The mystery about the missing Matoran 

Hi all

We have tried working with the story outline we have now for 04 OOS in preparation for the G3 meeting. We would like to suggest a way the campaign story could be told which includes a change in the storyline for the OOS story. It also has a consequence in regard to who the Matoran, we have in the HTO program OOS, is.

The reason is the following:

1. We would like a storyline that is easy for the kids to understand. Right know we (at least in our mind) have a row of small sub-stories which are not that closely connected. We have a plant that is destroying the city. We have some Matoran who are missing for some reason. We have the Toa who have not yet learned all their powers. We have some precious discs, which contains great power. We have a search for 6 specific discs and we have 6 Matoran, which are not entirely good and finally a dark power we don’t really know what is. We have as Greg writes “a web of danger”. The problem with this web is that it’s only the Internet, which can tell this complex story. I don’t think even the comics can come around this in the limited time before in-season. Also taken into consideration that we at the same time need to establish the city + the new heroes. And at the moment we are a B priority so we don’t have the power to push these stories out to the boys

2. We would like a story, which could involve the boys more - pull them into the story instead of us pushing the story to them. Tests have shown that there only is a very limited number of boys who know more that that there are six heroes and some baddies to defeat. Secondly, most of the storytelling we have now is quite passive. We tell the next episode but there is nothing more for the boys to explore or info/code they can use to solve a story puzzle/quiz themselves. Could we do something so our “cliff-hangers” became stronger? Thirdly, Helle has asked for more involvement /interaction with the boys.

Our suggestion to accommodate the above is the following:

We build the whole out of season campaign around the “Missing Matoran” mystery 

Metru Nui is this paradise city protected by the Toa - the city guardians. An alarm goes of in (for instance) Ta-metru. Reports says that one of the most respected Matoran mask makers did not turn up at work and that his home is blocked by a strange plant which attacks everything that approaches it. This is of course a job for Vakama. He has to use his famous (and feared) disc shooter to overcome this strange plant. Having defeated the plant they realise that the Matoran is not in the house either. But where is he then? Has the plant eaten him? Or what have happened? In the house they find strange equipment for disc refinement and a broken disc mould but no discs are found. Why is this mould in his home. It’s only at work they are supposed to have this equipment. Has he created his own discs? And why? And where are the discs? Vakama start questioning the missing matorans’ companions to learn more and finds out that the missing Matoran has been producing discs himself. But why? Vakama sends out a “Missing Matoran” alert and a description of the Matoran. 

Not long after this first missing Matoran alarm 5 other similar alarms appears (funny enough in each part of the town (). All the missing Matoran has been reputed in their part of town for their excellent workmanship. In all the cases the Matoran has completely disappeared, a strange plant is present and in all their homes a broken mould is found. This can’t be a coincidence. But what do the 6 Matoran have in common? Did they know each other? Where are their discs? And what is this plant, which has also been reported seen other places in the city coursing broken buildings and scared Matoran.

From here the investigations continue. The Toa (and the boys) finds out that all the missing Matoran have created a disc with very special powers and rumours have it that finding these 6 discs may result in the solving of the mystery about the missing Matoran. Now the search for the discs starts which takes the Toa to many strange parts of the town and of course they finally find the masks. By placing them on the Suva in the middle of the town a powerblast occurs and after this incident the evil plant disappears, but the Matoran does not reappear. Where are they? And this is here in-season take over but the mystery could continue with Turaga Dume. 

The above is of course also complex to communicate but we see different layers. 

For the boys only interested in the conflict we have: Metru Nui is under pressure. Help the Toa in their battle against the evil plant, which is destroying the City and coursing inhabitants to disappear.

The next level could be: Metru Nui is under pressure. Matoran are disappearing in the city. An evil plant is blamed but something does not fit. 6 special discs are said to hold the key to the mystery. Help the Toa on their quest for truth. Find the discs, defeat the plant and hopefully this will lead you to the missing Matoran.

Our goal with this mystery is to get the boys more involved in the story – pull them into the mystery with leads, questions and codes. This will of course mean that we have to create leads, secret codes, hints etc. in many media which again is a huge job but we think it can be done. Secondly we believe that this creates a good transition to the in-season “mystery”. 

This storyline also gives us the opportunity to launch the HTO units in a new way. Instead of these being “Matoran with a bad twist” which is quite hard to communicate, these should of course be the missing Matoran. “Help the Toa to find these Matoran” could be the In-store header.   In the box we could have a “missing Matoran” poster and some new clues. On the web they boys could read the “missing Matoran” announcement which includes details about who he is, what he normally did, his neighbourhood, his home etc. This could be a nice way of explaining about the Matoran and the life in- and the different parts of the city instead of “normal” character/city descriptions. On the web could also be a “play at home” suggestion, where we suggest a play where their friend or their parent hides the Matoran and then the boy (together with his Toa) have to find it via some clues???? (The popular Easter egg game for those who know that (). In this way we could activate the story at home.

The idea is that all media point towards the mystery. Another example on how this could be done is the 6 in-box CD-ROMs. These could be structured as the different Toa’s first visit to the missing Matoran home. We can learn about how they overcome the plant. How each their homes look, what they find, their first clues etc. So you really need to get hold of all 6 CD-ROMs to get a good head start to solve the mystery. 

This is all from us now. This can of course be tweaked in different ways but we think this mystery could tie the different elements of the story together and be a good campaign mechanism to pull the boys into the story and create a buzz around the story. 

Pls. Get back with comments asap, as we need to close the storyline and campaign direction for G3.

