhibits predators to a degree 
and provides an audible alarm, alerting the stank hogs to any creature or 
person approaching.

A typical sounder of hogs consists of an alpha male and his following 
of twenty or more sows and piglets, consisting of five sows and fifteen 
piglets on average. Older disenthroned males often live a solitary life, and 
groups of younger males (up to ten or more) band together when they are 
not vying for supremacy during mating season. 

Evidence of Activity  
and Tracking Information

Stank hogs leave signs of their presence much like other wild hogs. 
They travel from forage site to forage site, rutting up the ground, digging 
for tubers or other roots, or even consuming croplands much to the dismay 
of farmers. These rutting sites are generally near the thick undergrowth 
of forests, the hogs avoiding open terrain when possible. The stank hog 
usually has a primary resting spot deep within a thicket of underbrush and 

will either root out a mud-filled, hog-sized depression in 
the ground called a wallow (the deeper 
the better) or simply press down grass 
and other foliage to make a temporary 
bedding site. There will be one such 

resting place per adult hog in the 
sounder.  Mud rubs 
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are often found near wallows, the hogs having bathed in mud to protect 
their skin and later rubbing off the excess mud on nearby trees.

GM Note: Attempting to follow the path through the underbrush to the 
hog’s resting spot will force medium-sized humanoids to crouch, causing 
an attack penalty of -2 and limiting movement to ½ their normal rate.

Stank hog hooves are split and rounded at the front tip, and tracks will 
either consist of the two front hooves or all four hooves of each foot, 
depending on the depth and softness of the imprinted mud. (Shallower 
tracks can sometimes be confused with deer tracks.) The front toe 
hoofprints are farther apart due to splaying if the hog is exceptionally big 
or if it was running when it left the print. An experienced tracker will note 
the hoofprint is larger in size from the standard wild swine’s.

Scat left by the stank hog can vary depending on diet but is generally 
uniform in shape with blunt ends. If the stank hog has eaten a creature 
recently, evidence of hair, bone, or feathers will remain. One distinct 
difference in the stank hog’s scat will be the presence of thin green streaks, 
giving the scat an unbearable stench.

Other less common evidence of stank hog presence includes tusk 
markings on trees, scattered debris from rotting logs from where the hog 
ripped a small creature’s hiding spot apart, and corpses of humanoids or 
other creatures accompanied by vomitus. A telltale sign that a stank hog is 
nearby is its noxious odor upon the breeze, and if coupled with the sounds 
of grunting or squealing, the beast is communicating with others of its 
kind or warning trespassers.

Combat Tactics
Stank hogs will avoid interaction with other species but fear nothing, 

having racked up multiple victories in their lifetimes through the use of 
their noxious fumes. They do, however, often mistake the mere presence 
of a creature as an act of aggression and will attack creatures within fifty 
feet on sight.

A common tactic for the stank hog is to shoot out from thick underbrush 
alongside a trail, charging its adversary in attempts to gore with its 
deadly tusks, and then continue running across the trail and back into the 
underbrush on the other side, but not before releasing its debilitating gas. 
The hog will then make its way back through the underbrush for another 
similar charge, if possible, or keep running if it feels outnumbered or 
outmatched. If multiple hogs are encountered, they will burst forth from 
different areas of the underbrush in attempts to confuse their enemies, 
tainting the air with their noxious fumes. A stank hog in close quarters will 
bite its opponent with its crushing jowls, ripping flesh and crushing bones.

Personal Observations 
The great hog surprised us all, charging out of the thick underbrush 

alongside the narrow trail we followed in search of the orc’s lair. The hog 
ripped Bill’s greave clean off, tearing a huge gash in his right leg with 
a long, sharp tusk. The huge fighter took a knee to prevent himself from 
falling and readied his great sword in time to meet the next charge from 
an even bigger hog. Bill’s sword skewered the beast from mouth to rectum, 
culminating in an audible pop. Moments later, Bill was incapacitated, 
retching his breakfast of oats and jerky upon the forest floor, eyes blood 
red and pleading for air. I, too, was taken with nausea as a nearly 
imperceptible green mist wafted my way, but the feeling subsided when 
I ran out of its radius. I turned back to the carnage to see Finch execute 
a nearly perfect backflip, landing on a charging hog and riding it while 
bringing his dagger down, down into the back of its neck until another 
prolonged series of pops and squeaks were heard emitting from the beast’s 
rear-end.  The thief soon fell from his unwilling mount, holding his gut and 
curling in a fetal position. The hog staggered on, fell half-supported into 
the thicket and ceased moving. Glaze, the wizard, fared better. He nearly 
dodged a third charging beast, receiving only a small scratch on his thigh. 
The beast grunted as he passed him by, yet only a fizzle of noise escaped 
its bowels, and Glaze seemed unaffected. The unfortunate beast’s charge 
continued toward the safety of the thicket, but it ran headlong into the 
divinely adorned shield of Charles the Righteous. Holy symbol imprinted 

into its head, the wounded hog squealed and ran away at a tangent, never 
to be seen again.

The noxious flatulence subsided after a few minutes, and the dauntless 
adventurers of the Company of the Frog recovered themselves. Charles 
tended Bill’s wounds, channeling the power of his deity through the poultice 
he applied to Bill’s leg, the wound taking on a slight white glow and sealing 
with a fresh scab. Glaze busied himself with surgically removing the anal 
glands of the dead hogs and otherwise examining the carcasses. Finch 
plucked out the four tusks and proclaimed they were worth one silver piece 
each to a trader back home who collected such things.

Stank Hog
Large beast, unaligned
Armor Class 13 (natural armor)
Hit Points 35 (6d10+5)
Speed 40 ft.
 

STR DEX CON INT WIS CHA
16 (+3) 11 (+0) 14 (+2) 4 (–3) 8(–1) 3 (–4)

 
Senses passive Perception 11
Languages —
Challenge 2 (450 XP)

Actions

Cut and Run. Melee weapon attack: +3 to hit. Hit: 11 (2d8+3) slashing 
damage. The stank hog will charge its opponent, often emerging from 
the cover of thick underbrush, attempting to gore with its tusks and keep 
running to the safety of more underbrush, if present, or simply to put space 
between itself and the opponent. Any opponent gored in such a manner 
must make a DC 12 Dexterity saving throw or be knocked prone to the 
ground. The hog may or may not release its mephitic gust attack during 
this charge.

Bite. Melee weapon attack: +3 to hit. Hit: 8 (2d6+2) piercing damage.
Mephitic Gust. Once every other round, the stank hog will accumulate 

enough gas to let forth a vile gust of air that it has accumulated in its 
specialized anal gland. This attack is an additional free action and can 
be coupled with any other attack. When the stank hog attempts to make 
this attack, roll a d20. A result of 10 or higher creates a gas cloud of 10-
feet diameter, 15 or higher creates a gas cloud of 20-feet diameter, 20 or 
higher creates a gas cloud of 30-feet diameter. The effect is immediate 
and profound, affecting all creatures within the cloud. Any creature caught 
within the gaseous cloud must make a Stamina saving throw, DC vs. the 
stank hog’s roll, or immediately fall upon the ground with eyes stinging 
and vomit flowing. Any creature making the save must use its next action 
to exit the area, forgoing any attacks. If any actions are made other than an 
attempt to leave the area, the creature must make a saving throw for each 
action attempted. Those creatures initially failing the saving throw will 
be allowed an additional saving throw every other round. The mephitic 
gust lasts 1d4+1 rounds, lingering in the same area unless a strong wind 
moves it elsewhere. The stank hog is immune to its own and other stank 
hogs’ mephitic gusts. Note: If less than 10 is rolled during the stank 
hog’s mephitic gust attack, the anal gland is considered to be deflated 
and adhered unto itself, rendering the mephitic gust for that stank hog 
inoperable until a long or short rest and creating no effect.

Stank’s Revenge. Any piercing attack from the flank or rear has a 10% 
chance of popping the inflated anal gland of the stank hog, releasing 
the noxious flatulence and causing the full effect as described under the 
mephitic gust action. Additionally, any piercing or slashing critical hit 
from the flank or rear has a 50% chance of popping the inflated anal gland 
and triggering the mephitic gust action, the mighty blow cutting deep into 
the stank hog’s thick hide and puncturing the gas-filled gland. If stank’s 
revenge is activated, the hog can no longer use the mephitic gust attack 
until able to heal for one week.
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Hunting the Stank Hog
The conventional method of hunting the stank hog is to search for signs 

of activity and track the beast to its foraging grounds, and ultimately, its 
thicket-covered resting spot. Smaller humanoids can traverse the tunnels 
(cut by the hog) through thick underbrush to the animal’s wallow to flush 
out the hogs, but this is dangerous. Hacking through the brush will alert 
the sounder, and the hogs will usually exit or attack. The ideal method is 
to employ hunting dogs, sending them into the thicket tunnels to flush out 
the stank hogs. Though reluctant to follow the trail of the foul-smelling 
creatures, properly trained and incentivized dogs can easily pick up the 
scent. The dogs will participate in the fight as well, darting in and out to 
confuse the wild hogs but quickly succumbing to the gaseous vapors the 
stank hogs release.

Once confronted, longer weapons such as long spears are best to 
maintain maximum distance from both the dangerous tusks and the 
debilitating flatus. The hogs can be ushered into either nets or pit traps, 
with either method quickly incapacitating the lumbering beasts.

Wetted rags for covering the mouth and nose will aid in preventing the 
debilitating effects of the vile odor emitted by the stank hog. 

GM Note: Wearing a wet rag over the mouth and nose will give a +2 
bonus to all saves versus the mephitic gust.

Treasure
Stank hogs usually have no treasure other than their harvestable body 

parts, the exception being any valuables carried by their dead victims. 

Harvestable Parts 
The hide of the stank hog can be removed and cured for leather goods 

including hide or leather armor, boots, and other mundane goods. It takes 
one hour to properly remove the hide (hunting experience required). An 
unspoiled hide can fetch 8 sp.

The tusks of the stank hog can be removed, undamaged, in approximately 
one minute. Each tusk is valued at 1 gp and can be used for ornamentation 
or as a primitive blade or piercing weapon if affixed with a handle and 
further sharpened.

The meat of the stank hog is not valued due to its gamey taste with a 
hint of putridity. It is edible and nourishing, but only for the desperate. A 
light scent and taste of the noxious flatulence permeate the meat of the 
entire hog, but the taste in the hindquarters is overwhelmingly strong and 
cannot be eaten without inducing vomit. 

The value of a piglet, though rarely desired, is 25 gp to the right buyer 
(someone wanting to discourage trespassers or desiring to harvest the 
stank gland upon maturity).

The real prize from the stank hog is its anal gland. Though the 
biological processes required to generate the noxious effect have died with 
the hog, the residue remaining within the glandular sack can be used as 
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a component for the Stinking Cloud spell or as an ingredient in poisons 
or stank bombs (see below). The gland is fairly benign (if left intact upon 
removal) as long as no pressure is applied that would release any trapped 
gas inside. The stank gland sells for approximately 50 gp to wizards, 
thieves, assassins, and alchemists.

Preparations Using  
the Stank Hog Anal Gland

The practitioner must wear a wet cloth over the mouth and nose and 
airtight goggles to prevent incapacitation from the acrid fumes. The 
preferred method is to be downwind on a slightly breezy day or have 
assistants constantly fan the back of the practitioner. 

The mucosal lining is scraped away from the viscera and dried in the 
sun for three days. The dried lining is then ground into a fine powder—
stank hog powder—and collected in a stoppered glass vial until used. Four 
ounces of stank hog powder can be extracted from a single anal gland.

Spell Component
The stank hog powder can be substituted as a more effective component 

in the casting of Stinking Cloud. 
If used as a component, the Stinking Cloud spell is intensified, and 

Constitution saving throws are made at -2 versus the spell. Each casting 
consumes ½ ounce of stank hog powder.

Non-lethal Poison
Sprinkling stank hog powder into a drink will cause the imbiber to fall 

ill, growing weak, nauseated, and most likely vomitous. The lingering 
stench of the stank hog powder can be lessened by a prolonged drying out 
stage, decreasing the likelihood of detection. The poison is best employed 
in an alcoholic beverage, disguising the taste and giving the appearance 
that the imbiber has drank too much. The indisposed victim becomes a 
ripe target for pickpocketing, kidnapping, or murder without putting up 
a fight. 

Anyone drinking liquid tainted with stank hog powder must make a DC 
17 Constitution saving throw or become ill. The effects are similar to being 
puking drunk, or near the brink of puking, and the victim is only able to 
stagger with some assistance to the nearest latrine in which to puke or bed 
in which to lie down. However, the victim has no real self-control and will 
head in whatever direction in which he is led. If not led, the victim will do 
his best to head outdoors for fresh air, but with any obstacles, he will lie 
down on the floor, falling asleep or blacking out within 15 minutes. One 
ounce of stank hog powder must be used to effectively poison a victim.

Stank Bomb
Two ounces of stank hog powder are funneled into a glass flask and a 

stopper is inserted. A pipette is pushed through a hole in the stopper and 
air is pumped gently into the flask, causing an increase in the internal 
pressure. Finally, a viscous sap is forced through the pipette as it is 
removed, sealing the pressurized flask. 

In battle, the stank bomb is simply thrown at an opponent. If the glass 
flask breaks, the internal pressure, as well as the pressure of impact, will 
distribute the stank hog powder into the air. All creatures within a 10-foot 
radius must roll a success on a DC 13 Constitution saving throw or suffer 
the effects of the mephitic gust, i.e., they will immediately fall upon the 
ground with eyes stinging and vomit flowing. Any creature making the 
save must use its next action to exit the area, forgoing any attacks. If any 
actions are made other than an attempt to leave the area, the creature must 
make a saving throw for each action attempted. Those creatures initially 
failing the saving throw will be allowed an additional saving throw every 
other round. The stank bomb effect lasts for 1d3 rounds or until a moderate 
breeze dissipates it.

Adventure Hooks
Below are some adventure hooks with specifics that can either be used 

as written, expounded upon, or tweaked as the Game Master sees fit.
• Stank hogs make great wandering monsters in any wilderness or jungle 
journey, bursting out of underbrush to surprise the incautious party. 
• The PCs have been hired by a rebel group to free a comrade held in 
the city keep. Kenwhit, a low-level thief with the local thieves guild, is 
demanding three stank hog anal glands in exchange for revealing the 
hidden entrance to the sewers leading directly into the keep’s dungeon. 
Unmoved by offers of coin, he boasts he can scam or steal gold anytime 
but needs the glands to create poisons for a big mark coming to town next 
week. Stank hogs have been seen in the nearby woods.
• The PCs encounter a small halfling farming village during their travels. 
Mayor Gipply will barter their finest pipeweed (150 gp worth) in return 
for the eradication of a local sounder of stank hogs. The pipeweed is 
highly sought after, and the farther from the halfling village, the higher 
the price it will fetch. 
• The reclusive wizard Mirelda is able to teach the spell Stinking Cloud to 
a wizard in the party (or perhaps sell needed potions and scrolls). She will 
only teach the spell in return for four stank hog anal glands. If her request 
is fulfilled, she will teach the spell for free and impart the knowledge that 
stank hog gland powder will intensify the spell as noted above.
• A decrepit old alchemist named Craginth has sent his assistant to seek 
out adventurers. If the PCs answer his call, he will request five stank hog 
anal glands for making stank bombs. He will pay 50 gp each for the glands 
and will offer to teach the PCs how to make stank bombs for a fee. If the 
PCs wish to learn the secret, it will cost them five stank hog anal glands 
and an additional 100 gp. The alchemist will throw in one free stank bomb 
if they party pays his fee. Alternatively, the alchemist will convert stank 
hog anal glands into stank bombs for a fee of 25 gold each. The process 
takes four days. He is unable to produce the stank bombs without the help 
of the PCs due to having no supplier of the hard-to-find ingredient.
• An aging squire, Gregor Destane, is a son of a wealthy nobleman. His 
inheritance is contingent upon his becoming a knight though he will not 
share this information with the PCs. He will pay 150 gp to be escorted on 
a hunt for a stank hog. He wants it kept quiet. He intends to take the head 
as a trophy to prove his worth to the archduke in charge of raising squires 
to knighthood, having been rejected in the past for failure to demonstrate 
bravery in battle. A rabid stank hog has been traveling farther from the 
woods than usual and attacking outlying villages, killing two farmers and 
a young boy recently. He feels that dispatching the hog “by himself” will 
prove his worth. He requests that the PCs meet him just inside the forest 
to begin the hunt (to avoid any witnesses).
• Oleg, a wealthy tavern owner, seeks the head of a stank hog to display 
upon his tavern wall alongside other trophies. His signature drink is called 
Old Stank Eye, and he feels the trophy will boost sales as well as give 
patrons a good laugh. He will pay 100 gp for the retrieval of the head 
and delivery to the local taxidermist in his name. Note: Old Stank Eye 
is an aged whiskey infused with a collection of healing herbs—a family 
secret—cultivated by his nearly 90-year-old mother. The drink costs 5 gp 
and will give the instant effect of a short rest and decrease Dexterity by 
2 points for the next six hours. Only one drink can be imbibed within a 
24-hour period or the drinker will become extremely sleepy, unable to 
do anything productive other than fight to stay awake. Oleg will warn all 
customers, “Only drink one,” before bursting out with raucous laughter.

Sayings and Similes
As stinky as a stank hog.
Stank hog drunk (referring to vomiting drunk).
I’d rather wallow with a stank hog than bed with you.
‘Tis better to let the stank hog eat your carrots than to die a stinky death.
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