Elemental Heart (*****)
Different than many wonders, the powers of Elemental Heart do not come from ancient legacy or power of its past wielders. It was forged only recently, by one lone Twilight girl living in her manse, ancient and powerful spirit guardians of Solar long gone her only friends. 
When she was cast into raging waves of ocean, it was supposed to be her end – but Fate is not always right. Terrified as she was, she still cling to her life and somehow survived to land on island too small to be shown on any map of the West – but one housing powerful manse of long-gone golden king. Small as she was, only eight years old, she was able to outsmart and befriend ancient elemental spirits tied to the place – and then solve and overcome defense systems protecting manse itself. It was then as she draw Second Breath and become new master of the place – new Children of Twilight. Friend to elementals tied to the place and lady over manse itself, she was safe there. 
In years to come, she learned a lot. She studied ancient arts of channeling essences and creating wonders. She had read more books than most people ever see in their lives. She initiated herself into Sorcerous arts. But it was not enough to sate her thirst for knowledge. She wanted, no... needed to travel the world, to understand it and use her knowledge to help others... but also expand what she knew. But she knew about dangers of the world – and that she would need to protect herself. There were weapons in manse – old ones, powerful blades used by ancient warriors of tales long forgotten – but she didn’t know how to wield them. So she did what true Copper Spiders did best – she took materials she had, ancient pile of raw orichalcum and starmetal stored in manse and asked her friends for help. Each of them have given two gifts –gift of power, to fight for things dear to her and gift of defense, to protect her from harm in her travels. And then, using her own mastery and powers given to her by them she forged new weapon – her own legacy that will protect her in years to come, in her travels to the end of the known world. 

Elemental Heart at first glance seems to be perfectly crafted orichalcum smashfists, with beautifully carved motifs of four elementals and poetry written in Old Realm symbols. Carvings of elementals are inlaid with corresponding  jade colors - black, blue, red and white, while ends of the fingers were given Starmetal bands. While the weapon can be used as simple smashfists, its true power lies deeper, in the core of the gloves. There, inside the indestructible orichalcum lie masterfully forged channels for Essence that move mystical force of wielder and join them with elemental powers of Creation, channeled through elemental guardians – claw of each one of them was composed into the staff. 

Evocations of the Elemental Heart:
Special rules: Characters with Lore or Occult Supernal treats all Evocations of Elemental Heart as her Supernal Charms for purpose of qualifying for prerequisite and experience costs (which means she can learn them at Essence 1 for 8 experience points each). When character attunes to Elemental Heart she gains Essence of Blaster and Essence of Summoner Evocations for free.
 
Essence of Blaster: 
Cost: 1m; Mins: Essence 3
Type: Simple
Keywords: Uniform
Duration: Instant
Prerequisites: None
Knowing the power of Elements lying in her weapon, young Twilight learned to target her weapon not by eye, but with elements of Creation. As she struck the air, her weapon blow moved upon Essence to hit enemies. This attacks emanate as powerful Essence blasts, hitting her enemies and stopping them in their tracks.
[bookmark: _GoBack]The Solar is capable of making Brawl attacks up to Medium range by hitting her enemies with blast of Essence instead of weapon itself. She can also attack enemies at Long range if she takes Aim action first. This effect cannot be used for counterattacks if they are done from further than close range. Attacks created by usage of this Charm can only be supported by Elemental Heart Evocations and Evocations of different Artifacts that can support non-specific ability ranged attacks.
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental Heart attunes to her weapon.

Essence of Summoner: 
Cost: -  ; Mins: Essence 1
Type: Permanent
Keywords: None
Duration: Permanent
Prerequisites: None
Knowing the power of Elements lying in her weapon, young Twilight internalized lessons of all elements.
When Solar’s use Evocation based on one of the Spirits who contributed to creation of her weapon, she gains special bonus until the end of her next action after this Evocation effects stops. She can have any number of bonuses active at the same time, but each of them do not stack with itself.
Gaea – reduce raw damage taken by one (for both withering and decisive damage)
Aquarius – add one to Character Parry (this doesn’t count as dices added by Charms)
Sylphe – add one to Character Evasion (this doesn’t count as dices added by Charms)
Bloodflame – add one dice to raw damage of Withering and Decisive attacks
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental Heart attunes to her weapon.

Gaea’s Vestments 
Cost: 5m; Mins: Essence 2
Type: Reflexive
Keywords: Dual
Duration: One scene
Prerequisites: Essence of Summoner
The Earth spirit is unmoving and powerful – it was him who has given young girl protection she needed when entering giant, unknown world.
This Charm creates powerful forcefield of earthen essence, which combines with user’s own anima to create set of powerful mystical clothes protecting her from blows and damage. Upon this Evocation activation Solar’s clothes instantly changes into dramatically appropriate garments fashioned upon her gloves, forged from her Essence and infused with earthly defenses channeled from artifact. 
While this evocation is active, the Solar or her new clothes can’t be hurt by light contact with normally damaging edges. Garments created by this Evocation have no Mobility Penalty, but count as  Medium Armor for purposes of allowed Charms and Martial Arts styles.  It has Soak of Solar’s (Intelligence+Lore) and Hardness of Solar’s (Intelligence). This Evocation is incompatible with other armor.
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental Heart has at least Major Tie of friendship towards Spirit of Earth who contributed to creation of this weapon. It can also be bought normally for experience. 

Gaea’s Force
Cost: 8m ; Mins: Essence 3
Type: Reflexive
Keywords: Dual
Duration: Instant
Prerequisites: Gaea’s Vestments 
Calling upon the power and friendship of lesser elemental dragon of earth, the Essence inside gauntlets thunders with pure might, Solar’s attack hitting enemies with tremendous force of avalanche. As she attacks, phantom, barely humanoid form of stone giant erupts from her hand and giant fist follows her attack.
Charm is activated after a successful withering or decisive attack made at close or short range. When used with withering attack if the attack does at least as much damage as her target’s Stamina, the target is knocked down and back an entire range band. This force is sufficient to end a rush against any target. 
When used with decisive attack if the damage roll generates at least one success, the target is knocked prone by the force of the blast. The more damaging the blow, the more forcefully her opponent will be knocked away from her:
For at least three successes, the opponent is lifted and bodily hurled into an object or surface within close range to him, hitting it with an impact equivalent to falling a short distance (see falling damage, p. 232), destroying any less-obdurate objects he collides with, such as wooden furniture.
At four or more successes, the foe is knocked into an object at close range with tremendous force, or is sent sailing a remarkable distance by the force of the blow. If the former, the opponent hits a surface with force sufficient to leave cracks in a stone wall, impacting with a surface as if he had fallen from a medium distance. If the latter, the force of the blow throws him one range band back with a short-distance falling impact.
At five or more successes, the foe is thrown to short range and suffers an impact like falling from a medium height.
At Essence 3+, double the successes for determining the distance the victim is hurled.
The player should include the environment in their stunts to enhance this Charm’s effectiveness, for example aim to hurl her opponent into a spike protruding from a surface, turning the damage lethal, or knock her enemy from a rooftop, causing him to suffer a fall from a much greater distance. She cannot however affects angle at which enemy is thrown (for example, she cannot throw enemy into ceiling).
This Evocation cannot be used together with Heaven Thunder Hammer.
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental knows Gaea’s Vestments Evocation and Heaven Thunder Hammer Charm.
Comment: Everybody loves Heaven Thunder Hammer. Cost increased, effects weakened by removing Initiative gain and 7+ option, added much stronger Force Without Fire as Withering option.

Aquarius’ Sphere
Cost: 4m; Mins: Essence 2
Type: Reflexive
Keywords: Perilous
Duration: One scene
Prerequisites: Essence of Summoner
It was Water Spirit who was most afraid when young Twilight left them, knowing of dangers of the world and inexperience of their young master and friend. From his concern this Evocation was born to protect her even as she left.
This Evocation creates mystical forcefield  around Solar, shielding her from harm, imposing itself between her and strikes of her foes. This forcefield always takes Defend Other action when Solar is attacked, using Solar’s (Intelligence+Occult) dice pool. If enemy succeed at overcoming forcefield defense this Charm loses its power for (6-Solar’s Essence, minimum 1) rounds. 
This Charm automatically deactivates if Solar suffers Initiative Crash.
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental Heart has at least Major Tie of friendship towards Spirit of Water who contributed to creation of this weapon. It can also be bought normally for experience.

Aquarius’ Flowing Grace
Cost: 4m ; Mins: Essence 3
Type: Supplemental
Keywords: Decisive-only, Perilous
Duration: Instant
Prerequisites: Aquarius’ Sphere
Calling upon the power and friendship of lesser elemental dragon of water, phantom, beautiful form of translucent humanoid erupts from her staff, mirroring Solar’s moves and attacking as she did.
This Evocation allows the Solar to make two decisive attack rolls and choose the better of the two results for determining damage.
Comment: Shadow Wind Slash (however Supplemental instead of Simple), cost 2 motes more.

Sylphe’s Wind Shield
Cost: 5m, 1 wp; Mins: Essence 2
Type: Reflexive
Keywords: None
Duration: One scene
Prerequisites: Essence of Summoner
The gift of Spirit of Air was simple – by channeling her Essence, young Twilight was able to protect herself from all what would travel though air to hurt her.
Upon activation of this Evocation terrible winds start to blow around Solar, giving her the speed of wind itself and protecting her from arrows and different projectiles. For a full scene, the Exalt may ignore certain penalties to her Parry Defense (please refer to Fivefold Bulwark Stance for guidelines). Additionally,  treat her as having full cover against normal ranged attacks (such as arrows or stones, not on the level of heavy artillery) and double Solar’s movement speed.
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental Heart has at least Major Tie of friendship towards Spirit of Air who contributed to creation of this weapon. It can also be bought normally for experience.

Sylphe’s Accuracy
Cost: 4m ; Mins: Essence 3
Type: Reflexive
Keywords: None
Duration: One scene
Prerequisites: Sylphe’s Wind Shield
Calling upon the power and friendship of lesser elemental dragon of Air, phantom, beautiful form of winged humanoid erupts from her staff, helping to guide Solar’s attacks.
Supplemented attack ignores all penalties from visual (such as smoke, fog, and pitch darkness)  and non-visual conditions such as high winds and so on. 
Comment: There Is No Wind and Sight Without Eyes in one Charm as scene-long effect.

Bloodflame’s Burning Reversal
Cost: 3m, 1wp; Mins: Essence 2
Type: Reflexive
Keywords: Clash, Dual	
Duration: Instant
Prerequisites: Essence of Summoner
Spirit of Fire gift was as Spirit itself – powerful, deadly and decisive, calling on Spirits rage to protect young Chosen.
This Evocation allows Solar to make special (Intelligence+Occult) reflexive clash attacks against enemy Withering or Decisive attacks as flames erupt from her gloves in barely humanoid form and giant fist of flame moves to intercept her enemies. This does not count as the Solar’s combat action. If Clashed attack was decisive, Solar’s win Clash and her attack does at least three health levels of damage, the target catches on fire, and must contend with (Solar’s Essence) lethal dice of damage every turn until he’s able to extinguish himself. Burning enemies don’t count as ongoing effect for purposes of Essence of Summoner effects.
Special activation rules: This Evocation awakens at no cost when wielder of the Elemental Heart has at least Major Tie of friendship towards Spirit of Fire who contributed to creation of this weapon. It can also be bought normally for experience.

Bloodflame’s Power
Cost: 3m ; Mins: Essence 3
Type: Supplemental
Keywords: Dual
Duration: Instant
Prerequisites: Bloodflame’s Burning Reversal
Calling upon the power and friendship of lesser elemental dragon of fire, the Solar’s attack while barely humanoid form explodes around her and giant fist of flame follows her attacks.
Through the use of this Charm, the Solar infuse her attack with fire and boosts the damage of an attack based on the distance it’s made from, adding +4 dice against an enemy at close range, +3 against an enemy at short range and +1 to enemies further away. If the attack does at least three health levels of damage, the target catches on fire, and must contend with (Solar’s Essence) lethal dice of damage every turn until he’s able to extinguish himself.
 If the blast strikes flammable materials, a violent blaze instantly seeks to consume the struck object. This fire is natural, and may spread to surrounding objects or cause combustible materials to explode.
Comment: Weaker Phoenix Flies on Golden Wings mechanic, but with added Fiery Arrow Attack burning. 

Storm of Century
Cost: 5m, 1wp ; Mins: Essence 4
Type: Simple
Keywords: Perilous
Duration: One scene
Prerequisites: Gaea’s Force, Aquarius’ Flowing Grace, Sylphe’s Accuracy, Bloodflame’s Power
Calling upon power of all her friends, young Twilight unleashed ultimate power of four elements upon the world. As she stands in the middle of four raging elements, no enemy dares to strike her.
When this Charm is active, Solar rolls (2xEssence) with tag Overwhelming (Essence) dices on each turn to inflict withering damage on all other characters within short range. This effect doesn’t increase Solar Initiative.  Against enemies in Initiative Crash and trivial opponents this Charm constitutes an environmental hazard (Damage (Solar’s Essence+2) L/action, Difficulty (Solar’s Essence+2) ) resisted with (Dexterity+Dodge). Solar may exclude every person to whom he has some positive Intimacy from suffering effects of this Charm. 
This Charm automatically deactivates if Solar suffers Initiative Crash.


