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BIONICLE: CITY OF SHADOW





Treatment by Brett Matthews





We open on the six Toa: VAKAMA, NOKAMA, MATAU, NUJU, WHENUA, ONEWA. They're aboard a makeshift raft, en route to Metru Nui to enact the Great Rescue alluded to in LEGENDS OF METRU NUI. We'll use titles/freeze frames as in the previous film to identify each of the Toa to our audience as they first speak, and in doing so begin to establish their character. As they speak, it's made clear the Toa have evolved since and as a result of the events of LOMN -- they're more confident in their abilities here, more comfortable being heroes. And as we see as their raft suddenly and comically sinks, the result of a careless action/miscalculation brought on by Nuju's perfectionist bent, perhaps a bit too comfortable and overconfident.





The Toa wash up on Metru Nui's shore, and it is immediately evident that the city has changed drastically since they've/we've last seen it -- and not for the better. The whole of the sprawling metropolis is dark and creepy, and blanketed with translucent webs and a low-hanging fog through which the figures of strange, insectile creatures occasionally flit. Nuju deduces and informs Vakama that Metru Nui's ARCHIVE must have been broken into -- the Archive is a vault of sorts which contains and chronicles a sample of all known forms of life in the Bionicle universe, past and present. As a result of this breach, the island is overrun with all manner of wild and exotic beasts, has become a dangerous and primitive place. In light of this, the Toa all voice valid reservations about their mission -- Vakama is quick to override their concerns (and does so by referencing their LOMN success, and specifically his as their leader) and heads into the depths of the foreboding landscape. After a moment, the rest of the Toa follow.





Vakama brazenly tramples through the overgrowth towards the center of the city -- and directly into a trap that snares him and the rest of the Toa. It's the kind of thing Vakama should have noticed or seen coming, and would have were he still the cautious and careful character/leader we remember from LOMN. The trapped Toa work together to free themselves from this predicament, but before they can escape each is hit with spinner discs from the shadows, stunned and rendered immobile. To the Toa/our audience's horror, scuttling creatures emerge from the thick brush and close in on our helpless Toa, barbed and poisonous pincers at the ready -- this is how we meet the VISORAK. We cut away just as the Visorak reach the Toa...





To SIDORAK, who for lack of a more eloquent description is king of the Visorak. Sidorak is very much a bully -- a towering brute who rules by means of inarticulate bluster and intimidating, occasionally theatrical shows of force. Sidorak is listening to/is pleased by news one of his Visorak runts bears -- that the intruding Toa who have returned to Metru Nui and would usurp his rule have been captured. Sidorak characteristically wastes little time and thought deliberating the fate of the Toa -- he orders their destruction, now. But another, calmly dissenting voice enters the scene, and though we do not yet see her it belongs to ROODAKA -- Sidorak's calculating and manipulative female counterpart. Roodaka urges Sidorak against such a pedestrian end for legendary figures like the Toa, pulls his strings, her motivations as ever known only to her. Sidorak indulges his ad-hoc queen, clearly infatuated with her, and promises to come up with something more... creative.





It's in this way we come to find the Toa bound and dangling by the same webs that cover much of the city, suspended at great height high above the silent skyline, a decidedly fatal fall beneath them. There's some character work here, bickering amongst the group -- Vakama is ashamed/embarrassed/devastated for having gotten them into this situation, and questions his alacrity for leadership, which is then bandied about by the other Toa. Vakama's harshest critic is himself -- he wonders whether or not he's a strong enough individual to lead others, a doubt that foreshadows his later turn. The rest of the Toa are largely supportive, though in their own ways, and Matau and/or Onewa might provide a little conflict/debate. But before any resolution can be reached, the Toa begin a sudden and strange metamorphosis -- they sprout additional limbs, their bodies grow and distend, their countenances become animalistic. The transformation is a dynamic one -- too dynamic. Its force shreds the webbing that binds the Toa, as per Sidorak's plan -- this is his elaborate concession to appease his queen as discussed in the previous bullet. The white-knuckled result is that the Toa plummet toward their would-be doom...





The falling Toa are snatched from mid-air by six small and shifty beings that swing on the webstrands that crisscross the city and/or zipline-like contraptions of their own creation. These colorful, slight of stature characters are the RAHAGA, master trackers and trappers that traverse the Bionicle universe as nomads: LAHKA, GAAKI, NUUKOR, KUULS, PUKS, TAHKON. The Rahaga deliver the Toa to the safety of the streets below.





But the Toa cannot simply be called that anymore -- their transformation is complete, and our six familiar heroes are now a striking blend of animal and intellect, the TOA-HORDIKA. Their condition is explained to them by the eldest/leader of the Rahaga, TAHKON -- they've been poisoned by the Visorak and essentially devolved, turned towards primal. Naturally, this development does not sit well with our heroes. But reversing it won't be easy, Tahkon reveals -- to do so involves harnessing the unique power of a legendary creature, KEETONGU, the only known carrier of what amounts to a Hordika anti-venom. But finding this beast, if it truly exists, is no small task -- Tahkon grimly reveals that the Rahaga have been trying to do just that for the better part of their long lives, Keetongu the massive white whale to Tahkon's Ahab. The Toa react, completely and utterly crestfallen -- especially a guilt-ridden Vakama. On this ominous note, we cut to...





Late that night. The Toa-Hordika and Rahaga have made camp separately -- the groups remain wary of each other, as yet unwilling to trust. Each of the Toa struggles with their transformation -- Matau is disgusted by his appearance and wants nothing more than to reverse it, Nokama thrives on the new abilities the transformation has bestowed upon her, Nuju is both intrigued and troubled by his urge to move away from calculated/empirical thinking. Vakama's animalistic qualities are a bit different than the rest, mark him in some way as a loner and take him further away from his role as leader of the Toa. Distraught, Vakama stalks away from the others, heads into the jungle/city alone...





Inside the dark ruins of the city, a distracted Vakama wanders into one of the many packs of creatures which now roam the deserted metropolis. It's a quick peril beat, one which Vakama ends abruptly by relying strictly and without restraint upon his new primal tendencies -- the pack scatters upon witnessing Vakama's show of strength. Vakama's blunt solution to the confrontation hasn't gone unnoticed -- Tahkon has witnessed/arrived on the scene, and he and Vakama briefly discuss what's just happened. During the course of this, the subject of leadership is pointedly brought up by the sage Rahaga. It's a role Vakama no longer wants, and denounces -- all leading others does is make the individual weaker, an opinion brought on by Vakama's transformation and evidenced by his walking into his second ambush of the day. Tahkon is thrown by the train of thought, it made faintly sinister by the dark of night -- this is not the Vakama he's heard stories about. Vakama stalks off, alone and comfortable with being so, responds as he considers his new physical form -- "Things change." Off this loaded line, we cut to...





The Makuta. His face is every bit as twisted and frightening as we remember it from the previous films, a monstrous visage. It's such a startling transition that it takes a moment for us to realize that the Makuta is frozen in space -- his face is lifeless, his fiery eyes dim. Pulling back, we see that the Makuta is encased in protodermis, plastered to the Great Barrier as last seen in LOMN. Over his still form, Roodaka presides as if pining for a lost love -- it's here her intimidating figure is revealed for the first time. Roodaka speaks to the imprisoned Makuta as if he can hear her, and as she does we learn that she is infatuated with her former master, and wants nothing more than to see him freed and restored to power -- and that she's working on a way to do just that. Her plan involves the Toa -- Roodaka requires the mask powers possessed by our six heroes to undo their previous elemental binding of the Makuta. Roodaka uses her long nails to carve a sliver of the Makuta's protodermis cocoon loose and pockets it, confident that she can make all this come to pass. That, in fact, the process has already begun...





We find Vakama, alone and in the dark, struggling against the festering infection that has transformed him. It seems to be affecting him more profoundly than the rest of the Toa, in both mental and physical ways. The throes worsen, and for a moment we get a good look at Vakama in the dim light -- he's more animal than Toa now, a wild and snarling sight! 





[NOTE: We may or may not need the above beat at script stage, or if length becomes an issue.]





At the edge of Rahaga camp, one of their number (LAHKA) has pulled guard duty for the night and is drawn to the edge of the forest. Lahka is troubled by something he hears within its impenetrable depths, the sound of a creature he can't identify -- given the Rahaga's familiarity and encyclopedic knowledge of all living things within the Bionicle universe, anything unknown is most troubling. But before he can warn the rest, some unseen thing springs from the forest and is upon the Rahaga! Lahka barely has time to scream...





The following morning, Vakama is nowhere to be found -- this is not surprising  to the other Toa-Hordika given his recent behavior and preference for being alone and so raises no red flags. The five make the short trek to Rahaga camp, only to find it in a complete and utter shambles -- the place has been ripped apart, as if by a wild animal. Worst of all, the Rahaga are gone. Or, as we soon discover, most of the Rahaga -- one of their number remains, buried beneath a pile of debris until excavated by the Toa-Hordika. It's Tahkon, who though a bit worse for wear begins to explain to the Toa-Hordika how the disappearance of the Rahaga and Vakama are connected...  





As the Rahaga continues to tell the tale, his words become narration heard over separate and disturbing action. That action: Vakama is at the massive gates of Metru Nui's Great Stadium, which in addition to holding the slumbering Matorans from LOMN now serves as the base of Visorak operations and seat of Sidorak's power. Sidorak's voice booms over the stadium's speakers, challenges the Toa's presence. Vakama answers that the word no longer applies to him, that he's become something more than Toa, something akin to Sidorak and his horde -- and has come to join their ranks. As proof of his intention, Vakama offers the vain king a tribute -- the five missing Rahaga, as captured by Vakama's own hand. The gesture pleases Sidorak -- the Rahaga's independent thinking and ways were a constant nuisance to his rule, and their destruction will be both amusing and set a profound example. The gates of the Great Stadium groan open and Sidorak invites Vakama inside. This seems the beginning of a portentous friendship...





Tahkon concludes the sad story, and offers a chilling projection to the Toa-Hordika -- Vakama has given himself to the virus that infects them all, as will each and every one of them given enough time, or the very second they let their guard against it down. The Toa-Hordika burst into immediate and urgent debate, each arguing an angle that sheds light on their individual character/view of their current state -- some defend Vakama (Nokama and Whenua) while others see how it's plausible he's done such a villainous thing, given the poison that courses through their systems and his recent failure/disillusionment (Matau and Nuju). A question emerges from the discourse, is put to the Rahaga -- what can the Toa-Hordika do to save their leader? The Rahaga provides a singular answer -- the Toa-Hordika must track down the mythical Keetongu and reverse the infection that plagues Vakama and themselves. Only that way can Vakama be saved, and with him the captured Matoran. The Toa-Hordika put aside their individual differences and come together as a group, agree to do just that. The heroes set out into the mix of shadow and steel that is Metru Nui, Tahkon serving as their guide.





[NOTE: Should we need a beat of Vakama/Sidorak bonding, and/or more exposition/detail on Roodaka's sinister plan, it will go here at script stage to break up the Toa arc a bit.]





Montage/Series of Scenes. The Toa-Hordika traverse the erratic landscape of Metru Nui. In the same way they had relied upon elemental powers as Toa, each now has a specific physical ability as a result of their contact with the Visorak that allows them to progress. We see that without these talents, the Toa could not accomplish their goal -- as a result, the Toa become comfortable (with the very notable and vocal exception of Matau) being Toa-Hordika and come to depend on these new skills. Working together and with Tahkon, it seems the Toa-Hordika are bound to succeed...





But this nightmare version of Metru Nui is a dangerous place, and will not allow its secrets to be taken easily -- it's also rife with Visorak, which suddenly emerge from the jungle/city on all sides of the Toa-Hordika. A clash ensues that manifests the Toa-Hordika's strength and primal inclinations, which again serves our heroes well. But the Visorak just keep coming, leaderless and homogenous and without anything to distinguish one from the next, and in this way begin to overwhelm the Toa-Hordika and Tahkon...





Help arrives suddenly and unexpectedly -- in the form of Keetongu! Keetongu is the undisputed king of the jungle, and the Visorak either scatter at his sight or are roundly thrashed by the towering beast. With the would-be battle over in an instant, the Toa-Hordika and Tahkon are left to ponder their unlikely savior, the myth made real before their very eyes. After a comic beat of how to go about doing this, we cut to...





The Toa-Hordika as they plead their case to Keetongu, Nokama most prominently and passionately. The reclusive creature's imposing stature belies its quiet intellect, and we (but not the Toa-Hordika) see that Keetongu is equipped with the unique ability (I'm assuming this is enough to establish the play feature) to see/decipher that the Toa-Hordika's intention, to save their leader and the Matoran they are sworn to protect, is pure. It is for this reason that Keetongu offers his considerable help. The Toa-Hordika are overjoyed -- Keetongu will turn them back into their Toa selves, and then they can fall back on their familiar teamwork/elemental powers/way of thinking to rescue Vakama!   





But Tahkon breaks his contemplative silence to point out a pivotal catch -- if Keetongu were to cure the Toa here and now, they would lose their Toa-Hordika/physical abilities, and without these skills be far less likely to triumph against the Visorak horde. That said, if they choose to remain Toa-Hordika and use the physical gifts that come with being so, they risk the infection  becoming permanent -- if this were to happen, the Toa-Hordika could never again be Toa, even with Keetongu's help. Matau, not liking the idea of being stuck with his strange new body/face, challenges the soft-spoken Rahaga -- how does Tahkon know that's what will happen? Tahkon answers, directly as always, and in doing so drops a bombshell -- he knows because he was once Toa like them, as were all the Rahaga, and was likewise poisoned by the Visorak and made Toa-Hordika. The Rahaga have aged greatly since then, and become the Hordika/Rahaga equivalent of Toa/Turaga, and it is this exact fate the Toa will inherent if the infection takes hold. The time for a decision has come...





Even in the face of such daunting stakes, each of the Toa-Hordika decides they are willing to risk themselves/being Toa to save Vakama and the Matoran. The individualist leanings brought on by their transformation evaporate, and the Toa-Hordika set out as a group to accomplish their original mission, firmly back on task.





At the Great Stadium/Visorak HQ, an all-out alarm is raised. Sidorak is chewing the scenery like a good villain should, furious at the reports coming in from his battered and returning Visorak army. Not only have the Visorak failed to destroy the Toa-Hordika, but bring news that the heroes are in league with the legendary Keetongu. Sidorak dismisses the creature -- Keetongu is nothing more than a myth, a story invented to frighten children (or the Bionicle equivalent thereof). What does concern the king is that the Toa-Hordika have turned back his forces and are by all accounts on their way to the stadium. With Vakama close by his side and eager to help, Sidorak turns his attention towards preparing for their arrival. As Sidorak and Vakama begin to form lines of defense, Roodaka can be seen in the nearby shadows, silently formulating her own plan of action...





Vakama continues battle preparations, which at this moment involves transporting the five captured Rahaga towards the center of the stadium. The Rahaga chip away at Vakama even as he continues his work relentlessly, try to rouse what remains of his old Toa self from the obedient subject of Sidorak he's become. This beat allows us to see that Vakama is not beyond saving, that a glimmer of hope remains -- his turn is born of his fear to lead, and the former Toa has found comfort in the Visorak, in being a nameless follower like so many others. Vakama silences the Rahaga, and we time cut to...





Later. All defensive fortifications have been made, any and all available Visorak armed to the teeth and ready for whatever emerges from the layer of fog that rings the stadium. It's this pregnant scene a low rumbling permeates before becoming a roar. At the moment it reaches its crescendo, the Toa-Hordika burst through the canopy of mist -- riding Keetongu! It's a strange and unwelcome sight that greets our heroes -- Vakama standing with Sidorak and Roodaka, the five captive Rahaga webbed fast to the superstructure of the stadium. There's some back-and-forth here, the Toa-Hordika trying to talk some sense into Vakama. But Sidorak doesn't allow their words the time to find purchase -- the Visorak king orders his massive army forward and the horde lights into the Toa-Hordika and Keetongu. The Great Rescue has begun...





Roodaka and Sidorak combine their efforts against Keetongu -- it's a clash of titans, a fight of epic proportions. At the foot of the struggle, the Toa-Hordika use their unique abilities to fend off the Visorak, but it's a losing battle -- there's too many of the scuttling things, the numbers the Toa-Hordika face impossible... 





Matau picks his way through the clash to confront Vakama, and upon his arrival the two begin to tussle. Matau lays things out for Vakama even as they fight -- the Toa-Hordika have risked everything to come back for him, and his being a leader requires more than his willingness or reluctance to do so, like having others that trust and believe in him enough to follow. The heart of the story comes suddenly, as Matau makes an unlikely admission -- he's one of those people, and would like nothing more than to follow Vakama once again. Vakama raises his fist -- and then rather than strike offers it to Matau, in the form of the traditional Toa greeting. Brothers once more, Vakama and Matau plot their next move together. Before revealing what that is, we cut to...





The thick of battle to find that the Toa-Hordika are not the only ones on the verge of defeat -- Keetongu has begun to wilt under the constant pressure of Sidorak and Roodaka. But as Sidorak makes to administer the coup-de-grace, Roodaka's treachery is revealed -- she strands her king, leaves him to stand alone against the more powerful beast. Sidorak is heartbroken by Roodaka's turn, so much that he doesn't resist as Keetongu summons his flagging strength and vanquishes the Visorak king.





But the action saps Keetongu as Roodaka knew it would, and with the battle's heaviest hitter spent, it seems its outcome is decided. The Toa-Hordika continue to fight valiantly, but their fate seems inevitable as Roodaka assumes control of the Visorak army and begins pressing a final offensive. This surge motivates the Toa-Hordika to make a fateful decision -- if they are to perish, they choose to do so as Toa. The heroes make a final stand around a prone Keetongu, and the creature uses its remaining strength to revert them to their familiar Toa forms -- this includes Matau, who has returned to the group tight-lipped from his encounter with Vakama. Roodaka is pleased by this turn of events -- it saves her the difficult task of harvesting/refining their mask powers from their primal forms. The Toa stand as one, tell Roodaka that if she wants their powers, she's welcome to them -- the five unload their elemental powers at the Visorak queen. But the attack is in vain -- it either requires the combination of all six elements to defeat Roodaka or she is susceptible only to fire (if it's the last, we would obviously establish Roodaka's weakness earlier). Either way, the Toa onslaught merely slows Roodaka down as she closes in on our heroes. Vakama arrives at her side, and asks his queen for the honor of vanquishing Keetongu. Unwise to his pivotal conversation with Matau, Roodaka is happy to oblige -- it seems she's found a worthy understudy...





But rather than harm the creature, Vakama asks/allows Keetongu to change him back into Toa, and takes his rightful place amongst the group. The seed planted by Matau has turned the tide of the battle -- Vakama has learned that being a leader requires to both need and be needed, exactly the dynamic that has played out over the course of the narrative and is now for him to bring closure to. Vakama fires up his elemental power, prepares to do just that...





But Roodaka is never without a backup plan -- in this case, it's the necklace she wears prominently around her neck, in which we see she's set the chunk of protodermis carved from the Makuta's makeshift prison. She explains that should Vakama make good his attack, the protodermis will disintegrate -- and with it that which binds the Makuta. Roodaka dangles the fateful decision in front of the Toa -- either Vakama stays his hand, or in defeating her sets the Makuta free...





[NOTE: We would of course establish the characteristics of protodermis or mechanism employed by Roodaka that allows this to happen earlier.]





Vakama considers the dilemma -- for all of a second. He makes use of his elemental power and dispatches Roodaka. This allows Tahkon to free his Rahaga brethren, who waste no time in cleaning up the straggling Visorak -- the horde turns tail and runs, shows no loyalty to its fallen leaders. As he watches the scene, Tahkon comments that perhaps it's that which separates leaders from those that would lead. Vakama agrees, a smile on his mask -- he's heard that somewhere before.





Post battle, the Toa, Rahaga, and as much of Keetongu as can fit in the interior of the Great Stadium find the cache of slumbering Matorans. There are thousands of Matoran-containing cannisters, and it's in this moment the destinies of six Toa are fulfilled and the Great Rescue at hand. The grandeur and weight of the moment is shattered by Matau's irreverent question -- how are they going to transport all these Matoran. Off the blank and comical expressions that question brings, we time cut to...





Later. Nuju has used his scientific alacrity (something not available to him as a Toa-Hordika) to cobble together an impressive form of transportation from the abandoned technology that abounds in the city of shadow, or from the stadium itself. As Keetongu loads up the last massive armful of Matorans, our multiple groups of heroes say their good-byes -- the Rahaga have chosen to remain behind, and will continue to live as they are rather than have Keetongu attempt to revert them to their old selves. As Tahkon explains, he always thought his goal as leader of the Rahaga was to find Keetongu's power, but now thinks it was the discovery of the creature itself. Keetongu snarls agreement -- the fantastic being has become a valued friend to the Rahaga. Tahkon laughs as he repeats Vakama's earlier words -- "I guess things change." The two leaders part ways, each the wiser and better for having known the other. 





The Toa pilot (or better yet, sail) their strange craft out of Metru Nui and towards the Great Barrier, we see that Roodaka has accomplished her goal -- the Makuta has been freed from his protodermis cell, it now an empty crater that marks the spot of his defeat and the greatest of Toa triumphs. But Vakama is quick to add a footnote to the last -- it's the location of their greatest triumph yet. Vakama is unafraid of the discovery and what it means -- he has gained a new confidence in himself and more importantly those that he leads, it so much different than the overconfidence/arrogance displayed at the beginning of the story. This confidence filters through and bolsters the rest of the group, as great leadership will, and Vakama and the rest of the Toa know that together they can stand against whatever the Makuta throws their way when next he rears his ugly head. It's in this way the Toa enter the portal to Mata Nui, and in doing so bring to a close yet another legend.





END OF DOCUMENT


