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Hard/to place CG on moving objects on film
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Complex shaders
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To creale the light shining on Woody' s face and

Static in the room, Pixar emulated the particular color

of light emitted from a black-and-white TV set in

the "50s.
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Animation tools
Rendering, lighting, compositing
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Alter-eachake, thiree extra shots

chrome ballffer environment map for Stuart’s eyes

white and gray’balls for lighting info
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" Onceishotis orepared, 2D images rendered and
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Although props that Stuart held, such as his loothbrush, were modeled, his vanity is a miniature

physical model.
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