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This regional supplement for the Known World Character Builder conversion provides additional details for characters born into the society of the Grand Duchy (later Kingdom) of Karameikos.  This file amplifies the information given in the Mystara 4E Known World file. 
Classes:  Because Karameikos contains no monasteries, it is highly unlikely for a character native to Karameikos to begin play as a Monk.  The Assassin class is also not found here.

Races:  The following races are represented in Karameikan society:

Dryad (female Wilden)

Dwarf

Elf
Faun (male Wilden)

Gnome (Gnomish Halfling)

Half-Orc
Halfling (Hin Halfling)
Human
All other player character races either are not known to be native to Karameikos or are traditional enemies of mainstream Karameikan society (for example, Orcs and Goblins).    
Languages:  If race gives a free choice of language, select Traladaran.  The Common language is often referred to as Thyatian.
Social details: Determine race and class (including hybrid class and initial multi-class feat, if appropriate) before assigning social details.  While many social details call for die rolls, a player who has an idea what sort of character he wants to play should feel free to pick any result desired.  Determine social details by race as follows:
Dwarf:  Most Karameikan Dwarves are descended from immigrants from Rockhome who live with the Gnomes (Halflings) of Highforge.
Social Status:  Roll d% and consult the following table:

d%

      Roll           Social Status
 01-30         Struggling
 31-60         Comfortable
 61-95         Wealthy/Untitled
 96-97         Very Wealthy/Untitled
 98-00         Ruling Family
         (related to clan leader;

          treat as Very Wealthy/Titled)

Ethnic Origin:  Karameikan Dwarves are Rockborn Dwarves of the Stronghollow clan.

Home Town:  Karameikan Dwarves are from Highforge.
Religion:  Dwarves typically revere Kagyar (Dwarven patron) or Garl Glittergold (Gnome patron).

Languages:  Dwarves able to learn extra languages may learn Draconic (Kobold), Gnomish, Goblin, or Traladaran.

Elf:  Most Elves in Karameikos are of the Callarii clan, with a few being of the Vyalia clan that dominates the forests of Thyatis.  

Social Status:  Roll d% and consult the following table:

d%

Roll           Social Status
 01-90         Common (Comfortable/Untitled)

 91-00         Lord (Comfortable/Titled)

Ethnic Origin:  Roll clan background on d% and consult the following table:
d%
Roll           Clan Background
 01-95          Callarii
 96-00          Vyalia
Home Town:  Determine home town by clan as follows:
Callarii:  Roll d% and consult the following table:
d%
Roll           Home Town
 15 or less     Elven Estate of Achelos
 16-45          Elven Estate of Radlebb
 46-75          Elven Estate of Rifllian

 76+            Human Settlement

          (Roll on Human table)
Vyalia:  Roll d% and consult the following table:
d%
Roll           Home Town
 85 or less    Vyalia Forest

         (easternmost part of Karameikos)

 86+           Human Settlement

         (Roll on Human table)

Religion:  Elves of Karameikos usually revere Ilsundal or Mealiden.

Languages:  Elves able to learn extra languages may learn Abyssal (Gnoll), Giant (Orc), Goblin (Hobgoblin), or Traladaran.
Gnome (Halfling):  Karameikan Gnomes are mostly earth Gnomes who live in Highforge.  
Social Status:  Roll d% and consult Dwarf table.  Member of ruling family is related to Gnome king Dorfin Hilltopper.

Ethnic Origin:  Karameikan Gnomes are Earth Gnomes.
Home Town:  Karameikan Gnomes are from Highforge.
Religion:  Gnomes of Karameikos usually revere Garl Glittergold.

Languages:  Gnomes replace typically learn Gnomish as their native language.  Gnomes who are able to learn extra languages may learn Draconic (Kobold), Dwarven, Goblin, or Traladaran.
Halfling:  Karameikan Halflings are mostly immigrants from the Five Shires.

Social Status:  Roll d% and consult the following table:

d%

Roll           Social Status
 01-30         Penniless
 31-60         Struggling
 61-95         Comfortable
 96-00         Wealthy/Untitled
Ethnic Origin:  Karameikan Halflings are of Five Shires origin.
Home Town:  Roll on Human table, with an additional racial modifier of -4.

Religion:  Halflings usually revere the High Heroes.

Languages:  Select Traladaran or Lalor as extra language.  
Human:  The Humans of Karameikos are a mixture of native Traladarans and Thyatian colonists.  
Social Status:  Roll d% and consult the following table:

d%

      Roll           Social Status
 01-30         Penniless
 31-60         Struggling
 61-75         Comfortable
 76-85         Wealthy/Untitled
 86-95         Wealthy/Titled
 96-97         Very Wealthy/Untitled
 98-99         Very Wealthy/Titled
100            Royal Family
         (related to Duke Stefan;

          treat as Very Wealthy/Titled)
Ethnic Origin:  Member of royal family is automatically Thyatian.  Otherwise, roll d%, add half of social status roll, and consult the following table:
d%
 Roll           Ethnic Background
  01-70         Traladaran
  71-90         Mixed Traladaran/Thyatian
  91+           Thyatian
Home Town:  Roll d20 and consult the following table:
d20
Roll            Home Town
01-03           Black Eagle Barony (later renamed Halag)
04-10           Homestead (player's choice)
11-13           Village/Town (player's choice)
14-16           Kelvin
17+             Specularum (later renamed Mirros)
Modifiers:
+2 if divine or primal power source
+4 if arcane or shadow power source
+2 if Comfortable
+4 if Wealthy
+6 if Very Wealthy
Notes:  Power source bonuses do not stack; use only highest applicable bonus.  Racial bonuses may apply for non-Human characters using this table.
Religion:  Humans of Karameikos tend to belong to the following local religious organizations:
Church of Traladara (70%):  Members of this church are mostly of Traladaran background.  Most of them revere one of the three major Traladaran Immortals:  Halav, Petra, or Zirchev.
Church of Karameikos (25%):  Members of this church are mostly of Thyatian background and typically do not revere particular Immortals.  The Order of the Griffon is a military order that supports the Church of Karameikos.

Cult of Halav (1%):  This fringe offshoot of the Church of Traladara believes that Duke (later King) Stefan Karameikos is the reincarnation of the Immortal Halav and (apparently) reveres Halav.

Order of Chardastes:  The Traladaran Immortal Chardastes has a sanctuary in the region of Marilenev that is currently administered by the Church of Karameikos.
Languages:  Select Traladaran as extra language.  Humans who are able to learn extra languages may learn Elven or another Human language such as Makai (Ierendian).

Names:  Humans typically select names by ethnic origin as follows:

Thyatian:

Hattian:  Use German sounding names

Kerendan:  Use Italian sounding names

Other:  Use Greek sounding names

Traladaran:  Use Slavic sounding names

Mixed:  Use any desired combination of names.  The most usual combination is a given name from the mother’s culture and a surname from the father;s culture.

Other:  See appropriate regional supplement for naming guidelines.

Other:  Karameikan Dryads, Fauns, and Half-Orcs are half Human in ancestry and are usually raised by their Human parents.

Social Status:  Roll d% and subtract 20 to determine result on Human table.  Treat adjusted roll of less than 01 as 01.

Ethnic Origin:  Roll on Human table to determine ethnic origin of Human parent.

Home Town:  Roll on Human table, with an additional racial modifier of -2.  

Religion:  See Religion entry for Humans.

Organizations:  The following organizations are available for player characters to join (or to have belonged to before becoming adventurers):
Clerics (divine power source):  See Religion entries under social details, especially Human entry.
Fighters (martial power source and all defenders with military weapons):

Military:  Karameikos has a standing army of 2000 soldiers and seamen in five divisions:

      1st Division:  Guard Phorsis (Specularum/Mirros)

      2nd Division:
Elvenguard
Duke's Guard
3rd Division:  Royal Navy
4th Divisiion:
Castellan Guard Battalion "The Mountain Storm"

      Duke's Road Battalion "The Gobin Crushers"

      Rugalov Guard Battalion "The Sword of Halav"

      5th Division:

Radlebb Guard Battalion "Hell's Jailers"

      Riverfork Guard Battalion "Fury in the West"
Except for the Elvenguard (which is primarily composed of Elves of the Callarii clan), Humans make up most of the Karameikan army.

Foresters (arcane power source and military weapons):  Foresters automatically qualify for the Elvenguard (Military, under Fighters).

Magic-Users (arcane power source):

Magicians' Guild:  Led by the Thyatian wizard Teldon, the Magicians' Guild educates arcanists in magic.
Thieves (Rogues and some Rangers):

Kingdom of Thieves (Thieves’ Guild):  A player character who wishes to be a member of a Thieves' Guild can opt to start play as a member of the Kingdom of Thieves, the only non-evil Thieves' Guild in Karameikos.  Joining this guild makes Guild feats available.  In return for paying 15% of his income to the guild, the guild will help fence the thief's stolen goods and will occasionally offer lucrative jobs or other assistance.  Note that there is no compulsion for a thief to join this organization -- most Karameikan thieves are freelancers with no obligations but also no guild help or protection.
Backgrounds:  Use the following checklist to determine appropriate background options:

Social Status:

Penniless or Struggling status corresponds to General/Society – Poor background.

Wealthy or Very Wealthy status corresponds to General/Society – Wealthy background.

Any Titled status corresponds to General/Society – Noble background.

Any Untitled status corresponds to any desired General/Occupation background.

Birthplace:

Vyalia Forest or any Elven Estate corresponds to General/Geography – Forest background.
Highforge corresponds to General/Geography – Mountain background.

Kelvin or Mirros/Specularum corresponds to General/Geography – Urban background.

For all other birthplaces, select any one of the following General/Geography backgrounds:  Forest, Mountain, or Wetlands.
Race:  

Dwarf:  General/Birth – Among Another Race (Halfling) background is appropriate.

Elf:  Consider General/Society - Noble background if Titled.  
Gnome (Halfling):  Consider Scales of War/Imbuer background.

Half-Orc:  Consider General/Half-Orc – First Generation background.
Halfling:  Consider any one General/Halfling background.
Other:  No particular backgrounds are suggested for other races.
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