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This regional supplement for the Known World Character Builder conversion provides additional details for characters born in the Highlands or other similar regions.  The Highlands are located high in the Silver Sierras and Kurish Massif (mostly in Glantri, but extending into Darokin, Sind, and Hule as well).  Similar societies can be found in other apparently unsettled high mountains of the World region such as the Altan Tepes/Cruth Mountains (bordering Thyatis, Ylaruam, Rockhome, Darokin, Karameikos, and the Five Shires) and the Wendarian Range along the border between Glantri and Wendar.  The mountains along the southern border of the Soderfjord Jarldoms have a very different culture as described in the Grabjerge regional supplement.
Suggested restrictions:
Races:  The following races are represented in Highlands society:

Alphatian (Tiefling)

Dragonborn
Dwarf
Gnome (Halfling)

Laterran (Deva)
Magen (Warforged)

Rakasta (Razorclaw Shifter)

If you wish to add races not mentioned in any Mystara source material, the Highlands are a perfect location for adding one or more of the following races:

Genasi

Goliath 

Kenku

Minotaur

Other races are very rare in the Highlands. The few native player characters of other races are typically orphans who lost their parents while they were traveling through the area; they were then raised by a native clan.
The best way to mix Highlands and non-Highlands races in the same campaign is usually to set the campaign elsewhere, as it is more likely for members the Highlands races to leave home to adventure in the lowlands than it is for members of the lowlands races to risk their lives in the Highlands early in their careers.

Languages:  Select a Forgotten Realms language if given a free choice of language.
Classes:  All classes except for those using the psionic power source are freely available in the Highlands.  Classes with the primal power source are especially common, and classes that use the arcane power source are relatively rare.
Alignments:  Each clan in the highlands tends to share a common alignment.  Player characters may leave or be banished from their clans because of alignment differences, or they may set out when they come of age on a quest to prove themselves to clans with which they are in philosophical agreement.  Both good and evil clans tend to conceal their alignments from outsiders – good clans so that they will not be viewed as weak and evil clans so that they will not be viewed as the threats that they are.  

Deities, Backgrounds:  Defer selection of these items until social details are determined.  

Social details: Determine race and class (including hybrid class and initial multi-class feat, if appropriate) before assigning social details.  Determine social details by race as follows:

Alphatian (Tiefling):

Ethnic Origin:  Alphatians in the Highlands are typically of Pure Alphatian origin.  They were a rare race in the region until the Meteor destroyed their homeland in Glantri.    
Alphatians in the Wendarian Range and Altan Tepes/Cruth mountains are typically of Cypri origin.  They were and remain a rare race in those regions.  
Alignment:  Alphatians are very rarely of lawful good alignment.

Religion:  Razud is one known patron Immortal of Glantrian clerics.

Languages:  Alphatians speak Common and Alphatian.

Dragonborn:  

Ethnic Origin:  Dragonborn live in clans that tend to share common breath weapons and alignments.  

Alignment:  Dragonborn may be of any alignment but are more likely to be evil than good.  

Religion:  Most dragonborn openly revere the Great One and may secretly revere one of the other draconic Immortals.  Evil dragonborn revere Opal, chaotic evil dragonborn revere Pearl, and dragonborn who are good or lawful good revere Diamond.  
Languages:  Dragonborn speak Draconic, the common language of dragons.

Dwarf:  
Ethnic Origin:  Most dwarves in the Highlands and in the Wendarian Range are descended from immigrants from Rockhome who fled to the Highlands when Glantrian humans and eladrin began hunting them down during the Years of Infamy (early 800s AC).  In the Altan Tepes/Cruth mountains, they are descendants of the few dwarves who accompanied the earth gnomes in their exodus from Rockhome.  Dwarf clans may include earth gnomes and/or goliaths (if the latter are exist in your campaign).
Alignment:  Dwarves who are not unaligned are most likely to be lawful good.

Religion:  Dwarves usually revere Kagyar.

Languages:  Dwarves able to learn extra languages may learn Draconic (convert to Kobold), Goblin, or a Forgotten Realms language (convert to Gnome).
Gnome (Halfling):  
Ethnic Origin:  Highlands gnomes are mostly earth gnomes who accompanied the dwarves to Glantri.  In the Altan Tepes/Cruth mountains, the earth gnomes are descended from the gnomes of the Northern Reaches who fled to Rockhome.  After most of them accompanied the dwarven colonists to Glantri, a dispute not clearly documented in Known World history caused all of the remaining gnomes in Rockhome to flee south into the Altan Tepes.  Gnomes usually live in dwarf clans, but there are a few clans that consist solely of earth gnomes.  
The Highlands and the Wendarian Range also contains scattered clans of sky gnomes who were stranded there when their colossal traveling machines broke down while passing through the area.  These clans include the magen (warforged) that they created.

Alignment:  Gnomes are usually unaligned.  They are more likely to be good than evil.

Religion:  Gnomes usually revere Garl Glittergold.

Languages:  Gnomes replace Forgotten Realms language with Gnome, their native language.  Gnomes who are able to learn extra languages may learn Draconic (convert to Kobold), Dwarven, or Goblin.
Laterran (Deva):

Ethnic Origin:  Laterrans in the Highlands are most likely to be of Sylaire origin.  They are usually descended from Glantrian refugees who fled Glantri to avoid persecution for their interest in the divine or primal power sources.

Alignment:  Laterrans are usually unaligned.

Religion:  Razud is one known patron Immortal of Glantrian clerics.
Languages:  Laterrans speak Common, a Laterran language (usually Sylaire), and one other language of choice.

Magen (Warforged):  
Ethnic Origin:  Magen player characters are always of the Demos type.  Most magen were manufactured by sky gnomes, although a few were manufactured by Laterrans (Deva) of Glantri.  

Alignment:  Most magen are unaligned.
Religion:  Magen often revere Garl Glittergold, the patron Immortal of their gnome creators.  Magen created by other races have no special patron Immortals.
Languages:  Magen typically speak Common with the accent or dialect of their creators.  
Rakasta (Razorclaw Shifter):  
Ethnic Origin:  Most rakasta in the highlands are mountain rakasta.
Alignment:  Most rakasta are unaligned.
Religion:  Rakasta have no known favored patron Immortal.
Languages:  Rakasta speak their own language.
Genasi:

Ethnic Origin:  Genasi form clans that share common elemental manifestations.  Watersoul and causticsoul genasi are virtually unknown, but corrupted genasi other than causticsouls are especially common.

Alignment:  Genasi may be of any alignment but are more likely to be evil than good, especially if they have corrupted manifestations.
Religion:  Terra, Rathanos, and Nyx are the most popular patron Immortals among the genasi.

Languages:  Genasi speak Common and Primordial.

Goliath:  

Ethnic Origin:  Goliaths rarely form their own clans but are most likely to be found in clans of either dwarves or mountain giants.  The major differentiation among goliaths is which race they live among.  

Alignment:  Goliaths who are not unaligned are most likely to be good.

Religion:  Goliaths who live in dwarf clans usually revere Kagyar.  Goliaths who live in mountain giant clans usually revere Terra.

Languages:  Goliaths speak either Dwarven or Giant, depending on the race they live among.    

Kenku:  
Ethnic Origin:  Kenku form family groups called flocks.

Alignment:  Kenku are usually unaligned.

Religion:  Kenku have no known favored patron Immortal.
Languages:  Kenku speak their own tribal languages in addition to Common.
Minotaur:  
Ethnic Origin:  Minotaurs in the Highlands form small family groups called bands.

Alignment:  Minotaurs are usually evil or chaotic evil.

Religion:  Minotaurs typically revere Minoides.
Languages:  Minotaurs speak their own tribal languages in addition to Common.
Immortal to Deity/Domain Conversions:  Convert Mystaran Immortals to the following deities or domains in the Character Builder:

Diamond:  Bahamut
Garl Glittergold:  Garl Glittergold
Great One:  Tiamat
Kagyar:  Moradin
Minoides:  Gruumsh

Nyx:  Domain of Darkness
Opal:  Domain of Vengeance
Pearl:  Domain of Strife
Rathanos:  Domain of Arcana
Razud:  Erathis
Terra:  Domain of Earth
Thanatos:  Domain of Death
Backgrounds:  Use the following checklist to determine background options:

General:  All characters from the Highlands gain the Forgotten Realms/Akanul background.

Birthplace:  All characters from the Highlands may select their choice of any one of the following General/Geography backgrounds:

Blazestone

Broken Lands
Thunderpeaks
Social Status:  All characters from the Highlands may select their choice of the General/Birth – Refugee background or any one of the General/Society backgrounds from Primal Power.

Occupation:  All characters from the Highlands may select their choice of anyone of the General/Occupation backgrounds from Primal Power.

Race:  

Alphatian (Tiefling) gains choice of any General/Tiefling racial background except Merchant Dynasty.
Dragonborn gains choice of any General/Dragonborn racial background.

Dwarf gains choice of any General/Dwarf racial background.
Gnome (Halfling) gains the General/Halfling – Free Spirit and Eberron/Talenta Plains backgrounds.
Laterran (Deva) gains the General/Deva – Spirit Soul background. 
Magen (Warforged) gains the Eberron/Unstoppable Soldier background.
Rakasta (Razorclaw Shifter):  Rakasta gains backgrounds indicated for mountain rakasta in Rakasta supplement.
Genasi gains choice of General/Genasi – Chaos Born or General/Genasi – Primal Soul background.
Goliath:  Goliath gains choice of any General/Goliath racial background.
Kenku:  There are no racial background options for kenku at present.
Minotaur:  There are no racial background options for minotaurs at present.
Other race:  A member of any other race who grew up in the Highlands gains the Birth – Among Another Race background.  Valid racial choices are deva, dragonborn, dwarf, halfling, razorclaw shifter, tiefling, and any other races that you have decided are native to the Highlands.

If you wish to reverse this scenario to create a character from a Highlands race brought up in the lowlands, give the character the General/Birth – Found in the Wild background along with all non-racial background options appropriate to the people who raised him.

Other:  If you have not filled all six of your background selections, you may select any one General background from Dragon #371 or the General/Birth – Primal Omen background.
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