
2
THE TORTLE PACKAGE

Introduction

The Snout of Omgar is a geographical region described 

Tomb of Annihilation. Not much is revealed 

about the location or its inhabitants in that adventure, 

however. The Tortle Package is written for Dungeon 

Masters who want to know more about the Snout of 

character race, the tortle, and a new adventure location: 

Tortles are intelligent, turtle-like humanoids that have 

D&D game, nowhere more prom-

The Savage Coast, which was 

-

Forgotten Realms, the peninsula of Chult and the Snout 

of Omgar make good homes for them.

edition core rulebooks (Player’s Handbook, Dungeon 

Master’s Guide, and Monster Manual) as well as Volo’s 

Guide to Monsters and Tomb of Annihilation.

Text that appears in a box like this is meant to be read 

aloud or paraphrased for the players when their charac-

-

stance, as described in the text. 

The Monster Manual, Volo’s Guide to Monsters, and 

Tomb of Annihilation contain stat blocks for most of the 

creatures found herein, and a handful of new monsters 

appear at the end of this supplement. When a creature’s 

name appears in bold
Monster Manual

Spells and equipment mentioned in the adventure are 

described in the Player’s Handbook. Magic items are 

described in the Dungeon Master’s Guide.

The Snout of Omgar

The Snout of Omgar was once a peninsula, but upheaval 

peninsula, creating an island separated from mainland 

domain. The strait provided a natural defense against 

aggressive mainland predators.

The tortles of the Snout are hospitable folk who like to 

long after the island was formed, a pirate ship captained 

-

wrecked survivors and looked after them. The captain 

impressed the tortles with her magic and told stories 

The cleric chose a mountainside overlooking the sea, 

and there the tortles spent a decade building Dangwaru, 

the tortles alone and were quiet neighbors.

and the palace fell into ruin. Descendants of the tortles 

explore it as a rite of passage. Few of them get far before 

Using This Supplement

Tomb of Annihilation:

• 

tortle characters using the rules in the “Tortle” sec-

tion. These tortles have traveled far from the Snout 

of Omgar in search of adventure and companionship. 

other location in Chult.

• 

to serve as a wilderness guide. This supplement 

describes three new tortle guides (see “Tortle 

Guides,” page 4).

• 

locations, and encounter its inhabitants.

Adventure Hooks

the Snout of Omgar:

• 

the characters are caught in a storm and washed 

ashore on the Snout of Omgar, not too far from High 

Horn (see “High Horn,” page 18).

• 

• 

or Fort Beluarian. The tortle tells them stories about 

requests their help in ridding the palace of monsters.

• 

and fear that the serpent folk are planning to assassi-

nate them. A map of the Snout of Omgar was found on 

-

willing to visit each of the island’s landmarks and re-

-

thi gives them the map and arranges for a fast ship 

(the Brazen Pegasus) to transport them to the island.

• 
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Tortle

I caught a big fish. 

Now I search for a good friend 

To share my lunch with.

—Tortle haiku

skills to the test, and make new acquaintances.

Life of a Tortle

A tortle hatches from a thick-shelled egg and spends 

it learns to speak and to survive on its own.

-

ships with its neighbors while also respecting their pri-

-

-

ries of its exploits and new skills.

 When a tortle nears the end of its natural lifespan, it 

one. The parents spend the remainder of their lives 

pick up whatever weapons and tools their parents left 

behind and set out on their own.

Beliefs

for a tortle to hear stories or legends related to a god and 

Gods of Good in Dragonlance and the Sovereign Host 

in Eberron. Among the nonhuman deities, Moradin and 

Yondalla relate to tortles most of all.

watches over them in darkness, and the sun is the 

uncomfortable underground, where neither the sun nor 

the moon is visible to them.

dangerous.

Adventurers at Heart

the need to root themselves in one place for too long. 

-

of greater numbers. Tortles don’t regard these settle-

ments as places worth defending with their lives, and 

their needs.

 Most tortles like to see how other creatures live and 

The urge to procreate doesn’t kick in until the end of a 

native land without feeling homesick.

pad, or to stand in a crowded human marketplace.

-

-

lives in isolation, tortles are social creatures that like to 

-

often seek out friendships with non-tortles to learn new 

customs and new points of view.

Tortle Names

like its name for whatever reason, it can change it. A 

Male and Female Names:
Jappa, Kinlek, Krull, Lim, Lop, Nortle, Nulka, Olo, 
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Tortle Traits

Your tortle character gains traits that enable it to cope 

with the perils of a savage world.

Ability Score Increase. Your Strength score in-

Age. Young tortles crawl for a few weeks after birth 

-

 Alignment.

-

vor of chaos.

 Size.

 Speed.

 Claws.

an unarmed strike.

 Hold Breath.

can remain underwater for some time before needing to 

come up for air.

 Natural Armor. 

as normal.

 Shell Defense.

 Survival Instinct.

 Languages. You can speak, read, and write Aquan 

and Common.

Tortle Guides

of guides available for hire in Chult. One of the tortle 

guides, Kwilgok, works for the merchant prince Jobal 

-

Eeyal

Tortle guide (Fort Beluarian)

at the end of this supplement.

tortle

traveled from the Snout of Omgar to Fort Beluarian on 

foot, crossing Chult through rough mountains, dense 

Narwhal) and 

befriended a weretiger that lives there.

and a set of tinker’s tools. She also owns a climber’s kit, 

a healer’s kit, and a dungeoneer’s pack. This equipment 

-

-

parable to that of a much older, much wiser tortle. She 

-

-

-

alternative.

Kwilgok

Tortle guide (Port Nyanzaru)

When the characters meet Kwilgok, give them handout 

B at the end of this supplement.

in several high-stakes dinosaur races. He lost more than 

exploration. Kwilgok the tortle (see “Tortles,” page 

 Kwilgok travels with a cantankerous ankylosaurus 

-

 Although he’s an able and honest guide, Kwilgok won’t 

-
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the Aldani Basin and the surrounding region quite 

well. He’s also led expeditions to Orolunga, though he’s 

never encountered the elusive oracle rumored to dwell 

there. One place he’d rather not revisit is Dangwaru, the 

on a lark to explore the ruins and encountered evil shad-

shadows still haunt Kwilgok’s dreams, and he has no 

wish to face them again.

Mudgraw

Tortle druid guide (Ahoyhoy)

When the characters meet Mudgraw, give them handout 

C at the end of this supplement.

secure Mudgraw as a guide. Convinced that he is a nat-

ural leader, Mudgraw likes to bellow and be heard, and 

he never admits to being wrong, even when he doesn’t 

know what he’s talking about. The tortle druid (see 

-

-

and Mudgraw was forced to abandon his companions. 

-

bol around his neck. He regrets abandoning the expe-

dition and prefers not to speak of it. One of his favorite 

-

ever he’s vexed or when he has information he’d rather 

not divulge.

waive his fee if he is given the chance to lead another 

Exploring the Island

stands on the west coast, where the edge of the rain for-

est and the mountains meet.

Random Encounters

for encounters each morning, afternoon, and evening 

or night. A random encounter occurs on a roll of 18 

Encounters table for the appropriate terrain. After deter-

information presented below to bring the encounter to 

-

counters to keep them exciting.

 Random encounters aren’t tailored to characters of 

-

portunities to run, hide, negotiate, or otherwise avoid 

certain death. You can also have other creatures arrive 

and provide a distraction that the characters can use to 

make their escape. For example, if a character needs to 

chwinga 

(see Tomb of Annihilation) might appear, cast guidance 

or resistance on the character, and then disappear on its 

next turn.

Snout of Omgar Encounters

Encounter Land Water

Almiraj 01–05 —
Axe beaks 06–10 —
Baboons 11–15 —
Blood hawks 16–20 —
Cannibals 21–25 01–15
Chwinga 26–30 —
Dimetrodons 31–35 —
Dolphins — 16–30
Eblis 36–40 —
Flail snail 41–45 —
Flying snakes 46–50 31–40
Geonids 51–55 —
Giant lizards 56–60 —
Giant snapping turtle 61–65 41–50
Jaculis 66–70 —
Marine decapus — 51–60
Plesiosaurus — 61–75
Pteranodons 71–75 76–85
Reef sharks — 86–00
Stirges 76–80 —
Topis 81–85 —
Tortle 86–00 —

Almiraj

The characters spot an almiraj (see Tomb of Annihila-

tion

-

-

tion to make a DC 14 Wisdom (Animal Handling) check. 

threatened or is harmed.

Axe Beaks

axe beaks stampede toward the char-

Baboons

baboons has adapted to living in small 
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-

Blood Hawks

These bright red birds are common sights on the island. 

blood hawks that 

rolled at night, treat it as no encounter.

Cannibals

Human cannibals from the mainland use canoes to 

survivors to hunt and eat. The characters encounter 

-

man tribal warriors
leather masks made from skinned human faces and 

Chwinga

A chwinga (see Tomb of Annihilation) takes an interest 

Dimetrodons

1d4 dimetrodons (see Tomb of Annihilation or Volo’s 

Guide to Monsters) wallowing in shallow pools of water. 

-

ters are nowhere near water or camped for the night, 

their path.

Dolphins

dolphins (see Volo’s Guide 

to Monsters) or 1 killer whale -

receive directions to the nearest coastal settlement.

Eblis

eblis (see Tomb 

of Annihilation

The eblis attack if the characters refuse to trade and 

incapacitated.

-

Flail Snail

 (see Tomb 

of Annihilation or Volo’s Guide to Monsters -

traveling. The snail wants to be left alone and attacks 

Flying Snakes

. These snakes 

-

down. A character who succeeds on a DC 13 Wisdom 

(Animal Handling) check can remove a calm snake from 

Geonids

-

geonids

-

geonids attempt to sneak 

Giant Lizards

giant lizards. During the 

 The Snout of Omgar is home to hundreds of giant 

Giant Snapping Turtle

These aggressive monsters like to bask on the island’s 

-

giant snapping turtle (see Tomb of Annihilation) and 

Jaculis

jaculis (see Tomb of Annihilation) 

-

strike, but all others are surprised.

Marine Decapus

This marine decapus
on swimmers and will even snatch a rower from a canoe 

(though it must use half of its tentacles to grab hold of 

the vessel before doing so). The decapus withdraws into 

the depths if it loses more than half of its hit points.

Plesiosaurus

The characters blunder into the hunting ground of a 

plesiosaurus that attacks passing canoes or 

Pteranodons

pteranodons
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Map 1: Snout of Omgar
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