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The Character Builder created by Wizards of the Coast (WotC) for the 4th edition of Dungeons and Dragons (D&D) is very useful but not yet (as of the August 2009 update) very customizable or friendly to house rules.  I have decided to assemble some notes on how characters generated via this utility can be adapted for a Mystara campaign set in the Known World or Old World region.  These notes specifically exclude the most exotic character races as well as characters native to peculiar regions such as Undersea, the Savage Coast, and the Hollow World.  Such characters will be covered in future conversion guides and supplements.
The Character Builder uses material from every WotC publication for D&D 4E but not any third party publication (including the recently published Blackmoor Campaign Setting for 4E).  While you can add in a few items as house rules, by doing so you lose the ability to check characters for many common character building errors.  On the positive side, anyone with access to the Character Builder can use rule elements from all official sources, even ones that he does not physically own copies of.
Suggested restrictions:  While nearly any character combination that can be generated by the Character Builder can be fit into a Mystara campaign with work from the player and DM, the following restrictions on character creation are suggested for convenience:
Races:  Choose races from the first two Player’s Handbooks and from the Eberron Player’s Guide.  Other valid general racial choices include revenants and wilden.  Diaboli from the Nightmare Dimension might be represented by bladelings, duergar, or githzerai.  See the Highlands regional supplement for suggestions about placing races that do not correspond to any race documented in the Mystara source material.
The following races correspond to races that are native to the Known World but are not available in a general campaign for various social reasons:
Bugbear

Bullywug (Lizardfolk or Troglodyte)
Drow 

Githyanki (Modrigswerg)

Gnoll

Goblin

Hobgoblin

Kobold

Orc

Shadar-kai

Languages:  All languages except Deep Speech and Supernal are available.  Characters whose races grant them a free choice of language selection should select a Forgotten Realms language (as a placeholder for any of various uniquely Mystaran languages).

Classes:  The arcane, divine, martial, and primal classes all work well in a Known World setting.  Because of their potential for use in representing Savage Coast Legacy abilities, it is best to avoid the use of spellscars or any psionic classes other than the monk.
Deities:  Leave deity unselected for a general Mystara campaign. Regional supplements will provide guidelines for converting patron Immortals to deities or domains covered by the Character Builder.  Do not select a deity until you wish to select a feat based on deity or divine domain. For Immortals who correspond to a domain rather than a deity, select any deity of compatible alignment who has that domain. The 4E deities associated with each domain are as follows:
Arcana:

Good/Unaligned:  Aureon, Corellon, Selune
Evil:  Shadow, Sseth

Change:

Good/Unaligned:  Avandra, Olladra, Selune, Traveler, Tymora
Civilization:

Good/Unaligned:  Amaunator, Boldrei, Erathis, Kol Korran, Onatar, Sovereign Host, Torm, Waukeen
Evil:  Asmodeus, Bane
Creation:

Good/Unaligned:  Erathis, Garl Glittergold, Gond, Moradin, Onatar, Traveler
Darkness:

Evil:  Cults of the Dragon Below, Lolth, Shadow, Shar, Sseth, Zehir

Death:

Good/Unaligned:  Blood of Vol, Kelemvor, Raven Queen

Evil:  Keeper

Destruction:

Evil:  Dark Six, Devourer, Ghaunadaur, Gruumsh, Talona, Tharizdun
Earth:

Good/Unaligned:  Balinor, Chauntea, Moradin

Evil:  Ghaunadaur, Luthic, Torog
Fate:

Good/Unaligned:  Ioun, Kelemvor, Raven Queen, Sovereign Host, Undying Court
Evil:  Beshaba

Freedom:

Good/Unaligned:  Avandra, Ilmater, Mielikki, Olladra, Path of Light

Hope:

Good/Unaligned:  Angharradh, Bahamut, Chauntea, Dol Arrah, Ilmater, Pelor, Silver Flame
Justice:

Good/Unaligned:  Amaunator, Aureon, Bahamut, Boldrei, Erathis, Kelemvor, Silver Flame, Torm
Knowledge:

Good/Unaligned:  Aureon, Gond, Ioun, Oghma, Sovereign Host, Undying Court, Waukeen
Evil:  Asmodeus, Shar, Vecna

Life:

Good/Unaligned:  Arawai, Berronar Truesilver, Chauntea, Melora, Pelor, Silvanus
Love:

Good/Unaligned:  Sehanine, Sheela Peryroyl, Sune
Luck:

Good/Unaligned:  Avandra, Olladra, Tymora
Madness:

Evil:  Cults of the Dragon Below, Cyric, Fury, Ghaunadaur, Tharizdun
Moon:

Good/Unaligned:  Sehanine, Selune
Poison:

Evil:  Lolth, Zehir, Talona
Protection:

Good/Unaligned:  Angharradh, Bahamut, Berronar Truesilver, Boldrei, Moradin, Silver Flame, Spirits of the Past, Tempus, Torm

Evil:  Luthic

Sea:

Good/Unaligned:  Melora

Evil:  Devourer, Umberlee
Skill:

Good/Unaligned:  Corellon, Dol Dorn, Ioun, Kol Korran, Oghma, Path of Light, Sune
Evil:  Bane
Storm:

Good/Unaligned:  Arawai, Kord, Silvanus
Evil:  Auril, Devourer, Gruumsh, Umberlee
Strength:

Good/Unaligned:  Bahamut, Balinor, Dol Dorn, Kord, Onatar, Tempus
Evil:  Gruumsh

Strife:

Evil:  Cyric, Lolth, Tiamat

Sun:

Good/Unaligned:  Amaunator, Dol Arrah, Path of Light, Pelor

Torment:

Evil:  Asmodeus, Keeper, Loviatar, Torog

Trickery:

Good/Unaligned:  Garl Glittergold, Kol Korran, Oghma, Sehanine, Sune, Traveler
Evil:  Beshaba, Cyric, Lolth, Mockery
Tyranny:

Evil:  Asmodeus, Bane, Tiamat

Undeath:

Good/Unaligned:  Blood of Vol, Undying Court

Evil:  Shar, Vecna

Vengeance:

Good/Unaligned:  Spirits of the Past

Evil:  Fury, Loviatar, Tiamat
War:

Good/Unaligned:  Dol Arrah, Dol Dorn, Kord, Spirits of the Past, Tempus
Evil:  Bane, Mockery
Wilderness:

Good/Unaligned:  Arawai, Balinor, Corellon, Melora, Mielikki, Sheela Peryroyl, Silvanus
Evil:  Dark Six

Winter:

Good/Unaligned:  Raven Queen

Evil:  Auril

Backgrounds:  In mechanical terms, any background that grants a single class skill, a +2 bonus to a single skill, or a single bonus language other than Deep Speech or Supernal is acceptable.  Regional supplements may make other backgrounds available as appropriate.
Feats:  All feats are acceptable except for Bloodline, Guild, Tribal, and Dragonmark feats.  Feats based on deities, domains, or regional origins are generally unavailable except as indicated in regional supplements.
Known World details: 

Races:  The following races require special consideration in a Known World campaign:

Dragonborn:  Mystarans generally do not bother to distinguish dragonborn from the more savage lizardfolk.  While dragonborn generally avoid other races, those who choose to adventure among other races are as likely to do so among the civilized races as the monstrous races of the Broken Lands.  Most dragonborn live in high mountains as they have done since the Blackmoor era or earlier. See Highlands supplement for further details. 
Dwarf:  Dwarves dominate Rockhome and are also found in Darokin, the Five Shires, Karameikos, Minrothad, the Northern Reaches, Thyatis, and Ylaruam.  They are not usually welcome in Glantri.  Mystarans believe this race to be unable to access the arcane and primal power sources, so dwarves with access to either of these power sources are treated socially as though they had access to the divine power source instead.  Common extra languages include Gnome as well as Goblin and Kobold racial/regional languages.  See regional supplements for further details.
Eladrin:  Known World eladrin are called elves.  In this setting they are actually more common than 4E elves, and much that is written about Mystaran elves refers specifically to eladrin.  Eladrin dominate Alfheim (before Wrath of the Immortals) and Wendar and are also found in Darokin, Glantri, Karameikos, Minrothad (Water Elves), and Thyatis.  They are not usually welcome in Ylaruam.  Mystarans believe this race to be unable to access the divine or primal power sources, so eladrin with access to either of these power sources are treated socially as though they had access to the arcane power source instead.  Common extra languages include Gnoll, Hobgoblin, and Orc racial/regional languages.  See regional supplements for further details.
Elf:  4E elves are found in the Five Shires, Ierendi, Minrothad (Wood Elves), the Northern Reaches, Wendar, and Ylaruam.  Elves without access to the arcane power source are mistakenly regarded by humans as being humans with elven (eladrin) ancestry.  See regional supplements for further details.
Half-Elf:  Half-elves in the Known World region are the offspring of humans and elves (not eladrin) and thus are found wherever elves live or might plausibly have visited.  Half-elves who do not have the mixture of martial weapon proficiency and access to the arcane power source expected of eladrin are mistakenly regarded by humans as being humans with elven (eladrin) ancestry.  They use the naming conventions of eladrin, elves, or humans as desired.  See regional supplements for further details.

Halfling:  Halflings dominate the Five Shires and are also found in Darokin, Karameikos, Minrothad, the Northern Reaches, Rockhome, Thyatis, and Ylaruam.  If the Character Builder better supported custom races, I would use the docrae of Blackmoor for Mystaran halflings.  Mystarans believe this race to be unable to access the arcane power source, so halflings with access to this power source are treated socially as though they had access to the divine power source instead.  
Halflings also can be used to represent Mystaran gnomes, who dominate the flying city of Serraine and are also found in Alfheim, Karameikos, Thyatis, and Ylaruam.  They once lived in the Northern Reaches but died out there well before 1000 AC.  Mystaran gnomes generally use names similar to the 4E Dwarven names.
For both of these races, see regional supplements for further details.
Human:  Although they are considered human in most Mystaran source material, the following sub-races are not human by the 4E rules:

Alphatian (tiefling)

Atruaghin (goliath)

Cypri (tiefling)

Flaem (tiefling)

Laterran (deva)

Ochalean (kalashtar)

The races in parentheses should be used for these apparently human sub-races.

Even with these exclusions, 4E humans are a widely varied race native to all parts of the Known World except Aengmor, the Atruaghin Plateau, the Highlands, and the Broken Lands.  Naming conventions are determined by culture and vary widely.  

4E humans are native to all parts of the Known World except See the source material and regional supplements for further details.
Tiefling:  Tieflings (Alphatians, Flaems, Cypri, etc.) dominate the Alphatian Empire and are also found in Glantri, Ierendi (Honor Island), Thyatis, and Ylaruam.  They are tall, slender, and human looking in all but coloration.  After Wrath of the Immortals, many of them became refugees and settled all over the Known World.  Their free language is usually some dialect of Alphatian.  They have a unique set of names that do not match any real world language; the tiefling names that do not match English words are a reasonable approximation to Alphatian names if you do not have access to the source material.  See regional supplements for further details.
Deva:  The humans of the world of Laterre apparently became immortal (immune to death by aging) when they settled in Glantri.  They look like fair skinned humans.  At least one of their two starting languages should be a Laterran language (Anglais, Klantyre, or Sylaire as appropriate).  Their names should sound English, Scottish, or French, respectively.  See Glantri supplement for further details.
Gnome:  4E gnomes are called brownies in the Mystara setting.  They are found nearly everywhere, but never in large numbers.  See Fairy Races supplement for further details.
Goliath:  The goliath race represents many big, strong Mystaran races as follows:

Atruaghin:  These natives of the Atruaghin Plateau look like humans but have goliath racial features.  Replace the Dwarven or Giant language with two clan languages, which must include Bear Clan and the language of the character’s clan (Bear, Elk, Horse, Tiger, or Turtle).  Their names should sound like those of Native Americans of North America.  See Atruaghin Clans supplement for further details.
Half-Ogre:  Found in Glantri and Darokin, at least.  Giant should be the selected initial language for this option.  See regional supplements for further details.
True Goliath:  As described in PHB2, true goliaths could be found in the same high mountain ranges as the dragonborn. See Highlands supplement for further details. Other possibilities include the following:

Half-Orc:  In a standard Mystara campaign, half-orcs are generally humans with mixed orc ancestry.  They use the same naming conventions as the humans who raised them.  See regional supplements for further details.
Longtooth Shifter:  The corresponding Mystaran race is the lupin, which is more canine and less human looking than the PHB2 version.  They are found primarily in Glantri but have scattered settlements throughout the Known World.  They use naming conventions similar to those of local humans, not those of 4E shifters.  See Lupin supplement for further details. 
Razorclaw Shifter:  The corresponding Mystaran race is the rakasta, which is more feline and less human looking than the PHB2 version.  They have scattered settlements throughout the Known World.  They use naming conventions similar to those of local humans, not those of 4E shifters.  See Rakasta supplement for further details.
Changeling: This race is the best available approximation for the sidhe, who look like 4E eladrin but have changeling racial features.  They speak the common Fairy language in addition to Common without using up an extra language slot to do so.  They use eladrin, elf, or wilden naming conventions.  See Fairy Realms supplement for further details.
Kalashtar:  This race is the best available approximation of the Ochaleans of Ochalea.  The Ochaleans look like Cypri Alphatians.  Ochaleans speak Ochalean in addition to Common without using up an extra language slot to do so.  They typically use Chinese sounding names.  See Thyatis supplement for further details.

Warforged:  Members of this race are referred to as “magen” in the Mystara setting.  They are known to be manufactured by Laterran wizards in New Averoigne in Glantri.  It is quite likely that they are also manufactured by human wizards in Aalban in Glantri and by sky gnomes and nagpa in Serraine.  They speak Common with the accent or dialect of their makers.  See regional supplements for further details.
Bladeling, Duergar, Githzerai:  See Diabolus below.

Revenant:  Revenants may be created by various Immortals to enable favored mortals to complete important tasks left undone after their premature deaths.  Revenants may appear anywhere that their race in their former life could have lived and use the backgrounds and other options of their former race.

Wilden:  This fey race represents dryads (females not attached to trees) and fauns (males) in the Mystara setting.  They are found in forested rural areas throughout the Known World.  They may use the naming conventions of wilden or of the local humans.  See Fairy Realms supplement for further details.
Diabolus:  This mysterious extra-dimensional race should be introduced with care.  They are not native to any part of Mystara until after the events of Wrath of the Immortals.  They come in three known sub-races, bald (bladeling), normal (githzerai), and hirsute (duergar).  All three sub-races of diaboli are described in the Diaboli supplement.

Languages:  Languages known by a character may require further breakdown as follows:

Common:  Trade language spoken throughout Known World, and native language of Darokin, the Five Shires, Thyatis, and parts of Glantri.  Dialect names include Darokinian, Glantrian, Hattian, Kerendan, and Thyatian.
Abyssal:  Language spoken by demons and others associated with Sphere of Entropy.  Gnolls speak their own racial language instead.  
Deep Speech:  Common language of diaboli, unknown to most Mystarans.
Draconic:  Draconic is spoken primarily by dragons.  Humanoids with this language listed as a racial language generally speak their own racial languages instead.
Dwarven:  Dwarves of the Known World speak Rockhome Dwarven.
Elven:  Eladrin, elves, and half-elves of the Known World all speak a common Elven language.  Gnomes (brownies) and wilden (dryads and fauns) speak the common Fairy language instead of Elven.  
Giant:  Humanoids with this language listed as a racial language generally speak their own racial language instead.
Goblin:  Humanoids with this language listed as a racial language generally speak their own racial language instead.

Primordial:  Language spoken by elementals and by all Immortals and their servitors except those of Sphere of Entropy.  Humanoids with this language listed as a racial language generally speak their own racial languages instead.
Supernal:  Unknown to Mystarans (Mystara has no gods or devils)
Other languages:  

Alasiyan (Ylaruam; also called Ylari)
Alphatian (Glantri, Ylaruam, and Honor Island in Ierendi; elsewhere after Alphatian troops are stranded in Known World after Wrath of the Immortals)

Antalian (Heldannic Territories and Northern Reaches)
Atruaghin clan languages:

Bear Clan (Atruaghin trade language)

Elk Clan

Horse Clan (sign language)

Tiger Clan

Turtle Clan

Ethengarian (Ethengar, Bramyra and Krondahar in Glantri, and Makistan in Ylaruam)

Lalor (ancient halfling language)
Laterran languages (Klantyre, Morlay-Malinbois, and New Averoigne in Glantri):

Anglais

Klantyre

Sylaire

Makai (Ierendi)
Minrothaddan
Nithian (Nithia in Ylaruam); note that this language uses the Alasiyan script and not its original hieroglyphics, so nobody in the Known World can read ancient Nithian writing
Sindhi (Sind and western Darokin)
Thyatian subject languages:

Nuari

Ochalean

Thratian
Traladaran (Karameikos, Boldavia in Glantri)
Classes:  Some Known World cultures have social considerations based on character class.  Since 4E has more classes than the source material, the following guidelines can be used to help determine the social statuses of Mystaran player characters:

Arcane power source:  Treat as forester if character has weapon based powers or is proficient with one or more martial weapons or with any armor beyond cloth, or as magic-user otherwise.  Treat foresters as magic-users if region has no special rules for foresters.

Divine power source:  Treat as paladin if proficient with all martial weapons, or as cleric otherwise.  Treat paladins as clerics if region has no special rules for paladins.
Primal power source:  Ignore if all powers are weapon based.  Treat as druidic knight if proficient with all martial weapons, or as druid otherwise.  If region has no special rules for druids or druidic knights, treat them as clerics and paladins, respectively.
Psionic power source:  Treat monk as mystic and all other psionic classes as though they used the arcane power source.

Shadow power source:  Treat all shadow classes as though they used the arcane power source.
Other (martial power source only or primal power source with weapon based powers only):  Treat as thief if character has sneak attack capability, as rake if character has hunter’s quarry capability, and as fighter otherwise.  Anyone who is proficient with all martial weapons, chain mail armor, and light shields is considered a fighter even if he has sneak attack and/or hunter’s quarry ability.
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