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Overall description of the world of Bara Nui:

The entire desert of Bara Nui is an extremely traitorous and chaotic place right from the windswept spiky rocks of the north to the soft and dangerous liquid sand of the south. All sand and rock of Bara Nui is potential liquid and it is only a matter of time before even the hardest pressed rock will crumble and sink into the sea of liquid sand.  The harder the sand is pressed the darker so that explains why the spiky rocks of the north are almost black whereas the liquid sand of the south is almost white.  Some times the sand can become super liquid and almost transparent.

Liquid sand best resembles water around the freezing point.  The difference between solid and liquid is unpredictable.  

The Skral River has a steady flow of sand from the north but the Sea Of Liquid Sand itself is sometimes stable and able to bear some weight, the next moment it becomes liquid and bottomless. 

Numerous tribes and strange creatures live in, on and above the sand of Bara Nui and it is survival of the fittest. 

Locations:

I. ISLAND OF MATA NUI 
The giant robot is awakened and rises up out of the water.  
· We will not show very much of this location, but instead focus on the robot.  Mata Nui's face is above water, but would be covered with debris as the Bohrok have cleaned off all the trees, blasted all the mountains and torched all the rivers revealing his bare face.
II. BARA NUI DESERT - DAY 
Mata Nui arrives in the middle of a vast desert.  He battles with a Proto Slug, encounters the scarbac, then rides with Galax in his chariot to the nearest village.
· Bara Nui is a treacherous, primarily desert landscape, however it is by no means flat.  There are high sweeping dunes, deep canyons, monstrous boulders and unearthly buttes and mesas and even a steaming hot spring.  It is a world in ruin, but sometimes reveals an austere desert beauty (especially in and around the canyons).  There are remnants of long lost metallic structures protruding from the sand or rock like freakish skeletons.  Liquid sand makes it extremely dangerous to travel unless you know how to “read” it, and vicious creatures (i.e., Proto Slugs) lurk beneath the surface.  Bara Nui also has multiple suns.
III. BARNU (VILLAGE #1) - NIGHT 

Mata Nui and Galax arrive at the first Morg village at night.  They witness Akar fighting another gladiator, and Mata Nui joins the fray when the other gladiator breaks the rules.   

· Barnu is a small village consisting of a giant metallic shelter and a few small dwellings made of rock and bone.  We’ll see this location at night when they arrive and also at dawn when they depart.
· The gladiators battle in a crude arena in serious disrepair, but the jagged metal and skeletal shapes create a very cool effect, casting ominous shadows.
· Mata Nui, Galax, Marta and Akar talk inside one of the crude shelters after the fight.
IV. DESERT CANYON 

Akar, Mata Nui and Marta defend themselves against a huge scorpion-like creature, as well as mounted Gatherers and Skral, on the way to Marta’s village.

· The canyon has an almost reptilian texture, unique color scheme and looming jagged rock walls.  It is both beautiful and ominous.  

· An avalanche of jagged stone crushes the scorpion, and our heroes escape the Gatherers/Skral through a narrow gap between beast and wall.

V. TAAJUN VILLAGE (VILLAGE #2) - DAY 

They arrive to discover Marta’s village ruined and in flames.  Find Gresh injured.  Tuma and other Skral prepare to attack, but Mata Nui calls the scarbac and they create a sinkhole.  Our heroes escape into the chasm.

VI. UNDERGROUND PASSAGEWAY / SECRET CAVERN 

Marta leads the others to a secret underground cavern where they see plans for a giant robot/spacecraft left by the Great Beings.  Meet Berix who’s been hiding there and he partially heals Gresh’s injuries.  Mata Nui transforms their weapons using the Mask of Life.

· The downward passage is marked with glyphs and symbols.  Mata Nui recognizes these symbols as the Matoran language, which was initially a computer programming language created by the Great Beings.

· The secret cavern is a vast chamber filled with a myriad of bizarre looking, rusty machine parts, half-buried tools and weapons, all of it ancient. The layout almost looks like it once served as some kind of laboratory.  

· Marta shows Mata Nui the yin-yang symbol, but it's not an obvious hatchway.  There are some broken instruments scattered around it.  Mata Nui instinctively puts his hand on one of the dots on the yang symbol, and the entire carved symbol glows and a line of light traces a doorway around the symbol.  The doorway opens, revealing more instruments but in better condition.  There's also a huge schematic of a robot on the wall.

VII. DESERT / TWIN VILLAGES OF TWI ANU (#3 AND 4) – DAWN 

Our heroes ride the sand chariot to the twin villages, arriving during a gladiator match.  Akar gives a speech about uniting against their common enemy.  Mata Nui displays his ability to transform weapons, decides to stay and help them fight.  Montage of training, fortifying the villages and preparing to defend themselves against the Skral.  Marta and Berix are captured.  Mata Nui gives a speech about how no man can survive as an island unto himself, then leaves to rescue Marta and Berix.

· Mountains loom in the near distance.  The two villages are set close together, separated by a Gladiator Arena (#2).  These two villages are shaped – not too obviously – so that they later can form two sections of an arm, with the arena forming the shoulder and the elbow forming a peak.

· In the arena, cylinder pods rise out of the ground containing the two gladiators about to engage in battle.

· Marta follows Berix to a mist-shrouded hot springs nearby and they’re both captured by Gatherers. 

· On the hill overlooking the twin villages, Mata Nui says goodbye to Akar and notices something (which we don’t see) as the pieces of the two villages are pulled together.  

· We revisit this location in the final scene of the movie, but this time we’ll see the giant robot down below.

VIII. SKRAL / GATHERERS NOMAD CAMP – DAY 

Mata Nui arrives at the Skral/Gatherers’ camp, sees Marta and Berix held captive and fights Tuma.  After Mata Nui defeats Tuma, Galax reveals himself as the mastermind behind organizing the Skral to defeat the Morg.  The other gladiators arrive and an all-out battle ensues.

· A magnificent, giant sand-sail vehicle houses their entire camp – like a mobile fortress pieced together from wreckage.  A massive ship-like ramp leads up to the main deck, which is also an arena.

· Inside the shipboard gladiator arena, Marta and Berix are hanging from the mast in canister-cages.  Proto Slugs serve as slaves.

· Across the desert, like a shimmering mirage, we see a huge swarm of scarbac.

· Final battle (#7) takes place just below the massive sand-sail ship.

