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EXECUTIVE SUMMARY OF BIBLE
Concept Logline (short summary of the campaign story):

The Toa fulfill their promise and return to the city of Metru Nui to rescue the hibernating Matoran left behind in the city’s tower coliseum.  Upon arriving, the Toa discover the island is experiencing  black-out conditions and that a great variety of rahi creatures have escaped the archives -- turning the powerless city into a untamed island of roaming wild life.  Even stranger, as the Toa move toward the coliseum, they discover vile oozing webs of an unknown origin.  They soon discover the source of the webs; fierce spider-like hunter creatures, VISORAK BEASTS, who ambush and soundly defeat the over confident heroes with launched “spinners” that inject “venom” on contact. 

The bodies of the Toa are mutated, twisted and  transformed by the visorak venom; Toa Metru forms and bestial Visorak forms are combined into something new: THE TOA-HORDIKA!  Though the heroes have gained the ability to launch “spinners”, their elemental powers have seemingly disappeared.   The Toa are at a loss how to complete their mission until they meet the small, but wise RAHAGA.  The Rahaga are the Bionicle equivalent of trapper beast-masters, and help the Toa-Hordika tame their bestial side and master their new ability with the spinners – while rediscovering their elemental powers as well.  The Toa-Hordika regroup and form a strategy – planning the construction of a “super transport”, which they will use to carry the Matoran to a new home.  They split up and set out to different parts of Metru Nui to gather the pieces for the transport – all the while, being hunted by the powerful Visorak Beasts.

In the end, The Toa return to the Coliseum in their completed transport, but find the arena has become the nest of the Visorak Beasts.  The Toa face off again the powerful patriarch and matriarch of the Visorak, the venom king SIDORAK and the poisoness queen ROODAKA (both former bodyguards of the Makuta).   The Toa’s personal growth have gained them a powerful ally in a legendary creature of unmatched power, KEETONGU, who has the ability to negate all venom powers.  As a Clash of Titans is waged in the arena, the Toa-Hordika load the hibernating Matoran into their transport to complete the Great Rescue.

NOT FOR COMMUNICATION – Long term continuity note: Amongst the action, the heroes discover Makuta’s shut down of Metru Nui is but a tiny part of a vast viral conflict, and that the BROTHERHOOD OF THE MAKUTA have been keeping this from the MATORAN (Book 6 materials). 

Environment

Though Metru Nui has lost one of its twin suns, and is experiencing black out conditions, a strange golden mist hangs above the island, creating an atmosphere like that of an ancient ruin, one of mystery and wonder.   This is nothing compared to the most obvious change:  THE WEBS.  The entire island is in the process of being criss-crossed from top to bottom with the webs. Some webs and buildings that have been in contact with webs emit a phosphorescent glow. Though the city may feel like a ghost town, but it is not deserted.  The Onu-Metru archives have spilled open and ALL the Bionicle creatures; large and small, benign and dangerous now roam the city.

Mission\Objectives

As always: Find the smart way to overcome overwhelming odds.

Inspirational cues

Jurassic Park / Mysterious Island

Tarzan / Beast Master

Aliens / Werewolves

The story of Noah’s Ark 

Tone and pace

Smart Thinking Action Heroics in a world of fantasy and legend.

STORY ARCS

ACT ONE  

METRU NUI HAS CHANGED.  Before the Toa even arrive on the island, they must face harsh surf and strong winds.  Then the island appears, lit from the rays of only one sun, shining through a golden mist to give the city the magical feel of an ancient ruin. Vakama has the strange feeling something is not right as they make their way through the canals toward the coliseum.  There are no Matoran in sight, yet there are many sounds. 

The Toa spy fierce Rahi now roaming the city.  Whenua surmises the great archives have spilled open…  And unleashed the contents on the island!   Some Rahi are benign, friendly even… but many others are extremely dangerous. 

WEBS OVER METRU NUI.  The Toa soon discover the island has been criss crossed with vile, oozing webs.  Emanating from the center of the island (the coliseum) these webs present a danger to the Toa as well as rahi, who stumble into them. 

VISORAK BEASTS.  As the Toa near the Coliseum, the Toa encounter the source of the webs, fierce spider-like creatures… VISORAK BEASTS.  There are six varieties and they seem to hunt in packs.  The Toa discover theVisorak have webbed up the island – hunting and trapping all the escaped rahi creatures for some unknown purpose.  

TOA VS. THE VISORAK.  Based on recent battles (against even Makuta himself), the Toa boldly confront the Visorak, certain they can end their dark hunt. The Visorak, however, prove to be the Toa’s match and more.  They are able to generate launch-able projectiles called “spinners.”  The Toa learn the hard way that each of the six varieties of Visorak Beast has stun spinners with different “venomous” effect - (red = burning, black = numbing, white = shocking, blue = bloating, green = acid, brown = power disruption). 

TOA TRANSFORMED. The Visorak immobilize the already poisoned Toa with webs and prepare for their final strike.  The Visorak “sting” the Toa with their pinchers causing them to transform\mutate into the bestial TOA-HORDIKA.  Their noble masks take on beastly features, even their tools mutate in form.    The Toa are no more!  The King of the Visorak Beasts, SIDORAK, is certain the Toa will be of no more threat to his goal.

TOA-HORDIKA. The six heroes awaken trapped in the webs high above the city, stunned to discover they’ve taken on characteristics of the Visorak Beasts – both positive and negative.  They are the Toa-Hordika!   Besides the obvious physical changes, they discover they have a new power -- they’ve gained the Visorak’s ability to launch “spinners.”  However, the Toa-Hordika’s spinners seem to possess no powers at all, being merely launch-able projectiles.  The Toa-Hordika are able to escape the webs, but discover they have lost far more than their noble masks, they’ve also lost their elemental powers.  Some among the Toa lose hope – they are so heavily outnumbered by the Visorak Beasts, they wonder how they can complete their rescue of the Matoran.  Vakama rallies his brother and sister Toa, for the sake of the Great Spirit, they must not fail. 

ACT TWO

ENTER THE RAHAGA.   No sooner have the Toa-Hordika escaped their bonds when they encounter six small strange creatures – THE RAHAGA – KUULS, PUKS, GAAKI, LAHKA, TAHKON and NUUKOR.  Somewhat like Turaga, these wise creatures have a natural ability with rahi as beast-master/trappers.  They also possess the ability to launch spinners and offer to teach the Toa-Hordika how to master their own spinner abilities.   Vakama is hesitant to allow others to help them in their mission, but Nokama helps him see they have no alternative.

THE VISORAK HUNT.  Meanwhile, the Visorak discover the Toa-Hordika have escaped their webs.  Sidorak mobilizes the Visorak Beasts into hunting parties and begin a systematic hunt of the Toa-Hordika across the island.  

TOA HORDIKA IN TRAINING.   Meanwhile, the Toa-Hordika make great strides with the help of the Rahaga.  The rahaga demonstrate the special qualities of their “trapping”  spinners, which inspire the Toa to learn. The Toa soon become very accurate with their spinners and hints of elemental power are being manifested through them as well!  Beyond the physical skills, the Toa-Hordika realize new internal growth: 

· Matau’s natural skills as a  Rahi tamer as brought to light by Rahaga Puks. 

· Onewa comes to take himself less seriously and learn how to play as the Rahi do with Rahaga Lahka’s help. 

· Whenua learns to trust his instincts (putting aside history), as he watches the Rahi through the eyes of Rahaga Nuukor.  

· Nuju has learned to let go of his analytical side and embrace nature.  He takes on the task of learning the “clicks and whistles” language of the Rahi Flyers with instruction from Rahaga Kuuls.  

· Nokama the teacher finally learns to listen as a student.  By listening to the Rahi, she discovers much about herself and her limitless possibilities.

· Vakama realizes he was wrong to resist help, and must learn to trust the other Toa with responsibilities to be a great leader.  He is certain Rahaga Tahkon was sent by the Great Spirit to help.

THE GREAT TRANSPORT.  Their confidence swelling, the Toa-Hordika renew their commitment to their mission to rescue the sleeping Matoran.  Vakama and Nokama get the idea to construct a great transport – “the likes none on Metru Nui has ever seen!” with which to carry all the Matoran to safety.    Matau and Onewa create a list of parts needed for the vehicle. Nuju and Whenua figure out the best places to find the parts… And the Toa split into pairs to begin a quest for the parts.  

QUEST OF THE RAHAGA.  Meanwhile, the Rahaga set off to complete their own quest.  They originally came to Metru Nui seeking a legendary “bigfoot-like” rahi – KEETONGU.  The Toa have heard legends, but none has ever seen the creature.  The Toa-Hordika get the sense that the Rahaga are more than they appear… but don’t pry too much into their past – these wise rahi trappers have earned their trust.  

FINDING POWER. VAKAMA and MATAU journey into Le-Metru to retrieve an engine\propulsion device for the great trasnport. They find the device sunk in a protodermis mire guarded by the green Visorak Beasts called Keelerak.  The Toa-Hordika work together and master their “spinner” abilities which manifest the full power of elemental qualities.  Toa Vakama Hordika develops his ability to create “FIRE SPINNERS” – capable of emanating light and “super heating” a target on impact.  Toa Matau Hordika is able to create “WIND SPINNERS” which pull a horizontal tornado of air into the target they hit.  Together, the two Toa-Hordika defeat the Keelerak hunting party .  Using lessons learned from Rahaga Puks, Matau practices his natural ability to tame a large wild Rahi beast, that helps transport the engine, 

THE EYE OF DESTINY. NOKAMA and NUJU climb the towers of Ko-Metru. They need to retrieve a navigation “optics” system that will help them find their way across the misty sea of Protodermis to the new world.  During the quest, the two heroes  master their “spinner” abilities – Nokama learns to create “WATER SPINNERS” which manifest spheres of water around the target they strike.  Nuju develops “FROST SPINNERS”  capable of freezing any target they strike.   Along the way, Nuju practices the clicks and whistles language of the flying rahi learned from Rahaga Kuuls.  This proves instrumental in the defeat a hunting party of white Visorak Beasts (SUUKORAK) when Flyer-Rahi warn the Toa-Hordika of their approach.  

LIGHT STONES.  ONEWA and WHENUA delve into the depths of the Great Archive to retrieve glowing lighter than air stones called “gravity stones.”  These stones will help keep the loaded down transport above the waves.  Whenua learns to trust his instincts and follow the burrowing Rahi to the source of the stones.  Along the way, Onewa and Whenua master their abilities with the “spinners.” Onewa launches his “STONE SPINNERS” that make the target struck by the spinner take on the qualities of stone – weight and immobilility. Whenua is albe to launch “EARTH SPINNERS” which attract Earth from the ground to the target struck by the spinner, encasing it in a prison of earth. Both are used to defeat a cadre of the black Visorak Beasts:  Oonorak.

Whenua discovers he has picked up a natural talent for mining as he uses this ability to ferret out the gravity stones.  Onewa on the other hand likes kicking the gravity stones around so much he realizes he’s got the making of a great game.  But what to name it?

ONE LAST PIECE.  The Toa-Hordika reconvene in Le-Metru with their parts – they succeeded – except for one thing – they don’t have the transport’s hull to attach the rest of their parts too.  They still have to get the largest piece:  The transport’s hull.  This is the largest piece and Vakama breaks the bad news, it will be the most difficult to recover – they must into a large nest of the Visorak Beasts in Ta-Metru. 

SIDORAK PREPARES AN AMBUSH.  Sidorak is contacted by his counterpart -- the queen poisoness, ROODAKA, who dwells in depths of the Coliseum.  She has seen in cryptic messages from the entombed Makuta what the Toa hope to accomplish in Ta-Metru and insists the Toa-Hordika must not complete their quest.  (She also knows that with their combined elemental power she can free her master, but she does not share this with her King.)  Sidorak commands six Visorak Beasts to merge themselves (into 2 combo models) and become more powerful. They are ordered to lead a large Visorak force himself to Ta-Metru and stop the Toa.  Sidorak promises himself and Roodaka he will have victory over the Toa-Hordika, she is not so certain.    

COMBINED IN TA-METRU.  The Toa-Hordika journey into Ta-Metru to complete their quest, but encounter the Visorak-combo-beasts and are hard pressed to defend themselves.   Adapting and using their own Visorak ability, the Toa-Hordika merge as well.  The using the clues from the Rahaga earlier merge themselves as well!   The Toa-Hordika combined prove to be far more powerful than Combo-Visorak and their hoards.  Driving off the Visorak, the Toa-Hordika begin construction of the transport.

CLUES TO KEETONGU. In the molten protodermis, Matau discovers an ancient tablet that gives hints to the whereabouts of Keetongu.  He means to find the Rahaga and pass along the information  – it’s the least he can do to repay the Rahaga for their training.   But the Rahaga have disappeared again?
VISORAK KING SUMMON ROODAKA.  Sidorak leads his Visorak Beasts back to the Coliseum, beaten.  Roodaka is displeased with his failure, realizing the Toa-Hordika have become too powerful for he and his minions alone to stop.  They will need powerful assistance.  They will need her!   Roodaka is coming!
(This section may be modified to suit the combination models – still awaiting design. Also it weakens the power of Sidorak so he is deleted from this action to pump up last action sequences. 
ACT THREE

CONSTRUCTION BEGINS. As two of the Toa Hordika (Onewa and Whenua) work to complete construct on the Great Transport, the other three  (Vakama, Nokama and Nuju) stealthily make their way into the Coliseum to scout it out.  Meanwhile, Matau is off trying to find the Rahaga to inform them of his findings about Keetongu.  

THE MAKUTA SUVA.  Inside the coliseum,  the Toa-Hordika discover Makuta’s lair.   Carvings that reveal the true purpose of the Visorak – to turn Matoran or Toa (or any creature) that opposed Makuta’s will into “mindless rahi.”  Makuta hadn’t counted on the nobility and honor of the Toa – they turned their bestial mutation into a great strength.  

NOT FOR COMMUNICATION: Carvings also indicate that a huge viral war is being waged in the kingdom – and the Makuta Brotherhood has hidden it from the Matoran.   

RAHAGA CAPTURED.   Vakama, Nuju, and Nokama’s investigation of the suva is interrupted when they discover the Visorak beasts have captured the six Rahaga -- and trapped them in the webs of the Visorak – in the arena in the Coliseum.  They were ambushed and brought to the Coliseum to lure the Toa Hordika into danger.  The three Toa-Hordika try to save them, but they face a new threat: VISORAK one of the original bodyguards of Makuta!
ENTER THE ROODAKA. Then Roodaka  (the other of the original bodyguards of Makuta) enters the coliseum – calm and collected, her presence is almost as powerful as Makuta himself.  Roodaka launches “spinners” with devastating venom – it instantly injects venom that causes its target to wither and dissolve.  The Toa-Hordika are able to dodge for a short time, but not even they can withstand her fierce power combined with Sidorak and his horde of Visorak Beasts.

GREAT TRANSPORT TO THE RESCUE.   Just when Vakama, Nokama and Nuju (and the Rahaga) seem are about to be overwhelmed, the great Transport appears above the Coliseum.  It is revealed not a boat, but a giant floating airship – the Bionicle equivalent of a Zeppelin.  Onewa and Whenua join their fellow heroes and turn the tide… Though the Toa Hordika are outnumbered, their mastery of the spinners and the skills they’ve learned overcomes the superior numbers of the Visorak.  The Rahaga are impressed – the Toa-Hordika have even surpassed them in spinner skills.   But Roodaka is too powerful… launching a barrage of spinners to send the Toa-Hordika in retreat.  That’s when Matau arrives with reinforcements…  KEETONGU!

KEETONGU REVEALED. The creature of legend is revealed at last.  The Rahaga’s long search has ended!  Even Roodaka sense the might of Keetongu, who’s armor is almost unpenetrable, and who has the power to absorb the venom of any spinner, by cathching it in his spinning shield and channelling it into his own spinners and return launch them at his foes.   

CLASH OF TITANS.  In a fantastic spinner duel – Keetongu and the Roodaka clash.   The Toa-Hordika free the Rahaga, who activate the floor of the coliseum arena to keep Sidorak and the Visorak Beasts occupied. This gives the Toa-Hordika the chance to complete their mission and load the Matoran onto the Great Transport

THE GREAT RESCUE.  What the Toa had hoped would be easy is extremely difficult, for the Visorak Beasts have coated the escape ramp leading to the hibernators with their gooey webs.  The Toa-Hordika use their new-found skills with the spinners to complete the task.  Eventually, Keetongu and the Rahaga are successful and defeat Roodaka, Sidorak and this Visorak beast minions, driving them into the protodermis sea.  However, the conflict has taken its toll on the Coliseum – it is on the verge of collapse – and the Toa have failed to get all the Matoran out… many still remain in slumber.   

TOA ONCE MORE.  The Toa-Hordika are discouraged, feeling they’ve failed the Great Spirit.  That’s when Matau communicates with Keetongu, who reveals a secret power of his deflector shield – an all purpose anti-venom.  Upon contact with the Toa-Hordika, they are instantly cured of their Visorak poisoning and mutation.  One by one, the Toa Hordika are returned to their Toa Metru form -- their full elemental powers are restored!   Except for Nokama… she doesn’t want to go back. 

NOKAMA’S SACRIFICE\RAHAGA REVEALED. Nokama has grown to love being a Hordika.  She would consider staying in the form forever.  The Rahaga reveal their true identity – they too were once Toa –  cursed by Roodaka’s venom before they originally defeated her.  Could Keetongu reverse their transformations?  That is why they sought him for so long.  And perhaps he could… but the Rahaga have also come to love the bonds with the Rahi.  They understand Nokama’s desire, but the Great Spirit needs her.  The Toa can not save the coliseum without her elemental powers and whats more if she remains Hordika she will never be a great Turaga. Nokama realizes they are right; her place is with the Toa Metru.  So like the others, she is restored. 

PRESERVING THE GREAT SPIRIT.  The Toa act quickly, combining their elemental powers to brace\seal up the coliseum so that it will be safe from Makuta and anything else – until the Great Spirit is ready for the Matoran inside to be freed and awoken.  So powerful is the shield they’ve created, no darkness will be able to breach it.   Only one power will be able to get through – the power of Light.   As the Toa Metru prepare to depart, the Rahaga and Keetongu vow to watch over Metru Nui in their absence.  The Toa Metru are certain these noble creatures will preserve their city home.  

THE JOURNEY TO MATA NUI.   The Toa Metru pilot their ariship across the sea of Protodermis – picking up the matoran they originally left Metru Nui with at the Great Barrier.  They pilot the ship toward the great cavern.  Vakama pauses and stretches a hand out toward the sea.  The Mask of Time is recovered!   As the Toa head into the cave, they notice the spot where Makuta was left imprisoned in the side of the cliff (at the end of Bionicle: Legends of Metru Nui).  Makuta has escaped!  The heroes are not afraid – they realize where there is light, there will always be shadow.  And they vow to be there to stop it!  Inside the cavern they discover a geyser of mystical energy. Vakama is certain the Great Spirit has provided a path for them to their new world.  As the transport is engulfed in the energy stream, time passes.   The Toa Metru find themselves on the beach of Matau Nui (picking up where we see them at the very end of the film Bionicle: Legends of Metru Nui).   The end of Book 4, act 2.

ENVIRONMENT

CITY OF RAHI

The Metru Nui of Book 3, Act 2 shares visual similarities with an ancient city, overgrown and seemingly abandoned for centuries.  Toppled bridges, overgrown structures, flooded rivers, etc… Metru Nui has also lost one of its great suns, so an ever present mist hovers over the city, lit with the soft golden rays of one sun, casting all in warm ambient hues.   Besides the power-out conditions, the Great Archives have spilled open, unleashing every Bionicle rahi ever dreamt, designed, or built (by designers and fans alike) have all been unleashed to roam it!  Creatures great and small, fierce and friendly alike (many first introduced in Book 4 will be present) now roam the island city making it into one savage land, best suited for those familiar with the ways of the Rahi beasts.

CITY OF WEBS

Emanating from the center of the island city – the Coliseum – is an ever thickening  blanket of webs.  From the highest towers of Ko-Metru to the depths of Onu-Metru… the webs are everywhere and growing denser with each passing day, providing a constant source of adventure and danger – for who knows what lurks amidst their misty tangles – captured matoran, rahi or even the shadowy web spinners themselves, Visorak Beasts.  The Time of Shadows has brought not only fog and creatures, it is as though Metru Nui has reverted to an ancient primordial world dominated by the web spinners!

TA-METRU

The molten protodermis system that once fed the foundries of Ta-Metru has gone berserk. As there are no longer farmers or factories putting the molten liquid to use, there is way too much for the conveyer system to handle.  The result is the entire region has become a hotbed of continual GEYSERS and flashfloods of excess molten protodermis.  Some of these geysers erupt regularly, others irregularly and with incredible power.  The former suva is now the largest geyser that spews towers of molten protodermis twenty stories high.  Other geysers range from a several meters to little more than bubbling pools.  Ta-Metru could be likened to a giant minefield – with spewing molten geysers all over underfoot.     

The red Visorak Beasts called VOHTARAK dominate Ta-Metru in large numbers. Lines of Vohtarak cane be coming and going to the region for some unknown purpose. 

NOT FOR COMMUNICATION:   It will be revealed late in the story that the Vohtarak are transporting molten protodermis to the Coliseum for the Visorak nest.  They are extremely territorial about the region of Ta-Metru as it provides essential supplies for their population growth. 

KO-METRU

The towers no longer form a uniform skyline, but a jagged, uneven appearance – shrouded with shimmering white webs.  A perpetual icy mist hovers amongst the now jagged towers, shrouding the  danger from those who enter the area.  Among the towers, the white Visorak Beasts called SUUKORAK hunt their prey.  Their webs are strategy positioned to block all natural passageways, creating a maze of high altitude ledges that lead into traps – where many Suukorak lurk, awaiting their unfortunate prey.

Some RAHI BIRDS have made their homes among the webs, adapting to the webs, these tough creatures have proven extremely resilent in all regions.

GA-METRU

Once open gardens and gentle ponds of Ga-Metru have changed.  The pools appear as calm as they always have… with one exception – they are filled with web traps.  The unwary entering the water will find himself in a tangle of webs – often lying just below the water’s surface.  And where there are webs, the blue Visorak beasts called BOGGARAK won’t be far away, awaiting their prey.

The shark-like TAKEA fish have taken up residence beneath the waves and are a constant nuisance to the BOGGARAK .  The fish previously lived in aquariums in the deep archive, but escaped into the falls river system and are deft at avoiding the webs. 

LE-METRU

Now that the great transport hub has become silent and motionless, the region resembles a great chaotic scrap yard – only now it is draped with webbing of the green Visorak Beasts called: KEELERAK.  The protodermis canals have semi-hardened, creating quicksand like traps.  Many cables damaged from the disaster still possess a little bit of power – so they’ll unexpectedly whip and squirm with dangerous sparking power.  Le-Metru has turned into a mechanized version of a swamp jungle – complete with predators of all shapes and sizes.  

Of all the regions of Metru Nui, the majority of the Rahi that escaped the archive has ended up here, because the variety of places to find shelter for homes.  Many creatures have created nests among the cables and transport tubes of the region. ASH BEARS, KUNA (bog snakes), GOKU KAHU (vultures), NUI-RAMA (giant dragon fly), FIKOU (spiders), along with the MUAKA and KANE RA as well.     As well as plenty of KEELERAK who patrol the area, hunting creatures.

PO-METRU

Formerly well-landscaped with monolithic sculptures and constructions of all shapes and sizes showcasing the assembling skills of Po-Matorans, the plains have become fraught with danger – the webs of the Visorak Beasts called ROPORAK are found even here.   The Roporak move across the plains in large groups, webbing up anything that sticks out of the ground to diminish hiding places of any  creatures.

The plains have become the realm of the NUI-JAGA, large powerful scorpions that were caged in the archive and have broken free to hide beneath the plains.  More importantly, the legendary creature…  KEETONGU is rumored to have a lair of hibernation hidden amidst the towering monolithic statues. 

ONU-METRU

Formerly Onu-Metru was composed highly organized maze of well labeled tunnels, with the archived Bionicle world stacked on bother sides of the tunnel.   The tremblors in the city above were magnified below -- spilling the contents of the archives (vehicles, machines, sculpture, etc…) out into the passageway, cluttering it up with barricades of avalanched artifacts.  The labels have been lost or buried, so one unfamilar with onu-metru could easily become lost and never find their way out.  

Besides the spooky “chaotic library” feel, many of the Rahi that escaped the archives continue to make these cluttered tunnels their home.  Now they have plenty of place to hide.   There are LOHRAK,  SAND TRAWLER, KOFO JAGA (small scorpions), WILD USSAL CRABS.   Every creature that defies the light can be found lurking down here.  It has become quite the spooky place.  The vision taking Oohnorak also dwell in the tunnels, webbing up any passages that would rahi to escape them.

METRU NUI - SPECIALIZED LOCATIONS

VAHKI HIVES

Their mission completed, the Vahki no longer patrol the island, instead having retreated into their hives and hunkered down…  making each hive into fortress strongholds against the roaming rahi or anything else.  Many of the Vahki hives have been webbed up by the Visorak Beasts, to assure the Vahki will not disrupt their goal.  Occasionally, a lone Vahki will get trapped in webbing and if unable to escape will be collected just by the Visorak just as any other Rahi beast.

METRU NUI’S  COLISEUM

The stadium’s arena has become the nest of the Visorak Beasts.  Here is where Sidorak – the patriarch of the Visorak can be found.   Sidorak oversees the different varieties of Visorak Beasts and commands them as his army.  

Hanging from the arena walls, are slimy bulbous cocoons, suspended by strands of gooey gunk.   The cocoons throb and pulse with light. The Visorak swarm the arena, attending to the cocoons, having changed the coliseum to resemble a weird hive-like nursery as they continue to swell their numbers.

THE MAKUTA SUVA

Hidden beyond shadowy pillars in Makuta’s lair (in the Coliseum) is another chamber.   Tall creepy statues surround a domed suva in the center of this room.  The suva pulses with shadowy power and emanates spooky Makuta whispers.   This is the suva of the Makuta Brotherhood.   This suva is where Roodaka, Queen of the Visorak, stays in contact from the Makuta… who trapped – sealed in the wall of the great barrier by the Toa.  

The Makuta Suva also possesses a strange “Wall of Secrets”, which have been written in the code of legends (that Nuju is learning to translate). Like a bold memoir, it reveals everything that Makuta has accomplished in Metru Nui, and also speaks vaguely of a Great Viral War raging through out the universe, and how the Matoran have been kept in ignorance. 

NOT FOR COMMUNICATION:  The Wall of Secrets provides hints that foreshadow events in Book 6 – about the Makuta Brotherhood’s work being a great success in the seven great cities.  It hints at the glory of the eighth great city – the City of the Makuta Brotherhood. 

SPECIAL VEHICLE: THE GREAT SKY TRANSPORT

The Bionicle version of a massive zeppelin.   The transport will be constructed in a large enough scale to carry all the matoran hibernator tubes stored in the coliseum.  The transport will be designed as a sort of airborne Noah’s ark.  For all intent and purposes, it becomes an lighter than air super freighter.

· GRAVITY STONES - Lighter than air glowing gems that create an  anti-gravity effect, giving the entire transport the ability to cargo a huge load and remain airborne.   

· HULL.  Many girders and beams from Ta-Metru are locked together to form its skeletal structure and give the transport its long “cigar” shape.   

· POWER.  Bionicle mass of gears and glowing parts that generate a spinning drive-train.  The engine\propeller assembly will be positioned in the rear of the zeppelin.

· DESTINY SEEKER. The Bionicle equivement of a GPS with a telescope sight  to be used for night\bad weather navigation to help the Toa find their way to the new world. 

MATA NUI USAGE 

After the journey is over, and the Toa have arrived on Mata Nui (and been unloaded), the Great Transport will be dismantled.  All of its parts will be put to new and interesting uses on the primitive paradise of Mata Nui.

GRAVITY GEMS: The gems are shattered into very small pieces, which are encased in a hard stone exterior.  The resulting spheres will be lighter than stone, but possessing “ball-like” qualities.   These balls will be used for the sport of “Kohli.”

HULL:  The nose cone of the Great Transport will end up as the suva for the Great Temple.  Beams and girders will be used to construct supports for the mines in Onu-Koro.

THE ENGINE:  The cogs\gears\machinery from this propulsion device will be broken down and put to great use in two places:  to power the mechanical rising gate system of Ta-Koro and the mine elevators and lava irrigation systems of Onu-Koro.

NAVIGATION SYSTEM:  Will eventually end up as the telescope for the study of astronomical data on the cliffs of Ta-Wahi, near Ta-Wahi to Ga-koro ferry service.

“SPINNERS”

Every major character in this chapter of Bionicle (Book 4, act 2) has the ability to launch flying projectiles called “spinners.”  Each character group will be able to use their spinners in a variety of methods and with different effects, such as venom and elemental powers.  Below is a condensed description of the spinners special qualities for each:  

TOA-HORDIKA SPINNERS

Every Toa-Hordika has a circular “spinner” launcher tool attached to his upper back. Toa-Hordika can instantly generate and launch a spinner at his foes.  Early in the story, the spinners contain no special properties other than the natural projectile ability.  As the story progresses, the Toa-Hordika will learn to channel\express their “lost” elemental powers through the spinners – giving them the effects of the elements themselves in a fresh exciting new way.

VISORAK BEAST SPINNERS

Every Visorak Beast has a “spinner” launcher tool attached to its back.  Visorak Beasts can also instantly generate and launch a spinner at their prey.  All Visorak Beasts launch spinners with a venom effect.  The venom is instantly passed to the target on the spinner’s impact with it.  The Spinner venoms are as follows:  burning, acid, numbing, float & bloat, shocking (electrical), energy disruption (weakening). (see  cover note re names of powers and s&p regs.  

RAHAGA SPINNERS

Every Rahaga has a “spinner” launcher tool attached to its back.  Rahaga can also instantly generate and launch a spinner at their prey.  Each of the six Rahaga launch spinners with a different “trapping” effect for the sole purpose of trapping rahi for their well being.  The trapping effects are: Boomerang, fishing float, bolos\lasso, net, snare, and a silent –calming effect. 

ROODAKA SPINNERS

Roodaka has a “spinner” launcher tool attached to her chest.  Her spinners contain the most powerful venom, capable of immediate, irreversible mutations and transformations.  

SIDORAK SPINNERS

Sidorak has a “spinner” launcher tool attached to its chest. These spinners have the effect of granting mental control\obedience over any creature they strike.

KEETONGU SPINNERS

Keetongu has a “spinner” launcher tool hidden under his chest plate.   These spinners can be charged with the previous attack of a foe and reflected back at them.  They can also be charged up with an the reverse effect of a venom attack to create an amazing healing effect in the form of a cure all anti-venom spinner. 
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	Name
	Codes needed from Virtual
	Color
	Props. needed from GSC

	Toa Hordika
	15 mio
	Silver
	30 mio

	Visorak
	15 mio
	Silver
	30 mio

	Rahaga (HTO)
	7 mio
	Brown,DustyRed,White,Black,Grey,Silver,Gold
	7 mio

	Keetongu
	0.6 mio
	Red
	0.6 mio

	Roodaga
	0.6 mio
	Silver + Glow in the dark
	0.6 mio

	HP3
	0.6 mio
	Silver + Glow in the dark
	0.6 mio

	Supplementary Item
	2 mio
	Silver, co-injected 12 colors (visorak colors)
	6 mio

	Total
	40.8 mio
	
	74.8 mio


TOA HORDIKA CHARACTER STORY

(pn: Toe-Ah  Hoard-ee-ka)
The story arcs will reflect the usual obstacle overcoming \ personal growth \ and teamwork themes.   The middle act will focus on the Toa’s ability to achieve difficult missions using teamwork as they deal with the adversity of being in their new Toa-Hordika forms, as they work to recover their elemental powers.  

Secondly, the adventure of this campaign will ready the Toa for their eventual roles as Turaga on Mata Nui by providing experience with the natural world. Previously, the Toa Metru dwelt in a city, in this changed environment they’re being forced to commune with nature, walk a mile in the shoes of rahi beasts, so to speak.   They will learn lessons about themselves and come to appreciate the Rahi more than they could have imagined – through the guidance of the beast master Rahaga.

INTERNAL GROWTH (demonstrated through PHYSICAL SKILLS): 

The Toa’s internal growth, will be demonstrated through the following:  

· VAKAMA – develops the ability to channel Elemental power into “Fire Spinners.” 

· Rahaga\Rahi lesson: Vakama will learn to trust others than himself, even those who initially may seem below him – such as the rahi\rahaga, but who are revealed to be above him in many ways.  Destiny.

· NOKAMA – develops the ability to channel Elemental power into “Water Spinners.” 

· Rahaga\Rahi lesson:  Instead of always trying to be the teacher, Nokama will learn how to listen and be taught herself by the Rahaga.  As the most intuitive Toa, Nokama will quickly adapt to her new Hordika form.  She even considers staying a Hordika for a time.  In the end though, she re-discovers her duty to the Great Spirit.  Duty.  

· MATAU – develops the ability to channel Elemental power into “Wind Spinners.” 

· Rahaga\Rahi lesson:  Establishing trust with the Rahi that proves to have implications he could not have imagined – awakening\befriending Keetongu.  Unity.

· WHENUA – develops the ability to channel Elemental power into “Earth Spinners.” 

· Rahaga\Rahi lesson:  Whenua learns to trust in the ways of the Rahi, for though they may seem simple, their instincts teach him to trust his own instincts.  Duty.

· ONEWA – develops the ability to channel Elemental power into “Stone Spinners.”

· Rahaga\Rahi lesson:  Realize how much the Rahi add to the world, the splendor and beauty of the rahi as a source of inspiration -- Kohli.  Unity.

· NUJU – develops the ability to channel Elemental power into “Frost Spinners.”

· Rahaga\Rahi lesson:  Realizing how special and enriching it is to communicate with Rahi, who have their own unique point of view to share and learn from.   Destiny.

TOA VAKAMA HORDIKA

Colors: Red

Toa of Fire

(vack-arm-ah)

TOOL:

BLAZER CLAWS

SPINNER LAUNCHER

Topline:  Leader who must learn to trust others to become a ‘great’ leader.

Vakama has embraced his role as leader of the Toa.  Becoming the capable leader, he has the one weakness that many new leaders have:  He tries to do everything himself.  During the course of this story, Vakama takes a bold leap forward as he learns to trust others can help him achieve great things. He will learn to trust his fellow Toa with heavy responsibilities… and open himself to the Rahaga’s teachings, which can make him eve more powerful.    Destiny lesson.

TOOLS: BLAZER CLAWS

Early in the story, Vakama will not know what to do such clumsy looking appendages on the end of his arms.  Later, he will be able to use his blazer claws to generate small, but powerful flames between the claws, which he can use for light and to charge up his spinners.

 VAKAMA’S SPINNER POWERS:  FIRE SPINNERS
Vakama will learn how to focus his will and manifest his Elemental Fire powers into his spinners at the moment of launch.  The Spinners will become so hot they will glow red (acting as sources of light and heat).  They also will immediately pass on whatever they strike with the heat energy… causing the target to grow very hot after impact.  For example, Vakama could launche a fire spinner, strike a stone beneath a Visorak Beast with it, causing the stone to melt the out from under the foe. 

WEAKNESS

The power of the “acid” vemon is particularly powerful against Vakama.
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TOA NOKAMA HORDIKA

Colors: Blue

Toa of Water

(Knock-arm-ah)

TOOLS:  

FIN BARBS

SPINNER LAUNCHER

Logline:  The teacher becomes the student.

Once the instructor in Ga-Metru, Nokama at first resists the idea of being taught by others but will eventually realize the wonders she can learn if she but listens to those around her – for often wisdom appears where you least  expect it.  Through the Rahaga, Nokama will  make great strides in understanding herself and all that she can be.

As the most intuitive of the group, Nokama will discover a new life as Hordika, communing with the seemingly simple existences of the Rahi and the Rahaga.  Through out the course of the adventure, Nokama will come to enjoy the experience so much, she’ll consider remaining in her form as Toa-Hordika.  Only at the end, will she re-discover her commitment to the Great spirit and choose to once more become a Toa Metru once more.   Duty lesson.

TOOLS: FIN BARBS

Early in the story, the fin barbs are can be used for aid in climbing or underwater digging.  However, after the Rahaga’s training, Nokama will use her fin barbs to charge up her spinners with her water elemental powers.  

NOKAMA’S SPINNER POWERS: WATER SPINNERS
Nokama’s spinners will be capable of generating a “sphere of water” around the target they strike.  Nokama can use this for two tactics:

WATER TRAP -  The water can surround a foe in an inescapable sphere.  The foe can flail and try to escape, but will remain trapped in water so long as Nokama concentrates, keeping it in its sphere cell form with her elemental power.

VENOM RINSE  - The water sphere can envelope an ally recently struck with a venom spinner and cleanse the venom from them.  This has to happen relatively soon after the spinner has struck, or else the venom will have been absorbed by the ally. 

WEAKNESS

Nokama has a particular weakness to the “shocking” venom, which can be used to shock her by distance via her “water sphere.”
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TOA MATAU HORDIKA

Colors: Green 

Toa of Air

(Mat-ow(l))

TOOLS:

FANG BLADES

SPINNER LAUNCHER

Logline:  The vain hero deals with his outward change to ugly beast.

A bit immature, Matau has hoped for the chance to use his Toa status – but the to Toa-Hordika dashed those dreams.   Once vain and always out to show off himself and his abilities, now he’s lost his good looks and is in the form of a half rahi monster.  He’s almost glad there are no matoran around to see him like this.

Through the course of the story, Matau will learn from the Rahaga that one can not be judged by their exterior.  Looks matter little to the Rahi,  who connect with each other on a deeper level.  Matau will realize he has natural talent to tame and bond with rahi beasts – proving the Rahaga’s point.   This proves a valuable discovery and growth for Matau,  who will save the day when he summons Keetongu at the end of the story.

TOOLS: FANG BLADES

Early in the story, Matau will think his tools are merely for cutting, but he’ll discover later that he can funnel his elemental through them into spinners and charge them up.

MATAU’S SPINNER POWERS:   WIND  SPINNER
Matau’s spinners generate a horizontal vortex of air that follows directly behind the spinner.  When the spinner strikes its target, the vortex is right behind it and envelops the same target, hurling it around a mini-tornado.

WEAKNESS

Matau will discover he has a particular weakness to the “shocking” venom.
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TOA NUJU HORDIKA

Colors: White

Toa of Ice

(Noo-Joo)

TOOLS:

HORDIKA TEETH 

SPINNER LAUNCHER

Logline:  The specialist learns to take a world view.  Scientist/astronomer/mathematician becomes a naturalist.

Through the course of the adventure, Nuju will put aside his always analytical tirades of what’s to come and simply “quiet down” and embrace the wonders of the natural world.  He will realize how much more rich life can be by bonding with the Rahi – who are simple in comparison to him.  

Before the raw power of nature, Nuju’s vocabulary will shrink and he will come to just be a part of it, connecting with it on a level beyond normal language.  Soon,  Nuju will want to connect with his favorite Rahi, the ones that see all from above – the Flying Rahi.  Nuju will be compelled to learn the language of the flyers from the Rahaga Kuuls (something which he will eventually teach Matau). 

TOOLS: HORDIKA TEETH 
(Gen note on Toa tools)
Nuju thinks his mutated tools are little more than crude, oversized teeth, but over the course of the adventure, he’ll learn to use them to communicate with birds.  He’ll rub them together, creating a high pitched warble, capable of summoning birds from extreme distances. 

NUJU’S SPINNER POWER: FROST SPINNER
Nuju will discover the ability to launch spinners that can freeze anything on impact. 

WEAKNESS

Nuju has a particular weakness to the Energy drain venom.
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TOA WHENUA HORDIKA

Colors: Grey

Toa of Earth

(When-oo-ar)

TOOLS:

THUMPERS

SPINNER LAUNCHER

Logline:  Learns to think for himself and trust instincts over protocol.

Whenua has realized his obsession with yesterday is not going to help him in the present.  

He will still be able to name every creature that’s gotten loose from the archives and particularly grim aspects: how many teeth, length of claws, what the breath smells like, etc… But only by walking in the shoes of a beast, will he learn to rely more on instinct.  This instinct will guide in the depths of the earth to choose the right path for success – in finding the gravity stones for the Great Transport.

TOOLS: THUMPERS

These jackhammer-like tools may seem like just simple hole diggers (and small ones at that), but soon Whenua will discover that he can use them like probes to sense movement deep in the earth.  He will also be able to send out rhythmic “thumping” that can summon certain subterranean rahi.  Later, the Rahaga will teach him to focus his elemental powers through them and into his spinners, charging them up.

WHENUA’S SPINNER  POWERS: EARTH SPINNERS
Whenua will discover how to makes his spinners into “dirt magnets.”   When his spinner strikes a foe, earth will immediately rise from the ground to bury the spinner and the target it struck.

WEAKNESS

Whenua has a particular weakness to the numbing venom.
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TOA ONEWA HORDIKA

Brown Mask

Toa of Stone

(On-eh-wah)

TOOLS:

CLAW CLUBS

SPINNER LAUNCHER

Logline:  A self important Toa will learn to take himself less seriously.

After defeating Makuta, Onewa is completely empowered.  Maybe a little too much, as the success has gone to his head.  He aknowledges he’s one of the SIX toa, but he feels he must be up there at the top after Vakama in importance.  His transformation makes him realize he’s not so important after all.  Through the lessons of Rahaga Lahka, Onewa will learn regardless of how big and tough one thinks he is… there’s always someone bigger and tougher.  So instead of putting on false airs of what he thinks he deserves… Onewa learns to come down to earth – to be genuine.  Himself.  The Rahi are always themselves, never pretending to be something they are not and they do pretty well.  

Onewa will learn to laugh at himself… and in doing so, learn to play.  By watching the Rahi and the good natured Rahaga, he’ll learn that all life can be play – depending on how to look at it – even work!  The Rahi’s sense of play will inspire Onewa with the idea for a game of kicking and hitting a stone around.  Onewa writes the rules which gets him the name referee… this game is the very beginning of the game Kohli.

CLAW CLUBS

Onewa is certain his tools – the hook clubs are useless.  However, through the course of the story, he’ll discover they can be used to launch stones with incredible accuracy – like a croquet mallet.  He’ll soon use them to invent a game where one hits a stone around with such sticks.

ONEWA’S SPINNER POWER:  STONE SPINNERS
Onewa will learn to make his spinners generate elemental stone energy – so that whatever they strike takes on the qualties of stone – simply too heavy to move.  A Visorak struck by a Stone Spinner would fall over under its own weight.

WEAKNESS

Onewa is particularly vulnerable to the energy drain venom, which works quickly to slow him down and bring him to a stop.
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THE RAHAGA

(Pn: Ra-har-ga)
PHYSICAL 

Diminuative intelligent creatures with staffs, the Rahaga are neither matoran or Turaga.  In fact, they often move erratically, like animals.  They may seem small and unimportant, but the Rahaga use their seemingly helpless frames to their advantage.  

The true physical strength of the Rahaga are their spinner launchers.  Unlike the Visorak and Toa Hordika spinners, each Rahaga spinner can be used to create a different “trapping” effect.     

EMOTIONAL – “Rahi Tamers”

All Rahaga are quick thinking and extremely intelligent.  As rahi tamers\beast masters, the Rahaga each as their own trapping methods.  Some use stealth, other use trickery, and some overpower their prey through sheer will.  Regardless of their methods, the Rahaga have the utmost respect for rahi (animal) life, just as Toa Lewa demonstrated with the Ash Bear in Bionicle: Mask of Light.  Like wise shaman, they commune with nature and have the ability to communicate with many rahi and form almost supernatural bonds with them.        

THE RAHAGA & THE TOA-HORDIKA

The Rahaga sense the conflict and turmoil going on within the Toa-Hordika and do their best to try and help them adjust to their new Hordika forms, by helping them make the best of it, most often through games that give the Toa the chance to commune with Rahi.  This includes helping them overcome weaknesses and insecurity with their new form and finding their new skills and develop them.  This mentor-student relationship is integral to the Toa-Hordika learning to generate their “elemental” powers through their spinners.

THE RAHAGA & THE VISORAK 

The Rahaga and the Visorak Beasts are natural foes --- like an animal trapper and rabid grizzly bear.  Where the Visorak are about trapping and detaining rahi for negative purposes, the Rahaga’s goal is to preserve and protect the Rahi.

RAHAGA & KEETONGU

Beast masters that they are, the Rahaga have a passion for Rahi and have been long seeking the ultimate rahi beast – the legendary Keetongu.  Though there is often debate amongst their ranks whether or not Keetongu really exists, they all dream of the day of actually encountering the fantastic creature.      

Not for communication:  Origin.   The Rahaga were once Toa.  They were poisoned by Roodaka and transformed into the half Rahi\half Turaga they are now. They set out to find a cure for the Visorak venom which was rumored to comes from one legendary creature --  Keetongu, who supposedly can generate a cure for any venom.  
RAHAGA LAHKA

Colors: Green.

(Pn: Lark-ah)
TOOLS:

RAHAGA STAFF

SPINNER COLOR: GREY (please check does not match pic)
Nickname:  The Entertainer

Quirky feature: Can feel the movements from shifts in the air, before they can be seen or heard   Also likes to play hypnotic parlor tricks for laughs  

TRAPPING SPECIALITY:  RAHI-CLIMBERS (tree dwellers) 

Lahka is most fond of climbing rahi creatures – be they monkey-like, squirrel-like, or even crab-like.   Though he’s akin to a mystical Native American shaman, Lahka has a great sense of humor, and is considered the trickster of the Rahaga group.  He performs all his traps with a great sense of humor, because the creatures he tends to trap are playful.  His trapping philosophy is zen-like, compeling the rahi to come to him.  He always seems to have sage advice at the right time, a few well chosen words.

LAHKA & ONEWA

Lahka will teach Onewa not to take himself so seriously and learn how to relax and play.  Once Onewa realizes how “unimportant” he is, he is inspired to create the game of Kohli.

LAHKA’S RAHAGA STAFF  

Lahka utilizes his staff as a hypnotic device with such skill that he can even lull an agitated Ash Bear to complete calm.

LAHKA’S SPINNERS:  SNAG SPINNER
Lahka launches his spinner with almost flawless accuracy, attaching to his target and tangling its limbs like a net. 

Lahka has choosen a grey spinner because climbers easily lose sight of it as it whirls toward them at high speed amidst the dense surroundings that climbers usually live in.

STRENGTHS & METHODS

Lahka is a master at camouflage and can move very close to his prey without them even knowing he is there.  He prefers to track his prey from below, often sneaking around just out of his prey’s line of sight. 

WEAKNESS

Lahka is susceptible to the venom of Visorak Beasts.
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RAHAGA GAAKI

Colors: Blue

(Pn: Gar-Key)
TOOLS:

RAHAGA STAFF

SPINNER COLOR: SILVER (check col)
Nickname:  The Caller

Quirky Feature:  Can get advice from sea going Rahi by cupping a hand to her ear and calling to them.

TRAPPING SPECIALITY:  RAHI-SWIMMERS (fish, amphibians)

Gaaki is feisty and independent.  Because she’s with five accomplished trappers, Gaaki feels like she must sometimes prove herself. and as a fisher-Rahaga, she is unmatched in skill.  At home in the water, Gaaki considers herself an honorary amphibian.  She is able to trap all manner of water creatures, be it rahi-fish, frogs or crustaceans.   She’ll often let them crawl over her while she tracks prey. 

GAAKI’S RAHAGA STAFF

Gaaki’s staff she often uses as a lure – she’ll poke the tip of her staff into the water  – like a “fishing lure.”  When her prey approaches to investigate, she will launch her spinner and trap her prey.   

GAAKI’S SPINNERS: FLOATER SPINNERS
Gaaki’s spinners are launched with tremendous velocity and can travel well underwater, however, the chief strength of this trap is that it floats, so after attaching to its rahi prey, the spinner rises to the surface, carrying the rahi with it.  Gaaki can then collect her “catch” with relative ease.

METHODS & STRENGTHS

Gaaki has the ability to hold her breath for an admirably long time, but can not stay under indefinitely, like Nokama.  She will often wait just below the surface of the water and lure her prey close to her position, then launch her spinner, trapping them in the net.

Another technique Gaaki uses is the “spinner skip”, where she skips her silver spinners across the surface of  a calm body of water -- like a stone being flipped – this technique is extremely difficult to master, but is well worth the effort as it is almost impossible for a foe to block.

WEAKNESS

Susceptible to the venom of Visorak Beast.
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RAHAGA NUUKOR

Colors: Black

(Pn: Noo-core)
TOOLS:

RAHAGA STAFF

SPINNER COLOR: BLACK

Nickname:  Quiet-Night

Quirky Feature:  Can’t help repeating the end of true statements.

TRAPPING SPECIALITY:  RAHI-HIDERS (ie insects, nocturnals)

Nuukor is the loner of the Rahaga group.  Where the others tend to be social and outgoing, Nuukor will sit by himself, pondering his next trapping foray.  

Nuukor loves the hider rahi – (think insects, nocturnals, etc…) especially those found on or below ground.  His fondness for subterranean creatures is often more obvious than the affection he has for his fellow Rahaga – something not lost on his brothers, who realize he’s a good soul, and a true Rahaga of the earth.

NUUKOR’S RAHAGA STAFF

Nuukor’s staff has the ability to silently alert him when any Rahi is nearby.   Nuukor puts the tip of his staff to the ground and he can sense through it what sort of creature is approaching over the land or beneath it.  This advance warning gives him time to set his trap and move into optimum trapping position.

NUUKOR SPINNERS:  SILENT SPINNER 
Nuukor’s spinners make absolutely no sound when launched.    A Rahi-hider will be caught completely off guard and not even know what hit it.  The spinner then sticks to the prey, keeping it motionless so that Nuukor can immediately retrieve it.

METHODS & STRENGTHS 

Extremely patient, Nuukor is willing to remain motionless for long periods of time.  He prefers to work under cover of darkness… using his natural coloring to his advantage. 

Nuukor will often burrow just the below the surface of soft earth and lie in wait, then when Rahi-Hider approach he’ll launch his spinner to trap the creature. This ability to stay hidden for long periods and his use of surprise are his strengths.

NUUKOR’S WEAKNESS

Can be stunned by the venom spinners of Visorak Beasts.
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RAHAGA KUULS

Colors: White.

TOOLS:

RAHAGA STAFF

SPINNER COLOR:  WHITE

Nickname: Ole’ Whistle Tongue

Quirky Feature: Talks to flyer rahi – but the others don’t really believe they understand his language, until Nuju learns it.

TRAPPING SPECIALITY: RAHI-FLYERS (birds)

Kuuls is an odd sort, completely devoted to the protection and admiration of the Rahi flyers would compare him to the kooky bird fanatic.  He often adds clicks and whistles – the language of birds in his conversation (something that Nuju will pick up over the course of the story).  Though he denies it, it seems obvious to all his Rahaga fellows that Kuuls wishes he were a Rahi Flyer and could fly with them.

KUULS & NUJU

Kuuls’ teaches Nuju the basic language of rahi-flyers and Nuju is so impressed with the simple brilliance of the tongue, he grows obsessed with it and uses his increidble intelligence to learn it – integrating it into his own language.  

KUULS’ RAHAGA STAFF

Kuuls can blow through the end of his staff to generate strange bird-like whistles and calls that travel over long distances.  These calls can summon flying creatures, or warn them of approaching danger.  

KUULS’ SPINNER: BOOMERANG SPINNER
Kuuls’ spinners are usually launched from his prey from below.  On contact, the spinners latch onto their flying prey, then return to Kuuls like a boomerang – carrying their prey back to Lahka.

METHODS & STRENGTHS

Like the patient stalker, he will silently move in on his prey and get in close before launching his spinners.

WEAKNESSES

Kuuls’ is completely perplexed by the hiders and can never seem to catch them.  He is Susceptible to the venom of Visorak Beasts.
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RAHAGA PUKS

Colors: Brown

(Pn: Pooks)
TOOLS:

RAHAGA STAFF

SPINNER COLOR: BROWN

Nickname:  Grit
Quirky Feature:  Suddenly running off in the middle of a conversation when he (and only he)  hears the sounds of a large rahi coming or going.

TRAPPING SPECIALITY:  LARGE RAHI-RUNNERS (Kikanalo, Muaka, Ash Bear)

Puks always speaks his mind and loves to tell big stories about his accomplishments.  Like a seasoned cowboy of the American West, Puks’ is very matter of fact and will always be blunt, even when others don’t want to hear it.  However, he also has the other side of the cowboy, that loud, boisterious quality… he wants his prey to hear him coming, he loves the thrill of a good chase and trap. 

Fearless, Puks loves the big rahi – the large land living mammal-like one like the Kikanalo and Muaka.  He enjoys communing with them by riding on their backs and attempting to tame them with calm words and kind treatment. 

PUKS & MATAU

Puks teaches Matau a love for the big beasts and gives him hints on how to befriend them.  Puks is impressed when Matau shows a natural ability to form bonds with large beasts.

PUKS’ RAHAGA STAFF

Puks uses his staff to leave an invisible mark on Rahaga so that he can track them later to check on their health, migration, etc…

PUKS’ SPINNER TRAP:  BOLLO\LASSO SPINNERS
After launch, Puks’ spinners skim just above the ground (and below eye level).  They strike the feet of his target by surprise, usually while in motion -- knocking the legs out from under it to take them down.  This allows Puks to get close enough to tame them.

METHODS & STRENGTHS

Puks prefers the wide open spaces and likes to confront his prey and chase it down.  He doesn’t like sneaking around, instead slowly and openly approaching a prey, while trying to keep it calm and tame with kind words.  If the prey should run off, Puks will pursue it on foot, then when he’s close enough launch his spinner trap to trip it up. 

WEAKNESS

Puks is not very good against flying prey – the extra dimension of height makes many of his trapping tactics nearly useless.  He is also susceptible to the Visorak venom. 
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RAHAGA TAHKON

Color:  Red

(Pn: Tar-con)
TOOLS:

RAHAGA STAFF

SPINNERS -- SPINNER COLOR:  DUSTY RED (check)
Nickname:  The Matador

Quirky feature:  When he laughs, his eyes sparkly with such intensity they sometimes catch fire.

TRAPPING SPECIALITY: RAHI-CRAWLERS (reptiles, Nui Jaga)

With the precise skill of a mystic snake charmer, Tahkon enchants reptiles with his fluid movements and his soothing voice.  His sage-like persona most strongly impacts, Vakama, who hopes he can lead with the Matoran the same strength and wisdom. Tahkon is the Rahaga of few words, he chooses instead to lead by example and will take the “Rahi by the horns” so to speak to solve problems.

TAHKON’S STAFF

Like the cape of a bullfighter, this staff is used to distract his reptile prey, while Tahkon prepares to launch his trapping spinner.

TAHKON’S SPINNER TRAP:  SNARE SPINNERS
Tahkon’s trap is best used like a net, where the rahi will tangle its appendages within it, restricting its movement and allowing the Rahaga to easily catch it.

METHODS  & STRENGTHS

Like a lion tamer or a bull fighter, Tahkon confronts the reptile rahi and with sheer fearlessness will stare it down.  

WEAKNESSES

Tahkon’s tactics are not best used on fast moving creatures.  Tahkon is also susceptible to the Visorak venom.
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VISORAK BEASTS

(Pn: Viz-oar-acks)
Fierce spider-like creatures who unquestioningly follow the lead of their patriarch, the SIDORAK.  The beasts feature quad-legs, a large pair of pinchers and venom spinner launcher.  There are six varieties of Visorak Beasts, each type have the same basic form, but all have special hunting skills adapted to specific regions of the island and spinners with a variety of venom effects.  The Visorak Beasts have one defining purpose:  They are hunters.

Visorak Beasts can not be reasoned with and do not communicate with any except their own.  They are hunters with the goal of hunting every loose creature, be it Matoran, Rahi or Toa on the island of Metru Nui.  As beasts they are simple emotionally, but higly evoled as hunters.  After disabling their prey with spinners, the Visorak Beasts web them up in webbed caches where they won’t get in the way of their work.  Hunting in packs, the Visorak have begun from the center of the island and are spreading outward, systematically cocooning every living creature in their webs – at the behest of their king.  

NOT FOR COMMUNICATION:  Makuta realized that the interruption of  power on Metru Nui might have an adverse effect on the Vahki (disable them).  So he created an “organic failsafe” in Sidorak and his beasts.  Their purpose is to restore order on the island by containing any creature that escaped the big hibernation, be it Matoran or Rahi.  The Visorak were given an added purpose – should a Toa oppose his will, the Visorak would have special venom that could mutate a Toa into a bestial creature.   

METHODS & STRENGTHS

Generally, the Visorak operate with an dog-like pack mentality. All want to be leaders and acquire power for themselves, but the strongest Visorak is always dominant – often this is decided by brutal physical power struggles.  Though they are always ready to meet any threat head on, the different varieties of Visorak usually choose slightly different hunting techniques.  They are single-minded in their goal, but use many tactics.   Below are the commonalities among the Visorak Beasts

VENOM SPINNERS: Each variety of Visorak launches spinners that carry a different “venom” that effects the target on impact.  The effects of the venom are related to how accurate the target s been hit.  Obviously, a glancing blow on the arm would have far less effect than a direct hit to the center of the torso.

PINCER STING:  A secondary “special” attack.  Once a prey is disabled by its spinner venom, the Visorak can sting it with their pincers, injecting it with a special visorak venom, which causes an instantaneous mutation --- where the victim takes on bestial characteristics of the Visorak itself.  Both its strengths and weaknesses.

WEB MAKERS:  As expected from spider-like creatures, the Visorak Beasts create webs, using their pincer-like claws to define the shape of the web.

WEAKNESSES

The elemental powers of the Toa-Hordika.

VOHTARAK

(Pn: Vot-ah-rack)
Colors: Red

Evolved to face a Toa of fire, Vohtarak can withstand tremendous elemental heat.  Vohtarak will even charge a superior force because it believes it can not be defeated.  Water and Ice are its weaknesses.

VOHTARAK SPINNERS:  “BURN” VENOM
Vohtarak spinners create an instant “burning venom” sensation on contact.  This sensation makes the victim want to “itch” the sensation away, which only makes it worse. (check legal)   

METHODS & STRENGTH

Vohtarak charges wildly while launching spinners as fast as possible to create more projectiles than the prey can block.  This tactic is designed to throw its foes into disarray and panic with a seemingly fearless assault.  It prefers a quick confrontation.

PACK HUNTING TECHNIQUE

Vohtarak prefer a wild berserker charge en masse at their prey.
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SUUKORAK

(Pn: Sue–coe-rack)

Color: White

Suukorak can withstand any cold attack and can not be frozen.  Suukorak is patient and plodding and picks its time to leap into action.  The other Visorak may see this as fear, but Suukorak is a natural planner and will often have a strategy worked out for an entire conflict, but wait until a precise moment to put it into effect.  Its chief weakness is fire.

SUUKORAK SPINNERS :  “SHOCK” VENOM
Suukorak spinners generate a white electrical shocking venom.   This venom will radiate through the prey’s body with sparks, leaving it stunned. (legal s&p check)
METHOD & STRENGTHS

Suukorak prefers careful planning during a confrontation and will often use a “duck and launch” strategy, taking cover and then launching spinners once in a superior position and pick off its foes one by one.

PACK HUNTING TECHNIQUE

Suukorak often hunt while traveling in a single file line… so it appears only one foe approaches their prey.  At the last second, the others leap out from behind the first to reveal a large number of Suukorak.
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KEELERAK 

(Pn: Key-le-rack)

Colors:  (Green)

Keelarak is immune to elemental power of wind.  Keelarak is the most unpredictable of the Visorak, often leaving in the middle of a conflict to leap around wildly before suddenly and unexpectedly returning.  Keelarak is a wild card in a conflict, seeming to play by its own set of rules.  Cold slows Keelerak’s leaping and quick launch ability.

KEELERAK SPINNERS:  “ACID” VENOM
Keelerak spinners are extremely “corrosive” and stick to the target on impact.  A victim struck by the acid spinners had better remove it soon or be melted into virtually nothing.  (legal s&p check)
METHODS & STRENGTH

The Leap & Launch:   Keelarak seemingly randomly leap in the air and launch a flurry of spinners.  This makes it an extremely difficult foe to strike with a spinner or other tool.  

PACK HUNTING TECHNIQUE

Keelerak split-up and seemingly disappear in retreat, before returning sporadically with random attacks.  This irregular return pattern is very unsettling to its foes, who will be hesitant to let down their guard when Keelerak are near.
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BOGGARAK 

(Pn: Boe-ger-rack)

Color:  Blue

Boggarak are most comfortable in the water.  Like water bugs, they “skate” atop the surface, speedily darting to and froe toward their prey. Boggarak is usually reactive, usually waiting for a foe to begin a conflict, to see where its strength lie -- then it will always launch a fierce barrage at the strength of its foe, not relenting until the foe has been defeated.  Both extreme heat or cold will diminish its action ability.

BOGGARAK SPINNERS:  “FLOAT & BLOAT” VENOM (rename) 
Boggarak spinners cause underwater prey to immediately “swell up” and float to the surface, where the foe is an easy target for the Visorak.  Should a prey be stung on land, they will swell up, which may make a mask impossible to see through or legs to large to make walk or run.  Either way, the venom is effective. 

METHODS & STRENGTHS

Boggarak will often put their pinchers into the water and inject their venom – so that it infects any creature that it comes in contact with – the creature will then float to the surface “numb” and be easy to capture.   This is most often how the Boggarak catch their water going prey.   Boggarak is the fastest of the Visorak when it comes to launching spinners, able to send out a fierce volley for cover or to drive back its foes.  

PACK HUNTING MENTALITY  

Boggarak will skate atop the water in a staggered formation and leap-frog around each other to hide their numbers, making them appear more numerous than they are.
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ROPORAK 

(Pn; Ro-pour-rack)

Color:  Brown

Roporak is most likely to hang back in a conflict and use his launcher to cover the other Visorak.  Once it has trapped its prey with its spinner, it will bound over the distance in a great rush, to wrap it up in its pincers. 

ROPORAK SPINNERS:  “DISRUPTER” VENOM 

Roporak Spinners disrupt the function of living creatures, causing a power-outage or energy drain effect.  This effect generally weakens any creature struck with the spinner.   

STRENTHS & METHODS

“High Arc Launch” – Like medievil archers, Roporak form a line and launch spinners from extreme distances, arcing them high into the air, so that they will rain down on their targets, who will have little time to find cover or escape.  This long distance strike ability is especially good in the plains of Po-Metru.  

PACK HUNTING TECHNIQUE

Roporak use a line of defense, marching side by side, they charge their prey, at the same time blocking any escape and being too many foes to strike against at once.
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OOHNORAK 

(Pn: (m)Oon-oar-rack)

Color:  Black

Oohnorak is not the smartest of the bunch, but is the strongest and most immune to the elemental Earth power.  Due to a low intelligence, Oohnorak often waits for the other Visorak to lead a plan of action or respond before getting involved – however, once in the thick of it, Oohnorak is unrelenting against his foes.  Fire is Oohnorak’s chief weakness.

OOHNORAK SPINNERS: “NUMBING” VENOM 
Oonorak Spinners cause a “numbing” sensation in whatever creature it makes contact with.  If for instance a rahi is struck, it will lose feeling in its extremities, making an escape extremely difficult.

METHODS & STRENGTHS

Oohnorak never retreats, always holding firm and launching spinners with non-hurried regular intervals.  Oohnorok know that sooner or later, their spinners will land a hit and their foes will be easy prey.

PACK HUNTING TECHNIQUE
Oohnorok prefer to surround their prey from a distance, then slowly converge to box them in.
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SIDORAK (King of the Visorak)
(Pn: Syd-oar-rack)

(Colors RED)

TOOLS:

HERDING BLADE

VISORAK KING SPINNERS: RED

Sidorak is the intelligent patriarch behind the Visorak Beasts.  As their leader, he always appears impatient and short of temper – but this is because he is ever eager to finish the job of his own master, The Makuta.  To his foes, he is like the opposing general, working behind the scenes to manipulate his foes and his own Visorak Beasts as well.  He encourages competition among the Visorak Beasts, playing to their doc pack mentality, whichever hunting party makes the most catches is rewarded by him.  This natural leadership ability compels Visorak Beasts to try and please Sidorak and complete their hunting quests.    

SIDORAK & ROODAKA

Sidorak has one voice, constantly whispering in his ear, his queen, the poisoness Roodaka.  Though it may seem Sidorak is behind everything in Metru Nui, the real power and will is Roodaka.  She can manipulate Sidorak to do what she wishes, for he fears not only her venom powers, but her close bond with the Makuta.  Often, he will do as she says just to avoid upsetting her.  

NOT FOR COMMUNICATION:  Sidorak and Roodaka were once the bodyguards of a long defeated Makuta in the Time before Time.  They were defeated and put to sleep by the Toa who defeated the Makuta.  However, Roodaka was able to use her extremely powerful poison on these Toa.  These Toa later became the Rahaga. 

HERDING BLADE

Sidorak’s large blade is used to give directions to his Visorak Beast with out having to speak.  This is often helpful in conflict with many characters as Visorak Beasts will respond to his gestures and act out his silent orders.

SIDORAK SPINNERS: OBEDIENCE\CONTROL VENOM
These bright red spinners have the power to compel whoever is struck by them to immediately serve him.   Should a Visorak Beast get out of hand and defy him, Sidorak will launch a disk and quicky regain control by force.  

These obedience spinners also work on Rahaga and Toa-Hordika. Should any be struck by them, they would be compelled to obey Sidorak until the venom has worn off or been cleansed or cured.

WEAKNESSES

Sidorak is immune to elemental powers, but not to combinations of elemental powers – which means it always takes at least two Toa-Hordika with combined powers to effectively strike Sidorak .
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 ROODAKA (Queen of the Visorak)
(Pn: Roo-dark-ah)

Also known as:  The Poisoness.  

TOOLS

SPINNER COLOR:  TBD

Roodaka is the mysterious queen of the Visorak Basts.  Where Sidorak controls the horde with his obedience disks, Roodaka controls Sidorak by sheer intimidation.  She is extremely powerful and possesses mystical powers of seeing beyond her physical surroundings, which she can use from Suva shrines to communicate with a Makuta who is guiding the actions of the Visorak.  She is merciless, sly and underhanded.  She respects nothing except the Makuta… whom she loyally serves.  She prefers to sit and wait for Sidorak to complete his tasks with only her guidance.  However, if she is roused to action…  there is bound to be a terrible price.  

NOT FOR COMMUNICATION:  Sidorak and Roodaka were once the bodyguards of a long defeated Makuta. Bred from the finest Visorak stock, Roodaka was altered by the Makuta especially to be one of his two guardians.   In the Time before Time, they were defeated and put to slumber by six Toa who defeated the Makuta.  However, Roodaka was able to use her extremely powerful poison on these Toa.  These same Toa became the Rahaga as a result of her poisoning. 

TILTING HEAD – (need model input to figure out story reason for this feature). 
CATCHER CLAWS

Roodaka uses these large double claws on her one arm to catch spinners launched at her, poison them and hurl them back at her foes.

ROODAKA SPINNERS:  SUPER POISON
Roodaka spinners carry the most powerful venom of all.  Acting similarly to Visorak Beast venom, these spinners can cause instant and permanent transformation of a Matoran, Turaga or Toa.   Besides the venomous quality of the spinners, they are launched with a fantastic speed and velocity second only to Keetongu.  

STRENGTHS & METHODS

Roodaka has incredible upper body strength, great speed, but it is her venom spinners that make her a force to be feared. Roodaka’s long years of hunting practice have made her extremely accurate and she has developed the ability to defeat many foes with a single spinner – by ricocheting them from foe to foe with fantastic accuracy.

Roodaka often attacks in a four-legged rahi mode which gives her two methods with which to confront her foes… she’ll often switch, changing modes in the midst of a conflict to keep her foes off guard.

ROODAKA & SIDORAK

Two of a kind, Roodaka respects the authority of Sidorak, but it is clear she is the brains and the true power behind him.  She allows him to be the figurehead and command the Visorak, knowing he’s well aware she is more intelligent and cunning than he. 
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KEETONGU

(Pn: Key-tong-goo)

Colors:  Yellow, white.

TOOLS

DEFLECTOR SHIELD ARRAY

ANTI-VENOM  TOOL

SPINNER LAUNCHER -- SPINNER COLOR:  TBD

Keetongu’s huge simian-like body and one cyclopean eye make him truly something special to behold on Metru Nui.  As the Bionicle version of Bigfoot, he towers over most creatures and stirs awe in any that behold him.  Though his pure might is unmatched, his spirit is gentle.  Like a great bear, he is slow to anger and avoids conflict.

It has long been rumored that Keetongu has taken refuge on Metru Nui, though none has ever seen him.  Some say he slumbers somewhere on the island.  And has for many spirit stars.  It is said he is so powerful, that when he is awakened, even the Makuta Brotherhood shudder.  

EYE OF KEETONGU 

Keetongu seems to be a cyclops with a single large eye.  In truth, this is a decoy eye that hides his real eyes below his armor.  This decoy eye, however, has a purpose – it can immediately see and identify the heart of one he meets as good or evil, so Keetongu always knows whether a friend or a foe approaches him.   

KEETONGU’S ARMOR &  SPINNERS:  

Keetongu has armor and tools that work in tandem.  The armor has yet to suffer damage from any poison and is virtually indestructible. Similarly, Keetongu’s rotating double shield-array are fantastically powerful, capable of absorbing the powers of any attack thrown at him.  Then Keetongu can launch spinners back at his foe “charged up” with his foes own powers absorbed through his armor.  This ability to reflect any attack at his foe makes him almost unbeatable.   

Keetongu’s blade claw has the ability to create an anti-venom cure to any venom he’s come in contact with.  Keetongu will only pass along his cure to the noblest of creatures as it takes tremendous amount of energy. 

NOT FOR COMMUNICATION.  There is only one Keetongu in existence. The Makuta Brotherhood perceived the power of Keetongu and his tribe as a threat. Makuta had them all sent away and had thought them all gone.  On the verge of extinction, this last noble rahi creature put himself into a slumber – not only for his own safety – but sensing a day would come when he would be needed to help the Great Spirit.   

WEAKNESS

Only the spinners of Roodaka and Sidorak have the power to damage his armor.  Likewise, a large amount of the Roodaka’s venom might cause harm to Keetongu.
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