BIONICLE

THE HERO FACTORY

Precisely as the name suggests, this is the place where the ultimate heroes

are designed and created to fit the exacting demands of an ever-expanding

global and galactic customer base.

Whether it is one individual in desperate need of help; or an entire city or

country, or even a whole world plagued by anything from invading armies to

natural or unnatural predators, the Hero Factory will supply the right Heroes

for the job. They will literally mold the Heroes, battle gear and weapons to

handle the particular villain-force and consequent crisis at hand.

Well, at least that’s always the plan going in. Of course once the Hero Team

arrives, there can be any number of unexpected variables and contingencies.

Or, as more often happens, the client simply omits the really important facts

because they were afraid no one would show if they told the whole truth. So

the Hero Team – no matter how well prepared they are – winds up having to

fly by the seat of their armored pants and rely as much on wits and guts as

they do their amazing weapons and defenses. But then, that is part and parcel

of what the Hero Factory builds into their heroes: The most comprehensive

training program ever devised; teaching everything from all-known hand-tohand

combat techniques, to the most sophisticated weapons technology ever

conceived.

“So where exactly do these Heroes originate from?” a prospective client

might ask. “You can’t just create the spirit or heart of a hero on an

assembly line… Or can you?”

The answer to that fascinating question is two-fold: No, of course you

cannot. And: That information is classified.

The origin of each of these Biomechanical (as in part organic, part machine)

Beings, before they were reinvented at the Hero Factory is information that

remains the sole property of each of these amazing champions of justice.

And until they choose to discuss their backgrounds, no one (not even you,

dear reader) will know where they came from or why, how or when they

decided to dedicate every fiber of their being to becoming one of the elite

forces produced by the one and only Hero Factory.

Comment:

The section marked with red states that robots are bio-mechanical constructs. We want to make a clear distinction between a story connection to humans and a design connection to our reality. The HF world mimics the human world but there is no mix. This is to avoid questions about where the ‘living’ component of a biomechanical creature comes from and stay clear of references to Terminator or Transformers. We would like to keep this universe concise and well defined in this way – much like epistemologically similar universes like that of Pixar’s Cars. That doesn’t mean that HF robots don’t have feelings and that biology cant inspire the world of HF. The designers of Hero Factory aims for perfection and in that process they gets closer to organic biomechanical design. At a later stage robot heroes from HF could visit or go on missions in “our reality” but that would be two parallel well defined realities meeting. Like if Lightning McQueen was driving down 5th Avenue in NY you would never ask: “Who is sitting behind the wheel?”.



THE HEROES

There have been many Hero Squads (or as they prefer to be called ‘Hero

Teams’) since the inception of the Hero Factory. While such information is

top secret, one can assume there are many teams at work around the galaxy

at any given time. Since there is no shortage of evil in the universe, there

are also new recruits being molded and tested at the Hero Factory. But no

one can argue, that the ultimate team is the one you are about to meet.

1. MERC for some inexplicable reason is twice as strong as any of the other

members of his team - no matter how much additional power-amp or

retrofitting is done to them at the Hero Factory. So it’s no wonder Merc is

one cocky guy. Plus he’s tough to the core; he can take a hit that would fell

a tree and just keeps charging. Merc thinks that’s cuz he’s a true hero, but

his friends insist it’s because he’s got a thick head and is too stubborn to stop

and feel the pain. Whatever. Merc digs his job and is always up for the next

mission no matter how dangerous. Hey, no guts… no getting to kick enemy

butt! While he definitely isn’t lacking in strength or bravado, Merc does

have a weakness that he does his best to cover, but also works to overcome:

he secretly feels inferior since he’s never been a mental type, so his

knowledge base isn’t on a par with the rest. He’s not stupid by any means;

but there are times he just doesn’t get a double-entendre or heady joke and it

makes him feel stupid, which secretly eats at him. Fortunately he has friends

that appreciate his real talents, so his ego quickly kicks back into high gear.

Comment:

We feel, that the ‘inexplicable reason’ for Merc’s strength is in conflict with the Ground Rules of HF, namely the basic idea, that the world of HF is not a fantasy world, but more a parallel to the world of science, that we know. There is no problem with the robot being twice as strong but it must be explained by an actual component fitted on the robot, a specific piece of software or something similar.

HERO ESSENCE/COLOR: Liquid metal/Mercury/Chrome: Silver steel

gunmetal, copper, black, yellow.

ICONS: Robotic heavy rivet plates, tank-heavy industrial style oil piston

tubes, mega-wrench, titanium sledgehammer.

WEAPONS/POWERS: Super strength, protective and blast-reflective

armor. Fires liquid Mercury blasts that encase/ensnare enemy. Also uses

jackhammer style weapon that can create minor quakes or open earth

fissures, or it can rapid fire multi-shaped metal cannon balls.

2. TRASS is a total team player when it comes to battle, but the second his

work is done he reverts back to being a total loner. No matter how hard the

rest of his Hero Team might try, Trass refuses to open up to them. It doesn’t

take a rocket scientist to figure out something dark and deep is eating at this

guy. He’s got a serious case of inner turmoil that must stem from his top

secret past. Since each team member’s past is classified, the only way to

find out about anyone coming out of the Hero Factory is if they choose to

tell and so far, Trass isn’t talking. One thing is for sure, Trass won’t allow

himself to get close to anyone. While he may come off as curt and uncaring

at times, the truth is he is afraid to allow himself to ever care for another

again, leading others to suspect he must have lost someone and perhaps even

blames himself. Like it or not, the team isn’t willing to give up on trying to

pull this guy out of his dark shell.

Comment:
Even though the idea of a robot with a past is both intriguing and exciting, the highlighted passage poses a problem. Since heroes – like everybody else in the world of HF – are scratch built at the factory, a heroes ‘secret past’ cannot, for obvious reasons, be from a time prior to this.  If, however, a character with a secret past is a priority to the story it would be possible to include him’ – you would just have to make his past something that the character experienced after he came out of the hero Factory. 

HERO ESSENCE/COLOR: Windstorm. Aluminum - airplane graphics

shiny black, white.

ICONS: Wings, rudder, jet turbine, air intake, heat shield, rotors, jet pilot

visor, tubes, winch boomerang.

WEAPONS/POWERS: Hurricane-force wind blaster and gravity and

antigravity weapon.

3. LOAKI has shiny disposition of a true eternal optimist. The guy is always

up and joking no matter how dire the situation might be. Nothing ever

seems to get this young hero down. Way he sees it, if he ever stops to really

think about how dangerous this job is - he’d have to get himself committed

to the loony asylum. So he just goes with the flow and enjoys the

satisfaction he gets from doing the job. Truth is he totally believes it’s the

ultimate honor to be part of this elite team and he gets off on every aspect of

it, from the heroic-do-gooder stuff to the awesome weapons and the whole

team-player symmetry. Only thing that ever seems to irk this guy is if

someone makes a negative crack about the Hero Factory or the importance

of what they are doing. He’s no fool, he knows any mission could be his

last, but he believes in the cause and is willing to give his all for it, so he

expects no less from anyone else.

HERO ESSENCE/COLOR: Flaming inferno. Red, yellow, black orange

and gold blued chrome transparent smoke.

ICONS: Flames, heat protection, reflective materials, flame thrower, axe,

oxygen backpack,

WEAPONS/POWERS: pyrotechnics: blaster that shoots flames, melts

steel, plus sun-flare launcher that shoots brilliant blasts that can destroy or

light the night like day.

4. GIIMA feels the pressure of knowing she is the first female ever to be

part of a hero team, so she pushes herself harder than any of the others to

prove worthy. But the rest of her team already respects her, knowing that

she brings a lot to the table, beyond just her amazing battle skills – in and

out of the water. Giima has an innate connection with nature and can even

communicate with many of the bizarre creatures they encounter and not just

the cute and cuddly types – some are so creepy and disgusting that the guys

are totally grossed out that she’s actually touching the slimy, stinking thing.

Of course, that usually means she’ll be putting the creepy creature in one of

their sleeping pods. Oh yeah, she has a bit of a wicked sense of humor.

Comment:

While the world of HF might not be flooded with female characters, they are not unique either. So, unless it is a top priority that Giima is the first female ever, we would prefer that she was simply ‘the only female in the team.’

HERO ESSENCE/COLOR: Hydro. Blue chrome, silver green, transparent

neon colors.

ICONS: Vortex, streamlined organic gills, fins, air tank, tubes, harpoon,

tentacles, propeller, water jets, pressure gauge, sonar headlights, lobster shell

scales.

WEAPONS/POWERS: Tsunami-force blaster that shoots streams or tidal

wave blasts. Able to survive without an external air source for up to an hour

underwater, or in zero-oxygen environments.

5. JACGAR is a true classic. At least that’s what he tells the others when

they rag him about being an obsolete model that needs a whole lot more

retrofitting. Jacgar was one of the very first to come out of the Hero Factory

and he insists that he did just fine blasting the enemy to particle dust with the

‘good old’ technology. He’s constantly griping that having to figure out

how to use all these new weapons and gear is driving him nuts. Jacgar is

forever butting heads with the genius inventor at the Hero Factory (a

Biomechanical young version of Q) and driving the poor guy crazy by

testing weapons (incorrectly) on the spot and blasting the heck out of the lab

area, causing everyone to have to dive for cover. Hey, I told ‘im I didn’t

want the darn thing in the first place. But in the end, Jacgar always winds up

thrilled to have the latest gadget or weapon and then he refuses to turn it in

for the next latest model. Jacgar is a loyal, no-nonsense classic hero – albeit

a little set in his ways and at times too overprotective of his teammates. He

sees himself as the older brother, but sometimes he’s more of an annoying

Mother Hen. But as much as they may rib him, his team knows no matter

what, they can always trust him with their lives.

HERO ESSENCE/COLOR: Ice/crystal diamond. White, blue, gray,

transparent silver.

ICONS: Pointy, edgy facets, tubing, icicles, fur, snow goggles, ice-pick,

ski/snow boots, snowboard, crystal ice-launcher.

WEAPONS/POWERS – Crystalline Blaster can fire ice streams to freeze

targets or diamond hard projectiles that can pierce steel or shatter stone. Can

also create translucent barriers or shields as well as ramps for launching

snowboarding attacks.

6. RAMMIC – is the newest member of the team and it becomes clear very

quickly that he is in it for all the wrong reasons: The rush. He’s a thrill

seeker and figured where better to find the ultimate jolt than with the Hero

Factory team. While all the others may have their own individual motives

for risking their lives for the cause, they have a unified belief in their

purpose. But Rammic isn’t buying into their whole duty and honor spiel.

Far as he’s concerned they’re a bunch of daredevils just like him. Everyone

on the team has to admit the guy has amazing battle skills and guts to spare.

However no one welcomes having this volatile, unpredictable livewire on

the team. But no one is angrier about it than Trass, who is the polar opposite

of this thrill-junkie. But for some inexplicable reason, their Commander

insists that Rammic stays. So all they can do is hope that Rammic will come

around once he experiences the real thrill of the job: actually saving others

from tyranny and evil. By the end of his first mission, he is in fact a true

believer in their cause… even if he is still very much a wild livewire.

Comment:

As mentioned before, heroes do not have an existence prior to being heroes. They are scratch built at the Hero Factory, and naturally they do not have personal motivations for becoming heroes. This, however, does not mean, that specifically traumatic incidents could not – and even radically – alter the personality of a hero. But this alteration, evidently, has had to occur sometime after the hero left the factory for the first time. 

HERO ESSENCE/COLOR: Lightning/Electricity! Copper, deep blue,

black, yellow.

ICONS: Insulators, wires, cooling, ribs/fins, circuit board, accelerator

core/coil, meters, switches, plugs, fuses, tazer.

WEAPONS/POWERS: Rod-blaster (reminiscent of a knights jousting

weapon) can draw electricity from the air like a lightning rod then fire supercharged

crackling energy blasts. The rod can also be used like a whip to send

energy sparking and arching.

HERO FACTORY PERSONEL

Day or night, the Hero Factory is always alive with activity, workers

scrambling about from the amazing laboratories to the awesome combat

training and weapons testing areas. But the heart and soul of the operation,

the one that keeps the mechanical and biomechanical all running smoothly,

is just one little Biomechanical Being that wishes he had the time to clone

himself.

ZIB is so brilliant - his mouth can hardly keep up with his brain - so the

little guy always seems to be on hyper drive. The Hero Factory’s chief

inventor, Zib is the genius that keeps coming up with all the amazing

weapons and gadgets. He is also the one that does the repairs and missionby-

mission retrofitting on the Heroes. Zib never leaves the factory, but he

does keep in constant communication with the team if the mission area

permits. But since he rambles at such amazing speeds, especially in crisis

times, the team is constantly trying to get him to take a deep breath and slow

down. As a highly acclaimed scientist, Zib believes he deserves a certain

amount of respect, but instead he is generally the catalyst for gags and

laughs, because he’s just such a geeky and easy target.

QUADAL is Zib’s lab assistant, a non-humanoid biomechanical creature

with multiple, multifunctional limbs with cool tool appendages. While Zib

did retrofit his assistant with extraordinary new functions, the creature does

have a mind of his own and is given to arguing (in non verbal, but clearly

understood and often offensive sounds). But as odd as he is, Quadal is also

an incredibly important asset to the team, since he can work his multiple

tools at incredible speeds and with expert accuracy.

Comment:

Again, a clear distinction needs to be made: Either Quadal corresponds to a human being in our world, and thus, consequently must be portrayed as a robot in the world of HF, or he is a machine (robot) in our world, and therefore, must also be a machine in the world of HF.

HF COMMANDER – is an enigma – a voice from no one knows where –

that contacts them before a mission with their orders.

Comment:

Something similar to the HF Commander (a mix between a general and a CEO) has already been written into the world ethos. The actual ethos that is to lengthy to describe here, can be found in the HF Manual (which is under construction and expected to be done very soon.)    

VILLAIN SAMPLES

The Heroes will be dispatched to battle any and all tyrants that threaten

peaceful beings around the galaxy. But here are just a few samples of the

kind of monstrous (some literally, some figuratively) villains and powers our

Heroes are up against:

RADDIX – once a brilliant, world renowned scientist, this biomechanical

megalomaniac was bent on beating the competition in creating a

revolutionary new weapon using precision nuclear blasts. In his haste he

took wild risks that resulted in a devastating disaster that left him a

freakishly twisted (mind and metallic body) version of his former self. But

he did in fact succeed in creating a new, never before seen radioactive

weapon: Himself! One touch from this madman or any of his self-charged

weapons means destruction, which his army of radioactive mutants knows

only too well.

TORNAX is perhaps the most insidiously evil being in all the galaxies

because he uses viral bacteria as a weapon to enslave victims – once he has

infected them – only he has the power to keep them alive – so they can

refuse him nothing. But unfortunately, little is really known about this

horrific tyrant, other than his base of operations is said to be an entire

uncharted planet that he has turned into his personal laboratory… alive with

deadly potentials.

STORM WARRIORS – When the effects of a dying sun threatened

extinction for an entire planet, necessity gave birth to invention: The

Elemental Magnifier. But this ingenuous, life-sustaining technology was

stolen and turned into the power-source for the ultimate weapons, to be used

to conquer and enslave entire worlds. Now it is up to our heroes to find a

way to battle the forces of nature being unnaturally manipulated into

elemental weapons by an army of Storm Warriors.

MISSION SAMPLES

ICE BARBARIANS – On a frozen, primal world of barbarian warriors,

strange creatures of heat and flame are attacking, threatening to melt

everything in their path. Adopting armor to blend in with the primitive

society and the environment (horned helmets, heavy capes, shields, axes,

swords) our heroes arrive to try and turn the tide and save the ice planet.

SPACE PIRATES – complete with mechanical peg legs, hooks, eye

patches, scars, laser sabers and even a biomechanical monkey with a nasty

attitude. These space pirates are attacking, looting and destroying ships,

including medical and weapon transports, so it is up to the Heroes to set a

tantalizing trap and take them out.

LIVING BLACK HOLE – A living black hole and its biomechanical

Meteor Minions are tearing apart and slowly swallowing up an undefended

peaceful planet. The Heroes must find a way to combat the powerful Meteor

Minions while fighting to keep the Team from being sucked into the black

hole.

ENEMY WITHIN – A truly diabolical mind has created a virus that is

attacking an entire population of robotic beings, corroding their

programming and turning them into rampaging destroyers. The Heroes soon

discover that they are not immune to this virus; however, they must do their

duty even while knowing that one by one they may find themselves turning

into insane destroyers. Their only hope is that Zib back at HF will discover

the antidote in time to save them.

SHADOW HEROES are a gang of anti-heroes that were secretly created

from the materials discarded from the Hero Factory, byproducts of failed

experiments and toxic waste materials. These evil, twisted and corroded

counterparts are nearly impossible to defeat because they are everything the

Heroes are (even though they look like biomechanical Frankenstein

monsters made from rotted parts). However, there isn’t an ounce of honor

between them. They lack the heart and soul of true heroes and that lack will

be their downfall.

DIAMOND HEART – the Heroes are in a race to beat an infamous and

unscrupulous treasure hunter to the ultimate buried treasure: a diamond heart

said to hold such mystical powers it can actually replace a physical heart and

give the possessor eternal life.

.
