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DISNEY

Presents

A

PIXAR ANIMATION STUDIOS

Film

Directed by . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ENRICO CASAROSA

Produced by . . . . . . . . . . . . . . . . . . . . . . . . . . . ANDREA WARREN, p.g.a.

Executive Producers . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .PETE DOCTER

 PETER SOHN

 KIRI HART

Associate Producer . . . . . . . . . . . . . . . . . . . . . . . . . . . .WILLIAM REUSCH

Story by  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ENRICO CASAROSA

 JESSE ANDREWS

 SIMON STEPHENSON

Screenplay by . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JESSE ANDREWS

 MIKE JONES

Music by . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . DAN ROMER

Story Supervisors . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .JOHN HOFFMAN

 MAX BRACE

Film Editors . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . CATHERINE APPLE

 JASON HUDAK

Production Designer . . . . . . . . . . . . . . . . . . . . . . . DANIELA STRIJLEVA

Visual Eff ects Supervisor  . . . . . . . . . . . . . . . . . . . . . . . . . . . . DAVID RYU

Production Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . .KRISSY CABABA

Animation Supervisor . . . . . . . . . . . . . . . . . . . . . .MICHAEL VENTURINI

Directors of Photography  . . . . . . . . . . . . . . . . . DAVID JUAN BIANCHI

 KIM WHITE

Character Supervisors . . . . . . . . . . . . . . . . . . . . . . . . . . BETH ALBRIGHT

 SAJAN SKARIA

Sets Supervisor  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . CHRIS BERNARDI

Set Extension Supervisor . . . . . . . . . . . . . . . . . . . . . . .MATTHEW WEBB

Crowds Animation Supervisor . . . . . . . . . . . . . . . . LINDSAY ANDRUS

Crowds Technical Supervisor  . . . . . . . . . . . . . . . . . . . . J.D. NORTHRUP

Global Technology & Dailies Supervisor . . . . . . DARWYN PEACHEY

Simulation Supervisor . . . . . . . . . . . . . . . . . . . . .HENRY DEAN GARCIA

Eff ects Supervisor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .JON REISCH

Rendering Supervisor . . . . . . . . . . . . . . . . . . . . . . . . . . . REID SANDROS

Character Art Director . . . . . . . . . . . . . . . . . . . DEANNA MARSIGLIESE

Sets Art Directors  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . DON SHANK

 PAUL ABADILLA

Color & Shading Art Director  . . . . . . .CHIA-HAN JENNIFER CHANG

Graphics Art Director . . . . . . . . . . . . . . . . . . . . . . . . . JOSH HOLTSCLAW

Story Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .MATT DEMARTINI

Editorial Manager . . . . . . . . . . . . . . . . . . . . . . . .RODNEY A. BRILLANTE

Art Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . HANA YOON

Script Supervisors . . . . . . . . . . . . . . . . . . . . . . . . . . . . KELLY BONBRIGHT

 RAYNA HELGENS

Characters Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . . . STEPHEN KRUG

Sets Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ANNIE MUELLER

Layout Manager  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ERIK LANGLEY

Animation Manager . . . . . . . . . . . . . . . . . . . KATHRYN HENDRICKSON

Crowds Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ANDY SAKHRANI

Simulation Manager  . . . . . . . . . . . . . . . . . . . . . . . . . . JENNI ROWLAND

Eff ects Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . .MARY VAN ESCOBAR

Lighting Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . DANIELLA MULLER

Dailies & Rendering Manager . . . . . . . . . . . . . . . . . . JESÚS MARTÍNEZ

Sound Designer . . . . . . . . . . . . . . . . . . . . CHRISTOPHER SCARABOSIO

Post Production Producer . . . . . . . . . . . .JESSIE THIELE SCHROEDER

Casting by . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . KEVIN REHER, CSA

 NATALIE LYON, CSA

Casting Associate . . . . . . . . . . . . . . . KATE HANSEN-BIRNBAUM, CSA

CAST

Luca Paguro  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .JACOB TREMBLAY

Alberto Scorfano . . . . . . . . . . . . . . . . . . . . . . . . . . JACK DYLAN GRAZER

Giulia Marcovaldo . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .EMMA BERMAN

Ercole Visconti . . . . . . . . . . . . . . . . . . . . . . . . . . . . SAVERIO RAIMONDO

Daniela Paguro  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . MAYA RUDOLPH

Massimo Marcovaldo  . . . . . . . . . . . . . . . . . . . . . . .MARCO BARRICELLI

Lorenzo Paguro . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JIM GAFFIGAN

Ciccio . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .PETER SOHN

Guido  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .LORENZO CRISCI

Signora Marsigliese . . . . . . . . . . . . . . . . . . . . . . . . MARINA MASSIRONI

Tommaso (Old Fisherman) . . . . . . . . . . . . . . . . . . . . .GINO LA MONICA

Grandma Paguro . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .SANDY MARTIN

Giacomo (Young Fisherman)  . . . . . . . . . . . . GIACOMO GIANNIOTTI

Concetta Aragosta . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ELISA GABRIELLI

Pinuccia Aragosta . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . MIMI MAYNARD

Uncle Ugo . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . SACHA BARON COHEN

Maggiore (Cop) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .FRANCESCA FANTI

Priest . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JONATHAN NICHOLS

Card Player/Angry Fisherman . . . . . . . . . . . . . . . . ENRICO CASAROSA

Mr. Branzino . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JIM PIRRI

Associate Executive Producer . . . . . . . . . . . . . . . . . . .CARRIE HOBSON

Production Finance Lead . . . . . . . . . . . . . . . . . . . . . . MAXWELL ERNST

STORY

Story Lead . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . MCKENNA HARRIS

Story Coordinators . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . MATTIE BREHM

 JACLYN GRUBIN

Story Artists

MITRA SHAHIDI MATTHIAS DE CLERCQ

YON HUI LEE XAVIER RIFFAULT

JAMES REINHART ROBERTSON NICOLLE CASTRO

MICHAEL DALEY NATHAN STANTON

JAMES S. BAKER LOUISE SMYTHE

BRIAN KALIN O’CONNELL LORENZO FRESTA

REJEAN BOURDAGES 



II

Additional Story Artists

ARINA KORCZYNSKI CHARLES CHOO JR.

SCOTT MORSE KOKO CHOU

TREVOR JIMENEZ MICHAEL WU

CHRISTIAN ROMAN BOLHEM BOUCHIBA

AUSTIN MADISON 

Story Consultants . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JULIE LYNN

 RANDALL GREEN

Additional Story Contributions . . . . . . . . . . . . . . . . . . BOB PETERSON

 ADRIAN MOLINA

 BRET MCKENZIE

EDITORIAL

Additional Editor . . . . . . . . . . . . . . . . . . . . . . NICHOLAS C. SMITH, ACE

Second Film Editors . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . TIM FOX

 JENNIFER JEW

 DAVID SUTHER

 KATHERINE RINGGOLD

 First Assistant Editors . . . . . . . . . . . . . . . . . . . . . . . GEOFFREY SLEDGE

 BRADLEY FURNISH

Additional Script Supervision . . . . . . . . . . . . . . . . . . . . . JESSICA HEIDT

Editorial Coordinators . . . . . . . . . . . . . . . . . . . . . . . . . . . . LAURA FINELL

 JESSICA KATZ

 GRACE GELLER

 LAUREN LUKOW

Editorial & Script Coordinator . . . . . . . . . . . . . . . . . . . . LOGAN HESTER

Second Assistant Editors  . . . . . . . . . . . . . . . . . . . .AYESHA JOHANNES

 LIBBY BLOOD

 JAMIE DATZ

 BRIAN VIDAL

 PALOMA RODRIGUEZ 

Additional Assistant Editing . . . . . . . . . . . . . . . . . . . . .ERIC M. BARKER

Production Music Editors  . . . . . . . . . . . . . . . . . . . . . . . BARNEY JONES

 JUSTIN PEARSON

Production Sound Editor . . . . . . . . . . . . . . . . . . . . . . SAMUEL LEHMER

Senior Recording Engineer . . . . . . . . . . . . . . . . . . . . . . . . . VINCE CARO

Recording Engineer . . . . . . . . . . . . . . . . . . . . . . . . . . . .ADRIAN MARURI

ART

Art Coordinators . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . GERISA MACALE

 DEBORAH POZNANSKY

 PAIGE JOHNSTONE

Color Script & Lighting Design . . . . . . . . . . . DANIEL LÓPEZ MUÑOZ

Lighting Keys . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ERNESTO NEMESIO

 WILLIAM CONE

Character Designers. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . MARIA YI

  DANIEL HOLLAND

 JASON DEAMER

Set Designers . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . KRISTIAN NORELIUS

 NAT MCLAUGHLIN

 GARRETT TAYLOR

 NOAH KLOCEK

 PHILIP METSCHAN 

Shading Designers . . . . . . . . . . . . . . . . . . . . . . . . . . . . . LAURA PHILLIPS

 BERT BERRY

Sculptor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . GREG DYKSTRA

Development Artists . . . . . . . . . . . . . . . . . . . . . . . . TADAHIRO UESUGI

 CHRIS SASAKI

 SYLVAIN MARC

 LOU ROMANO

Additional Production Design . . . . . . . . . . . . . . . . . . .HARLEY JESSUP

CAMERA & STAGING

Layout Leads. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JAN PFENNINGER

 LEO SANTOS

Layout Coordinator  . . . . . . . . . . . . . . . . . . . . . . . . . . . . AMY NAWROCKI

Layout Artists

ROBERT ANDERSON SUNG-UK CHUN

ALEXANDER CURTIS JAHKEELI GARNETT

ADAM HABIB RYAN HEUETT

SHANA JOSEPH SHAUN SEONG-YOUNG KIM

MIKE LEONARD PATRICK LIN

ERIN O’NEAL ADAM SCHNITZER

Post-Animation Camera Artist . . . . . . . . . . . . . . . . SHAWN BRENNAN

ANIMATION

Directing Animators . . . . . . . . . . . . . . . . . . . . . .CLAUDIO DE OLIVEIRA

 NICKOLAS ROSARIO

 NATE WALL

Lead Drawover Artists . . . . . . . . . . . . . . . . . . . . . . . . . EVAN BONIFACIO

 DEANNA MARSIGLIESE

Animation Fix Lead. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . NANCY KATO

Animation Coordinator . . . . . . . . . . . . . . . . . . . . . . . . . . . EMILY WILSON

Animation Technical Coordinator . . . . . . . . . . . . PAIGE JOHNSTONE

Animation Fix Coordinator  . . . . . . . . . . . . . . . . . . . . KIMMY BIRDSELL

Character Development & Animation

JANE SNOW CASSIDY GWENDELYN ENDEROGLU

LANCE FITE VICTOR NAVONE

K.C. ROEYER STEFAN SCHUMACHER

TAL SHWARZMAN RAPHAEL SUTER

STEPHEN WONG 

Animators

PAULIE ALAM ANDREW ATTEBERRY

SEQUOIA BLANKENSHIP EARL BRAWLEY

SHAUN CHACKO MICHAEL CHIA-WEI CHEN

SIMON CHRISTEN SCOTT CLARK

DON CRUM MARAT DAVLETSHIN

YOURI DEKKER BRENT DIENST

REGINA DONOVAN GRAHAM FINLEY

DOUG FRANKEL MICHAEL GALBRAITH

ROBB GIBBS JOEY GILBREATH

DANIEL GONZALES III EMILIE GOULET

RICHARD GUNZER RAMI KASIM

BRANDON KERN JAE HYUNG KIM

KEN AVERY MADS RHEA KIM TARUN LAK

HOLGER LEIHE CAROLINA LOPEZ DAU

CODY LYON MATT MAJERS

AVIV MANO AARON MCGRIFF

PAUL MENDOZA JENNIFER MIGITA

KYLE MOHR JAVIER MOYA ALONSO

JUAN CARLOS NAVARRO CARRIÓN DAN NGUYEN

KEVIN O’HARA JORDI OÑATE ISAL

DAVID S. PENG JAYSON PRICE



III

THERESA REYES NICOLE RIDGWELL

ADAM RODRIGUEZ DANIEL A. RODRIGUEZ

MANUEL ZENON RODRIGUEZ ALLI SADEGIANI

BERIL PISGIN-SAGLAM MICHAEL SAULS

BRETT SCHULZ SIKAND SRINIVAS

ROSS HALDANE STEVENSON DAVID TORRES

LUIS URIBE CORDOBA LES WATTERS

RICKY WIGHT TOM ZACH

RON ZORMAN 

Crowds & Fix Animation

SELEN ATIKER MARÍA BJARNADÓTTIR

CHRISTOPHER R. CARTER KELLY JUAREZ

DI LU BRUNA MONIZ BERFORD

SEAN MURIITHI ALYSSA RAGNI

KRISTINA SEPULVEDA OLIVIA WHITAKER

KRISTEN WILLSHER KIRSTEN YAMAGUCHI

Animation Technical Supervisor  . . . . . . . . . . . . . . . JOHN LEGRANDE

Animation Tools Leads  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ROB JENSEN

 AARON KORESSEL

Animation Shot Support  . . . . . . . . . . . . . . . . . . . . DANIEL CAMPBELL

 JACK CHENG

 TODD R. KRISH

 SETH VAN BOOVEN

 

CHARACTERS

Character Modeling Lead . . . . . . . . . . . . . . . . . . . . . . . . .NANCY TSANG

Character Articulation Lead  . . . . . . . . . . . . . . . . . . KEVIN SINGLETON

Character Shading & Groom Leads . . . . . . . . . . . . MICHAEL KILGORE

 KIKI MEI KEE POH

Character Coordinator  . . . . . . . . . . . . . . . . . . . . MOLLY WITTENSTEIN

Character Modeling & Articulation Artists

MARCO BURBANO DANIELA DWEK

SETH FREEMAN JONAS JARVERS

TANJA KRAMPFERT SALVATORE MELLUSO

MICHAEL A. NIEVES OMAR SANCRISTOBAL

TAYLOR SCHULZE JACOB SPEIRS

IAN STEPLOWSKI PETER TIERYAS

Character Shading & Groom Artists

FERNANDA ABARCA TRENT CROW

MARKUS KRANZLER JACOB KUENZEL

MARIA LEE CATHERINE LUO

ALEX MARINO RICARDO PACHECO SOLANO

BEN PORTER STACEY TRUMAN

CHUCK WAITE WEERA TOM WICHITSRIPORNKUL

 

SETS

 

Sets Modeling Lead . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JOSHUA WEST

Set Dressing Lead . . . . . . . . . . . . . . . . . . . . . . . . . . . . .MICHAEL RUTTER

Sets Shading Leads  . . . . . . . . . . . . . . . . . . . . . . . .ANDREW WHITTOCK

 CHRISTOPHER M. BURROWS

Sets Technical Lead  . . . . . . . . . . . . . . . . . . . . . . . . . . .MARLENA FECHO

Sets Coordinator . . . . . . . . . . . . . . . . . . . . . . . . . . . . NICHOLAS ROBERT

Sets Modeling Artists

MIN-YU CHANG IVO KOS

NICK PITERA DALE RUFFOLO

GASTÓN UGARTE JEANETTE VERA

RAYMOND V. WONG CHEN ZHANG

Set Dressing Artists

AMY L. ALLEN CHEYENNE CHAPEL

TOM MILLER CHRISTINA GARCIA WEILAND

Sets Shading Artists

TRACY LEE CHURCH ANDREW FINLEY

JACK HATTORI MALLORY KOHUT

JARED RAWLE RICHARD SNYDER

JAMIE WILLIAMS 

Sets Technical Artists . . . . . . . . . . . . . . . . . . . . ANTONY CARYSFORTH

 MIKE RAVELLA

Additional Sets Shading . . . . . . . . . . . . . . . . . . . . . . .BENJAMIN BEECH

 DAVID MUNIER

Sets Intern . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . RACHEL THOMAS

GLOBAL TECHNOLOGY, DAILIES & RENDERING

Sequence Leads

ELLIOTT CATTELL PATRICK COLEMAN

FRANCISCO DE LA TORRE HOLLY LLOYD

JESSICA MONTEIRO CARI REICHE

Global Technology & Dailies Coordinator . . . . . . . . . . . . .ERIN KINDA

Rendering Coordinator . . . . . . . . . . . . . . . . . . . . . . . . . GERISA MACALE

Global Technology Engineers . . . . . . . . . . . . . . . . . . ELLIOTT CATTELL

 CHERYL ICHIKAWA WANG

 SAMUEL MCFADDEN

 SASHA OUELLET

 CARI REICHE 

Rendering Technical Directors . . . . . . . . . . . . . . . . . . . . ROBERT GRAF

 PHILIP GRAHAM

 RILEY HALE

 ALEXANDER KOLLIOPOULOS

TAILORING & SIMULATION

Tailoring & Simulation Lead  . . . . . . . . . . . . . . . . . . . . EMRON GROVER

Simulation Technical Lead . . . . . . . . . . . . . . . . . LAURIE NGUYEN KIM

Simulation Lead. . . . . . . . . . . . . . . . . . . . . . . . KRISTOPHER CAMPBELL

Additional Tailoring Leadership . . . . . . . . . . . . . . . . . . . . . FRAN KALAL

Tailoring & Simulation Coordinator . . . . . . . . . . . . . . . . KELLEY CHOI

Tailoring Artists . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .TREVOR BARRUS

 BRIAN CLARK

 LYON LIEW

 EDGAR RODRIGUEZ

 ANDIE SANCHEZ 

Simulation Artists

ARTURO AGUILAR TREVOR BARRUS

MATT BENSON ALAN BROWNING

EDWIN CHANG ROBERT KOSAI

BRENNAN MITCHELL THOMAS MOSER

MEREDITH O’MALLEY CAROLINE REQUIERME

MAX RODRIGUEZ BILL WISE

AUDREY WONG 

Additional Tailoring . . . . . . . . . . . . . . . . . . . . . . . . . . SONOKO KONISHI



IV

CROWDS

Crowds Technical Artists . . . . . . . . . . . . . . . . . . . JESSICA PSY DELACY

 GEOFFREY JARRETT

 LEONARDO KO

 MICHAEL LORENZEN

 MATTHEW BIRD WATERS 

EFFECTS

Eff ects Leads . . . . . . . . . . . . . . . . . . . . . . . . .AMIT GANAPATI BAADKAR

 GREG GLADSTONE

 TIM SPELTZ

Eff ects Coordinator  . . . . . . . . . . . . . JILLIAN UNDERWOOD HARWIN

Eff ects Artists

ALEXIS ANGELIDIS GARY BRUINS

CHRIS J. CHAPMAN JASMINE DERRY

CHRISTOPHER FOREMAN TOLGA GÖKTEKIN

CHRISTOPHER HAMILTON CODY HARRINGTON

DAVE HISANAGA ERIC LACROIX

TOAN-VINH LE JOHN LOCKWOOD

KRZYSZTOF ROST FERDI SCHEEPERS

ANGELO STANCO MELISSA TSENG

ENRIQUE VILA

Eff ects Intern  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . HOPE SCHROERS

Additional Eff ects Development . . . . . . . . . . . . . . . SHAUN GALINAK

 KEITH DANIEL KLOHN

SET EXTENSIONS

Set Extension Artists  . . . . . . . . . . . . . . . . . . . . . . . . . . . . ALEC BARTSCH

 MICHAEL FREDERICKSON

 LAURA MURPHY

 MARTIN SEBASTIAN SENN

LIGHTING

Lighting Visual Development Lead. . . . . . . . . . . . . . AMY RAE JONES

Lighting Character Lead . . . . . . . . . . . . . . . . . . . . . .JAMES GETTINGER

Lighting Sets Leads  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . BURT PENG

 ANDREW PIENAAR

Lightspeed Lead . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . DAVID VERONA

Lighting Technical Leads . . . . . . . . . . . . . . . . . . . . . . . . NICK BARTONE

 JOACHIM DE DEKEN

Lighting & Set Extension Coordinator . . . . . . . . . HANNAH EICHERS

Lighting Coordinator . . . . . . . . . . . . . . . . . . . . DEBORAH POZNANSKY

Lighting Artists

NESTOR BENITO FERNANDEZ LLOYD BERNBERG

KATIE BICKLEY JEREMY BIRN

DON BUI ALFONSO CAPARRINI

MATHIEU CASSAGNE ED CHEN

KEITH CORMIER AIRTON DITTZ, JR.

LAURA GRIEVE STEFAN GRONSKY

RYAN HOWELL WEN-CHIN HSU

SUNGYEON JOH JENNIFER LEIGH KING

JOSÉE LAJOIE AMBER STEWART LUNDERVILLE

EMMANUEL MANIEZ RYAN MICHERO

TONY MITZELFELT MARIA POWERS

JOSE L. RAMOS SERRANO JULIEN SCHREYER

DAVID SHAVERS PHILIP SHOEBOTTOM

JESSE WEGLEIN 

 

Lightspeed Technical Directors

PATRICK R. ANGELL CHIA-AN ANNE FU

JEREMY HEINTZ BRANDON KERR

CODY KING TOM NETTLESHIP

END CREDITS

Illustrations . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . NICOLLE CASTRO

 MATTHIAS DE CLERCQ

Title Design . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . LAURA MEYER

PRODUCTION

Assistants to the Director . . . . . . . . . . . . . . . . . . . . . . . . . . KELLEY LOSIK

 XANADU BRUGGERS

Executive Assistant to the Producers . . . . . . . . . . . JAYME RODERICK

Production Offi  ce Manager . . . . . . . . . . . . . . . . . . . . JANE B. CLAUSEN

Production Finance Analyst  . . . . . . . . . . . . . . . . . . . . . . . . EMILY ENGIE

Additional Production Finance Analyst . . . .ALEXANDRA ZALUCKY

Feature Relations Manager . . . . . . MELISSA BERNABEI MORRISON

Feature Relations Project Manager . . . . . . . . . . . . . . MAURA TURNER

Production Offi  ce Assistants . . . . . . . . . . . . . . . . . . . . . . JESSICA AMEN

 JASMINE WILLIAMS

Cultural Consultants  . . . . . . . . . . . . . . . . . . . . . . . . . . .BEATRICE BASSO

 LIDO CANTARUTTI

 ROSSANA DASTE

 DR. GIULIANA PERCO

Pixar Cultural Trust . . . . . . . . . . . . . . . . . . . . . . . . . . ALYSSA DEL VIGNA

 LORENZO FRESTA

 SILVIA PALARA

 GUIDO QUARONI

CREATIVE DEVELOPMENT

Head of Creative Development . . . . . . . . . . . . . . . . .MARY COLEMAN

Senior Development Executive . . . . . . . . . . . . .EMILY MOLLENKOPF

Development Manager. . . . . . . . . . . . . . . . . . . . . . . . . . . . . SUZ LOSHIN

Development Executive Assistant  . . . . . . . . . . . . . . . . . CARA BRODY

Creative Development Associate  . . . . . . . . . . . . . . . .ERIKA SCHMIDT

Development Production Coordinator . . . . . . . . . . . MATTIE BREHM

POST PRODUCTION

Post Production Supervisor . . . . . . . . . . . . . . . . . . . . . . JEREMY SLOME

Executive Assistant to Post Production . . . . . . . . . HEATHER EISNER

Original Dialogue Mixers . . . . . . . . . . . . . . . . . . . . . . . . . . . VINCE CARO

 ADRIAN MARURI

 MATT SMALLEY

 CARLO RICOTTA

Production Sound Assistant . . . . . . . . . . . . . . . . . VERÓNICA TOLEDO

Additional Production Sound . . . . . . . . . . . . . . . . . . . .KENNY PICKETT
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STUDIO MASTERING

Studio Mastering Director . . . . . . . . . . . . . . . . . . . .CYNTHIA SLAVENS

Senior Scientist  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .DOMINIC GLYNN

Home Entertainment Supervisor  . . . . . . . . . . . . . . . . .ERIC PEARSON

Home Entertainment Manager . . . . . . . . . . . . . . . . . .NIKETA ROMAN

Studio Mastering Manager . . . . . . . . . . . . . . . . . ROBERT TACHOIRES

Administration Manager  . . . . . . . . . . . . . . . . . . . . . . . .BETH SULLIVAN

Studio Mastering Supervisor  . . . . . . . . . . . . . . . . . . . . . . ROBIN LEIGH

Colorist . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . SUSAN BRUNIG

Senior Colorist . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . MARK DINICOLA

Digital Cinema Supervisor . . . . . . . . . . . . . . . . . . . . . . ERIK ANDERSON

Studio Mastering Coordinator . . . . . . . . . . . . . . . . . .MOLLY SPEACHT

Media Control Center Operators . . . . . . . . . . . . GLENN KASPRZYCKI

 CRISTOPHER KNIGHT

 RICHARD PINKHAM

Media Control Center Assistant . . . . . . . . . . . . . . . .MATT WILKINSON 

Senior Projectionist . . . . . . . . . . . . . . . . . . . . . . . . . . . JOHN HAZELTON

Projectionist . . . . . . . . . . . . . . . . . . . . . . . . . . . .SAMANTHA BENEDETTI

STEREOSCOPIC 3D

Stereo Supervisor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .BOB WHITEHILL

Stereo Manager . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . DALLAS KANE

Stereo Technical Lead . . . . . . . . . . . . . . . . . . . . . . JAY-VINCENT JONES

Stereo Artists  . . . . . . . . . . . . . . . . . . . . . . . . .NANCY ANAISODIN DINH

 STEWART POMEROY

 MARCO ANTONIO MARQUEZ

INTERNATIONAL PRODUCTION

International Production Director . . . . . . . . . . . . . . . . .CYNTHIA LUSK

Associate International Supervisor . . . . . . . . . . MEGHAN DRISCOLL

International & Stereo Coordinator  . . . . . . . . . . .KRISTINA TRUONG

International Technical Lead . . . . . . . . . . . . . . . . . . . . . . . . .JAY CARINA

International Technical Artist . . . . . . . . . . . . . . . . . . . . PATRICK JAMES

International Editorial . . . . . . . . . . . . . . . . . . . . . . . . LUCAS GLASHOFF

POST PRODUCTION SOUND

Post Production Sound Services by

SKYWALKER SOUND

A LUCASFILM LTD. COMPANY 

MARIN COUNTY, CALIFORNIA

Supervising Sound Editors  . . . . . . . . . CHRISTOPHER SCARABOSIO

 ANDRÉ FENLEY

Re-Recording Mixers . . . . . . . . . . . . . . . CHRISTOPHER SCARABOSIO

 TONY VILLAFLOR

Dialogue Supervisor  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . RICH QUINN

Sound Eff ects Editors . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JUSTIN DOYLE

 PASCAL GARNEAU

Foley Supervisor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . RONNI BROWN

Foley Editor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . E. LARRY OATFIELD

Assistant Supervising Sound Editor . . . . . . . . . .NICHOLAS DOCTER

Apprentice  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JALISE BEAMON

Foley Artists  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .JANA VANCE

 RONNI BROWN

Foley Mixer . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . RICHARD DUARTE

Assistant Re-Recording Mixer . . . . . . . . . . . . . . . . . . . . . .LIZ MARSTON

Engineering Services . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . BRIAN LONG

Post Production Sound Accountant . . . . . . . . . . . . . . . . CATHY SHIRK

Client Services . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . EVA PORTER

Head of Engineering . . . . . . . . . . . . . . . . . . . . . . . . . . . . .STEVE MORRIS

Head of Production . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JON NULL

General Manager  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . JOSH LOWDEN

Additional Voices

EVAN AGOS MICHAEL BELL

ALESSIA BONACCI ELOISA BRUSA

ALESSANDRO CARLONI ANTONIO RAUL CORBO

VALERIANO CORINI HUDSON D’ANDREA

TERRI DOUGLAS FRANCESCA FANTI

ELISA GABRIELLI CHARLOTTE INFUSSI D’AMICO

GINO LA MONICA JASON MAYBAUM

MIMI MAYNARD SCOTT MENVILLE

MELANIE MINICHINO MATTIA MORESCO

DINA MORRONE JONATHAN NICHOLS

CAPRI OLIVER LUCIANO PALERMI

ILARIA PELLICONE JIM PIRRI

LUCREZIA ROMA GIUSEPPE RUSSO

ARTURO SORINO ALESSANDRO SUSSI

CHIARA VIDALE SARA VIDALE

LILY VILLEGAS

Casting Assistant . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . LEXI DIAMOND

ADR Group Voice Casting . . . . . . . . . . . . . . . . . . . . . . . TERRI DOUGLAS

 THE LOOP TROOP

Payroll Services  . . . . . . . . . . . . . . . . . . . . ENTERTAINMENT PARTNERS

MUSIC

Executive Music Producer . . . . . . . . . . . . . . . . . . TOM MACDOUGALL

Vice President, Music Production . . . . . . . . . . . . . . . . ANDREW PAGE

Score Orchestrated and Conducted by . . . . . . . . . . .MARK GRAHAM

Score Recorded and Mixed by . . . . . . . . . . . . . . . . . . . . . . GREG HAYES

Music Editor  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . LODGE WORSTER

Score Recordist  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .LARRY MAH

Score Editor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . DAVID CHANNING

Assistant to Composer  . . . . . . . . . . . . . . . . . . . . . . . . . JOHN ZARCONE

Second Assistant to Composer  . . . . . . . . . . . . . . . . . ALEXIS KWABEN

Music Business Aff airs . . . . . . . . . . . . . . . . . . . . . DONNA COLE-BRULÉ

Music Production Specialist  . . . . . . . . . . . . . . . . . .LAUREN HARROLD

Music Production Assistant . . . . . . . . . . . . . . . . . . . . . . . . . . JIMMY TSAI

Score Contracted by  . . . . . . . . . . . . . . . . . . . . . . . . . . . . GINA ZIMMITTI

Assistant Score Contractor  . . . . . . . . . . . . . . . . . . . WHITNEY MARTIN

Music Preparation by . . . . . . . . . . . . . . JOANN KANE MUSIC SERVICE

Score Recorded at . . . . . . . . . . . . . . . . . . . NEWMAN SCORING STAGE,

 FOX STUDIO LOT

Scoring Crew  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . TIM LAUBER

 ERIN MICHAEL RETTIG

 STACEY ROBINSON

 DAMON TEDESCO

 RICHARD WHEELER JR.

Score Mix Assistant. . . . . . . . . . . . . . . . . . . . . . . . . . . . MATT FRIEDMAN

Special thanks to the orchestra

for bringing the music to life
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“Un Bacio A Mezzanotte”

Written by Alessandro Giovannini, Pietro Garinei, Cramer Gorni

Performed by Quartetto Cetra

Courtesy of Warner Music Italy Srl,  

a Warner Music Group Company

By arrangement with Warner Music Group Film & TV Licensing

“O mio babbino caro” from Gianni Schicchi

Written by Giacomo Puccini, Giovacchino Forzano

Performed by Maria Callas (soprano), 

Philharmonia Orchestra conducted by Tullio Serafi n

Courtesy of Warner Classics

By arrangement with Warner Music Group Film & TV Licensing

“Il gatto e la volpe”

Written and Performed by Edoardo Bennato

Courtesy of Sony Music (Italy) S.p.A.

By arrangement with Sony Music Entertainment

“Andavo A Cento All’Ora”

Written by Francesco Migliacci, Matteo Butticè, Mario Cantini

Performed by Gianni Morandi

Courtesy of Sony Music Entertainment (Italy) S.p.A.

By arrangement with Sony Music Entertainment

”Tintarella di luna”

Written by Bruno Defi lippi, Franceso Migliacci

Performed by Mina

Courtesy of Carosello Records, Milano

“Fatti Mandare Dalla Mamma A Prendere Il Latte”

Written by Luis Enrique Bacalov, Francesco Migliacci

Performed by Gianni Morandi

Courtesy of Sony Music Entertainment (Italy) S.p.A.

By arrangement with Sony Music Entertainment

“Viva La Pappa Col Pomodoro”

Written by Giovanni Rota, Arcangela Wertmuller

Performed by Rita Pavone

Courtesy of Universal Music Publishing Ricordi Srl

“Cavatina: Una voce poco fa” from The Barber of Seville

Written by Gioachino Rossini

Performed by Budapest Failoni Chamber Orchestra

Courtesy of Naxos

By arrangement with Source/Q

“Città Vuota”

Written by Mort Shuman, Doc Pomus

Performed by Mina

 Peer-Southern Productions srl - Italy

Courtesy of Peer-Southern Productions, Inc.

PIXAR STUDIO TEAM

Administration

ALY FIDIAM-SMITH MORGAN KARADI 

ELISSA KNIGHT VICTORIA MANLEY THOMPSON 

KENYA RANDLE CARLY RILEY

JOSH SALETNIK WENDY DALE TANZILLO

Archives

SHARON DOVAS CHRISTINE FREEMAN 

LAUREN RODRIGUEZ-GAYLORD BRIANNE MOSELEY 

JULIET ROTH CAROL MOEN WING

MELISSA WOODS

Business Aff airs & Legal Counsel

JINI CHATTERJEE SERENA DETTMAN 

GABRIELA FISCHER RICHARD GUO 

LARA LESIEUR PENDLETON ELLIOT SIMONS

RACHEL THARP JODY WEINBERG

Consumer Products, Interactive & Publishing

NICK BALIAN SARAH BOGGS 

LEILA CHESLOFF  DEBORAH CICHOCKI 

MOLLY GLOVER MOLLY JONES

STELLA KOH CHRISTOPHER MEEKER 

ALEXIS LOMBARDI NELSON JONATHAN MATEO RODRIGUEZ

KIM ROSS ROB ROWE 

DELILAH SMITH JENNY MOUSSA SPRING 

JEN TAN SCOTT TILLEY

SHIHO TILLEY LAURA UYEDA

Craft Services by Luxo Café

JENNIFER JOHNSTON VIVIAN RODRIGUEZ 

JOSÉ CHÁVEZ JONATHAN CORNETT 

MARISSA DURHAM AARON GRIMM

CHONTHIRA GURNEY DEANIE HICKOX 

BAYANI INCLANO MARYLOU JASO

DERRICK JONES TIFFANY LOPEZ 

CRAIG MARSHALL CONSTANTINO MARTINEZ 

ALYSSA MURPHY GERARDO OSORIO

ALYSSA PROMESSI JULIO QUINTERO 

YENNY REYES TYLER SCHROEDER

SARA SHARP NATHANIEL SMITH 

BRITTANY SMITH DARRELL VALOR 

SAYOKO WU

Creative Content

JENNIFER ZACCARO GAIRO CUEVAS 

SARAH DUNHAM LAUREN GORALSKI 

CHRISTINA F. JULIAN TONY KAPLAN

ERICA MILSOM JEREMY QUIST 

BRIAN TANAKA CHELSEA WALTON

Custom Animation Production

MARC SONDHEIMER JARAED BELLO 

ERIC S. DEGNER JESSE HOLLANDER 

JEANETTE PENLEY MARKER CLAIRE MUNZER

JAMES FORD MURPHY ANDREAS PROCOPIOU 

JUSTIN RITTER SERENA WARNER

BRAD WINEMILLER ANTHONY HO WONG
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Development

MEGAN ALDERSON JACOB COMBS 

AMY ELLENWOOD MARGUERITE K. ENRIGHT 

NICOLE PARADIS GRINDLE KIERA MCAULIFFE

MARK NIELSEN MICHAEL K. O’BRIEN 

EMILY SALAS MARIAH THOMPSON

SHANNON WOOD

Facility Operations

PATTY BONFILIO JAMES ANDEREGGEN 

MARCO CASTELLANOS ERIN COLLINS BUTLER 

MICHAEL DOUGLASS, JR. DARRIN FICHERA

MATT GAGNEBIN JARED GONZALES 

HSIAO LIU ANDREW MACRAE

EDGAR A. OCHOA KYLE ROLDAN 

MATTHEW SARUBBI PETER SCHREIBER 

BILL SHEA BRIAN TORRES

Finance

MARK JOSEPH KENTARO HINOKI 

MICHELLE LIU CHUNG BESS DAUBENMIRE 

STEPHANIE GEE GALAVIZ KRISTI GAMBLE

CASSANDRA GARCIA VALERIE HATHAWAY 

HEATHER D.C. JACKSON KHERON JONES-KASSING

ROSANA KOT KATE LARDIERE 

MICHELLE LOPEZ KELSEY MONKEN 

KACY NAYLOR JD OHLERKING

KAREN PERRY STEPHANIE PHAM AGANON 

MARY RUNYON KRISTINA RUUD-HEWITT

MICHELLE SIMONS SHARI VILLARDE 

DEANA WALKER ANNETTE WANG

Inclusion Strategies

PAMELA DARROW ALYSSA DEL VIGNA 

KAYLA D. HARRIEL

Marketing

BRITNEY BEST JENNA CALVAO 

ANDY DREYFUS ARIK EHLE 

LISA FLETCHER ADAM GATES

CHERIE HAMMOND ANDY MAI 

SUREENA MANN ANGELA MARIE MISTRETTA

DESIREE MOURAD SHANNON NICOSIA 

LYNDA PAKZAD KELSEY PIGHIN 

JAY WARD ZENA WEBER

CLAYBORN WELCH TIMOTHY ZOHR

People Team

KIM DIAZ JENNYLYN MERCADO HUYNH 

ALLISON PARKER TRICIA ANDRES 

MARIANA DENIGHT COURTNEY DINGEL

PEGGY DOLLAGHAN EDWIN FABIAN 

SARA GEIMER GRAHAM GIBSON

SARA HANLAN MICHAEL HUEY 

FRANCES KANG JONATHAN LEE 

RONA FRANCISCO LI REBECCA MOSQUEDA

MARCOS NAVARRETE CLAUDIA PICANCO 

BETH SASSEEN CHRIS STEVENSON

ADDIELYN THURSTON CHRISSA URQUIOLA

 

Pixar University

JUDITH ANGULO STAPHON ARNOLD 

HANNAH CHU KATHLEEN COSBY 

BREE JENKINS HEIDI ROSENFELDER

JAMIE WOOLF  

  

Publicity

MICHAEL AGULNEK MAYA ANDERMAN 

KRISSY BAILEY DEBORAH COLEMAN 

EMILY SAKAMOTO-STEIDL CHRIS WIGGUM

Renderman Development

OLIVER MEISEBERG MARC BANNISTER 

ADRIAN BELL KATRIN BRATLAND 

JAMES BURGESS PER CHRISTENSEN

JULIAN FONG SARAH FORCIER 

STEPHEN FRIEDMAN FRAN GONZÁLEZ GARCÍA

IAN HSIEH SARAH HUTCHINSON 

CHARLIE KILPATRICK PHILIPPE LEPRINCE 

MARK MANCA CLIFF RAMSHAW

TRINA M. ROY SUSAN SALITURO 

JONATHAN SHADE LUCY WILKES

Renderman Sales & Marketing

DAVID M. LAUR LEIF PEDERSEN 

DYLAN SISSON WENDY WIRTHLIN

Safety & Security

ANDREA ALEMAN HANK ANGELI 

LOIS BANKS JOHN BENNETT 

ALEXANDRO CAMPOS MARLON CASTRO

PAUL CHIDEYA ISAIAH CLARK-SANDERS 

RICHARD COGGER CAROLINA GASKIN

MIKE GESSINI ARMANDO GUTIERREZ GONZALEZ 

WILLIE HARRIS KRISTINE ALVAREZ JAVIER 

RICHARD KIRK MLINZI MAJIGIZA

MATTHEW MICKELSON BRIAN RANKIN 

ADRIAN RICO-GALVEZ KELLY SINNING

JONI SUPERTICIOSO TRACEY WALKER

SOFTWARE RESEARCH & DEVELOPMENT

Design & Engineering Leadership

RYAN BUJNOWICZ DAVID EBERLE 

GEORGE ELKOURA F. SEBASTIAN GRASSIA 

THOMAS HAHN FLORIAN HECHT

MARK HESSLER HAYLEY IBEN 

POL JEREMIAS-VILA JASON KIM

STEVE LAVIETES BRETT LEVIN 

DAN MCGARRY JOSH MINOR 

RONALD NG CORY OMAND

MICHAEL RICE FLORIAN ZITZELSBERGER

Management

ALICEA LIN ENGQUIST TIMOTHY PALMER 

JILLIENE TONGSON PARAS DAVID SOKOLOSKY 

JESSICA TRAN JOHN WARREN

DAVID WEHR
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Assets & Infrastructure

IVÁN MAURICIO CALDERÓN CARL SYN COSMOS 

MCKAY MOORE-FARLEY SHAHBAZ KHAN 

KYLE LOVRIEN EDWARD LUONG

ROBYN RINDGE ELIOT SMYRL 

RAY STRICKLER FREESON WANG

JACK ZHAO

Core Engineering & Design

RAJA BALA ALLISON BIANCHI 

SUNYA BOONYATERA TOM CAUCHOIS 

ADAM FISH MORGAN FRITZ

MATTHIAS GOERNER CAROLINE LACHANSKI 

JOHN LOY JIM MARTIN

ALEX MOHR VIVIAN MORGOWICZ 

COREY REVILLA VARUN TALWAR 

ADAM WOODBURY DAVID G. YU

Presto Animation System

MATTHEW ALSUP JIM ATKINSON 

HALDEAN BROWN JUEI CHANG 

TIM CONDON JARED COUNTS

STEVEN DAO MATT JOHNSON 

VENKATESWARAN KRISHNA HSIAO-HSIEN AARON LO

DENEB MEKETA GARY MONHEIT 

DUC MANH NGUYEN WITAWAT BIK RUNGJIRATANANON 

BURTON SIU CHRISTINE WAGGONER

Production Software

DAVID BARAFF WENDY HEFFNER 

PETER NYE GATES ROBERG-CLARK 

HEIDI STETTNER

Research

ANDREW BUTTS FERNANDO DE GOES 

KURT FLEISCHER MARK MEYER 

NORA S. WILLETT

Shading, Lighting, FX & Rendering

TIM BEST HANNAH BOLLAR 

WENDY CHEN GREGORY FINCH 

MAX GILBERT JOSHUA JENNY

DOUG LETTERMAN DANIEL MCCOY 

JOAO MONTENEGRO JEREMY NEWLIN

CHRIS SCHOENEMAN EMILY WEIHRICH 

CHAD WILLIAMS RICHARD YOSHIOKA

Story & Editorial

JULIAN Y.C. CHEN NICK PORCINO 

STEFAN SCHULZE STEPHAN STEINBACH

SYSTEMS

Technical Leads

LARS R. DAMEROW GRANT GATZKE 

JOSH GRANT THOMAS INDERMAUR 

CHRIS LASELL YUN LIEN

DAVID NAHMAN-RAMOS WIL PHAN 

PETER PLACKOWSKI FÉLIX O. SANTIAGO

DAVID SOTNICK CHRISTOPHER C. WALKER

Management

ERIC BERMENDER TYLER FAZAKERLEY 

JOSEPH FROST DAN HOFFMAN 

MATTHEW MUHILI LINDAHL ANNE PIA

MAY PON LAURA SAVIDGE 

JESSICA SNIPES JASON WATKINS

ENGINEERING & SUPPORT

Administration & Operations

JANE MURPHY

Asset Administrators

TIFFANY RENO FUNG SUSANNE RUBLEIN

SHAWN ZHOU

Cloud Identity & Applications

DAN BERMAN LING HSU

Digital Storage & Backups

JOHN HENRY FRANKENHAUSER JONATHAN HADDEN

JOSE RICHARD IGNACIO

Endpoint Management

TLALOC ALVAREZ NIC BISHOP

J. DARION CUEVAS DANA DONALDSON

AURICA HAYES CORY ANDER KNOX

KRISTOFFER LANDES LESLIE LAW

TERRY LEE MOSELEY

Media Systems

CHRIS COLLINS WARREN LATIMER

CANDACE MAGAÑA BOB MORGAN

EDGAR QUIÑONES STEVEN RICKS

JESSICA WAN

Render Pipeline Group

BETHANY JANE HANSON ERIC PEDEN

ROSIE WACHA

Post Production Engineering

JOYCE LACEY MIKE H. MAHONY

Production Support

RAIN ANGELES LAISA BARROS

HENRY CHAU CHRISTINA GIN

LEXI S. KING IAN WESTCOTT

Production Systems Operations

NIÑO ELLINGTON MATT ELSER

MORGAN MIARS

Systems Infrastructure Engineering

WENDY AVALOS MARK FERNANDEZ

ADAM FUCHS ROBERT HAMRICK

SHAWN HOVIS SAMUEL LE

AARON RUSSO NELSON SETTE SIU

CHARLES SOCHIN PETER WARD
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Telecom

MICHAEL STEWART JOHNSON MARK PANANGANAN

Web Development

COLLIN ALLEN CHRISTINE JONES

JOANNA LAURENT DARLA LOVRIN

Theme Parks

ANTHONY A. APODACA LIZ GAZZANO 

ROGER GOULD HEIDI HOLMAN 

STEVE MASON DONNA QUATTROPANI

KRISTA SHEFFLER TASHA SOUNART

Production Babies

ACEN ANNA & OLIVER ANYA

ARLO ASHER BERIT

BONNIE CADENCE CHASE

DEXTER ELIO EVELYN

EVERETT FLORA FREYA

GRIFFIN HENRY HOLDEN

IAN JAMIE JAVIER

JEREMIAH JULIAN JUNIPER

LEO LUCAS MATTHEW

MILES OLIVER RYKER

SERENA SOPHIE TYLER

VIVIAN WYATT ZADIE

  

 

Special Thanks

JAMES LEBRECHT

JULIE ANN CROMMETT

DAVIDE ROMANI

LAVINIA FENU

SIMONE RAINERI

DANIEL FRIGO 

MARIE-EVE HILDBRAND

DENISE REAM

DANA MURRAY

KORI RAE

MARY ALICE DRUMM

GALYN SUSMAN

FCA ITALY S.P.A.

PIAGGIO & C. S.P.A.

TANENBAUM CENTER FOR INTERRELIGIOUS UNDERSTANDING

ESTATE OF MARCELLO MASTROIANNI

Pixar Senior Creative Team

ENRICO CASAROSA MARY COLEMAN

PETE DOCTER ADRIAN MOLINA

BRIAN FEE MIKE JONES

BRIAN LARSEN ANGUS MACLANE

BOB PETERSON DAN SCANLON

DOMEE SHI PETER SOHN

ANDREW STANTON LEE UNKRICH

Pixar Production Department Heads

ANDREW BEALL COLIN BOHRER

ALICE CLENDENEN ISABEL CONDE MAKI

SALLY GARBARINI SARAH JO HELTON

NANCY HOWARD GILLIAN LIBBERT-DUNCAN

CHERISE MILLER LEE RASÉ

BECKI ROCHA TOWER JENNI TSOI
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“Sea monsters are a metaphor, really, for feeling diff erent or excluded.
I love the sense that all of our characters in some way feel diff erent or unusual.”

—Enrico Casarosa, Director

Disney and Pixar’s original feature fi lm “Luca” is a fun and heartwarming 
story about friendship, stepping out of your comfort zone and two teenage 
sea monsters who experience a life-changing summer. “This movie is 
about the friendships that change us,” says director Enrico Casarosa. “It’s 
a love leƩ er to the summers of our youth—those formaƟ ve years when 
you’re fi nding yourself.” 

Adds producer Andrea Warren, “It’s a magical coming-of-age-story about 
remembering the people who shaped us along the way.” 

Set in a beauƟ ful seaside town on the Italian Riviera, “Luca” is a story 
about one boy experiencing an unforgeƩ able summer fi lled with gelato, 
pasta and endless scooter rides. Luca shares these adventures with his 
newfound best friend, Alberto, but all the fun is threatened by a deeply 
held secret: they are both sea monsters from another world just below 
the water’s surface. 

“Luca is a shy, polite, introverted, rule-following kid who has a secret desire to see the world and learn all he 
can,” says screenwriter Jesse Andrews. “But he’s been told his whole life that sea monsters should never go 
above the surface of the water where all the interesƟ ng stuff  seems to be happening.” 

So it’s no surprise that Luca harbors a secret fascinaƟ on with all things human. His curiosity is especially 
sparked when he discovers items that have fl oated down from the surface. “Luca knows nothing of the surface,” 
says screenwriter Mike Jones. “So these items are glimpses of another world—as if it were an object of an 
extraterrestrial landing on Earth. He’s a young imaginaƟ ve kid, so when he meets Alberto—who has actual 
knowledge of these objects—it’s incredibly intriguing to Luca.” 
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Indeed, Alberto, a fellow sea monster, has ventured beyond the surface, making him the subject of intense 
respect as far as Luca is concerned—at least once he gets over the shock of it all. Because, it turns out, sea 
monsters have the ability to blend in with humans. “Alberto literally drags Luca out of the water, and we discover 
that these sea monsters have the magical ability to transform into human form when they’re dry,” says Casarosa. 
“Our inspiraƟ on was sea life like octopuses that are able to camoufl age and change the way they look.”

The result? Carte blanche to roam the land where 
humans dwell. And while Luca quite enjoys this 
freedom, he realizes that the danger his family has 
warned him about is not enƟ rely unfounded. “There’s 
a big misunderstanding between humans and sea 
monsters,” says Jacob Tremblay, who lends his voice to 
Luca. “They all fear each other. Sea monsters strictly 
avoid the surface, and humans are eager to hunt down 
sea monsters and prove they exist.”

Luca and Alberto embrace their new surroundings with one caveat top of mind: stay dry. “If they get rained on 
or splashed, their secret could be revealed,” says Jones. 

Their sense of adventure—risks aside—is symbolized in large part by an image of a Vespa scooter that hangs in 
Alberto’s hideout. “It represents escape, freedom, friendship and the promise of exploring the amazing world 
around them,” says Andrews.

The story, set in the late 1950s-early 1960s, captures the magic and adventure of summerƟ me. The Italian 
seaside seƫ  ng was created in a stunning painterly style Casarosa championed, and stems from his childhood. “I 
had the luck to grow up in Genoa—a port city on the Italian Riviera,” he says. “It’s a very specifi c coast because 
it’s really steep—the mountains rise up from the ocean. The towns are stuck in Ɵ me—they’re so picturesque. I 
always imagined them like liƩ le monsters coming out of the water.”

Hence sea monsters—though, to be fair, the underwater creatures in “Luca” are not exactly scary—slimy, creepy 
creatures aren’t the director’s storytelling sensibility. “Sea monsters are a metaphor, really, for feeling diff erent 
or excluded,” says Casarosa. “I love the sense that all of our characters in some way feel diff erent or unusual. 
Luca and Alberto so passionately want to be part of this other world—but they fear they won’t be accepted as 
they are. And yet, they love being sea monsters.”

Adds Warren, “There’s a lovely theme about wanƟ ng 
to be a part of something outside of our immediate 
families—wanƟ ng to experience cultures beyond 
our own. Luca discovers the power of exploring and 
celebraƟ ng another culture, while learning to honor 
and share his own.”  

Inspired by the creatures from old maps daƟ ng back to 
the Renaissance, as well as scienƟ fi c illustraƟ ons of fi sh 
from the region and Japanese dragons and serpents, 
arƟ sts created sea monsters that were believable, appealing and, importantly, expressive—because the story 
revolves around a burgeoning friendship between Luca and Alberto. “Their friendship brings out the best in Luca 
and gives him the confi dence to spread his wings and take more risks,” says execuƟ ve producer Kiri Hart. “It’s an 
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absolutely lovely, heartwarming story about friendship and how our friends can unlock certain parts of us, giving 
us the opportunity to discover something about ourselves.” 

The voice cast features Jacob Tremblay as Luca Paguro, Jack Dylan Grazer as Alberto Scorfano, Emma Berman 
as Giulia Marcovaldo, Saverio Raimondo as town bully Ercole VisconƟ , Maya Rudolph as Luca’s mom Daniela 
Paguro, Marco Barricelli as Giulia’s dad Massimo Marcovaldo, Jim Gaffi  gan as Luca’s dad Lorenzo Paguro, Gino 
La Monica and Giacomo Giannioƫ   as local fi shermen, Sandy MarƟ n as Grandma Paguro and Sacha Baron Cohen 
as Uncle Ugo.

From Pixar AnimaƟ on Studios, “Luca” is directed by Academy Award® nominee Enrico Casarosa (“La Luna”) and 
produced by Andrea Warren (“Lava,” “Cars 3”). ExecuƟ ve producers are Pete Docter, Peter Sohn and Kiri Hart, 
and associate producer is William Reusch. The story is by Casarosa, Jesse Andrews and Simon Stephenson; 
Andrews and Mike Jones penned the screenplay. With a score by award-winning composer Dan Romer (“Beasts 
of the Southern Wild,” “Superman and Lois”), “Luca” streams on Disney+ beginning June 18, 2021.

SEA MONSTERS, BULLIES ANd FISHERMEN
“Luca” Introduces New Original Characters

Disney and Pixar’s “Luca” introduces a charming cast of characters that includes humans, sea monsters and sea 
monsters who look human when they’re out of the water. The fi lm is told from 13-year-old Luca’s perspecƟ ve—a 
key to the storytelling that drives every decision, including camera, says director of photography David Bianchi. 
“It was really important for us to keep the camera in a very child-centric point of view,” he says. “Our moƩ o was 
boom down, Ɵ lt up.”

According to character art director Deanna Marsigliese, 
who is a fi rst-generaƟ on Italian Canadian, the look of 
the characters was inspired by many things, among 
them historical Italian photography, the “monstri 
marini” aka sea monsters of anƟ que maps, the 
handmade quality of world folk art, the rich textures of 
scienƟ fi c illustraƟ ons and, of course, the loose, playful 
quality of director Enrico Casarosa’s drawing style. “I 
wanted our designs to have an organic, textural quality 
– charmingly imperfect and playful, yet sophisƟ cated,” 

says Marsigliese. “This is a story told from a child’s point of view, so it was important to refl ect this in the 
characters’ designs as well. I took cues from children’s artwork and the directness with which they draw. You’ll 
noƟ ce a lot of strong, bold shapes and really fun proporƟ ons.” 

Marsigliese adds that each character embodies a unique short-hand, paired with a hero feature—one that 
represents how the character engages with the world around them. “Luca is a circle with large, searching eyes,” 
she says. “Alberto is a bean with an over-acƟ ve mouth. Giulia is a fi ery triangle, led by a sharp nose. Strong, 
simple foundaƟ onal shapes provide the perfect canvas for our fi ne details and rich textures.”

Animators embraced Casarosa’s love of Japanese animaƟ on. “We were able to explore a diff erent style that’s 
less physically based and more playful, caricatured movement,” says animaƟ on supervisor Michael Venturini. 
“For our characters on land, it’s big, graphic poses and faster Ɵ ming. That’s a contrast to what we do in the water 
where you can’t ever hold sƟ ll. There’s a liƩ le more poetry to the moƟ on underwater, which is fun to watch.”
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BOLD & DECORATIVE: SEA MONSTERS
To create the look of the sea monsters, arƟ sts studied medieval depicƟ ons of sea monsters that appeared in 
the Carta Marina—a Renaissance map daƟ ng back to 1539—as well as sea-monster sculptures throughout Italy, 
seen on fountains and benches, and even mosaicked on the ground. “I really wanted these designs to be unique, 
a departure from their medieval depicƟ ons,” says Marsigliese. “However, I also wanted to stay true to their 
decoraƟ ve origins. You’ll noƟ ce beauƟ ful, irregular scale paƩ erns—as if carved by hand. You’ll see diff erent 
kinds of facial fi ns, scalloped crests, sharp spines and webbing, and curlicues within the tails. And as our sea 
monsters age, these features only grow bigger and bolder. They’re beauƟ ful creatures, and combined with their 
iridescence and gorgeous colors, could pass for pieces of costume jewelry.”

Adds color & shading art director Chia-Han Jennifer Chang, “On all of the sea creatures, we played with lots 
of paƩ erns like scallops with their scales. They have a handmade quality. In terms of color, they represent the 
Mediterranean sea—the blues and turquoises—with an iridescent quality.”

Chang says the sea-monster color paleƩ e is as bold and saturated as that of the human world, “but on the 
opposite side of the spectrum.”

According to character supervisor Sajan Skaria, the sea 
monsters’ hair paddles were complex. “It’s the sea-
monster version of hair,” he says. “They’re individually 
modeled and they move around.”

Since the animaƟ on team had no reference footage of 
real sea monsters to help establish how Luca and his 
underwater family would move, they pulled reference 
footage of salt-water iguanas. “We looked at how their 
tails move when they swim,” says animaƟ on supervisor 
Michael Venturini. “Iguanas use their tails in a leŌ  right paƩ ern, not up and down like a dolphin, and their arms 
and legs drag behind while they swim.” 

The iguanas, however, didn’t wear clothing, so fi lmmakers had to fi gure out how to dress the sea monsters in a 
way that fi t their environment. According to simulaƟ on supervisor Henry Garcia, his team worked closely with 
the characters department to get it right. “The sea monsters make their clothing out of seaweed—so it’s like 
woven kelp—with almost fringe-like bits all over that move as they fl oat and swim,” says Garcia. “We actually 
have to move it around, so there are a lot of wind fi elds and other methods to push and pull the ‘cloth’ to get 
that Ɵ dal sway you’d expect underwater. Nothing is ever staƟ c—everything is alive and moving, and it takes a lot 
of eff ort to make sure it feels right and isn’t distracƟ ng.”

JUST ADD WATER: TRANSFORMED
The ability to transform from sea monster to human not only opens the door to Luca’s life-changing adventure—
it serves as subtle explanaƟ on. “It’s an adaptaƟ on—like camoufl age,” says director Enrico Casarosa. “It explains 
why sea monsters haven’t been noƟ ced in this world for centuries.”

Filmmakers had to fi gure out how to showcase the incredible transformaƟ on from sea monster to human and 
back again in a fun and organic way. They were inspired by observing squids and octopuses and how they change 
the color of their skin. Given concept art and parameters driven by story, technical teams worked toward giving 
arƟ sts the fl exibility to craŌ  each transformaƟ on according to story needs—dictaƟ ng details like the origin and 
speed of the transformaƟ on. The end result—developed through the collaboraƟ on of mulƟ ple teams, including 
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art, tools and global technology, characters, eff ects, animaƟ on, simulaƟ on and lighƟ ng—is stylized, specifi c and 
seamless.

“We had to develop very specialized technology on this fi lm to make that happen,” says animaƟ on supervisor 
Michael Venturini. “Those shots, on a technical level, are complex, so we had to be really mindful of when we’d 
show the transformaƟ on.”

CoordinaƟ ng models were created and rigged for 
both versions of the character—sea monster and 
human—so each transformaƟ on could begin with one 
and end with the other. “In a way, it was building two 
main characters at the same Ɵ me,” says Skaria, who 
adds that the tail posed some challenges since it only 
appears on one version of the character. 

According to character supervisor Beth Albright, 
the transformaƟ on had to be both physical and—at 

Ɵ mes—emoƟ onal. “Enrico really wanted the transformaƟ on to be something that’s happening to the character, 
rather than a suit that slides on or off  of them,” she says. “It had to be internal—something that the character 
would react to—but nothing that felt creepy. We opted for a transformaƟ on that would ripple through the body.”

Adds Skaria, “Once we realized that it comes from the inside of the body—it’s not an external thing—everything 
came together. We started with the octopus reference and built on that. We were able to do it so that animators 
could see it happening in real Ɵ me as they’re animaƟ ng.”

Adds Venturini, “Animators had several controls. We 
could choose the direcƟ on of the transformaƟ on and 
the speed in which it happens. A character who’s 
air drying would have a slower transformaƟ on, for 
example, than one falling into the water. We also have 
characters shake the water off  like a dog, or parƟ ally 
transform—their feet are the only things in the water. 
We used the storytelling moment of the fi lm to dictate 
what the transformaƟ on would look like.”

SimulaƟ on supervisor Henry Garcia’s team added special touches to amplify the event. “During transformaƟ on, 
the clothing has a liƩ le bit of magical wind inside it—it billows out to indicate to the audience that something big 
is happening. We do something similar with the hair and paddles—when the paddles come in or the hair grows 
out, we add a bit of a pop to it so there’s movement there.”

“We recorded everyone from their homes—and some  mes from the closets
in their homes. They were all so deligh  ully scrappy and willing to make it work

during tricky circumstances.”
—Andrea Warren, Producer

GIVING VOICE: RECORDING TALENT IN A NEW WORLD
Helping to bring all of the characters to life is a roster of voice talent whose adventurous spirit shines through the 
unique and colorful characters. According to producer Andrea Warren, “Luca” called for a new approach when 
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it came to recording. “It was an amazing, someƟ mes bizarre experience,” she 
says. “We recorded everyone from their homes—and someƟ mes from the 
closets in their homes. They were all so delighƞ ully scrappy and willing to 
make it work during tricky circumstances.” 

CHARACTER ROSTER
LUCA PAGURO is a bright and invenƟ ve 13-year-old sea monster with endless 
curiosity—especially when it comes to the mysterious world above the sea. 
Although he’s been warned his whole life that the human world is a dangerous 
place, he longs for something beyond his quiet farm life where he herds 
goaƞ ish day aŌ er day. So when another sea monster with actual experience 
above the surface takes Luca under his fi n, his eyes open up to a whole world 
of possibiliƟ es.

“He’s never been to the surface,” says director Enrico Casarosa. “When we 
meet him, he’s beginning to feel that his world is a liƩ le too small for him. He 
starts to follow his nose a bit, venturing farther and farther from the underwater meadow where he takes care 
of the goaƞ ish. Once a rule-follower, suddenly Luca is checking out an object that fell off  a boat. That’s how he 
meets Alberto.” 

According to producƟ on designer Daniela Strijleva, it took a year to design the character because they wanted 
to get to know him fi rst. “Enrico always wanted Luca to be a bit of an introvert and someone who was curious, 
but it took us a bit longer to fi gure out that Luca is also a dreamer,” she says. “He has a strong imaginaƟ on and a 
really evolved inner life. That’s when the character came to life for me.” 

AnimaƟ on supervisor Michael Venturini says Luca’s look reveals a big part of his personality. 
“He has very big, round eyes,” he says. “Those eyes are very expressive—they take in the 
world.” 

SimulaƟ on supervisor Henry Garcia says Luca’s hair—like all of the hair in the fi lm—called for 
a more stylized approach. “I told every team member that came on our show to throw away 
all of that industry knowledge about how to make hair beauƟ ful and start over.”

Garcia says the approach to hair is consistent with the rest of the fi lm’s aestheƟ c—aƩ enƟ on 
to detail in one area, while keeping it simple in others. “For Luca, we chose one specifi c 
detail—what we called his croissant—his front curl that kind of bops around with a beauƟ ful 
lyrical quality to it,” he says. “But if you look at the rest of his hair, there’s not a lot of moƟ on 
there.”

Jacob Tremblay lends his voice to Luca. “There’s an earnestness about Jacob,” says Casarosa. 
“He’s a master at playing anxious and polite—someone who’s Ɵ mid and wants to please. 
He’s an amazing actor.”

Tremblay says he has a lot in common with his character. “I can get preƩ y nervous someƟ mes,” says the actor. 
“But, like Luca, I’m able to overcome that. I also have an amazing imaginaƟ on like Luca. I relate to that a lot.”

According to director of photography David Bianchi, fi lmmakers kept top of mind the idea that the story is being 
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told from Luca’s point of view. “The thousand-foot view is that this fi lm is a portrait of a child that becomes more 
inƟ mate as his confi dence grows, ulƟ mately geƫ  ng us all really close to Luca as the third act evolves. We wanted 
to match the camera plan with Luca’s arc—objecƟ ve and wide at fi rst, then leaning in and geƫ  ng closer as he 
meets Alberto and then Giulia.”

ALBERTO SCORFANO is an independent, free-spirited teenage sea monster 
with unbridled enthusiasm for the human world. Expressive and gregarious, 
he is all about having fun, so inviƟ ng a fellow sea monster to hang out above 
the surface is a no-brainer for Alberto. Besides, Luca is the perfect audience 
for Alberto’s vast—albeit quesƟ onable—knowledge of all things human.

“I love characters who are so confi dent and, at the same Ɵ me, so wrong,” 
says screenwriter Mike Jones. “I think Alberto has a really deep sense of 
imaginaƟ on and perhaps it’s so powerful, it becomes the truth to him. His 
knowledge isn’t always accurate, but it comes from an honest place.”

According to story supervisor John Hoff man, Alberto’s bravado is the perfect 
counter to Luca’s hesitaƟ on. “If they were at a party, Luca would be the 
wallfl ower in the corner taking it all in,” he says. “Alberto would be the guy 
on the roof jumping into the pool.”

Screenwriter Jesse Andrews says Alberto’s boldness is exactly what Luca needs to get out of his comfort zone. 
“During development, Luca always had this anxious, naysaying voice in his head,” says Andrews. “He would get 
excited about something, but then talk himself out of it. So I realized that a friend like Alberto might see that, 
give the voice a random name—Bruno—and create the perfect way to quiet Luca’s fears: ‘Silenzio, Bruno!’”

Alberto’s boisterous personality is showcased in the character’s design. “He has a big chin and a large mouth,” 
says Venturini. “And while Luca sports a narrow stance with his arms at his side, Alberto has broad shoulders, a 
wide stance and his chest out. We Ɵ lt his nose up to show his confi dence, too. He struts when he walks.”

Jack Dylan Grazer provides the voice of Alberto. “There’s something playful about Jack,” says director Enrico 
Casarosa. “He’s the perfect troublemaker—a wonderful improviser. There’s something so off -the-cuff  in the way 
he acts, he’s an amazing talent.” 

According to Grazer, his natural ability to portray Alberto is probably because he’s a lot like his character. “Alberto 
is fearless, funny, determined and eager to see what he’s capable of doing,” says Grazer. “I defi nitely have a 

lot in common with him—always trying to create 
something new, always fi nding the fun.”

The character not-so-coincidentally shares a name 
with Casarosa’s childhood best friend, with whom 
he spent summers on the coast of Italy. “I was 
around 12 when I met him,” says Casarosa. “I was 
a Ɵ mid and shy kid, while Alberto was a bit of a 
troublemaker and an extrovert. The experience of 
having someone push me out of my comfort zone 
was something I really wanted to talk about.”
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GIULIA MARCOVALDO is an outgoing and charming adventurer with a love of books 
and learning. She only spends summers in Portorosso, so she hasn’t culƟ vated many 
friendships, which makes her an easy target of the town bully. But when two new 
kids show up who clearly need an ally, Giulia is more than happy to oblige—especially 
when they agree to team up with her in a local race she desperately wants to win. 

“She is full of fi re and very eager to defend these two strange boys from the town 
bully,” says execuƟ ve producer Kiri Hart. “Giulia is a very special character. She’s 
certain about what she believes and she’s bold in asserƟ ng those beliefs. She’s also 
funny and lively—she has so much passion for fi nding out how the world works, she 
becomes a catalyst for Luca.”

ArƟ sts were eager to showcase Giulia’s bold and passionate personality in her look. 
“We wanted her to look a liƩ le like Massimo, her father,” says producƟ on designer 
Daniela Strijleva. “Her design—with her crazy red hair, crooked nose and giant 
fi sherman’s pants—refl ects her strong will and sense of independence.” 

Giulia’s aƫ  re—especially her pants, which fi lmmakers imagine were once her 
father’s—are quirky and original—like Giulia. But the size of the pants presented the simulaƟ on team with a 
challenge. A physics-based process, simulaƟ on adds the moƟ on to hair, vegetaƟ on, fl ags and garments. But, 
according to simulaƟ on supervisor Henry Garcia, “Luca” leaned away from the real-life look a simulaƟ on pass 
can deliver. “This is a very diff erent looking fi lm,” says Garcia. “A simulator adds the folds and wrinkles and 
movement that you’d expect garments to have. But Giulia’s pants are so big and baggy—there would be a lot of 
movement and folds that don’t work with the style of the fi lm.”

Filmmakers invested a lot of Ɵ me and eff ort up front to adjust the simulaƟ on process and simplify the look of 
garments following a simulaƟ on pass. As a result, Giulia’s pants have less movement, fewer folds and wrinkles, 
and a look that fi ts the look of the fi lm.

Following an extensive search, newcomer Emma Berman was called on to help bring Giulia to life. “Emma is such 
a cheerful, lively, giggly person,” says producer Andrea Warren. “We wish we could hang out with her a liƩ le bit 
every day because she just embodies joy.”

Berman happily infused the character with that joy. “Giulia is a really awkward, quirky, goofy and determined 
character,” says Berman. “I relate to her because we’re both preƩ y outgoing, we love to make new friends, and 
we like to learn new things and go on adventures. 

“It’s easy to get into her head,” conƟ nues Berman. “I live in the excitement of the moment of voicing a character 
for Pixar. And all of that excitement just goes straight into my heart.”

Showcasing how every department contributes to storytelling, Giulia’s bold and joyful nature is refl ected in 
the shot composiƟ ons. “When Giulia is introduced, she literally wedges herself between the boys and Ercole—
separaƟ ng the bully to screen right with the boys screen leŌ ,” says director of photography David Bianchi, whose 
team is responsible for layout. “In fact, many of our composiƟ ons and blocking with Giulia involve her physically 
inserƟ ng herself in between the two boys—someƟ mes as a helper, someƟ mes as a wedge, which supports the 
developing story.”
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ERCOLE VISCONTI is the bully of the small Italian town of Portorosso and 
repeat champion of the town’s Portorosso Cup race. He’s a Vespa-owning, 
pompadoured blowhard who believes that everyone loves him and enjoys 
watching him eat sandwiches. He has two worshipful followers, Ciccio and 
Guido, who accompany him everywhere, ready to do his bidding. 

“Ercole was a lot of fun to write because he’s a narcissist,” says screenwriter 
Jesse Andrews. “But, like most narcissists, he’s incredibly insecure. He 
doesn’t want anyone else stealing aƩ enƟ on from him. He’s a small fi sh who 
thinks he’s a huge fi sh because the pond isn’t very big.”

Italian comedian Saverio Raimondo provides the voice of Ercole. “He really 
knew how to play that character,” says producer Andrea Warren. “Saverio is 
such a nice guy, but he knew how to access that self-obsessed jerk we’ve all 
encountered at some point in our lives—he really hammed it up.”

Raimondo was parƟ cularly pleased to be working with a fellow Italian naƟ ve. 
“Enrico Casarosa is an inspired director,” he says. “When we were recording, he played all the other characters 
to help me do my best in every scene. Being Italian has helped us to have the same references and suggesƟ ons. 
I hope the audience loves the summer magic of my beauƟ ful country.” 

According to color & shading art director Chia-Han Jennifer Chang, fi lmmakers imagined that Ercole comes from 
a wealthier family from this small town. “We represent that in color and shading,” she says. “Nobody else in 
town is wearing a dark blue paleƩ e with the contrasƟ ng magenta.”

Director of photography David Bianchi says that Ercole’s extreme confi dence called for an adjustment to camera—
mostly kept at a child’s eye level in “Luca.” “The camera looks down on Luca when Ercole enters, strengthening 
the noƟ on that Ercole is the antagonist and a real roadblock,” says Bianchi.

DANIELA PAGURO is Luca’s loving mother, who’s determined 
to keep her son safe. She regularly warns Luca of the dangers 
beyond the sea and the land monsters who live there. Daniela 
is no pushover: If she thinks Luca is breaking her number-one 
rule—don’t go near the surface—she’ll go to great lengths to 
stop him. 

“Luca’s mom comes off  as overbearing, but she just cares about 
her son a great deal,” says story supervisor John Hoff man.

Maya Rudolph lends her voice to Daniela. “When we fi rst talked 
to Maya about the role, she really related to the mulƟ ple roles 
that Daniela plays as a mother,” says Warren. “As a mother myself, I really wanted to make sure that Daniela’s 
harshness was balanced with equal amounts of warmth.”

Adds Rudolph, “I’ve defi nitely seen my mama bear come out when necessary with my children, so that was a 
preƩ y easy element of Daniela to relate to. When your children are pushing boundaries, you want to show them 
that you love them, but you’re serious. That can be an incredibly diffi  cult balance, but one that every parent 
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understands. Daniela has a very sweet, recurring mantra with Luca, saying, ‘You know I love you, right?’ I think 
that’s really important for her character because she is not embarrassed to show how strong she is, and she’s 
not embarrassed to show how much she loves her son.”

MASSIMO MARCOVALDO, Giulia’s dad, is an imposing, taƩ ooed, one-armed 
fi sherman of few words. Luca and Alberto can’t help but be inƟ midated 
by his formidable size and skill with a knife, but Massimo has a soŌ  heart, 
especially for his daughter. 

“While Luca’s parents take Luca’s curiosity for granted, Massimo wants Giulia 
to fl y,” says screenwriter Mike Jones. “And he leads by example. He was born 
with one arm, but he’s capable of doing everything—he’s not defi ned by it.” 

Character supervisor Beth Albright says the team created a unique rig for 
the character. “We took great care to craŌ  the shoulder and upper arm, 
because it’s important in the way he moves,” she says. “Whether he’s siƫ  ng 
down, standing up or walking around—we want him to do it like someone 
with one arm.”

Broadway actor Marco Barricelli provides the voice of Massimo. “He has that 
baritone booming voice that really can be used to inƟ midate,” says producer 
Andrea Warren.

According to Barricelli, conveying Massimo’s contrasƟ ng qualiƟ es came naturally. “I grew up in a very Italian 
family where passions were high—as was the decibel level at Ɵ mes,” he says. “But the love was never in doubt. 
Hearts of gold were everywhere around me. I know these kinds of people.” 

Barricelli, a graduate of Juilliard and former arƟ sƟ c director of Shakespeare Santa Cruz among other classical 
accolades, says his history proved useful. “Having a background in acƟ ng Shakespeare is actually extremely 
useful for voice work,” says Barricelli. “Shakespeare, remember, wrote for an audience that was coming to the 
theater to hear a play, so the language had to fi ll in for whatever may be lacking visually on the Elizabethan stage. 
His words, his language, directed the actors and created the spectacle the audience experienced. So, geƫ  ng a 
script from Pixar, so well wriƩ en, and seƫ  ng one’s imaginaƟ on and 
voice to the words is, at least for me, very similar to working on a 
Shakespeare role.”

LORENZO PAGURO is Luca’s well-meaning but someƟ mes distracted 
dad. He’s not as tuned in to his son’s growing fascinaƟ on with land 
monsters as his wife is. But Lorenzo loves Luca deeply—he’d even trek 
to the dangerous human world to fi nd his wayward son if needed. 

Jim Gaffi  gan lends his voice to Lorenzo. “He’s somebody who 
understands the role of a father,” says Warren. “Jim has fi ve kids, 
and it’s something he talks about a lot in his standup, podcasts 
and all of his work. He really embraced the role. And he and Maya 
Rudolph really brought a fun energy to Luca’s parents.”
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Adds Gaffi  gan, “From a parent’s point of view, it’s a story about giving up control—loving a child so much, you let 
them become who they want to become.” 

But, conƟ nues Gaffi  gan, “Luca” is about a lot of things—from friendship to fi nding your own path and how that 
aff ects your friendships. “That’s what’s so amazing—it’ll hit diff erent people in diff erent ways. It really captures 
a childlike imaginaƟ on and a love of learning.”

GRANDMA PAGURO and Luca have an understanding. She 
sees the spark in her grandson’s eye, his longing for more, and 
celebrates it—albeit secretly. Grandma knows that breaking 
a rule or two is part of growing up, and she’s a liƩ le too happy 
to look the other way if Luca’s rebellious side should emerge. 
What his parents don’t know probably won’t kill them.

“Luca’s grandmother understands his desire to see the 
world,” says Andrews. “It’s possible she’s ventured beyond 
the sea a Ɵ me or two in her day—someƟ mes that sense of 
adventure can skip a generaƟ on.”

Adds story lead McKenna Harris, “Luca’s relaƟ onship with 
Grandma is very sweet. They are simpaƟ co—partners in 
crime, but on the downlow. I think Grandma really sees 
Luca—possibly more than his mom and dad.”

Sandy MarƟ n voices Grandma Paguro. “I think Sandy really has the perfect voice and gruff ness for Grandma,” 
says producer Andrea Warre n. “We always joked that Grandma had a lot of grunƟ ng in her lines—but there’s 
also a sweetness between her and Luca. There’s a liƩ le moment I love when he sneaks out a window—she 
knows it, but keeps it to herself and covers for him. She wants to see him grow by experience.”

UNCLE UGO, perhaps Luca’s strangest and most bizarre 
relaƟ ve, emerges from the deepest part of the ocean to 
help Daniela and Lorenzo convince Luca of the dangers 
of the surface. Like Luca, Ugo once wondered about 
the world beyond the surface. But following a near-
death encounter, he learned to steer clear, relocaƟ ng 
to his deep-water home where it’s pitch dark, biƩ erly 
cold and far, far away from the scary humans above the 
sea—just the way he likes it. 

“Ugo has been living in the deep for so many years that he’s completely lost all color,” says director Enrico 
Casarosa. “He’s become transparent—a sea monster angler fi sh of sorts. Luca’s parents are threatening to 
send him to live with Ugo to keep their only son from the dangers of the surface, so Uncle Ugo represents the 
worst thing that could ever happen to Luca. He is rather creepy, waxing lyrical about the unbelievable pressure, 
darkness and fl oaƟ ng carcass of the deep water.”

Sacha Baron Cohen lends his voice to Uncle Ugo. Says editor Catherine Apple, “Sacha is an improviser. He wanted 
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to try a bunch of approaches to see which one worked—his ability to change from one to the next was really 
wonderful. But it was hard to decide which way to go—and the scene got a liƩ le bigger once he recorded.”

According to animaƟ on supervisor Michael Venturini, Uncle Ugo’s deep-water digs are evident in his appearance. 
“He’s lost much of his vision from living in the darkness,” says Venturini. “His eyes don’t really focus when he’s 
talking to Luca. He’s not very energeƟ c in how he moves—he fl oats.”

TOMMASO and GIACOMO are dedicated fi shermen 
who fi nd themselves in the middle of a heist of sorts, 
as various objects, including a phonograph, begin 
disappearing from their boat. But who is behind this 
thievery? Portorosso is a fi shing town at its roots, 
and fi shermen love to tell tales—especially about the 
supposed sea monster they saw early one morning 
before the sun came up. 

Sea monster aside, the star of the show is easily the 
phonograph, says sets supervisor Chris Bernardi. “The team put a lot of love into it to make it feel of the Ɵ me and 
place,” he says. “It’s really an old-fashioned noƟ on that these fi shermen are listening to an opera while they’re 
out on the water. It becomes a through line as we follow the phonograph to the boƩ om of the sea—and from 
there, all the way to Alberto’s hideout.”

Gino La Monica and Giacomo Giannioƫ    lend their voices to the old and young fi shermen, respecƟ vely. 

MACHIAVELLI is Giulia’s sweet-natured pet cat—sweet natured to humans, 
that is. When Machiavelli meets Luca and Alberto, he immediately senses 
there’s something fi shy about them. And he loves the taste of fi sh. 

“Machiavelli is the fi rst character in the movie to sense—and eventually 
confi rm—that Luca and Alberto are, in fact, sea monsters,” says story 
supervisor John Hoff man. “He causes some problems for them unƟ l they 
realize that the suspicious cat can be bribed.”

According to crowds technical supervisor J.D. Northrup, Machiavelli is not 
the only cat in the movie. Filmmakers observed during their research trips 
that fi shing villages seem to draw cats—lots of them. “We kept geƫ  ng notes throughout the fi lm to add cats into 
shots,” says Northrup. “It almost became a joke, ‘Could we get some more cats?’”

CROWDS
The crowds team ventured beyond feline crowds characters, populaƟ ng Portorosso—land and sea—with people, 
fi sh, sea monsters and birds. Says Northrup, “The story of crowds in this fi lm is that Luca starts out in this 
sheltered, underwater existence where the water is murky—you can’t see very far—his world is closed. As we 
progress through the fi lm, the horizon keeps opening up, so when you get above the water and into the village, 
we wanted to convey a feeling of freedom and opportunity. In many cases, we helped sell that by having other 
people or creatures populaƟ ng those places.”
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Like the rest of the fi lm, the crowds 
characters were stylized—embracing 
an illustrator’s mentality. “Enrico 
[Casarosa] is deeply inspired by 
Japanese animaƟ on,” says crowds 
animaƟ on supervisor Lindsay Andrus. 
“The shaping of our character poses, 
as well as the Ɵ ming of our animaƟ on, 
is driven by his personal style and 

infl uences. We hold poses for longer. There’s more design involved. It’s been really fun and liberaƟ ng for the 
animators to get a chance to do something a liƩ le bit diff erent and fresh.” 

dIRECTOR OF RESEARCH
Filmmakers Venture to Italy to Soak Up Culture (And Eat Pasta); 

Italian History and Japanese Ar  stry Provide Addi  onal Inspira  on

Filmmakers at Pixar AnimaƟ on Studios embrace deep and diversifi ed research in an eff ort to infuse each fi lm 
with authenƟ city. Whether it’s the cobwebs added to the corners of the anƟ que store for “Toy Story 4,” or the 
seasoned gum markings on the sidewalks of ManhaƩ an for “Soul”—it all begins with research. 

“We visited the places Enrico went as a child. We watched him climb a 30-foot rock and
dive in—realizing a  er the shock of it that he’d been doing it since he was a child.”

—Daniela Strijleva, ProducƟ on Designer

Director Enrico Casarosa grew up in Italy, and “Luca” 
was born largely of his own childhood memories. 
He wanted to introduce the producƟ on team to the 
aspects he most treasures, while allowing them to 
discover special characterisƟ cs themselves, so arƟ sts 
trekked to the Italian coastline as part of two research 
trips. “It was so important to go there to be able to 
portray the essence of the place,” says Casarosa. “It’s a 
very special place—the mountains and the sea, the big 
hills—it’s a wonderfully specifi c place that we needed 
to experience together, both for teambuilding and for the layers of detail that we can add to our movie. It seems 
in these coastal towns, there’s always a traƩ oria, a gelato shop, a wonderful bar where you can have coff ee. It 
was really fun to be able to bring that feeling of specifi city and Ligurian vibe to the background of our fi lm.

“We went through many diff erent towns,” conƟ nues the director. “You really need to go and feel the textures, 
the light, water, the age, the fl avors. Food became a huge thing to try. They needed to try focaccia di formaggio 
di recco. They had to visit the right bakery in the right town.” 

ProducƟ on designer Daniela Strijleva was happy to sample those local fl avors. “The fi rst thing we did was join 
Enrico’s parents for dinner,” she says. “Not only did we get to enjoy the food and study Italy, we also got to bond 
as a team and think about the creaƟ ve process together.

“We visited the places Enrico went as a child,” Strijleva conƟ nues. “We watched him climb a 30-foot rock and 
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dive in—realizing aŌ er the shock of it that he’d been doing it since he was a child. That extra layer of experiencing 
his memories and nostalgia really underscores his love of the place. And of course meeƟ ng people from the 
region—fi shermen, locals—gave us so much to work with.”

Adds Casarosa, “There are a lot of characters. These 
liƩ le towns have the usual suspects: there’s the poet, 
the fi shermen and the gossips.”

Strijleva, who lived in Italy as a child, soaked it all up. 
“These people are unique—resilient. Some of the 
regions were so remote and inaccessible for so many 
centuries, there’s a strength and resilience of the 
inhabitants of these towns that you sƟ ll see today. 
They’re all a liƩ le more reserved than some might 

think. The Ɵ melessness of this place and the people is really palpable.”

According to the producƟ on designer, the research trips were invaluable. “It’s one thing to look at the pictures 
of the Cinque Terre, and it’s another thing to go and experience it,” says Strijleva. “You see not just the color 
paleƩ e, but the way the sun hits the buildings and the water. The color of the Mediterranean water—that blue—
is so incredibly deep and gorgeous. It’s diffi  cult to describe. When you dive under, it has these beauƟ ful aqua 
tones that we absolutely had to capture. And then you go to the town and its warm tones—we really wanted 
to hit that diff erence. The buildings are in various shades of terra coƩ a, peach and yellow. We even studied the 
exact warm-toned reds of 1950s and 1960s Vespas.”

Director of photography Kim White was also among the fi lmmakers who went to Italy. White, who headed up the 
team of lighƟ ng arƟ sts, also paid careful aƩ enƟ on to the color paleƩ e. “I had a sense of what Enrico wanted us 
to see in terms of stylizing the water and the look of the buildings,” says White. “I went to Italy with a long list of 
what I wanted to capture—photographs of the water at diff erent Ɵ mes of day, the atmosphere at the coastline, 
the way the light looks between the buildings, and so on. I brought back a treasure trove of images that I was 
able to share with the lighters. It was extremely useful to gather my own reference.”

David Bianchi agrees. The director of photography 
in charge of camera and layout says he had three 
main take-aways. “One—there are no straight lines 
anywhere,” he says. “There are no roads, alleys, 
walkways or even buildings that have 90-degree angles. 
When we thought about how to stage a bike race, for 
example, we realized we’d never have straight shots. 

“Two—as you travel along the coast by train, you fi nd 
yourself in a dark tunnel, popping out of the darkness 
into the light in a beauƟ ful, quaint, almost magical liƩ le seaside Italian village,” conƟ nues Bianchi. “To me, it was 
a great metaphor about transformaƟ on.

“The third thing I noƟ ced was the sounds—ocean waves and church bells everywhere,” he adds. “No maƩ er 
what you’re doing, there are constant reminders of where you are in the world.”
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INSPIRED: ITALIAN HISTORY & JAPANESE ANIMATION
Filmmakers’ research included delving into Italian myths, legends and lore—from tales of dragons to the story 
of a bell-ringing octopus that saved a village from a band of pirates. “Some of these tales were actually made up 
by fi shermen,” says Casarosa. “They’d fi nd a great fi shing spot, and they didn’t want anyone to take it over, so 
they’d make up scary stories.” 

Italian pop culture also provided valuable reference. “We looked at the Italian Golden Age in the 1950s and 
1960s—cinema, music and design—there was something very lovely and Ɵ meless about that period,” says 
Casarosa. “I’ve always been a big fan of Italian cinema. It was really fun to study those old movies—share them 
with everyone.” 

According to producer Andrea Warren, the team wanted to have a solid understanding of Italian history, inviƟ ng 
a professor from Berkeley to the studio. “This is a period fi lm,” says Warren. “We wanted to capture an honesty 
to the era, no maƩ er how stylized we were making it. He drove home the simplicity of the Ɵ me and place—basic 
clothing, kids running barefoot.”

While the Italian seƫ  ng is clearly a nod to Casarosa’s 
roots, the look of the fi lm—indeed, the director’s 
arƟ stry as a whole—is also infl uenced by Japanese 
animaƟ on and woodblocks. “We knew we wanted 
to make something diff erent using a few reference 
points,” he says. “Many came from 2D animaƟ on that 
I loved as a kid. I grew up in Italy but watched a lot of 
Japanese cartoons in the 1980s. Woodblock prints—
beauƟ ful simplifi caƟ ons of refl ecƟ ons, for example—
are intriguing and appealing. They seem to inspire 

much of the Japanese animaƟ on and watercolors I admire—so we spent a lot of Ɵ me looking at that.”

Adds Strijleva, “Enrico would draw these sinuous simple shapes of refl ecƟ ons in the water that looked like 
tradiƟ onal woodblocks. With that in mind, we were challenged with simplifying the look of a 3D fi lm, which was 
super fun to do—hiƫ  ng a certain level of caricature that’s true to Enrico’s style. It’s very expressive and lyrical.” 

That approach extended throughout the producƟ on, including lighƟ ng, eff ects, layout and camera. Says director 
of photography David Bianchi, “We tried to incorporate 2D camera moves to underscore the hand-drawn essence 
of the fi lm. It sƟ ll feels like a CG fi lm, but you can sense the hand of the arƟ sts touching it.”

ITALY, SUMMERTIME ANd SEA MONSTERS
Filmmakers Create Stunning, Stylized Se   ng

Director Enrico Casarosa decided early on in the producƟ on that the fi lm should feel as if it were from the Luca’s 
point of view. To that end, the Italian seaside seƫ  ng conjures an immediate sense of wonder. CompleƟ ng the 
magical transformaƟ ve feeling of the main character’s escapism Casarosa envisioned is the carefree idea of 
summerƟ me, a truly nostalgic era and a stunning painterly style. “The arƟ st’s hand is something I think a lot 
about,” says Casarosa. “We try to bring some of that warmth and imperfecƟ on to the computer animaƟ on. And 
our story takes you to a place that’s fantasƟ c, but also inspired by where I grew up.” 

Casarosa grew up in Genoa, the capital of the Italian region of Liguria. “I spent my summers in smaller towns 
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along the coast,” he says. “The Cinque Terre is really close to where I grew up. These fi ve li  le towns are lovely—
stuck in  me, really, because they’re so small. They’ve retained that old, seasoned look—so wonderful and 
picturesque. I moved to the U.S. in my twen  es, and as o  en happens, the more you’re away from your roots, 
the more you value those roots.” 

According to color & shading art director Chia-Han Jennifer Chang, the pale  e of the se   ng was infl uenced by 
the era—but enhanced to refl ect the unique point of view. “We wanted to capture the idea that it’s a child’s 
memory of that summer, so everything is way more vibrant—bigger and more saturated than reality,” says 
Chang.

TIMELESS
According to the director, the fi lm is roughly set in the 
late 1950s, early 1960s—though the end goal is crea  ng 
a  meless look. Filmmakers immersed themselves in 
Italian culture of the era to help capture the look they 
wanted. “I always felt there was something very lovely 
about the Italian Golden Age—the ’50s and ’60s,” says 
Casarosa. “The cinema and the music of that  me is 
iconic and special.”

Produc  on designer Daniela Strijleva agrees. “It’s such an evoca  ve, beau  ful, roman  c and  meless period,” 
she says. “It was so well suited to this story, too. I wanted to learn more about this  me in history, and I really 
loved the charming approach and sensi  ve storybook style Enrico developed in response.” 

THE MAGIC IS IN THE DETAILS
Filmmakers combined elements from their research trips with Casarosa’s ar  s  c infl uences and—in true Pixar 
style—anchored it all in the needs of the story. A closer look at details like the approach to water and the individual 
sets, showcases how it all comes together. “We wanted to bring a certain warmth, texture and handmade quality 
to the fi lm,” says Casarosa. “We want to capture the bright colors—the beau  ful blues of the sea and the sky. 
We really amp up satura  on in this movie. I love to bring an organic feel to the overall look—like a pain  ng or a 
sketch—that’s s  ll immersive and very rich. We want to take people there.”

Director of photography Kim White adds, “Enrico likes 
a lot of color, so we paid careful a  en  on to the color 
in the fi nal frames. In many sequences there was a 
fair amount of satura  on in the ligh  ng, but for some 
props we’d desaturate the lights on them to allow their 
local color to come through more. This was especially 
the case when the warm ligh  ng would muddy the 
color of some of the cool props. Controlling the colors 
in the fi nal frame this way helped the movie have more 
of a painterly feel. Also, the many of the colors of the 
props were carefully chosen to be indica  ve of the  me period that the movie was set in and we wanted to let 
those speak up.”

Ar  sts u  lized dappled light and what they called shadow fringe to add texture to shot composi  ons, and used 
ligh  ng and color to showcase the summer  me vibe, too. “Some  mes we would expose for the shadows and let 
the background get really bright and blown out,” says White. “It helped us convey summer and heat.”
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DIVING IN
Luca’s family lives in a modest underwater home where they farm kelp and herd goaƞ ish. According to director 
of photography David Bianchi, fi lmmakers wanted to make this underwater world appealing—but not too 
appealing. “This is where we meet Luca and learn preƩ y quickly how much he thinks about life beyond the 
surface,” says Bianchi. “How do we make that locaƟ on something that our protagonist would want to leave?”

CreaƟ ng the water for any Pixar fi lm is extremely collaboraƟ ve—and major technical advances have been made 
over the years. But fi lmmakers couldn’t just replicate the work done in fi lms like “Finding Dory” or “Finding 
Nemo.” “They take place in diff erent parts of the world,” says White. “The color of the water off  the coast of Italy 
is specifi c to that place and we wanted to capture that authenƟ city and use it to help tell Luca’s story.

“We went swimming while we were in Italy and recorded a lot of reference so we could get it right,” White 
conƟ nues. “The density of the murk underwater we noƟ ced and used to help build a feeling of isolaƟ on for Luca. 
Objects recede and soŌ en quickly in that region as you get farther away from the camera.  Also the color paleƩ e 
below water is more restrained than on the island or in town and we were able to use that paleƩ e to help Luca’s 
underwater environment feel limited.”
 

Luca’s underwater home is modest to refl ect the idea 
that they’re farmers—and tucked away to underscore 
that they prefer to stay hidden from humans. Don Shank, 
sets art director, spearheaded the design of the Paguro 
home. “It entailed about a year and a half of trying 
every possible permutaƟ on of ways that underwater 
characters could live,” he says. “We found that in Puglia, 
which is in the central part of Italy, there are houses 
built of dry-stacked stones called trullo. We tried to riff  
on those, adapƟ ng them to the underwater world. We 

liked the round shapes of the houses with conical roofs, so we played with that. We wanted the characters to be 
able to swim around naturally and not just move horizontally like humans, so we made it a split level.”

Adds fellow sets art director Paul Abadilla, “The underwater world shape language is mostly round, curvy, and 
organic. For example, the way vegetaƟ on is dressed around the home is moƟ vated by wavy water currents. We 
don’t see recƟ linear shapes unƟ l we go to Portorosso.”

Beyond Luca’s abode, says Abadilla, is the meadow, which plays an important role. “The underwater meadow 
is really the threshold for Luca,” he says. “It symbolizes him living in two worlds. Anything beyond the meadow 
is unknown—forbidden. So it’s like his last safe space – the rocky walls that encircle the open fi eld of seagrass 
provide him a place to hide.”

Building on that idea, Bianchi’s team used only two wide-angle lenses for all underwater shots. But they sƟ ll 
needed to convey moƟ on in the shots, so they dove into the project—literally, creaƟ ng the actual moƟ on of the 
camera by tracking themselves in the Pixar pool. “We rented gear, built trackers, fi lmed ourselves and put it into 
the computer,” he says. “Two lenses and a repeƟ Ɵ ve shot paƩ ern give way to a completely diff erent approach 
when Luca emerges from the water.”

BREAKING THROUGH
While Luca’s underwater world called for a restrained approach, the look of the sea from the surface is stylized 
and inspired—in part by Japanese woodblock prints, stylized animaƟ on and graphic novels. The end result 
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targets specifi c areas for detail. It’s not supposed to look photoreal because it’s meant to be Luca’s memory of 
the water versus actual water.

Visual eff ects supervisor David Ryu says the eff ects and 
lighƟ ng teams had to fi gure out how to coerce a water 
surface into the desired shapes. “We wanted to create 
a more illustraƟ ve picture,” he says. “That boiled 
down to building layers of stylized water looks. The 
eff ects and lighƟ ng teams developed a technique that 
would allow arƟ sts to control the detail in a refl ecƟ on, 
allowing for a simpler, more stylized look.

“We also wanted to incorporate the paƩ erns we see in 
the ocean due to wind or underwater formaƟ ons,” Ryu conƟ nues. “A patch of turbulent water here and a band of 
calm there—arƟ sts can use those elements as a composiƟ onal tool. Our team developed a few recipes—choppy 
water that pushes triangular shapes, calm water with curved shapes. We could paint big swaths in the frame like 
brush strokes to compose an ocean paƩ ern.”

For “Luca,” the water above the surface was so stylized, 
fi lmmakers ulƟ mately created a look that Pixar had 
never done before. “It was a really involved process,” 
says eff ects supervisor Jon Reisch. “We had to fi rst 
fi nd the look of the ocean, then decide how to push 
the stylizaƟ on of the water when it interacted with 
characters and with splashes.” 

Adds Ryu, “We wanted to handcraŌ  splashes that could 
be pasted on the simulated water surface.”

The lighƟ ng team tackled the look of the refl ecƟ ons on the surface of the water as well. “We tried to capture the 
simplifi ed and sinuous shapes of the refl ecƟ ons that we found in Japanese woodblock prints,” says director of 
photography Kim White. 

LOOKING UP
Much like the water, the color of the sky was important to fi lmmakers—both to convey the summerƟ me seƫ  ng 
and to help keep the movie colorful. “Even when we were exposing for the shadows we didn’t wash out the sky 
since it was part of the style to keep rich color in it,” says White.

Adds set extension supervisor MaƩ hew Webb, whose team added volumetric clouds, “We needed to bring our 
A-game because Luca’s never seen clouds before. When he fi rst comes out of the water—aŌ er he panics—there 
is a nice moment with the wind going through the trees and the clouds slowly driŌ ing.”

Webb and his team had to fi nd the look of clouds to best fi t in the stylized world of “Luca.” “Typically, a cloud has 
a range of colors on both the sunlit side and the shadow side,” he says. “On the lit side, we grouped those colors 
together. There’s nuance and detail, but it’s more graphic. We just used one color on the shadow side.”

HOME WITH A VIEW
Once Alberto is able to coax Luca out of the water and demonstrate that he is not only safe but able to see a 
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whole new world—the sun, the sky, birds—he shows off  his hideout—a reclaimed old Roman tower that was 
long-ago abandoned. “It’s falling apart,” says sets supervisor Chris Bernardi. “The stairs are broken, so Alberto’s 
built a ladder up to the one fl oor that sƟ ll exists—barely.” 

Story lead McKenna Harris says, “It tells two stories: it hints at what might be a troubling backstory for Alberto, 
but on the other hand, it’s every kid’s dream to have a place of their own where imaginaƟ on rules. We all want 
to hang out there. It’s charming and, at the same Ɵ me, a liƩ le rough around the edges.”

“It’s a classic kids’ clubhouse—a place where everything is possible,” adds screenwriter Mike Jones. “It’s where 
you collect things and build grander, beƩ er things from that. In Alberto’s case, he collects human arƟ facts—and 
of course they’re going to build a Vespa, because that’s the symbol of freedom and adventure to these boys. 
Alberto has probably been looking at this poster he found forever, hoping he would one day fi nd a real Vespa, 
but then Luca comes along and looks around Alberto’s hideout and says, ‘Why don’t we just build it?’” 

Filmmakers wanted to ensure that the hideout felt like a teenager’s room. “Alberto’s hideout is a bit of a mess,” 
says Bernardi. “He collects junk—a broken mandolin, a typewriter, lanterns, toasters, a hammer—and the space 
is preƩ y Ɵ ght. We were challenged with fi guring out how much stuff  we could actually jam in there to make it 
look busy but not draw aƩ enƟ on away from Luca and Alberto.”

Graphics art director Josh Holtsclaw, whose team was behind the Vespa poster, tapped into his inner child to 
draw the image the boys create to prep for their homemade Vespa. “Enrico and I went back and forth to get 
it just right,” says Holtsclaw. “It had to communicate an evoluƟ on of their friendship in only a few seconds of 
screen Ɵ me, so it is heavily art directed even though it looks like a child’s drawing.”

Showcasing that growing bond was essenƟ al. For director of photography David Bianchi, those sequences in 
Alberto’s hideout and beyond called for a specifi c approach to camera. “We let the camera become almost a 
sidekick to the boys during those early adventures,” he says. 

WELCOME TO PORTOROSSO
Although the town of Portorosso is enƟ rely fi cƟ onal, 
the feeling it conveys of the Italian Riviera is familiar—a 
nod to the Cinque Terre in Liguria, Italy, says sets 
supervisor Chris Bernardi. “The town itself really tells 
a story,” he says. “These old stucco buildings that have 
been worked on and improved. There’s a pescaria, a 
gelatoria and a foccaciaria. There’s an old restaurant 
and a new one. The church is on the square near the 
cinema.

“It’s a fi shing town with nets and boats—the locals’ relaƟ onship to the sea is important,” conƟ nues Bernardi. 
“And there’s a handcraŌ ed charm to the whole thing. We exaggerate certain characterisƟ cs to get that look—
both in the shape and color of things.”

Sets art director Don Shank adds, “There’s a patchwork quality to the real-life buildings in the Italian Riviera—it 
feels like a bunch of building blocks. If you looked at these villages from above, you’d see no right angles. It’s all 
trapezoids, which became a guiding idea in the design of our town. Instead of arbitrarily tweaking angles to get 
a wonky look we developed these principles of lean, sag and twist so that the quirky angles were rooted in a 
history and aging of the structure.”
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As Luca’s world opens up and his excitement rises, so too does the approach to producƟ on. Director of 
photography David Bianchi purposely reserved more dynamic camera moves for the sequences in Portorosso. 
“We don’t have any crane movement or dollies unƟ l we get into town,” he says.

Kim White, director of photography in charge of 
lighƟ ng, was fascinated with the  narrow streets and 
alleyways. “I brought home from Italy pictures of the 
way the light fell between the buildings and bounced off  
of them,” she says. “I wanted to capture the beauƟ ful 
quality of the light in town and the interesƟ ng shadow 
composiƟ ons that I saw there.”

Explains visual eff ects supervisor David Ryu, “Enrico 
really wanted us to inject color and texture into the 

edge of a shadow. It turned out to be preƩ y diffi  cult because of the way we render now—shadows are just a 
byproduct of having something blocking the light. Our RenderMan team developed a technology that allowed 
us to detect those shadow edges and to be able to insert color and texture in just those areas. It’s a preƩ y subtle 
eff ect and a good example of what we’ve peppered in to take the CG edge off .”

Graphics art director Josh Holtsclaw ensured that the signage that appears throughout the town fi ts in with 
director Enrico Casarosa’s stylized vision. “It’s trickle-down inspiraƟ on,” says Holtsclaw. “We look at the character 
design, the set design, and do graphic design that looks right in that world.”

The trick, says Holtsclaw, is for the signage to complete 
the world—without being distracƟ ng. “The characters 
should have the highest contrast—the extreme value 
range—so that your eyes are drawn to Luca or Alberto 
when they’re in the environment. For the set and 
graphic design, the contrast and values sit somewhere 
in the middle so they can recede while Luca comes 
forward.”

Holtsclaw’s team handles a wide range of elements—
from space books and newspaper clippings, to the map of the race that appears on a pasta box. All signage in 
the fi lm is in Italian, adding authenƟ city. “It’s a subtle but constant reminder that we’re in Italy,” says Holtsclaw.

THE SKY IS LEAKING
For Disney and Pixar’s 2019 feature “Toy Story 4,” arƟ sts and technicians spent many hours developing the system 
behind the dramaƟ c rain sequence at the beginning of the movie. But for “Luca,” fi lmmakers wanted a diff erent, 
less photoreal look. “We took all that great work and used it as a jumping-off  point,” says eff ects supervisor Jon 
Reisch. “For ‘Luca,’ the scale was diff erent—our characters are human-sized. And Enrico’s references suggested 
more of a two-dimensional look.”

Since the ulƟ mate look was not as physically based, the eff ects team had to fi gure out how to create a two-
dimensional look in a three-dimensional system. “We had to rethink our approach—and use our tools to hit 
those stylized notes,” says Reisch.
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MAKINg MUSIC
Composer Dan Romer Tapped to Create Stage-Seƫ  ng Score

Ever since Randy Newman’s memorable music in “Toy 
Story” more than 25 years ago, fi lmmakers at Pixar 
AnimaƟ on Studios have embraced the power of music 
to help tell their stories. For Disney and Pixar’s “Luca,” 
director Enrico Casarosa turned to composer Dan 
Romer to help set the stage and convey the youthful 
point of view of the main character, Luca. “I’ve been 
a fan of Dan since his work on ‘Beasts of the Southern 
Wild,’” says Casarosa. “I love his style—his accordion 
skills—and his ability to blend his style with the 
nuances of Italian music for this score.”
 
As he developed the story in “Luca,” Casarosa was inspired by the music from the Italian Golden Age. According 
to Romer, however, the director wasn’t necessarily looking for era-specifi c music. “Enrico didn’t want a score 
that felt like it was actually made in 1950s-’60s Italy,” says Romer. “He wanted something that felt like more of a 
nod, or a memory, than something that felt historically accurate. He told me what he really wanted was a more 
Italian-sounding version of the style of music I already make, which was very exciƟ ng and freeing!”

The composer got game-ready with playlists of Italian music, compliments of Casarosa and a few Italian friends. 
“I listened to those playlists on loop for a while to get those harmonies and styles to feel second-nature,” says 
Romer.

Romer leaned into those Italian sounds—infusing his 
signature accordion, as well as mandolin and nylon-
string guitar. But with a cast of characters that includes 
sea monsters, he knew he’d have to change it up a 
liƩ le below the surface of the water. “The score is a 
bit dreamier under the sea, and less Italian,” he says. 
“We didn’t necessarily want the two worlds to feel 
completely diff erent, we’re always following Luca’s 
heart, and the score is always meant to be from his 
point of view.”

“We didn’t necessarily want the two worlds to feel completely diff erent—we’re always 
following Luca’s heart, and the score is always meant to be from his point of view.”

—Composer Dan Romer

Indeed, Romer kept top of mind the idea that the story is Luca’s story—brought to life through the friendships 
he makes with Alberto and Giulia. The score therefore includes special themes for each of the three friends. 
“Enrico and I spent a lot of Ɵ me bouncing melodies back and forth between us, since we felt the score wanted 
to be extremely themaƟ c,” says Romer, who created themes for both characters and situaƟ ons. “We wanted the 
three kids’ themes to each have their own unique sound but feel close enough harmony-wise so that we could 
switch between them easily in a single piece of music. Since the kids are so interacƟ ve and their relaƟ onships are 
so colorful, we wanted to be able to have call and response between their themes in a way that felt seamless.”
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The composer especially liked working on the fi lm’s 
dream sequences where Luca soars to great heights—
feeling the freedom he craves. “They called for the 
most lush instrumentaƟ on, and usually the most wild 
rhythms,” he says. “These were also the moments that 
call and response between themes worked the best.”
 
According to producer Andrea Warren, the music—
which includes Romer’s score as well as some licensed 
songs—is designed to enhance the storytelling. “The 
music is rooted in the emoƟ on of the fi lm,” she says. “It really drives the feeling of this place. We wanted to 
transport the audience to this seaside escape from the very beginning, and Dan’s score helps us do just that.”

ABOUT THE vOICE CAST

JACOB TREMBLAY (voice of Luca Paguro) garnered internaƟ onal recogniƟ on for his breakout performance 
opposite Brie Larson in the criƟ cally acclaimed, Oscar®-nominated fi lm “Room.” Directed by Lenny Abrahamson, 
the fi lm was adapted from the internaƟ onal best-selling book by author Emma Donoghue. Tremblay received 
the breakthrough performance award from the NaƟ onal Board of Review, a CriƟ cs’ Choice Award from the 
Broadcast Film CriƟ cs AssociaƟ on for best young actor and a nominaƟ on for outstanding performance by a male 
actor in a supporƟ ng role by the Screen Actors Guild, among other accolades, for his performance in the fi lm.

Following “Room,” Tremblay starred in Stephen Chbosky’s box-offi  ce hit “Wonder,” based on the New York Times 
best-selling novel by R.J. Palacio. Tremblay plays Auggie Pullman, a young boy born with facial diff erences, who 
begins at a mainstream school for the fi rst Ɵ me. Julia Roberts, Owen Wilson and Mandy PaƟ nkin co-star in the 
fi lm, which received criƟ cal acclaim around the world.

In 2019 Tremblay starred in Universal Pictures’ “Good Boys,” produced by Seth Rogen and Evan Goldberg and 
directed by Gene Stupnitsky. Tremblay stars opposite Keith L. Williams and Brady Noon as one of three sixth-
grade boys who ditch school and embark on an epic journey, while carrying accidentally stolen drugs, being 
hunted by teenage girls and trying to make their way home in Ɵ me for a long-awaited party. The fi lm originally 
premiered at the 2019 SXSW Film FesƟ val to criƟ cal acclaim and went on to be a box-offi  ce hit.

In September 2018 Tremblay starred in “The Predator” opposite Boyd Holbrook, Olivia Munn, Keegan-Michael 
Key and Sterling K. Brown. Shane Black directed the TwenƟ eth Century Fox reboot of the sci-fi  acƟ on franchise 
“Predator,” which premiered at the 2018 Toronto InternaƟ onal Film FesƟ val just prior to its wide release.

That same month, Tremblay starred in Xavier Dolan’s “The Death and Life of John F. Donovan,” which also 
premiered at the 2018 Toronto InternaƟ onal Film FesƟ val. The fi lm co-stars Kit Harington, Natalie Portman, 
Susan Sarandon and Kathy Bates, and follows an American movie star who fi nds his correspondence with an 
11-year-old exposed, prompƟ ng assumpƟ ons that begin to destroy his life and career.

Tremblay began his career in 2010 when he was featured in several commercials. At 5 years old, Tremblay quickly 
transiƟ oned to the big screen when he was cast in Raja Gosnell’s “The Smurfs 2.” In the fi lm, Tremblay plays the 
young son of Neil Patrick Harris and Jayma Mays.

AddiƟ onal fi lm credits include Colin Trevorrow’s “The Book of Henry” and the psychological thriller “Shut In,” 
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both opposite Naomi WaƩ s; “Burn Your Maps,” opposite Vera Farmiga; and a cameo in Mike Flanagan’s recent 
fi lm “Doctor Sleep.”

On the small screen, Tremblay has appeared in an episode of Jordan Peele’s reboot of “The Twilight Zone” for 
CBS All Access. He also voices the Ɵ tular role of “Pete the Cat” in Amazon Prime’s television adaptaƟ on of the 
New York Times best-selling children’s books. He was also recently seen as a young JusƟ n Bieber in the music 
video “Lonely,” which has been seen over 98 million Ɵ mes on YouTube.

Next, Tremblay will star as the voice of Flounder in Disney’s live-acƟ on fi lm “The LiƩ le Mermaid” opposite Halle 
Bailey, Awkwafi na and Melissa McCarthy.

JACK DYLAN GRAZER (voice of Alberto Scorfano) can currently be seen starring as the lead in Luca Guadagnino’s 
new HBO series, “We Are Who We Are.”

In addiƟ on, he stars opposite Rainn Wilson and Mena Suvari in the dramaƟ c indie thriller “Don’t Tell a Soul.” 
The fi lm follows two young thieving brothers (Fionn Whitehead, Grazer), with a cancer-stricken mother at home 
(Suvari), who match wits with a security guard (Wilson) trapped at the boƩ om of a forgoƩ en cistern.
 
He is best known for starring as the asthma-affl  icted Eddie in the horror fi lms “It” and “It Chapter Two,” for which 
he received an award for best on-screen team at the 2018 MTV Movie & TV Awards. His other credits include 
playing a younger version of Nic Sheff  (Timothée Chalamet) in Amazon Studios’ “BeauƟ ful Boy” opposite Steve 
Carell and “Me Myself and I,” as young Alex.

When Jack isn’t busy fi lming, he spends Ɵ me spreading awareness for STOMP Out Bullying, where he became 
the ambassador for the organizaƟ on in 2019. He is an avid supporter of the Adderley School, where he formed 
the Jack Dylan Grazer Scholarship Fund for two underserved students each year.

In his spare Ɵ me, he enjoys skateboarding, playing the fl ute, fi lming skits with friends, wriƟ ng and hanging with 
friends.

Newcomer EMMA BERMAN (voice of Giulia Marcovaldo) got her start at the age of 8 when she landed her fi rst 
job voicing toys for the educaƟ onal toy company LeapFrog. Gaining aƩ enƟ on from her voiceovers, Emma went 
on to lend her voice to more toys from Playmates Toys and Spin Master before appearing in educaƟ onal media 
for Stanford Children’s Hospital and print adverƟ sing for MasterCard/American Airlines. The 12-year-old actress 
is currently eagerly awaiƟ ng release of two projects that fans will love.
 
Currently residing in San Francisco, the seventh grader is acƟ ve in the professional theater scene in the Bay Area. 
Most recently she has played Baby June in Bay Area Musicals’ producƟ on of “Gypsy” and received rave reviews 
for her performance, including one criƟ c saying, “Berman shows the benefi t of wide experience for such a 
young actress, and might well be described as a prodigy” and another staƟ ng, “Emma Berman as the crackerjack 
younger June who might even steal this show.” She also played Ivanka in 42nd Street Moon’s producƟ on of 
“Once,” which won best musical of the year at the Bay Area Theater Awards, and was part of the American 
Conservatory Theater’s producƟ on of “A Christmas Carol” for two years.

As a young performer dedicated to her craŌ , Emma studies on an ongoing basis with acƟ ng coach Melinda 
Darlington-Bach and dialects coach Beƫ  na Devin on her BriƟ sh and Italian accents, but the actress also speaks 
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fl uent Russian as she grew up in a bilingual household. Addi  onally Emma has trained in New York with A Class 
Act and Broadway Ar  sts Alliance.

Outside of ac  ng, Emma con  nues to live a fast-paced life, always keeping busy. She loves to draw, bake and race 
go-karts with her older brother and has been a regular at Sonoma Raceway over the last few years. In college, 
Emma wants to study to become a storyboard ar  st and director and hopes to one day work at Pixar. She is also 
a huge fan of the app Calm and would love to read books on tape for it, like two of her favorite actors, Mandy 
Moore and Kate Winslet.

SAVERIO RAIMONDO (voice of Ercole Viscon  ) is an Italian standup comedian, writer, actor and television host. 
His comedy special “Il Sa  ro Parlante” (“The Talking Satyr”) is on Ne  lix.

MAYA RUDOLPH (voice of Daniela Paguro) is a two-  me Emmy® Award–winning actress, who has established 
herself as a cap  va  ng, versa  le performer across comedy, drama and music.

Rudolph is most widely known for her turn on NBC’s “Saturday Night Live,” where she was one of the show’s 
regular players for over seven years, as well as her various television projects and fi lm appearances. Since her 
debut on SNL in 2000, Rudolph’s memorable portrayals included Oprah Winfrey, Kamala Harris, Whitney Houston, 
Donatella Versace and Beyoncé as well as such recurring sketches as “Wake Up Wakefi eld” and “Bronx Beat.” In 
September 2020 Rudolph won an Emmy® Award in the category of outstanding guest actress in a comedy series 
for her portrayal of Kamala Harris on SNL.

She also stars in the fi lm “The Mitchells vs. The Machines,” an animated comedy Ne  lix released on April 30, 
2021.

On the television front, Rudolph can currently be seen as a recurring guest star on NBC’s “Saturday Night Live,” 
portraying Vice President Kamala Harris. In addi  on, she con  nues to recur on mul  ple animated series. She 
can be seen starring in season 2 of the Fox animated series “Bless the Harts.” Created by Emily Spivey, the show 
debuted in September 2019 and was very quickly renewed for a second season. Rudolph con  nues to voice 
the fan favorite Hormone Monstress on Ne  lix’s animated comedy series “Big Mouth” alongside Nick Kroll, 
John Mulaney, Jordan Peele, Fred Armisen and Jenny Slate. Her performance earned her an Emmy® Award for 
outstanding character voice-over performance at the 2020 Emmys. She was recently seen on NBC’s “The Good 
Place” as Judge, and her performance earned her 2018, 2019 and 2020 Emmy nomina  ons for outstanding guest 
actress in a comedy series. Also, in 2020, Rudolph narrated the Hulu series “Eater’s Guide to the World,” which 
premiered on November 11.

Rudolph was recently seen in the fi lm “Hubie Halloween,” a Halloween comedy from director Steven Brill. She 
starred alongside Adam Sander. Ne  lix released the fi lm in October 2020. Addi  onally, in 2020, Rudolph voiced 
the character Nanny in Ne  lix’s animated fi lm “The Willoughbys” alongside Terry Crews, Mar  n Short, Jane 
Krakowski and Sean Cullen. The animated fi lm is based on Lois Lowry’s popular book of the same name and was 
released on April 22, 2020.

In late 2018 Rudolph announced the forma  on of her produc  on company, Animal Pictures, alongside her 
long  me friend Natasha Lyonne. The duo has signed a fi rst-look deal with Amazon Studios to create and develop 
series projects for the Prime Video service. They are currently developing “The Hospital,” a darkly comic animated 
series, and “Desert People,” a comedy series about Iraqi immigrants. In 2020 Animal Pictures produced the 
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Neƞ lix comedy special “Sarah Cooper: Everything’s Fine.” Rudolph guest starred, wrote and produced the special 
that premiered on October 27, 2020.

In 2019 Rudolph was seen in Amy Poehler’s fi lm directorial debut for Neƞ lix, “Wine Country,” alongside Amy 
Poehler, Rachel Dratch, Ana Gasteyer, Paula Pell, Emily Spivey and Tina Fey. “Wine Country” was released in May 
2019. Rudolph also lent her voice to a character in “The Lego Movie 2: The Second Part.” Warner Bros. released 
the movie in February 2019. In 2018 Rudolph was seen in the Amazon series “Forever,” which she also produced. 
Amazon released the series on September 14, 2018. She also starred in Ben Falcone’s “Life of the Party” alongside 
Melissa McCarthy. Warner Bros. released the fi lm on May 11, 2018. AddiƟ onally, Rudolph starred in STXfi lms’ 
“The HappyƟ me Murders,” directed by Brian Henson, opposite Melissa McCarthy and Elizabeth Banks. STXfi lms 
released the animated feature on August 24, 2018. In 2017 Rudolph lent her voice to two animated fi lms, “The 
Emoji Movie” and “The Nut Job 2: NuƩ y by Nature.” She voiced the emoji Smiler in the former, which was 
released by Sony Pictures July 28, 2017. Rudolph returned to voice Precious in the laƩ er, which was released by 
Open Road on August 11, 2017.

In Summer 2016 Rudolph starred in her variety show “Maya & Marty” alongside MarƟ n Short. ExecuƟ ve 
producer Lorne Michaels and NBC produced alongside Maya and MarƟ n. She also lent her voice to Sony Pictures’ 
animated fi lm “The Angry Birds Movie,” released on May 20, 2016. AddiƟ onally, she appeared as Deborah in 
Akiva Schaff er and Jorma Taccone’s “Popstar: Never Stop Never Stopping.” Universal released the fi lm June 3, 
2016. Also, in 2016, Rudolph starred alongside Danny Glover in Diego Luna’s “Mr. Pig.” The fi lm tells the story of 
an elderly pig farmer and his estranged daughter, who go on a road trip from Southern California to the Jalisco 
region of West-Central Mexico. The fi lm premiered at the 2016 Sundance Film FesƟ val. For her role in the fi lm, 
Rudolph was nominated for a 2017 Ariel Award for best actress.

In 2015 Rudolph appeared in the hit comedy movie “Sisters” opposite Tina Fey and Amy Poehler. Released on 
December 18, 2015, by Universal Pictures and wriƩ en by Paula Pell, the fi lm featured Rudolph playing Brinda, 
the frenemy of Fey’s character.

MARCO BARRICELLI (voice of Massimo Marcovaldo) is an actor and director with an extensive theater background. 
His screen credits include the TV series “The Book of Daniel” and “L.A. Law” along with the documentary “Holy 
Silence,” and he has voiced characters in such video games as “Manhunt 2” and “The 11th Hour.”

He appeared on Broadway in “Tamara,” and in the 2004 off -Broadway staging of “Agamemnon.” From 2008 to 
2014, Barricelli served as arƟ sƟ c director of Shakespeare Santa Cruz. He also served as Associate ArƟ st (acƟ ng, 
direcƟ ng and teaching) at the American Conservatory Theatre in San Francisco, and spent many seasons as 
an actor at the Oregon Shakespeare FesƟ val. His other theater credits include “Silence,” with the Tokyo-based 
Theater Company Subaru, as well as producƟ ons at the Guthrie Theatre, Mark Taper Forum, the Old Globe 
Theatre, Long Wharf Theatre, Milwaukee Repertory Theatre, South Coast Repertory, Williamstown Theatre 
FesƟ val, HunƟ ngton Theatre Company, Missouri Repertory Theatre, InƟ man Theatre, San Jose Rep, Virginia Stage 
Company, Actors Theatre of Louisville, Indiana Repertory Theatre, Arizona Theatre Company, Portland Center 
Stage, Aquila Theatre Company, Kenyon FesƟ val Theatre, Utah Shakespeare FesƟ val and Illinois Shakespeare 
FesƟ val, among many others.

Barricelli’s direcƟ ng credits include producƟ ons at Denver Center Theatre Company, Alabama Shakespeare 
FesƟ val, Utah Shakespeare FesƟ val and Shakespeare Santa Cruz, among others. He is a recipient of a Fox 
Fellowship and both a Cherashore and an L.J. Skaggs research grant.
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He has taught acƟ ng for two decades at various insƟ tuƟ ons, including the internaƟ onal school of theater Prima 
del Teatro in Tuscany, Italy; the Academy of DramaƟ c Art Silvio D’Amico NaƟ onal in Rome; and the UC San Diego 
MFA program. Along with having won many awards for acƟ ng and direcƟ ng, he holds an honorary MFA degree 
from A.C.T. in San Francisco and is a graduate of the Juilliard School.

JIM GAFFIGAN (voice of Lorenzo Paguro) is a six-Ɵ me GRAMMY®-nominated comedian, actor, writer, producer; 
two-Ɵ me New York Times best-selling author; two-Ɵ me Emmy®-winning top touring performer; and mulƟ -
plaƟ num–selling recording arƟ st. He is known around the world for his unique brand of humor, which largely 
revolves around his observaƟ ons on life.
 
A top 10 comedian according to Forbes’ 2019 comedy list, Gaffi  gan recently released his eighth standup special, 
“The Pale Tourist,” on Amazon. He was also recently awarded for being the fi rst comedian to reach one billion 
streams on Pandora.
 
Up next, Gaffi  gan will be seen as the lead in the sci-fi  dramedy “Linoleum,” and will star as Mr. Smee in Disney’s 
“Peter Pan & Wendy,” opposite Jude Law and Yara Shahidi.

On the silver screen, his many credits include “Three Kings,” “Super Troopers” and “Super Troopers 2,” and 
“Chappaquiddick.” 2019 was Gaffi  gan’s biggest year to date with an astonishing eight fi lms releasing, three which 
premiered at that year’s Sundance Film FesƟ val, including “Troop Zero” with Viola Davis and Allison Janney, 
“Them That Follow” and “Light From Light”—with many fesƟ val goers calling Gaffi  gan the “King of Sundance.”

Gaffi  gan also had two fi lms recently in which he debuted as the lea: the comedic fi lm “Being Frank” and “American 
Dreamer,” a dark thriller, which was the grand fi nale of 2019 for Jim and features him as a rideshare driver who 
moonlights as a private driver for a drug dealer. Both fi lms are now available for download.

Gaffi  gan can currently be seen opposite Ethan Hawke in IFC Films’ “Tesla,” as well as opposite Josh HartneƩ  in 
Saban Films’ “Most Wanted.”

In addiƟ on to two seasons of the criƟ cally acclaimed semi-autobiographical “The Jim Gaffi  gan Show,” which he 
wrote and produced with his wife, Jeannie, and his widely popular standup comedy specials, Gaffi  gan has guest 
starred on many television comedies and dramas, ranging from “Portlandia” and “Bob’s Burgers” to the HBO cult 
hit “Flight of the Conchords” to dramaƟ c roles in “Law & Order.”

Gaffi  gan regularly does humorous commentaries on “CBS Sunday Morning.” In 2018, he served as master of 
ceremonies at the Al Smith Memorial Dinner. In 2015 Gaffi  gan had the great honor of performing for Pope 
Francis and over 1 million fesƟ val aƩ endees at the FesƟ val of Families in Philadelphia.

Gaffi  gan and his wife currently live in ManhaƩ an with their fi ve loud and expensive children. If you want to feel 
like you are part of the Gaffi  gan family, tune in to “Dinner with the Gaffi  gans,” a YouTube series that started in 
the wake of the coronavirus pandemic.

ABOUT THE FILMMAKERS

ENRICO CASAROSA (Director/Story By) joined Pixar AnimaƟ on Studios in January 2002. He began as a story 
arƟ st on “Cars” before moving on to work on the Academy Award®-winning feature fi lms “Ratatouille” and 
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“Up.” He made his directorial debut with the Academy Award®-nominated short fi lm “La Luna,” which screened 
theatrically with “Brave” in 2012. He then went on to work on “The Good Dinosaur” and the Academy Award®-
winning feature “Coco.” Casarosa then turned his sights to his own feature fi lm, and is currently direcƟ ng Disney 
and Pixar’s “Luca,” which begins streaming on Disney+ on June 18, 2021.

Casarosa found early infl uences in Japanese animaƟ on and grew up watching Japanese television series in Italy. 
Born and raised in Genoa, Casarosa moved to New York City in his twenƟ es to study animaƟ on at the School of 
Visual Arts and IllustraƟ on at the Fashion InsƟ tute of Technology.  

Before coming to Pixar, Casarosa worked as a storyboard arƟ st at Blue Sky Studios on “Ice Age” and “Robots.” 
He also worked as a background designer and storyboard arƟ st for a number of Disney Channel television series, 
including “101 DalmaƟ ans” and “PB&J OƩ er.”  

Casarosa lives in Berkeley, Calif., with his wife, daughter and three chickens. 

ANDREA WARREN (Producer) joined Pixar AnimaƟ on Studios in 1998 as a markeƟ ng producƟ on assistant on 
“A Bug’s Life.” She moved on to be an art department coordinator for the Academy Award®-winning feature 
“Monsters, Inc.,” and served as a digital painter for the Academy Award-winning feature “Finding Nemo.” Warren 
accepted her fi rst management role on the Golden Globe®-winning feature fi lm “Cars” as the art department 
manager. Next, Warren served as producƟ on manager of the Academy Award-winning features “WALL•E” and 
“Brave.” She made her producing debut with the short fi lm “LAVA,” and went on to co-produce the feature fi lm 
“Cars 3.” She is currently the producer on Disney and Pixar’s upcoming feature “Luca,” which begins streaming 
on Disney+ on June 18, 2021.

Prior to Pixar, Warren interned on the Walt Disney Pictures feature “James and the Giant Peach,” and was a web 
editor for JavaSoŌ .

Warren aƩ ended Westmont College, a liberal arts college in Santa Barbara. She grew up loving the art of 
storytelling in Sioux Falls, S.D., and drew early inspiraƟ on from “Babar” books, “The Muppets” and “Star Wars.”

Warren lives in Alameda, Calif., with her husband and two children.

PETE DOCTER (Execu  ve Producer) is the Oscar®-winning director of “Soul,” “Monsters, Inc.,” “Up” and “Inside 
Out,” and chief creaƟ ve offi  cer at Pixar AnimaƟ on Studios. 

StarƟ ng at Pixar in 1990 as the studio’s third animator, Docter collaborated and helped develop the story and 
characters for “Toy Story,” Pixar’s fi rst full-length animated feature fi lm, for which he also was supervising 
animator. He served as a storyboard arƟ st on “A Bug’s Life” and wrote iniƟ al story treatments for both “Toy Story 
2” and “WALL•E.” Aside from direcƟ ng his four fi lms, Docter also execuƟ ve produced “Monsters University” and 
the Academy Award®-winning “Brave.”

Docter’s interest in animaƟ on began at age 8 when he created his fi rst fl ipbook. He studied character animaƟ on 
at California InsƟ tute of the Arts (CalArts) in Valencia, Calif., where he produced a variety of short fi lms, one of 
which won a Student Academy Award®. Those fi lms have since been shown in animaƟ on fesƟ vals worldwide and 
are featured on the “Pixar Short Films CollecƟ on Volume 2.” Upon joining Pixar, Docter animated and directed 
several commercials, and has been nominated for eight Academy Awards, including best animated feature 
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winners “Up” and “Inside Out,” and nominee “Monsters, Inc.,” and best original screenplay for “Up,” “Inside 
Out” and “WALL•E.” In 2007, “Up” was also nominated for a best picture Oscar® by the Academy of MoƟ on 
Picture Arts and Sciences. 

PETER SOHN (Execu  ve Producer) joined Pixar AnimaƟ on Studios in September 2000, and began working in 
both the art and story departments for the Academy Award®-winning “Finding Nemo.”  Sohn conƟ nued on to 
work on “The Incredibles” in the art, story, and animaƟ on departments.  He focused on animaƟ ng members 
of the Parr family and worked on many memorable scenes from the fi lm. He also worked as a story arƟ st on 
another Oscar® winner, the 2008 feature fi lm, “WALL•E.” 

Sohn worked with producer Kevin Reher on the Pixar short “Partly Cloudy,” which was also his directorial debut 
at Pixar. Sohn directed also directed the original feature “The Good Dinosaur,” and is currently working on an 
unannounced project. 

In addiƟ on to his contribuƟ ons as a fi lmmaker, Sohn has lent his voice talents to Pixar’s feature fi lms.  In 
“Ratatouille” he voiced the character of Emile, and in “Monsters University,” he provided the voice of ScoƩ  
“Squishy” Squibbles. 

Prior to Pixar, Sohn worked at Warner Bros. with “Ratatouille” director Brad Bird on “The Iron Giant,” as well as 
at Disney TV.  He grew up in New York and aƩ ended California InsƟ tute of the Arts (Cal Arts).  He currently lives 
in the Bay Area.

KIRI HART (Execu  ve Producer) joined Pixar AnimaƟ on Studios as a creaƟ ve consultant in January 2019. She was 
an execuƟ ve producer and a creaƟ ve consultant on Disney and Pixar’s feature fi lm “Soul.” As execuƟ ve producer, 
she contributes to story development, strategy, markeƟ ng, publishing and consumer products for the fi lm. Hart 
also serves as a creaƟ ve consultant on the fi lm, ensuring the story and characters are an authenƟ c refl ecƟ on of 
the diverse world. 

She has worked in the entertainment industry for 27 years as a story analyst, development execuƟ ve, producer 
and writer. AŌ er starƟ ng her career in 1992 as an assistant in CAA’s Literary Department and later at the Ladd 
Company, she moved to HBO Films as a creaƟ ve execuƟ ve developing a slate of original movies. She then spent 
10 years as a screenwriter and television staff  writer, wriƟ ng projects for Universal, HBO, ShowƟ me and NBC.

Prior to Pixar, Hart was the senior vice president of development at Lucasfi lm for six years. She formed the 
Lucasfi lm Story Group, and oversaw the creaƟ ve development of all “Star Wars” content across fi lm, animated 
television, publishing, gaming, immersive media and theme parks. While at Lucasfi lm, Hart co-produced fi lms 
“The Last Jedi,” “Rogue One: A Star Wars Story,” and all four seasons of the award-winning animated television 
series “Star Wars Rebels.”

Hart grew up in Los Angeles, Calif., and aƩ ended Stanford University. She is a member of the Academy of MoƟ on 
Picture Arts and Sciences and the Writers Guild of America. She resides in San Francisco, Calif.

JESSE ANDREWS (Story by/Screenplay by) is an award-winning screenwriter, novelist and former German youth 
hostel recepƟ onist. His New York Times best-selling books include “Me and Earl and the Dying Girl” (2012), “The 
Haters” (2016) and “Munmun” (2018); reviewers have described them as “hilarious” (The New York Times), “truly 
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hilarious” (Kirkus Reviews), “uproariously funny” (Booklist) and “probably the funniest book I have ever read” (The 
Guardian). He is the screenwriter of “Me and Earl and the Dying Girl” (2015), winner of the 2015 Sundance Film 
FesƟ val’s Grand Jury Prize and Audience Award, and co-screenwriter of Pixar’s “Luca” (2021). Jesse is a graduate of 
PiƩ sburgh’s Schenley High School and Harvard University and makes his home in Berkeley, Calif.

MIKE JONES (Screenplay by) has been a writer and story consultant to Pixar AnimaƟ on Studios since June 2013, 
and joined the studio full-Ɵ me in March 2017. He has served on the brain trusts of many Pixar fi lms, including 
“Finding Dory,” “Incredibles 2” and the Academy Award®-winning features “Inside Out,” “Coco” and “Toy Story 
4.” He also serves on the story trusts of many SparkShorts, as well as features in early development. He most 
recently co-wrote Disney and Pixar’s 2020 feature fi lm “Soul.” 

As a senior story and creaƟ ve arƟ st, Jones works with the director to develop a story in its early stages. Together 
they explore characters and character arcs, with Jones wriƟ ng various script draŌ s unƟ l it’s cohesive. AŌ er early 
development, Jones conƟ nues to work with the producƟ on departments on the diff erent versions of the reels by 
rewriƟ ng every sequence as needed, consulƟ ng on storyboards and advising on editorial assemblies.

Before joining Pixar, Jones was a working screenwriter for 20 years, wriƟ ng scripts for nearly every major 
Hollywood studio. Prior to screenwriƟ ng, he served on the editorial staff s of Filmmaker Magazine, IndieWire 
and Variety.

Jones grew up in San Antonio, Texas, and aƩ ended NYU Film School. He lived in New York for 16 years before 
moving to Los Angeles. He resides in Northern California.

DAN ROMER (Music by) is an award-winning composer, songwriter and music producer based in Los Angeles. 
Romer’s scores include Disney and Pixar’s upcoming feature “Luca,” which streams on Disney+ beginning June 
18; four-Ɵ me Oscar®-nominated “Beasts of the Southern Wild” (Searchlight), “Maniac” (Neƞ lix), “The Good 
Doctor” (ABC), “Beasts of No NaƟ on” (Neƞ lix), “Atypical” (Neƞ lix), “Skin” (A24), “Wendy” (Searchlight) and 
Emmy®-winning series “Ramy” (Hulu). 

In 2018, Romer composed the music for UbisoŌ ’s fl agship video game “Far Cry 5.” In addiƟ on to his scoring 
work, he produced several worldwide hit singles for numerous acclaimed arƟ sts, including A Great Big World and 
ChrisƟ na Aguilera’s GRAMMY®-winning “Say Something,” and Shawn Mendes’ “Treat You BeƩ er.”

Oscar® and Academy Award® are the registered trademarks and service marks of the Academy of MoƟ on Picture Arts and Sciences.
Screen Actors Guild Award® and SAG Award® are the registered trademarks and service marks of Screen Actors Guild™.

Emmy® is the trademark property of the Academy of Television Arts & Sciences and the NaƟ onal Academy of Television Arts & Sciences.
Golden Globe® is the registered trademark and service mark of the Hollywood Foreign Press AssociaƟ on.

Tony Award® is a registered trademark and service mark of The American Theatre Wing.
GRAMMY® and the gramophone logo are registered trademarks of The Recording Academy® and are used under license. ©2011 The Recording Academy®.


