Authors’ note

Gigantina and the Goatians is a classic 2D animation film realised in the style that Motus S.r.l has adopted in recent years and which has been met with great success. It’s a film addressed to a children’s public but one which certainly doesn’t neglect an adult interest.
The story is a fairytale which touches upon typical themes such as abandonment, diversity, solidarity, courage, duty, the rules and their exceptions, transgression, the good, the bad, fear, etc. All this dressed with a good dose of irony.
The Goatians’s characters represent “the community” inside which each one of them has his/her own role and his/her own peculiarities in the full respect of their history and tradition. Gigantina is “the odd one” who, arriving in heart of the community, upsets its rules, habits and traditions. A choice needs to be made: to save one’s own system by keeping away “the different” or taking at heart the fate of a defenceless creature incapable, if left to herself, to survive, knowing however that unforeseen transformations could forever mark this society so used to ancient and immutable rules. As we know, these are particularly current themes, even though our story certainly doesn’t intend to give answers on a far more complex reality than that of a fairytale.
Our goal is that of bringing to the market a product that grabs the public’s attention for both its graphic refinement and style, other than for the treatment of the story. It is an attempt to enhance an Italian way of making animation films which keeps away from pre-existent styles while taking great effort to present distinguishable characters.
We know that the animation film market is constantly looking for products for a puerile public which is a great home-video consumer and which is also very attentive to animation films with specific narrative and qualitative traits.

It is a product which aims at a presence on the market for many years to come and with a world-wide potential as animation doesn’t age or have borders. And every year, everywhere in the world, new generations of little home-video lovers are wishing to receive new stories to taste…

Technical notes

The movie will be mainly realised through the classic 2D animation technique. However, for some scenes, 3D animation technique will be employed together with special rendering software which will allow for a graphic homogenization between the two techniques. The animation drawings will be created manually while computer techniques will be employed for the animation and background colouring, other than for the final compositing.

The result will therefore be a digital photogram sequence of a HDTV format (1920x1080) which allows for an exceptionally high DVD quality. Moreover, it will be possible to transfer the frames on a 35mm negative thus obtaining the material necessary for cinematographic distribution. 

Production time is running at approximately 15 months including the already started pre-production: the movie will be completed by November 2004.
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