
Diamantine - Appendices 
By Andrew Rowe 

APPENDIX I – ATTUNEMENTS OF EDRIA 
Corin’s notes on the attunements of  Edria. 

Keras didn’t cover all of  these in detail, so I’m combining these with notes from my other texts. 
He’s also been able to answer some of  my questions about them, since he’s very familiar with that 
region now. 

Notably, by asking Keras, I’ve managed to figure out most of  the “tertiary” mana types for each 
of  these Attunements that are unlocked when someone reaches Citrine level in their attunement. 
These tertiary mana types are hard to find in source texts, so this has been quite useful. I hope to be 
able to update my list for Valia at some point with similar information. 

Upon learning these tertiary functions, I believe they may already be active in some capacity 
prior to being “available” in raw mana form at Citrine level. If  that’s true, it would explain a great 
deal about how certain attunements — like Summoners and Soulbades — have functions that are 
much broader than their mana types would suggest. 

Exciting stuff. Let’s get into lists. 

Edria’s Attunements: 
• Assassin: Assassins can generate poison inside their bodies, then secrete that poison to 

apply it to weapons, put it into liquids, or apply it through unarmed attacks. 
o Mana Types: Umbral (Primary), Water (Secondary), Death (Tertiary) 

• Commander: The Commander attunement can temporarily expend portions of  their 
shroud to expand the range or area of  their spells. 

o Mana Types: Fire (Primary), Umbral (Secondary), Air (Tertiary) 
• Executioner: Executioners can shape their shroud into a weapon forged from pure mana 

that cleaves through equipment and deals lasting wounds.  
o Mana Types: Death (Primary), Enhancement (Secondary), Stone (Tertiary) 

• Juggernaut: The Juggernaut can temporarily draw their shroud into their muscles, 
bolstering their physical strength and speed for a short period of  time. 

o Mana Types: Transference (Primary), Fire (Secondary), Stone (Tertiary) 
• Legionnaire: Legionnaires can extend their shroud into a defensive aura that bolsters the 

power of  other nearby shrouds. This effect is cumulative, making large groups of  
Legionnaires almost invincible. 

o Mana Types: Light (Primary), Air (Secondary), Fire (Tertiary) 



• Saboteur: Saboteurs can extend their shroud into a debilitating field that weakens all nearby 
enemies. 

o Mana Types: Umbral (Primary), Stone (Secondary), Fire (Tertiary) 
• Scourge: Scourges can infect enemies with a portion of  their shroud, causing long-lasting 

debilitating effects. 
o Mana Types: Death (Primary), Air (Secondary), Water (Tertiary) 

• Shieldbreaker: The Shieldbreaker can enhance their offensive spells with a portion of  their 
shroud, making it easier for them to break through defensive sorcery and making their spells 
more dangerous in general. 

o Mana Types: Death (Primary), Transference (Secondary), Fire (Tertiary) 



APPENDIX II – CHARACTERS 
Sera’s notes on the characters in the story. 

Well, the simplicity of  the first part of  Keras’ story is gone. We have a lot of  characters now, and 
I’m going to be hard pressed to remember them all. Fortunately, that’s what we have paper for. 

Let’s get to writing, shall we? 

Keras himself  is, of  course, the central protagonist. While he goes by Keras Selyrian, that’s 
clearly not his real name. He’s a swordsman, and clearly an experienced one. While he does not have 
an attunement, he has strange magical powers from his homeland. He was probably around Citrine 
level when this part of  the story started. After increasing the power of  his bond to Dawn, I’m 
guessing he was more like Emerald level. 

Reika is the dragon that he encountered near the beginning of  the story, then subsequently 
recruited to accompany him on his journey. She was the guardian of  Dawnbringer before Keras 
came to retrieve the sword, and had a strong relationship with Dawn since childhood. 

In addition to being able to transform into several forms — human, dragon, human/dragon 
hybrid, and incorporeal dragon — Reika also has the distinction of  being utterly incapable of  
treating injuries properly. Her attempted ministrations were, perhaps, the most dangerous part of  the 
entire story. 

Early on in this part of  the tale, she also forms a bond with Frienemy, a nightmare spirit from 
the forest where she used to live. 

Dawnbringer is one of  the Six Sacred Swords and apparently a sentient magical weapon. She 
corresponds to the element of  light and has a variety of  light-themed abilities. She’s also apparently 
kind of  a brat, but in the kind of  way that means she probably secretly likes Keras more than she’s 
willing to admit. (I know the type.) 

Dawnbringer calls Reika “Rei”, and Reika calls Dawnbringer “Dawn”. 
The Spirit of  the Forest is some sort of  ancient forest spirit. I have basically zero idea what its 

purpose is, other than possibly administrating the tests in the Whispering Woods.  
Your Enemy (also “Frienemy”) is another forest spirit, and one that seems to serve the 

function of  running (or at least participating in) a test of  bravery. He’s described as being a 
nightmare spirit, which is a horrifying concept that I don’t like at all. Perhaps more worryingly, it 
seemed more afraid of  Keras than he was of  it — which begs the question...what is Keras, anyway? 

Raizo is one of  the leaders of  the Tails of  Orochi and the wielder of  Cloudcutter, one of  the 
other Six Sacred Swords. He killed Reika’s father, and therefore he is her arch nemesis. 



Zenkichi was one of  the other leaders of  the Tails of  Orochi, and apparently was something of  
a rival swordsman to Raizo. He was interested in taking Dawnbringer in order to gain a competitive 
advantage (or at least even the odds) against his fellow Tail. 

Keras and Reika killed him. Like, a lot. 
Landen is apparently one of  Keras’ friends from back in his homeland. He’s a swordsman with 

an unusual two sword style, which seems like it would have been a good thing for Keras to learn, 
since he was lugging around two swords for most of  the story and only using one at a time. 

Sterling is one of  Keras’ worst enemies, which makes sense, given that Sterling is one of  the 
Children of  the Tyrant in Gold. Yeah. That’s bad. I really hope we never run into that guy. Just 
hearing Corin’s stories about Saffron was bad enough. 

The Old Sage is some old guy that apparently sent Keras to this continent. I hope Keras has 
learned a valuable lesson about not letting strange old people teleport him anywhere. 

Lydia is one of  Keras’ friends, as well as his commanding officer in the Paladins of... T-
something? I didn’t catch the name. Anyway, she’s apparently a powerful sorceress, and an apprentice 
of  Blake Hartigan — the legendary ancestor of  the Hartigan family. 

Velas is Keras’ rival, and a spear-wielder. She wields a magical artifact called the Heartlance, and 
she apparently has movement-focused magic, similar to what Corin can do with his ring. 

Jelani is a merchant that Keras first encountered during his preliminary exam. 
Grandmother Iron is a martial arts teacher and former tournament finalist. 
Walter Crown is an assistant teacher for Grandmother Iron’s school and a Citrine-level attuned 

with two attunements — Forgemaster and Soulblade. 
Lia Shay is one of  Grandmother Iron’s students. She has no attunement, but specializes in 

gathering information through mundane means. 
Ari is one of  Grandmother Iron’s students. He’s a bit of  a hothead and has the Juggernaut 

attunement. Apparently, he’s pretty close with Meilin, and he used to go adventuring with her sister, 
Xiaofan. 

Wu Meilin is one of  Grandmother Iron’s students. She’s calm and decisive, with several weapon 
skills and the Assassin attunement. 

Fai is one of  Grandmother Iron’s students. He has an Acolyte attunement, an attunement from 
Dalenos built for healing. Like all of  Grandmother Iron’s students, he’s a talented martial artist. 

Shun is an antisocial man with a penchant for the color green. May actually be the Green 
Guardian, and/or possibly a serpent. 

Wu Xiaofan is a veteran adventurer who found an enchanted scythe in the Unclaimed Lands. 
Her personality was said to be different after her expedition. She’s also Wu Meilin’s sister. 

The Green Guardian is a legendary “hero of  justice” who wears glowing green armor and 
helps save people from dangerous threats. He fights in the tournament using impressive powers, 
most of  which seem related to crystal and stone. He seems to know Dawnbringer somehow, and 
tells her not to trust Keras. Perhaps he’s one of  her former wielders, somehow still alive after many 
years? 

Hannah Meiyer is a member of  the Edrian Royal Guard and one of  the top-ranking 
tournament contestants. Her nickname is The Royal Executioner, a reference to her Emerald-level 
Executioner attunement. 

Akadi is one of  the harbingers of  the Sun Eater, the world-eating deity that destroyed the entire 
planet of  Rendalir. Apparently, he has multiple bodies, as well as some kind of  possession abilities. 



Vendria is an ancient seasonal goddess, who was once shattered into three seasonal aspects, each 
represented by a crystal. Venlyra is winter, and Venshara is summer. I didn’t catch the name of  the 
spring one. 

Ishyeal Dawnsglow is the wielder of  Soulbrand, the Sacred Sword of  Fire. He has some kind 
of  vendetta against Akadi, which seems pretty reasonable, given that Akadi works for a planet-
destroying monstrosity. 

The Phantom Thief  Ravenshade is a legendary thief, and apparently, also the wielder of  
Twilight’s Edge, the Sacred Sword of  Shadow. 

Taer’vys Ironthorn is a member of  the Thornguard, a military from Keras’ homeland. When 
Keras was training for an elite division, Taer’vys was already a member of  that division. Taer’vys 
would regularly beat the younger Keras in sparring practice. 

Edria Fang is the emperor of  Edria at the time of  the tournament. He was the wielder of  
Diamantine before the tournament started, but passed it off  to Edria Song, his granddaughter, 
during the opening ceremonies. 

Edria Song is the Crown Princess of  Edria, wielder of  Diamantine after the tournament starts, 
and set to be the final opponent in the tournament. She has been blessed since childhood with six 
(!!!) attunements. 

Kamaria Clarent was a Forgemaster who fought against Edria Song in the opening ceremonies. 
Mikasa Kotestsu was an East Edrian Conjurer who fought against Edria Song in the opening 

ceremonies. 
Zhang Yun was an Edrian with the Shieldbreaker attunement who fought against Edria Song in 

the opening ceremonies. He also had a crystal mark from one of  the crystals in the Unclaimed 
Lands, but I’m not clear on if  he actually used it during the fight. 

Oskar Klein was an Emerald-level Edrian Legionnaire and lower level Sentinel who fought 
against Edria Song in the opening ceremonies. 

Alexander Theas was a Valian Shaper and Swordmaster who fought against Edria Song in the 
opening ceremonies. I think he’s Elora and Sheridan’s cousin? Not sure. Need to ask about him 
sometime. Sounds cute, and possibly eligible. 

I suppose I should also write down everyone that’s been listening to the story, just to help us 
keep track for later. 

Corin Cadence is my brother, and much to his dismay, an Enchanter. He’s set to inherit House 
Cadence, at least for now. 

Patrick Wayland is Corin’s retainer (after a decision he never asked me about). He’s about as 
kind-hearted as anyone can get, and loves stories about magic weapons and monsters. He’d probably 
love Reika. 

Marissa Callahan is the best fighter of  our little group of  students, possessing a Guardian 
attunement with a vastly higher amount of  mana than she should have at her age. We generally call 
by the nickname “Mara”. 

Vanniv is one of  my summoned monsters, and a karvensi, which is basically like a gargoyle but 
better. We had him summoned briefly during the train robbery, but I didn’t keep him out for the 
whole story.  

Researcher is another of  my summoned monsters. She’s a knowledge elemental, and loves 
learning things. Sadly, she’s not actually getting to hear the story right now, but I might share some 
of  it with her later. 



Then, of  course, there’s me — Sera Cadence, formerly known as Sera Shard, potential heir of  
House Cadence, and Summoner...or, rather, former Summoner. That’s kind of  a long story, and one 
I’ll have to write about another time. 



APPENDIX III – COMBATANT ABILITIES 
A follow-up on a request to Keras 

Patrick had asked about my approximate attunement level during the tournament, and I 
promised I’d try to come up with a better way to explain relevant power than summarizing it into a 
single number or name. 

I still don’t have a great system, honestly, but I can try to give you some relative power 
assessments for how each of  the main combatants would rate in different categories. 

I’ll start by discussing my scale. 
I’m going to rate people with numbers in several different attributes, such as Physical Attack, 

Physical Defense, and speed. My scale starts at zero, and generally goes up to around five, although 
I’ll have a few people with higher than five in a couple areas. 

A rating of  zero represents someone with no ability at all in a particular area. For example, a 
rating of  zero for the Magical Attack category would mean they couldn’t use magic to attack people 
at all, to the best of  my knowledge. 

From there on, I’m dividing each attunement level into two points, representing the high and 
low end of  each. 

Thus, the list is as follows: 

0 — Lower than Quartz 
1 — Low Quartz 
2 — High Quartz 
3 — Low Carnelian 
4 — High Carnelian 
5 — Low Sunstone 
6 — High Sunstone 
7 — Low Citrine 
8 — High Citrine 
9 — Low Emerald 
10 — High Emerald 
11 — Low Sapphire 
12 — High Sapphire 
13+ — Higher than Sapphire 

Don’t panic when I’m saying things are “Sapphire” level. You can think of  that as representing 
anything that has higher than the normal scope of  Emerald abilities, including people with powerful 



equipment or unusual techniques. It doesn’t literally mean I was fighting Sapphire-level opponents in 
the tournament. 

The attributes I’m listing are as follows: 
Strength is exactly what it sounds like — physical muscular power. 
Speed represents how quickly someone can move and attack. 
Agility represents someone’s overall coordination, including things like accuracy and evasion. 

Some people are better at dodging or attacking, but that’s too complicated to split out for something 
like this. 

Physical Attack represents how hard someone can hit in combat. This is related to strength, 
but it also takes things like weapons and techniques into account. 

Physical Defense is someone’s ability to withstand being directly hit with a physical attack. It 
doesn’t cover evasion — that’s represented by Agility. 

Magical Attack represents the power of  someone’s attack spells. Simple and easy. 
Magical Defense represents someone’s ability to defend against magic. This is a tricky one, 

since some people, including me, have different levels of  defense against different magic types. I’m 
keeping it simple, and I may give some notes on individual people to provide more detail. 

Endurance represents a person’s staying power in a fight. For this, I’m including both physical 
stamina and a person’s mana in the same category. 

Technique represents a person’s general combat skill and experience. I’m also including things 
like general combat instincts in here, since instinct and perception are too niche to include as 
separate categories. 

Utility is a catch-all category for anything else I’m not covering directly in the other categories, 
like healing magic, teleportation, and all that stuff. 

This isn’t an exhaustive list of  everything that is relevant in a fight, but I didn’t want to make a 
list that was too long and cumbersome. 

Now, on to the list. 
We’ll start with me. 
Without any equipment, at the start of  the tournament, I would have rated myself  a 10 in 

Strength and Physical Attack — so, meaning about higher-end of  Emerald-level. I could match 
virtually anyone in raw power, even without my Body-enhancing techniques.  

I’d give myself  about a 9 in Technique and Utility. In terms of  Technique, I had quite a bit of  
prior experience, both in terms of  tournament fighting and monster hunting. I also had a fighting 
style most combatants would be unfamiliar with, giving me an advantage. 

Utility wise, my biggest edges were my Body-enhancing techniques and my ability to break the 
weapons of  other contestants. 

My Speed was probably a high 8 to start with, and grew throughout the tournament. After I 
improved my connection with Dawn, I would have rated it more like a 9 or 10. 

My Magical Attack is hard to rate. Without my destructive aura, I’d call it a 1 or 2. The aura itself  
is probably an “13” in terms of  raw damaging ability, but I couldn’t use it effectively. I’m going to 
call this a 6, since my general use of  my destructive aura was probably just about as useful as 
someone with average attack magic, even if  it was functionally very different. 

I’d call my Agility roughly average for a Citrine, so somewhere in the 7 or 8 range. 



Unfortunately, all my other abilities would be considerably lower. Endurance wise, I’d rate 
myself  about a 4. My physical stamina was high, but magic drained me much faster than it would 
have for an attuned. 

My Physical Defense was probably about a 3. My body was much tougher than the average 
attuned, even without any Body-enhancing techniques active, but my lack of  a shroud was a huge 
disadvantage. 

My Magic Defense was even lower, so I’d call it a 2. That 2 represents my ability to shape flame 
and stone, as well as the minor passive magic resistance that I’d gotten from Dawnbringer’s bond. 

All in all, I probably rounded out to being somewhere in the high Citrine range, but you can see 
that my abilities were very offensively focused. I was very good at eliminating opponents quickly, but 
I suffered in sustained long-term engagements due to the cost of  my spells on my body. 

Most of  the other combatants had more rounded capabilities than I did, since their powers 
reflected their attunement level. 

For example, I would rate Meilin and Walter in the 8 range in most areas, for example. I would 
have rated Meilin a 9 on Speed, Agility, and Utility, and Walter a 9 on both Defenses and Technique. 

Ari was…hard to judge. Most of  the time, he only had about a 5 on Strength and Physical 
attack, but he could use his attunement to boost it all the way up to around an 8. That would 
decrease his defense, however, down from around 8 to about 5 — so, a big trade off. His Speed and 
Agility were both about 5 or so, too, unless he boosted them with his attunement — which could get 
him up to the 8 range on those as well, or maybe even higher. And then there’s his hidden power…
well, I’ll save that for the next part of  the story. 

I didn’t have enough context to give Shun a rating in most categories at the time. At a glance, he 
seemed low in most attributes — maybe a 4 or a 5 — but with a 9 in Utility. I know a bit more now, 
and that assessment was flawed, but I don’t want to say too much and spoil later parts of  the stories. 

I’d rate the Green Guardian as an 8 in most categories, a 9 in Utility, and an 11 in Endurance, 
Physical Defense, and Magic Defense. Maybe even a 12 on Physical Defense. He was tough. 

Xiaofan gets 10 across the board. She was absurdly dangerous, and very well-rounded. 
As for Akadi, I didn’t have enough context to rate him accurately, but I’d have guessed 11 for 

Magic Attack, 11 for Stamina due to his ability to ignore injuries almost entirely, and relatively low 
for his physical attributes. 

Lady Hartigan gets a 12 in Magic Attack, a 10 in Endurance to represent her colossal mana pool, 
a 10 in Magic Defense, and a 9 in virtually everything else. 

Most of  the people who fought against the crown princess in the opening ceremonies were in 
the Citrine to Emerald range. Alexander gets a 10 on Speed, Technique, and Utility, and 8ish in most 
other categories. Oskar probably had about an 10 in Defense, but it was largely irrelevant because of  
his opponent. 

Edria Song was, by my estimates, somewhere in the 11 range on absolutely everything. Honestly, 
maybe even 12s on Defense. She was very impressive. 

Reika is a tricky one. In her baseline human-looking form, she probably had a Strength and 
Physical Attack of  about 9. I’d also give her about a 9 on Utility, due to the wings and the ability to 
turn into mist. She’d have about a 10 in Physical Defense, and more like a 7 in Stamina, Agility, 
Technique, and Speed. In her larger form, I’d drop her Agility and Stamina to 5, but increase her 
Strength and Physical Defense to 11. She had no Magic Attack to speak of  in her human-looking 
form, but in her full dragony glory, her breath attack is about an 11. 



Finally, I’d note that my abilities improved over the tournament.  My second-stage mark from 
Dawnbringer would probably warrant an increase to a Speed in the high 9 range, for example, and a 
marginal increase to my other physical abilities. 

Using specific weapons would also increase my abilities. With Dawnbringer, I’d give myself  a 
couple extra points in Magic Defense, due to her ability to reflect spells. Maybe an extra point in 
Magic Attack, too, since she gave me some additional attacking options. 

With the Dominion Breaker, if  I was taking a fight seriously...let’s call my Physical Attack 
infinite, and leave it at that. 
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