
CINDA REAL 
Fairy tales with a twist

6 x 24’ T V > APP > VR > WEB

By presenting the stigmas within the familiar  
narratives of fairy tales, we raise awareness for the stigma 

in question and educate children and parents  
on how to “de-stigmatise”.
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 CONCEPT

C inda Real is a transmedia take on the fairy tale Cinderella. Told through 
the medium of an animated TV series (6 x 24’), an interactive app and 

a VR experience, Cinda Real offers a new and empowering perspective on 
the well-known story by introducing the stigma of physical disability into 
the narrative. Cinda Real is envisaged as the first in a series of 6 retellings 
of fairy tales, with each re-imagined fairy tale tackling a separate stigma 
(physical, mental, racial, sexual, social status, gender identity).
 
The first tale in the series is Cinda Real (our take on Cinderella), a story 
about a girl who is stigmatised for having only one leg. Researching the 
origins of this fairy tale, it became apparent that the core of the story is 
Cinderella’s initiation from girl to woman, and this provided the perfect 
basis for exploring the stigma of disability. In our version, Cinda has to 
overcome this disability on several levels: within hersel f, within her family 
and within the community. And by changing the focus from wanting to 
marry the prince to just wanting to dance, we were able to generate a 
message of empowerment and sel f-realisation.
 
The reason we are choosing well-known fairy tales rather than telling new 
stories in order to explore these stigmas is twofold. For one, the fairy tale 
provides a familiar entry point for the child watching/interacting with it, 
which then helps in the navigation of this world which is at the same time 
familiar and yet has new and unexpected narrative developments. Then, 
by showing this re-imagined tale, the child is also encouraged to go and 
experiment with their own storytelling and come up with new versions. 
And secondly, fairy tales, in their original form, are perfectly suited to the 
subject of stigmas. It is only in more recent times that their valuable lessons 
have become lost with the sanitisation of fairy tales, and with the darker 
layers glossed over and removed, so that in their stead more simplistic 
messages took root. The modern versions of fairy tales like Cinderella, 
Sleeping Beauty, Snow White and so on teach girls to wait for a prince to save 
them. Yet the stereotypes of passive women and dubious li fe goals (to marry 
a rich prince) had not always been part of these tales. So it is our aim to 
reclaim some of the lost lessons of the fairy tales of old (and in this process 
the writings of Bruno Bettelheim and Clarissa Pinkola Estes on fairy tales 
have been hugely influential).
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Through a selection of six fairy tales, our intent is to tackle six di fferent 
stigmas (physical, mental, racial, sexual, social status, gender identity). 
Stigma is a broad concept that describes a process that affects the most 
sensitive parts of human li fe and is therefore di fficult to define. All feelings 
of stigma develop in the early stages of childhood, when we begin to 
develop a view of ourselves and the world. However visible or hidden on the 
outside, our stigmas change the way we see ourselves and how we interact 
with others. As we see it, enforced by the stereotype-filled media of the 
modern world, it is an ever-growing problem of everyday li fe that needs to 
be addressed with diversity and tolerance.
 

By presenting the stigmas within the familiar narratives of fairy tales, our 
hope is to raise awareness for the stigma in question and educate children 
and parents on how to ‘de-stigmatise’ the stigma. This way, both those that 
witness someone being stigmatised and those who have suffered from being 
stigmatised will be able to recognise first the stigma and its harmful effect 
and secondly they will be shown ways of overcoming the stigma (from 
within as well as socially).
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ORIGIN OF THE PROJECT

It all began with Stigmarella – The Story about a Girl and a Shoe, which 
was a transmedia project we created to promote Ms Renata Ažman’s 

book Yoyo dealing with sexual abuse. The idea was to develop a broader 
transmedia project on stigmatisation, where the medium of an exhibition is 
aimed at the children, while the book, questionnaire and round table events 
were aimed at the parents so as to design mechanics that would foster an 
active dialogue. In order to communicate effectively we involved our target 
audience in every aspect of the project. The exhibition, a platform for 
participation, was the main space for the story aggregation. It was a space 
of active dialogue between children, parents, nursery teachers, psychiatrists, 
mental health patients and journalists.
 
Ažman’s book was created out of the author’s struggles with bipolar 
disorder and her sel f-treatment through therapeutic writing. The original 
concept of therapeutic writing means writing and publishing a story about 
one’s most severe trauma. In the author’s case, this was psychological 
violence and sexual abuse in the family, which found its place in Yoyo, at the 
same time representing the end and a new beginning. The end of fear, pain 
and suffering and the beginning of a new path, liberated from stigma.
 
 
The project Stigmarella – The Story about a Girl and a Shoe took place  
in Monument Protection Center, Gallery in Ljubljana, Slovenia from  
17 September to 9 October, 2014 as part of BIO50, Biennale of Design, 
Ljubljana, NOW Programme and was accompanied by several roundtable 
events. The research taking place at the time of the exhibition showed that 
the majority of parents and nursery teachers were impressed by the quality 
of the educational approach and requested the full version of the animated 
fairytale that was an integral part of the exhibition.
 
Based on the research data the team has decided to enhance the project by 
presenting the educational approach to sensitive topics to further European 
audiences by transmedia means.  
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TRANSMEDIA SIDE 
OF THE STORY

We believe that for a transmedia project to succeed, it has to be 
participatory, with the participation meaningful for everyone involved, 

which is why the project was, from the outset, developed and executed 
through contributions, from both children and their parents. The platforms 
through which we initially engaged the audience were print, film and the 
exhibition space. Now we intend to focus on the animated series of 24-min 
films, an interactive storytelling app and a VR experience that will take 
place within an exhibition space. The main goal is to foster creativity through 
the transmedia platforms - whether at a visual level, through drawing, or at 
a narrative level, through storytelling. And at the same time, both interactive 
experiences have as their aim to educate.
 
By using fairy tales that all children know, we are creating a starting 
point that is familiar and that allows the child to then start exploring this 
world with greater confidence, while leaving plenty of room for their own 
contributions, and this is where the experience truly becomes meaningful. 
The participatory nature of the films, which is the first phase of our project, 
is evidenced in the animation style: we are animating illustrations made by 
the children that took part in our workshops (see more in Animation below). 
 
This same approach to using the children’s animations feeds into both the 
interactive app and the VR experience. Following the production of the short 
animated film, the next step we are planning is an interactive storytelling 
app that would allow children to see their own animations spring to li fe in a 
short animated film. Through this medium they will be able to express their 
visual version of the story and they will also be able to share it in a space. 
They will be able to reimagine the space by drawing their own stories.  
The exhibition space will become a fusion of a pre-animated environment 
filled with user illustrated story worlds. The visitors or rather co-creators 
will be able to explore, through their own drawings, the subject of each 
stigma and become storytellers in their own right. In the VR experience, the 
world of the fairy tale will mesh with the real spatial environment of the 
exhibition space and with the participants, so that they can enter the story 
and enact certain parts of the fairy tale. This ties in with the theory of 
therapeutic writing that we explored in the first stage of this project,  
and for this reason the app carries a signi ficant educational value. 
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ANIMATION DESIGN 
& TECHNIQUE

The animation process started with a workshop in which children created 
illustrations of a prince, a princess and a castle. Children in di fferent 

age groups, varying from 3 to 8, were inspired to visualise a prince that is as 
childish as they are and is allowed to be dirty or have a hole in their pants. 
The illustrations were then filtered and used as the basis for the animation, 
giving them a childlike quality and also inspiring us to conceive of an 
interactive storytelling app (see below).
 
 
For the animated TV series, a new aesthetics is researched by combining 
3D models with 2D puppet animation. Participatory projects demand 
an experimental approach by combining and experimenting with modern 
and traditional techniques at once, by combining 3D models with 2D 
puppet animation and scripted illustration. The characters are animated as 
simple collage puppets, while 3D clothes and space are animated in a 3D 
environment. 
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TV FORMAT

The series is composed of 6 episodes, each 24 minutes long. Each episode 
is a stand-alone story, re-telling a familiar fairy tale through the prism 

of a particular stigma. Cinda Real deals with physical disability. Sexual 
stigma is told through the story of Sleeping Beauty. Mental disability is 
explored in the new version of Rapunzel, and racial stigma is woven into the 
story of The Not So Ugly Duckling. Social status stigma is problematised in 
the re-imagined Midas Touch, and gender identity stigma becomes the subject 
of The Princess and the Real Frog. 

Cinda Real deals with physical stigma  
(see the main doc for the story synopsis).

Mental stigma is explored in Real Punzel, the new version of Rapunzel. Punzel 
is a little girl who behaves a bit di fferently to other kids. This is because 
she is autistic. Her mother, upset by her daughter’s condition, and horri fied 
at the thought of the bullying and stigma her darling Punzel will have to 
go through i f she goes to school, decides to home-school her. Punzel is not 
allowed any outside contact and has no friends. Until a boy from next door 
starts to climb up to her balcony and he accepts her for the person she is, 
not discriminating against her little idiosyncrasies. Punzel’s mother goes nuts 
when she finds out, and forbids Punzel from seeing the boy. But when Punzel 
becomes depressed, the mother relents and allows this friendship, finally 
realising she cannot keep Punzel under lock and key, ‘protected’ from the world.
 
Sexual stigma is told through the story of Sleeping Beauty. A young prince 
from another kingdom comes to visit the beauti ful Princess. He falls in love 
with her, but his way of wooing her leaves a lot to be desired. He first tries 
to steal a kiss from her, but she pulls back, not impressed by his forwardness. 
Then he tries a di fferent tactic: he tells her that a terrible curse will visit 
her kingdom i f she does not kiss him. She ignores him. For the next week he 
comes up with ever more disastrous scenarios that will unfold i f she refuses 
him. Still she stays steadfast and won’t kiss him. Finally, he gives up. And 
when he stops pursuing her he is actually not such a pain to be around. They 
become friends and the Princess finds she has started to fancy him. So she 
kisses him, but on her own terms.

Series outline
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Racial stigma is woven into the story of Not So Ugly Duckling. The little 
duckling suffers from being laughed at and scorned for being so di fferent. 
When even his mother no longer defends him, he feels hurt and betrayed, 
so he decides to run away from home. His suffering comes to an end when 
he finds out he has transformed into a swan and is accepted by the swans. 
But then, after a while, being surrounded by just swans starts to bore him 
a bit. Everywhere he looks, everyone looks the same as him and behave the 
same as him. He realises that being di fferent is not such a bad thing after all 
and decides to return to the duck family. Yet now that he has grown into a 
beauti ful swan, his duck siblings have a new respect for him and everyone  
at home treats him di fferent. But really, it’s because he accepted that it was  
OK to be di fferent from his family.
 
Social status stigma is problematised in the re-imagined Midas Touch, now 
called Gold Touch, a story about a little girl who wants, wants, wants.  
She wants what her friends have (the latest trainers, doll, or dress) and she 
doesn’t realise just how hard her single father works to support them.  
He struggles to make ends meet, but as he wants his daughter to have all the 
things her friends have, so that she doesn’t stand out for being poor, he takes 
on two jobs and is near complete exhaustion. His daughter, seeing how much 
her father is suffering, makes a wish - to turn whatever she touches into gold. 
To her delight, her wish come true and she heads off to sell the household 
things she has turned to gold, except when she takes the money, it, too, turns 
to gold. Then, slowly, everyone and everything around her turns to gold. 
Including her father and all her friends. Soon she is the loneliest richest girl 
in the world. And she regrets her wish, crying and wishing she had never 
wanted all those things. Her tears undo the spell and she realises what truly 
matters in this world, no longer in thrall to the material things around her.
 
Gender role/identity stigma takes centre stage in the retelling of The Princess 
and the Real Frog. When a princess meets a frog, she thinks that i f she kisses 
him, he will turn into a prince. The frog is anxious about this; what i f he 
doesn’t turn into a prince? And what i f he does and he doesn’t like being a 
prince? He asks the princess to not rush into the kiss. To give him some time. 
So she does. And the two slowly fall in love. After a while, the princess just 
wants to kiss the frog for who he is, not because he might turn into a prince. 
So she kisses him, and nothing happens. He remains a frog. Much to both 
their relief, actually. Except not everyone thinks like them. They are aghast. 
She is a princess, she is supposed to fall in love with a prince! Not a frog. 
They try to elope, but end up facing discrimination wherever they go. They 
finally settle in the woods, far from people, and find that the animals in the 
forest don’t mind one little bit about their unusual relationship. And so they 
live happily ever after.
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EDUCATIONAL 
STORY APP

With the Educational Story App we want to get children and parents 
to really think about what it means to be disabled, and to educate 

them on the challenges that those with disabilities face in a manner that will 
be fun and gamified. The challenge of the app is to draw Cinda’s new leg. 
Except that not just any leg will do: the children need to get the leg just 
right. It can’t be too long, or too short; neither too wide nor too narrow, 
and the arch of the foot needs to be well balanced, too.  Because i f the leg 
doesn’t fit, then Cinda can’t dance. If a child creates an appropriate leg he/
she is awarded with an animated video clip of the royal ball. Cinda’s leg in 
the dance is the one created by the child. If, instead, the child creates a leg 
that is to long or too short, they will access an animated clip of the story 
in which Cinda is trying and failing to make hersel f a new leg. Once again, 
the ill-fitting leg used in the clip will be the child’s own drawing. The 
encouragement that the Fairy godmother gives will encourage the child to 
try again. Other segments of the story will also be used to ‘test’ this newly 
created leg, from the pancake-making breakfast sequence (except that here 
we will be seeing it as i f Cinda is trying to use her new leg rather than her 
crutches as is in the original story) to the walk into town to get the tickets 
for the royal ball. 
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VR EXHIBITION - 
PLAYGROUND

The initial exhibition project had provided a safe space within which 
the participants, both parents and children, were able to express their 

own stories, through writing and through drawing. Continuing on from 
this approach, we envisage the VR experience as equally creative, except 
the creativity of telling one’s own story, within the parameters of the fairy 
tales, will take place within the melding of the VR and real space. The VR 
paintbrushes are especially fun to experiment with, and they are a technology 
that is still only accessible in exhibit spaces rather than in individual homes.  
The VR exhibition is therefore intended as the fun playground within which 
children can make their own versions of the fairy tale characters come to li fe.  
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OUTREACH STRATEGY

• 3 - 7 
• Parents
• Preschool teachers

• Famous musicians and artists speaking 
about their disabilities and performing  
for a social cause 

• Direct communication with kindergartens
• Social media communication
• PR and advertising campaign

• Markets to start with: Slovenia, Croatia, 
Austria, Germany, UK

TARGET 
AUDIENCE:

DISTRIBUTION 
STRATEGY:
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FINAL WORD

The exhibition in Slovenia showed the need and appreciation of the local 
community, and through our experimental approach, we learnt new 

ways to present the chosen topic — through constant exchange of ideas and 
with new approaches to the art of effective communication. Based on the 
research data we are planning to further develop the project by placing the 
exhibition in di fferent cities around Europe and designing a series of 6 short 
animated films. These will become a part of a broader transmedia project 
that combines the TV series, participatory exhibition with an educational 
interactive storytelling app. 

Through exhibitions around Europe we will continue the research on 
stigma, promote the TV series and interactive app and find ways to co-create 
a better society.

The project Stigmarella – The Story about a Girl and a Shoe received 
special acknowledgement of BIO50, Biennale of Design, Ljubljana,  
NOW Programme.

The project Stigmarella – The Story about a Girl 
and a Shoe received special acknowledgement  
of BIO50, Biennale of Design, Ljubljana,  
NOW Programme.

The honorary patron of the project is Vlasta Nussdorfer, 
Slovenian human rights ombudswoman.
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Sara Božanić, Transmedia Director
Jasmina Kallay, Transmedia Director & Screenwriter 
Timon Leder, Animation Art Director
Hana Jesih, Animation Designer
Dalibor Kazija, Media Art Director 

Stigmarella.com
Transmedia-design.me/Stigmarella
Vimeo.com/Stigmarella

AUTHORS

PROJECT LINKS

The project was accepted by the Selection 
Committee to be presented at Cartoon 360, 
the transmedia pitching event 2016. 
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“The European Union is the world leader of democracy, 
human rights, tolerance, individual freedom, brotherhood, 
cultural and ethnic diversity and social inclusion.

Cinda Real is an excellent metaphor of these values, 
transmitted to younger children through transversal social 
realities, that they easily identi fy, challenging them and 
consolidating them in children from an early age.” 

15.6.2016 
Luis da Matta Almeida

“Providing young children with the opportunity to 
understand and explore social stigmas such as disability 
is hugely important and Cinda Real offers an imaginative 
and unique way in which to do this. There are certain 
animation projects that deserve to be made and then there 
are projects that need to be made. Cinda Real is the kind 
of project that not only deserves to be made but needs to 
be made - for children everywhere.”

27.6.2016 
John Lomas-Bullivant 


