A City Divided

Po-Metru. It is midnight but still the City of Carvers is lit with a fiery glow. Statues, most of them unfinished, are left abandoned and unworked. What could cause the courageous Po-Matorans to just up and leave? The same thing that is causing the fiery glow. A mob. A rag-tag army comprised of Matoran, Toa, Dark Hunters...

Projectiles are being launched left and right. Elemental bursts flash and glimmer in the glow. No-one stops them. No-one prevents the chaos

This is not an isolated outburst. Gang warfare has broken out on Metru Nui. The Law Enforment Agency cannot cope with the constant squabbles between the 'Nash' gangs. It was Ta-Nash who attacked Po-Metru. That was following an attack on Le-Metru by the Po-Nash. There are too many outbreaks and too few Toa to prevent them. This has caused the Commander, Head of the LEA, to revert to Draconian measures. This itself has caused great harm, a rift has been opened and a group called the Rivals has detached itself from LEA. 

And now the stakes are getting higher...

In this RPG you can join any of the factions competing in Metru Nui:

LEA
The main Law Enforcement Agency set up by the ancient Turaga Dume. Shortly after the death of the Turaga the Commander took over. But who is the Commander, and what measures will he go to to keep the city safe

Join this group and you are a Toa

The Rivals
A group of individual's who used to be part of LEA. But they question the Commander's motives and have formed their own peace-keeping group. It is led by the Commander's former deputy Altior

Join this group and you are a Toa or a Matoran

The Metru-Nash
Ga-Nash: Mistresses of hit-and-run. The members of Ga-Nash have a tendancy to put their Ga-Metru education to uses other than teaching. They brew poisons and hazardous chemicals, throwing these deadly cocktails in battle

Ko-Nash: The cold and cunning members of Ko-Nash use sheer intelligence to outwit enemies, often luring them into ambushes or traps. Has an agreement of sorts with pretty much all the other Nash factions, but probably doesn't intend to keep any of them

Po-Nash: Attack by sheer brute force and strength of numbers. Anything that gets in their way is soon smashed out of it. But do not underestimate them, when the moment calls they can be just as cunning as the others

Le-Nash: Agile and quick, the members of Le-Nash do not use full frontal assaults. They prefer to send in assassins who often accomplish more with one kill than an army could with one thousand. They are brilliant spies and pass on the knowledge they gain to Ta-Nash

Ta-Nash: Bravest of the Nash, the members of Ta-Nash will use feral rage against an opponent, pummeling them into defeat. They have an uneasy alliance with Le-Nash and will defend in exchange for information as spying and stealth are not their strongpoints

Onu-Nash: Mechanics and brilliant engineers the members of Onu-Nash craft ingenious machinery to help win their battles. They are very protective and fear that their ideas will be stolen. The most passive of all the Nash, however just because they don't fight doesn't mean they can't

Joining any of the Nash allows you to be Toa, Matoran or something from your own imagination

The Guild
A mysterious and shadowy organisation, nobody really knows what the Guild wants or what the Guild is. But it is clear that they are up to no good. Many speculate that it is the last remnants of the Brotherhood of Maluta and the Dark Hunters working together, differences forgotten

Like with the Nash joining the Guild allows you to be Toa, Matoran or your own creation

Joining
To join fill out a profile and wait for me or a co-host to approve you

Name: 

Species:

Loyalty:

Element (if applicable):

Appearance:

Bio:

Additional Abilities:

Attack:

Intellience:

Cunning:

Speed:

The four stats are for deciding battle. You and your opponent PM your chosen stats to me or a co-host. The one with the highest wins. But as an added twist some stats get a 50% bonus over others

Attack beats Speed

Speed beats Intelligence

Intelligence beats Cunning

Cunning beats Attack

These stat start out at 10. When you join you are given another 10 points to 'spend', improving whatever stats you choose. When starting out none of your stats may exceed 18, but I will be awarding Ability boosts throughout the game and you may surpass 18 if you get enough

When filling out your profile try not to get too god-moddy or silly. A Super-Sword of Ultimate Doooom! or a Mask of Making Rubber Chickens won't be accepted, believe me

Try to keep your elements plausible. No Light, Shadow or Time. The same goes for masks

You are allowed a maximum of three profiles

Rules

•
No god-modding. It takes the fun out of everything


•
No silliness. It spoils everyone elses fun


•
No switching sides, it's frowned upon


•
Please don't constantly pick on other peoples characters, making them do stupid things all the time, or lose all their battles


•
Don't kill off someone elses character without their permission. If you do have permission I want to see it


•
When posting use IC for in character posts and OOC or non-character posts
eg IC: The Commander burst into his office, grabbing his sword

OOC: Randommember1 you are approved

But most importantly, have fun!
