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Cartoon Physics

Pixar’s animated films are created using computer graphics, so the characters are constructed and
animated in a virtual 3D world. Manipulating that world involves using physics and math for
everything from sculpting the shapes of objects to animating the characters to lighting the scenes
to texturing the surfaces to simulating the motion of clothes and hair. And although cartoon physics
is based on classical physics, it has to adapt to the wacky things animators do. It has be
responsive to artistic control and do things that aren’t physically possible while still looking
physically plausible.
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Creative Teams

Making a Pixar movie involves a team of hundreds of people from widely different disciplines using
a lot of sophisticated technology. The scale and complexity of the process make it challenging to
create a cohesive story that audiences find moving. This talk looks at how Pixar addresses that
challenge. The principles involved are pertinent to any creative endeavor that involves large teams
and sophisticated technology, but the visual and emotional nature of movies makes those
principles particularly evident and clear.
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