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The Known World comprises those portions of the outer world of Mystara that have been detailed in official publications by TSR and that do not fall within the Savage Coast or Undersea.

Languages:  Thyatian (including Darokinian and other dialects) is Common language.  Non-humans learn racial languages if possible.
Nations:  
Alfheim

Elven is primary local language throughout Alfheim.

Major races include the following:

Alfheim Town:

Elves
Halflings (Gnomish)

Humans

Orcs

The population of Alfheim Town also includes numerous Dwarves, Halflings (Hin), Humans, and Tieflings (Alphatians) from elsewhere.

Canolbarth Forest:  
Elves:  Seven major clans and several minor clans of Elves dominate the Canolbarth Forest that covers most of Alfheim.  The major clans are as follows:
Chossum:  Suggested skill is Diplomacy (for Bargaining).  
Erendyl:  Suggested background is Scales of War/Imbuer or Scales of War/Warsmith.  They have access to the Mark of Making feat.
Feadiel:  Suggested skill is Nature.  
Grunalf:  Suggested skill is Stealth.
Long Runner:  Suggested skill is Arcana.  They have access to Mark of Scribing feat.
Mealidil:  Suggested skill is Religion (for singing hymns).
Red Arrow:  Suggested skill is History (for knowledge of military tactics).
Other Suggested skills for all clans include Acrobatics and Perception.  Available feats include Titled.
Human:  Some Druids in Canolbarth Forest are clearly Humans from Robrenn on the Savage Coast.

Dreamlands:  The following races are found in more remote areas near “good magic points” in Alfheim:

Changelings (Common Sidhe)

Drakes (Wood)

Gnomes (Brownie, Leprechaun, Redcap, Lesser Sidhe)

Kobolds (Wood Imps)

Wilden (Dryad, Faun)
Alphatian Empire:

Major races include the following:

Dwarves
Eladrin (urban elves)

Elves (Shiye-Lawr)
Half-Merfolk (in Kingdom of Aquas)

Halflings (Gnomish and Hin)

Humans (Antalians, Jennites, and Nithians)

Kalashtar (Cypri)

Tieflings (Alphatians)

Nearly all races not listed above may be found in Kingdom of Limn.

Alphatian is required local language.  Other local languages include Antalian, Dwarven, Elven, Jennite, and Nithian.

Suggested skills vary with race as follows:

Dwarves:  Dungeoneering.

Eladrin, Elves:  Acrobatics and Nature.

Available feats include Educated, Titled, and Wealthy 1.

Major patron Immortals are as follows:

Alphatia

Eiryndul

Koryis

Rathanos

Razud

Zirchev

Atruaghin Clans:

Most members of the Atruaghin Clans are humans with the racial features of Goliaths.

Classes:  The Atruaghin Clans provide no training for Monks, Assassins, or classes that are proficient with heavy armor.  The Cleric class is permitted as a hybrid class option, but the Cleric Armor Proficiency hybrid talent is unavailable.  Arcane classes are available only as hybrid class options.  In addition:

Elk Clan:  Divine power source is unavailable to this clan.

Horse Clan:  Members of the Horse clan consider ranged weapons dishonorable, so they never become Seekers, Archer Rangers, or other character types who rely on such weapons.

Tiger Clan:  Implement using classes are unavailable to player characters from this clan.  NPCs may be priests of Atzanteotl.

Backgrounds/Skills/Feats:  Suggested character development options vary with clan and class as follows:

All clans:  Shamans of all clans have the following options:

Suggested skills:  Endurance, Heal, History, Nature, Religion

Suggested Feats:  Animal Empathy

Bear Clan:  

All classes:  Suggested skill is Athletics (for climbing).  Suggested feat is Courageous Example.
Arcane power source:  Suggested skill is Religion.

Divine or Primal power source:  Suggested skill is Diplomacy.

Striker role:  Suggested skills are Diplomacy (for bargaining) and Insight.

Elk Clan:

All classes:  Suggested skills are Perception and Stealth.

Primal power source:  Suggested skill is Nature.

Horse Clan:  
All classes:  Suggested feat is Mark of Handling.

Arcane power source:  Suggested skill is Religion.

Defender role:  Suggested skill is Nature.

Primal power source:  Suggested feat is Animal Empathy.

Striker role:  Suggested skills are Endurance, Nature, and Perception.

Tiger Clan:

All classes:  Diplomacy and Heal are prohibited skills.

Defender role:  Suggested skill is Intimidate.

Turtle Clan:

Divine or Primal Power Source:  Suggested skills are Athletics (for swimming) and Endurance.

Striker Role:  Suggested skill is Nature.

Atruaghin is the major Immortal patron.  His major nemesis is Atzanteotl, the patron of the Tiger clan.
Broken Lands:

Major races include the following:

Bugbears

Gnolls

Goblins

Hobgoblins

Hybrids

Kobolds

Lizardkin (Dragonborn, Lizardfolk)

Orcs

Local languages include Abyssal (Gnoll), Draconic (Kobold), Elven (Oenkmarian), Giant (Ogre, Orc, Troll), and Goblin (Bugbear, Hobgoblin).

Classes:  Classes are limited to weapon using classes.  All hybrid class options (including those for implement using classes) are permitted.  

Backgrounds/Skills/Feats:  Suggested character development options vary with race as follows:

Bugbear:  Suggested background is Scales of War/Wandering Mercenary.
Gnoll:  Suggested feat is Courageous Example.
Goblin:  Suggested feat is Animal Empathy.

Hobgoblin:  Suggested skill is Perception.
Kobold:  Suggested skill is Acrobatics.

Orc:  

Common:  Suggested skill is Endurance.
Red:  Suggested skill is Stealth.
Yellow:  Suggested implement is ki focus.
Available feats include Titled.

Major patron Immortals are as follows:

Atzanteotl

Bagni Gullymaw

Bartziluth

Jammudaru

Karaash

Ranivorus

Shining One
Wogar

Yagrai
Darokin:

Major races include the following:

Dwarves
Eladrin
Halflings (Hin)

Humans (mixed)

Available feats include Mark of Detection, Mark of Warding, and the custom feats Diplomatic Credentials, Educated, Secret Society 1, Wealthy 1, and Wealthy 2.
Major patron Immortals are as follows:

Asterius

Ixion

Khoronus

Koryis

Odin
Twelve Watchers

Valerias

Zirchev
Ethengar:

Most Ethengarians are Human (Ethengarian).

Ethengarian is required local language.

Classes:  Ethengar provides no training for Assassins, Monks, Paladins, or intelligence based arcane classes.

Equipment:  In a campaign set in Ethengar, all starting characters are given a riding horse (war horse if Titled) for free.  Plate mail armor is unavailable.

Backgrounds/Skills/Feats:  Suggested character development options vary with class as follows:

Defender role:  Suggested skill is Intimidate.

Martial power source:  Suggested feat is Mark of Handling.
Striker role:  Suggested skill is Bluff.

Available feats include Mark of Handling and Titled.

Major patron Immortals are as follows:

Cretia
Tubak 
Yamuga

Five Shires:

Most inhabitants of the Five Shires are Hin Halflings.  Other major races include the following:

Dwarves
Eladrin
Humans

The High Heroes are the major patron Immortals of the Five Shires.
Glantri:

Major races include the following:

Devas (Anglais, Klantyre, and Sylaire)

Eladrin (Belcadiz)
Elves (Erewan)

Humans (Ethengarian, Thyatian, and Traladaran)

Lupins

Progeny

Tieflings (Alphatians and Flaems)

Dwarves without Diplomatic Credentials are killed on sight.

Alphatian (Flaemish dialect) is primary local language.  Other local languages include Anglais, Elven, Ethengarian, Klantyre, Sylaire, and Traladaran. 

Classes:  The practice of divine magic is a capital crime in Glantri.  Rad is the most popular patron Immortal, but of course nobody dares to acquire divine powers in his name.
Suggested skill for all characters is Arcana.

Available feats include all Aberrant Dragonmark feats and the following feats:

Dragonmark:

Mark of Detectiom

Mark of Handling

Mark of Making

Mark of Scribing

Custom:


Educated

Secret Society 1

Secret Society 2

Titled
Graakhalia:  

Major races are Eladrin and Gnolls.  Both races have free choices of classes – they are not bound by the restrictions of their own race.
Required local languages are Abyssal and Elven.

Heldannic Territories:  The rulers of the Heldannic Territories are Hattians from the Thyatian Empire who mostly revere Vanya.  The common people have a culture very similar to that of the Northern Reaches.

Honor Island:

Major races include the following:

Goblins

Progeny (Elemental/Firesoul Genasi)

Tieflings (Cypri Alphatians)

Primary local language is Alphatian.
Classes:  

Goblins are trained as Rogues.

Other races are trained as arcane spellcasters if possible, otherwise in other implement using classes.  Selection of a weapon using class indicates lack of talent for any implement using class.

Rathanos is primary patron Immortal.

Feats:  Available feats include Educated and all Aberrant Dragonmark feats.
Ierendi:

See separate entry for Honor Island.

Major races include the following:

Dwarves
Eladrin
Half-Merfolk

Halflings (Hin)

Humans (Makai and Thyatian)

Primary local language is Makai.

Classes:  Ierendi provides no training for Monks or Assassins.

Major philosophies are as follows:

People’s Temple

Eternal Truth

Karameikos:  See Mystara 4E KW Karameikos file for additional details.
Major races include the following:

Dwarves
Elves
Halflings (Gnomish and Hin)

Humans (Thyatian, Traladaran, and mixed)

Primary local language is Traladaran.

Classes:  Karameikos provides no training for Monks or Assassins.

Feats:  Suggested feat is Mounted Combat.  Available feats include Titled.

Major philosophies and patron Immortals are as follows:

Church of Karameikos

Church of Traladara

Cult of Halav

Chardastes

Halav
Petra
Zirchev
Minrothad Guilds:

Major races include the following:

Dwarves
Eladrin (Water Elves)

Elves (Wood Elves)
Halflings (Hin)

Humans (Nithian)

Primary local language is Elven.
Backgrounds/Skills/Feats:  Suggested character development options vary with race as follows:

Dwarves:  Suggested feat is Mark of Warding.

Eladrin:  Suggested skill is Survival (for direction finding).  Suggested feat is Mark of Finding.
Elves:  Suggested skill is Athletics (for climbing).  Suggested feat is Mark of Sentinel.
Halflings (Hin):  Suggested feat is Mark of Making.
Humans:  Suggested skill is Diplomacy (for bargaining).  Available feats include Mark of Warding.
Available feats include Mark of Storm and custom feat Secret Society 1.

Major philosophies and patron Immortals are as follows:

Augrism

Dainrouw

Elendaen

Minrothism

Calitha Starbrow
Minroth
Ordana

Twelve Watchers
Northern Reaches:

Major races include the following:

Drow (rumored)

Dwarves (standard and Modrigswerg)

Eladrin
Halflings (Hin)

Humans (Antalian)

Antalian is required local language.

Classes:  The Northern Reaches provide no training for Monks or Assassins.

Backgrounds/Skills/Feats:  Suggested character development options vary with class as follows:

Arcane power source:  Suggested skills are Arcana, History, and Religion.  Suggested feat is Alchemy.

Defender role:  Suggested skill is Intimidate.  Suggested feat is Improved Initiative.
Divine power source:  Suggested skills are Arcana and Religion.

Striker role:  Suggested skill is Stealth.

Available feats include Titled and Wealthy 1.

Major patron Immortals are as follows:

Forsetta

Frey

Freyja

Hel

Loki
Odin
Thor
Rockhome:

Most inhabitants of Rockhome are Dwarves.  Other major races include Humans and Hin Halflings.

Local languages include Antalian, Ethengarian, and Ylari.

Suggested skill is Dungeoneering.

Available feats include Titled.

Kagyar is major patron Immortal.

Serraine:  
Gnomish Halflings are the dominant race in Serraine.

Local languages include Elven and Gnomish.

Available feats include Mark of Making and custom feat Educated.

Shadow Elf Territories:  
Shadow Elves have the racial features of Shadar-kai.

Required local language is Elven.
Suggested background is Scales of War/Imbuer or Scales of War/Warsmith.
Major patron Immortal is Rafiel.

Available feats include Mark of Making and custom feats Educated and Secret Society 1.

Sind:  
Most inhabitants of Sind are Humans (Sindhi).

Required local language is Sindhi.

The caste system discourages hybrid class characters.

Major patron Immortals are Ixion and Hel.

Available feats include Secret Society 1 and Titled.

Thyatian Empire:

Major races include the following:

Dwarves
Elves
Halflings (Gnomish and Hin)

Kalashtar (Ochaleans)

Humans (Tanagoro, Thratians, and Thyatians)

Tieflings (Alphatians)

Local languages include Alphatian, Elven, Tanagoro, Thratian, and Ylari.

Classes:  The order of Foresters trains Humans for hybrid martial/arcane combinations.

Suggested skills vary with race as follows:

Dwarves:  Dungeoneering.

Elves:  Nature and Perception.  These skills are also recommended for Foresters (Humans with hybrid arcane and martial classes) trained by the Elves of the Vyalia clans.

Available feats include Mark of Handling, Mark of Sentinel, and custom feats Educated and Titled.

Major patron Immortals are as follows:

Asterius

Diulanna

Halav

Ilsundal

Kagyar

Korotiku

Koryis

Odin

Protius

Tarastia

Thos

Valerias

Vanya
Ulimwengu:  
The inhabitants of Ulimwengu are Karimari humans who have the racial features of Halflings.

Karimari is required local language.

Classes with the divine power source are unavailable, as are the Monk and Assassin classes and all classes that grant proficiency with heavy armor.

Available feats include Mark of Warding.  Heat Adaptation is recommended feat.
Wendar:  
Major races include the following:

Eladrin
Humans (Antalian)

Local languages include Antalian and Elven.

Major patron Immortals are the same as those of the Northern Reaches with the addition of Ilsundal and Mealiden.

Available feats include Titled.

Yavdlom:  
The inhabitants of Yavdlom are humans with Half-Elf racial features.

Tanagoro is required local language.

Yav is major patron Immortal.

Available feats include Mark of Detection and custom feat Titled.  Consider retraining Titled feat to another feat after character accomplishes a great quest.
Ylaruam:

Major races include the following:

Dwarves
Eladrin

Halflings (Gnomish and Hin)

Humans (Ethengarian, Nithian, Thyatian, and Ylari)

Lizardkin (Sis’thik)

Lupins

Tieflings (Alphatians)

Elves and Eladrin without Diplomatic Credentials are killed on sight.

Ylari is required local language.  Other local languages include Alphatian, Ethengarian, and Nithian. 

Classes:  The practice of arcane magic is a capital crime in Ylaruam.

Backgrounds/Skills/Feats:  Suggested character development options for all characters are as follows:

Suggested skill is Religion.

Suggested feats include Heat Adaptation and Mark of Handling.
Available feats include Titled.

Major philosophies and patron Immortals are as follows:

Eternal Truth

Al-Kalim
Protius
--
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