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BIONICLE – NOTES ON DRAFT DATED 11/21

12/7/07

LEGO input 18.12.07
OVERALL

Bionicle names
All of the character, creature and tribe names need to be “Bionicle-ized.”  We may also need to change the name of this world, Bara Nui, as it sounds so much like Mata Nui.  Greg is working on a list to submit to the group and then LEGO will clear them legally.  

LEGO input:

As we are taking some inspiration from gladiatorial matches and we are looking for a completely new start we discussed last week in the communication kick-off meeting if we should change and take our inspiration from ancient Rome/Latin for names from 2009 onwards. To be discussed. NB would like to make our names much more simple – making it easier to pronounce for boys across the world. Especially character names should be simple and easy to say.
Elemental powers

LEGO has provided designs corresponding to the characters (not final).  We may also need to verify elemental powers associated with some characters and villages.  These elemental powers and unique weapons, making strong reference to the toys, will play an even bigger part in the script (especially in the training and battle sequences).

Dialogue

· Since our target demographic is 12 year-old boys, we should be careful not to talk down to them, but also make sure we’re not using words over their heads.  The dialogue should feel contemporary but still unique to Bionicle, so let’s refrain from using phrases that sound like they’re from our world.  Specific examples in page notes below.

· Now that the story beats are in place, let’s incorporate as much back and forth between the characters as possible (within existing scenes) to reflect their dynamics.  We’d also like to inject a bit more humor where appropriate.

· Refrain from using language that specifically references space travel or other planets, as this doesn’t feel authentic to Bionicle.  Traveling between worlds or being from another land is fine.

Action Sequences

· Gladiator match #1 – Akar and Rakumb (white/ice figure) fight with crude versions of their unique elemental weapons (which will later be transformed and given powers by Mata Nui), focusing on swordplay.  Rakumb will fight dirty by throwing a shield to hit Akar when his back is turned.

· Training sequence – Let’s make this sequence as dynamic and fun as possible, especially because it’s the first time our gladiators are able to experiment with their newly transformed weapons infused with elemental powers.  Maybe we could even employ quick cuts and cool music to make it feel like a music video.

· Gladiator match #2 – We’d like to go back to what we had in the previous draft, showcasing the game play element in the fight between Johmad and Daliz by having them use shooters with spiky balls to compete (see designs).

· Final battle - In the climactic fight against the Skral, our heroes will have both their primary weapons transformed with elemental powers and also shooters.

CHARACTERS

Akar
We’d like to see more of Akar in the role of teacher, specifically showing Mata Nui skills that he didn’t have previously.  As discussed, we’d like to expand the training sequence, but perhaps we could also see him dispense fighting tips during one of the real battles with Gatherers or Skral.  This will enrich Akar’s character and also emphasize Mata Nui’s growth.  Perhaps we can inject a little more humor into their banter while demonstrating Akar’s impressive skills as a fighter.

Galax
Galax should be a touch more charming in the way that he manipulates people.  For example, he could employ flattery as one of his “salesman” techniques (see examples in page notes below).

Gresh
Perhaps the reason Marta is so emotionally attached to Gresh is that he’s her apprentice.  

Sacuu

We like that Sacuu’s character serves as our red herring, but let’s tweak his dialogue so that he’s more stiff and less of a jerk (see examples in page notes). 

Morg

Overall, we want to feel an affinity for the Morg so that we’ll root for our heroes to defend them.  We may want to consider designating a character to represent the Morg villagers and serve as a mouthpiece for their cause. 

CREATURES

Scarbac
We may be placing too much importance on the scarbac by having them rescue our heroes three times.  Also, while we love what the scarbac represent thematically and would like to keep them in the story, they won’t be part of the product line.   Therefore, let’s scale back their involvement to two scenes (as outlined below).

· When Mata Nui first arrives, his awkwardness in the new body almost causes him to step on a scarbac.  This scarbac is grateful and becomes his shield (Note: We’ll move this up to before the Proto Slug attacks).  There will be no other scarbacs in the sequence, allowing Mata Nui to defeat the Proto Slug on his own. 

· Eliminate the scarbacs creating a sinkhole (page 40) to help our heroes escape the Skral and enter the underground cavern.  Instead, our heroes arrive to find the village destroyed and abandoned.  Marta finds Gresh and quickly leads the group towards a secret entrance to the underground chamber.  They see the Skral approaching (establish Tuma), but disappear to avoid confronting them. 

· Keep the bit in the climactic action sequence where the scarbac/shield calls his loyal friends and a swarm of scarbacs arrive in the form of a giant gladiator.

LEGO: We would very much like to keep (page 40) the sinkhole scene  – establishing the sand universe as a dangerous place – and also to maintain the scarbac’s relation to Mata Nui  - keeping the magic 3 times appearance in the movie. 
Raanu and Rock Steeds
We’re going to eliminate both kinds of creatures that our characters ride since they won’t be included in the product launch.  Instead, we may incorporate some of the “constraction” vehicles that are higher price-point items.  For example, the good guys may have dune buggies while the villains have larger vehicles.

LEGO: Suggestion: combine Raanu and Rock Steeds into one creature. We are making this as a model and it will be very cool. Also as the Scrall has been defeated in the end the Villagers can use these creatures to assist pulling the villages together. 

Photo to be shared asap.
LOCATIONS

We need to align the script more with the concept art/map of Bara Nui, especially with regard to what piece of the giant robot lies where.  Some specifics listed below:

· Skral camp - Rather than a giant sand-sail ship, the centerpiece of the Skral camp should be the skull from the giant robot.  Once our heroes defeat the Skral, they pull it together with the other pieces and realize this was the last piece they needed to complete the giant robot.

CROWDS
For sequences that involve crowds, we should be careful to show the crowd only in establishing shots and shoot the rest of the scene (dialogue, fights) in tighter shots against a static backdrop (i.e., a wall of the arena).   We’ll also have a “royal box” in each arena where our characters sit to watch the gladiator bouts.  This will keep the scene contained and help to avoid talking scenes in front of crowds.

LEGO: Understand budget considerations but crowds are important to establish greatness of the arenas and the fights. Important to discuss. 
PAGE NOTES

· Page 4 – After Mata Nui’s eyes turn red, there should be a rumbling in his chest and the Mask of Life (representing the heart of the giant robot) is expelled by an energy flare, but the body does not implode.

· Page 5 – Mata Nui says, “As if my essence had survived within. . . The Mask of Life.”  Since this is what actually happened, we should cut the words “as if.”

· Page 5 – Make sure the desert doesn’t seem too dark during the nighttime sequences (i.e., the three moons shed “brilliant” light).

· Page 7 – Change Mata Nui’s line to “any other Toa mask,” as the importance of elements and their powers has not yet been established.  Then, rather than powers of a “Toa warrior,” he should just say “warrior.”

· Page 7 – Cut Mata Nui’s line, “Look out!”  Mata Nui should sound more like he’s talking to a creature rather than another human.  Overall, we’d like to trim down Mata Nui’s dialogue with the scarbac.

· Page 8 – Here and throughout, the “Proto Slug” will be referred to by whatever name is given to the brown, scorpion-inspired figure (see toy designs).  Also, we need to be careful not to make this scene too scary for kids.  Instead, perhaps the Proto Slug gets stuck during the fight, grabs on to Mata Nui and the structure topples onto it during the struggle.  While the creature’s pinned, Mata Nui breaks off the tail/stinger (rather than fang).

LEGO: We talked about the scorpion figure getting caught in a skeleton / rib cage?

· Page 10 – As Galax drives onto the scene, he should see the Proto Slug fleeing and Mata Nui picking up the stinger.

· Page 11 – Galax should be more inquisitive about Mata Nui before offering him a lift.  Perhaps he initially thinks Mata Nui’s a gladiator, then notices the Mask of Life and comments that he must not be from around there.

· Page 12 – Cut the word “encampment” from Galax’s line about “heading for the nearest village.”

· Page 12 – The Bone Hunters will now be the smaller version of the Skral (black figure associated with rock).

LEGO: agree – but should we call them something specific – to make them stronger / better united e.g. Scrall gatherers or find a completely new name.
· Page 13 – It may give away too much too early if we see the hand of a mechanical man sticking out of the sand here.  Perhaps it could be less distinctive.

LEGO: Could still be the hand but e.g. with the palm of the hand pointing upwards, covered with sand except for the two last joints of all fingers – a structure that doesn’t make any sense at first, but which will make sense later and/or when watching the movie again.
· Page 13 – For budgetary reasons, please cut the “swirling sandstorm” as well as the “shimmering river of liquid sand.”

LEGO: we find this to be a real shame – makes the universe less dangerous and less intriguing. 
· Page 13 – This scene between Mata Nui and Galax feels long and Galax seems especially talky.  Let’s look for ways to economize his dialogue and trim the sequence down.

· Page 14 – Make sotto Mata Nui’s line, “. . .but my journey is just beginning” so that Galax doesn’t hear it. 

· Page 15 – Can we use a more kid-friendly word in Galax’s line rather than “complacency?”

· Page 16 – Perhaps we can make the fire element more prevalent in Akar’s village (i.e., flaming torches blaze).

· Page 17 – Clarify that Mata Nui is incredulous that the Morg use gladiatorial matches to settle disputes because he’s not a warrior and in his world warriors fought to protect Matoran from evil, not for exhibition.  We should also give a more complete explanation as to why the Morg are fighting (i.e., scarce resources, etc).

· Page 18 – Sacuu’a dialogue about Akar (“But everyone knows Akar’s days are numbered.”) and Mata Nui (“Is this what you’re trying to pass off as a replacement gladiator these days?”) feels too harsh.  Let’s make him sound less conversational and more like an uptight leader.

· Page 18 – Cut exchange where Mata Nui says, “Why not just quit?” and Galax responds “And do what?  Even gladiators need to earn their way.” 

· Page 19 – We should be careful not to get too violent in this gladiatorial battle.  For example, let’s tone down “crashing into the arena wall,” and moaning/crying in pain.
LEGO: Crashing into the arena wall is OK – but please let go of the moaning/crying in pain
· Page 20 – Galax’s line, “Because we’re just Morg, not gladiators” should come from Sacuu.  We’d like to convey just how powerless the Morg feel.

· Page 21 – Rather than having “just heard,” Marta should ask what’s going on because she just got there.

· Page 25 – It’s great that we end this scene with Marta suspicious of Mata Nui, but her line “I wonder what other secrets this guy’s hiding” feels on-the-nose.  Perhaps we can finesse this dialogue.

· Page 25 – This is a great scene between Mata Nui and Akar.  Perhaps this is where Mata Nui asks Akar why he continues to fight.  Let’s make the most of their bonding as warriors.

· Page 26 – As discussed, Galax could be more charming in his attempts to get what he wants.  Let’s see him flatter Mata Nui a little while trying to talk him into assuming the gladiator post.

· Page 27 – Change Akar’s line “You’re not saying another planet?”  We need to imply another world without saying it so directly.  Also, Marta seems to pop up out of nowhere with her response.  We need a better segue here and the others should react to her coming on the scene.

· Page 28 – Cut Marta’s reference to “space travel.”

· Page 32 – Let’s make sure our Scorpis Ray looks different from the giant scorpion in Transformers.

· Page 32 – We’d like to have a better sense that our heroes are in real trouble in the sequence with the Scorpis Ray.  The dialogue should be trimmed down and reflect their panicked reaction to this urgent situation.

· Page 33 – Again, let’s not downplay the situation with Akar’s line, “I’ll take that sand monster over a band of Bone Hunters any day.”

· Page 34 – We’d like to see Mata Nui start to step up as a leader in this sequence.  To that end, perhaps we should give Akar’s line, “We’ll take the savages and let you have the beast” to Mata Nui in some less casual variation to show that he’s giving direction.  We may also want to trim this sequence.

· Page 37 – It may be too violent to have villagers moaning and crying for help.  Instead, perhaps the city has been left abandoned (except for Gresh).  This will also alleviate the question of why our heroes don’t do more to help the inured.

· Page 37 – It seems as if the only thing Marta’s concerned about when she arrives at her decimated village is Gresh.  Again, we’d like to bring to light the importance of defending the Morg.  To that end, Marta should express her concern and outrage as they approach her village and she sees what’s happened, before she starts looking for Gresh.  This could even be a bonding moment between her and Akar, since he can imagine how she must feel as defender of a village. 

· Page 38 – The Gresh design doesn’t have breathing tubes, as they are associated with blue/water figures and he’s green.  Perhaps he can hide another way.

LEGO: suggestion; as Gresh is green and his elemental power is jungle; could he hide in vegetation rather than under the sand?
· Page 43 – Perhaps someone (i.e., Akar) should react with surprise or comment on how naturally healing comes to Berix when he discovers this is his true path.  Also, rather than using herbs to heal Gresh, perhaps Berix pulls vines off the jungle side of the cavern to use as bandages.  Marta might inquire what he’s doing and Berix replies that he’s done this before to fix himself.

· Page 43 – Change the word “punk” in Marta’s line to “creep,” as this sounds more authentic to Bionicle.

· Page 46 – Rather than plans on a scroll, the design for the gigantic mechanical being should be painted on the wall.  Also, perhaps Berix finds a double-sided coin in the chamber and pockets it.  On one side is a map and on the other is a drawing of the giant mechanical being.  This will factor in to the ending.

· Page 46 – Cut Marta’s line, “That can fly through space!”  Also, the robot should not have rocket packs (although it may need some form of jet propulsion).  Perhaps we could trim this scene down and go from Mata Nui’s line, “He is a gigantic mechanical being” to Akar’s line on the next page, “So what’s it all mean?”
LEGO: rather than “He is a” – say “That is a gigantic….”
· Page 50 – Change Berix’s line, “Take it easy, man” to “friend.”  

· Page 51 – Change Mata Nui’s line to “whatever a Toa mask transforms has to be at least in some part organic.”  Also, change “fang” to “tail.”

· Page 52 – We want kids to understand that being made a Toa is something very big.  Perhaps Mata Nui could comment that it’s a shame there isn’t time for a ceremony to celebrate their becoming Toa.  Also, Mata Nui’s speech “It is what I thought, what I hoped might happen. . . You have become a true Toa” seems too wordy for his character.  Let’s trim down the dialogue in this scene.  

· Page 54 – As discussed, we’d like to make the training sequence much more exciting, incorporating all of their newfound elemental powers.

· Page 56 – Change description to “Akar’s eyes blaze with anger” (taking out “red”).

· Page 58 – Sacuu shouldn’t say, “Mind your own business, you old fool!”  Give the line to another village leader or cut it.

LEGO: Prefer to pass line to another village leader
· Page 59 – “Butt out!” doesn’t feel like Bionicle language.

· Page 63 – Let’s cut the “mega cannon,” as it’s not in the product line and may be too high-tech for this land.

· Page 65 – Clarify the logistics of Marta and Berix’s capture.  Sacuu should says, “I saw them being dragged off by the Bone Hunters!”  

LEGO: bone hunter name…
· Page 68 – Can we tweak Akar’s line to be more accessible to kids and use language other than “petty squabbles?” 

· Page 73 – Tweak Berix’s line to “Oh, I can’t watch.”

· Page 74 – Perhaps we can find a more elegant way for Mata Nui to say, “Bigger they are. . . The harder they fall.”

LEGO: we would not mind keeping this line.
· Page 75 – Let’s cut the affection between Marta and Berix here (i.e., leaping into her arms, hugging and spinning him around) so that the later beat (Page 84) will be a stronger payoff.

· Page 76 – It feels awkward for Galax to abuse the Proto Slug at this moment.  Perhaps we should allow Mata Nui’s reaction to the reveal, “So you are the traitor,” to be more immediate before the bit with the Proto Slug.

· Page 78 – Rather than having Marta go off to retrieve her weapon, let’s work it into the fight.  Perhaps Galax has it and she has to work to get it back. 

· Page 79 – Now that Mata Nui, Marta and Berix won’t be leaping off the rail of the Skral ship and the Skral won’t be on Rock Steeds, this action will have to be reworked.  Perhaps they leap off the arena wall instead.

LEGO: would like to keep the rock steeds, as already mentioned
· Page 80 – Again, Berix’s line “No guts. . . no glory!” sounds too much of our world.  Perhaps it would sound more unique to Bionicle if he said, “No trials, no treasure!”

· Page 80 – Since Berix is our comic relief, let’s have more fun with his action here.  Also, remember the message with Berix is physical strength isn’t everything. 

· Page 84 – Again, this beat between Marta and Berix is wonderful and will work even better if we don’t witness affection between them earlier.

· Page 85 – We’d like to make the ending more satisfying and emotionally/ thematically resonant.  Perhaps Mata Nui stands alone on the hillside at first.  Akar approaches and Mata Nui comments that he should be celebrating since the Morg just made him their ruler.  Akar says he may have taught Mata Nui how to be a warrior, but now he’s hoping Mata Nui will teach him how to be a good leader.  Marta and Berix approach as they watch the Morg pull their villages together to form the giant robot.   

· Page 87 – Then Berix sees the Skral shield, recognizes the design and shows Mata Nui the coin he took from the cavern.  Mata Nui notices an indentation in the shield that fits the coin.  When he inserts the coin into the shield, it acts like a key and something happens to change the map.  Mata Nui will follow this map in the 2010 storyline.

· Page 87 – Cut any reference to “rockets” or the robot “flying [them] away from here.”  This dialogue will need to be finessed.

· Page 88 – Rather than have Mata Nui leave alone or with other characters, we’d like to end this story with them all together enjoying a moment of triumph.  

· Page 88 – Change the word “war” to “battle” or “quest” in Mata Nui’s line, “My war is just beginning.”  

