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THE WORLD HAS CHANGED...

 The year is 1993. 

Artificial Intelligence is here. 

Micro-robots, called Lil’Bots, maintain and run our appliances and electronic 

devices.
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DECADES OF ELECTRONIC WASTE

But decades of electronic waste have created Lil’Bot societies built up around 

lost or damaged appliances.

From low-tech micro post-apocalyptic civilisations living in landfills, to mu-

tant techo-freaks riding robo-insects, and even scary mecca-dinosaurs, any-

thing is possible in the micro world of Lil’Bots!
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Lil’Bots - Adventures of the Backup Crew is a fantasy animated serialised fea-

ture film of 10 episodes. Each episode is around 10 minutes long.

The story follows a team of retro-looking Lil’Bots: The Backup Crew, who 

were designed to work in a recording console in a music studio onboard a ship 

called the Rock Boat. When the Rock Boat ironically hits a rock and sinks, it 

becomes the Backup Crew’s ultimate mission to return the console’s backup 

SSD disc, and give it to its rightful owners - the band of musicians who were 

recording an album at the time of the incident. 

So this is an adventure that takes place at sea! 

Are you ready for some truly insane stuff? 

LIL’BOTS 

ADVENTURES OF THE BACKUP CREW
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In each episode our team of robots 

will find creative ways to help them 

overcome the obstacles in their 

journey. 

There is adventure, action and even 

romance! 

They’ll be in the water, in the air, in 

the desert, and even in space! 

In episode 1, we meet our team of Lil’Bots going about the 

daily tasks of managing the operation of the console 

when an accident happens: A loud rumble is heard and a 

series of destructive events begin to happen which culmi-

nates in the boat sinking. 

After the Robots retrieve the backup disc and evacuate 

the console, they find safety on top of a floating micro-

phone.  We see the distraught BAND MEMBERS on a dingy, 

waiting for rescue. 

The Backup Crew tries to get close to the band by steering 

the microphone in the right direction, using the pop-up filter 

as a sail, but unfortunately a storm hits and pushes the 

robots away. 

The robots find themselves drifting out to sea, losing sight 

of the band members. The adventure begins!

 

THE EPISODES

 

EPISODE 1 - THE SET UP
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From episode 2 - 10, we follow The Backup Crew, led by their brave Captain, as 

they experience adventures, always trying to return to the place where the 

band was last seen.

They come across other Lil’Bots living in appliances stuck in rocks, sea life, 

isolated islands, in the bottom of the sea, floating in the waves, and even in 

space! Sometimes they get help, most times, they get attacked.

They also meet some friendly tech that helps them.

 

EPISODES 2 to 10 

THE ADVENTURE

 

HEART
The Backup Crew is a good bunch!

 We want this to become apparent as they 
meet other Lil’Bots in their journey. 

they will always help others.

Our Lil’Bots are honourable and noble! 
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WHALE E 

the Lil’Bots are swallowed by a mechanic whale - Whale-E. Inside the whale 

lives a robot (Wall-E inspired) who is obsessed by The Monster of The Blue 

Lagoon, that plays non-stop on a screen. The robot thinks the captain of the 

Lil’Bots is the monster, because of his resemblance with the lizard from the 

film, and tries to make a statue out of him. 

concept art

MAC VS PC

The Lil’Bots arrive at an atoll where two armies have been battling each other 

forever - The Macs and the PCs. Our Lil’Bots are caught in the crossfire and 

have to escape.

 

EXAMPLE EPISODES
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All robots in the series 

will have friendly and cute 

expressions. 

They are robots so Their 

expressions never change.

 

The comedy flows from 

situations and behaviour. 

Example below

 In Killer Sofa 

(Bernardo’s previous feature film) 

the monster is a reclining chair 

with a cute face. 

 Using some editing tricks, we can 

achieve great comedic moments! 

We will use the same technique 

with the robots. 

 

Robot Characters - Funny and Cute

8



	 THEMES 

PROTECT THE ENVIRONMENT 

We believe we should protect the environment and find active ways 

to preserve biodiversity and nature. We want this to be a key mes-

sage throughout the series.   

RECYCLING WORKS  

We want to convey the message that recycling is very important 

and that waste has a huge negative impact on the natural environ-

ment. Recycling helps to reduce the pollution caused by waste. Our 

Lil’Bots will be setting the example. They will always be recycling 

tech to create new things. The whole concept of the series relies 

on the idea that there is life in old technology and we have the 

power to transform and find new uses for obsolete tech.   

KNOWLEDGE IS POWER  

We aim to convey the idea that curiosity is a great thing. We be-

lieve the concept of little robots living inside our technology will 

spark young viewers’ curiosity and make them want to find out how 

things work. Knowledge is power! 
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The series draws inspiration from a variety of sources, mainly Guliver’s Trav-

els, and Jules Verne’s novels like Twenty Thousand Leagues Under the Sea. It 

also draws inspiration from famous adventure films like Innerspace, Short 

Circuit, Finding Nemo, and TV series like the A-Team and Thunderbirds.

The objective of the series is to be as universal as possible so there is almost 

no spoken word in any known language. We rely on the universal languages of 

music, sound effects and imagery to propel the story forward.

 

INSPIRATION
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THE CAPSULE - Moses

moses is a battery bot. Her main function 

is to provide charge for the rest of the 

Lil’Bots. She always finds creative ways 

to harvest energy. Her main flaw is her 

limited mobility. She needs to be carried by 

her team mates when the terrain ir rough. 

Her sense of direction is not the best and 

she often gets lost.

THE Leader - Miles

Miles is always willing to sacrifice him-

self in the name of his team. He takes 

over after “The Captain” disappears on a 

wreckage. He is very hands on, ironically, 

his hands are very limited. He only has 4 

fingers in each hand and they are not very 

agile.

 

CHARACTERS
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THE PILOT - ariel

If it flies ariel can pilot it, if it rolls, she 

can drive it. She is the one who figures out 

how to make use of the vehicles they come 

across in their journey. These vehicles 

include a tank, a steam-punk balloon, a 

micro-airplane, and of course the boat-mi-

crophone. Her flaw is that she is very 

small and sometimes that gets in the way. 

THE Soldier

The Worker is relentless and brave. His 

riffle can fire anything - water, steam, 

soap, small rocks... His flaw is that he is 

a bit basic. He is part of a larger group of 

workERs who join another appliance. He is 

loyal to their mission so he stays with the 

team. 

 

CHARACTERS

THE FIXER - doc

doc can fix just about anything. He is 

the mechanically-minded robot who is 

good with tools and shows some creative 

thinking. He instals solar panels on their 

“boat-microphone” and adds a propeller to 

make it move. His flaw is that he gets too 

involved in his process and forgets about 

everything else around him. 
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PRODUCTION AND 3D PIPELINE

	 LIL’BOTS - THE BACKUP CREW is produced using Unreal Engine and real time anima-

tion techniques. The turnaround for each episode, from idea to completion, will be about 

2 to 3 weeks.

ENVIRONMENTS AND 3D ASSETS

The production uses environments and assets acquired from the 3D marketplace (Unreal 

Engine, Reallusion, DAZ, Turbosquid, etc...) This allows to reduce the time needed for mod-

elling and texturing, but also to promote the work of some amazing 3D artists that we 

love and wish to support. We will or course, customise some assets and environments 

to our specific needs.

ANIMATION

We use different animation techniques but we designed our animation pipeline all around 

the iClone Unreal Live Link.

For complex action set pieces we rely on FBX assets that we get from animation librar-

ies. The vast array of iClone animation tools allows us to customise animations to our 

needs.

For more specific animations, we have a full body capture solution using a MOCAP SUIT 

form ROKOKO. We use MOTION LIVE in iClone to capture and clean the data, before export-

ing the data to Unreal using Live Link. For facial animation we use LIVE FACE using the 

iPhone 11.

MUSIC AND SOUND EFFECTS

Music will be one of the most important elements in our story. This film is a rock opera 

at heart. The robots communicate with each other with musical notes and rhythmic 

patterns.  

Our soundtrack will be an original piece. This is important as we plan to produce a few 

live performances with the film. We have applied for sponsorship from Native Instru-

ments as we are using their software for our compositions. 

POST-PRODUCTION

We aim to finish as much as possible inside Unreal Engine. If that’s not possible we rely 

on Premiere Pro, After Effects and Da Vinci Resolve.
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BUILDING AN AUDIENCE

 

DISTRIBUTION

We will be active on 

social media from day one 

with the intent of build-

ing an audience. We will 

share our journey by first 

targeting users of the 

software we use: Unreal 

Engine and iClone. 

We will also target 3D 

artists and people inter-

ested in animation. 

We will then expand to 

reach a more organic au-

dience, who will be inter-

ested in our journey and 

watching the series.

SCREENSHOTS :

https://www.facebook.com/bernie .rao  

https://www.instagram.com/bernardo.rao/ 

	 DIRECT DISTRIBUTION

	 We will go directly to our audience 

and leverage their support. We will launch a 

crow-funding campaign for finishing funds. We 

will also have merchandise, and we will sell 

early access to the series.

	 TRADITIONAL DISTRIBUTION

	 We are considering a hybrid distribution 

strategy:

	 1) We will approach TV networks and 

VOD platforms directly when appropriate.

	 2) We  will also follow a more tradi-

tional distribution model by meeting with sales 

agents and distributors in film markets, starting 

by attending MIPCOM and MIPCOM Junior in 2021.  
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GOING FORWARD - BUILDING THE LIL’BOT UNIVERSE

TRANSMEDIA

	 We believe we can build a universe similar to The Thunderbirds, where our Lil’Bots become a 

Special Rescue Team of renegades, who help other Lil’Bots. We will be exploring how to establish that 

world when we start writing the episodes.  

GAME

	 The project will be built inside Unreal En-

gine so we are considering turning the series into 

a game! We are filmmakers first, but with a great 

story and help from an experienced team, we 

believed this could be achieved. Our focus is the 

series but When we have more material produced, 

we will pitch the idea to a few game studios.
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	 TOYS & COLLECTIBLES

The Lil’Bots is a concept that sells toys! Kids will love to play with the characters they see on 

screen and adults will love to have these on their shelves. We are excited about exploring this 

revenue stream when we are further in the process. 

“The Money is in the Lunchbox” 
					   

		  George Lucas
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 TIMELINE
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           2023

   TIMELINE



	 FINANCING SOURCES & BUDGET
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Is Lil’Bots - The Backup Crew a good use of Unreal Engine and 

iclone?  

Without Unreal Engine and iClone it would be impossible to produce an animat-
ed film in such a short period of time. The 3 minute animation sample provided 
was completed in just 4 days. Completing this brief sample gave me the confi-
dence to say that we will deliver a full series in 6 months.  This is an incredible 
time to be a filmmaker and storyteller. I also have a great team (sound and 
editing) working with me who helped me create 4 feature films. 

Does this support the community  

I want to inspire other filmmakers to join us in this journey of using Unreal En-
gine and iClone to tell stories. I’m already sharing my journey on social media. 
Killer Sofa was a very popular film. I have a name in the fantastic/horror genre. 
People want to see what I do next. I will acquire most of my assets from the 
Unreal Engine marketplace, so I will support the UE creators and developers.  

How do I plan to grow 

The work Haz Dulull is doing with Unreal Engine is inspiring to me. I want to 
move to bigger cinematic projects using UE. I need to go step by step, and the 
first step is to finish a product that I can present in markets.   

Distribution is key in film and television. I have years of experience of going to 
film markets, and connecting to sales agents, distributors and producers. My 
two feature films: Killer Sofa and Ina and The Blue Tiger Sauna were only pos-
sible to produce by connections made at the film markets.   

I’m also really excited with the transmedia potential of this project. I know I will 
need a strong partnership to make it happen. The best way to bring a relevant 
partner onboard will be to present a completed series at Mipcom Junior. 

 

THE BIG QUESTIONS 
by Bernardo Rao 

Bernardo Rao 
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BERNIE RAO 

(BERNARDO RAO)

Bernardo Rao founded Mad Kiwi Films in 2018 to produce the 

feature film Killer Sofa. Killer Sofa was released in October 

2019 AT AFM and since then has been distributed in 24 territo-

ries. Killer sofa 2, produced by toonz entertainment pte (sin-

gapore) with a budget of 1.5 million USD is in pre-production. 

In 2019, Bernardo Directed a Macau-New Zealand feature film 

called Ina and the Blue Tiger Sauna which wAS released at 

the Cannes film market in 2020 via Montecristo International. 

Bernardo has been attending various film markets since 2015 

(AFM, Cannes, EFM and HK Filmart) where he has created 

strong business relationships with companies such as Epic 

Pictures, High Octane Pictures, XYZ Films, The Asylum and 

Uncork’d Entertainment. 

Prior to producing feature films, Bernardo worked for 15 

years in the TV Industry in Portugal (Endemol) and New Zea-

land (New Zealand Newswire, Australian Associated Press) 

Recently, Bernardo has been excited about 

using unreal engine and REALLUSION Soft-

ware for filmmaking. Lil’Bots - The Backup 

Crew is his first project using this tech-

nology. 

www.bernierao.com
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The Unreal Engine Production Team

Creator

Director, Producer, 

Shots Creator, Animator, Editor,

Lighting, UE Pipeline, Character Setup



Marcelo Barrio is a 3D/VFX artist based in Buenos Aires, 

Argentina.  

Marcelo has 20 years of experience working in VFX. His lat-

est work for TV was on the series ONCE (2017-2019), where 

he was a lead VFX artist for 80 episodes 

Marcelo also worked for the game developing company 2PEZ 

Game Developing, from 2004 to 2019. At 2PEZ. Marcelo was 

responsible for 3D modeling (cars and buildings), UVW map-

ping, texturing, rendering, GM2.0 materials, exporting to game 

engine. 

Lately, Marcelo has been working as a freelancer in the ani-

mation space, collaborating with Polka Produciones (Buenos 

Aires) and Mad Kiwi Films (New Zealand), and developing his 

own assets to include in the Unreal marketplace and Unity 

asset store. 

www.artstation.com/marcelobarrio
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Marcelo Barrio 

VFX Artist / UE Consultant

The Unreal Engine Production Team

+ Assets Creation, Environments, 

Lighting, Particles / Sims Shaders



James Dunlop is a composer and sound designer based in Wel-

lington, New Zealand. While he works mainly in theatre, he 

has also been involved in film, games and dance productions. 

He holds a Masters degree in contemporary classical and 

electroacoustic composition from Victoria University of Wel-

lington. Here, he received a Victoria masters scholarship as 

well as the Jenny McLeod prize for orchestral composition.

James has been collaborating with Mad Kiwi Films in Wel-

lington as a Sound Designer. His latest work was the 

soundtrack for Killer Sofa. www.dunlopsound.com
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James Dunlop

Sound Designer / Composer 

The Unreal Engine Production Team


