On onsdag 26. maj 2004 14:18, Gregory Farshtey <greg.farshtey@america.lego.com> wrote:

>LEGO Magazine Interview

>Hi Christian,
>I am doing an article for the LEGO Magazine in September on the

>design of Metru Nui as seen in the film. Since I know you were

>heavily involved in it, I wanted to ask you some questions for

>the article, if you are okay with that.

>1)      What was your role in the design of the city?

Basically I did the first work on how does the city work and how does it look.

When the basic designs for Bionicle was made back in 1999/2000 one of the first thing I drew was the outline/the map of  the island of Metru Nui. It was very important to establish the place where this legend would start. This was just as important when we decided to change location to Metru Nui. So I started out doing the map of M.N. and at the same time I did sketches together with Jan Kjaer. We needed M.N. to be a totally unique place so everything had to be designed from scratch, with some very important key elements; six different parts of the city with each their purpose and look, energy coming from the center of the city underneath the coliseum and protodermis that surrounds the city and flows through it in a perfect pulsating system.

>2)      What would you say was the most difficult part of the task?

To create everything from scratch but still keep the feeling of logic and that this could actually work. The inspiration is taken from biology where these balanced systems based on energy and chemistry can be seen.

>3)      What did you find most rewarding about helping to create this new setting?

Like with Mata Nui and the very start of Bionicle working on this project is like being on an adventure. You constantly have to adapt. Almost like being a Toa trying to find his/her way in this alternative reality. The great response from people buying the product is a double bonus. It makes you try even harder to make Bionicle succeed. The story has its own will now and you can feel if something doesn’t fit with the universe.

>4)      Was there any one particular metru or feature of a

>metru that you most enjoyed working on?

The protodermis tube system felt like a winner from the very beginning. We needed some kind of transportation that would be new, fun and biological. A  fantastic transparent rollercoaster that runs all over the city and delivers energy, recycled protodermis and goods. Dreams come through transportation system.

>5)      Can you give some insight into how the process worked?

First we did the test materials to find out if going to a strange city would work. Then we did the marketing materials and the animations for commercials and CD-roms. All this took place before the work on the film started. So it was quit a task to coordinate. We did the basic designs here in Copenhagen in close collaboration with the Bionicle team in Billund.

>I know that you were working in conjunction with Creative

>Capers 70; can you tell me how that joint work was organized?

(Greg, you must decide what to use but to be honest the collaboration between film and marketing material has been very poor. This is a result of difference in timing, tight deadlines and tight budgets. We have only been in serious contact once when Christoffer, Jan and me went to LA to brief when production of the film started. I don’t know if this is for communication)
>6)      About how long would you say it took to design the city?

To create a believable living city is an enormous task. The first step is to find a logic behind this city. To create a frame that insures consistency.

The first frame was made in two weeks, with pencil sketches and rough ideas. But creating final artwork or animations in 3D inside the city takes a lot of time and effort. Every little thing has to be created, designed and integrated. It’s a lot of work and with Bionicle it’s a lot of fun.

>7)      If you had had more time, is there something would have liked to add to Metru Nui?

Ooooooh there is lots of details that could be nice to work out. The city is constantly building upwards so the new buildings are standing on older structures, almost like a coral that grows towards the surface. There could be many exciting secrets in the older (sub-surface) layers. 

On the funny side, I would love if there was a temple to honor the ball-joint. This is actually what makes all the Bionicle characters unique and as I see it the ball-joint is just as important to Bionicle as the stud is to the LEGO bricks. Who knows maybe it is the new “stud” (hope they have secured the patent)

>8)      You were also involved in the initial design of Mata

>Nui. How was designing the city different from designing the island?

Some of the answers for this you can find in the above. But to sum up everything you find on Mata Nui is known form our own world, so it was just to pick from all the greatest nature sceneries. It is exactly the opposite with Metru Nui. Mata Nui was exploration, Metru nui is enovation.

>Finally, please give me your job title so I can make sure it is

>accurate in the article. 

Christian Faber

Art Director

ADVANCE advertising

When it comes to Bionicle I design, draw, do story, write text and names (Bionicle) and instruct all the animations and commercials used for marketing of Bionicle “the toy”…… I don’t know how to write that into a job title so I stick with Art Director. Maybe Art Director+

Hope you can use some of this

Kind regards

I am also going to be interviewing one

>of the movie directors and possibly the art director on the

>film, not sure yet. I appreciate your help a great deal.

>Greg
