BIONICLE 2006 Story

Hi Greg,

Thanks for your valuable input and fast turnaround. Below please find out answers to your different questions and suggestions. 

1) Use of “Igniters” for the heroes – I know this may be in-house only, but my understanding was that the “igniter” or “igniters” were ultimately going to have to be sacrificed to restart the heart. Is that changing?

Answer: The igniters were never meant to be sacrificing themselves to restart the heart. The idea is that the ‘golden’ Matoran rises to become a super Toa (HPP), the only one in the group who can wear the Mask of Life/Ignition, and who’ll thus be the actual person restarting the heart. However, all the Toa are on the mission to restart the heart for all three years and will therefore be entitled ‘Igniters’.

2) Mask name – I strongly recommend going with “Mask of Life” and not “Mask of Ignition.” When people hear ignition, they think starting up a machine – and that would pretty much be what the mask power would have to be described as. Since we don’t want anyone to know Mata Nui is a machine, Mask of Life is safer, more easily understood, and more dramatic.

Answer: Ag ree. Mask of Life sounds better and is more grandiose. Our only concern is that it may be too close to Mask of Light, which is why we came up with Mask of Ignition as an alternative. It’s mostly a corporate decision. Will get back to you on this one a.s.a.p.

3) Note that I am still planning to have the defeat of the Toa Nuva in Book 1. You cannot do a present-day BIONICLE story without giving a good explanation of where the Nuva are and why they are not the heroes of 2006. Best way to do that is to get them defeated and captured by new bad guys, so that rescuing them becomes part of the new heroes’ quest.

Answer: Fine by us. But please keep in mind that we’ll like as clean a cut from the previous years as possible. Starting a new trilogy by introducing a lot of characters from a different “story” and a different past, doesn’t make an awful lot of sense and is exactly the kind of thing we want to avoid not to confuse the many newcomers to the story. But, of course, we understand your point: many of the people reading the books and comics are hard-core fans who have been following the story closely and need some kind of explanation as to why we are suddenly in a totally new location. Or perhaps they don’t need that explanation at all? What if we purposely just left it in the dark or only briefly mentioned the Toa Nua in the beginning of the story but without having them show up on the island? Perhaps they are being held up somewhere and can’t get any further? Or Makuta has taken them as prisoners without anyone knowing exactly how or what has happened to them? Perhaps the Matoran on Voya Nui are even wondering what happened to the Toa Nuva themselves, since they’ve been expecting their arrival and can’t understand why they haven’t shown up long ago. And so when the new Toa arrive the Matoran will ask them: “Are you the Toa Nuva?” at which they’ll reply “No’ who are they” – and then we could get the explantion that Toa Nuva was some previous heroes who the Matoran believed would come to help them. Isn’t it possible that this kind of mystery could in fact work to our advantage, and make the kids curious about who these Toa Nuva are (newcomers) and what has happened to them (existing fans) while at the same making a clean cut to the new story. Perhaps we then come across the Toa Nuva later on in the story (during year two or three) where the new Toa free them – or the Toa Nuva finally catch up with the new Toa to join them on the final mission. Couldn’t this keep the existing fans in suspense and make them keep following the story even closer to get the explanation as to what has happened to the Toa Nuva?

These are just some suggestions for your consideration. If you think it could work, please use it. If not, we hare full confidence in your storytelling abilities. But the way we see it: the cleaner the break from previous years the better.

4) Location descriptions seem fine. Virus plant description seems pretty good too. Not sure that it makes sense for only the green Piraka to go in there though – I can’t see six powerful villains who don’t trust each other letting one of them be the only one to do ANYTHING. 

Answer: Good point. But perhaps the green Piraka is the only person who can tolerate being close to the virus?  So it’s not that the other Piraka are not allowed inside the tent – they’re just can’t be close to such large, concentrated amounts of virus and still live. We just really liked the idea of having the green Piraka sneak into the tent alone and secretly converse with Makuta – whose presence the other Piraka know nothing about. But they suspect something fishy and try to listen in from the outside but not actually being able to get inside the tent because the virus will kill them.

5) Are we definite on there being a missing Piraka? I am fine with that, just will need to come up with a name for him.

Answer: Yes, the guy on back of the monster (HPP) is a Piraka, so this was the explanation we came up with to explain that. And he’ll get his own name of course. Perhaps something along the line of traitor or Judas, like “Traika” or “Judaka”.

6) Is the blue Piraka male or female? It’s written as male in the story presentation, but traditionally blue beings in BIONICLE are female. 

Answer: A small break with tradition on this one. All the bad guys in 2006 are male. Besides, the blue Piraka looks very, very male.

7) I have no problem with the green Piraka being the leader, if you guys want that, and it fits with the more “alien” tone I wanted for him. I think his characterization in the presentation is too close to red – they are both obnoxious jerks, essentially – I much prefer that, if he is the one who really knows what is going on, that he come across as creepy and cold and strange to the point that the other Piraka are uncomfortable around him.

Answer: The green Piraka is only the leader in the sense that he feels he is their leader and acts like it too. However, all the Piraka are very anarchistic and don’t submit to anybody. With regard to the red and green Piraka being very similar we actually feel they’re quite different. The red Piraka is brutal, cruel and extremely physical, whereas the green Piraka is a very oily, smarmy, manipulating kind of guy. The green isn’t cruel as such. He’s just double-sided and very, very sly.

8) I noticed that what we had agreed on about axe guy seems to have been scrapped – the notion that he pretends to be an ally of the Piraka and then double-crosses them to side with heroes at the end. Is there a reason for this, because it made for great “is he a good guy or a bad guy?” drama.

Answer: No, the axe guy still pretends to be an ally of the Piraka but double-crosses them as soon as the Toa arrive. So nothing’s changed here. The description you saw was still at a very early staged. An updated version on the axe and hydraulic guy will follow shortly.

9) The notion of the blue Piraka biting Matoran on the neck and shaking them, while cute, is not something I would ever be able to show in a comic. Too violent by far. And if I can’t ever show it, kind of pointless to have it in the story.

Answer: No problem. We’ll just remove it.
I am attaching my feedback on the presentation to this, but wanted to put the big issues in the email –

1. Powers – My biggest issue with the Piraka is the powers. Red and white have fire and ice powers – brown, blue and black don’t have powers related to elements – and green has no powers at all, but is the leader (?) And in a lot of cases, what they are really not powers so much as skills (trap building, for example, is not a power and is useless in combat).

My suggestion would be – use the skills and abilities in this presentation, plus add in the powers I came up with. You can never have too many powers, especially visual powers that can be effectively displayed in the comic. That way, they have cool powers and cool skills and good tools, all at once.

Answer: The reason we’ve spent some energy on the character’s role on the island, their personal missions and their skills is that we feel it gives us a great platform with a lot of great material to play with in the animations, on the website, on and inside the packaging, in our end-user targeted character descriptions and hopefully also in the comics and the books. It gives everybody – animators, writers, webdesigners etc. - something to work with. Also, in 2006 we’d like to elaborate much more on the villain’s personalities than we’ve done in the past. And describing what the characters do and what their goals are always says a lot more about the characters than simply describing their personalities or powers. At the same time we are fully aware that each media has it’s own terms that need to be dealt with individually. In the comics (and books) an important aspect has traditionally been the characters’ powers. The character descriptions you’ve seen should first and foremost be seen as an opportunity to present and describe the characters differently than what we’ve done before – and hopefully create a lot of suspense in the story with regards to what the different the characters are up to, what evil schemes their planning, what secret alliances they’ve made with one another etc.

This, by the way, also means that you have the green-light from us to only focus on 1, 2 or 3 characters in the comics/books instead of always having to have every character involved in every story (= bad storytelling)

With regards to the villains’ powers we are a little concerned that they are becoming somewhat of a cliché (not the powers’ you’ve suggested in your mail, but more the fact that they’re always equipped with some amazing supernatural power). Another concern we had was that the Piraka’s powers were getting to close to powers of the Toa. But of course if you need these powers for the comic to work, you need these powers and that’s the end of it. But again, our goal for 2006 is to do things differently (and better) so let’s challenge ourselves. If you can find a way to make the villains and story work with lesser/fewer powers and perhaps more intrigue and secrecy and internal conflict we’d be very happy to see that. If not, the powers you came up with are fine with us and you are free to use them in whatever measure you find suitable and right.

2. Alliances – Saying this Piraka is allied with that one and expecting that will spark repeat purchase is probably too optimistic. Who is friends with who is not going to get an 8 year old to spend another $9 – it’s too subtle and too cumbersome to convey among all the other elements of the story. I suggest taking my original idea, of having their powers get ramped way up when together, and applying it to this idea –so that, say, it works for red and brown together better than for red and someone else, for example. But it needs to be a visual, compelling power that can be depicted in a comic. I just don’t think kids are going to say, “Brown is red’s friend, so I have to buy brown too.”

Answer: we like your idea of ramping up the Piraka’s powers when together very much. Just like we’re convinced that the villains secret alliances could prompt repeat purchase – especially if we elaborate a little on these alliances and missions in the comics. However, we’re also convinced that the strongest vehicle for prompting repurchase by far will be the website in combination with come clever in-can promotion, personal code or gimmick. After that, the best way to stimulate repurchase, in our mind, is to give each character more space and personality in the comics/books, make them more three dimensional, so that the kids get to know them better and go: “Wow this character is pretty cool too although I didn’t think much of him in the beginning. (and he’s got this thing going with this guy who I already have and together they can do this and this) I want to purchase him as well now.”
3. Pulling the Brain -- I definitely disagree with the whole “give the Piraka a lobotomy” thing. These are intelligent, living creatures, not mechanical Bohrok or Rahkshi. Lobotomizing living things as a way to stop them is definitely not LEGO values. Plus, we have done it twice with the Bohrok and the Rahkshi, it’s a tired device, and we are already repeating Mask of Light too much in this story.
Answers: The lobotomy reference wasn’t meant literally – it was a metaphor for the Piraka’s mental state once the bolt is removed from their head. And true, they are not mechanical robots but highly intelligent creatures. Still, the bolt is such a significant part of the Piraka’s design and expression so surely it must have some kind of meaning or impact or influence on them – why else would it be there? So we came up with the idea that the only way to actually neutralize the Piraka is by removing this bolt. It would be very difficult and extremely dangerous since you’d have to walk right up to them. You’d have to jump on their back, grab them by the neck and stay there until the bolt is removed. Perhaps the bolt is not their brain but a device that keep them energized and strong – like an extremely powerful battery, a small reactor or enriched uranium. But if you don’t like and think it’s tired we’ll remove it. Or you could challenge us with a different explanation.

That’s it. Your comments on any of the above is most welcome. Then we’ll correct the slides accordingly.
