BIONICLE 2009-2011  
Cast out of his own universe, Toa Mata Nui fights to unite a world and find the secret to reclaiming his lost empire.

This is the story of an outcast on a quest to regain his lost power and redeem himself; of a world with no imagination and no hope; and of a battle to free a people and eventually save a universe.

MATA NUI was once the ruler and protector of an entire universe – indeed, he was the universe itself. But his power was stolen from him by the forces of shadow and his mind was forced into an artifact known as the Mask of Life. The mask was then blown out of that universe.

It crash lands on a world of rock and sand, barren and forbidding. The power of the mask creates a body for itself from the sand and Mata Nui rises, but very much changed. Where he was once towered thousands of feet in the air, he is now only about seven feet tall. Most of his former power has been stripped from him, but with the help of the mask, he retains the power to create new objects at will.

It’s immediately obvious that this is not his world. The only structures visible are massive, metallic shelters, half-buried in sand, and carved in strange shapes. Mata Nui begins to walk, narrowly avoiding stepping on bio-mechanical beetles that swarm in the sand. He is attacked by a huge, vulture-like creature, only to see the beetles fly up and devour it. The “bones” fall around Mata Nui. He salvages one of the creature’s teeth before the parts are the consumed by something under the sand. 

GALAX approaches, having witnessed only the very end of that encounter. Galax is a bio-mechanical Morg, one of the villagers of this world. His job is to help provide for the needs of gladiators. Believing Mata Nui to have slain the creature on his own, he suggests that the newcomer join the games. He also warns him about the GATHERERS, mounted warriors from the Skral territory to the north, who kidnap fighters to battle and die in their arena.
Galax leads Mata Nui to a small village consisting of a giant metallic shelter, a few small dwellings made of rock, and a very crude arena. The entire population survives on a small water source and whatever sparse vegetation they can find growing in the sand. When Mata Nui seems puzzled by the crowd at the arena, Galax explains that disputes between villages are settled in gladiatorial fights. 

Each village has one more champions, who fight in return for food, water, treasure, better weapons, and anything else they can get. The champions are the most important people in a village, because without them, the village is defenseless

AKAR, the red-armored champion of this village, is training. He is a veteran of a thousand battles, a great strategist, but weary and battered after so many years. 

Galax tells Mata Nui that Akar used to be one of the best in the world, but time has dulled his skills – and washed up gladiators don’t live long. Galax talks Akar into an exhibition match with Mata Nui. Akar is stronger, but Mata Nui is faster and wins. Akar refuses to surrender his mask (the typical symbol of defeat), saying the loss means the village will drive him out. He asks Mata Nui to kill him so he doesn’t have to face life as an outcast. Mata Nui refuses, telling Akar that he is an outcast too, and Akar is welcome to travel with him.
Mata Nui has made his first ally.

Akar asks Mata Nui why he is here and where he is going. Mata Nui explains that he had ruled an empire and it was taken from him by a force of evil – he is determined to get it back. Just how, he doesn’t know. He is hoping to find something on this world to help him get back home and rescue his people.

When Akar, Galax and Mata Nui arrive at the next village, it is in the middle of a crisis. A massive SAND RAY – a desert version of a manta ray -- is attacking. The village’s lone gladiator, MARTA, is fighting a losing battle. Mata Nui and Akar go to help, over Galax’s objections that this battle won’t mean any profit. Together, the three manage to defeat the monster. Akar is injured in the battle, but Marta heals him using an herb that grows among the rocks near her village.
MARTA is a paladin-type character – the blue-armored, female member of the team, both a warrior and an herbalist/healer. She is if anything more aggressive than Akar in battle, but her ability to do healing makes it easier for her to accept helping out other fighters rather than just grabbing glory for herself.

Marta says that the old traps that ring the village to protect it from such attacks are long broken and materials can’t be found to repair them. Mata Nui asks why they don’t just build new traps. Everyone looks at him like he’s grown a second head. “Building new” is an alien concept here. He offers to help, creating new and better defenses to the wonder of all.

More than one wonder, in one case – one of the local Morg slips away from the village. We see him talking with one of the GATHERERS on its rock steed.  
Marta is on her way to another village and Akar, Mata Nui, and Galax offer to travel with her. She explains more about the Skral – how they stormed down from the burning lands to the north one day, seized the best water and plant life resources, and to this day 
dominate all the southern villages. The smaller settlements are too divided and too scared to stand up to them.

A squad of Gatherers suddenly rides down on them. Outnumbered, Mata Nui’s team fights back, and then has to retreat. The Gatherers herd them forward, and as they come over a dune, they see why – the village they were headed for is also under attack. They are trapped between two groups of Gatherers!
Mata Nui is, for a moment, unsure what to do. This isn’t his world; this isn’t his fight. But Marta makes the stakes clear – they win, or they get taken by the Gatherers to their deaths. Besides, she hates to pass up a chance to kill Gatherers!
The three fighters, working as a team, manage to down enough of the enemy to make the rest withdraw. (Teamwork is a new experience for Akar and Marta, but they rapidly become pleased with how much easier it makes it to wipe out your enemies.)
The local gladiator is dead and our heroes have sustained damage to their armor and weapons. BERIX, a local thief and scavenger, offers them some patched together replacements and some weapons he has scrounged from elsewhere. 

BERIX is a gladiator wanna-be. Not powerful enough to be a fighter, he has become an expert at finding whatever others need. He’s fast-talking, not always honest, but excited by the idea that gladiators might actually see him as useful.

Mata Nui asks to see where Berix found this equipment. The thief leads him to a hatch half-buried in sand with the “yin-yang” symbol on it. Inside, Mata Nui finds equipment piled everywhere, all of it ancient. But his most important discovery is a set of plans – plans for a gigantic mechanical being named … Mata Nui. 
The plans indicate this whole area was a testing ground for scientist/rulers called the Great Beings. Now Mata Nui knows he is on the right track – there have to be more clues to where he came from, how he came to be, and how he can reclaim the power he’s lost.

Above ground again, Mata Nui finds the local Morg are looking to him as a leader. He suggests they merge their village with Marta’s for greater protection. The two villages agree, and as Mata Nui watches from a butte, the villagers haul their shelters across the sand with massive chains. As they fit the two shelters together, Mata Nui reacts with shock at what he sees – but we don’t see it.

Mata Nui tells the others that they must unite all the southern villages into a single force. Berix tells Mata Nui it won’t be easy with the next nearest one, as they are notoriously hostile toward strangers and even getting to talk to them will require a fight.
The thief is telling the truth. Almost as soon as they arrive in the next village, they are challenged by the local Morg. While Berix manages to slip away, Akar, Marta and Mata Nui head to the crude arena to fight for the right to ask questions. It is a three-on-three gladiatorial fight, with a difference – all of this village’s gladiators fight with the aid of RHALOS, powerful beasts that look like a cross between wolves and crocodiles. 

Marta holds her own against her opponent. Mata Nui and Akar are both losing. Akar is close to giving up, believing he is just past his prime as a fighter. Mata Nui tells him that back on his world beings called Toa often fought enemies who were far more powerful than they. The Toa won because they believed in something, they weren’t just fighting to fight – what does Akar believe in?

Inspired, Akar rebounds to beat his foe and Mata Nui does the same. Afterwards, Akar answers the question – having seen his new friend fight, but not for personal gain, help others, and show mercy, he believes in Mata Nui. Marta says the same, although she still prefers fighting for loot.

Mata Nui demands to address the village leader. The elder explains that the villagers are hostile because most of their equipment and weapons have broken beyond repair, and if they let other villages know, they will be perceived as weak and vulnerable. Mata Nui understands and sets about creating new equipment for them – a feat that none of these Morg can remember seeing for countless ages. In return, the village agrees to join the alliance. Their best gladiator, a skilled hunter/tracker named GRESH, becomes a part of Mata Nui’s team.
GRESH is short, stocky, with a gruff manner. He enjoys teasing the other gladiators, but it’s in a good-natured way and really designed to make them work and fight harder. He becomes Mata Nui’s trainer, teaching him the tricks of the gladiator trade and making him a better fighter. He tells him that you can’t always fight strength with strength – sometimes skill and smarts are more powerful than any weapon.
This montage of training is interspersed with one of Mata Nui and his gladiators winning fights and helping the Morg of the villages they visit. Mata Nui even brokers deals between villages to help each other! 
Then – disaster. While on a resource-gathering mission, Berix and Galax are kidnapped by the Gatherers and taken up north. Mata Nui wants to mount a rescue, but the rest of his team is against it. They feel their mission has been accomplished – the southern villages have united, at least in spirit – and going after the Skral would be suicide. Anyone taken 

by the Gatherers is lost, and there’s nothing anyone can do about it. They will just have to get along with Berix or Galax … how important were they anyway?

Mata Nui responds that he thought like them, once. When he ruled his empire, he paid very little attention to the contributions of any one individual or group of individuals. That was part of the reason he lost everything he’d had. But having seen Marta healing injured Morg, Gresh teaching them how to better hunt for food and water, Akar helping them build defenses – he has seen how much of a difference any one being can make. More, he has seen how much a team can accomplish – and you don’t abandon your team members … or your friends.
The others are unmoved. If Mata Nui wants to get himself killed, he can. They are staying here. Disappointed, but determined, Mata Nui walks off into the desert alone.
Gatherers attack, but Mata Nui does not defend himself. He lets himself be captured. The Skral village is huge, full of powerful warriors from various different species, captured gladiators from all over, and enslaved Morg. Mata Nui insists on seeing the chieftain and having his friends released. Instead, he is set upon by a half dozen Skral who beat him down and throw him in a cell.

Hauled into the huge, ornate arena to face certain doom at the hands of three gladiators, Mata Nui challenges the chieftain, TUMA, calling him a coward in public for being afraid to face him. Tuma is an immensely powerful warrior who has ruled through strength and fear. He’s not afraid of anything – he takes what he wants – he has never lost in battle. And once he hears Mata Nui’s name, he realizes this is the upstart who has been causing so much trouble down south. 

Tuma agrees to the fight. He smashes Mata Nui all around the arena, has our hero totally outclassed. But Mata Nui has just been biding time, studying his opponent like Gresh taught him. Now he sees Tuma’s weak spots – the enemy is too big and slow to recover from a missed blow, allowing Mata Nui to get shots in. Using skill, speed, and agility, he is able to come back from almost certain defeat and down Tuma.

But it’s not over. Tuma refuses to accept the defeat. He summons his army and his Gatherers. Mata Nui is outnumbered 10,000 to 1. He’s defiant, but doomed.
Suddenly, Tuma and his men hear a low roar, building, building, until it drowns out everything else. Coming over the dunes, heading for Skral village, are Akar, Gresh, and Marta leading a united army of Morg. Although they are not as powerful as the Skrals or as numerous, they fight like tigers. The startled Skral are scattered, driven back, defeated by this tidal wave. Mata Nui frees Berix and Galax so they can join in the fight. Then he catches Tuma trying to escape and downs him again, creating chains to bind him.

Later … the victory has been won. It is time for all the peoples of this world to unite. We see the Morg dragging their shelters across the sand, but we cannot see the shelters clearly or what the final shape will look like.
Mata Nui and his team are standing on a mountainside as this goes on. We see the Morg pulling the last shelters into place and dropping their chains. Panning up, we see what has been created – each of the shelters was a piece of giant mechanical man, now put back together.

Asked what it is, Mata Nui answers that it’s a ruler, a servant, and a peacemaker – but first, it must be a warrior. And the war is about to begin … 

2010

Mata Nui’s new body has been constructed, but it’s just a metallic hulk in the sand, without power or life. And nothing exists in this barren desert capable of powering it – or does it?
Berix shows Mata Nui some of the weaponry the Skral have, far advanced over anything he has seen and powered by some amazing energy source. Since no one on this world is capable of creating anything, they must have stolen the technology from someplace else. One of the Skral warriors volunteers that he knows where they got the items from, but he can’t tell them – he’ll have to show them. 

Mata Nui and his team, along with the Skral, travel to the burning lands to the north. This is a land of volcanoes, ash, fire and steam. The first thing that strikes them is that the smaller volcanoes are active, but the largest – the one with the yin-yang symbol carved into it – is not. The second is that the entire area seems deserted, outside of some small animals.

The Skral takes them to one of the sites where he says they found the equipment. Not much is left, but there are signs of someone being there very recently. Everyone on the team gets the sense they are being followed, watched … 
The Skral finally admits that his tribe did not migrate from the north just for plunder – they were actually fleeing from something nastier than they are.

The enemy makes its appearance – shapeshifting insectoid creatures who can merge with the background, then strike. Mata Nui realizes the tech the Skral used belonged to these creatures – and that these things are responsible for wiping out virtually every living thing in the burning land.

As the heroes hunt (and are hunted by) this new foe, they make other astounding discoveries. Although the volcanoes look real, the rock is artificial, covering cones of metal. The entire area is in fact a Great Being-constructed power plant/chemical facility. 

In the midst of the fight for survival, Mata Nui does some fast calculating. If the big volcanoe could be made to erupt, the power that burst forth could be directed to hit the robot body back in the desert. The problem is, the only way to make it active again is the detonate an explosive – from inside the volcano!

Stealing an alien digging machine/flying craft, the party bores its way into the volcano, fighting both their shapeshifting foes and failed experiments who had been imprisoned in the structure. They manage to plant the explosive, but blocked by the enemy, they can’t make it out in time. The explosive goes off with them still inside.
We now track two events – the ball of fire erupting from the cone as the mountain explodes, arcing toward the desert area – and the ship of Mata Nui, sent tumbling through the sky from the force of the blast. The fireball hits the robot shell, fusing the parts together and powering it up.

But what has happened to Mata Nui and our heroes?

2011

Flung out of control by the explosion of the volcano at the close of 2010, Toa Mata Nui’s vessel crash lands on another world – a verdant, lush, green world unlike anything his friends have ever seen. Thick jungle and flowering plants are everywhere, along with unusual wildlife that thrives in this beautiful setting.

But Toa Mata Nui cannot appreciate the scenery. His vehicle is badly damaged and needs repair. Worse, he sees no signs of an existing civilization – just ancient buildings badly overgrown with vines and creepers. The sight of the symbol of the Great Beings convinces him that somewhere on this world there must be information or equipment that can help him in his quest. He leads his party into the jungle.

They are exploring for only a short time when the group runs into an ambush. Their attackers look similar to the villagers on the desert world, but with an important difference: their armor and masks are completely covered with plant growth. It makes them look like bizarre hybrids of machine and plant, and Mata Nui cannot imagine why anyone would allow themselves to merge with vegetation in this way. 

The villagers reveal themselves to be haters of technology. They saw what the Great Beings did with their experiments and their inventions, and in reaction, they have turned against everything mechanical – even their own machine parts. They have no intention of helping Mata Nui and his friends repair their ship – in fact, they plan to destroy the vessel and leave Mata Nui’s party stranded forever. 

Just as the villagers are about to head for the ship, the jungle grows eerily still. Suddenly, a massive, bio-mechanical dinosaur-like creature smashes its way through the trees. The villagers flee; Mata Nui and his friends succeed in bringing the beast down, just barely. 

After concealing their damaged vessel, Mata Nui leads the group back along the dinosaur’s trail. They encounter more such beasts along the way, in ever increasing numbers the further they go into the jungle. Akar suggests that they are not simply random creatures – they may actually be guarding something.

Deep in the jungle, they find it – a gigantic building, indescribably old, and marked with the sign of the Great Beings. This was their home and laboratory when they were on this world, but it has long since been abandoned. Mata Nui comes upon a written record and a set of charts that tell a harrowing tale.

More than 100,000 years ago, the Great Beings ruled a planet. But those they had created to oversee it for them began to war among themselves. The resulting conflict shattered the world into six pieces. Desperate to find a way to undo the damage, the Great Beings hit upon a plan – the construction of two giant, sentient robotic beings who, if placed in the proper spots on the broken world, could magnetically pull the planet back together. With conditions worsening by the minute, the Great Beings fled this chunk of the world, determined to send creations back to carry out their plan.

They sent one back – the robot that was the original body of Mata Nui – but sabotage caused it to crash and its systems to shut down. No second robot ever arrived. Even more startling is the revelation that the symbol of the Great Beings is not just a symbol – it’s a map, showing where the two huge constructs must be to make the world whole once more.

Now Mata Nui realizes his quest can no longer be about just saving those who were once in his care … he must save an entire planet as well.

Salvaging equipment from the lab, they battle their way back to the ship. But on the way, disaster – in battle with one of the bio-mech dinosaurs, Mata Nui is badly wounded, one arm now useless. He stumbles, he falls. As he lays there, a vine creeps toward him … the same kind of plant life that covers the villagers. Before he can react, it touches his arm … and not only heals it, but actually replaces the muscle tissue with plant matter. Stronger, tougher than organic tissue, Mata Nui finds his arm now works better than before … and that sparks an idea.

Making it to their vessel, the group drives off the villagers. While half the team fights a desperate battle against villagers and beasts, the others do hurried repairs. When they are done, the group makes a daring escape, hurtling back to the desert world from 2009.

Upon arrival, Toa Mata Nui strides confidently to the giant robot lying in the sand, powered now but with no intelligence to guide it. Standing inside the skull of the machine, he reaches up with his previously wounded arm. The plant matter flows from it into the robot, filling the gaps in its structure, making it truly bio-mechanical. Even as this happens, Mata Nui’s consciousness departs the Mask of Life and flows into the robot. It stands; it lives; it is the new Mata Nui.

Triggering the magnetic  power in the robot – and at the same time that of the original Mata Nui robot – he succeeds in pulling the planet back together. Now it is time for the showdown – Mata Nui vs. Makuta. At first, it seems like an even contest, but Mata Nui’s shell being bio-mechanical gives him an edge. In the end, he downs Makuta and tears the robot open, freeing the Matoran, Toa, etc. within.

In the end, Mata Nui stands in the center of the parched desert and allows the plant matter that is part of him to flow into the ground. It reaches down into the core of the planet and then spreads, causing trees and vegetation to spring up everywhere. The BIONICLE planet is now reborn, lush and green – and a new chapter in the legend is about to begin.

